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Shader ¥ £

*#:>) Shader %if%®, *f 3D W/K&KHAE R HEK), KFiXHaibid 3D ik,
SRIERAT ISR H shFRK “BAN” Unity Shader fgn 5 it #2. T 51 HFATXT
Unity ] ShaderLab fJ/r%8. ZUiH2, ShaderLab HJEERERSy, R LA
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Shader 7£ 5| %+ K11E H

shader, WX B GO, B —sR GWA EA", BrLl shader f 4 F gt it

B e S AR R 02T 4 o

B> 3D 5%, TELPIMRR, S APL R P S Ir M ARRIEdE . RIEsEH GPU
BEAT AP o ACBR A B A5 B0 B RAZ T 55 MR AR 25 P BB R AR 2 M)A fJa I R Y (0%
GPU GEERAIGE, S imigiiikg (WM L™, THANENG) « FERZERBHN
GPU #fEHE L (i H OpenGL HIbRHE, SHORFEEIT IR, BAXHHETRIIE) . L4

T I " ol S R

Existing Fixed Function Pipeline
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TERAELH, ORI A A sl GPU 7 RCER . 28 aX N ZR L, BRI

TEALREE T OB — L7, “ANEERADEET, 1B S8 XA & )2 s, IFARE

PR B AR, B, XANPR RO TSR R AT AR B R . I, E

AN LR, ORIV, FeA B R MR LA (T LLad I P 4505

AT —LE5R4D) o FEHEH, FEEVERIATR . e mYRmBE Yk, w1

TR X L, WA AR EEEERS . XML IMEITR S L

HUEST

FERE . BUER) GPU, HPEN T 2.0 LURHIRR, LT IE:

ES2.0 Programmable Pipeline

XM, GPU f) Vertex Shader(Ftp—#& (a3 ) i Fragment Shader (F—/ME@bL) |

#hog— Bl P 2T LR E R it GPU Gz 7. Vertex Shader I\ GPU 3£ R H)
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TisifE 8 HEAT S T H P TSR BT S @R Fragment shader 421y GPU

EPERIBRGER, XM RBTHIMGERER, WRRECRF OEIE,

fragment FEANZE R T pixel, fHXBBFMRXAUIE) o @ XA, AP LR #

B BULE B QL. XT R, AR X, OB R L. B

XL 75 #R T AMEAT gAY . BT LA R L M AT AR AR

BT A GRSy . ©AAMUIE Vertex Shader ] Fragment Shader 7o fHZFATIX B HEE

BMAGF. HIL RN 4.

XTI A sk Ul BB N TR AL RS 52 B4 T — o TR A G e E2AE

AL AR E RN ERREREELR T . ditk, ERKZKRYE, shader 2 220

BREIGTEC (HER Vertex Shader R ZE I BIFATHEGIE , HERN T RFHZIEG

A ARSI T3 AR BT R E AR . XA BERE, B AR EEE

R o
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TSR 2 o HAHY LIS TE G, AR 2 I R BT AR AN O Rl D] P T ) A AR R R I RELE N T

fift 3D Wy A 8 B R N TF UG 2 e J5 R ITE R A B BT A D AR o TR TR A DT e AR

AR DR IR . PR RE R AR B ORI AR

BRIEAS N BB AT AR L. BUER GPU, EERMBENBE L, A RHEE T

MARELA GPU. Bk, AKX BEWHARERINE, BEHM OpenGL Fy [ 3l G 14 -
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N Pl v R Sk T R R AR, R B B B RZEhIX (framebuffer) fid

T2, WA RALERE - MRS EE, EMT) HRRKE, LA 7 TE R

K% (rendering pipeline) ”444%,

M P HES R ER B R R, 28 RBOX K (I R4 %k B2 & okl R 4L ef) -

L filpgy GPU MBI il oK 2, Dl — 4tk . i &, ke, g

RAAEE. R APL(FEHY drawcal)ik GPU j&E .

2. FE ) Vertex Shader 32 F 40T &, X Vertex Shader 3358, 152 1 %5 N il 2

B HAFIRGERRT SR 2Tt 4, ERRELh, ©ak

B SRR EM 2. S48, TP EENGEEA —ELW, 20

B (position)"fF QLB . A — ARG R

3. JoRE4HZEE (Primitive Assembly) | X OpenGL k3, oA 3, A, &f =

oo IH I HORMITI SR . FR45E P IRE KA A (5 X 2L T

ZIEMIRER) | PR TFRALE X AR — P IR/ SR R 5

(Tessellation) X FEIL JF 1817 , LEAT I primitive BER A7) 1 /N TCAF LATH AL AR

R BT R

4. JU A g (Geometry Shader), %35 (i g/ 2 45 =25 H R Y primitive, B4

0 B E B 200 primitives,

5. Transform Feedback, 7E OpenGL XH , JI i{&E @ er o v DLt HAE Sy primitive

2P 0 22 ph A (buffer object)rr (CHLILMR /& SUIF IS SN — L8 dln 1), dX 28
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buffer object U] DIBE ORA7 I VEFC A7 B o 40 SR 763X BLML 39 K 20 J5 200 T4, B4

BEA T ZRIR 7 A X AR P

6. W A SE 2k JE SRR BT (Clipping) o AR A 152 B A WUAFE (A ) ] L Y ], primitives

KW CERARTERTILTEE Sh) . B0 e e SR T 51 LA primitives.

TEBUER) GPU L, FIPBR T HOLMEMR , nl LU 2801 (Clip plane) S48 EHisH

AR R . 123D W, K BUR I primitive, XANIR, 18 AR

primitive {1 & BT

7. BEREDEMHME (Rasterization) XAMIPIE, SHOXA B BT ML . 280K 5

—AZ ST primitive, £ 7EE BT HIOVES FHEIIE Y (fragment) . fragment

B pixel (f83%) ARBHTIET . ELWAE, EE2—RIIEE, HORABO YA

14 3R B e HE -

8. R A d: (Fragment Shader) 32| L ALHE HIR AR, R)Fisf P4 € —

BAEFF . THE R R R RAE R BRI R — RS E: BUERRERE B

9. fragment shader [f%j 3 N\ Fragment Tests ;X AM¥r B, & & Je 47 Alpha Jilif (alpha

test) , ZEMIAEARIIA (stencil test) |, AR fragment WAL MWK, 2 A2t

NBIRJEHIZ X (framebuffer) ; SRIGHEATIR LA (depth test) | MR AL

AL N framebuffer,  [7E: OpenGL JFH - LR A LS|, UNSE fragment shader

X} fragment IR EASBE, HRAXA AT LLFEE] fragment shader Z{ij, Fr i)

“Early Z Test”)

10. Blending 2 5420 TAE, UM fragment 7] PLEE N\ framebuffer, NJiX/™ fragment

FIELAE framebuffer Hr R {EA] DU —E IR &, SCHUARBIRBOR, 201, B

Ko
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UL bt HOR B, B & PG framebuffer 1’5 1, 5 B ] LT3 Writing Mask
e P BB RE (35 B framebuffer, W LLPSBIBIHIE . WEE. BORML, W07 DL E)
B I A

12, %55,

BARX A& OpenGL fI&], {HAE GPU ikt —HE/Y, BT LIER AR KEL b, DirectX I

OpenGL A AKKHIAR . ik, FAIAEZET DireceX 18 1 A Mo 41
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ShaderLab

ShaderLab #& Unity H C.€ X [#) Shader #&3, XM A3E 7 ] BAfE OpenGL
8¢# Direct3D [J shader 4w iF 4w 31 shader fXAY, FFHAEXANEA EMAT
RZIHHBNE S, LAFEE) Unity g% 25 r) FH 7 52 BEAH S AR Z3 T >R 07 40 A #AE AAt

A Shader.
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FEFHIESE —A Unity Shader

Tf# 7 Shader fThEERI— AL R, FAVERMM Unity B3 — A FA1E Tl

YEH) shader: {8 SR (fk . XA RELEFRATTAZA]E shader FIR A shader fiifE -

R TAE:

1. 2238 Unity s 4.6 DL E (e f R 30T DL&% http://98)y.net/course/12/info)

2. Rl TR
3. 3% GameObject | 3D Object | Plane i gt — AP, 1FHF A1 HIHLIE

4. 3ZH GameObject | 3D Object | Sphere @@t i EBkE, RE ZRAUIBZA

TEE:

(1) Gl 5%k (Hierarchy ifRHr), HEAHRA transform f
position Ff 732 HH B 0.

(2) B sphere R 3E )5 #RER b1 i H1 G #)1K —A¥, position F/HEE .
RIGIEERAR IR — e BB, PR E R M b, nl AR B AR

5 A1k

T TARMSE . FATAR S Y T
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IERTAE:

TE G a3 4 Project Witk b, A5 8 s T i 1A T4 11 B Create, MR PRS2 B B

Shader

o uAIE Y shader SCHHY 4% 50K, myDiffuse

* Wi myDiffuse XA, 1k MonoDevelop (LA < A8 T 21 F) JEC fth Fr) 2 445 41 7T )

BT HATIE . A1

©  FIIFHY myDiffuse”SCfF T, 2fREE T AT A BIAED . #% delete 25

o BRURVEDIFRAT R T A AR BRSO N A

Shader "myDiffuse”
{

Properties
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{
_MainTex ("Base (RGB)", 2D) = "white" {}
t
SubShader
{
Tags { "RenderType"="Opaque" }
LOD 200
CGPROGRAM

#pragma surface surf Lambert
samplerzD _MainTex;
struct Input
{
float2 uv_MainTex;

i

void surf (Input IN, inout SurfaceOutput o)

{
halfg ¢ = tex2D (_MainTex, IN.uv_MainTex);
o.Albedo = c.rgb;
o.Alpha = c.a;

}

ENDCG

}
FallBack "Diffuse"

o RIERAFRATHZASCA: o [ F] Unity gl g op

e @ Project MR _FH Create, )@ H—> Material i3k, HAy 445 myMaterial

* &+ myMaterial, Xf A Inspector iR b, shader RA{7 fIIFHEE, FH A HkH

“myDiffuse”

* & myMaterial {5 %] (ZEHHZEAK, 30 RARE 2 RARK 2 (LB AMATIF) Hierarchy

A YA L, AT LI sphere, A LIE plane E i
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kP Hierarchy Hr R ATTHI A 4 N myMaterial f4)4A, FEX} B Inspector iR -

1%-F 2'B 1Y Mesh Renderer' & 43 #'Use Light Probes' | [ % 43 & 'myMaterial’

AR — A G T shader, i Hidiid material {BAIHY shader B F] 2444 _E A

Wo JRELEYF, WiASEAT ORI AN R B L R 1 shader EAF 50 3 —Befit GPU 1517

8BS, LB FBYERIR . B, LUS AT shader, #8007 DUE i 2801 25 B

At FH 237 5 P M)A L

ETiH shader B2 2R ELUE . FATAT DLZ B4 B RAE BRI E — 1 — AR . XA

PR R A AT 15 B XA 5 — A shader BTRE, BR Unity BRIAAY shader J&——FEf) .

FEU, BARFAVECIEM AR, BADFBA L EM AR EM KM shader, fHE Unity 2

PRIEE A E— BN 72 3d BT, AP U — MR LAY shader S 5% B I Y

HY (RHMERIARTE) o RBAEZIBEPER G, 3d 5154 5 A B (R B — BN

B, ROMEREAFR P IEH 151

B, RN FATWERR T, shader HAH I material (44 50) 1E A7 REBL A Bl 14 L

M ASGE B YR E B WA o XA T A FRATAEQIEE shader DUF /R Z A — 4 material,

)5 M material FRIEFERATEY shader, P material 252 W)k BRI BrLl, HFkk

B, BREMBUBYE, M shader U B B — AN AR BE Ry o AN KR TESEFHEE
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ATIN A T EZIEAL e PABEEA shader HIFEFIN IR, 7ESSLH A “Get your hands

diry”, BREAERITFAE (—F) 7 ARSI IR E S WM. PR,
XATIHIN A, BIRD BRECECH B, (22 ST A AR EER B AR L . ELEIREA A Bl el
Hi—A> shader {5k M 1ko XFF shader P A G AN ERAE . BATSAE N HIZIERIT, XKl

PEANHERER ) shader i3
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ShaderLab

HiE AT TE 2] 7> Unity §f] shader, X5 Unity f8 EFRIE surface shader”, 3} F* Unity
shader, NEEFE EERN “surface shader”, B JE Unity shader 3 2 5 B H A —

b, HAth B 8415 Fixed function Shader (5.0 D) J5 I 165 T-HLIH ) # Vertex Fragment Shader,

%7 T shader XA, ‘BB Unity 38 14l ShaderLab, ShaderLab & Unity B J5 %€ X B %}
B (material) 5 HHEE, FATHK shader XG5, FAERAIRTT R, AR EHEMIR

R AN SO R R — AR 7

ShaderLab ffi) £l F -

Shader "MyShader"
{

Properties

{
_MyTexture ("My Texture", 2D) = "white" { }

SubShader
{

SubShader
{
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Ui B, BA TR 2R S R

Shader "name" { [Properties] Subshaders [Fallback] [CustomEditor] }

RAHERE LT —A shadero XA~ shader SAER B TR LR HLSE A GEPR R G

X LR Inspector B 1) H“namc”REIHIAR , UK name P EABRFFT/”, BARNMFT

TEM BUIHIAR b2 BEERE I — A3 503X > Shader Hra] DLGE L— R F ) Properties , M BT ,

XLt FEAF BURIAR b B YEX R T, 2B -2 A~ Subshaders, SR 5 & I ZE#Y Fallback

F1/ 8%, CustomEditor,

TN IR Properties #t, Subshaders Ht, Fallback #tfl CustomEditor el N A BT E 404

Ho XRNA, Br TR, BRI BEHREBCRIRAT LUEEE . o R Ak

CHRARIE) L AT LS A 23 4017 8040 o 405 AT LUYE S 1 % PE R AR 44> shader

FIH g, BT JRORBEA B B R P B B SR AR P B, FEEIEDRE -

Properties

—A> shader W] DL & — Properties Ht, XA LUK EZ AR MAAEENSI6E,

It el e A R L

#R,: Properties { Property [Property ...] }

SE XY —A> Properties Hto B AT LURZ AN @Mk XL MET LU LT N &
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ZEAIEE

name ("display name", Range (min, max)) = number

name ("display name", Float) = number

name ("display name", Int) = number

X5 L E R Y . AN ST R T R R RN EUE , 2565k 15, Range i Float
EA P 11.327, Int W DL 10, Float @7 54, Int j&%e4L, Range N ERM min

#) max fEH

name JEJF R 4K A BRI AT DATEARS H 17 9] 4 44 5, display name DI AEA 5 THT

M L HY BR A%

BRI

name ("display name", Color) = (humber,number,number,number)

name ("display name", Vector) = (number,number,number,number)

& X e (RGBA) FimEE (xvzw) |, {24 b, XA MEEASE R, HE
& shader %22 B, #R&—AE, B, MAE—H bl XEE LA EeE s
—A 4D J RN, 5 R AR BOARE, 28], “(1,0.5,0.7,0.3)", Color K
Foxib AR b B A AT A AR R H L. Vector SEEEFETRIAR b2

AT DUE BRI R o

T

98jy.net WAL A7 23



http: //98jy.net KA FIRE

name (""display name", 2D) = "defaulttexture" {}

name ("display name", Cube) = "defaulttexture" {}

name (""display name", 3D) = "defaulttexture" {}

5E X 2D [)E . Cubemap F1 3D W5 (3D Volume) , 455 5 HIARZBIANE, X
LEBRARY R 2 - H ", B3 Unity € LY "white", "black" | "gray" . "bump", 7E

iRt R MBLE P 2D &, Cube |5, 3D FIRIHEHK

FAVEGLE . R RIERTI , FATT LS R IGE R AR . X @ik AT
PAJE Unity SR, 0] DU B SE I A T T2 282 e 4 D00 B2 R FR AT A S

Property YEAH B HIAR BRI R . Unity P € B JB 151 2 -

[HidelnInspector] - ANEAE AR _F TR %k b 0 @ V(6

[NoScaleOffset] - ERI\ W B A #R4E A tiling FI offset PIAAEAL, XA JEPELE Unity

AR R EEREAL

(Normal] - 457512 I 1] JU B0t ofe 1 el i 1 2 1

[HDR] - $57% 120 P J0 B SR F) ) HDR g 1%

Properties Bl il 7, o mUEMEINAN o

Properties

{
_WaveScale ("Wave scale”, Range (0.02,0.15)) = 0.07 // F #F &
_ReflDistort ("Reflection distort”, Range (0,1.5)) = 0.5
_RefrDistort ("Refraction distort”, Range (0,1.5)) = 0.4
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_RefrColor ("Refraction color”, Color) = (.34, .85, .92, 1) // & 7%

_ReflectionTex ("Environment Reflection", 2D) = " §} // AL @ % # 72
_RefractionTex ("Environment Refraction”, 2D) = "" {}
_Fresnel ("Fresnel (A) ", 2D) = " {}
_BumpMap ("Bumpmap (RGB) ", 2D) = " {}
}
SubShaders

4 shader W L3 & %A sub shader B, ij FLE /. Unity 7E33 shader fii 5

2 X 88 shader Herpfkite H ] LLLEF P BALES a2 47 58— AN BoRAF b SE PRy shader. 41

R RGP ARERF & 20K, HB 4 Unity jli 2 22380 H Fallback Beff shader.,

Bk GPU G I ZE SR, WFHIF RN, X BAFHE shader P N3, AR T — LRI 1

Tio FREREA CHIIRREBIT RGBT BE A ICE b, (BRSO REM 7R H i R BT

XAt Subshaders FEFERY I o TF % 3 AT LU S S 0O B 145 — ANl ) SubShader, SRJ5

n oAb — s RS AF 5 Y SubShader, XA Unity il/E HORAIFR, BEAE 2 AR /Y

GRiCE

#%3,: Subshader { [Tags] [CommonState] Passdef [Passdef ...] }

EXTEAR LR Tags, A HER) CommonState 1 & /—A> Pass [} Subshader [7E: Surface

Shader FH A% Pass, 42 K & Pass & id Surface 65 A 3h4E 5]
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—> subshader W DL {5 £ A pass, EADTFE A W DI (WATLIRA) BEEIEM

B A pass B (CommonState) . AP, subshader 7] PI3g E—2L% Tags,

Y Unity JE4¥AH W fY) subshader J5 . 4 pass #& SECEX AT —RIEGGEH On b
W, WREEZ) o POMERA G2 LEGHAER FE . FrLl—4> subshader i, gD
fili ] pass MIdRif o 24K, FE— L2 IHMMLE b, Q2R — L8R IV EFE— A pass W58,

FATHAL LT Z A pass.

