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New project
Editor Version: 2021.2.9f1
= All templates
Core
& Sample

Learning

Core

3D (URP)
2D (URP) The URP (Universal Render Pipeline) blank
Core t plate e settings and assets you
ng with URP. Equipped wit

3D (HDRP)
Core

¥ Download template

3D (URP)
Core

3D Sample Scene (HDRP)
Sample

3D Sample Scene (URP)

Sample
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HEIAIOHICHBER) ZTEEBZERT AL IICRESNE T,

URP Empty Template

Welcome to the Uni

URP Documentation

FEdit1 > TProject Settings] IC#&1 L. Graphics] /NI ZFT £, lScriptable
Render Pipeline Settings) @ URP 7t hH BIRINF SRP & LTRREINE
9, URP 7w bhik. 7Oz b0/ O—NILLOA UV ITREE RBREZH
L. LYA—NATFSAVDAVREAVAEER LET, —H. LYEUVINA
TI2AVDA VARV R FEVY —RELIYA—N1T 71 VDREDNTEN
TWEY,

lUniversalRP-HighFidelity] N7 7 #JL hERED URP 7t v B> TWLWEITH.
l'UniversalRP-Balanced) Z 7-i% UniversalRP-Performant] ICYID & X3 &
HTEXET,

£ Project Settings

e Performance Graphics
Scriptable Render Pipeline Settings

OT Settings
@Ur aIRP-HighQuality (Uni | Render Pipeline Asset)

| Settings A Scriptable Render Pipeline is in use

Shader Settings
Always include

cluded Shaders

T
T
T

Automatic
Ti e Automatic
Ul Builder cing s Strip Unused

iV
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CHELNBURS MUOIO—VEERTED. LI zip T7 L TI—RES
TYO—RLTRBRLTEED,

Go to file About

Examples from the Unity URP Cookbook

Local Codespaces
e-book
B3I Clone @
Raymarching %7 Ostars
LUT HTTPS  GitHub CLI @ 1watching
% 0forks
Raymarching https://github.com/NikLever/Unity-URP-Coo [_Q
Initial commit Use Git or checkout with SVN using the web URL.
Releases
Added Instancin . .
9 [;J Open with GitHub Desktop Mo releases published
Initial commit
[7) Download ZIP
Packages

Mo packages published

Languages

® ShaderLab 68.4% ® C# 28.0%
HLSL 3.6%

7OV MHMERIN. 4U>0O—RD#%. TOpens > TAdd project from diski
I2& D Unity Hub 51 > R— kL £ T,

Open New project

Add project from disk

Open remote project

MODIFIED EDITOR VERSION

a minute ago 2022.2.1f1

Ho7NTAd I MERLEOERIUN—S 3 YOI T Z—THEEXELTWVWS
EHEETT, TT4FZ—DN—=3 0B —HLTULWARWEE, Hub 357« 2—
N=a3 RS L TWERWICICETREEX v E—J%RRLET,
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BB A VAT BIEHTETET,

Unity-URP-Cookbook-main: Warning

Missing Editor Version
To open your project, install Editor version 2022.2.0b13 or select a different version below.

Please note: using a different Editor version than the one your project was created with may introduce risks.

2022.2.0b13

Install Other Editor Version Cancel Install Version 2022.2.0b13

BYBRITAZ—N—2arvhiA YA b—ILEnfcs. BECHDICTOY TV b %
A< CEDTEET,

IV
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STENCILS

URP i3, REMABLVH )V I%FIETS 2 D07t v b (Universal Renderer
Data 7w b& URP 7t v ) B'H D F9, AiEH S, Renderer Feature ZEMN
LTUTDELESBLUYA—NATSAVDREREDRAT—JICEATEET,

— v RUOLYAUIIH

— TUNRZRDL VA >

—  G-bufferoL >4 >

— TAI7F—RIAbOLYVAVVTH

—  TFTEHRHEOL VAT H

— ADARYIZDL VA1) T8

— BHEEOL>ZY>JH

— ARZAMIOEROLVHFY>TMH

Renderer Feature I&. 174V J T T T FTRBEITZEDESHEIRBELE T,
ZDtEUTa>TlE VDERNBROI-—ROAZEFERATEIXATUIIILIEELES,

VR %= EDHDT-DIC. TT 42 —T lScenesy > Renderer Features] >
F'SmallRoom - Stencili TH > FIL —2EBI£9,
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TRIDEABEIED L.

