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Cinematic Studio Sample

@ Unity Technologies Yk k%% 5|5 Reviews

FREE

B

‘i’ HIBIKI_entertainment
wk k% 9 daysago
Increadible asset for those in cinematics

This asset is deeply involved and showcases a full
production for animation, cinematics and audio.
it's beautifully put together and shows gives a lo...

Read more re\

License agreement Standard Unity Asset Store EULA
License type Extension Asset

File size 192.3 MB

Latest version 1.0

Latest release date May 3, 2021

Supported Unity versions 2020.3.0 or higher
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A, Transform e
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Scale X1 B 1 Z1
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Weight ® 1
Priority 0
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W& (Builtin) ;ExRELZAME 4 HDRPHR

Render Pipeline Generate Shader Includes

HD Render Pipeline Render Selected Camera to Log EXR Ctrl+Shift+Alt+E
Export Sky to Image
Upgrade from Previous Version
Check Scene Content for Ray Tracing

Upgrade from Builtin pipeline Upgrade Project Materials to High Definition Materials

Upgrade Selected Materials to High Definition Materials
Upgrade Scene Terrains to High Definition Terrains

Render Pipeline Wizard iAax
Current HDRP version: 10.6.0 Check update

. W E;-\E-;jkm %E’J Standard 1: E*j}_ﬂ- E Ej]$‘§ H D R P th Install Configuration Editable Package

Default Path Settings

Default Resources Folder HDRPDefaultResources

static readonly string Standard = "Standard";

static readonly string Standard Spec = "Standard (Specular setup)™;

nly string Standard Rough = "Autodesk Interactive";

Configuration Checking

HDRP HDRP + VR HDRP + DXR

static reado
Global

Color space
Lightmap encoding
Shadows
Shadowmask mode
Assigned - Graphics
Runtime resources
L] Editor resources
Diffusion profile
Default volume profile
Default Look Dev volume profile

LCLLLLLLLss

PY Current Quality
Assigned - Quality
SRP Batcher

LY

Project Migration Quick-links

Upgrade Project Materials to High Definition Materials
Upgrade Selected Materials to High Definition Materials
Upgrade HDRP Materials to Latest Version

Show on start
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Lit Shader




HDRP#RHEWE T/

€3k E)
(Subsurface Scattering)

AR
(Standard)
~i%AH (Opaque) . =

etail Inputs)

i%0H (Transparent)

v

(Translucent) lvanced Options)
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1. BRthigE

Statue_Deer (Material)
Shader HDRP/Lit

¥ Surface Options

Surface Type Opaque
Rendering Pass PEIET
Cull Mode Back

Alpha Clipping

Double-Sided

Material Type Standard |

Receive Decals |

Receive SSR/SSGI v

Geometric Specular AA

Displacement Mode None

v

- i
Edit...

2. Base Map

G Statue.Deer (Material)
R Shader HDRP/Lt

¥ Surface Options

Surface Type Opaque
Rendering Pass Default
Cull Mode Back

Alpha Clipping

Double-Sided

Material Type Standard

Receive Decals

Recelve SSR/SSGI v

Geometric Specular AA

Displacement Mode None

B cBase Map

Metailic

Smoothness
OMask Map




D Statue_Deer (Material) o
Shader HDRP(LIt v Edit..

Surface Options

3. Mask Map

Surtace Type Opaque -
Rendering Pass Default -
Cull Mode Back -
Metallic Occlusion Detail Mask Smoothness Alptie Clipoing
Double-Sided
Material Type Standard 22
Receive Decals
Recelve SSR/SSGI v
Geometric Specular AA
Displacement Mode None -

Surface Inputs
B o8ase Map | B

Metallic

Ambient Occlusion
Il oMask Map
Normal Ma\§pace TangentSpace A4

Statue_Deer_MaskMap

jii (Metallic) i (Ambient Occlusion) Alpha i#i#i (Smoothness)

SEE (Metallic) | —

KIE¥XE#R (Ambient Occlusion)

= (Detail Map Mask)

EiBE (Smoothness)