Tags

#2;: Tags { "TagNamel" = "Valuel" "TagName2" = "Value2" }

8% TagNamel [FJ{E 42 Valuel, TagName2 (g4 Value2

Tags Hr i N 82 “ R B (BRI X o Tags FTR D SE 1 AN G5t 7 0 Bt ) — 22 240

T i) Tag LAZFE SubShader H{ABL, i AFELE Pass

BT AER) tags, APHATELA E X, A %E XHY tags A LLiEid Material. GetTag (X5

—A Unity [ APLJ7H) U

o EYLF)F - Queue tag
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PRAT LA Quene XA tag RAZEHI WA HTE G o Shader 2 P ERIPIA)E T 1A

EY Y (Quene)  BILXATTH, 2B PI0R S RETEANE W W)A B0 )5 T e G o

Unity NHRA 5 R BUE LI BAZY, FERXASEAE E, w7 DA A2 5 2 i B

1. Background - X513 A 74 A AT A 49 42K i I

2, Geometry (BRIN) - KREEWREEHXA M)

3. AlphaTest - Fiffi Fj AlphaTest fA#{a i FH 1% BA 27/

4, Transparent - XA A IIF I PETE Geomtry Fll AlphaTest J5iE 4%,

5, Overlay - XA~ B2 B W) B Je Ve G o

KEE—AIF, % shader B ABIRETE Transparent PAF o,

Shader "Transparent Queue Example"

{
SubShader

{

Tags { "Queue" = "Transparent” }

Pass

{

7 Unity U3, TR 5 AT 40 A% 8 {E 1000, 2000, 2450, 3000, 4000, [,

FATHAT R IR TR, AT RLXAEE X

98jy.net FAX AT A
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Tags { "Queue" = "Geometry+1" }

AT LI A TE T A Geometry FAS P )4 JE e G, {HJHLF AlphaTest,

o JEYLRA! - RenderType tag

RenderType %} shader $E47 92, Fbll, % shader Z)J& T A5 shader, #{3 shader &

J& T 2HEW] shader, EEZTE Unity ) Shader it (A7 UL R A A R B4

F1}) shader) 1,

Unity Py & DL R JUFME X B RenderType:

1. Opaque

2, Transparent

3. TransparentCutout

4. Background

5. Ovetlay

6. TreeOpaque

7. TreeTransparentCutout

8. TreeBillboard

9. Grass

10, GrassBillboard
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¢ DisableBatching tag

ALRGET . WERBAER Unicy FBIFA M batching (RALTERA—FIEIA) . A4

VIR BEAIEF HE SR . XFRROLT . BATZATT G VR unity, RSB FATR YA

batching, XA“ tag §t4& DisableBatching,

EHIERH 3 1

1, True - NZHF batching

2, False - FRIAHY. HLIHYI%. 15 batching

3. LODFading - LOD fading 5 i B fiE 422 batching

¢ ForceNoShadowCasting tag

AR IXA BB True”, AR 2% B PR AN 2 72 A5

e IgnoreProjector tag

IR ERER True”, RN PRI PMAE AR 28 Projector FZIRE]

e CanUseSpriteAtlas tag
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U2k shader PEHDRIEYAF R (Unity B 2D i) |, IR E R E K False”s 2430 5

HIE AT AL N4 (atlas) YR, XA shader g ASEAE -

e PreviewType tag

XARELL Unity B 5 1A b B8 BRIAERTE A 46 s A 8 0 4 7T LU “Plane” 1 “Skybox”

Pass WEEH] tag, X7 BAILE Pass PR HI IR EUR Pass FEATHY Tag.

CommonState

CommonState FJHLII X%} SubShader I Pass (X /MTEJG I passdef HriffiR) & —FEHY,
A3 7 SubShader 1, #57:3% /4 CommonState 2 /£ il ] SubShader 1454 pass,
SR AW . B R, X YRR CommonState BLURIAAR VY, A4 7] LA
| pass {] state fb: H{E SubShader YL, FIRi% state FFF|i% SubShader Hr ) fir A

pass; H{F pass H1, NI state HAEF B pass,

CommonState IR E GPU IARRE, i, ZEAZHAT alpha JBA, FHEA

LA . R & CommonState [ 41 3

e Material

#,: Material {Material Block}
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& XAHIRL 5t Material Block iz if L2251, XFHEH T BAEZRE (4

[ EA2 0. BIEXPOEIR K . BEAERR) o AT -

1. Diffuse - WKHT78 STt 207 i 2T AR 1Y BT 5

2. Ambient - P{ELENC FIHIHBE

3. Specular - Hyfk i E ¢

4. Shiness - EIHMIHE (T 0F 1) o 0 FIRHREIEEEFERLEAX, 1 BIR 7R

o

5, Emission - Yk H HHIE (H %)

e Lighting

#,: Lighting On | Off

T SR AR R 1T ) Material AR, 82070 _E3X B Lighting On iy 4o 112

Lighting Off, it BH M T 1 ZHFH) Color iy &3] T Light On 2y 5 H

per-vertex JGHE,

e Cull

#,: Cull Back | Front | Off

P 22 % B IR T e SRR BT
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1. Back - ERIN(EH. #FITIsHTH

2. Front - X ETa]HE

3. Off - REHHY

o ZTest

#,: ZTest Less | Greater | LEqual | GEqual | Equal | NotEqual | Always

BCER AR, BRINMEE: LEqual, IXEB{E RS FARRE 17, A8

o ZWrite

¥ ZWrite On | Off

A
i
W8
a
3
&
R
F

#3.: Fog {Fog Block}

WEFBINAT . Fog Block )] J iy 451 % :

1. Mode Off | Global | Linear | Exp | Exp2 - ¥ B ZR50HR .

2, Color fafH - EXHi@
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3. Density ¥ %l - ZR0RE

4. Range JZR%L [FRIE - BEFAHIEE

e AlphaTest

# 2 AlphaTest (Less | Greater | LEqual | GEqual | Equal | NotEqual | Always |

Nerver | Off) FLYE(H

Alpha P53 B

e Blend

#3.: Blend SourceBlendMode DestBlendMode

BUE Alpha REHI S 4L

e Color

& Color @Bfl

WEBA. XA HATE Lighting Off #y I 2 A A FH 2

e ColorMask

98jy.net FAX AT A
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#%3: ColorMask RGB | A | 0 | {£{i] R, G, B, A &

BUEEEERY, HHEER TN 0 FIR AR EE .

o Offset

# = Offset OffsetFactor, OffsetUnits

BCE IR BE S ob AL (.

e SeparateSpecular

#,: SeparateSpecular On | Off

A AL RO RJE IMATHE, XA A 2B R E] (fE On) o HATHE Lighting

On fiff Fi H i A A 28

e ColorMaterial

#,: ColorMaterial AmbientAndDiffuse | Emission

16 T 56, AmbientAndDiffuse #4f Material £t 1 [ Ambient f1 Diffuse {8 ; [F]3,

Emission $##i] Material H1 ) Emission {H .

Passdef
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Pass ¥ Unity Hi 45 3 A~25H8

1. regular Pass - XA-2—MH, & UL

#,: Pass {{Name and Tags] [RenderSetup] [TextureSetup] }

e Name and Tags

Name Fii%; Pass ™45, EEMIERIRCA Use Pass(Pass Hrff)—ANRA | BRI AL

i) regular Pass J5#fid). Use Pass 2 244 5ok ik unity H1E I EHEAS pass,

Tag kg, : Tags { "TagNamel" = "Valuel" "TagName2" = "Value2" }

N YRR Tag HEEFILE Pass Herpr:

LightMode tag

AT ELA 3 -

Always - 5 B il i i

ForwardBase - FI{ERT B EY: (forward rendering) w1, FFEEYG, EHME, TR

SO, BRPpG (SH Lights) FiG HR &I 7EIX BV H o

ForwardAdd - i ZE R FIEYeri o AANI YIS BN I E], — A light — K pass.

Deferred - FI7EIEIRJEYL (deferrred rendering) o, JEYLH g-buffer (FEIRIE

Gerpd B — A A/ 2 ) .

ShadowCaster - HEP A TR BE A5 B TE R 252 1 B w3 IR BE B
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PrepassBase - FIYESEIRJE G o o Gk MR o

PrepassFinal - FIYEIERTE Y o TG IR A IS5 R -

Vertex - HIYEWUGIEG A, YRS lightmap HfH

VertexLMRGBM - J 7 i3 GIE 5. 2P 1AEH lightmap BRI AT . R PC

FEPFE

VertexIM - JIZETTAT 73068, 4 H0Hk S lightmap JOIHAT . WREEZTFA .

RequireOptions tag

pass 1] DL R FAER L5 AF S 41817 o XA tag WUERXAER . HETR A

A—ME:

SoftVegetation - H ¥ Unity ] Quality Settings Ht Soft Vegetation & On [ s} iz

e RenderSetup

X R ER AT SubShader Hif) CommonState —A%, AIRBIEEIUIRZS . X EAE

o WARPEFE B BN, TR ELEREE T EIRMEKZ, pass B

RenderSetup FI SubShader f}j CommonState A] D)% B N B2 —FER, R ATE

SubShader Herft, BRARFTA I pass 22 . FITE pass 1, BEELAT % pass Z .
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e TextureSetup

FETEGLIRZS G, AT LU SetTexture iy &5 45 % % 5K W 1]

#,: SetTexture texture property { [Combine options] }

TR - XA B R PP 1] 4 s ) 2 T PR A b, R ATR R i R I H B
DX AN B 2 1 G o Unity5.0 JEIX AN B2 B M Legacy bRid 1, fr LK R > A1 % o

LUJE AR R i R AR A DI RENE -

2, Use Pass - X/ Pass 5 MEAR A Pass i ey, ] B/ A 15 B AR 5

#,: UsePass "Shader/Name"

XA & fE 1L shader B2 %) 415 4 “Shader” i “Name” pass.

3. Grab Pass - XA~ Pass JURCY HIFE45E N A 2] — ik Wil&l, J5 220 Ll id_GrabTexture 51y

Il o

#,: GrabPass { } B{#H GrabPass { "TextureName" }

PRSI IR RN AR . AR EAHEIX A shader [ I I#R 2 7 42— K

IRHL o
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HMIERIEE S R, Al e A S AEREWGE 25— A TextureName fHy{A i

¥ o 5 0] BRI S5 32 ] 31 TextureName,

Fallback

KA T Unity FEISAT B IR AET A B Subshaders Hr A B & 18 M BR T BESL I o B 25

Unity, UI2RFTA Y Subshaders #i AR, 4, A4 shader,

EHA PR

1. Fallback "name"

BRI IRAS 45 4k name [ shader fl fallback,

2. Fallback Off

REEREMN 4, FE fallback,

CustomEditor

WMRXANHRANE, 4 Unity i@l s (WEIAT) RIH—4Y € Shader H i

2. MR BIHIE . 3% shader FRIALATAT BT EIARCHE FE XA ok 22 1 o

A
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CustomEditor "name"

FXH, FA L ShaderLab i AM R L HARUHC LN HIL T NMEMRBEFILRA. |

B

Fe R R B BRI R 1, REHRMIRHE, LN ARSI, B, T AR

WEAEA T, bricif 77 2 H R .

B FRE, WIREL T, BibRA—KBENEE TR, RECENEARRIEET 4

1o ATNAEEERY ] ShaderlLab, gt/ Unity HIRE Shader {15 F (18X) o A6

1 Unity F1i247H shader, #{-2— 84 ShaderlLab 344 . ShaderLab 7£ Unity ‘B 753K ,

—HA=RIEA:

1. Surface Shader

2. Vertex Fragment Shader

3, Fixed function Shader

55— shader B2 AT — A5 shader, ERIFREIRE Pass Berpf#pragma surface

FHR. 25— PpRE Pass e g #pragma vertex 8% #pragma fragment FEE, 254 :

Vertex fragment Shader f§i|+

Shader "Display Normals"
{

SubShader
{

Pass

{
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CGPROGRAM

#pragma vertex vert
#pragma fragment frag

#include "UnityCG.cginc"

struct v2f

{
float4 pos : SV_POSITION;
float3 color : COLOROo;

bs

v2f vert (appdata_base v)

{
vaf o;
o.pos = mul (UNITY_MATRIX MVP, v.vertex);
o.color = v.normal * 0.5 + 0.5;

return o;

halfs frag (vz2f i) : COLOR
{

return halfg (i.color, 1);

}
ENDCG

Fallback "VertexLit"

BRI LIRbRICH, 24 :

Fixed function shader {§i] F:

Shader "VertexLit" {
Properties {
_Color ("Main Color", Color) = (1,1,1,0.5)
_SpecColor ("Spec Color", Color) = (1,1,1,1)

_Emission ("Emmisive Color", Color) = (0,0,0,0)
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_Shininess ("Shininess", Range (0.01, 1)) = 0.7
_MainTex ("Base (RGB)", 2D) = "white" { }

SubShader {
Pass {
Material {
Diffuse [_Color]
Ambient [_Color]
Shininess [_Shininess]
Specular [_SpecColor]
Emission [_Emission]

}

Lighting On

SeparateSpecular On

SetTexture [_MainTex] {
constantColor [_Color]

Combine texture * primary DOUBLE, texture * constant

IR =P X AESE PR P AR EEE, Ol T Unity BJFHCHE (B RAE AT &40 3 CHY)

shader &5 5| i Ffl 7 )i assetstore H1) , & ff shader F[GEr= 4, H B 2E— Shader 1 [fJLFP

TR EH

Vertex fragment Shader [ T Shader 5§ X ] Properties {1434 , HAth ) E - H8 -2 IR cg. HLSL,

GLSL —#f (ZFsz b, Unity 451588 %) surface shader #5555 FHPE BN BB cg. HLSL. GLSL

UL T VS SRR 20 2 DireerX. (% OpenGL 5 Fi i) .

Vertex fragment Shader fifi i cg. HLSL fiff5, i CGPROGRAM F1 ENDCG ¥#rid. % T

GLSL, %% f]%| GLSLPROGRAM # ENDGLSL %}, iX &/ T
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Shader "GLSL basic shader”

{
SubShader

{
Pass
{
GLSLPROGRAM
#ifdef VERTEX
void main()

{

gl_Position = gl_ModelViewProjectionMatrix

*

gl_Vertex;

#endif

#ifdef FRAGMENT
void main()

{

gl_FragColor = vec4(1.0, 0.0, 0.0, 1.0);

#endif

ENDGLSL
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Xt cgv HLSL. GLSL, X355 EFLHR A DIEDFIE co. HLSL. OpenGL H)45 L& EF], ii§

R BATT MK

TELERATINEZHT . BATIETZX] Pass thffj#pragma fif— 7 R o

% cg. HLSL, GLSL & & 3¢ 5 ¥ shader F& 7 , # 2 #R 7E ShaderLab Fr {57, — K1 Pass{}

B et

Pass

CGPROGRAM

#pragma vertex vert

#pragma fragment frag

ENDCG

Cg F B

cg BBt B 75 CGPROGRAM ] ENDCG th,

B It 4 Ab vl LUS R Ri#pragma JFIGI gRidR &7, 484 & B IRgn % G IR LE T e 7 B0 4 i o

*  #pragma vertex name - YFiJTiE name RN S E A o

*  #pragma fragment name - YRPETTIE name MR EHHE OHE.
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*  #pragma geometry name - YiPE I E name S DX10 Mg E @y %iEIH<

{F #pragma target 4.0 (FIIEATE) N B 34T IF

*  #pragma hull name - 4513771 name J; DX11 [ hull Z@ 4 . #pragma target 5.0

i F B H BhFT I

*  #pragma domain name - 4§iFJ7 1% name fy DX11 domain 35 @ #%. #pragma target 5.0

fif F B H BhFT I

H AL ik 4

e #pragma target name - KWL HFRFE4E (BFRFE FHEAPR)

»  #pragma only_renderers space separated names - 1 R WFLLTE Yuas wie. BROIAB TSI

RRATRE R G i (EReR R A 4)

*  #pragma exclude_renderers space separated names - A~ A3X LU E YL 8 4w 15

«  #pragma multi_compile ---_ - ..o B 2R BT O 26 AR II 445, AT LU R4

V4% shader B AR A fh 4 PRI shader i3k (Unity o] DU

Material.EnableKeyword()fl Shader.EnableKeyword ()3 1458 A4 [A] Bh 2844 )

e #pragma enable_d3d11_debug_symbols - 4 DirectX11 A i fE R, XX ER

B DL 3B FE Visual Studio 2012 d4E K B IR -

AR B & B DA TR T EM—MEFE T . Hik#pragma vertex Hl#pragma

fragment 2 o
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TE Unity5.0 J5, REMXERLSCEEAM T, Unity JaiFfm e 20

#pragma glsl,

P OpenGL -5 % i35 (A N, #5486 i, GLSL HLH i) Co/HLSL(T A& R IA BB A ARB 15 i/ 1 BERE ) o

#pragma glsl_no_auto_normalization,

#pragma profileoption,

#pragma fragmentoption

BN E g e ) OpenGL Jy Befgfy . alid ARB Jy Bef )y vl LIS Bl B o i ML IE 0 . XA

T84 X T R PP B AN LL OpenGL Jy%hiF HARHIAR P ok -

7
Shader IR F-H
BRGSO, Unity 242 SM2.0 R HEAR 413 shader, {fifil#pragma target L unity 3638 i H AR BOAH R FARES o
L H R E
. #pragma target 2.0 (2f7/) - Shader Model 2.0
Direct3D 9 Shader Model 2.0.
. #pragma target 3.0 - shader model 3.0:
Direct3D 9 Shader Model 3.0.
®  #pragma target 4.0 - DX10 shader model 4.0.
Direct3D 10 Shader Model 4.0.
. #pragma target 5.0 - DX11 shader model 5.0.
Direct3D 11 Shader Model 5.0.