EHGENRTLSIE. COROENIR. HAROL Y X =E#L T, X iZERD L
SICTRIVEZBHRTETZLSIITEZETT, SEIOEWMDEAHIEWVWTIE. L1V —
Y RY. ¥ T—4—. Renderer Feature DEAEHLEEZFERL £T, BRIND—%HL
L TlF. Custom/StencilMask t WS> T —4—%FHALT. LYXTHEAIND
ITUT7I (COHBEIZ. MaskMat E WSITUTI) 2BEFTBZCHHICHAED
F9,
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Shader "Custom/StencilMask"
{

Properties{}
SubShader {
Tags {
"RenderType" = "Opaque"
}

Pass {
ZWrite Off

HLSLPROGRAM

#pragma vertex vert
#pragma fragment frag

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

struct Attributes

{
float4 position0S : POSITION;
b
struct Varyings
{
float4 positionHCS : SV_POSITION;
b

Varyings vert(Attributes IN)

{
Varyings OUT;

OUT.positionHCS = TransformObjectToHClip(IN.

position0S.xyz);

return OUT;
}
half4 frag() : SV_Target
{

return (half4)e;
}

ENDHLSL
}

© 2023 Unity Technologies
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Custom/StencilMask Tl&. OY >R ZWrite Off BB IEETELSICL
TLIESTV, KR¥EDIBE. ATV MCHLT ZWrite Off ZERELTWVWB &,
FITCT O RHERLTLEVWET AT DL VA ) VI IBFEHEESINT,
=V &DEICL YA IR ENZDETY, LYA—Fa2—DAIVTVvIRED
AARIEIDKRIVMEIZEE TR, FTRTFINBESICBEDEFT, CDOHITIE
SAXRUED 2000 DFEFICHE>TWVWET,

LYXATRITIBZ77>avide AFVIVINY T 7ADEDOEZTAAXIEITTY, B
S—=NYITFPICERATUIVILTEZIATCHDOD, > —4—DBAICIFETIAER
W EZETINELHZH. 1T —DEZTAHIEMCTECHTEFET
(ColorMask 0)o ¥—VIFLYAIRIELDHEIICL VAU VT ETNZDT. Tnid
PRRBECICAF T TO—FTd T4 77— RLYAU VI NALEHIE S5
BICIEFICRBELINE T,

ZDHITIE. Mask & SeeThrough @ 2 DDARBZLLAVY—%FRALEY, LV
XlE Mask LAV —IZHD. TRY (212 LZDFIEERL) 1F SeeThrough L1 ¥ —
ICHDET,

ZDI—=VTlE =27 70 ITVT7II, LUV —4H—RILTAILE—
(Tsceness > TRenderer Feature Stencils1) [(C % % See Through Settings_
Renderer & WL\ S5 %E]ID Renderer Data A 7z U b EFHLTWVWEY, X1>VAH
XZICTRYyFEINFRXT 1) T~ (TAuto Load Pipeline Assets) IC& D. TProject
Settingsl > TGraphics] TCNHBR IV FE2TINLVZ—NA1TZ1>T71y b
CLTRESNTWVWBR L HERTEET, T COT7EY FOREZHELE
L&

B} v Auto Load Pipeline Asset (Script)

Pipeline Asset @ SeeThroughSettings (Universal Render Pipeline ®

F'Scenes)>"Renderer Feature Stencilsi/' 5 SeeThrough Settings_Renderer %
BIRLET, 774N DS EESNIERVIDKREIT TOpaque Layer Mask] T,
Znid Mask & SeeThrough ZRA T2 ICERL TS,

