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The JetBrains Rider Editor package provides an integration for using the

Version Control 1.9.0 v JetBrains Rider IDE as a code editor for Unity. It adds support for generating
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[LutorialiAUthaoringilools From Unity Registry by Unity Technologies Inc.
Tutorial Framework com.unity.render-pipelines.universal
Unity Denoising

Unity Distribution Portal

Description  Version History  Dependencies

Unity Profiling Core API
Unity Transport The Universal Render Pipeline (URP) is a prebuilt Scriptable Render Pipeline,
: made by Unity. URP provides artist-friendly workflows that let you quickly
Unity UI : and easily create optimized graphics across a range of platforms, from
% mobile to high-end consoles and PCs.
Universal RP
User Reporting
Version Control
Visual Effect Graph
Visual Scripting
& Visual Studio Code Editor
& Visual Studio Editor
WebGL Publisher
XR Interaction Toolkit
XR Plugin Management

Last update Mar 13, 10:02
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Render Texture i
Delete i URP Universal Renderer
Lightmap Parameters

Lighting Settings URP Global Settings Asset
Custom Render Texture

Rename
Copy Path
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FETLET.CNTURP ZEAT2EMIBEVE LT,

BE7O05 Do —>0E

FERORTYTEZFT T IBEAEBLICELV S —UDNIRNTIE L ZBTRRINSLSIC
BOTLEVET.CNR EILM LI A—=NATSA2 AP T I DI TITILICEST
RTINS —H—H\URP THR—FENTLRWVILIZEZHDTT, >—>DRE%
TUCRIAEREBDEITDT ROL TS,

S=YRADITITIDIREVFZBTRIEINBDIE EILN VLA —NATZAIR—ZD Iz —4—% URP THEATIZLSIC
BT RHENHBIDHTY,

'Windowi>TRenderingi>TRender Pipeline ConverteriDJEISERL £9,2D 70
J1UbDiHEIETConvert Built-In to 2D (URP)J.3D 7O 1Y DIFE X TBuilt-In to
URPIEEIRL Y, 7O T I 3D DIBERDHFDSEY) 750 N\ — 2 —ZFIRY 20
ENHDFT,
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— Rendering Settings: CNZEIRTBZE EILULIA—NATSA>DRE
BEICTEZRDIAVL YA —NATSAVDORET 2y MDEBIERINE T,
CHNUICED EDMENICEBDIMELANILZTANTZZ N TT LI FMIC
DVWTUI EILN LI A—INATZA 2 URP MBA S a Dtttz ooa 0%
CHESRKTE LY,

—  Material Upgrade: CnZzERT2 8. ITUTINZEILM LI A—NATS1>
D5 URP ICEHETEX Y,

— Animation Clip Converter: Chiz7=X—>3> 0w =EH# L FJ, Material
Upgrade AV N\N—2— D THRICEITEINFT,

— Read-only Material Converter: Z#i&. Unity RICE FN 3. 5B ERD
EIRBEAITITINEEBRLEST. COIAVN—R—3 7O I DIV TYIR %
ER LT —RRY% index 771V ZER L T B DT T £TICREEN NS
AREMIH D CITFREL TS,

HRABLYT—R—DEHA

HRAZ LY T—H—|E Material Upgrade IVN—2—%FRALTHEBRINEF Ao
DI—A=H LW —IILOEII AV TIE ARRLEILN VLA —=NNATSAY
2x—4—% URP ICEHTBRTY T ZBEH L TWE . Z<DIFE. Shader Graph @
FERIFARXZLYT—R—% URP |ICT7 v I T— 337D DRBFRVAETT,

URP >z —H—IlIE WK OH DR B ZEENHD XY,

—  Universal Render Pipeline/Lit: ZO¥ERX—ZXDL >4 — (PBR) >z —4—I&.
EIWRYVRE A= Rz —R—|ZEULTED FERINIKIFLAL DIREHFD
RTVTFINERRTEE T AZVYIB LUV RRF 2T —DOEADT—Y70—T,
INTDREVA— R T—A—KEEZ T R—FLTVE T,

— Universal Render Pipeline/Simple Lit:Blinn-Phong EF/LZHERALTE D,
A—IYRENAILTNARP PBRT7—770—2FRALTWARWS—AICRE T,

—  Universal Render Pipeline/Unlit: 517> o AR #FEH LA GPU $HED
%L“)I_a‘_—t‘\j-o

— Universal Render Pipeline/Terrain/Lit: Ct1i&. Terrain Tools /X —2 & e Hi
FEARTZDOHRBE T,

— Universal Render Pipeline/Particles/Lit: ZCD/N—FTc 0Lz —4 —IF.
PBRSATA VI ETINEFERALTVET,

—  Universal Render Pipeline/Particles/Unlit: Z® Unlit > —4—I|%.GPU &fhH
PV T—H—TT,

Simple Lit BZBLDL AL —/ENANIT—R—ZBIBRAFTIHHEIZIALTIZ
BOERALAY—[ENANST—R—ESA T ZEHBICLOFHEL B WVL—F.

19/ 140| unity.com


https://unity.com/
https://docs.unity3d.com/Packages/com.unity.shadergraph@13.1/manual/index.html?

© 2024 Unity Technologies

Simple Lit | URP 7Y F TERINICIANTDS TR 2ZERBLE D,

URP RFaXYFDIDET.E URP oz —4H—DREDEIL AL IR —=INA TS
ST —R =W ST BEDEHEER TETET,

oAV N—%2—% 1 DL EERL7-1%. Nnitialize Converters) 73 MNnitialize And
Convert1#7UwILET . EE5DA T arZERLEBETH. 7O IMNL
AFvENEHROBELRDZT7EYRREION—2—NXILICEBMEINET,
Mnitialize Converters) Z:&#R T2 L. BEBICARINTVWASFIv IRy IR =2 ERLT
TEEDEIRZERT B TR EHIRTEEX 9. 2 TlConvert Assets |1 %20 )w g3 k.
T T O IHNEAINE T, Nnitialize And Convert) ZEiRT R L. IV /N—42—D
PR BN BB INE T T LB I T4 2—NTT7IT17 B> —>%
BERKELSISKOSNZHBEDHDET,

Render Pipeline Converter

Built-in to URP

~ Material Upgrade 31items

This will

| Initializ ters Convert Assets

LIB=NATSA42IN—5—
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EIL LA —INATS5A> 2 URP DB A TS 3> DEHER

EILRA VLR —INA TS UZIE Very low 55 Ultra £ TREDT 73/L AT 3>t
ODBDETMBREI T IRFVYDIREE. A TAV I v ROLUR) TR E —
VOBREREICKEZSZET,

FEdit1>TProject Settingsi(C#&1L. TQuality 1 /SRILEFEIRL S, CCTIFIRED
mBTERTZC T MEA T avE2YIDBER5NFET, ChUlkD . Scene Ea—& Game
Ea—TERINBL U A—RENEEINE T, T . CONRILTERBEA T a %Rk
TEEY

LYA—=INATS5A42 A N—2—%ZFERAL TV EICTRendering Settings DA~
SavEBERLTCGEIL S VLA —=NLTS1AH5 URP ICHIDEZZ . EILRTY
LYBE=INATZAVDREA T2 avIcHIiET54L5% URP 7y bty AMER S
NEFTTD 1 BHORIE.EILL VLA —INA TS URP DEVERTE L DRIG%E.
2EBBDORIFEVRETCOLEBRZRLTVWET EILNM LU Z—NATSAE URP DY
550556 REIEMQuality)/NRILHDSEIRL £ 9. URP 7w MREIF.URP 742w b &%
RT3 & Inspector TFIERATRETIEFMICDWVTIE URP RFa XV FEBRLTE
e AN

EIL LA —INATS5A D5 URP AN EVERE

BE EILkr>L 24— | URP URP 7t FDERE
NT51>

Rendering

Pixel Light Count 0 FZEHL(N/A)Y L

Anti-aliasing Disabled =L Disabled

Render Scale N L 1

Real-time Reflection Probes |No No

Resolution Scaling Fixed DPI |1 1 AP

Factor

VSync Count Don’t sync Don’t sync

Depth Texture N N No

Opaque Texture L L No

Opaque Downsampling L L "L

Terrain Holes L L Yes

HDR Bl L Yes

Textures

Texture Quality Half res Half res L

Anisotropic Textures Disabled Disabled L

Texture Streaming No No L

Particles

Soft Particles No L =L

Particle Raycast Budget 16 16 wL

Terrain

Billboards Face Camera No No =L

Position
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ERE EILbr>L 24— | URP URP 7t FDERE
NLTS51>

Shadows
Shadowmask Mode Shadowmask Shadowmask |%&L
Shadows Disabled 7L 7L
Shadow Resolution Low resolution |%&L L
Shadow Projection Stable fit =L BL
Shadow Distance 20 7L 7L
Shadow Near Plane Offset |3 L L
Shadow Cascades No Cascades L L
Cascade splits L L wL
Working unit L =L BL
Depth Bias N L L
Normal Bias L ®L HL
Soft Shadows L Rl ®L
Async Asset Upload
Time Slice 2 2 HL
Buffer Size 16 16 7L
Persistent Buffer Yes Yes 7L
Level of Detail
LOD Bias 0.4 0.4 L
Maximum LOD level 0 0 7L
Meshes
Skin Weights 4 bones |4 bones L
Lighting
Main Light: L L Per pixel

« Cast Shadows 7L 7L No

« Shadow Resolution A 7L N
Additional Lights: =L =L Disabled

+ Per Object Limit L wL L

« Cast Shadows =L L 7L

« Shadow Atlas Resolution | 7L 7L 7L

« Shadow Resolution tiers | %L 7L 7L

« Cookie Atlas Resolution | %L 7L N

« Cookie Atlas Format 7L 7L 7L
Reflection Probes: 7L AN L

+ Probe Blending L L No

« Box Projection L Bl No
Post-processing
Grading Mode L AP Low Dynamic

Range

LUT size AN 7L 16
Fast SRGB/Linear conversion | L =L No

* URPTIZ. Pixel Light Count IZFAdditional Lightsi>T(Per pixel ) 1>TPer Object
LimityZERALT/\VRILENET,
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EILLA LR —=NATZ51A2H5 URP NIBVERE

HE EILbroL 24— | URP URP 7ty D
NTS51> HE

Rendering

Pixel Light Count 2 ZEHLIN/A) | &L

Anti-aliasing Disabled AN 2x

Render Scale AN AN 1

Real-time Reflection Probes | Yes Yes L

Resolution Scaling Fixed 1 1 L

DPI Factor

VSync Count Every V Blank EveryVBlank | %L

Depth Texture =L =L No

Opaque Texture =L 7wl No

Opaque Downsampling =L =zl =L

Terrain Holes L L Yes

HDR L L Yes

Textures

Texture Quality Full res Full res AN

Anisotropic Textures Disabled Disabled L

Texture Streaming No No =L

Particles

Soft Particles No L =L

Particle Raycast Budget 256 256 =L

Terrain

Billboards Face Camera Yes Yes =L

Position

Shadows

Shadowmask Mode Distance Distance L
Shadowmask Shadowmask

v kD Hard and Soft AN L
Shadows

Shadow Resolution Medium AP 2048
resolution

Shadow Projection Stable fit wL Bl

Shadow Distance 40 AP 50

Shadow Near Plane Offset |3 L L

Shadow Cascades 2 Cascades L 2

Cascade splits 33/67 A 12.5/33.8/3.8

Working unit Percent Percent Metric
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HE EILk1oL 24— | URP URP 7ty D
NLT51> RE
Depth Bias AN AN 1
Normal Bias AN AN 1
Soft Shadows AN AN Yes
Async Asset Upload
Time Slice 2 2 AP
Buffer Size 16 16 A
Persistent Buffer Yes Yes AN
Level of Detail
LOD Bias =zl
Maximum LOD level 0 0 AP
Meshes
Skin Weights Unlimited Unlimited =L
Lighting
Main Light: =L =L Per pixel
« Cast Shadows AN L Yes
« Shadow Resolution L =L
Additional Lights: wL wL Per pixel
« Per Object Limit L L 4
« Cast Shadows =L =L Yes
« Shadow Atlas Resolution | %L L 2048
« Shadow Resolution tiers | %L AN 512/1024/2048
« Cookie Atlas Resolution | %L L 2048
+ Cookie Atlas Format =L wL Color high
Reflection Probes: L L
« Probe Blending wL =L Yes
« Box Projection L L No
Post-processing
Grading Mode L L Low Dynamic
Range
LUT size =L L 32
Fast SRGB/Linear AN A No
conversion
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Unity 2022 LTS @ URP THIARIBEZR A 7> 313 TCameral>TRendering1>TAnti-
aliasingl T.AAS D7V FIAVTRA T3> 2 LT Temporal Anti-aliasing

(TAA) 1 ZFEIRS B2 ETY,

Rendering
Renderer

Post Processing

Anti-aliasing
Quality

Default Renderer (Haunted Mansiov

v

Temporal Anti-aliasing (TAA)
High

Contrast Adaptive

TAA DSEIREN TS

mBREDERAZE

FREESRE & LAFIE TProject Settings1 41 7O 7Ry 2 M MQuality 1/ SR SIT R F LT
URP Z Y 3158 % EIEMQualityl/SRILEE URP 7w MIRHh N TWET RDEIE.
BRENCUZHZIDERLTVET,

URP RO RERE

RE

| rQuality, /{2

URP 7ty

Rendering

Anti-aliasing

Render Scale

|

Resolution Scaling
Fixed DPI Factor

VSync Count

Depth Texture

Opaque Texture

Opaque Downsampling

Terrain Holes

HDR

IR EENES

Textures

Texture Quality

Anisotropic Textures

Texture Streaming

Particles

Particle Raycast Budget

S| sls)s
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Terrain

Billboards Face S
Camera Position

Shadows
Shadowmask Mode a

Shadow Resolution

Shadow Distance

Shadow Cascades

Cascade splits

Working unit
Depth Bias
®E FQuality1/YRJL URP 7tvk
Normal Bias
Soft Shadows

aIn e el

Async Asset Upload

Time Slice
Buffer Size

Persistent Buffer

Level of Detail
LOD Bias

Maximum LOD level

Meshes
Skin Weights ‘
Lighting
Main Light:

« Cast Shadows

LSS | Sss

+ Shadow Resolution
Additional Lights:

« Per Object Limit

« Cast Shadows

« Shadow Atlas Resolution

« Shadow Resolution tiers

« Cookie Atlas Resolution

» Cookie Atlas Format
Reflection Probes: J
+ Probe Blending

o e i e e B Rt e R

+ Box Projection
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Post-processing
Grading Mode
LUT size

IR

Fast sSRGB/Linear conversion

mBA T arEYDEZ 355 1ETProject Settingsh5 MQuality ) /XRILTL VA —
NATZA 7y DTRBLAIIEBERLET MELANILERELBWVES LS —
INATFZA 27y MMETGraphicsi/SRIVTRIOVFZITINL O Z—=INATF 5107y ks
ELTEREINTVWARHDZT IAIIMTERTEICICTEFRLIE IV C DO URP
TEYrORBEREZRABIIRICREAZBLIEDBODEIHRIF.URP 7EYHFT
HRESNTLWBRELANILEZ . Scene Ea—¥ Game Ea—THREMFAINTLSHDL
BLREEBVAATLESDMBLNEE A

Current Active Quality Level
Name Low

Q A Scriptable Render Pipeline is in use, some settings will not be used and are hidden

Rendering

Render Pipeline Asset & UniversalRP-LowQuality (Universal Render Pipeline Asset)
Realtime Reflection Probes

Resolution Scaling Fixed DPI Factor 1

VSync Count Don't Sync

LYB=IATZA> T2y b DRELNILOKRE

URP 7Y rDEE

FEEIURP2D LYAS—ZBZCLTWVD
A URP 7w hrH®D 3D LA T
BAE Y 243> D—EBId &RIEHRT T
T —LICEZSZ FEA2D LA T—
7t v . TEdit1>TProject Settings.

>TGraphics1?lScriptable Render
Pipeline Settings1 T7 7z XAJ8ETY,

Inspector A® URP 7t whk
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CDERIE. Inspector RD URP 7Ly k& ZDFARREA IR TORELETRLTVED,
URP FFaX VT EBREDFMEZMEETIE T,

URP 7tz bkdIQuality) /X% Tld . BEEZ EIFB70.HDR 74— vk % 64 EvkZ
BETBRCENTEFET L INTA—IVZADMET L BMOXEUHREIZRDBT=0H.
O—IYRON—ROT 7 TIXEDREE BT TS

MQuality)/XRILDBHS 1 DDOHFHIZ. TLOD Cross Fade ) #BEML T34 3> T,
LOD [F ELICH B Ry aD LUV TICET S GPU BEERSITIRETI. AXATD
BEIZEV.LOD AIDE LD B AREL NIV ERMLFI,LOD Cross Fade &,
743 LOD PAANIDRL—R BB ZRRRICL ATy THRICRE T HREBR T TP
RyE I #EELET,

HIINTOD I RZEI N LY A —NATZ12h 5 URP ICEHR

Unity @7E 7Oz kViking Village URPICIE Z N O—J UTLo>a>rO—J.,
#ARAR L ScriptableRenderPass Y 5K DRHHR. Shader Graph BHETE#
Thicoz—4—BLVPURP RANTOERBRED URP DHEENE EFNTVEIT, ZD
7Oz b E Unity Asset Store TERITAFTEET,

IFr&2—TIViking Village URP 2B E. COtE I 3 YOFIBICRH ST TV,
TAdd to My Assets | =0y L. T74 2 —CHRIBRRER/\wT—JUZAMIZOTEZ
BIMLTHBLET,

A Viking Village URP
@ unity Technologies *hk Kt (855) | @ (7109)

FREE

®© 1448 views in the past week

Add to My Assets (%) ‘

License agreement  Standard Unity Asset Store EULA
License type Extension Asset
File size 17GB
Latest version 101999
Latest release date Mar 23, 2021
Supported Unity versions 2020.2.4 or higher
Support Visit site

- - - - - - - - Freguently bosgnt together

/2 I s S

Unity Asset Store dTViking Village URPJ

RIC Unity Hub 5#LW 3D 7OV b2 ERLEF Y (URP 7> FL—hZERTS
REIEHDEFEA) . TWindows>TPackage Manager1IZ# &1L . Packages i FOw >
A7 h5TMy Assetsi>TViking Village URP1Z32EIRL. Nimport 1 #01)w o LY,
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[ ] Package Manager
‘& Package Manager
S | [ sets v Sort: Name v Filters v Clear Filters
3D Free Modular Kit G .
Viking Village URP
Lost Crypt - 2D Sample Project

Nature Starter Kit 2

Version 1.0.1999 - March 23, 2021

Outline Effect
Painted Skybox i " . - . o
by Viking Village is a 3D environment created by the Unity Demo team, originally in
RPG/FPS Game Assets for PC/Mobile (Industrial Set v... | iving you the
e made to this project in:
re workflow compatibility Vegetation:

RPG Poly Pack - Lite
Sci-Fi Styled Modular Pack

Snhaps Prototype \ Sci-Fi / Industrial A
oatAttackWater

le e |« B 1« « B |« B |

Standard Assets (for Unity 2 file in package for details.