TR AR AT 28 OpenGL -G (BEBIIEE) W LA AN SM3.0”, Winphone8/WinRT & (DX11 9.x) 1] LLIA
SR 24 F SM2.0.
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Unity SZRARZ MIE Ge APL (Fefl Direct3D 9 il OpenGL) |, BRIAFHL T, shader Bk th SCRF AR PR AR . 1R
T LU il #pragma only_renders ## #pragma exclude_renders $i5 43 i unity JgIRLEF-5 Yixt.
ENBEREINTC oY

®  d3d9 - Direct3D 9.

®  d3dl1 - Direct3D 11.

. opengl - OpenGL.

®  gles- OpenGL ES 2.0.

®  gles3 - OpenGL ES 3.0.

®  metal - iOS Metal.

®  d3d11_9x - Direct3D 11 9.x feature level, as commonly used on WSA/WP8 platforms.

®  xbox360 - Xbox 360.

®  xboxone - Xbox One.

° ps3 - PlayStation 3.

° ps4 - PlayStation 4.

° psp2 - PlayStation Vita.

L psm - PlayStation Mobile.

BRI R LSRR S X D3D9 AR -

#pragma only_renderers d3d9

R RERIEAE . X5 shader, JGAN LU i 4 g B FFAE SR FIWr shader Fi A2 BB

KXo JFH, ATHINE, EEAERS—YORRAN R, M5 EZHRMT M
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ShaderLab [} Properties SZ55

£ Unity H1, —A> shader (@ PEIRH B S, KO9JE MR LLLESEAR A 5153 - A & RSt
REAS AT BT OB (B AN T 4% shader BB 7R . J@PEEIE 7E Inspector TR b2 f HAR 5C )

FEAEHR, TR B WL RD B AR Y SE B A 5 1Y shader 77 R HEEL

AT IR, FATEEE—fr shader FRBI7E T -

Shader "BasicDiffuse"
{

Properties
{
_MainTex ("Base (RGB)", 2D) = "white" {}
}
SubShader
{
Tags { "RenderType"="Opaque" }
LOD 200
CGPROGRAM

#pragma surface surf Lambert
samplerzD _MainTex;
struct Input
{
float2 uv_MainTex;

i

void surf (Input IN, inout SurfaceOutput o)

{
halfg ¢ = tex2D (_MainTex, IN.uv_MainTex);
o.Albedo = c.rgb;
o.Alpha = c.a;

}

ENDCG
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}
FallBack "Diffuse"

M 3 17H Properties JFARFISE 6 F7 (L, FATHERXATM A mHIARMI". LH, EAA

— @Mk _MainTexo YURIRAE Unity g i f 7 FATXAS shader f] material , /R7] LIFE

inspector [ b7 B>l BEEERE IR A RO4EAE . AT A

PRAT LS A5 T Y Select XA R LB TR AN F . A LI E 5 A project TR H

B E] select FR{ERHE BT o XAMEMFAE (42 B A FAH) Base (RGB) 48) , #i2 shader

1B Properties { MainText .. } ik Unity Jy3&f 1 B2 oo o Btk Fefi Tl LLAEA)

Unity (XA T7 ik, R shader §5 RSN AR 0 @I L 4y shader, AR TR

S

HFIH

e JH MonoDevelo T A 1 25— shader, M Properties F1 5 F SR I X —17:

_MainText ("Base (RGB)", 2D) = "White" {}
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o WREINTHEAARES, PRAF

_EmissiveColor ("Emissive Colot", Color) = (1, 1,1, 1)

3] Unity fp&Ef¢ Unity ik s FA1EY shadero {35 ORAE PR o R R T FATTHY

shader ff] material, Inspector AR AE M T, sl B o) 1 3R 20 22 i XA AE

HBATEFEA R B

* 3] shader fRSH, BATHMAX 2 —1THH:

_SomeValue("Some Value", Range(0, 10)) = 2

o MRMR L R — AR HR, W LAEIRAT A S — e TE R N Bl E — MK

fH

Properties #% 3, F-fif

&4 Unity [ shader #RP% Unity BLE 7 —E MG Properties Biplig o) —A XAV

F 2 shader YRR 7 R —AMRTTAE A 75 A 1k Uniey HF B G A5 & IR ARRD A2 ok |

MAMRRF R EROEAER (MR, unity {5248 7AW A 7 IR R B Bk .

TE Properties et (ARRS, 5 ZAFA T I AR :
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Propercies

{
AmmbientColor, (j"J7mmbient Color%, ,Coloxr) = (i,1,1,1
L- | | q | I | | ' |
'3 [nspector it 7m %4 i) TRIAE
BRI T, ST shader HMARLTH 2 BGI L FIRAR B XA AR B0 B A {E .

“Inspector R4, JERATXABYELE Inspector [HiAR b TR R 45

RMTRATRIR TR, W RE T A RAE Inspector T L XF BRI AT: o

CRME" AR E, HAY, ERERERAR R R A K,

T T R AR A

TAE shader HFATTAT DU 2 2687

Range(min, max)

QM4 W LR P EREAE min il max 2 8] B 5 40 18]

Color Q) — M AR . TR P RS

2D QA& A, T DALE P i

Rect gt —A~ non-power-of-2 Wi F{ BEFFHE, DhREFEAER 2D 4]
Cube 1 — >3k Cubmap HHE

Float Qi — AR N B R B A AL

Vector A 4 AL, LR AT DUENAR DR R, AR A Vecto4
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RIGEBOME"H 5 ik -

* Range FlI Float, —ANE ML

+  Color fl Vector, 4 MHIEZSHITIE Y, MO, XFT Color, XPUAJES

Ry Gy By ARIE—BRIME (BUETEEI 0 2] 1, H5E 0 2 255 XM DLH (0%

fEVERE ). XFR.F Vector, J&x. y. z. w{H,

* 2D, Rect I Cube, W] PAGEREZS M 747 B3 3 Unity PN ERAY BRI P 44 7 :

"white", "black”, "gray" 8¢ "bump"

TEE:

2D, Rect, Cube HyERINEG AT DABR E&}, RBIXARR S %

name ("display name", 2D) = "name" { options }

XA TR T LR o AR 2, X B R PR A

e TexGen texgenmode: [ 34 MG E R uv AbbR. texgenmode 22340 DL

ObjectLinear, EyeLinear, SphereMap, CubeReflect, CubeNormal, ¥ B3 X} W 2|

OpenGL [ texgen #30. WIRA A T B & XMW, H4 TexGen 24 unity

B o XEBIE 5.0 BEFRTE /L] (legacy) T o
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*  LightmapMode 575 Unity, FATX B &I MEA Rerderer ZHAEHOR, 1A B

TE material FI55E
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Pf# Shader ] Material ¢ &

AT AT AR AT FI ) Properties HIPREBNAY, H—A shader SLHLUN TR LA

AR R -

*  fii[fl MonoDevelop 477 shader 34, A M L4545 DRI AY

o {IF Properties B J& U1 F N %

_EmissiveColor ("Emissive Color", Color) = (1, 1, 1, 1)
_AmbientColor ("Ambient Color", Color) = (1, 1, 1, 1)

_SomeValue ("Coefficient”, Range(o, 10)) = 2.5
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o BRI P#pragma surface surf Lambert X—47, B4 58475 A T =

kg

float4 _EmissiveColor;
float4 _AmbientColor;

float _SomeValue;

o IHRRIEORTER A HITTHY

samplerzD _MainTex;

o HF| 71k void surf(Input IN, inout SurfaceOutput o), HI H ] 1) A A4 AL

float4 ¢ = pow((_EmissiveColor + _AmbientColor), _SomeValue);
o.Albedo = c.rgb;
o.Alpha = c.a;

D PRAE RO 3 J P AR FE — A, X LR SR E Y shader £G4

Shader "myDiffuse"
{
Properties
{
_EmissiveColor ("Emissive Color", Color) = (1, 1, 1, 1)
_AmbientColor ("Ambient Color", Color) = (1, 1, 1, 1)

_SomeValue ("Coefficient”, Range(o, 10)) = 2.5

SubShader

{
Tags { "RenderType"="Opaque" }
LOD 200
CGPROGRAM
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#pragma surface surf Lambert

float4 _EmissiveColor;
float4 _AmbientColor;

float _SomeValue;

struct Input

{

float2 uv_MainTex;

i

void surf (Input IN, inout SurfaceOutput o)

{
float4 ¢ = pow((_EmissiveColor + _AmbientColor), _SomeValue);
o.Albedo = c.rgb;
o.Alpha = c.a;

t

ENDCG

}
FallBack "Diffuse"

BXH, FAT AT LLORAT shader. [ul 2] Unity Hro [ul 5] Unity &, #EH 4509 myDiffuse {]

material, SRJEHE T F Cerl+D, & HIH material, 4 % myDiffuse2. [AFEH 7

R, 41 myDiffuse3, myDiffusedo XA, RELERATHAEHL I —A shader 7R

FAI PO/ material H 3k o

T Scene TIHLH . URAVRICATINGG 4 4> sphere, AT DIBUFEERAN. SRJE 707 45 X PUASBR N Fe

fI1# myDiffuse. myDiffuse2, myDiffuse3, myDiffuse4 jX JL/|~ material,
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PP AT E— material, {RA] PIAE Inspector | #3% Emissive Color 53 Ambient Color, {3 HJ

Lo o 16 38 3h 45 R IS BUE . Besh il 72 v il LUB 2 Scene H il H i 2 Bl VR Y e st 424k

BR. . BARATNEG T A shader FIE 4 A0k E, 83— AR material I A

SR RERE M AR material YR, WG, RAVBMERME, HSREET

material W o FEFRATECARM R MER R, nity 2 HU{EAF ] material X ASCAE, FFAEE

frHmEE, AF shader TR SHGEF shader o ftk, BAFKAIAE T4 shader, {H

FEH IR NS BN BRI A R (Y IE L7 271 X T IR R 2 il 77 77

Y T B AFTIF material IZFRYI7 20, T LIB FIFIHHIAE) o

Y RAE Properties Hps B — AN A B VE (I, /R4y shader 424t 7 —Fhik i P idid

Inspector T I8 4 A AR FR) 75 2 B4 A8 AR 2 A7 A B J P A8 IE AR 45 2  ShaderLab HLE

I RARGS T ZAE SubShader { X AN F B LE(E, WA ZFERX A B H (5] B 7 B [ A6 42 =7 10 28

B, XTI AIEEAE Inspector b R E RN ARAD R EFERGRR . TR — MRk

— ELYRAE SubShader { } e pH BT LA B, A il IFE S S5 i P 2R AR T o X

B surfQT ¥k, FATHEIR pow( 77 i NVidia (Jeffiil, GPUER) B2 —) B co

T E R — A7k unity shader W[ U co W75 1 XA I VR ER FA 35 5 K pow 28411,

J2 R R RE AT AR E R
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WL RA S, AT LA T f#, shader 75 3D R, — R STEM BRI — BT . €
MRE e bR 2R B e B TSR AR B (R 58 BE Gt o TIAS BT, DU TS5 A 1Y) 2% ol

JRTER)— A, shader BRI HAp—H#R 7)o

B -

Unity $2 46 78— S8R ORI 7750, AT DLA XA 77 SOk EF material ST

WK

e 3EPA Edit | Project Settings | Editor, 23T H41 T MR

Unity Remote

Device

Version Control

Mode

WWW Security Emulation

Host URL http:/ /vwww

Asset Serialization

Mode

Default Behavior Mode

Mode

Sprite Packer

Mode
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o {ZMEMAY Asset Serialization 1, Mode fiF, #E3E Force Text

o FHRERK AT SS

o B EAREFAIN myDiffuse b1t (material) S (BLmaghRe, AT LTI SCA

SAFBIEATFT T (B 54, Ultraedit, Notepad++#§u[ LL)

© EFRREHNAE, FXEALTE

10 20 30 40 50 60 T 70 80
T T T T 0 T T o 0 T T T o T o T T o O N

SYAML 1.1

$TAG !u! tag:unity3d.com,2011:

-=-- ful2l &2100000

Material:
serializedVersion: 3
m_ObjectHideFlags: 0
m PrefabParentObject: {fileID: 0}
m PrefabInternal: {fileID: 0}

9 m _Name: myDiffuse

10 m Shader: {fileID: 4800000, guid: 791lcee52426074bacaf913b77£d28583, type: 3}

11 m_ShaderKeywords: []

12 m CustomRenderQueue: -1

12 m_SavedProperties:

DN AN s WN
IR

14 serializedVersion: 2

15 m_TexEnvs:

16 data:

17 first:

18 name: _MainTex

19 second:

20 m_Texture: {fileID: 0}
21 m_Scale: {x: 1, y: 1}
22 m _Offset: {x: 0, y: 0}
23 m_Floats:

24 data:

25 first:

26 name: _AmbientColor

27 second: 2

28 data:

29 first:

30 name: _SomeValue

31 second: 6.46428585

32 m_Colors:

33 data:

34 first:

35 name: _EmissiveColor
36 second: {r: .13456966, g: .346022129, b: .963235319, a: 1}
37 data:

38 first:

39 name: _AmbientColor

40 second: {r: 1, g: 0, b: 0, a: 1}
41

Vel e e e 14 3t 75 T LU B A TR A
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ot FRAR R ST Fy

3D VEHYHAEEE 2 M 2 FEE R, BN — AN L 51 %8, Unity A 542
PR BRI Lambert (BA{HAEAY) A1 BlinnPhong A4, [FIR &
gt 7oA, P AFE R DL 2 X E IR, JF H Ak Unity f# X AN

A,
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HE OB (5 f2)

FERATRT I EREE R, AT

#pragma sutrface surf Lambert

RATABSHE /R Unity 7R FRATHY shader ARDHIIE, 28 “Lambert” XA AL . B
# 3 S: #pragma surface surf LightModel, %} Surface Shader S5, K4 P Hig4tFm
(surface XANMFEIMRDT) (58, ko5 O IR R 2 1 15 5L 0 11 55 75 20 2 A 1 R ARG 23

ZHILIRE

Horp LightModel Jg& Unity [ 7 B G IR 42 5 808 BATH CHIE Unity B BORGEF .
LA LFECIRIERINE D IR S IR IR BB BR824 RO B2 AR L T B 24
7R, RAT URR — AR NS e A A i v WA S ) AR 20 . SRR B
Prih s Bl RNV @A LA —EHBE . @M Bl — % E ., fela 25 s
o b S5 AL S XA A R 7 s J5 1) ERIRER) FISORMIER , B FRATH G

R, AL T R AN FR A BT R

HAR X A WA BEARBLA IO A 2 M 2250, FURANESEIIBiTE . AR G AL, 5
XAFERRE > 247 LU AL Gy i XA . A A IR, Lambert ] Phong (iX 44
# LUK X AR A i 44 57) , Z20(E T Phong HUHTH £ 2% 18 T YA 8 i (specular)

BOR . BMAES URS AT specular BIERy o X AR T EMZE R T Phong BLALA
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BlinnPhong B4 2257, Wi/NKZ, 2R Blinn 7 Phong fY3ERE E. T B Pod ity 55

specular f773k , EJE FOMKED TR LY . AR T RORM S, B DAL 5 Ah— T

AL

ot B B L IROT AR R 2 A R B A X RIB Dk, RIF &5 AR 75
Unity d1, FA107 DLE A $T I Unity 223 H 5% N Data\CGlncludes [#§] Lighting.cginc & F| X/~

TIRERARED , AT, BALE DR

inline fixed4 LightingLambert (SurfaceOutput s, fixed3 lightDir, fixed atten)
{

fixed diff = max (o, dot (s.Normal, lightDir));

fixed4 c;

cagb = s.Albedo * _LightColoro.rgb * (diff * atten * 2);

c.a = s.Alpha;

return c;

FET b, BN ITE#pragma 15 ) “Lambert”, £ H T “Lighting” X JLNF4F o X4

Unity fRLE : e B fE#pragma HR%H A Al B "Lighting" i), Unity 7E 4% B2

I ERAS R R E TRk Hik, BAl b i#pragma surface surf Lambert X A) 3%, %

R R LightingLambert()
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e AR Y ARAGAE surface ASI21TJE B Unity 1817, surface fBSHH Unity & SCEFRY— R

GRG0 B BUE (BB WAR WA BAE 8D 5 ARJE G IR SO ANZ A o 52 LAY 45 R

i, BOAEAREE B MBI .

