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Games Made with Unity 

Different art styles and rendering needs

Multiple platforms

Proving a single rendering solution that runs fast everywhere is hard

Development and testing cost increases with each platform
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Scriptable Render Pipelines (SRPs)

High level description of rendering in C#

Open source: https:// github.com /Unity-Technologies/ ScriptableRenderPipeline

Developers can create their own specialized rendering solution

We provide 2 rendering pipelines out of the box (LWRPand HDRP)



High-definition
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High-Definition Rendering Pipeline

High-foe!4E-!Ʈofyu-hfoƯ!hsbqijdt/

ƨBuilt on top of Core SRP

ƨHybrid Deferred/Forward Ƨ

Tile/Cluster renderer

ƨMany advanced features:

Ƨ Volumetric lights

Ƨ Decals support

Ƨ Multi -layer materials

Ƨ Refraction, SSS, Ƶ

ƨRequires Compute Shaders



Lightweight
Render Pipeline
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Lightweight Render Pipelines ( LWRP)

Built on top of the core SRPAPIs

Developed from scratch with mobile performance in mind

Scalable between multiple platforms

Improved workflow and extensibility

Out of preview in 2019.1
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Getting the SRPsvia Templates
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Getting the SRPsvia Package Manager


