What are light probes?

Lightmaps cover the environment, but if you just bake a lightmap, dynamic objects won't be
affected. You also need light probes!

Light probes are points in space that capture an image of the surrounding lighting from all
directions. When there are enough probes to create a tetrahedron between them, that space will
affect the dynamic objects inside it and send them the data from the nearest probes, blending
between the points of the tetrahedron.

Light probes have a major impact on how dynamic objects receive the lighting from your scene.
Because of this, getting their placement wrong will make dynamic objects look totally wrong.
However, light probes are *extremely* cheap. You can have tens of thousands of baked light
probes in a single scene with practically no performance impact. Conversely, placing tens of
thousands of probes would be awfully tedious, which is why it's recommended to use tools to do
the job for you.

In this case, | recommend reading the Unity page on light probes to get an understanding of how
they work and should be placed.
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https://docs.unity3d.com/Manual/class-LightProbeGroup.html