ARFATA LA 5 — AR A2 Hik Unity fEHI AT A E LR TR B REH EH.

THFENTHIFA=IRE —A B SR BRI Jr ik

o fEAIFATEORA shader fOAD LA

o WEHpragma —FEARAGH K] Lambert %] BasicDiffuse

R ARSI\ 2] SubShader {} B

inline float4 LightingBasicDiffuse (SurfaceOutput s, fixed3 lightDir, fixed atten)

{
float difLight = max(o, dot (s.Normal, lightDir));
float4 col;
col.rgb = s.Albedo * _LightColoro.rgb * (difLight * atten * 2);
col.a = s.Alpha;
return col;
}

o [RAFi% shader, [H] %] Unity,

Unity 2P IR I F A6 shader, WUERBATHE, HBAHH shader 2 7 %) W A i F. A

SRR LI , WA FEER (H% BasicDiffuse T3 HE Lambert f)—f—
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FE) o AHRAEXAE G, Unity BIBREEH T BATH G AL "BasicDiffuse”, [ AP A E 2

HEF " Lambert",

Unity ffj#pragma XA Fil g 345 SR ALBATESOC IR . A7 3 2R A8 il 5C MY fr i 2 %

AITmr DA -

e half4 LightingName (SurfaceOutput s, half3 lightDir, half atten) {}
¢ half4 LightingName (SurfaceOutput s, half3 lightDir, half3 viewDir, half atten) {}

e half4 LightingName_PressPass (SurfaceOutput s, half4 light) {}

S A P BT YN T ZGEH T [ 35 15 o 5 A AR B e 2 T 345 o

S =AM Unity BiC B AHE 3R 1 2% ) )0 75 2 o

BRI A B A dotOF7 i, XM cg TEF M —ANETT . HRTHEPIATT 1 Z 18]
AR fE Lambert SE IR, BEAS S NI G 7 160 R E AR B R IR 4R A7 B2 1)
BRI, PUE TR 2 BROE BB B o NI GFIER SRR 77 1) B4 A BE BN, 5 2R v R 2K

ERLAK o
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Half Lambert i
58 B E SOG BB RS , Fo 13X TR0 — /35 44 06 BRARRY , IJL T i T 19 J 3

Half Lambert Yo MR Valve 20 RIFERIVE" 5% fir Wk & BRI R 25 1 LU ARG FY) DX 4k

BoRYIR . SRR O R & T R R I8 S . R R Valve BREY, T

4 Lambert 5% | 45 Fi 2 Half Lambert f£#Y

fill B ATV A LAl shader, FRATTHE LightingBasicDiffuse() 7 ¥ABURAN T -

inline float4 LightingBasicDiffuse (SurfaceOutput s, fixed3 lightDir, fixed atten)

{
float difLight = dot (s.Normal, lightDir);

float hLambert = difLight * + 0.5;

float4 col;
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col.rgb = s.Albedo * _LightColoro.rgb * (hLambert * atten * 2);
col.a = s.Alpha;

return col;

{R1f shader 5, FA]IEF] Unity,

UNSRARBAT X 5 50 P R BEA AR B3l T DU BABLE M A B AR R BLELJFOR T2 T X

A PR R PR D A

float hLambert = difLight * 0.5 + 0.5;

difLight {2 dotOJ7 K & , 7E[O, 1Y . ik, hLambert fEHI7E0.5, 1]. XA FEHEN

Bl O~1 WS B 7SR 0.5~1 v, B T fJa IS
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Ramp Texture

e BERY T ARE . BATAT LT AR EIERY shader 455 1o X 19N A LA surface shader Jyffi], i

R o4 i 9 B Y T 3K

Ramp Texture 7 Valve /A ") F A 228 2 J5 ITF 0 A — Pl il 8 st (diffuse) f773%.
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Ramp Texture 52 J&ALL T & — 5K M 4] -

Ramp Texturesr{dl

TE— ) Blinn/Phong MR v, FATR 18 S5t A 2R B FE T NSRRI v B PR 2R B R E

TEXFPEOL T, REATH AR KB T -

float DiffuseCoeff(in float3 pos, in float3 normal, in float3 lightPos)

{
float3 lightDir = lightPos - pos;
lightDir.normalize();
return max(0.0, Dot(lightDir, normal));
}

i FHl Ramp texture, A DUH—5K 1D @BFBREDR O 251 AR SIS SO0 R % 1

(MEY IR

textureiD rampTex;

float DiffuseCoeff(in float3 pos, in float3 normal, in float3 lightPos)

{
float3 lightDir = lightPos - pos;
lightDir.normalize();
float rampCoord = Dot(lightDir, normal) * 0.5 + 0.5;
return texiD(rampTex, rampCoord);
}
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7% float rampCoord = Dot(lightDir, normal) * o5 + o5 XA], K& Dot()J5 iR [l 4
EAE-1 A1 1 2], FEt, rampCoord fiJq BYEETE 0 2] 1 Z 18] (GRykssh 7 X B R, i

ik esh 7K e e R AL

FATX TR BN FOR A shader, 7 CRMEEFR Y shader fEJI N Ramp Texture J5 BEfi )

Fh

* JEHORHY BaiscDiffuse S0 T

inline float4 LightingBasicDiffuse(SurfaceOutput s, fixed3 lightDir, fixed atten)

{
float difLight = dot(s.Normal, lightDir);
float hLambert = difLight * 0.5 + 0.5
float3 ramp = tex2D(_RampTex, floatz2(hLambert, hLambert)).rgb;

float4 col;
col.rgb = s.Albedo * _LightColoro.rgb * (ramp);
col.a = s.Alpha;

return col;

e JF Properties H1Jjj A\

_RampTex("Ramp texture’, 2D) = "white"

*  {£ SubShader Herhfii A

samplerz2D _RampTex;

T ORUEAR S i B 48 R BB ) 2 — ARG X LR e R ARG

Shader "myDiffuse"
{
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Properties

{
_EmissiveColor ("Emissive Color", Color) = (1, 1, 1, 1)
_AmbientColor ("Ambient Color", Color) = (1, 1, 1, 1)
_SomeValue ("Coefficient”, Range(o, 10)) = 2.5

_RampTex("Ramp texture’, 2D) = "white"

SubShader

{
Tags { "RenderType"="Opaque" }
LOD 200
CGPROGRAM

#pragma surface surf BasicDiffuse

float4 _EmissiveColor;
float4 _AmbientColor;
float _SomeValue;

sampler2D _RampTex;

inline float4 LightingBasicDiffuse(SurfaceOutput s, fixed3 lightDir, fixed atten)

{
float difLight = dot(s.Normal, lightDir);
float hLambert = difLight * 0.5 + 0.5
float3 ramp = tex2D(_RampTex, floatz(hLambert, hLambert)).rgb;
float4 col;
col.rgb = s.Albedo * _LightColoro.rgb * (ramp);
col.a = s.Alpha;
return col;
}

struct Input

{

float2 uv_MainTex;
b
void surf (Input IN, inout SurfaceOutput o)
{

float4 ¢ = pow((_EmissiveColor + _AmbientColor), _SomeValue);

o.Albedo = c.rgb;
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o.Alpha = c.a;
}
ENDCG

}
FallBack "Diffuse"

——

o RAF. SRERATEF Unity,

BEH AP BER . Inspector [ b2 HBULERE IR A B #E0F . X BLBRATTAT LN — ok I W48

gk

XIARLEIR A 2l T 22 1 TR, AT DUR B LA IR HE A SF B JL5K ] (ramp texture /2

77 2] LA photoshop ) gradient TR, AT ff 5% o AR B 0 25 38 )

Xt Ramp Texture shader K5, FATEZZAMA T X% AN Ramp texture BRI R .
R H A B 0 (B A i RE 2 M) B AT 10 Dl RSS2 PRy i Y o b L S RN BB TS R A g f

AT L] FH R oA 4 1l P s 1) O

tex2DOT7 ¥k co BETTHE . RIRARIE 5 A SRR B uv (OB float2, 73 Hi ARG /K-

JrIE Y o MR ETT R V) L ORIERE A SEAREA R RGBA (.
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KA ER uv {64 half lambert {EHE, half lambert UK, BIRE FATH 5] 2

FR PR P 7 B D ] v B AR 1500 A5 T R 7 T o SRR AT LRI TSR R 42 1) — AN 4 3% T

A8 St (BURTER . BURAET . BOWEWMRRIEETT MO EHEIE T A -

XF _ER ARG, A LA A T A TR BT P, X AR U RE -

1. fRH% LOD 200, XATE X T %W SubShader ] LOD (level of detail) {g, B/~ 0] LLid it

Unity {3 8 808 @ APL R 42 R0 shader f) LOD B, XA Unity YEIBATHII RS

fiFF LOD K BB {E ) SubShader, J& Unity fij 42 li& H] SubShader {575 —Fp 77 3,

2. #5fy struct Input il floatz uv_MainTex;, XN ;3 sutface shader P EARE B, 7] DL

B -

1 Photoshop Hr, FRAI 10 LLJLAN Bk i@ 37 Ramp texture:

*  ¥TH photoshop, Fra:—ik K

o PR TAMPR#IAE TR (—BAER BN T —4)

o WRETER EAZER A IS —ARE ok

o HUPREARE] K photoshop i B ISR (0 I EN R AHE IR T
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Surface Shader
Unity g &) =% shader B, Fixed function shader ¥F 5.0 J5 AR FE AT S He; Vertex
Fragment Shader BJ&1iR F M cg. HLSL., GLSL g+ F153]; Surface Shader B F [

IR % . XH s Unity (BT, BrASOR A, XATRAT— R 52 ) BRI AR

shader JF % N\ A 7ES shader RIS Z I H CEH RS BEE RS, X R 564w LIAg 2
BT ER A XAV surface shader B Unity“ BB R . GiX P shader, FF4 A5y

HER YRR R TSR (surface) |, FTFAIFE i Unity FR5E

@IS, surface shader FUg—FRAGA R T 58 . Unity FEAEERRIE A —FIHTIES . Boh
Unity {2 ifas . JURAE surface shader 1 BRI A Cov HLSL, JE 82 TAERIH @i

DirectX 8{# OpenGL ] shader 451555 3k B IF Fi 4 7% shader CH5.

Surface Shader JEA4H

B surface shader, Ff15C4E

1. ¥£ SubShader # f#pragma surface surf_func 3 & X ZEH B A4S ShaderLab #&
KA, FATRENL, XA ARET L Pass i, [F 2y surface shader 2 PRl B Y

Pass,
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2« ERTTEESR A S % struct Input, BT DUH | shader 555 AT ERIE HE R HIEHE |

Eedn UV %4 Unity isf7 BB, SARMEX NS5 ANEILL A shader BRIFLEELHE . Input

AT ISR A :

float3 viewDir

W
N

float4 ZE & F] COLOR jXAME SR HA R J5 A1

e
e

float4 screenPos
float3 worldPos
float3 worldRefl
float3 worldNormal
float3 worldRefl;

float3 worldNormal;

BT X Ee(E, FP AT DLk Unity BN uv (B, 5N FUEEAE 0T B A4 Tt VT 8 4% =7 il T av_sx A

B2, Fbln, XFM MainTexture, FEZEH] uv_MainTexture, XM F|5E 8 uv, B2 wv2_,

3. BIAZHGE A Unity BlE KHIZEH, AT A inout ;IXASSKEETRRBA , FRiX A 454

S N AR B AR VY o FRER G5 N T -

struct SurfaceOutput

{
fixed3 Albedo;
fixed3 Normal;
fixed3 Emission;
half Specular;
fixed Gloss;
fixed Alpha;

i

Unity5, FFaaHa] DLAX A~ 4544 -

struct SurfaceOutputStandard

{
fixed3s Albedo;

fixed3 Normal;
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i

half3 Emission;
half Metallic;
half Smoothness;
half Occlusion;
fixed Alpha;

struct SurfaceOutputStandardSpecular

{

i

fixed3s Albedo;
fixed3 Specular;
fixed3 Normal;
half3 Emission;
half Smoothness;

half Occlusion;
fixed Alpha;

4 BRIGERA T ik, AT A Unity B US4 PRV AE CRTZA) 11

TFEAE 528 1 BEAS shader [ TAE.
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H 2B

HIJ T ) 215 R 2 AEPFIA — 4% ShaderLab HJFEAL, fEIXEEIEA b, A6 50—

Hesfi|, Sk4A & ShaderLab %1 .
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2 e s LR I o s

TERTH PR P, AT LA 2] 7IG1E, H3E shader [ Properties et f 2] T 2D, Cube,

Rect SHRAY . FTHSE LAY Inspector HE 17 57T DL FE IR0 B

FE shader g rf, WEEE—GKIET, o B B E B R B R K A ECE BT DU L

ARG PRl o it P I SRR I o AR BRAR L (R  BEHEFRTAT, # FAT] 11T 55 DL By s 14

W E ORI R GEGEAA R U, RIS R e 2 bl i m a7 —

Lt MR e IS R b= S L PO 8 S g R 1 e R =¥ PN O ) SN I LU VIS

LAY 3 WEIELA AR A AR R LR LR ORES o THELE R RS

%, RERAUKEREE L, REGEGLNE N, XHIEYAR L EE AR A MM,
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T LT FH ) 32 B 2 — i 4% 5 I i 28 B (normal map) "R

SRR P T R N TR LT, A T B R R B TR B L I X gk ]

WS, TRV LN E R DT FETE e PR I (22 o 0 e 3 T A T Je

TN A FRATE L B S shader SR SLBUELR M D) RE .

TR, JE30 445 4 "normal mapping", R 53 rp 2 (il AT 142218 5 DorGR il B Al AR

FIt LR A" Dot3 bump mapping",

TE 3D HEF B, XFF AR R, FATUR G EAEE R R, @ T R A

WA ) I N B 2 B T BOR B o (X AR 7 G IN T R AL PR g 0 548 (B8 —A4>
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FALB SRR Qe i, B2 B ARIRE L MR o IBAA B R GEE N — S

FraWE? XA S A U 1] o

TE R, sl B NP BA Gad TE L 1 A 2

FAEEI NN TR G . o7 LA B8 B0 SO AR 3l (TE R LLHE DX iy 4 BRI A

LA RIXTEL) o EMRYE, F TIELRWIES . AT AL A SE AN R, SR UCRKE N 5

Zho TE LI BARA S B R C 22 AR R RIAL (R R A SCA REAE N TR 55 rh S i)
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ACRO”, BTUAHEE S, NYAFEfL, s T EAH R, (HEIRMAEL

TGP PR, BRIEAE R IMNIELWIEG . 5 7 80 S04 ST it AR b — BRI H o

TSR FATR B O3 TN I ELS B3 AT AT R i L

o HiE— Unity T2

© HrE—A> sphere EA AR 1A

e Hifi—~" Directional light

o PBUIIRATEORA shader SCAFEIZ TR

© 4TJF shader XCff, AEEP ARG, B2, W5 IUNEAR
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Shader "myNormalMap"
{

Properties

{

_MainTex("Base Texture", 2D) = "white"

_NormalMap("Normal map", 2D) = "white"

SubShader

{
Tags { "RenderType"="Opaque" }
LOD 200
CGPROGRAM

#pragma surface surf Lambert

sampler2D _MainTex;

sampler2D _NormalMap;

struct Input

{

float2 uv_MainTex;
floatz uv_NormalMap;

s

void surf (Input IN, inout SurfaceOutput o)

{

fixed4 ¢ = tex2D(_MainTex, IN.uv_MainTex);

o.Albedo = c.rgb;

o.Alpha = c.a;

o.Normal = UnpackNormal(tex2D(_NormalMap, IN.uv_NormalMap));
}
ENDCG

}
FallBack "Diffuse"

{#17)5 . HFi% shader g7 —4 material,

1 material ¥ %) sphere |,
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o PP material, i Base Texture H40 4\ — 3k Mk bt R

*  {HATH Crazybump (i google ) Azp—ik NormalMap, J£fiiX A4~ NormalMap
Hi%) material B35 VL. AURHCRENZ TR . o DOl %5 92 KA E—
S ] 4 et

o RAbHSAME, fEEH None FIEH AT normalmap [ DIHE, WE 75+ I 4

f FE M2 REH normalmap e AIIERE RS TR T AE fL

Unity ] Surface Shader, XfELEHAMAY shader 355, WHI2AH A AL XRLIAEEHR

i) UnpackNormal 753k, 2 FAIM NormalMap Xk B H i H 2 (5 DR . FATR
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FER XA Unity § B3I 778 . ARG SEARAT BRI (5 IR {4y Surface Shader )

Normal ZEHIIE 56 BAESS . AN FHTBRATT 25 48 18 A BT XA L& Ak 2 18 v R 2 A5 B D 40

To WA, AT LLA AT EL dot3 bumpmap XA 5G4 1) K48 25 Tl B H 1%

o.Normal = UnpackNormal(tex2D(_NormalMap, IN.uv_NormalMap));

P 5 -

Crazybump Jg—A~ 0] DL i W A Ok R K TR, B E 77 W uli7E

http:/ /www.crazybump.com/
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R OLRCR