6), See Through Settings_Renderer (Universal Renderer Data)

Filtering

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

TransparentFX

Rendering
Rendering Path

Depth Priming Mode
Ignore Raycast

Water
RenderPass < Ul

Copy Depth Mode

Native RenderPass SeeBehind
Mask

SeeThrough

Shadows

Transparent Receive Shadows
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Inspector M Renderer Feature ® ) X ~{Z. Maskl & SeeThroughy ¥ \\5
ZHiD 2 DD Render Objects #EED'H D £ 9, SeeThroughy #* 7> 3 > % EW
LT3, TRAVWMEZTLEVLWET, CORRADPRETZDIEBENCES L.
Opaque Layer Mask "MER TN TWVWBDIEH EFTIrIILEZ—THRASIHIZL A
Y—O—ETH>T. 77 EL VAT D—ETIFHEWVWHASTT (Render
Objects #gEZ TICL VAV VT INTWVWBTEITTTY),

v Mask (Render Objects)
Name Mask
Event BeforeRenderingOpaques
Filters

Queue Opaque

Layer Mask Mask

LightMode Tags
Overrides

WEICIE] None (Material)
Depth
Stencil

Value

Compare Function Always

Pass Replace
Fail Keep
Z Fail Keep
Camera

L oE#%IZ. Mask 1 X > ~ BeforeRenderingOpaques % 3 % i € T.
Mask LAV —ICL YR ) VI ENTEIEILICH L TOHEIET S LSICT7 v
Z—HIBYTBLSICLICREICAR>TWET, MOverridess /ARJL®D TStencily 7
T2avhBEMTT. Ny T 7—ICREINZEIE1 T, COEZAHDHERICIT
N3 ELS5I1CF 3o, TCompare Function] |3 TAlways) ICEREI M. TPass]
I3 TReplace] ICERETNTWVSH. BIFEOMEIIEICBRINDLSICHE>TWVE
9o [Faily ¥ TZFaill & TKeeps ICEREINTVLWET,

URP [&. Mask LAV —DL YA VT ZRAET —N—F41 R<IT ) 7ILIFEK
EINTVWAEWES, CDOMask LAY —DFA TV MILo>TERSNTEYT
TILEFERTZELS5I1IC8D £9, MaskMat <7 1) 7J)LE StencilMask > —4—%
BEoTWBEITDL Y XTY, Compare Function] % TAlways) iC. TPass) %
lReplacel ICERET R T, LYXANWEDavRAICHZHBAFAIFETHRT VY
WY T 7D BETEILDER1ICREIND L SICAED £T,
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v See Through (Render Objects)

Name SeeThrough
Event AfterRenderingOpaques
Filters

Queue Opaque

Layer Mask SeeThrough

LightMode Tags
Overrides

Material None (Material)
Depth
Stencil
Value
Compare Function Not Equal
Pass Keep
Fail Keep
Z Fail Keep
Camera

LBoEH&RFD.2 DB %3 Render Objects Renderer Feature R THE L & 3,
Zhildr R b+ TAfterRenderingOpaques] =fFHT 3L SICRETNTED. D
FDIRBRTUIIINY T 7HRESNIRISBERATINZ ZCICRD £9, 2D Layer
Mask] | TSeeThrough) (CERE I 41, Values & M1 ICRESNTWE T, @
1HRHINIZE. EJEILELORV VT INEEA.

FCompare Function] & TNot Equall (Z5%E S 1. MPassi. TFaill. Z Faily
IFTART MKeep) ICEREINTWLWET, ZD Render Objects /NRUIFX TV ILINY
T7DEHmAMONBIEIT T, ETICEEZIAFEFNEF A, EDEDH. ZD/INRIE
ATFUVINNY T 7ICE 1 DBEENBVLL AV — See Through DEREDE VI %Z
LYHENYTTRESICED. LYADBBIEFADAT I DL VFZY >V TDF
FICL £ 9, Compare Function % TEqual) ICEBE L THREHRINICLT. 7
RINL Y RNCDHRRINDESICLTHEL & Do

