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Umbra -> MSOC
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URAS (Unity Render As Service)

- NR4EAPPIRHIDAR, SIFRHE. ZAEH
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HMI Simulator
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RAT: Release Acceptable Test
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ABYV: A Build Verification
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On Demand Rendering for HMI
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o 6B (Ray Tracing On Mobile)

— HEFForward Rendering

— HFRay Query

— FHBEFZ(Shadow)

—  IEIRESGERR(Ambient Occlusion)
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KNESKE + HELUERE

Text to Motion

— KEUnityRENREREIR R
— [AENERER
— Textto 2D
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= Hierarchy
4+ o
+ & LODMaterialDemo*
@ Main Camera
© Sun

| @ boss_headmodel_only

W Project B Console
+
@ Assets  Assets

I HDRPDefaultResources

v @ MeshSimplification
HORPDOfautReso..  MeshSimpification

@ Destroy LOD Group takes time: 895ms=0s=0m

2% ¢ 0 x 2%

Unity LODs@HEREDS

© Inspector

b4 @ v boss_headmodel_only

~ Tag Untagged

Prefab @ boss_headmodel_only
Overides
v A Transtorm
Position
Rotation
Scale

B Face_div2 mesh(MeshFilter)

Mesh
|+ B8 v MeshRenderer
| * Materials
| Element 0

¥ Lighting
| cast Shadows
Static Shadow Caster
Contribute Global Mlumination

ceive Global lilu

» Probes

¥ Additional Settings
Motion Vectors:
Dynamic Occlusion
Rendering Layer Mask
Priority

D head (Material)
A shacer MiguMigu_Skin

0: Light Layer default, 8: Decal Layer default
o

Layers v Layout ~

a i

Static v

zZo
z1
L I
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Go to Settings to activate Windows.
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