=}
©
©
©
2

Viking Village URP
Images & Videos

Package Size Supported Unity Versions
Size: 1.69 GB (Number of files: 612) 2020.2.4 or higher

Package Manager EIZRTENTULB Viking Village URP]

LKODDEE Xy E—OHRRINET UTBR) HINDOESIE . T2A 7O I %
AVR— bR BED IO I IMEENRELARITECEEELETEZHDTI.CITlE
OO ER LT SHTLTRIEH D FH A2 DBDEZIXSFE/NvTI—2D
AIZR=IRT VI L—RICBET3HD T T A DBEVWRE E D)y I LTLIEEL,
URP OF 7AIMMIVZTHS—ZAR—R EILA L= A TSA DT ITAIL M
HIRHST—AR—RATH B3O BRI SA TV TREERITDI=DHIC. CDRIEI
WBTY,

Warning

Importing a complete project will
overwrite your current project settings.
To leave your project intact, click the

Switch Project button to create a Wa rning
temporary project where you can safely
import this package. This Unity Package has Package

Manager dependencies.

Install/Upgrade

Skip
Switch Project

Cancel Viking Village URP1 D1 V7 R—hRICRREINZES
Ayt—o

AoVAO—RPETTREUTONRILDHAITET IR TERLEEFFICLT
Mmport1z 71w LTIEEL,
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Import Unity Package

Viking Village URP

v I Viking Village
v B Animations
v (®» build_crane_01.anim
v . build_crane_01.controller
v @camera_loop_OO’l.anin"n
v . camera_loop_001.controller
v [ Boat Attack Water System
v E BoatAttackWaterSystemLicense.txt
v I Editor
v [ BuoyantObjectEditor.cs
v [} PlanarSettingsDrawer.cs
v B} WaterEditor.cs
v [} WaterSettingsDataEditor.cs
v [} WaterSurfaceDataEditor.cs
v ) WaterSystem.editor.asmdef
= Materials
v ®) Caustics.mat
v ® InfiniteWater.mat
v ® Sea.mat
e Meshes
v HH InfiniteSea.fbx
v [ SeaVertDisp.fbx
v B Water.fbx
B package.json
Il Prefabs
v ¥ Water.prefab
v ¥ WaterSettingsData.asset

All None Cancel Import

TEZIODIIRDA VR -k

IRTOT7EY DA VR—EET §5 £ TH5. IViking Village1>TScenes >The_
Viking_Village I8N TUL\B T EICEENL £ 9. 'Windowi>TPackage Manageri %z
2w L ROy 7R TlUnity Registry) #:&RL7-%. Universal RP1Z:&RL £,
URP Ny r—S% 14X 7y FT—RLET,
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Game £a2—TR%Viking VillageJ

2OV FRITINLIE—NNATZA Ty bEBL T Graphics]/NRILTRE I NI
URP 7tzw k&, TViking Village1>TRendering>TVikingVillageUniversali C&&i%
BELET CNUSNTIVRN—RITT7AIFICRESNTUWR O HWN\—RIT 7 Tld
BLWIL—LL—TEBESNSEREEDHDFT,

UTFDRTY AR ST HRRBRBLANILZFH L TTEE LY,
1. Windowi>TRenderingi>TRender Pipeline Converter] T7tvtDtvh%

ERHLETS

2. TBuilt-in Render Pipeline to URP1D 723> %3&R L. IRendering Settings1 %z
BIRLED

3. MNnitialize Converters1 =2 w2 LY,
4. NRIRICZLDEREATa>rhRREINET, [Convert Assets | 22w LT,

URP 7ty 2R L 55
5. URP 7tzwhkid.TProject Settingsi>TQuality1 /X)L @B L T A AETEEAmE
LARILICEIDETONE D,

6. mEmBEOT7tybH TGraphicsi/V#ILTIVikingVillageUniversalllIZEE
#H D FJ,MViking Villages>TRenderingi>lVikingVillageUniversal_
Renderer)id.Renderer Feature LIKOIT IO b EFERALTULET,

7. NSZEETLTIICIE. LROLUVET—ZLIHAT—)ZXMIEML.GELARILT
FERINZE URP 7Y DT 7L MIREL £ ZHULD. TQuality) /XRILT
mBLRNILZRZEKYIDERZ A TEED,

Scene Ea—TER%MViking Villagel
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URP TODZAT+1>7

ZDEUIa>TIEURP DA T4 I DEBE2 DDLIUA—NATZAICEITS
J—270—0DEWIDWTEHELEY,

Unity D51 T4 2 JICBNZDODHTDIZE.CNS5D)Y =R Z2EAL T E L,

—  SATAVUICETBRFIXE

—  SATAITELIRIV DR

— Theartof lighting game environments

— Real-time lighting in Unity

— Harnessing light with the URP and the GPU Lightmapper

7Oz IR ZEI YL B —NATZA2D5 URP ICEHBTEDEFATATD
BWIRIDDBLNERACNIF EILM LY R —NATSA VDT ITAHILET

HIRGATAVITETIVEFERTZ3—H.URP BNUZTFETIL R ER TR0 T, €D,
SEEDED 1.0 TIEHRWLS1 MIFEBOUREHHD X,

F ITA2—AOFREIVO—IILDBFARN—RITTDARYIDKEELS
BAEOTRUEEICHEWVDHDET. CDEIII>VDEDDED T TS TV ITAD
BREENTF—IVIADNZ VY RERZOICERTEZLW DD DT IZvIIlDWVWT
AL F T,

BIEIE[EHR. CCICEIF - 3 DB T ONTA 2R ELFI.A ¥ B IFEADL VE—
INATSANCEWTEARMICELTIHICIE URP OAICERINET,
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A.  TWindowi>TRenderingi>TLighting): Z DRI T F1 v EV T CIRE
BREERELITILEZALDFAMIYTERAI LIS Ny TZRRTEET,

EILLA LY A—=INATSA2VE URP ICEHBLTHEDD EE A,

B. LightInspector:E)L1> LA —/N1AF5> & URP Inspector |ZIE AT HEVH

HDFF M DOLTIL. Light Inspector DTS a> % THEEETE S,

C. URP Asset Inspector: i EICEDREZIT OB TIURP TOZ1Tr 713

CONFILTHERUICREICE O TAIKEEZRITE T,

ENbAYLYR—NATSA2DHBE MEDHKREIZTEditi>TProject Settingsi>
FQualityl TITW X9, URP Tid. ZHid URP 7w MREICHKZEL. TQuality  /XR/L%E

FEOoTEETZUNTERY (MEZREDEIaY%EBR),.

RTUTZILVCEREINET,

SAMIBSEINz—>D URP > —4—

r—4—

B8

Complex Lit

ZOIT—R—ICIE Lit ST —H—DIRTOREBEN B D FFLHIZ IS
[Clear Coati A /> a>zE->THENEICAR Y IRIHRZERF-ES
BEICIE. N ZERLEZ . BEERSTIE 2 EHESINET.1 B
N—=ZLAV—IZH LT B 1 EIFER—=IL AV —0D LDFER%
BUOLAV—DIZaLl—2a>aT5BICRITEINET

Lit

Lit > 1 —H—ZEATBEARNASATSAFVI ERBRE.
REMFIEEIIOREZEXRNG@RETL AT TEXY,
HECRIIRYDISICRZBELWBELLSEEEELICAEE T
RGBS TA VIR LUTRIBLE S,

NI FATA VI ERTBIREALDITITILDOT I D
BRR TINAIGREBLIVITINEALDFA T2 2 R—b
LTED TAT—REETAT7—RDOL R I THEELE T

CNISYEBER—R > z—T1V T (PBS) ETIL T T—TA2 7D
HEBEREMAEDT.COYz—4—3O0—ITYROENTILN—R
7 TIXMERALBEVWESICTR e 2bEIHLET,

Simple Lit

CDOIT—H—IFYEBER—-IATIEH D FEA. IXILF—FE%
72372V Blinn-Phong >z —F > JETILEERLGERD
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Lightmapping Settings

Lightmapper Progressive GPU (Preview)

Progressive Update:
Multiple Importance v
Direct Samples 32
Indirect Samples 256
Environment Sample 256
Light Probe Sample 3
Min Bounces 1
Max Bounces 2
Filtering Advanced
Direct Denoiser OpenlmageDenoise
Direct Filter A-Trous
Sigma 0.164 sigma

Indirect Denoiser OpenlmageDenoise
Indirect Filter A-Trous
Sigma 1.217 sigma

Ambient Occlusio OpenlmageDenoise
Ambient Occlusic A-Trous
Sigma 1.748 sigma

Lightmap Resolution 30 texels per unit
Lightmap Padding 2 texels
Max Lightmap Size 2048
Lightmap Compression None
Ambient Occlusion v
Max Distance 1
Indirect Contribution
Direct Contribution
Directional Mode Directional
Albedo Boost
Indirect Intensity
Lightmap Parameters GlParams
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3. TN ARIVTTIE /A XERBERICINZ B T=DICTyTHIEDESNFE T, UKD,
HB3FTTOMDRDAT OO MCHETBFFACTRACALDELZ A BDET,
CDT—FT477OER/INRICINZBICIZ A-Trous LRI FERBLET,
S MRYE VIR TERREDHMCOVTIEI. TOT Ly TS5y EY ST D
REIAREBRBRLTIESWL,

TRV INF TSI MDA S R B8

4, IRTOENSAXNIT UV EHEELTVWAEVWI E E XTIV R—FRIZSA
TV UWHERINZZ e zERLET,

Generate Lightmap UVs
Lightmap UVs settings
Hard Angle
Angle Error
Area Error
Margin Method Manual
Pack Margin

5. TLight Mode % Baked %7-(3Mixed1ICEREL %9, Hierarchy 71> R TS
1+ %FEIRL. Nnspector1 ZEALEIEE ST MIBNA TSI M B A
TozoOmBEZRSLET,

4L v Light

General
Type Directional
Mode Mixed

Emission Realtime
Light Appearance v Mixed
Filter Baked
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BET1 M EERT 355 1E. TWindow>TRendering1>TLighting >ISceneih*5.
Light Mode)%ZBaked Indirect.. "Subtractivel. £7:-lZ'Shadowmask |
B|ELET,

a. Baked Indirect:BENDOREDAD T MY TESA N TO—=TIIRAIE
NFET (SATMDRGFDH) JEIFAELISUTILZALICEDEFT, CNIEHEIXE
BAFTIVBDTENMINTIY R I3—LICR L TIZEBENTIEH D EFHE A
LOL BN SAXANI NS AXNIDOmA T I ERAE CEHZE L EZRIR
IGCEXR

b. Subtractive:TMixed ICERESNTcTALI>aF LT S DEZI EEEN
SAXRNNIRA L NS AAX NI TIRE SN S SA T T
BELEFT.CO/BR. S TO—T%ZFERALEBVED NS A XA EHH
AT OMIEERETERRZ D AIRBEBENTNELNEET S
AREMDBDEIURP Tl TAL 73T L1 D EDHDZEDHEEED
HEIN ARAOLEFO—NILAILER—2a D5 FDERELSIDNET,
CDOHEEMEI. TLightingl 7«4 > RUDTEnvironment1 22> 32 %% MReal-
time Shadow ColorlFREICE>TRIEINZ e GREINI-BNEDOELDS
BECRZCIEHDFEEA.ZELUHEIN/EOR/ NDB L IJTTORIIINT
BEERLET. CNEO—IYRN—RUT7ICRI3RE LA T3> T

c. Shadowmask:TBaked Indirect1 E— R BTV E T HY I'Shadowmaskl Tla.
B vRoeRA NI RIOEADEE SN EMNEICLYRY VY
INFEIT NI EBMDIYRIRRITIVAFvEFHRAL. SN FO—-TIC
BMEREREITDZICTERREINE T COATLa> T BRDEEEDS L
EHRHESNETHAXEBVERB N TA—IVADETROEIAN T Ty
THHDEILIAHEHD S 3v MIDWTIL IBaked Indirect BB HREL T,
ESEREEEIEVWVD DD BZDT A= T—ILROO—UISELTVET,
WMIBIX S EOERAHNS SYRIVRPNIIVRON—RIT T TOMERTS
CEEHEIDLET,

Mixed Lighting
Baked Global lllumination v
Lighting Mode Baked Indirect

Mixed lights provide re, + Baked Indirect
lightmaps and light pro .
Subtractive

Lightmapping Settings Shadowmask

FAsseti>TInspectori>TMesh Rendereri>TLightmappingi>TScale In
Lightmapi/h'5TLightmap Scalel ZFARB LT E<DA TPz I D51y
ETHDBZRAR-RZBSLET UTOEZRIZ. ERDEDSI IV TDTIEIL
YA X% RLIZHDTTREICIE 0.05 505 0.5 FTOREIHABDET,
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Lightmapping

Scale In Lightmap 0.2

8. TGenerate Lighting1 22w L TRAILE T R I DIMNIBEFR L. FRHIAT
ST UMD T EDOFRE (TMixed) E— R F7IETBaked] E—R) . BLUS1H
IvEV T DRE $FICTMax Lightmap Sizey & TLightmap Resolutionl) (2&>T
ZEHoTEET,

Auto Generate Generate Lighting

FARAV—ZERALEF TS IDNASA

ZOfD)Y—2X:

—  SARYYEYITDRFaXE

—  SATAVIRETEYEDRF XS

—  SARIORTO-5—ORFaxX+

—  SAMNIYEVIICEAT RN 5 DORMBECZEDERDT-HDEV
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LRI LAY —

LA LAV — e RT3 E T RED ST MREDT — LA T TIMIDH
HEIBISRELCI—VNTEDA TV I RALIEETERZ A TETET. TD
BT ERZRNETITLATHZEHED O~V ORDOEFICRTINTVET,
LB T LAV —ICEDERBORRCIBD. T LAV —DRZFLLZITET,

LSS —EERALEA TSI TR ONASA b
LA T LAY —DOREFIRIFATDOED TS,

1. TURP Asset1Z®EIRL £7, MLightingi Zo>a> T HDEKIES Q07ra %
21)w% L.TShow Additional Properties) %:&R L £,

Lighting
Main Light
Cast Shadows 4

Per Pixel
v Show Additional Properties

Show All Additional Properties...

Shadow Resolution 1024

2. TUse Rendering Layers] WS H LWEREN MLightingl o> 3> D TFICKRT
INFEd,

Mixed Lighting v

Use Rendering Layers v

3. TProject Settingsi>TGraphicsi>TURP Global Settings1 . L >2) > 5 LAY —®D
LRIZEBELET,

£ Project Settings
Q

URP Global Settings 2

& UniversalRenderPipelineGlobalSettings (Universal Rend¢® ~ New | Clone

Adaptive Performance
Audio
Burst AOT Settings
Editor
Graphics

URP Global Settings
Input Manager
Input System Package
Memory Settings
Package Manager
Physics

Light Layer Names (3D)
Light Layer0

Light Layer default
Light Layer1 Highlight
Light Layer 2 Light Layer 2

Light Layer 3 Light Layer 3
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5.

ZNTLIAI T LAY —DEMICAE D, Light Inspector (CLFU T LAVY—DR
Oy 7ROV hEMNENE T 1 MIERDOL AV —ICREZEX BN TEEXT,

& v Light

General

Type Directional
Mode Realtime
Light Layer 1: Highlight

Emission Nothing

Light Appearance Everything

Color 0: Light Layer default
Intensity v 1: Highlight

Indirect Multiplier 2: Light Layer 2

3: Light Layer 3

4: Light Layer 4

Rendering

Render Mode

LA TL A —ZBMCLIIBR ARILI Y RILA YV —Z2RETIHED
BOETHLVWTA NI =2 DR ISP ESBEEDHRED SRR TEET,

Shadows
Shadow Type Soft Shadows
Realtime Shadows
Strength
Bias Use settings from Render Pipeline Asset
Near Plane 0.1
Custom Shadow Layer v
Layer 1: Highlight
Light Cookie Nothing
@ Cookie Everything
0: Light Layer default
Universal Additional v 1: Highlight
2: Light Layer 2
3: Light Layer 3
4: Light Layer 4

&i%IZTHierarchy 1V« Y RUTERATZA TSI M ERIRLTL A I LY —
YRRV ZHRELET,

Additional Settings

Dynamic Occlusion v

Rendering Layer Mask |1: Highlight
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CNETI-—RFTENICRET S EHTEET,

Renderer renderer = GetComponent<Renderer>();
int layerID = 1;

int mask = 1 << layerID;
renderer.renderinglLayerMask = (uint)mask;

S 7FO0-7

AIDEI a3V TRIELSICOREIATAVIE—REFATZ LT RIIENAT
P UNCENAT OO ELight Model €3> THABHLEZZENTEET,
COE—REFEATIHEIF.O—VICSAMNTO—TZEBMIZ 2 EEBDOLET,
4 F7O—71& FEE D TWindows>Renderingi>lLighting1 /%)L h5 Generate
Lighting1 22Uy LTSAF1 I BARA D LTz L 3T BEROBEDMEICSA +
T—REREFELET. CNUCEDIRIBERZBEH T 2BNA TV DI IR—3 I,
RAVINIAT DTN TERINTVWE AT VI LRILDRMENZESICHRDET,
BUVSFATIEA 72 T MHEEKC A D BAB WS TIZBEZ< A D F 9, TOER (FPS )L
IThe Inspectionl) TIF EHEDOF LA TOORY,DFvI 72— DRIF DR
TEET
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A 7O—T%Em T 3ICIE. THierarchy V> Fo%H DUy L. TLighti>TLight
Probe Group1%=ERL £9%

Light Directional Light
Audio Point Light
Video Spotlight

Ul Area Light
Ul Toolkit

Volume

Reflection Probe

i Light Probe Group
Rendering

lLight Probe Group D LW —LF TS0 bDER
TRETIEH. S/ TO0—TJOFa—JI3Ed 8 BHDET. 1N TO—TDEZ
RANLTRELEMDS A ~FO—T%EMY BICIE THierarchyl > R TILight