4. Normal Map

ﬂ) Statue_Deer (Material) Qi

- Shader HDRP/Lit /| NECiN

¥ Surface Options

Surface Type Opaque ¥
Rendering Pass Default 5.
Cull Mode Back v

Alpha Clipping

Double-Sided

Material Type Standard b

Receive Decals

Receive SSR/SSGI v

Geometric Specular AA

Displacement Mode None 5.2

¥ Surface Inputs

B ©Base Map | P

Metallic Remapping 4T
Smoothness Remapping T D
Ambient Occlusion Remapping €
. ©Mask Map

ace TangentSnace 2
. ©Normal Map L 1

©Bent normal map

©Coat Mask @ (0]
Base UV mapping uvo v
Tiling X1 0 1
Offset X0 i 0

¥ Detail Inputs
ODetail Map

¥ Emission Inputs
Use Emission Intensity
OEmissive Color HDR | ¢

“ The emission intensity is from the HDR color picker in luminance







Lit &858 Alpha Clipping

A Transform o Texture Type Default
f  Lantern 3_Handle (Mesh Filter) 9 Texture Shape 2D
£8 v Mesh Renderer Of: SRGB (Color Texture) v
@ > lantern 3_Paint_Metal (Material) Qi Alpha Source Input Texture Alpha
Shader HDRPJ/Lit v (EditS Alpha Is Transparency
Checkout Ignore PNG file gamma
Advanced
Sitace Options Non-P of 2 ToNearest
| surface Type Ousqic > Read/Write Enabled
Rendering Pass Default v ; .
Streaming Mipmaps
culiMade Eae ! Virtual Texture Only
lghaiclipping v Lantern3_Paint_Metal_E RGB R G B
Threshold @ 0.5
Use Shadow Threst
Alpha To Mask
Double-Sided
Material Type Standard v
Receive Decals
Receive SSR/SSGI v
Geometric Specular A
Displacement Mode None v

Surface Inputs
. ©Base Map L'-T
Metallic Remapping (I
Smoothness Remappi ( I b
Ambient Occlusion Re I
. ©Mask Map
Normal Map Space  TangentSpace v
. ©Normal Map @ 1

©Bent normal map

©Coat Mask @ (]

Base UV mapping uvo ¥
Tiling X1 i 1
Offset X 0 YO0 X 5 A
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- Coat Mask ol

I

>

>

>

v

Tag Untagged

A, Transform

¥ Layer

i3} Tribecca_Coffe Table (Mesh Filter)

B5 v Mesh Renderer

Shader | HDRP/Lit

¥ Surface Options

Tribecca_Coffe Table (Material)

| Surface Type Opaque A2
Rendering Pass Default v
Cull Mode Back v
Alpha Clipping
Double-Sided
Material Type Standard 52
Receive Decals
Receive SSR/SSGI v
Geometric Specular AA v
Screen space variance L 2 0.1
Threshold @ 0.2
Displacement Mode None v

¥ Surface Inputs
- ©Base Map
Metallic Remapping
Smoothness Remapping

Ambient Occlusion Remapping

LB

- ©Mask Map
Normal Map Space TangentSpace v
©Normal Map [} 0
(2] al map
©Coat Mask @ 0.5
Base UV mapping uvo v
Tiling X1 b 1
Offset X0 Y0
¥ Detail Inputs
©Detail Map
¥ Emission Inputs
Use Emission Intensity
@Emissive Color | HDR ¢
Q The emission intensity is from the HDR color picker in luminance
Exposure weight o1

Emission multiply with Base
Baked Emission



Tag Untagged ¥ Layer *.

» A Transform

» B Tribecca_Coffe Table (Mesh Filter)
» B8 v Mesh Renderer

(%) Tribecca_Coffe Table (Material)
Shader HDRP/Lit

v

¥ Surface Options

Surface Type Opagque v,
Rendering Pass Default L
Cull Mode Back >

Alpha Clipping

Double-Sided

Material Type Standard N/

Receive Decals

Receive SSR/SSGI v

Geometric Specular AA v
Screen space variance L 2
Threshold L

Displacement Mode None

¥ Surface Inputs

W ©Base Map | B

Metallic Remapping € D

Smoothness Remapping € D,

Ambient Occlusion Remapping 4 D g

. OMask Map

Normal Map Space TangentSpace

©Normal Map ®
©OBent normal map

B ©Coat Mask

Base UV mapping uvo

Tiling X1

Offset X 0

Detail Inputs

©ODetail Map
Emission Inputs
Use Emission Intensity
©OEmissive Color HoR_Ige

a The emission intensity is from the HOR color picker in luminance

Exposure weight o1
Emission multiply with Base
Baked Emission
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Detail Map (4514