18 S P 2 WA B A T mT DA SR AN R - NSE T R BRI RUR L S AETRERT R
AR ERVE R P SR RE SR o TR D6 B2 53 b — PR, A SHEE ik LA~ miE . B
AR R RTE— MREM A EZ N XFFPER, " LLIE wiki bRX KA

KdlffTUSQf

reflection

specular
reflection

K i tindident light" g1 552 N 5], “diffuse reflection” 21 € 1) ik , FE/R718 5T ; "specular

reflection" 2 WA A Hi 3k, RFE B -

MR LUE B e ) B bl A IR AN 7] T BUHAR R 22 53 o 2RO IR TE 8 7 S

W 2k BT COBGE NG T AL B, AT B 2 B e (S T A RE B 7

K BEE BT XA B G A ORI A B N 58 B 2 BOR BN (A

B 2 S RERAE X LX)

ALVE K, FATARZE LI G (specular) |, IRALRERNENIR, 723D o, i

FARUEI AL o XA ZE R TEFRATZE G shader IR FEWRAE BA1 75 ZEHeds EORA Lambert )
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HEARAY , ROAZO B BUAR A A B IR NIRIIDLE o 58, FRAEFOR A Lambert Y BRARAY
ARAGHAEX B
inline fixed4 LightingLambert (SurfaceOutput s, fixed3 lightDir, fixed atten)
{
fixed diff = max (o, dot (s.Normal, lightDir));
fixed4 c;
cagb = s.Albedo * _LightColoro.rgb * (diff * atten * 2);

c.a = s.Alpha;

return c;

M BT LA Y, Lambere #4325 58O A 77 ) RS BRE 20X B850 . AR BATT4RSE XA

AL, R RERBLRA TR R OERE IR (HIBL) (B AL FAE o

HGRA TR, BUERNITIEE THERATM &SRR

B — AT project

o A AHHY shader

o L% shaer Al @ —AN i material

© BlE—AHTE sphere

o TEGSRPIRICA light f3E, B> directional light

WERBA T, BATH 57 KB R
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e K3l shader [#§) Properties it

Properties

{
_MainTex ("Base (RGB)", 2D) = "white" {}
_MainTint("Diffuse Tint", Color) = (1, 1, 1, 1)
_Specular ("Specular Color", Color) = (1, 1, 1, 1)

_SpecularPower ('Specular Power", Range(o, 1)) = 0.5

o EASEE WAL BUSIN T LG ) AT Properties

samplerzD _MainTex;
float4 _MainTint;
float4 _Specular;

float _SpecularPower;

o FAVTHZELL Unity fEAIHE Lambert B HRR, XBACE A, BELESEI)E
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inline fixed4 LightingSpecular (SurfaceOutput s, fixed3 lightDir, half3 viewDir, fixe

d atten)

{
half3 h = normalize (lightDir + viewDir);

fixed diff = max (o, dot (s.Normal, lightDir));

float nh = max (o, dot (s.Normal, h));

float spec = pow (nh, s.Specular*128.0);

fixed4 c;

crgb = (s.Albedo * _LightColoro.rgb * diff + _LightColoro.rgb * _Specular.rg
b * spec) * (atten * 2);

c.a = s.Alpha + _LightColoro.a * _Specular.a * spec * atten;

return c;

o WEh#pragma A AT G IR

#pragma surface surf Specular

o RS surfQ I EARBSBUR N T

void surf (Input IN, inout SurfaceOutput o)

{
halfg ¢ = tex2D (_MainTex, IN.uv_MainTex) * _MainTint;

o.Specular = _SpecularPower;
o.Albedo = c.rgb;
o.Alpha = c.a;

o RAFE, HE Unity, SifgidUs RAEM BHEEIYIA L, MRS AIRIEIREY

shader [AFGERFH —HE, X HZFLH shader {5

98jy.net FAX AT A

86



http: //98jy.net KA FIRE

Shader "Custom/Specular”

{
Properties
{
_MainTex ("Base (RGB)", 2D) = "white" {}
_MainTint("Diffuse Tint", Color) = (1, 1, 1, 1)
_Specular ("Specular Color", Color) = (1, 1, 1, 1)

_SpecularPower ('Specular Power", Range(o, 1)) = 0.5

SubShader

{
Tags { "RenderType"="Opaque” }
LOD 200
CGPROGRAM

#pragma surface surf Specular

samplerzD _MainTex;
float4 _MainTint;
float4 _Specular;

float _SpecularPower;

inline fixed4 LightingSpecular (SurfaceOutput s, fixed3 lightDir, half3 view
Dir, fixed atten)

{
half3 h = normalize (lightDir + viewDir);

fixed diff = max (o, dot (s.Normal, lightDir));

float nh = max (o, dot (s.Normal, h));

float spec = pow (nh, s.Specular*128.0);

fixed4 c;

cargb = (s.Albedo * _LightColoro.rgb * diff + _LightColoro.rgb * _Spec
ular.rgb * spec) * (atten * 2);

c.a = s.Alpha + _LightColoro.a * _Specular.a * spec * atten;

return c;

struct Input

{

float2 uv_MainTex;
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s

void surf (Input IN, inout SurfaceOutput o)

{
halfg ¢ = tex2D (_MainTex, IN.uv_MainTex) * _MainTint;
o.Specular = _SpecularPower;
o.Albedo = c.rgb;
o.Alpha = c.a;
}
ENDCG

}
FallBack "Diffuse"

B rp B2 LUE B mOEROR IR 7 AT LI s s B C AL A L T LA DR A
FERIANIR , JROR SR T 2028 AR G RCR . R EOR I mC AR 77, 2 BRI =D

Ko XAMHREIRFE L L E —FRIA IR AEIE, AEEEMRI A L LA 4.
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TE LB ARG BATE Sl T 45 o.specular XAV RBE T A specularPower X4

Pl LAY RE A AR R SRR OB IR T ST T AL 5 18] (viewDir, A FTIXFP2R A B R

HORBIA I, unity 2 B S BRATTR ZHGRARIUT L B2 WAMEHEA BT [0 4 0 2

Htt k shader)o SEIRAAY 25— 17 RS2 400 A BlinnPhong MRS, @I AHLIT AN

SEET7 S A ) 7 T (R IEAT &P AT L W] AR E B A AN i) |

B A 3 XA e ] 7 16 B A TR R R S R R D E AT AR AL B R R 3 B

LR S B BlinnPhong FREAY, SXAMEAL GRF SE5E 4 Blinn 7 Phong FR5E4

Bk, PE b EE Phong MMEAIHAR % . SEBUCR LBR Phong A7 — i 22 5. FATA LAKGE

WY F) AR f5 J h Phong AN

inline fixed4 LightingSpecular (SurfaceOutput s, fixed3 lightDir, half3 viewDir, fixed att
en)
{

float diff = dot(s.Normal, lightDir);

float3 reflectionVector = normalize(z.o0 * s.Normal * diff - lightDir);

float spec = pow(max(o, dot(reflectionVector, viewDir)), s.Specular);

float3 finalSpec = _Specular.rgb * spec;

fixed4 c;
cagb = (s.Albedo * _LightColoro.rgb * diff) + (_LightColoro.rgb * finalSpec);
ca = LO;

return c;
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H O DUTE g s hLgE , JeA b, Phong MSVE DR AR & BEINAF-iF . T BlinnPhong

AR R IR R S AT Mo (HR: . BlinnPhong SRR %
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HEEWLSS A Cubemap

XT &R BEPRY A, EATH 1 RERU R IR W SRl EXSRH MR, AT
A RIRFERY shader, JEAELLXFYIA B/R B MNHE R . X shader BRI SR Y14 4 il
2SRy LW 4 SR € o A i DN - B E N Y el oY T = DO D VA 7L E ST I [ 4

TR -

] — AN S B PRSE IS R R B ROR A b (38— Sk A RIS )
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FE Unity it A AT Cubemap SRAFBY SLHLXFALR . Cubemap FEA T b A2 — 7K W&,
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EEB R T A EEREACE, RFEd S EASRECLEN. B £ A

B FHFEIANAN B, 2K N T A B P A T R AT

cubemap M K& .

{8 B Unity 4z g, Cubemap

o ENAER. EGRERAZAYE. REREAFEMDAER, I RSEE

FRANBECRAE R AT A HUAEREA SRR I, A T7 1) ERCA AR VR . I2RA

HAH 5, Al

*  fE Project i H @l —A Editor SCEJe, PRI FAT T ZAEX BUBCE — RIS SR

ftfe cubemap Az f;

e JF Editor SxfEJerp )i —A~ cHIAS, 445 M GenerateCubemap

o PEUUT T A ARG A rp o 4 JEOR BT AT Y P A

using UnityEngine;
using UnityEditor;

using System.Collections;

public class GenerateCubmap : ScriptableWizard

{

public Transform renderFromPosition;

public Cubemap cubemap;
void OnWizardUpdate()
{

helpString = "Select transform to render from and cubemap to render int

isValid = (renderFromPosition != null) && (cubemap != null);
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void OnWizardCreate()

{
GameObject go = new GameObject("Cubemap Camera", typeof(Camera));
go.transform.position = renderFromPosition.position;
go.transform.rotation = Quaternion.identity;
go.camera.RenderToCubemap(cubemap);
Destroylmmediate(go);

}

[Menultem("Tool/Render into Cubemap")]
static void RenderCubemap()

{

ScriptableWizard.DisplayWizard("Render cubemap”, typeof(GenerateCubma

p), "Render");
}

©  RAFJEIEE Unity, FRE—/ha, WERPCAGIFERR. RAIBILTE Unity By ESEH |

BEENZ T —A> Tool, giJFe Bl FHIKH Render into Cubemap”, [3: WIRFAHE

®, HESEFAMEABRXAFNE, 1R Unity FTIT]

o RS, BT XEHE

Select transform to render from and cubemap to render ir

Render cubemap

None (Mono Script)
Render From Position None (Transform)

Cubemap None (Cubemap)
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©  SE—F% Script FATHL A A

o BIRERMAG RPN —MERES, XA ERFH AV AL E .
P, Rz b M R G B AR S R TUN . R T DUE I 7E37 55t b B i — A I i
fIfk, Euan, sphere, RAEJ5IXA Transform

© =AY cubemap, FATEFE Project it L) Create NHiSEHHEEF] cubemap, £
Ja miti Ja A —A cubemap UK [3E: 5.0 Cubemap [ W% AE legacy H],
WRJE XA SR M ALAEAN

o HCREATIL XABEBAT Render #H] %ol R T

Select transform to render from and cubemap to render it

Render cubemap

Script None (Mono Script)
Render From Position bench (Transform)

Cubemap ¥ m_statue_cubemap

Render

o RRXAMEH. G X Project MR A F cubemap BSLAFE, XA Inspector |- Ji%

2 MDA A A 1 T

98jy.net AT A 95



http: //98jy.net KA FIRE

o EHPH o ANE TR R A R TR . R8T RIAMBUERALEM 6 AST7 AR

Yo XFEFATHY cubemap 1R T o

RIGEATE — A Cubemap [ shader S R i FR S5 St

WA FAT TR 5 . U AE i o B B Rl o PR BRI T ROk L IR HARAE T 5K T IR Y

Cubemap W P& HLTET o BUAERA TR BIAE—A> shader S SCRFEPRIGE WL ™ B W A A 1T L

* BIE—AHTEY shader "Envmap", {82 B § 5 A N &

T T A A DB XA SO

Shader "myEnvmap"
{

Properties

{

_MainTex("Base texture", 2D) = "white"
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_Cubemap("Env map", CUBE) = " {}
}
SubShader
{
Tags { "RenderType"="Opaque" }
LOD 200
CGPROGRAM

#pragma surface surf Lambert

sampler2D _MainTex;

samplerCUBE _Cubemap;

struct Input

{

float2 uv_MainTex;
float3 worldRefl;
b

void surf(Input IN, inout SurfaceOutput o)

{
fixed4 ¢ = tex2D(_MainTex, IN.uv_MainTex);
o.Albedo = c.rgb;

fixed4 reflcol = texCUBE (_Cubemap, IN.worldRefl);
reflcol *= c.a;
o.Emission = reflcol.rgb;

o.Alpha = reflcol.a;

}
ENDCG

s PRAFE. IE]| Unity 1,

o ZFRATHY shader B @t—~ material, 7E material ] Inspector TEI#R_F., BLH] LLFH B

1 $E Cubemap HI4E
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& Cubemap #EfFHHENFATHY cubemap, XANIHEA L B A AR, C4m]

DRI TS pp e/ M P e

KA~ shader {f%, EERZME T texCUBE XA~ Unity WEITTE, RANTTEE NS4k

FATHY cubemap SCAE, 55 AN SR unity B EE TR ARAR RS T, 7E Unity J&

JeW R, AERFATAT Input L5 T ZEXAARPY, HEHE Input 2544715 | worldRefl

AT LL, unity S04 BYSEP AR SO SR 77 VR I S 80E N shader, FATZAE AT AT LL

texCUBE BUHL AR, FeA 13 B i B 3 SurfaceOutput [} Emission A8 & B A, H T surfQix 4

TrikJa . MR RRPEZTT, Emission BRES{EMIS RIS, Fa i TOERTRE (Unity

TEC BT e rp E R IHEA SHDEIEE) |, Unity 248 Emission {10 MO0 2 TH A Y

gt b, G ada i B B REANEF ., Wt RITREEBIREI6E X B EREE—

LefE] 42 A A 4 7E Lighting.cgine HpF ANE| Emission P48 HI ) F] /8D
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B0+ Alpha JE 4 (alpha blend)
RATIRFAIIT 4R >) shader Hpy BRG] 3 BGX AN E OAE TR G A INHIORAR 248 B, Tk

B kR EEE R, R B .

J*i}
-,‘

T ETRAT R A — A 5 {8 B B W] (cransparent) f) shader, YE3X AN 2 H g 37 2 i W 75

PoRTE G B B . TR, FEX AR, FATS THEFE Unity 1 surface shader w1,

PEHIE IR LA B R

THaRIA

s BIEAE IR
o YEE A N—" sphere. —4* plane, —* directional light

© BIEE—ANHHY shader FI—/MEi ) material, Jf H ik material f]_b3RATTHHTHY shader
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o T A EAF R ORE AR R, 4708 rob (8, BB AR, BIRAM, REE

il unity THEHY assets H 3% )

o JEEORHAY shader RAGTEER. SRJEAIN T A RS

Shader "Custom/Transparent"

{

Properties

{
_MainTex ("Base (RGB)", 2D) = "white" {}

SubShader

{
Tags { "RenderType"="Opaque" }
LOD 200
CGPROGRAM

#pragma surface surf Lambert alpha

sampler2D _MainTex;

struct Input

{

float2 uv_MainTex;

be
void surf (Input IN, inout SurfaceOutput o)

{
halfg ¢ = tex2D (_MainTex, IN.uv_MainTex);
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o.Albedo = c.rgb;
o.Alpha = c.b;

}
ENDCG

}
FallBack "Diffuse"

o [RIEJG M F| unity, 48 material JRB|FRATHY sphere |, SRJGEH material, Inspector

TR LA rob XA

o WCRBCAAEMT R, XA SHRBATAIER D 2% B I A

MEIHFRE , G FiE il A BRI A BoR ok, s s E T

o 3l shader BERfRBSIY G —47, " "BUR 0", MM T
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o R DA RE 17 E] cb, BTSSR XEAEE T

TR

KRB A #pragma —FTRRFORIIA LR, £ 7 HRJGH—A alpha “FlR . 7ELURTH PR R

=

H ATELMER AN T OGRS NER . N5, KRB SR i

#pragma surface surfaceFunction lightModel [optionalparams]

iRk, #pragma fl surface J& R TR, AREFH M, surfaceFunction R H CL45 surface

TFERE ) 44 20, FhinIkA T — B i) surf, lightModel PN B /) Lambert 8¢ BlinnPhong

B HE I, E R ST 7R A PR C g T

[optionalparams|iX B [I4E 2R . FHRXANTEGRATER, HAEREWEL TAHES. &

X B E T alpha XA Bto alpha T B X B4R R Unity Z @i B A 1A shader F5205

i alpha 4 (alpha blend) T RE , IXAF unity 5182 AFATTIFXATF 5K X AR AT shader
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i Y OB 2 BRUFOR B9 SR 22 oh BB BEAT — AN ELFOR Y shader 22 HDRIUZBR, IR BIE

H#) alalpha)fE, BEFTIRA

TEBAVERH shader hr, REWHE, FAE surfQT7 ik, 245 o.Alpha I . {HJ520R

. BAITIF alpha B4, HPARXA alpha W5 S ARARA A RIER . 29 GPU 2%

it it RO

H _E#pragma xxx alpha

FEFATT_L 18T 6 P A B X)) surface shader B, FAT153 5% surfQ 75 35 % i T 0.Alpha = c.r
il o.Alpha = c.b, c JEM & AR R AE, FATHIERTIHRR A B3R 4 AN KB (20
@Ry WS AEiky. Saiky) o AEXMEMERIE . XRE 0, 0,0).
X E0,0,1), @m0, 1,0), FEf0, 11D kAU o.Alpha = c.r fjif
13, surface shader %) Z4y Alpha JRE B B, XM EIAERSY . B T IRAL G E 6
DX 1 LAAh . HABBPIAS R #k 0. 45 RIRAJE . BATMARE BIZLaM A AR .
el o.Alpha = cb J5 . B T B E EOHERSy . Hofth 8 P E 3 Xk BB 4 ) Alpha {E#E