Probe Group]%=i#4R L. Inspector TlLight Probe Groupi>TEdit Light Probesi%
I)wILET,

[¢] v Light Probe Group

Show Wireframe v
Remove Ringing v
Exit Light Probe Editing
Add Probe Select All
Delete Selected Duplicate Selected
Selected Probe Position X 4.367378 Y 0.597757! Z -6.49941:

Inspector TOZA b FO—T7DEBME/IFHIRS S VNBEOEE

Scene Ea—MREE—RICAD. SN IO—TRITEBIRTIZLSICHDF . BE)
V= ZEoTIA NI O—TZBHMEEET,

S+ 7O-J0%E
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SAMTO—TIEFTENA T/ D BEN I BAIEM D H ZEEICEEL. £DE.
FATAVILNIUCKEREDECBEEICRB T 3L SICL TSV ATITI D
FATAV TNV EHABTBEE IV P UVIIRHEVSA N O—TJDESIYRERDIF
ENSZFESTSI T LANIOFREEZRE L F T,

BIRLEIL—MIRHEVWS I TO—T

SANTO—TOEBICIZRFEAIDDBZIebHDFITH. COFADLSHRI—RR—ID
FIO—FICEOTIREEZESFL TR LD TEIET BFICABRERS—VDIFEE) -

XyalVAS— oA 70— OEE. B LUVREDFHAR G EICDOVWTELLIL.
CDORFaAEBRBLTIIESL,

YoLoia>rFo—7J

Maya * Blender R EDLA ML — 20 Y=L TII REEDEIL—LEIEILOEE
ISR 3DICE-ADD DR A BHD £9. 07Ot RIIUTILEALL VRS —TIE
FED DD T EBR D a— by DRERENE T,

DT7IIEALLUAS—TCORICIERETY S (ERIL A T SNfcxa—T0Iv N D
ERENE T, Unity Tld.SkyManager ZFERLTT 74y TERELTVE T HEH—D
RYvTED—VADITRTOBANSDREFDY—AE LTHERAT 3 . AERBRIH
REITBARMEDBHDET,CcOEIIa>TRLIEORYEDHITEZTHELLS.CD
FvTUR—DEBEDICEICEERFIEIHE . ENRIBUVEHEDHR TIX. & TH
FWRBRIBICADESFDLSBBEIC)IL IS ayTO—THRIIBET,

Vo022 O0-TJR —ROF—UBICERBSNS . FRILYAVVTEHD
Fa—IIvT T ITLY23>TO0—-T13 1 DD -V TEREBERATIET.BNAT
PIUMY—URNERET BRI RDIEVWTLY S T O-TEERL. ENERFD
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BREYLTUERI RSN TEE T Fe. TO—TMET LU RTBEIIC—ZRET ST
CHTEED

D7Lo>a>rO—7%ERd BICI&. THierarchy > Ro%H v L. TLighti>
lReflection Probe) % &iRL £ 95

Directional Light
Point Light
Spotlight

ul Area Light

Ul Toolkit

Volume

Light
Audio
Video

Reflection Probe

: Light Probe Group
Rendering

UI7Losay7O—J DR

RITAO—T OB E RO GEEXABLET. TO—THIELLEEE S SREDHAED
BATES TBakel#0w I L THa—IIvrE=ERLE T,

Cubemap Capture Settings

Resolution

HDR

Shadow Distance
Clear Flags
Background

Culling Mask

Use Occlusion Culling

Clipping Planes

UI7Lo2ayIO—JORE

128
v

100
Skybox

Everything
v

Near 0.3
Far 1000

Bake

LT OE&RIEFPS B> 7L The Inspectiony TERATNTWS 2 DOUTLI> 3>
O—7%RLIEHDTYT (L DIFEMEDH. HS 12135 .
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UoLosarrFo—JoTL Ta2T

TLoTa21 )7L ooa>yrO—JoENEie T, JL> 71> IETRenderer
Asset Settings |/ NI TEMELTEEL T 74T — R+ NAZERTZ & LUAS—
TEYRDBREICERETILYTAVIRBICAICEDET,

TLoTAVI TR RNATZ I 1 DOV —2HSRIDY —AERE L TULK EEIC,
—FO7AO—TDFa—TRvTZRRICTT— RTINS HS5—FDTO—TAL
TI—RFA LTV EDTEE T, CORMBEMBEBRICI ST AT I MY — iR %
M3 EEICBOATIT I D RFDPICRAAS>TKZ KRR ZE RSB eH
TEEI,

NPy &:t3-2

BB VILI2ayFa—TOIVvTERMEDAT UMD SERDERKICH B LBE
SNFET AT EET B Fa—TIvTOROAEENRTINETH K5
SNTWBRBERRICHLTA T DT MIEDVWEDEDOWDTBI LI TEE Ao
CNIZBADS—>TIIRIFICKRELTNZDDD. ERD L —>TIEEDRANEHT
LEVWEIEEDORE SRS MNERDEEREICIZBR VDT AT IO SEIIFEED
RFADNKEBESBVERBATY,

MBox Projection)A 7> avaERT2 . 7O—Th5EREHMO RS2 —TIv T %
ER TEE T, CHUSKD Fa—TIVvTDENSOERRICISEC T AT IMIFLR
YA ZDRFNERT DN TEET ABOF 21—y TOHAXIE. TO—TDEE
V=Nl &oTREDFT (TBox Sized FOANTAICEDEFY) M ZIE EEDRER %
RMY237O—-J%FE 558 BMEOTEICELE THIXERETIVELNHDET,

Lens Flare
URP TOL Y ZTL 7 DT — 270 —DNEF TN LI REDRIDRATY T,

L>ZXTL7 (SRP) 7—2 7y b ZE{EM T 5 TY, [Project1 V> RUNDE %
Assets 7#)LA—THZ')w2 L. [Createi>Lens Flare (SRP)1%&RL £,
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Material
Create
Lens Flare
Lens Flare (SRP)

Render Texture

Reveal in Finder

Open

Delete .
Lightmap Parameters
Rename

Lighting Settings
Copy Path el =

Custom Render Texture

L>ZXT7L 7 (SRP) T—2 71w ~DIER

COT7EyrEFEALT. Typel% Circle.Polygon. £7zI& Image 7w I&REL.
Mint1 &lintensity 1 Z A T2 T 7L 7 ORREZHRELE T,

Elements

v Lens Flare Element
Type Circle
Tint
Intensity 1

v Lens Flare Element

Type Polygon

Tint
. Intensity 0.2
Count 3]

v Lens Flare Element

Type Image

‘r Tint

Intensity 1

v Lens Flare Element

Type Image
Tint
Intensity 0.19

LYXTLTERDEMERE
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LYZATLT7ZLYAIVTTBICIFTLT7DRACHBZHREZEIRLTH, S, TAdd

Componentj>Renderingi>lLens Flare (SRP)J Z:&RL £7,

Add Component

Rendering

B(Camera

& Canvas Renderer
& Flare Layer

& Lens Flare (SRP)
@ Light

& Light Anchor

LYZXTLT DL T DRE

COAVR—22 DI Settings /AL AT OEIFEBR) TIERLILYXILTTF—4

Ty b LIYZXTLTTF—2TANnNT1ICBIDYTED,

& |v| Lens Flare (SRP)

General

Lens Flare Data & LensFlare (Lens Flare Data SRP)

Intensity 0.61

Scale 1

Attenuation By Light Shape v

Attenuation Distance 100
Attenuation Distance Cur

Scale Distance 100
Scale Distance Curve

Screen Attenuation Curve

Occlusion
Enable
Allow Off Screen

L>ZXT7L 7 (SRP) AV R—RVEDRE

SRATLISIERICRITY,
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S hAO—

URP TIE S MMIXFLTIDraw Haloi @A 73>z ERATEEFEAD EILR—RT
BEICEMTEICHTEET. HS 1 DDA F2avE . AT« DTN T 7EBEZRE
TBHIETY, D 1 EHEEHOERIZ LEDFEZFIA LI T—4—O Shader Graph %
RLTHED.2 BEHOEKRIFZEDERZRLTWE T Shader Graph ZfERALTZ®
SI—A—HERT B HEDFHBICOVTIEENY —ILOEEBRBLTIIE S0,
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RV =2VZAR=RATYETIV AT —23Y

TYEIVRSAMITIAILNTIESAX NI ZZRBLEWVW O PVEIV ST RD
MY IBREHRBRERLIAIIICRZ DB EIT HRMATIZ. 2 DDA
S MEOBREIE VWA DNLEVEE LD DEAZAREENBVTT. 7VEI VL
FOI—Tavid Unity 7O TCOMBICHLTEDICHRILEET,URP T
EATBICIF.URP 7y b MERLTVWAL A5 —%#IRL 9. TAdd Renderer
Feature lC#&L. [Screen Space Ambient Occlusion] (SSAQ) #&IRL £7

Renderer Features

Q No Renderer Features added

Add Renderer Feature

Render Objects (Experimental)

Decal

Screen Space Ambient Occlusion
Screen Space Shadows

Blit Material Feature

Simple Desaturate Feature

Add Renderer Feature

T7#I D SSAO BREZFEAIBIBEICIGCTRBL TS,

v Screen Space Ambient Occlusion (Screen Space Ambient |
Name ScreenSpaceAmbientOcclusion
Downsample
After Opaque
Source Depth Normals

Intensity
Radius

Direct Lighting Strength

Sample Count

SSAQ E&7E
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Method:ZD70O/NT+1F.SSAO T 7V MHMMERTE /A XDRA1 T2 EELET,
Intensity: COTONT I3 BT E3MRDBEZEERL £,

Radius:SSAO T7x 7 k& Unity 7Y EI Vb A UL -3 B8R ET B
REOEIEILLISZDFRAICHIERT IRFvOH > TILEZRELET,
Radius {EZ{E<ERE Y B £.SSAO Renderer Feature B’V —XEIJLIZIEW
EovILEY > FI IR cD INTA—I AN EELET,

Falloff Distance: h XS H 515 ERREMN LBENT=A T2 U ML SSAO %EH
LEFABWMEIZORIZHZF TSI MZLEENDZ S —2DINTA—I VR %E
ALEIEED,

Direct Lighting Strength: O 7 O/N\7 3 EEXICEE SNIEH THRD
CDORERZZHIZEELFT,

SSAQ IZ BRVRRICS T — T I ZBMLETRD 3 DDEKRZER THELLD,
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L OEFTIE SSAC IFBRETNTVEEA . EARDERIE FTE I SSAO. TD
EfRIE SSAO DEABRMRRIEINTVE T IV A—EXUF LA OEMERD D
Ty KD TVB I LITER LTS,

MEBBDEMED AT )—> 3w (A SSAO % L. BARH SSAO Z#EA L7cHD. TN SSAO HERLTL YA > I LizHm)

SSAO IZRRNTOERDTIZwIDVEDT.CDOHA ROEFTHMICHALET,
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Decal Projector (. Xy all T4 T—IL %8BI 37D DBNIAE T HBDIN.
B ER.BRECDERICERTEE T, Decal Projector IF&EIL—LT—0%
FERALTWA7-o. F5THVWREPHEICEN L 9, URP T Decal Projector %f&F
TBICIF LA ST—T =271y bR DIF T Decal Renderer Feature ZBINT 2HEH
HDFET,

Decal Renderer Feature M3&1N
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Renderer Features
v Screen Space Ambient Occlusion

Add Renderer Feature

q

Renderer Features

Full Screen Pass Renderer Feature
Render Objects (Experimental)
Decal

Asset Labels  Screen Space Shadows

IFEALDEMICEWTUI T I7AILNRED L X THED D FE A

CNTO—VTTh—IEERTIERBITEE L Hierarchy Ea—THIZUv L.
NRenderingi>TURP Decal Projector) 3R TT H—ILZER L £ 9.7 74/L Tl
7O 10— 3 —TJIRICBVWEARZREIBNTITILTA—ILZ2ERBLET,
BEOY—IZFE->TFOPIR—%ZELWMIBLRTICEBLEJ.Inspector T
'Widthi. THeight.. TProjection Depth =52 L £9,

FH=IL%EHZETALXT3IZI% TShader Graphy>TDecali > T —4—%E>TYTUTIL%E

ERLET.COYT—H—ICIE 3 DDANAR—IARY T ERTY TOERT LV RN
HDFETITUTINDEFBMNTES 5. Decal Projector IZEIDHTET,

2  URP Decal Projector
2 i
Pivot / UV

Scale Mode Scale Invariant
Width 1.766589
Height 1.001211

Projection Depth 4.06

Pivot
X -0.0366744 Y 0.00060762 Z 2.041693

W EYCE]L ® decal

Rendering Layers Decals

Decal Projector ME&TE

Decal Projector @ Inspector (Z1&.3 DDIREE—FRZ>. Scale. Crop. Pivot/UV A}
HOFTHMEESEBRLTLIESL,
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TI7HLETR. . TOP IS EDHBRDINTOY —TIRICHEEEZEXET,
Decal Renderer Feature (Z(ZUse Rendering Layers]  WSEED S ENTVET, C
NEBMICTRER/EDAY S a%ERZ—TyMILRI<KARDET,

v Decal

Technique Automatic

Max Draw Distance 1000

Use Rendering Layers

Decal Renderer Feature D&E

COLYRIVITFA TV DRECFERAEICOVWTEI LA T LAV —DEISaY
ZHEERRL KTV TA—IILOREFIBEILRDBEDTY,

1. TEditi>TProject Settings ---1>TGraphicsi>TURP Global Settings1 %= L T.
LA T LAY—Il&aiz T £,

2. 7Oz oR—=ZELIEVWXY S 2% ERL £, Inspector TIMesh Renderer>
FAdditional Settingsi>TRendering Layer Maski% R D3 C.&miE 7L >
H)TLAVY—EIYRIISEMLE T,

B v MeshRenderer

Materials
Lighting
Lightmapping
Probes
Light Probes Blend Probes
Anchor Override  None (Transform)
Additional Settings
Motion Vectors Per Object Motion
Dynamic Occlusiol v
Rendering Layer h Light Layer default, Decals ~
Nothing

/s M_City (Mate
MR

Everything
Shader Unive s | ight Layer default
Highlight

Decals

Light Layer 3

Xy alYBS—=DLYRI I LAV —=RRIIL YR T LAY —%EN
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3. URP Decal Projector Z:#3RL.Inspector TIRendering Layers] 7O/\7 I,
BRI LRI T LAV —ZERLE T,

Material ® decal

Rendering Layers Decals

Tilling Nothing

X 0.9935515 Everything

Offset Light Layer default
X 0.00644856¢ Highlight

Opacity + Decals

Draw Distance

TOERIG TA—ILDBEAINS— 2 EENTVRVS =L ZLTLYR T LAV —
O TEDRRZFIRLIcS— 22 RLTUVET,

9

ENSAICAN>TUTOF T3V HRAENET TH—IADNERAINTOWAEAWNITRTDOA TV LI DT H—ILOREERITTVSB. LAY
LAV —Z2@ALTEICOATA—ILIERINTVS,
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COtoavid BIEONRF LY T—4—% URP AIFICE# LW, 7213 Shader
Graph ZEAEFICO—RTARZL T —A—1ELT-V\WI—F—DDDHDTT,
BEANBRII—HA—CBERII—HA—DEAZEIL N ILIYZ—=NATSAOD5
URP LB 27 OICHBRBREZIRHELTVWE T FENZRICIZ FIHRTEER HLSL
SI—4A—EAEeY OB EDERAEY VT D E STV E T RIERIC. MDD S DEF A
Az EAREET 31V IIL—RI7IIAD)  IDRBINTULET,

DI—A—OOA—TAVTEBRD BB NESTIF AVNT S THERN G 1 — X — %5
TB7HIC HLSL TR TN TL S HEEZ R B e TETE T, COE T2 avDIERETiH
URP AD YT —HA—DBHENENIEEREBDDTIZBRVERELTHSZNIFENTT,

b5 1 o0& Shader Graph ZERALTHRRLY T—H—DN—2a>%ERT 3
C &T9,Shader Graph OB IEGENNY —ILE72avIcEENTVET,

URP >x—&R—YEILN UL IR =N TS T—R— DL

LFOO—RRA=ZRYISEDDBESIC.URP >z —4—(F ShaderLab #&& %A LT
WE T, ZD7=8. Property. SubShader. Tags.Pass R I3 eAR T oz —H—DOA—T1>7
BREICIEHRADHBI1ETTT,

SubShader {
Tags {"RenderPipeline" = "UniversalPipeline" }
Pass {
HLSLPROGRAM

ENDHLSL

URP ox—AH—YEIN UL IA—=INATZA o —4A—% B LT EFIEAIARE
miE.SubShader 2T —/\1J2—~7 "RenderPipeline” =
"UniversalPipeline" pMEARINTWB I LT,
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RenderPipeline £WW5%E]M SubShader 241&. Z® SubShader TERT 3L >4 —
N TS4>% Unity ICf5X £, UniversalPipeline £ L\S{&(Z. Unity A URP TZ®
SubShader ZFRATALS5IEELTVET,

LA —/N20—R% R 2 HLSLPROGRAM / ENDHLSL w2700 T—4—O—RH
SERINTUVET, Chid LBETD CG (C for Graphics) T —4—TFOJ S IV JEEH
HLSL (High Level Shading Language) ICB SR 5N ERLTVWE T Sz —4—D
WX EHEEEIFIZIZFRI LTI, Unity Y HLSL ICBITLTHS LIFS<EE D=8 T TICTEM
HhBVWETH I IRETIE CGPROGRAM / ENDCG YV ODFEAIFHEREINTULEE A,
M50 oO%ERY 3 EWSC ElF UnityCG.cgine ZFERAT 3LV T DK%
FETSRP LEIN UL IA—INA T oA 2 — A —FA TV ERESE R L LK DOD D/
BENRELFT,

URP DIBENARD S T—4H——RIE HLSL TEH N TLV\ET, ShaderLab DA 1.
EILLAL A=A TSADEEBEECNTVWEEADR EILNI LA =1
SAVAICEMMNIE T —4—IF URP ICL->TEEMICEIN{EINE T,
ZOERHIF.ASA T 7O RDEEICHDEF T EILN LA —IN1TSA D
AT OMIBETZIIRTDOTAMIF LT AN T—H—/NRERTTE (RILF
JXR) DICFFLURP 747 —RL VRS —E51 rDIL—TRDIRTDSA T4 T% 1 DD
NATIHELE T COEEICED. S T —2ERINT B DERZT— s L FLL
FHAEFOFH LW T TS ISUNEBATNARZ XICAEDETD,

Unity 1& GPU THR—FENTLSRHID SubShader 7OV I ZERALF I RAD
SubShader 70w 2h* "RenderPipeline" = "UniversalPipeline" 25 %F>TWLWAWB A,
URP TEITINFE AL DIZ XD SubShader HFEET 355 & Unity IFZ2NEEST
LESELET,TARTD SubShader B R— TN TWARWEE BEIRADTE2DT
S—Sx—4H—ELIRIVILET,

SubShader ICIZ 8D Pass 7OV 7 ZEHONETH ENENRED LightMode T
RIFFTTIHREDHDETURP IS VIR TAT—RLUAS—%FERT 370,
GPU ICHR—kThTWBUniversalForwardj/SXDH D THT—RL VAUV IT
AT ILDLIAIVIIEREINET,

I TICR =& 512 TWindowi>TRendering1>TRender Pipeline Converteri=fFERd3 .
IRTOYTITIUHLTCEIM L Z—NA T 2—H—D5 URP oz —4—
ANOEHH EE CHRITEINE T TR NARLIT—F—DFEIFESHBDTLLESIH?