Lantern_Glass (Material) o
Shader HDRP/Lit v [Edit..
¥ Surface Options
[surface Type ] v
Rendering Pass Default >,
Blending Mode Alpha N
Preserve specular lighting v
Sorting Priority 0
Receive fog v
|Back Then Front Rendering |
Transparent Depth Prepass
Transparent Depth Postpass
Transparent Writes Motion Vectors
Depth Write
Depth Test LessEqual 24
Alpha Clipping
|Double-Sided v ]
Normal Mode Mirror -
[Material Type Standard =
Receive Decals v
Receive SSR Transparent
Geometric Specular AA
Displacement Mode None -
¥ Surface Inputs
m. ©Base Map [ _P
Metallic Remapping »
Smoothness Remapping L1
Ambient Occlusion Remapping T D
- OMask Map
Normal Map Space TangentSpace !
©Normal Map L 2 0.5
©Bent normal map
©Coat Mask ® 0
Base UV mapping uvo -
Tiling X1 Y1
Offset X0 YO
¥ Detail Inputs
©ODetail Map
Detail UV Mapping uvo -
Lock to Base Tiling/Offset
[Tiling X 3 TEH|
Offset X 0 YO
Detail Albedo Scale ® 0
| Detail Normal Scale o 15 |
Detail Smoothness Scale [ 3 0
¥ Transparency Inputs
Refraction Model None S



Detail Map (ZHTNEE)

Albedo Normal Smoothness

Desaturate

IEtsiEiE (Smoothness) Alpha @& (Normal X

EEFHELARRIN

Normal Y

EiBE (Smoothness)

Normal X







Stockholm_Vases_Glass (Material) o
Shader 'HDRP/LIt v | Edit.
Checkout

¥ Surface Options

| surface Type Transparent | -

Rendering Pass Default -

[Blending Mode Alpha -
Preserve specular lighting v
Sorting Priority 0
Receive fog v

Back Then Front Rendering
Transparent Depth Prepass
Transparent Depth Postpass
Transparent Writes Motion Vectors

Depth Write
Depth Test LessEqual v
Cull Mode Back .
Alpha Clipping
Double-Sided
Standard A4
Receive Decals
L (e e
ﬁ é Geometric Specular AA
Displacement Mode None v
¥ Surface Inputs
©Base Map .
Metallic ® 0
Smoothness ® 1
©Mask Map
Normal Map Space TangentSpace v
©Normal Map ® 1
©Bent normal map
©Coat Mask L 2 0.25
Base UV mapping uvo -
Tiling X1 ¥ 1
Offset X0 Y 0
¥ Detail Inputs
©Detail Map
3/ ¥ Transparency Inputs
Refraction Model Box v
Index Of Refraction 2 2 1.55
©Thickness ® 0.02
OTransmittance Color | P
a— Transmittance Absorption Distance 0.01

» Emission Inputs
] » Advanced Options



Thickness = 0.02
Transmittance Absorption Distance = 0.02
OThickness

L 2
OTransmittance Color | 4
Transmittance Absorption Distance 0.02

Thickness = 0.02
Transmittance Absorption Distance = 0.01
OThickness L

oTransmittance Color | P4
Transmittance Absorption Distance |0.01

0.02

Thickness = 0.02

Transmittance Absorption Distance = 0.002

OThickness L 0.02
OTransmittance Color -f
Transmittance Absorption Distance |0.002
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a Lantern_Emissive (Material) L2 B
7" Shader HDRPJLit v Edit..
v Checked out Checkin Undo

Surface Options

Surface Type Opaque v
Rendering Pass Default v
Cull Mode Back v
Alpha Clipping
Double-Sided
Material Type Standard v
Receive Decals v
Receive SSR/SSGI v
Geometric Specular AA
ﬁﬁgiﬂﬁiﬁ: Displacement Mode None L3
“l, Surface Inputs
1 . gkj‘ﬁ m. ©Base Map | B
Metallic Remapping I D
2. E&EEEEE%}K%E%&%? Smoothness Remapping A D
Ambient Occlusion Remappi (T D
."Mask Map
Normal Map Space TangentSpace v
. 9Normal Map L 0.7
©OBent normal map
OCoat Mask [ 2 0
Base UV mapping uvo v
Tiling X1 Y1
Offset X0 Yo
Detail Inputs
ODetail Map

RGB 0-25¢5 v T
Emission Inputs

R SN o ‘ Use Emission Intensity
o NN ;| Cemsvecoor | [ EE|

s — R :
X1 Y1
* RORRSSSSSRSSRNNNN) 55 X0 Yo

Inte; 1.8338 a The emission intensity is from the HDR color picker in luminance

Exposure weight o1

Emission multiply with Base
Baked Emission

¥ Swatches i
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i copes!
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o7me

.

