
When baking a probe at a low resolution, the result can look a bit low-res. This is because the
probe is rendered at that low resolution before it's saved. If you bake the probe at a higher
resolution, and then set the Max Size lower on the texture, Unity will render the probe at the higher
resolution first, and then squish it down - performing really high-quality anti-aliasing in the process.

Download SpecularProbes here.

When you bake lighting for a scene from point/spot lights, you'll often find that the result doesn't
have the same specular highlights that it did with real-time lighting.

An example of such a scene.Image not found or type unknown

This is because point lights don't have a physical presence in the environment rendered by
reflection probes, and if there's no bright object where your point lights are, there'll be no shiny
highlight to match it.

You can use this Unity tool to automatically add a glowing ball to each of your point lights, which
will create a shiny highlight in your reflection probes.

An example of such a scene.Image not found or type unknown

Note that there are other ways of getting specular highlights from baked light using special
shaders. If you're using Bakery's "lightmap specular" mode, you don't need to use this.

Unlike baked lighting, reflection probes are tied to their components. If you disable a reflection
probe, it'll stop affecting objects around it. Conversely, if you enable a reflection probe, it'll start
affecting things around it.

Tips and tricks
Supersampled Probes

Specular Highlights From Point Lights with SpecularProbes

Lighting Changing Over Time

https://github.com/zulubo/SpecularProbes
https://user-content.gitlab-static.net/a15e77aea007e4073705e89bb70f841e504a23a2/68747470733a2f2f6769746875622e636f6d2f7a756c75626f2f53706563756c617250726f6265732f7261772f6d61737465722f696d616765732f7363656e655f6e6f73706563756c61722e504e47
https://user-content.gitlab-static.net/cb05be96b5c7f6846e1443ef66a6713f34fd6f28/68747470733a2f2f6769746875622e636f6d2f7a756c75626f2f53706563756c617250726f6265732f7261772f6d61737465722f696d616765732f7363656e655f73706563756c61722e504e47


So, if the lighting in your scene changes, you can enable and disable reflection probes containing
different lighting. This allows you to keep the reflections correct between different lighting
conditions.

The main catch is storing all those reflection probes. At 512x512, each one is 2MB. This can add up
pretty quickly. An alternative is to set the probes to Realtime mode.

In Realtime mode, Unity will render the probe in-game, instead of saving it to a texture. Using a
Realtime probe might be the best choice for your scene if major elements of the scene can change
- like lighting shifting over time, or objects in the map changing appearance.
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