HRELS T —H—
NRAZLT—HZ—DIFEURP ADT v T L — RIS EGHRBICERDE T UTD

UAMETYFIL—RFTOERO—RELTHVWI I —R—ICH L TERITI2HEND
37073>T3,

LitE. AXRZ L unlit EJLRT Y

» 1—4—% URP |IIEH g B 57AIC
TUTORIAL RS DWW ATYINA ATy T DENE
Converting custom‘ Fa—rtUTILEER L. —REICHESR
shaders to URP Ef% Unity ATV BBEELE
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RE

gINC DAY IIN—R 771N A TFICTT HISL IR ORED 771 ILICE SRR ET,

ELRoLIE— HLSL

NATF1>

UnityCG.cginc Github U>%

AutoLight.cginc Github U>%
Github J>%

ZDMDERE HLSL D> ZIL—RT 7L

ZEfEIZT R CREE L 1cBE%KI . Core.his| DERBHCT 7AILETEMENSZ D12 T)L—R
T TERINTVET,

HLSL ZERaZ £ Ra %k

URP AJLN—F%

e

float4x4 GetObjectToWorldMatrix()

AT IDST—ILREBADOE#R =TS
UNITY_MATRIX_M 1751k $

EILN LA —=IN1TZA 2D
unity_ObjectToWorld ICAHE T 3,

float4x4 GetWorldToObjectMatrix()

T—ILRDSAT I T ERADEHEZITS
UNITY_MATRIX_I_M 175)%&R 9

REINB1T5IE UNITY_MATRIX_M DiE1751,
EILNA VLY A—=INATSAOD
unity_WorldToObject ICHEY T 3,

float4x4 GetWorldToHClipMatrix()

T—ILRNS T TIAR—ZAANDEHEZITS
UNITY_MATRIX_VP 135 %3R ¢

float4x4 GetViewToHClipMatrix()

Ea—D5IVyTIR—INOEHZITD
UNITY_MATRIX_P 175 %&3R

float3 TransformObjectToWorld(float3

position0S)

ATV EMTOMABZRITID. T—ILR
ZEETOUEZERY

float3 TransformObjectToWorldDir(flo
at3 dir0S, bool doNormalize = true)

ATV ERTORETZRITIRD. T—ILR
ZEETOMETZRY

float3 TransformWorldToObject(float3

positionWs)

T REETOMEZRITID. ATV ok
ZEETOUEZRY
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float3 TransformWorldToView(float3
positionWs)

=L RZEETOMEZRITED. Ea—ZFTO
fIEZRY

real3x3 CreateTangentToWorld(real3
normal, real3 tangent, real
flipSign)

AR R ER ITIXDEZERD S T — )L RZER
NDORETIITINEEM TS

real3 TransformTangentToWorld(real3
normalTS, real3x3 tangentToWorld,
bool doNormalize = false)

BZEEOERERITID. T—IL R EFDERE
R

real3 TransformWorldToTangent(real3
normalWS, real3x3 tangentToWorld,
bool doNormalize = true)

T—ILRERDERZERITID E B DR E
Ry

THBOKREBICERATNSZER 21 TORE:

—  WS:World Space
—  TS:EZEE

—  VS:iEa—Z[F

—  OS: ATz UhZEM

T45% W Z#ECZOMD S T —4—BEUL. Core.hls| DERARFICT 74N TEBIITNS
ZDAVIIL—RIFAITERR SN TVE T RDOEKRIFZDHIEVKDOHOTRLTVLET,

URP AJLN—F%

B1L]

VertexPositionInputs
GetVertexPositionInputs(float3
position0S)

AT NERDABZEZIFERD. T—ILE,
Ea—OVyTEROUEZFOBERZRY

CORBISTER Y T—H—TOHEMRTEE,

VertexNormalInputs
GetVertexNormalInputs(float3
normal0S)

ATV T U REBDERERITID. T—ILRZEED
ERR R IHERN I ML OSSR

5D ML, CreateTangentToWorld T.
BZEEHST—ILRERANDOERZITSTZ
4T BDICERTIEE input. tangentWs.
input. bitangentWS. input. normalWs Zik 9,

float3 GetCameraPositionWS()

T—ILRZEBDAXSMUE RS

EILA LA —=INATSAD
_WorldSpaceCameraPos Z#IZLlT L3

float3 GetViewForwardDir()

T—ILRZERICEITBREDOE 21— DA (FiD)
FEzERY

float3 GetWorldSpaceViewDir(float3
positionWs)

T—ILRERE1 DR (RigSR) 25185
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SI—B—=ANIUN—BEUF A —O—Ta VI ICE W TERICEETY, R Z &
TEBRIT T IKEATNGHEZREICRBEILLIERETI . COMVIIL—FR
T7AINCIE A TICBEET 22 <DAILN—BHEAETENTVED,

— TSvbT4—LEB OB

— —RRRHFEN

—  FUORFYI—TAUTA

—  TURFYIA—RYNZTILT

— FREOQIYA-T4YJ/7A—T4>7

e

—  WE/ISPONAMIYTOIYA—R/TA—REZOMOI—T1UTr

ZO—HEUTORICHZELF J real BIZT7MILATRESNE T HRLBTSJIC
&oT half 7l float (SR B RIREM D B D F 90

AJLN—E% ANILN—B#

real DegToRad(real deg) real RadToDeg(real rad)

bool IsPower2(uint x) real FastACosPos(real inX)

real FastASin(real x) real FastATan(real x)

uint FastlLog2(uint x) real3 Orthonormalize(real3 tangent,

real3 normal)

real Pow4(real x) float4x4 Inverse(float4x4 m)

float ComputeTextureLOD(float2 float Linear®1Depth(float depth,
uv, float bias = 0.0) float4 zBufferParam)

Z)7ateyt—<on0

V7Ot —I o0 —RECERSNBERRFETI B LY Z— N1
T2 —8—%H L URP 21— 4 —IHHBY B EILA L A=A TS5 20
Y o0% URP ICHIE T 30D TBSRI BB EL BOET.

ZORIF.FDHEVDONRLTVET,

ELMILIA=NN1TS1Y URP

UNITY_PROJ_COORD(a) Replace witha.xy/a.w
UNITY_INITIALIZE_OUTPUT(type, ZERO_INITIALIZE(type, name)
name)
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S RIIYEDT*

UNITY_DECLARE_SHADOWMAP (tex) TEXTURE2D_SHADOW_PARAM(textureName,
samplerName) **

UNITY_SAMPLE_SHADOW(tex, uv) SAMPLE_TEXTURE2D_
SHADOW(textureName, samplerName,
coord3)

UNITY_SAMPLE_SHADOW_PROJ(tex, SAMPLE_TEXTURE2D_

uv) SHADOW(textureName, samplerName,

coord4.xyz/coord4.w)

FORFv[HYTF—EE™

UNITY_DECLARE_TEX2D(name) TEXTURE2D(textureName) ;
SAMPLER (samplerName) ;
UNITY_DECLARE_TEX2D_ TEXTURE2D(teXtureName);
NOSAMPLER(name)
UNITY_SAMPLE_TEX2D_SAMPLER( SAMPLE _TEXTURE2D(textureName,
name, samplername, uv) samplerName, coord2)
ROEE

* IV RORYEY IR IOZERTBICIEC DIV RISV IIL—RIFAIIDRBETY,

** _PARAM (F T IRF Y B >S5 —5 | B aZITRZBEREES ITIDICFEATES
JOOTEHMICDOVWTIF.CORF X ERESRLTIE I,

WL A =INAT A VDT IRF Y [T TS—BESICOVWTUE. CDRFa
A REBRBRLTEETL,

LightMode %%

LightMode #INE FATA I NATS5A>TD Pass DREIZEZLEX T EILLT>
LA —=IATFSAUNIEVWTUI T T T EOMBEERANRER S T — 4 —DKRF I3
WEGFHPIRTUESN T — T2z — 4 - LTERTh E I 2L ElLE
AL B—=INATSADARZ L T—R—|F LightMode 2T ZFEAL T S1T1>0
INATZ4A 2 TD Pass DAES EZIEE T 2HEDHDET,

T EIL LA —NNATSA 2 TEREINS LightMode 24 URP THH
TNBRITDRIERTITEILRA VL IUA—=NATS1DH WA PrepassBase.
PrepassFinal.Vertex.VertexLMRGBM. & UVertexLM (X URP TlFHHR—k
SNTVERAER EILNI LA —=NAT AV TIEHRIET 2 HDH AL URP D
2IHHDET,

URP O x—A—%5Bb g3 IFIBEINTVEZ T —H—P ZFNSTHEHAINTWLS

NRZERITBDEIICLELLDRDIA—RY T ILIE Lt x—H—DO—RFD—EE T,
J—ROINN=I3UETESTIELRETE L,
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TRIDICERETNS,

ElLbroLo4— | 18R URP (CE55%8)

NALTS51Y

(CHEE%EBR)

nwob BICLOA) T GAT101E _
A LA,

ForwardBase TFT—RLYRVYTTHERENS.TVE | UniversalForward
IO XIOToLooarIILTMMNTER/
SHSA SNy THERAEINS,

ForwardAdd TFT—RLYZVDTTERSNEITIL | UniversalForward
BROMESC MHER NS, Z 1R
INZADEEREN D,

5‘_\\’(7} —K 7_"’(77’—|*‘“‘/I—7_“\'r‘/7\'t‘ﬁﬁﬁ3n50 UniversalGBuffer
GN\yI7EL>RIVY,

ShadowCaster AT ONDREZ VROV TEIZIE | shadowCaster
FETIRFICLIOR) D,

MotionVectors ATV ORTEDE—av NI MLEFE MotionVectors

URP (. 7AT—RL AV INITID
RIEEFER T B NREA TSI RDT A
ARIEL IR IRTDOHDEE R
MY 3o

UniversalForwardOnly

URP (3. CDRJfE% 2D LV A5 —TER
TR NRI AT IEL IRV L
2D 1 b DFE =TT o

Universal2D

NZADAXRS DRI S DREBRD A%
RETORFRICLYRIVTLED,

DepthOnly

ZDNRIF Unity TT1R2—T51 My T %
NAVGTBRICDAERITEINDL Unity 1E.
TLAV—DERER.CONRZoT—F—
MERET B,

Meta

CORJEZFERLT AT IDOLUR
DY JBHCBMDNRZIBE T 5. 74T —R
BLUVTAIT7—RLYRIVVINADEAT
fERAIEE,

URP {F./SXIC LightMode #TH 7% LSS,
CDRIERTIAIMEE LTERT %

SRPDefaultUnlit

UniversalForward ¥ ShadowCaster /NX . ZLD S5 2 DDAV I)IL—RK
T7IINEEATVWET A IIL—RI7AILNDOD—REEETZ T Z—XICE2T:
HRALN—=23HER T 2DICIRIIBE T,
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/] TAT—RINRIARTDSA % 1 DDINZATIT—T1VT.6I + WH + 7445
Pass

// Lightmode (.
// UniversalRenderPipeline.cs.SRPDefaultUnlit TEREINT:
ShaderPassName (C—2L.

// LightMode RIH7RWNRH AZN—HFILLIA—INATFZ1>2 (URP) ICKDL >RV

ey gk
Name "ForwardLit"
Tags{"LightMode" = "UniversalForward"}

Blend[_SrcBlend][_DstBlend], [_SrcBlendAlpha][_DstBlendAlpha]
ZWrite[_ZWrite]

Cull[_Cull]

AlphaToMask[_AlphaToMask]

HLSLPROGRAM
#pragma exclude_renderers gles gles3 glcore
#pragma target 4.5

#pragma vertex LitPassVertex
#pragma fragment LitPassFragment

#include "Packages/com.unity.render-pipelines.universal/Shaders/
LitInput.hlsl"”

#include "Packages/com.unity.render-pipelines.universal/Shaders/
LitForwardPass.hlsl"

ENDHLSL

}

=L

{
Name "ShadowCaster"
Tags{"LightMode" = "ShadowCaster"}
ZWrite On

ZTest LEqual
ColorMask ©
Cull[_Cull]

HLSLPROGRAM
#pragma exclude_renderers gles gles3 glcore

#pragma vertex ShadowPassVertex
#pragma fragment ShadowPassFragment

#include "Packages/com.unity.render-pipelines.universal/Shaders/
LitInput.hlsl”

#include "Packages/com.unity.render-pipelines.universal/Shaders/
ShadowCasterPass.hlsl”

ENDHLSL
}

FEBIURP o1 —4H—DIE%EZ X TVWS 1 —H —IZE>T Cyanilux IC&BZDFa2—k

U7 ILIGERBES LWV —XTY,
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SRP OEBES LLVEFHED 1 DId.C# RV EFERLTL A I 7O08A0H 503
BETI—REEBMTERZETIHRIE UTOERETIIU I 2EATERI N
ISEXR

—  JvRIOLIA)VTH

—  JTUNROL VA

—  G-bufferoL>&1) >

—  TAaI77—RIALDLIA) VT

— FREBEEOL>AYTH

—  RBAMRYIRDOL IR JH

—  BEREEOLIA)VIH

— RN FOERDL AV

A=N—=HIILIHS—=F—=427+ty T nspector @ Add Renderer Feature 7~/
2arvEFRALTG LRI TOERIZRIV I 2B ATEE T T TICED EIF
&SICCURP OERRFIZ. AZN—HYILLVAS—FT—RA TR URP 7y hH
HDETURP 7EYMIIE D HLEDH 1 DOAZN—HILVEST—F—R2FT

PIURDEIDHETENLUAS—URNHD £T, Zid. TProject Settingsi>
FGraphicsi>TScriptable Render Pipeline Settings1 CEID K TSN 7V M T,

BEBZ—NHLTEROBRET Vv Z2EHTHBEE UTORIUVT XAV AXTIC
TRYFLTELLER T Inspector TNA TS T7 Y M ERELET. CNICTKD.
FLOS—2AO—RINFEEIITTEYRDTIDE LD ET,
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using UnityEngine;
using UnityEngine.Rendering;
using UnityEngine.Rendering.Universal;

[ExecuteAlways]
public class AutoLoadPipelineAsset :MonoBehaviour

{

public UniversalRenderPipelineAsset pipelineAsset;

/] BHDTL—LHEHFEINDEIIC Start ZHUPHLEY
void OnEnable()

if (pipelineAsset)
{

GraphicsSettings.renderPipelineAsset = pipelineAsset;
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—=>OO—REICAZN—FIL YR —NAT51> (URP) ZHI0DEZ B3RV U+

ROEIIIVTIET—T1ANCRBREBEROISY—RAITD.2 DDEREZZA1TD
Renderer Feature IcDWTCERBAL 9%

Render Objects

T—LD—RRNBBEBEEL T I LAV —F v S04 —DNRIEF T/ bDRBICENT
RABLBBIEDBETONE T FvI0F—DEICRFBICABESICAXSZED LI=D.
RIEHTEB LT A —TUNIBBLSICHB I B ETHIG TS bLNFEA LD L.
BICCDA T2 arvhHBTEZ DI TIEHBDELA.CORRATERIZERBTIZY IR
TOERDESICF V¥ ZIZ—EAXTORBICRRET AN BENIBIC FvII72—D
UINTybERTIBIETT

BEETILCEOTERYIIE—D RN TULRRHIVIILIY b ZERTT S

COYILTY DR EZHALE Y,

1. ¥ FvI02—HDBENICEIERTAIYTUTILOIMETT. XTI T7ILZER L.
<1 —4—%TUniversal Render Pipelinej>lLit or Unlit)IZ58E L £¢ (FIDEIRIE
Lit 773> %#RLTWVWEY) . TSurface Inputsj>TBase Map1DBB%HRELE T,
CORBITIE YT VT )Lz Character) L F U & T,
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2. FvIU0R—HERBLEICLUA) VT LEVESICEEFIBLAVY—ICERBLELLS.
FvS502—7%FERLT. SeeBehind L1V —% LA V—UXNMIBIIL.Fv¥ZI2—IC
WL GERLESS

@ Inspector ® |ighting 2 Navigation =)

,I .
u’v v fred Static ~»

Tag Untagged v Layer SeeBehind v

Prefab @ fred ®

Overrides Select

3. URP 7y bhERTZLIHAT—T—RA TSI M 2&EIRL£9,. [Opaque Layer
Mask IC#&1 L. SeeBehind L1V —%ZRAL X T, CHUICED F T 02—HR A%<
BOEY,

Filtering
Opaque Layer Mask Mixed...
Transparent Layer Mask Nothing
Everything
Default
TransparentFX

Rendering
Rendering Path

Depth Priming Mode
¢ Ignore Raycast

r Water
RenderPass Ul

Depth Texture Mode

Native RenderPass SeeBehind

Shadows Overlay

Transparent Receive Sh

4. TAdd Renderer Feature %z ').v2 L. Render Objects (Experimental)1%
EIRLET,

Add Renderer Feature
a|

Renderer Features

Full Screen Pass Renderer Feature

Render Objects (Experimental)

Decal
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5. COLYA—FTITIRDNRDBREEZANLET &HEIZMIT LRIV TN
RIA—ENBR1I2TZBIRLET, COBITIE AfterRenderingOpaques &
mRLTVWETD,

Layer Mask ZF¥v> 72— L TEIRLT SeeBehind LAV —IZHRELEXT,
Overrides #ERIL.Override Mode % Material ICE2ELF I, X7V 1 TIER LT
RTVTIWNEBIRLET LAV TRIIGRENY I FICEZAATEH § 5 i<,
FEEFERALIZVWEESTLLS.Depth Test % Greater |ZFRE L. /XRABEE/NY T 7IC
BRSNTUVWAEEEIDBRVWEIEILDAEL A TTEESICLETD,

v Draw Character Behind (Render Objects)
Name Draw Character Behind

Event AfterRenderingOpaques

Filters
Queue Opaque
Layer Mask SeeBehind
LightMode Tags

Listis Empty

Overrides

Material ® Character
Pass Index 0

Depth v
Write Depth
Depth Test Greater

Stencil

Camera

6. CORETIX.FvII24—HDMUDATIILDERBICNBETREIDH ZFD
FrII8—DINIVIBRAFT . FvII72—DRRICHRRICAOTUVBERIE.
ELRTINFL A CORBBEZIEIES 576D Render Objects #gexH> 1 DB
LEI.SEIFMOverridesINRILZEF I EHBEIEHDELEACD/NRIF LD
ATV TRNTVWAVWCEICFvSI/X—FHBEILE T,

v Draw Character Front (Render Objects)
Name Draw Character Front
Event AfterRenderingOpaques
Filters

Queue Opaque

Layer Mask SeeBehind
LightMode Tags

Listis Empty
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NIy EFoT I I A—TA Vo IIKIFZFTBEIL A LR =N T A D
J—270—TIF#LVMR%Z.URP DT —27O0—%F->TEMT 2R LWMIITY,

Renderer Feature

Renderer Feature | URP D X DEPETHEATE RRMBRL VRV IERICEE%:
BXFT.RAN ORI TV MBI 3GEABFHAZRTHELLI EILI VLA —
NATS5A 0= FERTZ7O0J I MTlE.OnRenderlmage =L\ I EFERLT
Graphics.Blit Z BMNT2HEHLHD £, COFITIE. EROSZ LTI ZNIEST DI
ITUTIINEFERTZN—2a OB EFERLTVET,

1. FRTOPTIRD Assets THINA—DSBNBRTAINA—ZHRLES GV IvILT

lCreates>Rendering1>TURP Renderer Feature;%;&iRL £ 9, TintFeature X\L\5
LRiEdTE S

Audio Mixer

Rendering URP Asset (with 2D Renderer)
Material URP Asset (with Universal Renderer)

Create
e Lens Flare

Reveal in Finder URP Renderer Feature
Lens Flare (SRP)

Open URP 2D Renderer
Render Texture .