Renderer Feature . RSXFVIRAREZLIT TV C2RBITB-HDEBNT
HERDTY,
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CPU & GPU ODREITOT—2DX D DR LYA—NATZA2DERERML
FYITEBROI>TVWEY, ALYAXMIERTUT LN ZE>TRHEDBLYHUYIL
BIFNEBRSBVWETILAH ZHBEICIE. Unity BENZITS DB IY —IL%
RELTVWEY, COETIE. ENSICDOVWTHEALE T,

—EICENZBREZFEAL T, 1 VA2V VT OBREEELTVWEEY, A&
TARITURTo v CiEDTBRTOWETH, BBETZ2FEOETHET B ICIE
+9RHDTT, Scenes > Instancing 7 # L —ICHIHHD £9,

J—Fk 7ty Y 3588%F Making Grass in Unity with GPU
Instancingy OFZFICEH L £,

W avg 1% 1%
Instance coumnis 9

fps

reserved
allocated
mono

SRP Batcher B#:YF U 7L ZFERALTL AU VT ENcER

© 2023 Unity Technologies 15 of 105 | unity.com



https://unity.com/ja/
https://docs.unity3d.com/2022.2/Documentation/Manual/GPUInstancing.html
https://prog.world/making-grass-in-unity-with-gpu-instancing/
https://prog.world/making-grass-in-unity-with-gpu-instancing/

HoYoverse IZ& 3 AK® Made with Unity 4" — L TR AEINE L ERBILARBA =T T—IL R TY . ENTILTNAZDESRFOAVY —ILET . HEPZFBERTSY T +—

LOIRTTHBLET, COtI2a>TR. BNET7O-—FTRAKOELITI IV F2BRTZPHADEY FEiRMLTVLE T,

FI. DUTIIICRDIEDIC. T HODEDEL 2 DO=ZAFHIUETT., FEDED
RTD V ED 0 T, KD VIEZ 1ICLT. UV ZRELEI, C5%->TESS

ET. RIHDERZA7EY FLTRAZS I aL—FTEEXT,

HOEETILL UV
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SRP Batcher

7 # L4 — Scenes > Instancing > Common > Grass Wave (CH 2> T—H—0 5
TOH TS T72RTHEL LS. TOBEBIE. WindSpeed. WindShiftStrength.
WindStrength ICEWTA TSV FOTEED X BEEBRFICTZ T, ¢
RTDEDEIFDITMIELRZHEE TS LS. 474557 Perturb Grass T
Noise /—RFHAMEAINTVE T, BERY $&UV Z DAEBEIRIEAICERESNET
B XEOA Ty b Lerp /—REFRALTAUEINET,

HEZHIEHTS T AAIF UV OV ELSEIREINET, EOEDRITTIE. Ch
130 THO. WEHEDOERD. ETIMESNAMUBETHBBIZMEDAS A ICH
BCrZBEKRLET, EOLRIHED V I 1 THDH. IREAHEORBRIE. WIBShicA
Tty b THBANB EBRDET,

TNENDEZEFTEXY Y RHTEFE L. RIINZTRELI T —H—ICER
F9. BED. TNENOEEITUTILI T —H— LTERBLSICHDET,

7 # JL4 — Scenes > Instancing > 1 - SRP Batcher > SRP Batcher Shader = R T
HELED, CNIEPYTIN7%S T —H—T. Grass Wave #7455 TH Vertex >
Position Z &% L. Sample Texture 2D K7 59XV ry -4 —DEEEANL
LTHBEELTWVWET,

T UToa—REFEALT. EEZEBMLEL &£ 5,

_startPosition = -_fieldSize / 2.60f;
_cellSize = new Vector2(_fieldSize.x / GrassDensity,
_fieldSize.y / GrassDensity);

var grassEntities = new Vector2[GrassDensity, GrassDensity];
var halfCellSize = _cellSize / 2.0f;

for (var 1 = 0; 1 < grassEntities.GetLength(0); i++) {
for (var j = 0; j < grassEntities.GetLength(1); j++) {
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grassEntities[i, j] =
new Vector2(_cellSize.x * i + _

startPosition.x,

_cellSize.y * j +

startPosition.y) +
new Vector2( Random.Range(-halfCellSize.x, halfCellSize.x),

Random.Range(-halfCellSize.y,

halfCellSize.y));

}

}

_abstractGrassDrawer.Init(grassEntities, _fieldSize);

COI—FRAZESICEKRTHBZE. UTOZ DD ET !