70, P AFAMTAA BB E ARk WERFAHEABSEUK o.Alpha = 05 TR A FATHEA

sohere i ik, 35t DR

98jy.net BT 103



http: //98jy.net KA FIRE

surface shader ff] alpha {E—x& ZBCE L IEFHAIE . O 2 LhAH LAY texel Oof B2 10k &1 Hh R 41~

BR, HRBBREAFHREA 52 BALM Y texel)iF

WERFATEBUAER] shader f) o Alpha {HEC R 0.5, FERRLIE LAV ILHE BI A sphere 48

B o B LBUE T 4R B A s AT

o.Alpha = o.5;

RAFRRAVE LR, 08 7 sphere BENIHOR, FIX R sphere BHE 17— A HIHI I 5

HL XU R R
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PR i e ) 8 T B T DA I sphere BN EL, {HEFRATH) sphere ABLIFIHART . 5
FHIRAEE T/ Unity spa] U STARLIG A, (R0TRES KB sphere 8 K To o XAREN

AL

— R T WY AP AR AEAS 3 W W A i T

EIRHIEG T G2 shader BN HIAY texel #REIRFORTE /R A7 B texel fif alpha
Ra. FIL, |ATTER T, WREEWAYARELE, BARXA IR T REF RIS
FETEAR M AFAER IR E IR texcel {H, HABAT% texel #J5 45 R & — MHIRIVE,

FOAERS T AZRE B,

Unity surface shader Jj SubShader 1] Tags {} Hfi 54 J@ PELEFATT 2 I W) A FROTE GL T . 3X

AN EEM " Quene" s FEIEFATHIA B, FATHEX A SEH Tags { BLSUkdn T

Tags { "Queue" = "Transparent” }

e BATHE T LA 2)E A sphere {E37) 5% i BEAE
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FFE A alpha {2 0.5, HILFRATAT LLEL sphere 7 21 5 i I T
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Alpha JlJi&; (alpha test)
i T PRAR L YFE] T Alpha JRA, XA RS L texcel B N ZEAE I N5 B 5 R 22 17 Hh i 440

fie—E BB ER B 5, FORZ I AR BB . ERTE4S REIN T :
#pragma surface surf Lambert alpha
RA A 15 4 R ATIT alpha J 6. 34— AL 4/ alphatest, 243

#pragma surface surf Lambert alphatest:_value

alphatest J— /Y5 (keyword), JETHHL B0, 55 HHAY & — B SCHL TR
frd . UALERIE . Unity HEERATRA shader T2 alphatest AV, W& WIHTIF
alphatest JAFRT GEAFRFILERA A0 alpha JAFFIHIT—25 . WRRD. 7T LLLE3D

HRBETRIMRAANE)

alphatest JFRUIRATIF, GPU 2%} shader 4 H A &A™ LA (texeD ) alpha {EFEAT A, A
FEEFAFIA SWOEN FHBIFRT, NSRRI EEILSE , A2 5B, EXE
f iy 4 B, Unity 2 SEBLRR I catoff R, B LRSS AF B AR BAR "/ T _value [

WP F

EhF 5L
s HEIE
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. BRI sphere

e Projects /i \ material, shader, FfHH material I shader F&HE

o PRAF T I K 1A B TR

o BIUTHH ARG R BAT shader HAg AR B P 7%

Shader "Custom/Alphatest”
{

Properties

{
_MainTex ("Base (RGB)", 2D) = "white" {}
_Cutoff("Value", Range(o, 1)) = 0.5

SubShader

{
CGPROGRAM

#pragma surface surf Lambert alphatest:_Cutoff

sampler2D _MainTex;

struct Input
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float2 uv_MainTex;

i

void surf (Input IN, inout SurfaceOutput o)

{
halfg ¢ = tex2D(_MainTex, IN.uv_MainTex);
o.Albedo = c.rgb;
o.Alpha = cur;

}

ENDCG

}
FallBack "Diffuse"

* PRAF)E 2] unity

e il sphere f]_FF{ 1A% material

* i material, RIZhEH_Cutoff £ WA R .

o FHEAERERB SRR 5K, Bi_Cutoff fRRE, XA E B B R AR
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R ARBSH TR T alphatest J15¢, 3f HAE surfQ75 ¥ b AT P 45 H A RO 2L 6 B4R A surface

shader i tH#) Alpha {H. KL, WREPHZLEAHE (REE) NF_Cotoff (B, ALK

texel ERTAERE MR &AL T AR TS 5 EE SRR o BT LIRS b ik B

%o

alphatest % FI7ERII . BARKTEG &, T HZH I alpha J8 &k A B Hb i 58 K4

tho Wi M T el alpha [EAEH/INKERSY 5 R SEBUA LB
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TS 73 (Vertex Function) T 24
BT A BRFE R, FAT1E B surface shader BLTH R A — A~ F #pragma 35 € 7, %71
LERATICFTIB R surface {5 B R— @00 77 L, SRIE AL unity fOGIRALEL, BERIER

A RAR RS (Felndzih] Alphatest, Alpha JRE) ARBE & iR o R 1A o

XA Unity 635 #) shader #65, 115 shader iy A\—HFZK, H4> shader JRIEFHITTME, A
W EAR AR N HLSL, GLSL. cg —#f, 44> shader #AFFREZ MRS /1A ZEJf Uniy Yy

PR FEM (surface —JRIRDT) FE AT T

TETT BRI, Unicy {EH ] T IHRERIBR K . 4 REATHIBRAER A 25 R 2 T TR 7 12
s, AT XA, RATRETE shader FURIAF 2 VR AR . Hit vr DLSCEh IV R

P, SEBURFERIDIRE : FIRMCECR TR AR b, W] DU X AR T sURAR A B A2

[ BRI 2R o BT BT AP — A R [ A R ] -

U8 R 2 B R 20 P R AR I 1 CRT DU B o) . R TR 5 it RE A i

2 NASIR] R L o
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EhF 5L

© By AL

o HEE—A material

o HrEE—A shader

« I material #i} shader 3Kk

e shader B $5 D1 DL ARG ORI A 2

Shader "Custom/grassandmud”

{

Properties

{
_MainTex ("Base (RGB)", 2D) = "white" {}

SubShader

{
Tags { "RenderType"="Opaque" }
LOD 200
CGPROGRAM

#pragma surface surf Lambert vertex:vert

sampler2D _MainTex;

struct Input

{
float2 uv_MainTex;

float4 vertColor;

s

void vert(inout appdata_full v, out Input o)

{
UNITY_INITIALIZE_OUTPUT(Input,o);

o.vertColor = v.color;
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void surf (Input IN, inout SurfaceOutput o)
{
o.Albedo = IN.vertColor.rgb* tex2D(_MainTex, IN.uv_MainTex).rgb;

}
ENDCG

}
FallBack "Diffuse"

o A Quade XAYFENIREA 4 AT, AR ZMIE . HIRATE T3

SHEEIE R TR

o HRIRIIEL, BERATN Quad LREF RGN, BLE FATH TR

* 3t material Hr MR BRI o XA IR Quad KEUCE R LK FE
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o BlE—A CHIAS M

o U A A AR ROR Y AQRG

using UnityEngine;

using System.Collections;

public class MeshColor : MonoBehaviour

{

void Start ()
{

Mesh mesh = GetComponent<MeshFilter> ().mesh;
Vector3[] vertices = mesh.vertices;

Color[] colors = new Color[vertices.Length];

colors [0] = Color.red;
colors [1] = Color.green;
colors [2] = new Color(199, 195, 0);

colors [3] = new Color(199, 195, 0);
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mesh.colors = colors;

o R, FHIBZAREE A Quad XFR LA (A project $iF] Quad ] Inspector

)

o i Unity B Play $241 % A 45 51

ETTH Y shader ARG H . BATH EIXFE—AT

#pragma surface surf Lambert vertex:vert

TENC IR TR R A TINT vertexevert, Ht vertex SCHE, JHMIRE S, FFER—AHA]

SE ST MBI ATk e XA IR UF Unity 45388 AT 1Y shader fyIR, FA1
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i B TR — LA S BR A . B LU ARG I ¢, JRFRATR E R TG 7 v 35

ik Unity 5230471 shader 2 57 #Y IS5 AT L FRATHITH A7 ¥

FRBE T ERXA T LN

void vert(inout appdata_full v, out Input o)

{

UNITY_INITIALIZE_OUTPUT (Input,o);

o.vertColor = v.color;

LA

B A SRR appdata_full, EHE LAE UnityCG.cgine AT LI E], N T 7, it

AP DUE T T

struct appdata_full

{

float4 vertex : POSITION;

float4 tangent :

TANGENT;

float3 normal : NORMAL;
float4 texcoord : TEXCOORDOo;

float4 texcoordr :

TEXCOORDy;

fixed4 color : COLOR;
#if defined(SHADER_API_XBOX360)

half4 texcoord2 :

half4 texcoords :
half4 texcoord4 :
half4 texcoords :
#endif
1

TEXCOORD?2;
TEXCOORD3;
TEXCOORDGy;
TEXCOORDs5;

XA Y AR FPAE shader ik NSRRI G5H , WAL E (vertex) 52 (normal), Jip LF AT

X B PRTEAT I T 53 8, (color)

98jy.net FAX AT A
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B ASHRAE Input, RFATE LB —A 45

struct Input

{
float2 uv_MainTex;

float4 vertColor;

i

ERAVEH R Input S54SR #7776 T -

1o AT T —A floard RRIAY AR B SE X

20 RAGAE vert Tk T out (B4, R vert Tk AR S S TS5

M ATERX 24— G2 A vert Tk FAE T, A& sucf Tk VR N . X B K 3
EGAHARE U8 TMEGRELR) « shader SORSERMEANTURHETIHE GXEURIATH I
T7 i AT TR T R WA ) s TR v 58 1 e IR s U Hh 2 1 TR A A
BB R BRA TR E R surf T7¥E, EHMCHE N T DUHEEAT — @ sl (FRATX B 7T

RITIEREHD o

P AT L — A iR, A shader A SHIRRNT -

1. shader M0 — AR BEATH0E . FEATA & XTRTTE, B vere 8 H

2, vert (RS — ZHOE LTI R T EA R IFLL /I . AV XA B R TUR€, EX

AT TN Input Zidgrp . DLALESEAY surf {7
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3y AR B AGE 1R ST A, AR5 BT AT DL TOL e i 20 € RS V2] A 3T €

T — T AL SRR o

TR XA R, KR ZH 3D @A, LN 3ds max, FRAEFE ALY IR TS %E -

AL FAVEX A 7 B, PO 2R Unity RSB UASTEAR, By D@ 1RG5 E &

AW, A ARS 2 C# BLI Y

void Start ()
{

Mesh mesh = GetComponent<MeshFilter> ().mesh;
Vector3[] vertices = mesh.vertices;

Color[] colors = new Color[vertices.Length];
colors [0] = Color.red;

colors [1] = Color.green;

colors [2] = new Color(199, 195, 0);

colors [3] = new Color(199, 195, 0);

mesh.colors = colors;

WA Mesh Z5#4 41, A7 colors J@E, XA ETEMIX B ST BB . AT AR 7 )

TEHREK.
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% pass (multi-pass) JH Yt

& shader Hr, RIFERB BURIGE IR, AT 68— IE QL IF A RE AR B RCR k. Bk, GPU
ATE B RE X REITIE I 24 passe K UE, TE—A shader BEPAT R, A P ASF AR
FP BT ISR IRBAT R, 200, RANTE shader R Br A FIFEfFE B, % shader

PATHIIE . 2 EPITRFBLA, 7% A JEHHAT B.

BIBAE Ak . BATT— B #R 2 Surface Shder, FERCAT WL pass. X B IESF 7] LIF £

pass HfE H -

£ SubShader {}Herp . FATTAT LUE ] Pass (B 4E € —4> pass B Xk BHIL, —A#4> pass

f) shader, AR T HIL5H

Shader "Name"
{
Properties

{

}

SubShader
{
Tags { }

Pass

{

Pass
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Fallback

M EHENT—THE, B AEBRIIZ pass BHIT.
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& Ef (silhouett shader)

FEF A 3D W, P YA < BRI A SR, Rk RaE.

IXFEH shader 4 75 2 20 FA T T 1 FT 3EAY muld-pass, FHEIFEATA D3 FREX2—A

shader,

o WESL AT, WA LR TR BT MR (File | New scene)

©  HTEESL—A sphere {2 BIRFE EEH M)A

o HEESr— material il shader, ¥WE CBE

e {8 material {5 F] sphere F, il sphere {8 B k414 material

*  FTJF shader SCHF, FHT I EA P9 A9 ARBOR A A 2%

Shader

{
Properties
{

_OutlineColor ( , Color) = (0,0,0,1)

98jy.net BB A 121



http: //98jy.net KA FIRE

_Outline ("Outline width", Range (0.0, 0.03)) = .005

t
SubShader
{
Tags { "Queue" = "Transparent” }
Pass
{
Name "BASE"
Cull Back

Blend Zero One
SetTexture [_OutlineColor]

{

ConstantColor (0,0,0,0)

Combine constant

Pass
Name "OUTLINE"
Tags { "LightMode" = "Always" }
Cull Front
Blend One OneMinusDstColor
CGPROGRAM
#pragma vertex vert
#pragma fragment frag

#include "UnityCG.cginc"

struct appdata

{
float4 vertex : POSITION;
float3 normal : NORMAL;
b
struct v2f
{

float4 pos : POSITION;
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float4 color : COLOR;
15

uniform float _Outline;

uniform float4 _OutlineColor;

v2f vert(appdata v)

{

v2f o;
o.pos = mul(UNITY_MATRIX_MVP, v.vertex);

float3 norm = mul ((float3x3)UNITY_MATRIX_IT_MYV, v.normal);

float2 offset = TransformViewToProjection(norm.xy);
o.pos.xy += offset * o.pos.z * _Outline;

o.color = _OutlineColor;

return o;

halfs frag(vzf i) :COLOR

{

return i.color;
}
ENDCG

Fallback "Diffuse"”

o PRAF, [EIE] unity, WURPAFEREE, BUAER sphere V%R EIAHLL
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FEATLIEHR, FATRERAEH B R T —EEL, Wt ERAIZR . 7 material
Inspector [z L, FATnT U@ {ESh 34k AL e R AR oL . 38 wT DL 1o o8 FH 9 Gt ke

LIRSS PG

% shader {# i i/ pass, #—A> pass il 7 Fixed Function j5¥, 45—/ VertexFragment
Hike %A pass [HYWARRYIE TR B4, (EIR BEZE 0% W HY) sphere FR43 B T 1 IEH#R 5>
MIVRBEE ;55 = pass JE YR TES Sy . R IHEEA s AL BT B O LR T il
TR, X TAR e it JE JE A TR T 4> B A B AL E W R, VR EELE v R A
MM T MARTEERIAR DL i) A, B MR SE, REZ M ER @, &

BERL B ROk, R T AR
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B RS0 B R A% O Z ORI BE 72
PRS0 0 95 SR 0 S P A 5 8 8T, — R T LA e
R A e B ORGSR R T T RO ST B oK 77 L AT A

Bk, WX T I (Box) XAEHIMIA. (i Box XRYAH, FEILLTT 10 T 5 2

S8 Box [T 2 473244 .

EE, TATTUFER, BLipRH L (Glow) X5 SORHIELREL. Glow s

Bloom XAk, Ho ORI (Blur) | XTI AEBATE HXA SRS

RO R R AL B b W B A B . BRI OSETET + 18 B AR R MBI TR 3 A

I B2 XL U T — % AU (weight), SRS OG5 m B (EFN B BB A B0 AR 45 R AR I

PREHFMER S E . 2R U, BATAEAL PR IR IR A . 24 i A A 2% o L5 MR R Y
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(6 B INASER . i AR AT 7 2 24 i ) 0 5 (R R 2 X S P A S e — S PR AL

Yy, AR HOR R E A S E

X AR

function Blur (source, dest, radius)

{
for (y = 0; y < height; ++y)
{
for (x = 0; x < width; ++x)
{
total = o
for (ky = -radius; ky <= radius; ++ky)
for (kx = -radius; kx <= radius; ++kx)
{
total += source(x + kx, y + ky)
dest(x, y) = total / (radius * 2 + 1) A 2
}
}
}
}

RATT XA AR R ST BN, RGN B R 5o Kb ME— i 280812,

RAPRPE T8 B MR R SR i TRE R U B 2 A Tl oA AR A5 3R R A 2 o

KL, FATICSEAS T B PE%, TRAR R AR R 5 B TR 3% B A R ISP

PV A NP2y B TR AR R A IR ZOR A5 2 B KA BRUBT, H R R AR A 1 52 B o
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TE BB RIS, BATAT LT fE G SRR —1E A width * height 3R B 1 TR Y 135
1B1TIREL fetchtime = width * height * radius * radius, X B AEF AL R AT, E—A

R RRSE NS AROPTT [ BEATARR . S8 AN R AR SR — A I AR AR b 0BT 1 AT AR

function BlurHorizontal (source, dest, radius)

{
for (y = 0; y < height; ++y)
{
for (x = 0; x < width; ++x)
{
total = o
for (kx = -radius; kx <= radius; ++kx)
{
total += source(x + kx, y)

dest(x, y) = total / (radius * 2 + 1)

function BlurVertical (source, dest, radius)

{

for (x = 0; x < width; ++x)

{
for (y = 0; y < height; ++y)

{
total = o
for (ky = -radius; ky <= radius; ++ky)
{

total += source(x, y + ky)

dest(x, y) = total / (radius * 2 + 1)

function Blur (source, dest, radius)

{

BlurHorizontal(source, temp, radius)
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BlurVertical(temp, dest, radius)

KRR AT LLAFTHA T AR (GEOR B R — R WISt T RB 220 o T T T LAY

ZAINE Y RS

1= TR

PEORI 1 vh o DL FR) B3 S5 v TR T, 7E Photoshop B i 2 TR B . 7E %l 44 7]
BATBACKAERI LM IEET PRI BRI /e 23 b M i Gaussian filter, — ZEf) w5 7

IEBE . LRI R A AR

——
@

=
o)}

-—
e
R R SN SN

- -10

1
-,
o
S

XA O i e L ARAEE 2 OR TRAR R B L B3 AR B X A B MR R S

B GREERRIRENXE) .
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XTI, FATHE TR KA R

index N Coefficients Sum=2N
0 1 1
1 1 1 2
2 1 2 1 4
3 1 3 3 1 8
4 1 4 6 4 1 16
5 1 § 10 10 § 1 32
6 1 6 16 20 15 6 1 64
7 1 7 21 3 3B 210 7 1 128
8 1 8 28 5 70 56 28 8 1 256
9 1 9 36 8 126 126 8 36 9 1 512
10 1 10 45 120 210 252 210 120 45 10 1 1024
1" 1 1 55 165 330 462 462 330 165 55 11 1 2048
12 1 12 66 220 495 792 924 792 495 220 66 12 1 409

Eean, ISR AR TR SRS B B 9 A SORTF BRI, BT BB e ) = A T
T 350 700 ok B A B s 2 T 9 1Y, HE B PEEYSEB, Index 8 DUR HIHR AT LLATHY Lo
BAARER ., wHE—17)A, %A h R BRI Sum X5 AE R (Coefficients / Sum)jf & 2% &
R . X A7 B0 B OB R R AT MR B i (k) /4

B BB R

e AT JEs (Box Filter)

Box Filter J2 4 M7, IREHEBAR . B4 THMER S RAERAE.