Delete ) URP Universal Renderer
Lightmap Parameters

2. T7#4)LLOD TintFeature 771)LEA )Ly L%, Zhid.Renderer Feature @
R Z—TFL— 2B CGH RVVTNTT,

® TintFeature » (@ CustomRenderPass » No selection

UnityEngine;
UnityEngine.Rendering;
UnityEngine.Rendering.Universal;

TintF ScriptableRendererFeature

: ScriptableRenderPass

OnCameraSetup(CommandBuffer cmd, RenderingData renderingData)

Execute(ScriptableRenderContext context, RenderingData renderingData)

OnCameraCleanup(CommandBuffer cmd)

rPass m_ScriptablePass;

Create()

m_ScriptablePass = CustomRenderPass();

m_ScriptablePass.renderPassEvent = RenderPassEvent.AfterRenderingOpaques;

AddRenderPasses (ScriptableRenderer renderer, RenderingData renderingData)

renderer.EnqueuePass (m_ScriptablePass) ;
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3. CustomRenderPass % TintPass L\5%HilCZE L. CustomRenderPass 75X IC
N5 7aONT1EBMLET ITUTILICIE. LAYV T SN-EIROBRED
REIERT > T—42—H"EENET,

Material material;
RTHandle cameraColorTarget;
Color color;

4. TintPass (COYAMSOR—ZEBMLTITIT IV ZFHMEL. LA =1 TFS5 1N
BIIBDNADAEZREL XY,

public TintPass(Material mat)
{

material = mat;
renderPassEvent = RenderPassEvent.BeforeRenderingPostProcessing;

}

5. TintPass 752 cameraColorTarget ¥ color Z7O/NT %= #IHA1L ¢ 5 SetTarget
XYy RZEBMLEFT,

public void SetTarget(RTHandle colorHandle, Color col)
{

cameraColorTarget = colorHandle;

color = col;
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6. FLLWSI—H—%ERLT. TintBlit BB L U TOI—REIE—-LET,
RenderPipeline #7|EB LTS L\ ZWrite & Cull IZ. WA EHATIC
R>TLETJ,Core.hlsl & com.unity.render-pipelines.universal »'5. Blit.
hlsl {Z com.unity.render-pipelines.core n"5-1>R— kI £, URP Asset
Inspector TlOpaque Texturel Z:ERT B L NATZAVNEL VR —T I F v,
_CameraOpaqueTexture Z{ER L £9,

6> Small Room-Tint (Universal Render Pipeline Asset) o :

Open

Rendering
Renderer List

0 & SmallRoom-Tint_Renderer (Univer ® Default
+

Depth Texture

Opaque Texture v
Opaque Downsampling None
Terrain Holes v

URP 7tz b3 LTTOpaque Texture) %33R
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Yr—H—lgIne>F)2J L. _Color EZ2fERALTHRELE T,

Shader "Custom/TintBlit"
{

SubShader

{

Tags { "RenderType"="0Opaque
"UniversalPipeline"}

LOD 100

ZWrite Off Cull Off

Pass

{

RenderPipeline" =

Name "TintBlitPass"

HLSLPROGRAM

#include "Packages/com.unity.render-pipelines.universal/
ShaderLibrary/Core.hlsl"

// Blit.hlsl J77ILIZTEm>T—4— (Vert).

/1 AJIEEE (Attributes) HHHEEK (Varyings) #1293

#include "Packages/com.unity.render-pipelines.core/Runtime/

Utilities/Blit.hlsl"”

#pragma vertex Vert
#pragma fragment frag

TEXTURE2D(_CameraOpaqueTexture) ;
SAMPLER (sampler_CameraOpaqueTexture) ;

float4 _Color;

half4 frag (Varyings input) :SV_Target

{
float4 color = SAMPLE_TEXTURE2D(_CameraOpaqueTexture,

sampler_CameraOpaqueTexture, input.texcoord);
return color * _Color;

}
ENDHLSL

7. CustomRenderPass m_ScriptablePass ZIA FTOFONTrICEETHRZ T,
Shader ¥ Color |ZL>AS—F—42 7t v Inspector TERETETET,

public Shader shader;
public Color color;

Material material;

TintPass renderPass = null;
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8. XMDI—K#% TintFeature M Create XV wRIEMLTLE TV CDORE#KIZ

TintFeature DTERBFICFEUOH SNE T IRE SN I —A—DITUTILARZ L
OV 0R2—%ERA LK TintPass 75 XDFH LW Y XZV X LU TintBlit
Sx—H—hSIER SN LW TUZILENERL T 37 DICEBINE T,

material = CoreUtils.CreateEngineMaterial(shader);
renderPass = new TintPass(material);

9. LYA—NR%E#fEd 37-6.SetupRenderPasses +—/\—S- RZBINT BHEH
HHEI.Game Ea—TOHEMIFZRELCVDT I—RIF if XTSvTFENT
L& 9, ScriptableRenderPassinput.Color 5|8 % &L T Configurelnput ZIFf
HTERBRBTIRF YL VA —NZITHRATERLSICHD F T RRICFEIFY
{ERE L7z SetTarget XV RZIFUH LT  renderPass ICZE % cameraColorTarget &
color ZHfc X,

public override void SetupRenderPasses(ScriptableRenderer renderer,
in RenderingData renderingData)

{
if (renderingData.cameraData.cameraType == CameraType.Game)
{
renderPass.ConfigureInput(ScriptableRenderPassInput.Color);
renderPass.SetTarget(renderer.cameraColorTargetHandle,
color);
}
}

10. TintPass D1 YA AV AEER L CHIRAL LI=D T LA —F 2 —IZEBMLET,
KDOIA—RZ=~vk% AddRenderPasses XV RIZBIIL. ZZTh.if XOHIC
OA—REGDBRLTCIREDAASRZATH Game ICHESTWBHEHIELE T,

11. RFUTILHERTNBD T, Dispose 7 —/\—5+ REBIMLTHELE T

if (renderingData.cameraData.cameraType == CameraType.Game)
renderer.EnqueuePass(renderPass) ;

protected override void Dispose(bool disposing)

{
}

CoreUtils.Destroy(material);
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12. TintPass ICRD £ L&S.cameraColorTarget ZFRETIHNEHH D F T, XOI—K
X=~Rw k% OnCameraSetup |SEML X9,

ConfigureTarget(cameraColorTarget);

13. SNTIRTOFPEED T LIEO T REDL A —FTIXAFvE2AE— L ERE
WIRG BTDICR T U7 I ZFRTEIREBOEEZITOICHTERTUTOI—R%Z
Execute XV'wRIZBIML £,

var cameraData = renderingData.cameraData;
if (cameraData.camera.cameraType != CameraType.Game)
return;

if (material == null)
return;

CommandBuffer cmd = CommandBufferPool.Get();

material.SetColor("_Color", color);
Blit(cmd, cameraColorTarget, cameraColorTarget, material, 0);

context.ExecuteCommandBuffer(cmd) ;
cmd.Clear();

CommandBufferPool.Release(cmd);

14, ZEEBOFEERRBTIICIK. LY FAS—=F=24T o %EIRL.TAdd
Renderer Feature = 2')w o L9, TintFeature AU XMIKRTZETNET,

15. TintFeature J—RD7ILN—2 3> 8 ZOTFICRRNEREHEE T,

using UnityEngine;
using UnityEngine.Rendering;
using UnityEngine.Rendering.Universal;

public class TintFeature :ScriptableRendererFeature

{

class TintPass :ScriptableRenderPass

{

Material material;
RTHandle cameraColorTarget;
Color color;

public TintPass(Material mat)
{

material = mat;
renderPassEvent = RenderPassEvent.
BeforeRenderingPostProcessing;

}

public void SetTarget(RTHandle colorHandle, Color col)
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cameraColorTarget = colorHandle;
color = col;

}

public override void OnCameraSetup(CommandBuffer cmd, ref
RenderingData renderingData)

{
}

ConfigureTarget(cameraColorTarget);

public override void Execute(ScriptableRenderContext context, ref
RenderingData renderingData)

{
var cameraData = renderingData.cameraData;
if (cameraData.camera.cameraType != CameraType.Game)
return;

if (material == null)
return;

CommandBuffer cmd = CommandBufferPool.Get();

material.SetColor("_Color", color);
Blit(cmd, cameraColorTarget, cameraColorTarget, material, 0);

context.ExecuteCommandBuffer(cmd) ;
cmd.Clear();

CommandBufferPool.Release(cmd) ;

}

public Shader shader;
public Color color;

Material material;
TintPass renderPass = null;

public override void Create()

{
material = CoreUtils.CreateEngineMaterial(shader);
renderPass = new TintPass(material);

}

public override void SetupRenderPasses(ScriptableRenderer renderer,
in RenderingData renderingData)

{
if (renderingData.cameraData.cameraType == CameraType.Game)
{
// ScriptableRenderPassInput.Color 3|#%iELT ConfigureInput
ZIEUHY
/! TNTLIYA—NZATRERLETIZXFvHFIFARREIC RS
renderPass.ConfigureInput(ScriptableRenderPassInput.Color);
renderPass.SetTarget(renderer.cameraColorTargetHandle,
color);
}
}

public override void AddRenderPasses(ScriptableRenderer renderer,

© 2024 Unity Technologies 86 / 140| unity.com


https://unity.com/

ref RenderingData renderingData)

{
if (renderingData.cameraData.cameraType == CameraType.Game)
renderer .EnqueuePass(renderPass) ;
}
protected override void Dispose(bool disposing)
{
CoreUtils.Destroy(material);
}

TintFeature MZNR ML INTVRWES () L& BINIED ()

A—H—ILIHE—=NATSA VD EDERBETINEFERTZMEISEZBEIEIUATIC
ROEDGENMDOTONTA%=FERATEET,

public RenderPassEvent renderEvent;

/1 XY RZER
renderPass = new TintPass(material, renderEvent);

//TintPass dYRLZU%—
public TintPass(Material mat, RenderPassEvent renderEvent)

{
material = mat;
renderPassEvent = renderEvent;
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LoAZ—F—27tyhEERLT Inspector THONT DY TET,

v Tint Feature (Tint Feature)
Name TintFeature

Shader B Custom/TintBlit

Color
Render Event Before Rendering Post Processing

COHBEFa—KJTILTIE
Renderer Feature ZfE L7

. j : 3DODERENAEEZZENLET,
UPELT BERMICIE AR ZLRZ S
to use ’\f FOERITTIMZFYIL

Three ways |
URP Renderer Features— I7TOMNBEICESTAIIL—R
INTEvSIE— DRSS
BNET,

Renderer Feature DR X+ FZ 0571 XIZDWTIE.Ned Makes Games IC&BHRA L
Renderer Feature QFIHAEICEAT3EEF 21— ) 7ILARE. AT a=FT0TEDH %
SHICTEWVETEITED,
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ARZ8Oty g

\/

Built-in Post-Processing Stack v2 /3w — 1 URP BN H D FE A

URP [ZFR AT OCAT IV DI DEMNY T—SZRHBELEFREAMRDDIZ.
R)a—L7b—LT7—0%FERALET, >—ICR)a—L%ZBINYT 3. ORI NSO
LRI TR 2a—LICERATAMNERTE £, A)2—LAlF.JO0—/NbeO—AlLo
EBESICHRETTET./O—/NLDBE R a—LlE>—VADBFRERHTAASIC
BER 5 X F9,Mode B'O—HULSREINTVWRIHE R a— LIS E—DERNIC
BRINASICHELED,

DB K L DER
ZI& Color Adjustment

© 2024 Unity Technologies 89 / 140| unity.com



https://unity.com/
https://docs.unity3d.com/Packages/com.unity.render-pipelines.universal@14.0/manual/integration-with-post-processing.html#post-proc-how-to?
https://docs.unity3d.com/Packages/com.unity.render-pipelines.universal@14.0/manual/Volumes.html?

URP RZXMFOERTL—LT—IDER

1. RPIDRTYIEAAVAXSORIN IO RZF LTS LT, [Hierarchy]
1> R TIMain Camera) %:&iR L. Nnspector) IC# &) L7-%. 'Rendering
NI ZRBFRALE T Post Processing 7 /> avicFzyv Iz ANE T,

Rendering (7]
Renderer Default Renderer (MansionLightingRenc»

Post Processing v
Anti-aliasing No Anti-aliasing

Stop NaNs

2. THierarchy1 71> Ro%HD)wo L. Createj>IVolumes>TGlobal Volume; %
BRLTC7O0—-NNARU2—LZERLE T,

Volume Global Volume

Rendering
) . Box Volume
Cinemachine
Sphere Volume
Camera
Convex Mesh Volume

3. THierarchyl7+> o0& O—/NILR) 2 —LHSERENTRAE T, Inspector D
WVolume /NRILHS TNew 1 ZZ )y LTHLWIA I 7L ZERR L F T,
@ v Volume
Mode Global
Weight
Priority 0
Profile B Global Volume Profile 1 @ | New | Clone

4. RZANTOERI TV MBSO £Y, FTOHICHDFIERTRERRZVZAMELT:
REMELTIZE WV TADd Override = 2')w 2 L. TPost-processing 1 ZERL £ 75
ZOFITIE TBloom1 T 7T hHSEIRENTLETD,

Add Override
a

Volume Overrides

Post-processing
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Q|

Post-processing

Bloom
Channel Mixer
Chromatic Aberration

Color Curves

TBloom1 T 7Ty h%:&R

5. ThEhOMRICERDORE/NRILDH D £, COEKIS. Bloom ADOFREZRLT
WEdo

v Bloom

Bloom

v Threshold
v Intensity
v Scatter
v

Tint

Lens Dirt
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6. EBHOWMRE (ZOFITIE Vignette % &) ZBEEISEML. ENBNDRE/NRILE
FEoTHRETDIENTEET,

Post-processing

-

Color Curves
Color Lookup
Depth Of Field
Film Grain

Lens Distortion
Lift, Gamma, Gain
Motion Blur
Panini Projection
Shadows, Midtones, Highlights
Split Toning
Tonemapping
Vignette

White Balance

A—AJLR) 12— LDEN

R)a—LTL—LT—0%FRTRE O—2ZREL AASDOI—BEICEHOET,
EABZRANIOELRTOT7AII 2 I A—FBLIICRETTEI . SN . O—-A)
R)a—LZEBMTE L TRRTETET.COREFIEBZRTLEEXLLD,

1. THierarchyi7+> R THV)y2o LT ICreates>I'Volumel>TBox Volumel %
BIRLE T, T E FERDEISEL TV S 1. TSphere Volume %, 7R 2—L
HHEERITZIAFIZ—DERELDBEEICHEHT 5% EIETConvex Mesh
Volume  Z#RL £75

Volume Global Volume

Rendering Box Volume

Cinemachine

Sphere Volume

Camera
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2. Inspector ®Volume /XIS CDRYa—LT—RZFETZHLLWIOT7
TIEERLET CONRILTIF U T EZRETZEHTEET,

a. Blend Distance: Z#Z . URP 7L 2T I %R T 2R ) a—LDAT(4—
HMoRBEVERC. COZO77IIAII—RA>TE3A5AM4—FTETD
BT, ATAMH— DR TIF. ROV T T I MEITT—R7IML.
ASAH4—DiHH 5D Blend Distance IFREICTT— RV LET,

b. Weight:Weight X KRR TOCAI TV MDORAEBEEZEZELET,
Weight 7' 1 ICERE SN B L MRDBEIFRAICED XIED 0 DIFEMRIF
2<BAINT.0.5 DIFE BEIFRATS50% ICRDET,

c. Priority:URP Tid o= ADEEDAIEINELVERDOR )1 —LHHD
BEICEDR)2—LZFERTIHRDBIDIC. COBEMNMERINETED
REWVFEBEENSADET./O0-NLeO—hAlzY—JT 3551
JO—=NIWETI7AILED 0 ICFES. O—HILARa—L% LU EICRELET

@ v Volume

Mode

Blend Distance

Weight

Priority

Profile & Box Volume Profile (Vol ©® | New | Clone

O—A)LR) 21— LDOERE

3. TOEEGODESIC.Box Collider O R—R b fEALT R 21— LDOABEZRE L
TEEHELE S,

TRyFEINTz Box Collider AV AR—R UM EFEALTRYIRR) 2a—LOAME LY 1 I ZHE
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RN 7O E Oy —ICKEHREEEZNMNTIZA08EMEINH 2D O—ITVRD
N=RIZT7RENAINTNAANDOZEZBEE IR LTV ES5LTH7aST
IR CEARALIEVESIF TRON—RIT 7 TT RN EToKIE SV 7oL Z—DRIC I
tHoHLOLOH Oy —BEIMBEVLDOLHDEIT. CORF AT ENTIL