_fieldSize I% (40, 40) T¢

_startPosition (& (-20, -20) TY

GrassDensity & Github # > FILT 250 ICRREINTVET

cellSize IZ (0.16,0.16) T¢

2 DDIL—FH _grassEntities 2D FEFIDZRERXRDRTEZHEDEL TWET

ZThZNOEDIRTDMEIF. _startPosition ICREDEIILEMELTH
5. VA LBREHDNEATNTVWET

_abstractGrassDrawer (&, EZEBMT 21— RFOFERAD 2 DO/N— 3
VOEKXKISATY

— MEN—23 >0 TIECGPU 12 REVYO VT ZERL. >— >
Scenes > Instancing > 1 - SRP Batcher > 1- SRP W\ TETY
% _ £ T SRP Batcher "%z E DIRES F<MIEBTZ3HhZHERL
9

— £, grassEntities 2D BBFIDEMET. BEOEETILILND
EO—VICEBMT32HRENHD £, I—RIFT 71l Scenes >
Instancing > Scripts > GameObjectGrassDrawer.cs (CH D &7

public override void Init(Vector2[,] grassEntities, Vector2
fieldSize) {
_grassEntities = new GameObject[grassEntities.GetLength(9),

grassEntities.GetLength(1)];
for (var i = @; i < grassEntities.GetLength(0); i++) {
for (var j = 0; j < grassEntities.GetLength(1);

j++) A

_grassEntities[i, j] =

Instantiate(_grassPrefab,

new Vector3(

grassEntities[i, j].x,
0.0f,
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grassEntities[i, jl.y),
Quaternion.identity);
}
}

CIT. YAV R EFEH L T grassEntities BFE REMLIEL. EIDHT
SNTETLNTDSFHLWIF—LA TSz b EERLET. CHIFEEL £TH.
=YD TL—LL—FIZEBELVEEEZRIZLET, *—2Y 15 OERDEERN 5.
TR D 2020 iMac TEITLHBE. 62,500 MOEICHLTIL—LL—F
22 fps EWSEETHZZehbhhbFEd,

— Retina 5K. 27 1 >F. 2020

— Ot wH—: 3.8 GHz 8-Core Intel Core i7

— X¥E!) :32GB 2667 MHz DDR4

—  #®T+ X : Macintosh HD

- 9274 w2 2R AMD Radeon Pro 5500 XT 8 GB

V=V EDESICLTRBENLTEIBTLELON?

J =k EAEUND Terrain () DiFE. VXA MHDENENDED
MBZRETIHEY —ILEERTIET, FZIE. TDTOJEETI
=BGy ITRERCATIS I M EEB Y Di2EEMRILT 5 Y —
IWOBEREEHBAL TV ET,

GPUAYREV VT

1 DORBEILFELLTIE GPU 71 Y RA2Y o VI ZBMICTEZIETT, COF
EDFUCDWLWTIZE. GitHub %> )LD Scenes > Instancing > 2 - GPU Instancing
> 2 -GPUInstancing #8R L T 2T L\,

FEnable GPU Instancing] £ WS YT UTFZIEREIX. BLYTIVT7ILEFERTSE
TILENYFHL, FO—D—ILOEHKZEIRTEESL VA5 —AERTEZHDT
9, KEIE NAdvanced Options] /NRILTHIBTI £9,