Rendering Pass Default
Cull Mode Back
Alpha Clipping
Double-Sided
Material Type Standard
Receive Decals v
Recelve SSR/SSGI v
Geometric Specular AA
Displacement Mode None

Surface Inputs
. OBase Map [ |

Metallic
Smoothness Remapping
Ambient Occlusion Remappi
W oMask Map

Normal Map Space TangentSpace
W oNormal Map °
©Bent normal map
OCoat Mask [ 2
Base UV mapping uvo
Tiling X1
Offset X0
Detail Inputs
ODetail Map
Emission Inputs
Use Emission Intensity
%1 ©Emissive Color | B
Emission UV mapping  UVO
Tiling X1
Offset X 0

Y1
Yo

Y1
Yo

0.7

s Lantern_Emi
L Shader HORBILIE
~ Chacked out

Surface Options
Sutace Type
Rondering Pass
Cull Mage
Alpha Clipping
Double-Sided
Materiai Type
Recelve Decais
Recelve SSRISSGI

Geomatric Specular AA

Displacement Mode
Surface inputs

! OBase Map
Metaiiic Remapping
Sroothaess Remazping
Ambient Oc
W ovask wap
Nomai Mag Space

OCaat Mask

Base UV mapping

Detail inputs
oDl Map

Emission Inputs
o

/0 (Matorial)

Opaque
Defautt

Stndard

ion Remagpi

—
—
e
o
v
Yo
0
Yo

n ey & Hrom tna HOR comr pber n umnance

Exposure weight

Emission muttiply with Base

Baked Emission

Aipha Clipping
Double-Sided
Material Type

Racoive Decals
Receive SSRISSGI
Geometric Speculsr AA
Displacement Mode

Surface Inputs
! OBase Map
Metallic Remapping
Smoothness Remapping
Ambient Occlusion Remappl
W oMask Map
Normal Map Space
I oNormal Map
OBent normal map
Coat Mask

Base UV mapping

Tiling

Offset

Detail Inputs
ODetail Map

Emission Inputs.

Use Emission Intensity

*Emissive Color
Emission UV mapping
Tiling

__Oftsat

Emission Intensity

-

Tangentspace
.

wo
X1
X0

¥
Yo

Exposire weight
Emission multiply with Base
Baked Emission
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v Scale @ 1x Maximize On Play Mute Audio Staticy B ICandle Diffusion Profile (Diffusion Profile Settings) [
* Layer - n, Open
Checkout ! Checkout
Thickness Ma p o | Scattering Distance HDR Vd
o) o i Max Radiu 3.69219
o Index of Refraction L 2 15
srial) @3 : | WorldScale 1
. v Edit.. | Subsurface Scattering only
: ’,’ 2 & Checkout | Texturing Mode Pre- and post-scatter v
F - | Transmission only
v j § = Transmission Mode Thin Object -
paque ST
g — 3] Tensmissontnt TR
S : O e od Thickness Remap Values (Min-Max) X 0 Y 1.69648
/ Thickness Remap (Min-Max) am
Double-Sided | Diffusion Profile Preview
Material Type Translucent - how fract ight scatt from the
Receive Decals v / @ distance 1o the ¢ lal the image s &
Receive SSR/SSGI v
Geometric Specular AA
Displacement Mode None . 2
Surface Inputs |
m. ©Base Map | B |
Smoothness Remapping K §F 1]
Ambient Occlusion Remapping (s §F )
. OMask Map ‘
Normal Map Space TangentSpace y‘ v
. ONormal Map L §- 0.7
©Bent normal map !
Diffusion Profile B Candle Diffusion Profile (Diffusion Profile Se @ |
1 ©Thickness Map
Thickness Remapping ¢ T D
©Coat Mask r 0 Transmittance Preview
Base UV mapping uvo v ) viewed a ect ta te mir
Tiling X1 %
Offset X0 Yo -

* Detail Inputs
©ODetail Map

Emission Inputs
Use Emission Intensity

©Emissive Color | LDR I



Thickness Remapping B{&{E/, iR iEihi0EEEAT/), Thickness Remapping #{AFH, bl iEMEEREAT

XSS ERE R TR, XS R HTRER S 3ERE.