TLYR)—BHROBEEHBALTVED,

CN5IE URP THIARIREARIAN ORI I IR TS,

BMREI7zIH)

BLL

Bloom

ERCNICAEZBRSEIEILOARICESZEMLEY,

Channel Mixer

EENBERICNIZBZANAT—FroRILORXEEE
BELET,

Chromatic
Aberration

ERDIE VR CBAZ VLB D Z 0BT BIRFRICR>TED
RNZERLET,

Color Adjustments

Color Adjustments (B5F%) T7T VM 2ERT 5 L RIRMIIC
LRIV TENZEROSENG N BE. VNS E
WETET,

Color Curves

TL—T12Th—TI3ER FE. BB TOREDEEZHE
TERELHIETT

Color Lookup

W o7y ITORFvefERLTCEEIEILOBEZHLIMEIC
RvEVILES,

Depth of Field

COMRISARITLVADWERREDSIaL—a> %
TVEY,

Film Grain

BEIAINLDT VA LBNETIZAFvEIal—bLED,

Lens Distortion

LA DTSN RN BIRZED B LT HEDAAS
LYXORESZal—kLET,

Lift Gamma Gain

ROy IR—) Z2ERALTCERAOKRL LEHEICHE%
BEZB3ENTEEIMSYIR—ILDTICHERFTAE—%
HAELTCZDHEEDOEBDRAZ S 247ty LET,

Motion Blur

WEMADAAT T AXSOBEFELOLERBHTS
MR LICCTICERICELSIFPIFEIaL—LET,

Panini Projection

COMRIZ.BHRE (FOV) HIERICEV S —>TERRZ
LRI TSBDICRIEETD,

Shadows Midtones
Highlights

LRIV ITRED v RO R NS ENENZ
Rl TEE Y,

Split Toning

CNEFALT O~ YD vRIENASA M RAZEEE
BMTEET,

Tonemapping

EfRD HDR EZFH LV EFEDEICBYY 925702 TY,

Vignette

CORMRIE EROPRICHEARTHDIE B EMREEHEFT,

White Balance

REABEHIRDZWMORCETHREHFATARZZHON
ERVLEERTOEL A TENBESICLET,
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J—RICKBRIANTOEZDHH

C# ROV TrEFERLTCRANIOERDTO7 7ML 2BNICAR T ZEHTEET,
ROI—RHIZBloom T7x 0 DREZRE T 5HEZRLTUVET,Vignette HNEA
TNTVWAIBEIR. O—RTERYFOBZFIHITE X T HRIE. LAV —F v 5 o2—H
AA—=D 2 TR —BRICR<K BRI TEET,

using UnityEngine;
using UnityEngine.Rendering;
using UnityEngine.Rendering.Universal;

public class PPController :MonoBehaviour

{
/] BRADTL—LHEFINZEIC Start EHUPHLET
void Start()
{
Volume volume = GetComponent<Volume>();
Bloom bloom;
if (volume.profile.TryGet<Bloom>(out bloom))
{
bloom.intensity.value = 0;
}
}
}
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Camera Stacking

T—LTIHZEHD 1 DIFBBBIAXSGHSRLISAXNIE 1 DOL VAT T
HAEDHEZHEEETT, LOERTIE BIROMHT —LRDT RV E LTHEELT
WETNELETATLIIRICEN SN LAV —IEENSZEELRRA M TER
TEET . BWREF (FOV) BRERBRBLEIFTHLFATAVIRRIAN I OEZABELRD
CZISEB LTSV ThUE URP @ Camera Stacking #REZ > TRESNTVET,
COMBEDREAEZRTHELELS,

Camera Stacking Z{# /8 L7l
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1. Hierarchy Ea—%%H21)voLTICreatej>ICamera) i8R L. AIASEIERL £ 55
F=TAFVZAF = VR— b EHIBRLED,

2. TInspectori>lCamera Settings1/\®ILZERALT.CDHXZ% Render Type
Overlay IZEREL 7,

Bl v Camera

Render Type Overlay

Projection
Projection Perspective
Field of View Axis Vertical
Field of View
Clipping Planes Near 0.3
Far 1000

Physical Camera

3. AAZEAXSHLUAVL ISR =LA T MIRHLTHLLL LY —Z/ER
LFEdo

User Layer 6 Highlight
User Layer 7 SeeBehind
User Layer 8 Chandelier

UserLayer 9 Overlay

4, Inspector ZfFEH LT, HXZDIRenderingi>TCulling Mask1 #EFH L £ 95

Rendering (7]
Renderer Default Renderer (MansionLightingRenc
Post Processing

Clear Depth v

Render Shadows v

Culling Mask Overlay

Occlusion Culling v
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5 I—YOBEYHBRIGIRICAXSEZREIL =LA T T Layer Overlay |CEZEL T
BMmLEY,

6. AAHAAXSDIRenderingi>TCulling MaskiZE#H L . A—/N—L1EL VA>T
LBRWESICLET,

7. Tstack i AR TIH+HIREZVZERLTE—N—LIAXFZEIMLET,

Stack

Cameras

Overlay Camera Overlay

J—RFTREY 7=

RAN7OCR AR A—RDSR XY I ZGEHL 5221 LB ICEIRIICHX 572810
FICIBHIBR T B ENTEE I UTOI—FEIZTELSZEL,

using UnityEngine;
using UnityEngine.Rendering.Universal;

public class StackController :MonoBehaviour

{
public Camera overlayCamera;
/] BRAIDTL—LHEHINZEIIC Start ZHVPHLEY
void Start()
Camera camera = GetComponent<Camera>();
var cameraData = camera.GetUniversalAdditionalCameraData();
cameraData.cameraStack.Remove(overlayCamera);
}
}
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SubmitRenderRequest API

BRI S —LZI—H—0EECIENOBAICLY AUV T LIEWEERHBD T,
SubmitRenderRequest API (3. CD LS HENZ RFEICBVW TR SN TVE I AIEER
A—R7—2%ERTHFELLD,

BEFXvSFrOdA—Ta>T

UTFoRZVTMMEF A—Y—HEELED GUI 2T F—LZBEERADLVH—T
DRAFRIILYAVV I LET RV TRMEXA D AXSIZTRYFTR2RELHDET,
Start =LY I TLUH—TIXFvZERL£9.1920 x 1080 EUILTEYH
REF 24 TY. 21— —H'TRender Requesti R > %89 £ RenderRequest XV RH
MUOHEINET,

RenderRequest XVYYRR T AXSOAVAR—X YR BRBEINATVLET,
RenderPipeline.StandardRequest 1 YR AV AZER L IRED/NA TS H
RenderRequest 7L —LT—0%Z 3 R—LLTWVWRHESHEFTVILETHHR—KLT
W35 a1, Start 1—JL/\w I THIAME L7z RenderTexture ZCOUJITRLAT
ST UhDIEHEELTEREL.RenderPipeline.SubmitRenderRequest ZfERALT
LY A —ZEMELE T CDOXVYRIEAASDAVREVZAEV VIR T Oz I =
ZITED£T, COBF R T Texture2D IFIREDS—>DL VAUV T ZFATUVET,
CEIT7LILCIRIET BICIE 9 RenderTexture % Texture2D ¥ VA2V RICE#T S
WENDHDFF . ToTexture2D XV RiF ZDO—HIERLTWVE Y Texture2D ZEEL
fo5.Texture2D 1 Y AZ>AD EncodeToPNG XV R%EFER LT /N MEEF ZEE
TEEFRIC.System.l10.File dXYVw R WriteAllBytes Z#EALT/\1 RS Z
T71ILCRELET,
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2ROV 2 EERFER T35S BET Y I Fvids — LD Assets 7FI/ILE—RD
RenderOutput WS LIER SNT=TAINA—ITRESNE T T71IL&IE R DS
BRED.FDEIC0HS 100,000 DD S VA LMIERINI-BEAHEET,

using System.Collections;

using System.Collections.Generic;
using UnityEngine;

using UnityEngine.Rendering;

[RequireComponent(typeof(Camera)) ]
public class StandardRenderRequest :MonoBehaviour

{
[SerializeField]
RenderTexture texture2D;

private void Start()
{

}

texture2D = new RenderTexture(19206, 1080, 24);

[/ A—H—h GUI REVEIIYITRE,

[l BEDIL—LELIRIITTBIDNRRBENTIAF YA LY RA—UIITRNEE
N3

private void OnGUI()

{
GUILayout.BeginVertical();
if (GUILayout.Button("Render Request"))
{
RenderRequest () ;
}
GUILayout.EndVertical();
}

void RenderRequest()

{

Camera cam = GetComponent<Camera>();

RenderPipeline.StandardRequest request = new RenderPipeline.
StandardRequest () ;

if (RenderPipeline.SupportsRenderRequest(cam, request))

{
112D TORFv
request.destination = texture2D;
RenderPipeline.SubmitRenderRequest(cam, request);
SaveTexture(ToTexture2D(texture2D));

}

void SaveTexture(Texture2D texture)

{
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byte[] bytes = texture.EncodeToPNG();
var dirPath = Application.dataPath + "/RenderOutput";
if (!'System.IO.Directory.Exists(dirPath))

{

}
System.IO0.File.WriteAllBytes(dirPath + "/R_" + Random.Range(9,

100000) + ".png", bytes);
Debug.Log(bytes.Length / 1824 + "Kb was saved as: " + dirPath);
#if UNITY_EDITOR
UnityEditor.AssetDatabase.Refresh();

System.IO0.Directory.CreateDirectory(dirPath);

#endif

Texture2D ToTexture2D(RenderTexture rTex)

{

Texture2D tex = new Texture2D(rTex.width, rTex.height,
TextureFormat.RGB24, false);

RenderTexture.active = rTex;

tex.ReadPixels(new Rect(@, 0, rTex.width, rTex.height), 06, 0);

tex.Apply();

Destroy(tex);//prevents memory leak

return tex;
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URP ZfEBT2H5 1 DO RIS BHEBIEREEZT I/ ALT— T ADFI B
TEBLS5IC93 Unity ORFTOA—HU>IY—IILEOBEBEMETT, COETIE.
Shader Graph ZFERA LTz — R —ZER T2 FEL. EZaT7II T Tz &ERLT
N=TA LI IO RRT B EICDOVWTEHRALET,

Shader Graph

Shader Graph . 7—=T4 A DT =0 7O—ICHREZLYT—HA—EEALET,
Shader Graph W —JLIZ.URP 7> 7L —hrEFERALTZOS TV BRI 3D\
URP Ny —O%AVR—bIBBICEENE T,

Shader Graph ([CDWTId XIHIDAARHBETIH T177 T DETED EIFTc
SAMNO—21—4—DEZEL TCERNTEERRATY IZHALE T,

1. TProjectiV+>RUTHEY )Y I LOBYRTAILA—2R DI} TCreatei>IShader
Graphi>TURP1>TUnlit Shader Graphi%:&RL 9, ZDOHITIEMUnlit) %#3E4R
LEFT.H LW Y% FresnelAlpha &1 £95

Shader Graph URP > | Lit Shader Graph
Shader Builtin Unlit Shader Graph
Shader Variant Collection Blank Shader Graph

P Sprite Custom Lit Shader Graph
Testing Sub Graph

Sprite Unlit Shader Graph

Playables Al ‘
g - 5 Sprite Lit Shader Graph
Assembly Definition r R =P P
v =

Assembly Definition Reference \ Decal Shader Graph
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2. #L\ Shader Graph 7ty bz 4 7)L21)wo L. Shader Graph T71X2—%Zi2H)

LET,

Graph Inspector

Node Settings  Graph Settings

Precision
Target Settings
Active Targets

Universal

Universal
Material

Allow Material
Override

Surface Type
Render Face
Depth Write
Depth Test
Alpha Clipping

Single

Opaque
Front
Auto
LEqual

Cast Shadows v

Vertex

—O Position(3)

Object Space =0 Normal(3)

Object Space *~—O Tangent(3)

Main Preview

S x—A—EfoTREAH UL Vertex /—R & Fragment /—RIZDWTIEAI-T
WBTL&ES.T7AIETI DT —R— . ITUTINEERIBETILH Vertex
/—RZEBALT Camera Ea—ICIEELLEEE N . Fragment /—RZFERLT
BEIEIDIL—AT—ICRESNDELSICLET,

3. TOYI— 44— ATz TILI7EREERELEF T LIEMNDT,
Transparent £a—ICERIT2HBEHLHDFJ,TGraph Inspectori>IGraph
Settingsi>TSurface Typei% Transparent |ZZE L F9,.Fragment /—RI(Z
Base Color 7217 T%< Alpha ANDHZZehHhD £,

Graph Inspector

Node Settings ~ Graph Settings

Precision
Target Settings

Active Targets

Universal

Universal
\EICHE]

Allow Material
Override

Surface Type
Blending Mode
Render Face
Depth Write
Depth Test
Alpha Clipping
Cast Shadows
Custom Editor
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Single

Transparent
Alpha

Front

Auto

L Equal

4

Vertex

Object Space —0O Position(3)

Object Space =0 Normal(3)

Object Space —0O Tangent(3)

Fragment

—0O Base Color(3)

—O Alpha(1)
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4,

Sr—A—|7ONTZBMLE . HIZIL. Color & Color & LTENML. Power &

Strength %z Float fE L TEMLE Y

FresnelAlpha

e Color

Category

Float

Vector 2
Vector 3
Vector 4

Color

Boolean
Gradient
Texture 2D
Texture 2D Array
Texture 3D
Cubemap
Virtual Texture
VEN
Matrix 3
Matrix 4
Sampler State
Keyword
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5. TGraph Inspectori>INode Settingsi>Defaulti=EHALT. T 74/LMEE
FRELE9.Color % white |Z.Power % 4 |2, Strength % 1 [CEREL T,

Graph Inspector

Node Settings  Graph Settings

Property: Power

NEINE Power

Reference _Power
Default X ‘[|

Mode Default
Precision Inherit
Exposed v

Override Property
Declaration

6. Shader Graph (&, /—REFEETEHIECTHELFT. &/ —FIE 1 DU EDA L
HAOEFBEET./—FZEMTB3ICIE LB DISearch /NRILTHIUY L.
[Create Node ] Z:#IRL TIFre; X AJJL £ 9, Fresnel Effect /— |2 ZDFERD
RNSINET,

Create Node
Q~ Fre

Math
Vector

Fresnel Effect

© 2024 Unity Technologies 105 / 140| unity.com


https://unity.com/

7. /—RICVHRDODTFLEa—DRREINETFresnel T7x I MEIFICHED>TESL
BARZEHDDDETEIE Ea—FAREERFROETHD. X717 DHE T
FOEDRKEHEO>TVET,

TIL 7B IR TR/NERD FET,0ne Minus /—REFEALCHEREZREECEEY,
ZNn#E1T51CIECreate Node %2 21)w2 L C.0One ¥ AJJL£Y,0ne Minus /—R%
FEIRL £, RIC Fresnel Effect /—R® Out(1) 55 One Minus /—R® In(1) A
RSwILETCD 1 IFEDOEAE—D Float THBZrxRkLTWLWET. D
31EoTHEB 3 DDOMANZIFONIMNLEIEDET,

J=RIEUTOLSICHEELET,

Fresnel Effect One Minus

out(1) ® =——————-® |n(1)

8. U7 —2arvoHrXeekOEREZHEHT A EZRTVWIELLS.I5T—
2V DA X%EZEETBICIE. Power /—REFERALEY, Power /—RZEIERL L.
One Minus Out(1) Z Power A(1) IZ##5tL £ 9. Power 7ONT1%Z I Z7ICRZ v L.
Power B(1) ICIERIL £ 90 COBRIEZR T T L I T TERDELSICHBIFETT,

One Minus
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9. Multiply /—RZFERLT. 2EDFEAEZHIEL 9. Multiply /—RZ/ERE LT,
Power Out(1) % Multiply A(1) IZ3&#EL £ 9o Strength F7O/NT+Z I 5 7ICRSvI L.
Multiply B(1) (Z3EBTL £ 9. 2tIZ Multiply Out(l) & Fragment Alpha(l) =#&&L.
Color(4) 70/\T1 % Z7IZRZw4 LT Fragment Base Color(3) IZ#&#tL £ 95

CC T Color 7ONTIE 4 DOEDZRORNIMLTHEBEINTWVWRDICH L,
Base Color I& 3 DD D EIF ORI ML THEE SN TWLWSZ eH 9 h D £, Shader
Graph |&. Color DERHID 3 DDA % Base Color DRIRZ—IZXyFLET,

10. 7Y EHREFELTHLWITUTZILZER L £9, > — 4 —%. Shader Graphs/
FresnelAlpha IZi& SN TLWBTOFH LW TUTILICEID Y TET,

Fresnel Alpha (Material)

Shader Shader Graphs/FresnelAlpha

a
Surface O
Shader Graphs

Surface ln ArnoldStandardSurface

Color AroldStandardSurfaceTransparent
CurveShader
Decal
Desaturate
v FresnelAlpha
GlobalCurve

Strength
Power

Advanced
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11. SNTRTUT7NZA TP I MIBRAL GO RMZHIETESLSICHDE LT,

ST—H—DRTATRORA VS MIBAIN EZOEDICNO—I 7T ZEDHLTVS
2EmE Shader Graph

2 E®E Shader Graph (& Unity URP 2022 LTS TH7ZICBAINE Lo SHUIK HREL
RANTOERNZADIER ZRTREICL £ 9, [ProjectiVr > RU%EH Vv L. FCreates>
F'Shader Graphi>TURP1>IFullscreen Shader Graph1Z3&RL £,

Shader Graph Builtin
Shader URP Lit Shader Graph
Shader Variant Collection Blank Shader Graph Unlit Shader Graph

Testing Sub Graph . )
Sprite Custom Lit Shader Graph

VFX Shader Graph Sprite Unlit Shader Graph
Sprite Lit Shader Graph

Playables
Assembly Definition
Assembly Definition Reference Custom Render Texture

Decal Shader Graph
Text

TextMeshPro Fullscreen Shader Graph

£EE Shader Graph D1ERL

BlitSource #7>a> %M Y3 URP Sample Buffer /—RZFERALT. 75X+
SI—HA—DOEIEIINDBIZTIERATRZENTELEFTUTDOIZTIE VT IR
BT DBITY, 7. URP Sample Buffer (& Ty PRHEPE—a > bLAILICIRILD
D—ILREREE—2a>v R I NLEFIBRIREICLE T,

Vertex
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Defaul¥ «-—O Uv(4) Output(4) © Multiply Fragment
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OB EFERIBICIF.COT—R—ZFRITBIT VTN ZEALTIREDAXSD
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a

Renderer Features
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Render Objects (Experimental)
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NEINE FullScreenPassRendererFeature
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Injection Point Before Rendering Post Processing
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BEY >

—  COJOYRZANTIR BN IOV OD D ERERITOREE EHIC.
Shader Graph 7O+ X =L TWLE T,

—  Unity @74+ T Shader Graph DR—JZF Ty I L TR T,

Visual Effect Graph

Visual Effect (VFX) Graph RT3 8. 7—Ta1 AMIESTHELRPT L —RR—ID
IS TTEHRDON—TAIINIT TN EER TEETL,VFX Graph R LT AL E,
BN BEEDA—D  ZOMBLOHRETOS I MIBMNTEET,

VFX Graph | GPU ETEIfEd 2O Fa— b r—4A—%ERALTRED/NNT+—I VA%
FIRT 7. VFX Graph TIERSNIRIRZFERALTWVWS S —LAlF. OV Ea—MLEZ
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1. VFXGraph I%.Package Manager h'5/\w/r —J X LTH Y O—RARETT,

[ ] Package Manager

& Package Manager
=+ v Packages: Unity Registry v Sort: Name (asc) v Filters v Clear Filters

All Services

Packages
Visual Effect Gra

Visual Effect Graph Remove

14.0.6 - January 25, 2023
Visual Scripting
From Unity Registry by Unity Technologies Inc.
Visual Studio Code Editor 7
com.unity.visualeffectgraph
Visual Studio Editor

open VFX Graph Samples project on Github

Description  Version History ~ Dependencies ~ Samples

The Visual Effect Graph is a node based visual effect editor. It allows you to
author next generation visual effects that Unity simulates directly on the
GPU. The Visual Effect Graph is production-ready for the High Definition
Render Pipeline and runs on all platforms supported by it. Full support for the
Universal Render Pipeline and compatible mobile devices is still in
development

2. VFX Graph O > ~—JL#. TProject window>TAssets) 74 /L4 —RATHY )wo
TR FHLWA T arhRREINZESICAD £, TCreates>Visual Effects)>
I'Visual Effect Graphy Z 3R L. #F L LV 77ty M Smoke WS EETE(F T ELLS,
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Reveal in Finder
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Copy Path
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Lighting Settings
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Custom Render Texture Visual Effect Defaults

Visual Effect Subgraph Operator
Visual Effect Subgraph Block

Animator Controller
Animation
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Editor Version: 2022.2.9f1
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' Ccore
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This is an empty project configured for 2D
, 2D (URP) apps. It uses Unity’s Universal Render
Core Pipeline pre-configured with 2D Renderer.