ZANCRP
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1/9 1/9 1/9 1/9 1/9 1/9 1/9 1/9 1/9

WX T BAME R AL ERJa R IR E = KA E (BEERH) 191

R ERZEE I (E

X 28 RO R A BRI R A0 B 2 IR AR T AR A B O o ME— SR B AR R SE BRI 5%
X T RGBSR AR N BER Sy . — BT DUR RS R A SRk o A shader

gAErh, X7 AR R B i
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TSR By S B

i B URAR B T LRI A B8 TP IRFR AR 28X S B — BB 75 8 . XA 7 A8
TR TS PR B — BRI 3, T DO IRIEIBEAT 4R /N SR TEGR /N 1] AT 2 DO SR R 2R 40
BoxFilter fiRHIRAE, /B M ERIBEMIZOR . 454 Unity A RRARFIBMIE IS, FAIE

AR SR T B . ELBUR IR BT RO, BATT EX 2K

1 JE S B R VA B buffer sfr. X3, FRATAT LB RenderTexture R 5EH (7
ML OnPreRender() LA , FATOIHE— A FUE e 0 B RGP A IR L (325 01 RERAAL
S RenerTexture il CullingMask S, 46 I EHTHLEE UL, 76 5 HOMA HI9 4 3 255085 L Culling

Layer)

I

2. BRJEE A RenderTexture J5, Ff181E 5 4P 2 4~ RenderTexture, T B B BE X A

RenderTexture #idi F IR IE B —2F.

3. fEFAMBLUE OnRenderlmage(ryr, ATt B CHYJ shader, FIZ&{L] BoxFilter i) 77 AT I

P45 /NP5 DL E]_EBR A RenderTexture i) —AN, SRJEARIEIEAA KB, i 2R {E) BoxFilter )

77 BRI ) RenderTexture (4 /NI IE])  BEAT AR AL 2] GX BLAT £ Unity )

Graphics.Blit)5%:) .

4 0GE/NEI) IR 2 N 7 Graphics BlicO$% DURIIZ2 oh b, 32X HLA D it i A By BR AT 5

BRI, A AR R, R T — & B R VE

AR RERF 2 AT e Ja 45 2R o

98jy.net BT 131



http: //98jy.net KA FIRE

BB 2RISR % . X B BB A A%0 /Y shader A :

Shader "MyBlur"

{

Properties

{

_MainTex (", 2D) = "" {}

SubShader

{

Pass

{

98jy.net WAL A

ZTest Always
Cull Off

ZWrite Off
Lighting Off

Fog { Mode Off }

CGPROGRAM
#pragma vertex vert

#pragma fragment frag

#include "UnityCG.cginc"

uniform sampler2D _MainTex;
uniform halfgq _MainTex_TexelSize;
uniform half _OffsetScale;

struct v2f

{
float4 pos : POSITION;

half2 uv[4] : TEXCOORDo;
15

va2f vert (appdata_img v)

{

v2f o;
o.pos = mul(UNITY_MATRIX_MVP, v.vertex);

half2 offs = _MainTex_TexelSize.xy * _OffsetScale;
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o.uv[o].x = v.texcoord.x - offs.x;

o.uv[ol.y = v.texcoord.y - offs.y;

o.uv[i].x = v.texcoord.x + offs.x;

o.uv[il.y = v.texcoord.y - offs.y;

o.uv[z].x = v.texcoord.x + offs.x;

o.uv[z].y = v.texcoord.y + offs.y;

o.uv[3].x = v.texcoord.x - offs.x;

o.uv[3l.y = v.texcoord.y + offs.y;

return o;

fixed4 frag(vzf i) : COLOR

{
fixed4 colorr = tex2D(_MainTex, i.uv[o]);
fixed4 color2z = tex2D(_MainTex, i.uv[i]);
fixed4 color3 = tex2D(_MainTex, i.uv[2]);
fixed4 colorg = tex2D(_MainTex, i.uv[3]);
fixed4 color;
color.rgb = max(colorrrgb, colorz.rgb);
color.rgb = max(color.rgb, color3.rgb);
color.rgb = max(color.rgb, colorg.rgb);
color.a = (colorr.a + color2.a + color3.a + colorg.a);
return color;

}

ENDCG

Fallback off

T HIARFGFH Vertex Fragment 353, _MainTex_TexelSize & Unity jJ BAIME ., BT

T AR, AR —A texel B R, BARBIMETE Unity o, J&—A> Vector4 £5#4: Vectord(1/
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width, 1/ height, width, height), [i: X BLH v 404 76 3 SR 7T RE#F 55, F: 2 Direct3D

Hi%} RenderTexture {4 U i BT RERHAS v B9 77 1) ]
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BT RO RE (F5)

AT RN . BATH S T E T Y AR L i R 2 AR B R S IAZ O B .

TR LA RO AT TR 20 AR Bl HISE R o X HL2E AR 5t

XF LR AR sE . BT LU DU S SRR 2

1. fE OnPreRender(rr, U2 i 52 i) SALBCE B RF 2 1Y layer, ARURTTAE, FATHERXA

layer Y fif"highlightlayer"

2. {EFTAAE highlightlayer b f#y A I BATHT T YL B 7750, S — Rl —mIBIE (RJam

SHBIE) | EYE A RenderTexture i, o —AM itk (% RenderTexture BRI 2

M, HIEGR IR RO . SR ERADE) .

3. Xf LT RenderTexture, FFATAT 1 Pad A0 75 3045 21— 5K BRI ) RenderTexture,
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4, flEFH—AN k& ) shader, AR MM A RenderTexture FILR i i RenderTexture /E

NN % shader XF A texel RGN A BLAEAER pouf BEER 7 AR €, IR A REIRE %

PRI AR i SEMI R SRR ) . BRI AR GoRIESY: K, MR se (dupti i

BER) . FIBUMAPE HLEY toxel fOER

TR R A shader B ARD :

Shader "Composite"

{

Properties
{
_MainTex (", 2D) = " {}
_BlurTex (", 2D) = "" {}
_StencilTex (", 2D) = "" {}
}
SubShader
{
Pass
{
ZTest Always
Cull Off
ZWrite Off

Lighting Off
Fog { Mode off }

CGPROGRAM
#pragma vertex vert

#pragma fragment frag
#include "UnityCG.cginc"
struct vaf

{

floatg4 pos : POSITION;
half2 uv[2] : TEXCOORDo;
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bs

uniform sampler2D _MainTex;
uniform sampler2zD _BlurTex;
uniform sampler2D _StencilTex;

float4 _MainTex_TexelSize;

va2f vert (appdata_img v)

{

vaf o;
o.pos = mul(UNITY_MATRIX_MVP, v.vertex);

o.uv[o] = v.texcoord.xy;

o.uv[i] = v.texcoord.xy;

if ((MainTex_TexelSize.y < 0)

ouv[il.y = 1 - o.uv[i].y;

return o;

fixed4 frag(vzf i) : COLOR
{

fixedq framebuffer = tex2D(_MainTex, i.uv[o]);

fixed4 stencil = tex2D(_StencilTex, i.uv[1]);

if (any(stencil.rgb))
{

return framebuffer;
else

fixed4 blurred = tex2D(_BlurTex, i.uv[i]);
fixed4 color;
color.rgb = lerp(framebuffer.rgb, blurred.rgb, saturate(blurred.

a - stencil.a));
color.a = framebuffer.a;

return color;

ENDCG

98jy.net WAL A
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}
Fallback Off

EHERAGH, appdata_img 7E UnityCG.cgine ] DI E], @4 struct £544:

struct appdata_img

{
float4 vertex : POSITION;

half2 texcoord : TEXCOORDo;
b

PR P 1A B 6 _MainTex_TexelSize #f 55 A ALBE.,
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X-Ray (X ¥, X H}2k) JT Ramp Texture fJRR A<

x SHERRORER T H A2, EHERZ A, W SOl TR & ZhE N

A W PRI -

SELXFf shader, {& BRI ICACH] DL ramp texture RZH ZAIF, FATTLIE—AH

Ramp Texture ] shader, % J5 B B35, SCB0A0 R
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TEXAERIBOR o, A AT T X AR ramp texture:

X B2 S shader 55 :

Shader "My Shaders/XRay"
{

Properties

{
_Color ("Tint (RGB)", Color) = (1,1,L,1)
_RampTex ("Facing Ratio Ramp (RGB)", 2D) = "white" {}
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SubShader
{
Cull Off
ZWrite Off
Tags { "Queue" = "Transparent” }

Blend One OneMinusSrcColor

Pass

{

CGPROGRAM
#pragma vertex vert

#pragma fragment frag

#include "UnityCG.cginc"

float4 _Color;

samplerz2D _RampTex;

struct v2f

{
float4 pos : SV_POSITION;
floatz uv : TEXCOORDo;

bs

float4 _RampTex_ST;

v2f vert (appdata_base v)
{
vaf o;
o.pos = mul (UNITY_MATRIX MVP, v.vertex);
float3 viewDir = normalize(ObjSpaceViewDir(v.vertex));
ouv = float4( abs(dot(viewDir,v.normal)), 0.5, 0.0, 1.0 );

return o;

halfs frag (v2f i) : COLOR
{

halfg texcol = tex2D (_RampTex, i.uv);

return texcol * _Color;

98jy.net WAL A
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ENDCG

}
Fallback "VertexLit"

ARG, AT B ObjSpaceViewDir() i — F /4. XANT7 5 4E UnityCG.cgine H

KRG, r

// Computes object space view direction
inline float3 ObjSpaceViewDir( in float4 v )

{
float3 objSpaceCameraPos = mul(_World2Object, float4(_WorldSpaceCameraPos.

*

Xyz, 1)).xyz * unity_Scale.w;

return objSpaceCameraPos - v.xyz;

BTG PIAT . 55— AT B SR A by rp AR LOL Bl i S A " R R % AN AR R A

HALOL R, SRIGERSE v TR, BE AL T RER GXRREBAIH—R) .

RATT A rdise e, BATHATLABIA T, normalize )8 A2 B 4 b1 5 1k DX
THA 2 BERANTT 1, 2 A T RTE AN T Bt A ARAR T B i 24 LR e vl

Ple B BEARPL (M) T7 1 8 A H b ARER FE T o

Ramp Texture ] X-Ray (X H£R) Hdy, ERUEXA—H:

o.uv = float4( abs(dot(viewDir,v.normal)), 0.5, 0.0, 1.0 );
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o.uv FIHLE AL LM JE A k45 FAE RampTexture FH) x A8, v AL EBER 0.5 (I H5E

FEA 1D texture) |, L, BURSEAKIIHTT (—BRAL) L OB 2D

A TR . FAT AT L@ i H A R RampTexture KA H BRCR . FeJa A

JE, 0T X-Ray ki, FOAMIRST RSB R, BIAETF R H BHg Cull Off S22 -

Fi4h, FE BB, BATT AR _RampTex ST XA TR, XAH_ST JELHIAE
B, AR AR (BRI EEMEN WA R) 1 ling Fl offser ffE, FATERA
PANETIE L XRERME L, XEHMBATEE T RE L, 7E UnityCG.cginc i1,
A LU B R -

#define TRANSFORM_TEX(tex,name) (tex.xy * name##_ST.xy + name##_ST.zw)

HIMHE . <y #RIFFFRE tiling BB, offset FEJY offset,
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X-Ray (X 36, X HF2o)id58 R
HTHTHEA T 480 Ramp Texture (45 §9 X-Ray % (338 8 T URTRA YRS 55 40—y,
BRI 2 ) Ramp Texture, If FL AT LI HBZAIE R el AR . HRADALRAD

I

B B A R F A -
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£ Ramp Texture Hr, FA L) 04 3 T vk SR BRI 2 2 1] BRI A1 R W 5 1% 0 R R T 7 1D
P LR GIGE, TR EIZAAMARER. B, FATTUEE B Ramp Texture

FR R X-Ray (XG0 HYRA2IRCR

TERA RS, BATZIRX AR, N FRARN DG IS ERTELRUNR S A &
uvw (%, w HEAEERGE T 0o IR, BAON LIRSy . BRI w2 (E R

BT 1o PSR AL AT XA shader B FSATF

Shader "Xray"

{

Properties

{
_Color("_Color", Color) = (o,1,0,1)
_Inside("_Inside", Range(o,1) ) = o

_Rim("_Rim", Range(0,2) ) = 1.2

SubShader
{
Tags { "Queue" = "Transparent” }
LOD 200
Pass
{
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Cull off
Zwrite off

Blend oneminusdstcolor one

CGPROGRAM

#pragma vertex vert

#pragma fragment frag

#include "HLSLSupport.cginc"
#include "UnityCG.cginc"

struct v2f_surf

{
halfs pos : SV_POSITION;

fixed4 finalColor : COLOR;
|5

uniform halfg _Color;
uniform half _Rim;

uniform half _Inside;

vaf surf vert (appdata_base v)

{

v2f_surf o;

o.pos = mul (UNITY_MATRIX MVP, v.vertex);

half3 uv = mul( (float3x3)UNITY_MATRIX_IT MV, v.normal );

uv = normalize(uv);

o.finalColor = lerp(half4(0,0,0,0),_Color,saturate(max(i- pow (uv.z,_Rim),
_Inside)));

return o;

fixed4 frag (v2f_surf IN) : COLOR
{

return IN.finalColor;

ENDCG
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FallBack "VertexLit"

FRERBS AT vert Tk iR 5 —17.

o.finalColor = lerp(half4(0,0,0,0),_Color,saturate(max(i- pow (uv.z,_Rim), Inside)));

3K HLJE X e FY) 2 A

o uvz gAY, BEUIEXETE O 1 2 (S 0F 1)

* It pow(uv.z, _Rim){E X [AIFE O £ 1 Z [A]

© P max JEREE— A S8 1-pow(uv.z, _Rim)f{E X [F]7E 1 2] 0 2 [H]

e saturate Jj gAY cg W77, RELLAR BMECARYETE O 2] 1 XN GZI7 k40T i
XH)

o lerp {f co TR, BSOS —AZHTLBEMSE =0 0 REIRI(E ., IR 2%
39 fE 1, MBS A S MRE=ZASUAE O B 1 Z0E], A AR HIECEE —

SRR S B E

B, WARFATABCEINE, _Rim =12, _Inside = 0 {3 ARZAGAAMHMTT, B uv.z
730, max 3% Bl 45 1, saturate 3% Bl S5 RHE 1, BRI AE ) 1O 45 RO 34 146 €
M. IR EER Sy, B uvz g 1, max R [EI G550 0, saturate J& [o] (45 R 0 0, B

475 {ELJS Y 45 Rt shader HURSE FRIBIEHRE (0, 0, 0, 0),
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B shader (FEMLETS 5 ERA FSCR)

TEE EM AR, FOAGRIBERRR, Q%A MAGSE NPC 29 N KAy ik

AR T T B, XA ARBEE A, shader 2o LARIRARHIMER . 220K U6, AT

EEE, Effeglk ST, T BRXAER . EMS RSB R x LA

AIRCR o X bS8 OB s, FATZ RN shader  (ELUNAT I PR #Y x-ray) AbBE

Wil o

WEEAET , RZEIHE, MR AN AT 0B (T ED . XA RIS 242 e?
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TN B BA DR IR X AR A shader,

FEIEF RS RRE . GPU BRI EA IR BE IR (Z-Test) RKA5F—A> texel RAFATE

Lol iggeh b o BUAEOLT . P HESEARYL (i R B2 st i S B R4 3 /N 2

) B texel Aok NIZEM . I texel AR RATL P PSRRI (2H 3D BL™—

THAE) o WTERR, XAMRREIRR A WERET . M FAT LIBsE GPU

EAMAFATHY texel,

MR RZAFE, BA TR S, MRATZALBA YA shader HEA WA Pass, —4
Pass ABLAKE AT Y texel, {hiX4E texels il , PEAT frag JrikE (0, 2158 F PR

