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Cinematic Studio Sample
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‘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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https://docs.unity3d.com/cn/Packages/com.unity.render-
pipelines.high-definition@7.4/manual/Physical-Light-Units.html
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Exposure (I®j6) :
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https://en.wikipedia.org/wiki/Exposure_value

Exposure (I®j6) :
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