Read more
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Project name
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Material URP Asset (with Universal Renderer)

Import New Asset...

Import Package
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— Pending Initialization 0- 0A O 0

This will upgrade all materials and material references.

Initialize Converters

Initialize And Convert

EILA YL Z—NATFS514> 2D FOP T % URP 2D ICEH#T B
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2D SAMEURP 2D LYAS—TCHERATEET.CNSIE NTA—TI VR EREEZ
BILLETHLWY =L EZERTRET EDEBRARDHZEBREIERL. RTUL
S5 h2ERALTRABRRITSAMUI—ayva2 el 3Rz L LV —
L7LADOEgEMZEDH I A TEF I HFO/OD I ERITTHE. O—VA
IZ URP 2D S bHY R LVREEIC AR D 6, R S5 Y Sprite-Lit-Default >z —4—%fFAL
TWBES LA I TATA I BRINTWSDZ R TED B LNEEALD
L TR RVGEE =T 74 b7 O— NIV A EIDETOEN A T1T
DEHEVARICEDET,

=T D BRVER LA TR T IAILRT Unlit ICADE T,

THierarchy |7+ RO EFERAL TS 2BMLET. /72 Jvo LT Lighti>IGlobal
Light 2D Z#RL £ 7,

Light Directional Light
Audio Point Light
Video Spotlight

ul Area Light

Ul Toolkit

Volume

Reflection Probe

) Light Probe Group
Rendering

Camera Sprite Light 2D
Cinemachine Spot Light 2D

Visual Scripting Scene Variables Global Light 2D
Visual Effects Freeform Light 2D
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C M T, Settings. Color.Intensity. ZL TZDFE%Z% (7% Target Sorting Layers ®
BN TERLSICADEL

2DURP JL—LT—2ICIE 4 DDA b ZATHEENF T,

—  Sprite: RFSA M EFERLTSA T LN ZHIELE D,
—  Freeform:RUIUHRDSA &R LT,

—  SpotiFERLISTMMOAELAAZE@IKEIETEXR T RIS ELTRA
LEY.T 74/ b TIE R C SRS DEEIZ. 360 EICHTD &, Ko WAlk
HNUDFEZFEL. S DR EBR LTINS TR DBEZRETTET,

—  Global: 24— v DY =LAV —LDIRTDOF TV RS LFT,
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AT DR’ E T DB A Shadow Caster 2D AVR—RV M ZEBMTIHED
HOFEI,

v Shadow Caster 2D

Use Renderer Silhouette v
Casts Shadows v

Self Shadows

Target Sorting Layers Default

-~ :
¢ V Edit Shape

Shadow Caster 2D > R—3> hZEM

URP 2D LYZS— . O—IYRON—RITF7 THTRICEET BT77— AT SAD
2D 7= LZ R BT DICRBERY — L Z TN TRHL KT,

~
il

4 ' Dragon Rustum

Witch Giorgia Sir Jarek Wolfman oriz

82/180 53/200 1271225 408/800

Unity 2D 7ETDragon Crashersih*5 DEI&, Unity @ 2D Bi% e 7w, 2D game art, animation, and lighting for artists (.
Dragon CrashersiD VU IAT4 T T L IE— &> TRESNIZHDTT,

BEEY >

—  Unity @ 2D 7. Dragon Crashersyi& Unity Asset Store TAFRIBE T,

—  T2D game art, animation, and lighting for artistsy . B 2D ' —LZ&IfEL =0
Unity BREES LU T7—Tr AMAFICER SN LIRERITBR AR T,

119/ 140| unity.com


https://unity.com/
https://docs.unity3d.com/Packages/com.unity.render-pipelines.universal@12.1/manual/2DShadows.html
https://blog.unity.com/games/get-to-know-dragon-crashers-our-latest-2d-sample-project
https://assetstore.unity.com/packages/essentials/tutorial-projects/dragon-crashers-2d-sample-project-190721?
https://resources.unity.com/games/2d-game-art-animation-lighting-for-artists-ebook?

© 2024 Unity Technologies

NTF—=IVRIMEEROTOS T I MIREEKELE T BICTOT 71U 0T %ITUN
HAESIIILEGKEZEL TS —LETAML TSV TWindowi>TAnalysisi>
MProfileri T/ O 7715 — 2B COEDREFEICHHTLETLY,

I Project 8 Console Frame Debug % Profiler
Profiler Modules v Play Modev @ I4 P Frame:751/751 Clear

c% cPU Usage 66ms (15FPS)

Rendering
Scripts
Physics
Animation
GarbageCollector
VSync

Timeline v Live

33ms (30FPS) N HE. &

ZDEIIITII T —LDINTA—I VA EB LESEZ T DOHAEICDOVWTEHRBELED,

SATAVTDEE
Za+7O—7
D7Loa>rOo—7
AXRTHE
INATSAVHERE
TL—LFTN\vH—
Za7715—
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CNSORBEICOVWTIE. COF 21— )7L THHBELTULES,
URP TOZATa>7 LA Dt

URP IFmiBIL SNV TIVEA LA TA VT ZBRICHEBERINTUVWETURP 747—R
LoAS—I3 A TSI RBI-DRA 8 DDUTINRA LA N ET RN T —LAD
AXSHID]RAK 256 DUTILRZA LT M EISICENTILRZEDHDNEAILR TS
TA—LBOAASHTD 32 DUTILZA LT b R—MLTWET, £7/-.URP Tli.
INATSAOTEY R TAT STV CICSAI MNDEREZITSCEDTESATAVT %
OO EIHTZZ N TEXT,

TATA I DETHALIEESISRAILIESATA VTR =2 DINTF—I VX%
METEBIREDHFED 1 DT INTINEALITA T JIEAR BB B EEM
RHBOFTHO—CRDSA DN THBEERETZENTITINITAIELST
NTF =RV RZEME T B EDNTEXR T AT INITATA I TIZIFvid RIS
HAETAIHNEN AL EDORO—I-ILICHEHONE T SR S — 2 TE-RO S M
ERAINBBEICKICENTI 1T, I ZR179%H5 1 DOKRETHIERI.
VR TRENFLIFEE 2L RV RENEmEZE LTI EHTES
ZETY

JO—=NILLILER—=a3 Nl DWTHBERICTA T I D I3 TR EIFTVWET,
07Ot RIEATRNTIAEEZSIaL— N RENXTRABEODA TSIV %
BS5LET FTRIF.RILS—>D 3 DDA T4 VIR EEZTRLTVWE T RTINS
AT —=ABLARTITEINZAT T HD. FLTRAN O AN EAINHD T,

EDBIBIC SATA VI T =R LRI ENIFA T 2T H ORI T O ZEM

NAIFTBE—VADEDRMA D RFHNZEZITTRESINITLHRISEZEIBLN
FEADNCDTIZ IS =22 EKICEDUTIILICKZIM S . 2FN B RIcBZ
mEIEEY

BIOEBRNSIF ANRAIRICHEADOZIRF 2T —NAFA RN ZODRD DD ET,
RATENIFAMEITAT2—FM MDA EHET FTRELIRD. BN DXEEZUTIL
FALTHEL IO—NILAIILIR—2 3V BEIRNR =R 517127 (IBL) /v ROy T/
TO—ThSEIFTBESICLTLRSLY,

AT BT MRA I DR I EDRATHLADNRA T,
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S b EARAF 35S, Lightmap Resolution & Lightmap Size D&/ME%ERLT
<2 &L\ 'Windowi>Rendering1>TLightingi>Scene BB L £ ¢, CHUIT IR FvD
AEMBEREZRS T DICIRIIBET,

Lightmap Resolution texels per unit

Lightmap Padding texels

Max Lightmap Size

Lightmap Resolution & Max Lightmap Size 5% &9 %
SO —7

TATaT DT ayTHALEESIC AN TO—TR@ERAIRIIS—VRADSA
TAVIT =TI L EBNAT O O MO BEI LD L LT=D T BIRIC RETED
BREFEATEIBLSICLET . CNICEID AT I MIRA TSNS TV IRIRIC
BIHAH EOBRICRERLONZLSICHDET,

SANTO-TE LRI T T — AOAER R #1809 e LA I BRE =
MRAET.EDH O—IVRDENAMINTNARZDHZEL . IRTDN—RITTIC
BB T,

A TSI RDL VAV IRICSA T O—TRERLIBEOMR 51 FO0—TH0 () .S+ FO—J7%L ()
DoLoia>ro—7

7L ay7O-—JERLTS—YeRBILIZIEDHTEERIT VILI O3y
70T REO—FEEKDIARNIIREL T LOUT I ARHNZBRLET,
TI7AILETIE Unity 13VT7L 023 Ry T ELTRAAAMRY IR ZEALET LA L.
12U EDVTL Y23 TO—TJ% RT3 T EKOABDRERICNYFI B RE5%
BHRTELEY

BONEY —TIRTIIL Y>3y IO—J%=ERLISHEOMRIVILI2a>TO—TH0 () UI7LoiaryrO—J%L(H)

122/ 140| unity.com


https://unity.com/

© 2024 Unity Technologies

DI7L02arrO—JeRA033BICEMENZFa—TIvTDTFAXIF AAIH
RFATZATSIMIBEET BHEBICSSTRBRDF T M —XICE>TeRNDIY TS
YA XZERL T —22mBL LT T,

\/

Box Offset |
Cubemap Capture Setting 32

Resolution 64

HDR v 128

Shadow Distance 256

Clear Flags 512

Background 1024

Culling Mask 2048

Use Occlusion Culling v

Clipping Planes Near 0.3
Far 1000

oL o2a>y7O—"J%a—0v 7O 1 XDFE
— =
NASHRTE

URP ZEHTRL NTA— IV ARBILDTEDICAATORERL VAT —IEE
EWMLT BN TEFI . CNFZ. ATV TNAIVREO—IYROBEAD TN
AR%ER—=TYMILTWABBEICERN T RN O v RUL VAV VTORE
TOAFvREBROGEVW O ZE ML TR ETaTILOEREIETHDETH
O—IYRFNARTDNTA—IVZAD M ELET,

FoIN—23>h VT

AXSERBILTZHD 1 DOBNIFERZT VL —232070) I TE T 74 ETIE
Unity DAXSIE EEPHDATITI DR BICEN TV DHZ DA XN ZE D,
BICAAZOHERNDIRTEEBELE T TLAV—DS5RI BV H AN ZHEET S
BRIFBL SUNBROBELKEZESCCICRDE T, ZCTHIIL—23>A I
HETY

FON—=23Y NI TEAAZEDBICHIDTATLHHIRT B L. EDEBICHZZD
ATV RNTLES LS B —UICRE T, FOEBRTRINTLBLSIC EIL
ROBEDS B BRI — LI A VI —23> N )% FERT B30I RMERH T,

TIWRZLAI2T (EOBER) A VI —2a>h)J (BOER)
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FON—=230F—2%RAUF3I T Unity 1Z2—>DESNTREIRVERD %18
LET.IL—LCCIHBBEIND D AXNIEZRSTET NITA—IVADKIEICH L
L&,

S—=VTHIIN—=3> R TZBMITBICIFAEED T F A RIC Occluder Static
F7:1% Occludee Static DY — =TT I ERMYIE BERY e LTI—rENTz
ATz O EA I —RTEZHEDNSKBEDF TV MTLIERYICARZ AT
IMMIARERT M EII XAy 2L AT -V R—2 Vb EFB RTRICES
LBVWREDLRH DT WMERYIL VA5 —aAVR— b 2FOF T THNIL
ATHELBRRICT VAL LICBIDBRWVWNERAT SO MNPBERAEA TSI EFE
nExJ,

BNTONT«IZGBEOROYTZITRELE T,

MSettings

— Static ~
Nothing
Everything
0 Contribute Gl
Occluder Static
Z 0.39594!  Batching Static
Zn 0 Navigation Static
7 1 Occludee Static
Off Mesh Link Generation
0 Reflection Probe Static

FON—2a>T—REENZFT TV MDRE

'Windowi>TRendering1>IOcclusion Cullingl #FE. TBakel 2 7 %:&R L £,
Inspector DA TICHZBakelZ#H L £F . Unity AT —a>T7—RZ4EmL.
T—2=7OJz DT EY ML TREL G 7EYRZREDS —2IZUY I LET,

Object Bake Visualization

Set default parameters

values.
Smallest Occluder
Smallest Hole

Backface Threshold

FUN—23>7) T D Bake %7
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isualization1 2 7= FERAL T AV —3 AU VT OEIEER TI . > —VRD
FCamera) Z3&R L. Scene E2—®DOcclusion Culling1 Ry 77w o1 Ro%EfEST
EDa7 o148 —2a wZ R ELE TRy T 7y AAINE% Camera Ea—D1 2 RIDKAIC
BENTLWSHEELRHDEI. EDOHBEIIZERT7rI>%EG V) v LT Collapse) ZEIR
LET. Ry T T7v 7T z8BL1-5. 80y LTERL Camera Ea—%Z8tL£7,

© Inspector 2 Navigation @ Lighting B Occlusion

Object Bake Visualization

Visualize
m Camera Volumes

Scene Filter:

DAl miCameras

Visibility Lines
Portals
| ¥ Occlusion culling

Wt Main Camera (Camera)

0 ing visualization in the Scene

Visualization 87 A VI —23> AV TRy T 7w

AASZEH T E AT I MIRNI-DBRDTBIETTT,

FON—23V AV IDATDBEDMR (EDER) L3> DIHa DR (BDEHR)

N TS VRE

URP 7tV DREEZZEEL. BLZRELNILZFHATZCCOMRICOVTIF FIE
FEALELICHN CCTR AP I MIRBRHERET BT OICRBL NI ZFH T 1o HD
EMOEY VOB LET,

— NTF—IVRA[LOIBICREDRIRE CEREZRS LEFT,

— ARETIRAFYRARBERTIATFvRETOSTI DB E L LR VIR ZER DL
L&,

—  FHLLWWN\YFIBSE%ERT 31213 SRP Batcher 8% L %9, SRP Batcher (3.
ELCz—R—NUT7UrEERTZIA Y alCBENIC/NyFUEZEALT.
FO—O-LZRBRSLET.>—VIIBROFNA TSI HZHE . NI
NTH— > R% EFBER B A EICHED £T,SRP Batcher DF v IRy IH
REASNTULERWEEIX.3 DOMDORy7ra> @) 22Uy o L. TShow
Additional Properties) #:&iRL 95
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v Show Additional Properties
Show All Additional Properties...