» Lantern_Translucent (Mat

# Shader HORPILIt

Surface Options
Surface Type Opaque v
| Rendering Pass Default -

Cull Mode

Alpha Clipping

Double-Sided

Transiucent

Materdal Type
Receive Decals
Receive SSR/SSG!
Geometric Specular AA

Displacement Mode

Surface Inputs

. OBase Map | B
Smoothness Remapping CT— )
Ambient Oc n Remapping T )
W oMask Map

Normal Map Space TangentSpace v
[l ©Normal Map ° 0.7

©Bent normal map

Diffusion Profile Candle Diffusion Profile (Diffusion Profile Se &

©Thickness Map

[Thickness Remapping qomm
° 0

OCoat Mask

Base UV mapping uvo
Tiling X1 Y1
Offset X0

Detail Inputs
ODetaill Map

» Lantern_Translucent (Material)
Shader HDRP/LIt -
Surface Options
Surface Type Opaque »
Rendering Pass Default =
Cull Mode Back -
Alpha Clipping
Double-Sided
Material Type Translucent -
Receive Dec: v
Recelvo SSR}! v
Geometric Specular AA
Displacement Mode None -
Surface Inputs
., OBase Map | B
Smoothness Remapping E—
Ambient Occlusion Remapping C—
W oMask Map
Normal Map Space TangentSpace -
B oNormal Map 3 0.7
©Bent normal map
Diffusion Profile ¥ Candie Diffusion Profile (Diffusion Profile Se @
‘Thickness Map
Thickness Remapping C—

YCoat Mask [
Base UV mapping uvo
Tiling X1
Offsat X0

Detail Inputs
ODetail Map

Y1
Yo




VER O B

# Scene OB Game
Display 1 ~ Free Aspect

Pivot

v Scale @

RLocal

1x

J@]d Scattering DistanceizHl 2 S NSEMATRE

Maximize On Play Mute Audio Stats Gizmos v

> n
© Inspector a
¥ Lantern_Candle Static v
T Tag Untagged ¥ lLayer L
Checkout
P Transform o i :
B2 Lantern_Candle (Mesh Filter) o
B8 v Mesh Renderer o
» Lantern_Translucent (Material) o
# Shader HDRP/LIt v Edit.
Checkout
Surface Options
Surface Type Opaque v
Rendering Pass Default -
Cull Mode Back )
Alpha Clipping
Double-Sided
Material Type Translucent v
Receive Decals v
Receive SSR/SSGI v
Geometric Specular AA
Displacement Mode None -
Surface Inputs
im. ©Base Map | B
Smoothness Remapping A
Ambient Occlusion Remapping ( T D
. OMask Map
Normal Map Space TangentSpace v
I oNormal Map ° 0.7

©Bent normal map
Diffusion Profile

OThickness Map
Thickness Remapping

& Candle Diffusion Profile (Diffusion Profile Se @

©Coat Mask L
Base UV mapping uvo
Tiling X1
Offset X0
Detail Inputs

ODetail Map

Emission Inputs
Use Emission Intensitv

0

R 1
Yo

= Hierarchy

| Preview Packagesin Usev

O Inspector
Candle Diffusion Profile (Diffusion Profile Settings)

Scattering Distance

Index of Refraction
World Scale 1

Subsurface Scattering only

Texturing Mode Pre- and post-scatter

Transmission only
Transmission Mode Thin Object
Transmission tint

Thickness Remap Values (Min-Max) X 0

Thickness Remap (Min-Max) -

Y 1.69648

Diffusion Profile Preview

Transmittance Preview

Account v Layers

a
o
Open

Checkout



Transmission tint =HFAYANELNES

WEB O @ I @ X [Epivet @uocal > n ok | Preview Packagesin Usev | ¥ Account v |Layers ¥ | Layout -
# Scene  omGame i @ Inspector & i ‘=Hierarchy @ Inspector a i
Display 1 v Free Aspect v Scale @ x Maximize On Play Mute Audio Stats Gizmos ¥ @ ] Lantern.Candis Static v ﬁ Candle Diffusion Profile (Diffusion Profile Settings) o