PHRIRHRA R B o 35— Pass IEH LB AT
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Wit BT R ABEE R, IR AT FR ANET L, AR A RE B LT

5 IR AR R IR o

X LR AT LB ROR A -

P BN ER o W1 . WP A P G TR e 1 R . IEF R R A Y

HRHY shader AFHYNT :

Shader "MyCharacter"

{

Properties

{
_Color ("Main Color", Color) = (1,1,1,1)
_MainTex ("Base (RGB)", 2D) = "white" {}

_OccludeColor ("Occlusion Color", Color) = (0,0,L1)

SubShader
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Tags {"Queue"="Geometry+1"}

Pass

{
ZWrite Off

Blend One Zero
ZTest Greater
Color [_OccludeColor]

Pass

Tags {"LightMode" = "Vertex"}
ZWrite On
Lighting On

Material

{
Diffuse [_Color]
Ambient [_Color]

SetTexture [_MainTex]

{
ConstantColor [_Color]

Combine texture * primary DOUBLE, texture * constant

}
FallBack "Diffuse", 1

EE AR, A58 Fixed Function A# 35 /e L AT R ARRD BEAT — T % -

e Tags {"Queue"="Geometry+1"}
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KRR 1% shader FARLLAE Geometry TXANBAS HL AT ) )4 TE e 58 BE R {E B o
R Unity U, ot AR E W AS 1145 . AlphaTest BAFIHIA T, X4

WOIIE Tz A Se it ARE YR e . FILRERIE B OBl i o

o Color [_OccludeColor]

X T B BRI A T T A IR 4R R BB

e Material { Diffuse [ Color] Ambient [ Color] }

B EWREIM FREM:, BB mAl g Diffuse, Ambient, Specular, Shiness, Emission

XA, HTEERIT A6,

e SetTexture { ..}

TR BRI SERROCR R 2 LR AR A AR SICHT PR [ B Tt PR R e o )

VS 280 A BE G BLTHT BEAT 5 )8

e ConstantColor [_Color]

SE ANl ] — A e ARG €6 £

o Combine texture * primary DOUBLE, texture * constant

5 FEIT B ER 7r 0F BT RGB Gl i1 Alpha jljE, /& RGB {73k AR texture
FOERRERE (1 Material JegeiE) JaRYSE RAORE . HAARBIE. Alpha #R7) ik

AHY texture { alpha {53 FlIl fi ConstantColor 45 € H fELHY alpha Ffi7 ik AG 5. X
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BIRBAE T . 2 RGB FRIFH 55 Alpha 7y B 5% —FERY o
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325 W R0 3
BEREAEPFH I, SRR, A A L BRI i S — A SE LAY . A AR T (R 5
LB o Fr i AR I BB, AR ARV RA SR AN B MRS R, A

BUER B POEA L Bt W A Bt ABRaREERNE.

T GEFATH surface shader Gl —AN0] LLfE unity HUs{THIE G T, SCREBHEA S

W B SCRFBCII RS O SE I S, T T cubemap SR kX shader 23 —24) |

SRR R

Shader "Custom/Transparent Specular”

{

Properties

{
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_MainTex ("Base (RGB)", 2D) = "white" {}

_Colour ("Transparency (A only)", Color) = (0.5, 0.5, 0.5, 1)

_Cube ("Reflection Cubemap”, Cube) = "_Skybox" { TexGen CubeReflect }
_ReflectColour ("Reflection Colour", Color) = (1,1,1,0.5)

_ReflectBrightness (‘Reflection Brightness", Float) = 1.0

_SpecularMap ("Specular / Reflection Map", 2D) = "white" {}

_RimColour ("Rim Colour", Color) = (0.26,0.19,0.16,0.0)

SubShader
{

Tags

{

"Queue"="Transparent”
"IgnoreProjector"="True"

"RenderType"="Transparent"

CGPROGRAM

#pragma surface surf BlinnPhong alpha

sampler2D _MainTex;
samplerzD _SpecularMap;
samplerCUBE _Cube;
fixedq _ReflectColour;
fixed _ReflectBrightness;
fixed4 _Colour;

float4 _RimColour;

struct Input

{
float2 uv_MainTex;
float3 worldRefl;
float3 viewDir;

b

void surf (Input IN, inout SurfaceOutput o)

{
halfg ¢ = tex2D (_MainTex, IN.uv_MainTex);
o.Albedo = c.rgb;

*

o.Alpha = _Colour.a * c.a;
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}

half specular = tex2D(_SpecularMap, IN.uv_MainTex).r;

o.Specular = specular;

fixed4 reflcol = texCUBE (_Cube, IN.worldRefl);

reflcol *= c.a;

o.Emission = reflcol.rgb * _ReflectColour.rgb * _ReflectBrightness;
o.Alpha = o.Alpha * _ReflectColour.a;

half intensity = 1.0 - saturate(dot (normalize(IN.viewDir), o.Normal));

o.Emission += intensity * _RimColour.rgb;

ENDCG

}
FallBack

"Diffuse”

BT shader 7E unity4.6 FREGH iR, AASAIHE AR AL, I Cubemap, Rim. G5

—LEBIE AT LUTE AT Y P A R R
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Ja #]

Mk 3D GBS R (AR MANR5ER T . R BARE R, E2
RORHARF s R BT . iR L, ettt s, 2D M Xa

AR D9iR, AN TSR R AR IR B, SEIUAS R RICR -
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J5 B (Post Process)filtiA

JaALFE (Post Process) J™A%oR i & {H Yl AR A Horp — o - FEMUBIZE nh X YN A 58 e, T
IR X AR BN AT ARG 2D RRALRR . ARG i 2 P B B R i . R, XA

P RERRR R TE 2D SR BEAT Y, AR L R i T R PR AR B A B

BRI o J S AL PR WA SR AR AL, DR 5 AL P T AR R ok sl AT LR 2
3D 5y, #Ra N R AL B ER B S . T H MR R DA BE P BB JE AL
TE Unity ) DLl S\ 2" Image Effects"RIF SRR AN TRE. SAR MG, 7EF

Bi"Components" T, 2% H T3 H " Image Effects”, B E I T £ M EIAR 5 IR

@  Unity File Edit Assets GameObject Window Help
{13 A Db Valley.unity - New Unity Project 7 - PC,

® Add...
A= - Mesh
"1" U] !—1 - e Eff ects
Physics
Physics 2D
Navigation
Audio
Rendering
Layout
Miscellaneous
Event
ul
Image Effects
Scripts
Character Bloom and Glow
Camera-Control Blur
& L Camera
N 3 Color Adjustments
Edge Detection
Displacement
Noise
Wall Vision Outline Effect

Rendering
Other

VYVYRAYV V VYV VYVYYYYY

-
-
-
-
> !
>0
-
>
» |4

T AR RS PR uniey 4.6, FCMRROAR B 3% K ] /N Sk
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Ji ST AL B 2 A R e v DA % T P Y S T 2R
LIRS0, RATRA Unity FAFE9—A, WATTE T EEEA RO BN shader

e A A A

XA ZE (51 RE 1L 000 1 10 1A A2 PR AR LT, 4 T R K
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T A £ R TR Unity 350, E AN EEERE WAL PR Greyscale saERFE]. R

FARYL B AT XA 1m0 T e 5 A

A E RN T . AESCBUE T WP BT, RBO%A T A OB AT, EMVLEE

7 2 i 1] AP S . BRORX A AR AR . AN BUT AR

o TAINTERH Component |45 Image Effects, U A, i HSEE Assets | Import
Package | Image Effects(Pro Only) 5 N\ BRI £ o

e {E Hierarchy i dr FHEML, SRJE1H B3 B Component | Image Effects | Color

Adjustments | Grayscale

o TR BRI ARFEEMMLE N T —4 Component "Gray Effect (Script)"
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ARV R, XA IR Game B [ 80 18 T 2 7EZELAF B0 L BR Bk 18] )8 A K € o

TR LR A (A R AL 1E Inspector | Grayscale {FR)A L

MR TR =M A, ML B SR b g " Edie script”, LSRR S i 4T IT XA A

RTTAERE . BATRIAS RS A ) 2 T

using UnityEngine;

[ExecuteInEditMode]
[AddComponentMenu('Image Effects/Color Adjustments/Grayscale")]
public class GrayscaleEffect : ImageEffectBase {

public Texture textureRamp;

public float rampOffset;

// Called by camera to apply image effect

void OnRenderIlmage (RenderTexture source, RenderTexture destination) {
material.SetTexture(" RampTex", textureRamp);

material.SetFloat("_RampOffset’, rampOffset);

Graphics.Blit (source, destination, material);

— A TUATRES, TR TR A GraphicsBlit), X} source X b ER BEATALEE . X

3| destination H1, AP ] material SRERHIM T, X BLFATHY source Xof i i1 B4

FEAET 3D JKEHRAYE T R BA TR E 7 FR MUK BEAL LR shader

Grayscale ZE4k/& T ImageEffectBase, XANZEWAR/N, Fr DL DU 3] X H
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[RequireComponent (typeof(Camera))]
[AddComponentMenu("")]
public class ImageEffectBase : MonoBehaviour {
/l/ Provides a shader property that is set in the inspector
/l/ and a material instantiated from the shader
public Shader shader;

private Material m_Material;

protected virtual void Start ()
{
// Disable if we don't support image effects
if (!SystemInfo.supportsImageEffects) {
enabled = false;

return;

// Disable the image effect if the shader can't
// run on the users graphics card
if (Ishader || !shader.isSupported)

enabled = false;

protected Material material {
get {
if (m_Material == null) {
m_Material = new Material (shader);
m_Material.hideFlags = HideFlags.HideAndDontSave;
}

return m_Material;

protected virtual void OnDisable() {
if( m_Material ) {

Destroylmmediate( m_Material );

ImageEffectBase X532 21 D RE & S0 251 € BE BT B AT BT IF HLAELEH P48 %€ — A shader,
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SOANREOL T, FRATTERZ X Grayscale (P~ 24k TextureRamp il RampOffset B %5,

XA ZHBANNAE . BEHB MK shader,

1E Insepector JHi#R_I Grayscale Effect ZH44: 345, Wit Shader 4 J5 HI 4w 4B AEFT T shader,

(MEY IR

Shader "Hidden/Grayscale Effect" {

Properties {
_MainTex ("Base (RGB)", 2D) = "white" {}
_RampTex ("Base (RGB)", 2D) = "grayscaleRamp" {}

SubShader {
Pass {
ZTest Always Cull Off ZWrite Off
Fog { Mode off }

CGPROGRAM

#pragma vertex vert_img

#pragma fragment frag

#pragma fragmentoption ARB_precision_hint_fastest

#include "UnityCG.cginc"

uniform sampler2D _MainTex;
uniform samplerzD _RampTex;

uniform half _RampOffset;

fixed4 frag (v2f_img i) : SV_Target

{
fixed4 original = tex2D(_MainTex, i.uv);
fixed grayscale = Luminance(original.rgb);
halfz remap = halfz (grayscale + _RampOffset, .5);
fixed4 output = tex2D(_RampTex, remap);
output.a = original.a;

return output;
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ENDCG

Fallback off

#pragma f55€ T WRALERTT %, HERE P RARNLTTE. FOREA I R MCE A

UnityCG.cginc 1, RIEEUT

v2f img vert_img( appdata_img v )
{
v2f_img o;
o.pos = mul (UNITY_MATRIX MVP, v.vertex);
o.uv = MultiplyUV( UNITY_MATRIX_TEXTUREo, v.texcoord );

return o;

XA TT TG WAL T A shader oy, B R/E ) EERAETURMCABI B2 i) (3D JE 5

BTN BRI M0 o

B, IEMFA TR PS8, 5 AR A B IE ARG EREIR R s frag T7 ik,

o H TR source FRARBIAEME R RGBA fH

o HTATHEATIE, RABAETE UnityCG.cgine Hiig

// Converts color to luminance (grayscale)

inline fixed Luminance( fixed3 c )

{
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return dot( ¢, fixeds3(o.22, 0.707, 0.071) );

dot 77 Al 3D YR IZ A, it MBS B A, iR

cR*0.22 4+ ¢.G*0.707 + ¢.B * 0.071

RN AR RO B EFEERS AR Hik, oA TR G T K

o BREATHISE ATHIARE (PIMERING Y RampTexure J& 0), 1 0.5 i 7 —4> 2

YEH {E half2

o EENUAT A _EWEXAS 2 4EEMER ] R EITE RampTex X AME PRI ER(E, FOEA]

BEARBEZIE , BRI unity 137 AR &

o HIATIE EE RS EFIAYER alpha {EHXEIEE AT alpha {5

o EENATRUET DU AR T

MU REA Y AR ATH E T B A I IR AT LU L% shader, 35 474521

A LVERRAE DA R . Unity X BUR G 7Lk AT BLA € SOR FEAR B R4 S g5 28,

PR LR BT 1 GEMITEIE Y RampTexture, JEIRMOA IR B ff B 0S| 0 LA 465

BRRAE], BATELE— TR
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L TR AHEAERYL LKA, %5 REAE A Graphics. BlieORIBIRE S Ch

H A TEHEAEAAYLE? BIA OnRenderImage ) A YEABL_E B RIA o of 2B Unity £

{E T A S8 D

2. FREHRM—/ shader, HUHIHR A € a8 BEILE MR F AL I MR Jo 45 R o
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H#3% (Double Vision)
HEAE B R EAMES R CKRIEATE T, W TERBEARIZMES 4) hil
ML REHE AR TRMES G, EASENEENT POCHERE) RE, FRREABR

Fe o BB S B RGE o XA SRR ROE 2 Rl IER A o — R s SR RATS H Y

HYRA 4, —EBETS:

REMC X PP R Y shader JRAHS :

Shader "DoubleVision"
{

Properties

{
_MainTex ("Base (RGB)", 2D) = "white" {}

_displace ("Displace", Vector) = (0.7, 0.0, 0.0, 0.0)

SubShader
{

Pass

{

ZTest Always Cull Off ZWrite Off
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Fog { Mode off }

CGPROGRAM

#pragma vertex vert_img

#pragma fragment frag

#pragma fragmentoption ARB_precision_hint_fastest
#include "UnityCG.cginc"

#include "Colorful.cginc”

samplerzD _MainTex;

fixed2 _displace;
fixed4 frag(vzf img i):COLOR
{

fixed4 ¢ = tex2D(_MainTex, i.uv);

c += tex2D(_MainTex, i.uv + half2(_displace.x * 16, _displace.y * 1

6)) * 0.6f;

c += tex2D(_MainTex, i.uv + half2(_displace.x * 24, _displacey * 2
4)) * o.4f;

c += tex2D(_MainTex, iuv + half2(_displace.x * 32, _displacey * 3
2)) * o.2f;

c *= o.5f;
return c;
}
ENDCG

FallBack off

B VAR F A RS, HARM R AR R —H0 . X TEEEIR, Sk EEEGMEEN ER

{0, R 0L B PR A SR AR T AR R B AR PR, Ry 28 SR 50T DL AR o R ok :

destColor = (srcColor + srcColorr * 0.6 + srcColor2 * 0.4 + srcColor3 * 0.2) * 0.5
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HAp#y srcColorN A LI 3 Z 81T #H o

AR5 A v A2 48 2 50 PR B0 45 I U R gt v LA A AT T 2 8 0 - SR P SR B

HET
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Z WA

RAIRBAVRE 7 o0 — P R LB, S BB XA G AR -

XA L NI RS R A TER — B . TEIPRECE AE R b, &% AR RS —H
AEFERMZ B SE . TEBIAR b %l 417 “Sepia tone”, sepia IR EZ K, tone £ @

AT o BT DL AP SO Rt B YR B Y i

TER R BLZ AT, IR SR il o XA BB Pl R BIEOR , REIE IR T H A SR %%

JEBAY) . SXAERTT ARERE R IR B A i, [ I S 2 RO i R X P € 3
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P, FATiX A5

o ELRIEIEZ X G RRE OKEE)

o BRRTERXAFERI_EIMANAHRBE (R E)

T EEAH R shader JEAHS:

Shader "Sepia tone"

{
Properties
{
_MainTex ("Base (RGB)", 2D) = "white" {}
}
SubShader
{
Pass
{
ZTest Always
Cull Off
ZWrite Off
CGPROGRAM

#pragma vertex vert_img
#pragma fragment frag

#include "UnityCG.cginc"
uniform sampler2D _MainTex;
fixed4 frag (v2f_img i) : SV_Target

{

fixed4 original = tex2D(_MainTex, i.uv);

/Y
fixed Y = dot (fixed3(0.299, 0.587, 0.114), original.rgb);

/Il e N(E7EE

fixed4 sepiaConvert = float4 (0.191, -0.054, -0.221, 0.0);

fixed4 output = sepiaConvert + Y;
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output.a = original.a;

return output;

}
ENDCG

Fallback off
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it

*:>) Shader BACIHE AR, B TT22RIBAIETER B2 o AR shader PIEAE“E G
e BRXHAREMRE L6, (HERNERT, FTLERESSMABORES , BT
REVE MR 2. WRIZIRIIRES . W REBCA WRA T3R8 58 i A () shader DfE. Fv DL,

JRHRE) TR E R, BB 3D BRI AR T

W HRENERIT &>, 5 L htep://98jy.net

3D %2 QQ HE: 291633884 (B[AIAT IR, 38R ZALTH ANFFEH)

98jy.net AT A 173