URP Asset Inspector MEN 7 O/NT+ DEZE
JL—LT/N\NyH—

TL—LT Ny H—%FERTIE LA ThOEEFH LD LEBBTEET, [Frame
Debuggeri V1Y RO TEBMBERERTIDICIEURP PEY M EFERALTTNYY
LAJL ZFEEL £, SRP Batcher Fxy IRy I RIS, Chid Show Additional
Properties A& L I/ Inspector ICOAHRTINET,

SRP Batcher
Dynamic Batching

Debug Level  Disabled
Shader Variant Log Leve

Profiling
Store Actions e

FINYTLARILDRTE

TNVILRIERETDENTA—IRVRICHETBZ D HDET IL—LTN\VH—%
FERALTLRVWEER BICAZICLTE S,

TL—LTN\YH— IS BREGEL A0 T3 ETICRTINIRTORO—O—/LD
DXL ERTFULEEDTIL—LDL A VLB HD D> TVWBIEBRERET DI
BIUBFEI F o—ORO—O— /LD IEREICZVVEBREZRET I EHTEET,

M'Windowi>TAnalysisi>lFrame Debugger1z 2 )y L TIL—LTN\vH—ZRAETET
T—LOBERICTEnablel REVZZIRLE S CNTT — LD —FEFLEIN . FO—
J-ILZzRHETETED
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B Project & Console Frame Debug éq Profiler
Disable Editor
MeshSkinning.GPUSkinning 6
MeshSkinning.Sk 3 6
nputeSkinning atch (5}
IRenderPipeline.RenderSingleCame 42~ 2854x1340 B8GBR8AB_SRGB ()
eRenderer.Execute: MansionLigh 42 || Event #61: Draw Dynamic
ar (color+Z+stencil) Shader Hidden/Universal Render Pipeline/Blit, SubShader #0
MainLightShadow Pass Blit
Shadows.DrawSRPBatcher
Clear (color+Z+stencil)

“ RenderTarget <No name>

RT O v Channels Al R G B A Levels

Blend One Zero

True

RenderLoop.DrawSRPBatcher st Alw

ColorGradingLUT ZWrite Off
Draw Dynamic
SSAO el
Draw Mesh 5 h False
Draw Mesh
Draw Mesh
Draw Mesh
Clear (color+Z +stencil)
DrawOpaqueObjects
RenderLoop.DrawS atche 3  Matrices
SRP Batch unity_MatrixVP
SRP Batch
SRP Batch
DrawTransparentObjects

TL—LT Ny H— D

_CameraColorAttachmentB

LYHE—=NATZAV (ERIORAV)DRT—2%01)y0dBE . Game Ea—ICZD
AT=CDFLEa—hIRREINFT,

TL—LTFN\vH—IE Game Ea—DL VAT TOERDERTY T (CDHEE SSAO ERRTY ) HRRLED,

Unity 70771 5—

TL—LTF Ny AH—CERIC.TO771 75— 37Oz TIL—L YOI EZET TS
DICHD BB EHIEF T ZDICRBERFETILIF VI AXAEBV. ATV T OBER

RCEET T ETICERND D BRI T EFETEZD T I—RDBEMARNL
IO EEREILHBDITRIIBEET,

'Windowi>TAnalysisi>TProfilerih'5. 707715 — 2 E £ I. BEE—F Tl
COITAVRII T —LDEFENBENTA— IV AOBMBZRBELET . 517
Ea—%—FRHZEILELTHEBE—FEZERATZE. 1 DOT7L—LERTIBDETICHD ok
Ol ZE R33N TEEXT, S OT77 17— 7L —LKNT Unity BETLIRO-)L %
RRLET,
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EOICFFHRB DM ZEITIICIEEL ANILD AT T TS50 Profiler APl ZfERLEY,
C o Profiler API ZALTTOT7 715 — 2R L. RXATAT TSI —FD
NTF—VR&EFOAT7A) T LTD.Sony Playstation @ Razor.Microsoft
(Windows & Xbox) @ PIX X>.Chrome Tracing. ETW.ITT.VTune. Telemetry 7D
Y—RN—T1BOTOT771 )0V =LK ETZ AT )T T — 2= 2HETS
CEHTEFT,

Loading

EANCBLANILORAT4T TS

#include <IUnityInterface.h> 44 > Profiler APl DR H %=
#include <IUnityProfiler.h> HETVWET,

static IUnityProfiler* s_UnityProfiler = NULL; . .
static const UnityProfilerMarkerDesc* s_MyPluginMarker = NULL; EmMYY -2
static bool s_IsDevelopmentBuild = false;

Unity TRERZTOT77A1U>T
static void MyPluginWorkMethod() y CREL ! 7

{ RENEBELLVBEIE FT
if (s_IsDevelopmentBuild) FERD e Ty olUltimate guide
s_UnityProfiler->BeginSample(s_MyPluginMarker); to profiling Unity games1 %

// Unity Profiler TIMyPluginMethodlX L THRRTHZVLWI—F ﬁ'ﬁ‘/[l.—}fl,il,;'l:d)jj’rlf
/... IZi& Unity TO7FUr—23>0M

FTOa771I I XEYDEE.
if (s_IsDevelopmentBuild) SHEEHOREICETISE

s_UnityProfiler->EndSample(s_MyPluginMarker);

) T RNA 2D D& DD
FTHRLHLSNTVET,

extern "C" void UNITY_INTERFACE_EXPORT UNITY_INTERFACE_API UnityPluginLoad

IUnityInterfaces* unityInterfaces I

(tuniey / ) Nik AR S BB R
s_UnityProfiler = unityInterfaces->Get<IUnityProfiler>(); 1)y —X|Zl&. Catlike Coding I
if (s_UnityProfiler == NULL) &% Measuring Performancel.
return; .

y “kB&T
s_IsDevelopmentBuild = s_UnityProfiler->IsAvailable() != 0; TheGarnedengruL;A:? pnmy
s_UnityProfiler->CreateMarker(&s_MyPluginMarker, "MyPluginMethod", Draw Call Batching1%& &hd D

kUnityProfilerCategoryOther, kUnityProfilerMarkerFlagDefault, 0); *9,
}
extern "C" void UNITY_INTERFACE_EXPORT UNITY_INTERFACE_API
UnityPluginUnload()
{
s_UnityProfiler = NULL;
}
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URP 3D 27l

FLW URP 3D H>7)Lid Unity Hub TAFTEXT.COY VIOV MIBER
URP Z(EAL TS Z<OHEEEICE>TIHIRADHIERRIZDS — 2 ZBEHI XD,
URP 3D > )LICIE Unity 2022 LTS 123173 URP O#EEE AT % 4 DORAZIRED
FENTVETD,

BREBERTLEELLD,

New project
Editor Version: 2022.3.11f1 [its
= Alltemplates
Core
Sample

Learning

3D Sample Scenes (URP)

These four environments showcase the
versatility, scalability, and customizability of
the Universal Render Pipeline (URP). The...

2D (URP)
Core

Read more Upgrade
3D Sample Scenes (URP)
Sample

Project name

3D (URP) My project

Core

Cancel

© 2024 Unity Technologies 129 / 140| unity.com



https://unity.com/
https://unity.com/ja/demos/urp-3d-sample
https://unity.com/ja/demos/urp-3d-sample

© 2024 Unity Technologies

ZEE

COI—UNF ENTILR AV =ILEBNAIYVRDY -V FF AU MYy TET.URP %
FRLTERD TS YR I4—LICEDLETHRMICOAVTIUOVERT—ILTEHER
RLTOFETBFERL S PBR LU AUV I AR XETRERHEE FT LWLV T+ T — R+
LR S—%=ERLERERDTA MIDFIRZEB LMD DL V) I HEREN
BT

FT7R

CNIK FERICEEAAR TV RF v VFX Graph T7x ¥ . SpeedTree. 5L UHRZ L
KYJa—2ar EFERLIEERMAY—> T, dvFa—boxz—4A—%H%KR—r93
TNARZERZ—TYMMILTWVWET,
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dvoEvk

ZD>—id.Shader Graph ZFRLIEARZ LS AT A—REFRLTVET,
Meta Quest2 DESHI—RL XD VR T/NAABICERETTNTLE T,

Z—=3IFI)
SOV MDY TN —RBDUS T LTHEEL. 53> — D BRD S —IC

BHITZ-ODNS I3y IT IO 2R LET, £/ look-dev BDO 7w ~%EEN
TEIRELREDBATVED,
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ISR DB

YOO TIRTIE O —VEOBEICS 22 ary I 7z Vb 2ERALTVET,
o2 a Iz oMIBEADL VA —2—TybhEFERLT S I2aon
ETTRRICRETEZI— LAV T LET AN —2id Shader Graph TIERK
SNTEHRELYT— A —%2FERLTCHAThE S —VICERBETNEABEEZR—IC
LRI ENTILZD) =R Ty Fld Render Objects Renderer Feature /L7
ATV UNEERLTLUEINE T,

v Screen Stencil (Render Objects)
Name ScreenStencil
Event AfterRenderingOpagues
Filters

Queue Opaque

Layer Mask Screen, Occluder

LightMode Tags
Overrides

Override Mode WEICIHEL
Material ® StencilOnly
Pass Index 0

Depth

Stencil
Value
Compare Function Always

Pass Replace

Fail Keep
Z Fail Keep
Camera

Screen Stencil Renderer Featurel
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COMBEEBFICREZICIF Unity OOTNRRINZETTREICAD>THES. 0%
BEOPFRICEKZILSICLEFT.CNTRS I a>R U A—ShET,

IRTCOI—27EyMMIO—REHIO—REINETHABEMICRZDIE 1 2O —2DH
T A—ZFINO—Uh BB LAEBRIC.SVRAILTHERINS AXSIE.FPS_
Controller =LA TSz IbDHDEEILTY MainCamera (370717 HR>— 2%
L>41)>vJ L. ScreenCamera [ EZX—ICRRSNZ S —>% L VAUV T LET,

R HubScene
) TransitionManager
&3 SceneSetup
@ Root
Ng FPS_Controller
Ng MainCamera
Ng PlayerFollowCamera

N¥ PlayerCapsule

Ng UI_EventSystem
&) ScreenCamera

FS22oaR AR =Y AASREL A —E =Ty ML YR T ENFETURP I
1 D2DXAYT4LT2a3FIIFA LT R— LBV O BEEDELET BN
HD £, MScripts > SceneManagement > SceneTransitionManager.cs1&\\5
ZOVTDRLY AUV TRICRITEN T ITA TR =2 DALY S EEMICL.
HMOZA ~ZE ML T.COFIBRZFELIICKRESNTUVET,

UTDORY)FhEIELE SV, 0nBeginCameraRendering XV YR TIE £ ATV
AXZELIRI)TLTVWRHESh EFTyvILEdisMainCamera 7' true DIFE.
ToggleMainLight MU H LICKD. currentScene DX > 7L oS3t L1 +%
TOT14NL AN —>TdH3 screenScene DX T4L I3+ M EMIC
LF¥,.7=7 L.isMainCamera 1\ false DHE IFEDIRIEICHEDE T,

BL XU h\ RenderSettings 77TV DRELEFE TSI CIZLoTULIAIVT
INBI—UNEOETTAI VTLIIA AAARYIRDYIDEZ ZIEL £,

Render Objects Renderer Feature ZFERAL T AN —> e AS—CHOBR Z
WMEBLETRATYIVIINYIFICEZET AL E T RICHKNRATFIVITEED,
LA T EINZETCILDPEEDAT U VIEZFE>TVWBIBE. BN\ I 7IZT TIC
HBMEEFRFEL.EOTRVEFIFBEBICEEZTE X I, Renderer Features (3. /YD
HAEDOEEERALTRIENARL VA — 5 ER T ZIERICREAHETT
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Renderer Features

v Decal
Technique Automatic
Max Draw Distance 1000
Use Rendering Layers

v Global Volume Feature (Global Volume Feature)

Name GlobalVolumeFeature

Base Profile 8 LowQualityVolumeProfile (Volume Profile)

v Screen Stencil (Render Objects)
Name ScreenStencil
Event AfterRenderingOpaques
Filters

Queue Opaque

Layer Mask Screen, Occluder

LightMode Tags
Overrides

v Temp Post (Render Objects)
Name TempPost
Event AfterRenderingTransparents
Filters

Queue Opaque

Layer Mask Temp_Post

LightMode Tags
Overrides

E/\1JL Foward+ L >&2Z—® Renderer Features

BRABICAASOMBEEEHEZ-OIC. TOJTIMIIE. =2 TIld 7Y TR
TA4—LZ{R1ET S SceneMetaData RV FEHH D F T, £ BRHPDAH NI —>%
SLIE Y 3 SceneTransitionManager X7+ HH D £¢,Update XV RIFERDET
KR #EBHL £9.ElapsedTimelnTransition #* m_TransitionTime DA< A3 &,
TriggerTeleport NIFEUHEINBZZ LiZLD. Teleport XVyRAMUH INFET, ZHU
D TLAV—DUBEASHEESN HNI—VDEANY—IADY—LLR%
YO ZMMTONET,

Update()
t = m_OverrideTransition ? m_ManualTransition : ElapsedTimeInTransition / m_TransitionTime;
f (InTransition)
ElapsedTimeInTransition += Time.deltaTime;
if (ElapsedTimeInTransition > n_TransitionTine)

TriggerTeleport();

ElapsedTimeInTransition = Mathf.Min(m_TransitionTime, ElapsedTimeInTransition);

ElapsedTimeInTransition -= Time.deltaTime * 3;

if (ElapsedTimeInTransition < @ & Cooling0ff)

{
Cooling0ff =
}

ElapsedTimeInTransition = Mathf.Max(@, ElapsedTimeInTransition);

& !Cooling0ff)

quared = t * t;
.SetVolumeWeights(1 ~ tSquared);

der.SetGlobalFloat (m_TransitionAmountShaderProperty, t);

ScreenTransitionManager.cs @ Update XV

134/ 140| unity.com


https://unity.com/

© 2024 Unity Technologies

: RT—=ZEUT1
Quality

URP |38k 2 B/N\—RIT 7 ZHR—FLTED,
FLWG STV —CTIRERBZTNARED
EE A EZRLTVET, IProject Settings1>
MQualitylICIF BH2 AT a>hHh £,

Levels
Quest2

Low

Switch

High
MobileDeferre
Mobile Forwa

Default v v

Add Quality Level

mELANIL

BATLaVIZRBBLIFA—NATFA 7Y b 2ERLEI . mEDEI232T
FHBALTC L SISURP IEC DN EL A=A TS Ty bDREZHAEHET
mBZLELFT,

ZAZVRTAYVRAYREYMIFVTIVEAL3D 5740 R 2RI BBICEER
FEDNBOET . RBREEDR D) -2 ZF>TVWSTeH E B IFMERICLESh R ITIL
BEPENUCEDBEL A IENTL—LD 2 BOEEERBELTEDTI I5IC
FIEBIR fps D 72 THR7D 1 BWHDICHEREI LA ZLBDET . COREE
EhEg2 1 DOFERI KRR EINISA T T 2EAIBETT, FOadvIEY L
=rTR Y= —TAYVIIA T T ETIVEFERLTUVEY,

dvoEybOY I FILS—>
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ARZLZA T3 Shader Graph ZERAL TRIESIN. OI—T1 VI IEFE T,

BEOR—> T —4— EARRICGEERIMLEXC VS D ERAZER Y METHES L.
SATAVI LRIV ERELE T EDR.TVTZ2FERALTEZBSMIELTEDZIDTIE
B BRBERICT A LRI ZRELE T, AV IEY L=V TERTNTWSR S 1T
ETIEARATEINITO—NILAIINZXR—2a3 =R LTHEZETL. MW AT
S VMR EBINT 30Ty BB BHITVE T HRZ LT T |E Shader Graph %
FoCHIBSNET,

by—> 1 —R—OERICEAT3Fa—kJ)T7ILICDWTIE TThe Universal Render
Pipeline cookbook] ZBBRLTLEE L,

ENTILTNARATOY IO T I MDENT

T—LBEREICC O T—HRIIRREREIZ. ENTILTNARTT —LEAL—XICEESES
ZETEHLWH I TIL IO I D Settings 74/ 4 —IZI& BINTILT T —F+ URP
TEYEDEENTVWEIURP 7y hMI REREZRABTEIODELHFETT,
TAT7—R+ 1F. TL—LTEICKIBEBRAUTNIBZTTS CPU ICRELTWS 8.
O—IVRDENALNTNARICIEBTLORELBIRFETIEHDEEACOLSH
TFNARCRBADIE BTV TOPTIMD URP 7y TERESNTWS T 77—R
L>AS5—TT9,

RR=DDRI) =223y MIENTILTAT— R+ Ty bOREEZTRLTVET,
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Rendering

Renderer List

0 & bile Foward+_R

1 & Forward+_Screen_Renderer (Uni r Dati Set Default

-+ -

Terrain Holes

Quality

HD v
32 Bits
Disabled

Automatic
v

e Blue Noise

Per Pixel
v
ition 2048

Per Pixel

\tlas Resolution 2048
las Format Color High

Shadows
Ma

Metric

Last Border

Depth Bias

ve Enclosing

Post-processing

adir Low Dynamic Range

3?2
KV

Every Frame

ENAILTAT—F+URP 7EvH
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LIAS=URMIIE 2 DOAZN—HILL AT —FT =27y b HDET.1 DI
79547 >—>FE® Mobile Forward+_Renderer. 5 1 DIZEE S —>% L2410
937860 Forward+_Screen_Renderer TIoZETIXAFvHEMICHROTVLET,
BMZA MEIEERELBVW CITEEL KTV CNISGERICBTROEWA T3> T
BEENTMILTINARATIESA My —%2F>TRMABETIHFICED > —ICIE
T EADTAI D HD. L DT MO RERT DI yvF—2FERA LTV EIRDEIRD
ETFIHIZEDTATA 0% IvF—DEETHRL TS,

ENAIINT YR TA—LERZ—TYMITRBEICRICIRIID 3 DOV M EHSER
LEX,

— LAV TBREIEILBERSLET. RIEDENTILDIFEALIE &L DPI
(RYRN—A>F) EZTVWE T KEDT —LDIFE.DPI 1F 96 HNIE+2 T,
Bz 1£. Screen.DPI A 300 MiF4E.2400 x 1200 DEE T 96/300 DL >4 —
2T —)LEERT3 L. 768 x 384 BEUILEL VR TTRIEITHRD ETILED
FF 109D LICRDZTDINTF—I Y ADKIBICE L LE I URP 72y Tl A —
R —)VERET RN T2 LI ERAET I eHTEEXT,

—  MobileForward+_Renderer 7tz M Zid. Technique A>3 A Automaticl i
SXE I N7 Decal Renderer Feature %3 Z EISERE L TKE SV CHUFFERT
H—TTZABREEHZ T GPU Tl R Y= RR—RIZHIDED D FF ICELD,
NSDTNAATOEKBNY—EELRD RETINIZERTZLT
NTA—=I VXD MELET,

— THT—F+ @ CPUA—N—AYRDETERTNARATII T 77— RL R T %
FRLEXY.

URP 7Y hREPRF XV EEDET.INS 4 DDI—VZARRHAR T B LT
BAThTWETIZyIzBROTAP TN TERIZHEEZIEDNTEXD,

IvF—DBEEICEZEDS—2VDRAVESA
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URP ANDYIDE X 15T L TV B BIFEER 7—Tr A M.
ZIIN—23>DUnity R a2 Xk Unity Learn. Unity
Blog\.URP 74— L%&HFTFTy I LTI T,

Unity @ Product Board Tl& ERTERIFEHD URP #EHED
BEICINA ROV —XIZDOVWTHBZ B TEET,
HEEV I TR ZEBMTAEHTEEXT,

ZD e TyoDEHI<DIZ Unity ® URP W29 3
L&) 5D e R =B U TER S MBI T
FESLLWVT—LEVKODTHBNALET,

BERROREDOHNZHEHDHAL LIFET

= b i
TPixel Ripped 1978 (F3%7T : ARVORE Immersive Experiences)

TBare Butt BoxingJ (B35t Tuatara) [Can’t Live Without Electricitys (B3%7T: MELOVITY)
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