" Tag Untagged ¥ Layer - Open
Checkout Checkout
AT O @it Scattering Distance I
B Lantern_Candle (Mesh Filter) o 3 : Ma 1.4
ES v Mesh Renderer o 3+ Index of Refraction L 2 15
s Lantern_Translucent (Material) > U World Scale 1
| ,. - 4 Shader HDRP/Lit v Edit.. Subsurface Scattering only
/ Checkout Texturing Mode Pre- and post-scatter >
|
Transmission only
Surface Options . .
Transmission Mode Thin Object v
Surface Type Opague v
Transmission tint &
Rendering Pass Default - ) .
Thickness Remap Values (Min-Max) X 0 Y 3.484319
Cull Mode Back hd 3 4
s Thickness Remap (Min-Max) L 1]
Alpha Clipping
Double-Sided Diffusion Profile Preview
Material Type Translucent v 3 t
Receive Decals v e A
Receive SSR/SSGI v
Geometric Specular AA
Displacement Mode None v
Surface Inputs
. OBase Map -
Smoothness Remapping e i)
Ambient Occlusion Remapping e 3]
. OMask Map
Normal Map Space TangentSpace Ad
B oNormal Map ° 0.7
GBent normal map
Diffusion Profile B Candle Diffusion Profile (Diffusion Profile Se ®
©Thickness Map
Thickness
et ° 0 Transmittance Preview
! i ) ct for thi
Base UV mapping uvo v Y t 1
Wi o i [
Offset X0 YO0

Detail Inputs
©ODetail Map
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o#l (18/°6)

1553 HDRP/Fabric/CottonWool

(O Mad_King_Tray.Fabric_Cotton (Material
Shader | HDRP{Fabric/CotionWool

7
1
/ AR
! -~
e Surface Type ‘Opaque

¥ Surface Options.

Rendering Pass Default -
Cull Mode Back -
Double-Sided
Receive Decals v
Recelve SSR/SS0I v
" Exposed Properties
Base UV Mask X1 Yo zZ0 wo
Base UV Scale Transform X 1 Y1 z0 wo
Base ColorMap Nene
(Texture)
Sewer
Base Color )
Mask Map _(R) AO(G) _(B) S(A) ”M:\- ]
Seect
W 0
M o1
e I
Normal Map tone
(Texture)
Selct
Normai - 1
Use Thread Map v
Thread Map None
(Textaral
Seect
Thread UV Mask X1 Yo zo wo
Thread UV Scale Transform X 1 Y1 z0 wo
Thread AO Strength . 05
Thread Norma Strength - e 05
Thread Scale . 05
FuzzMap Hone
(Texture)
skt
FuzzMap UV scale 01
Fuzz Strength ° 1

Diffusion Profile B None (Diffusion Profile Settings) ©



2. XEx Base Color Map #1 Normal Map, &% Specular Color

Shader

¥ Surface Options.
Surface Type

Recelve SSR/SSGI v

* Exposed Properties
Base UV Mask X1 Yo z0 wo

Base UV Scale Transform X1 Y1 z0 wo

& Mad_King_Tray_Fabric_Cotton (Material) et

Base Color Map

Base Color |
Mask Map.(R) AO(G) (B S(A)

None
(Textues)

Normal & .
Use Thread Map v
Thread Map None
(Testure)
Salwct
Thread UV Mask. x1 Yo zo wo
Thread UV Scale Transform X 1 Y1 20 v o
1 d gt 0s
Strength 05
° 0s
Fuzz Map None
(Textue]
Sewer
Fuzz Map UV scale 01

Diffusion Profile B None (Diffusion Profile Settings) ©

3. B£ Thread Map FHETEXS

‘ Mad_King.Tray_Fabric_Cotton (Material) e

+ Added
¥ Surface Options
Surface Type
Rendering Pass
Cull Mode
Double-Sided
Recelve Decals. -
Recelve SSR/SSCI v
¥ Exposed Properties
Base UV Mask X1 Yo zo wo
Base UV Scale Transform X 1 Y1 zo wo
Base Color Map. '
Base Color %
Mask Map _[R) AD(G)_(8) S(A Nano
(Tortirs)
St
0
1
‘Specular Colar. el
Normal Map
1
Thread UY Mask X1 Yo zo wo
|1hm¢uvsc-lﬂuwm X 40 ¥ 40 'za wo
Thread AC Strangth - & 065
i Swength 1
m . 02
FuzzMap Nono
[Texture)
sowet
Fuzz Map UV scale 01
1
] ]



4. XBf Fuzz Map FHiEEEXSH

€ Mad_King.Tray_Fabric_Cotton (Material) o
Shader HDRP/FabriciCotionWool v Edit.
+ Added /Checkin Undo

¥ Exposed Properties
Base UV Mask ®1 Yo zo wo

Base UV Scale Transform % 1 Y1 zo0 wo

Base Color Map

Base Color I

Mask Map _[R) AO{G) _(B) S(A Nos:
(Texture)

Specular Color
Normal Map

Use Thread Map. v

1
Thiead Map '

0

0

Thread UV Mask. - Yo zo w
Thread UV Scale Transform X 40 Y 40 20 w
Thread AO Strength —_—— 065
1
Eo2—2
FuzzMap

Fuzz Map UV scale
Fuze Strength

5. (\Ji%) >kEx Diffusion Profile

Thread AO Strength 0.65
Thread Normal Streng 1
Thread ° 0.2

Fuzz Map Ll
(Texture)
Swlect
FuzzMapUVscale 0.1
Fuzz Strength e — )
Diffusion Profile 1B Cotton Thin (Diffusion Profile Se®
¥ Advanced Options
Enable GPU Instancin
Baked Emission
Motion Vector For Ver
Add Precomputed Vel
0 Inspector a i
. [cenon Thin (Diffusion Profile Settings) ] LR

i Chackin. Undo-
Scattering Distance T

Max Radius 8282188
Index of Refraction * 14
World Scale 1

‘Subsurface Scattering only
Texturing Mode

Transmission only
Transmission Mode
Transmission tint

Thickness Remap Values (Min-Max) X 0 Yo
Thickness Remap (Min-Max)

Diffusion Profile Preview
Shows the fraction of fght scattered from me source (centen).
The distance ta the boundary of the image cortesponas 1o the Max Radus.

Noto that the ntensty of pixals around the centar may be cipped.

Transmittance Preview
Shows the fraction of light passing through the bject far thickness values from it remap,

€an be viewed a8 a £10ss s6<tion of 3 skt of materlal Muminated by wiite ight from the left



, Bed_Blankets_Cover_Silk (Material)
. shader | HORP/Fabric/Silk
+ Added

¥ Surface Options

Surface Type ‘Opaque v
Rendering Pass Default
Cull Mode off v
¥ Double-Sided v |
Normal Mode Mirror ,
Receive Decals v

Receive SSR/SSGI

¥ Exposed Properties

Base UV Mask X1 Yo Z0 W o
Base UV Scale Transform X 1 Y1 Z0 wo
Base Color Map None
{Texture)
Select
Base Color v
Mask Map T(R) AO(G) SSS(B None
(Texture)

ol (£)

. Oselecl

Smoothness Min L 2
Smoothness Max L 2 0.2
Anisotropy ° -0.729
Specular Color rd
Normal Map
(Texture)
Select
. Normal Map Strength o 1
Use Thread Map v
Thread Map
t
Thread UV Mask X1 Yo Z0 w o
Thread UV Scale Transform X 100 Y 100 zZ0 wo
Thread AO Strength L 2 0.29
Thread Normal Strength L 2 0.2
Thread Smoothness Scale L 0.2
. Fuzz Map
select
Fuzz Map UV scale 0.2
Fuzz Strength L 01




o IR (Iris) EESREES, MNRTFEREFENTIMYI. B
LTRIEZT.

o fjlE (Cornea) R FIIEZ FAVEHEIKIK. EoREIYE,
BB EHITREIRSI N\EFL.

o [EF (Pupil) E27EIIE FAIFFFL. SRILALEHNIREBRIA
YLWIRE,

o REBH% (Limbus) XIUFEIF (LimbusRing) . E24F
REIRE B —EBBELE.

- - Limbus

FEDE o IBR (Sclera) RARIKINEREBRIABES.



M_Eye SG 2 (Material) (7 i
Shader

¥ Surface Options
Surface Type
Rendering Pass
Cull Mode
Double-Sided
Receive Decals v
Receive SSR/SSGI v

"V Exposed Properties
ScleraTexture

ScleraNormal

®
=

ScleraNormalStrength
IrisTexture

IrisNormal

IrisNormalStrength L

IrisClampColor I
PupilRadius @ 0.31
PupilDebugMode

PupilAperture @ 0.5
MinimalPupilAperture L 0.05
MaximalPupilAperture ® 0.758
ScleraSmoothness @ 0.88
CorneaSmoothness ® 1
IrisOffset @ 0
LimbalRingSizelris @® 0.3
LimbalRingSizeSclera L 0.0386
LimbalRingFade ® 1
LimbalRingIntensity @5
IrisDiffusionProfile B IrisDiffusionProfile (Diffusion Profile Settings) ©

ScleraDiffusionProfile B ScleraDiffusionProfile (Diffusion Profile Settings, ®




N57E (Decal)




1. %0 Decal Projector B4

EScene e Game
Shaded

2. KBX Decal #5%! Decal Projector R4

Diioy 1~ Frea hipact - Scale 11 Masimizs On Play Mute Audio Stats Gizmos oY Dacal Loskocons3 Stce g DocAI-Lasks.Moss 3.Base Color (Texturs 2 @ 2 ¢
T e Unegaed e Leye Dati open
Chackout

 Cheekowt
A Transtorm O TemeType Defour =

X 1508975 Y 1925034 21574819 Position. X 1508975 Y 1925034 2 1574819 Texute Shape. p—
X 180.008 180 z Rotation. X 180.009 ¥ 180 2 179.998
SRGB (Color Teare) v
X 0833333t ¥ 08333331 7 09090308 Scale X 08333331 Y 08333331 7 0.9090909 Aiphs Source: It Teme Aphs e
ow ~ Dacal Projector @ & ApheisTrensperency
L A ol e,
W 2137541 Hght 2 sire Wiah 2137541 Helgnt 2 Yixvmces :
73 9 - e Mo Fowr o FOMRRRR
- ReadWiiw Enabled
Hove Siasecty ® ’
Dyt Layer Oucalaywrata Decaeyeaut s s SteAming Mimass
Oraw 1900 oo Virtual Txture Ondy
Stat Fade 08 09 Generate Mip Maps v
Aoga Fade
) Eratie Dical Loyars  yout HOSP A1 # o war 0 Stk 20 Arghe Fam TTWTe & 8 - -
Tiling X 05343852 Y1  xosamsz v1 sl don
Offsat X DAs56148 YO
o 4 i e
Fade 1 X 04656148 Yo Wrap Mode

2048x1024 ROBA 27M8.
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B Package Manager

<+~ Packages: In Project~ Sort: Name & »

MR VCETE b 55 High Definition RP
» Cinemachine

» High Definition RP Unity Technologies

» Input System 3 Version 10.6.0 - July 08, 2021

entation «

» JetBrains Rider Editor iaton

R The High Definition Render Pipeline (HDRP) is a high-fidelity

» TextMeshPro Scriptable Render Pipeline built by Unity to target madem (Compute
Shader compatible) platforms. HDRP utilizes Physically-Based Liahting

» Timeline More.

» Unity UI Registry Unity

» Version Control v Samples

» Visual Studio Code Editor Additional Post-processing Data
4 MB

» Visual Studio Editor
Procedural Sky
47 KB

Particle System Shader Samples
2.25 MB

Last update Jul 14, 15:07




Measured Material Library (HDRP)

https://github.com/Unity-Technologies/MeasuredMaterialLibraryHDRP

- BBy
557
- KE
- A
/=
- BR
. BT
. BT
- EXR

O‘\z)“v«:
oL 300 NSRBI R



https://github.com/Unity-Technologies/MeasuredMaterialLibraryHDRP

Aun Yum ape — 1Y dAneIBUY

2
c
5




https://unity-chan.com

Unity-chan Sunny Side Up (HDRP
version) ver: 1.0.1 Lili ...



https://unity-chan.com/

Unity Connect App

“Unity 415

Unity Buh

& unity

Generative Art — Made with Unity