SRP Batcher & GPU 1 XA > U F 1. BELWVHENRENHMERICAR > TVLWET,
URP #fFHL TW3HA. ¥7T U 7JLIC SRP Batcher t OE#MH$H % £ . TEnable
GPU Instancing 1 DMBIRI N TWLWTH SRP Batcher MERINE T, >z —4—
I I TR SN T —4 —Id. 77 4JL bT SRP Batcher & E#t4h'% D &7,
SRP Batcher O E4 % H|MICT BICIE. HLSL > = —4—%1ER T3>z —4—7
S 7% FEIR L. Inspector T lView Generated Shader] =271 v o L9,
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Shader Graphs/SRP Batcher Shader (Shader) Import Setting

Open Shader Editor
View Generated Shader

Copy Shader

Sx—HA—hMERIN. Temp 7 # LA —ICEEE I N T, Visual Studio F7zI3ER
L7ed—RITo2—THMET, P —F—DHFHZUTOLFICEELET ©

< £ —4 — "Custom/GPU Instancing Shader"

CBUFFER ##%& L. CBUFFER Y27 O% XY ML ZET .

/] 7Z7070/NT+«
//CBUFFER_START (UnityPerMaterial)
float4 _MainTexture_TexelSize;
half _WindShiftStrength;
half _WindSpeed;
half _WindStrength;
//CBUFFER_END

YI—4—%=Tty MIRELET,

v Grass Field (Script)

Abstract Grass Drawer Ground (Game Object Grass Drawer)
Field Size Y 40

G

Grass Prefab % GPU Instancing Grass Prefab

GPU 1 VXA Z > > D — > TlE. SRP Batcher & — > ¢ Abstract Grass
Drawer [IRICN—S a2 FHITZCCICBZDICIFEFETSILSICLTLED
W, BE—DEWIE. GPU 1> RXRZ > >4 D GameObjectGrassDrawer /N\— 3
UHN GPU AV RBZV VT —RA—pMERINEYTUT7ILEZFE>TWS, Al

DTLNTICEDYTENTVWEZETY,

SRP Batcher not compatible

Q Material property is found in another cbuffer than "UnityPerMaterial" (_WindShiftStrength)
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Inspector T GPU A Y RZA>VI VT 1 —4H—%=MHRT B L. €NhH SRP Batcher
CHEBHEOBRWI DO £T,

I—ROEFDIDIERLIT 725V I THNEER LB EIF. UTD
ESCAREIARZTSFIRZR DRI LSICLARITNERD EFHA !

—_

ERINfci -4 —2RTITBD BERLET
YI—4H—DREIERELET
CBUFFERYZ7O%Z XY MILFT

T7EY MIRELET

P w0 DN

LH L. COLEE£DE. TALEToI- LTHERIT SRP Batcher D& B IFA
DVLETALELEZEDTRINZDAERDEFT (BF5< CPUKEDD),
HO2 LVWHENMRETT,

RenderMeshPrimitives

Unity Graphics APl ICld. =LA TSI b TRELRZBOEROT7 FO—F%E
STET Xy azBELYAVVITTEIAEIHEZHDFT, CTTHEALEX
YV Rid Unity LTS 2021 TEATINTAEBETH B RenderMeshPrimitives T, <
NEOFEIE. STEEHEVLWHDE LTY—27 INTWL3B DrawMeshinstancedProcedural
ZERATIHERDD £ LT

RenderMeshPrimitives Ti&. ComputeBuffer ZERL T. BAADX v afi@
ZBERITE LIERTUT LN ERSBENHD £9, > —> Scenes > Instancing >
3 - RenderMeshPrimitives > 3 - RenderMeshPrimitives R R"§ 25 L T, €
DEEZHIRTIE I,

Im Decals

@ Instancing
Il 1 - SRP Batcher
e 2 - GPU Instancing

3 - RenderMeshPrimitives

UToEROEZH,NSHNZLSIC. FL—LL—boBELIE. £FSITEBEICET S
377 fps £ > TWE T, SRP Batcher & GPU 1 Y XZ VIV THEBIN=> —
“lE. #7920 fps TEITTINTVWE LT

CDT—RICEVWTDEWT, EREANE—O FO—O—JLEZFERLTLYEU>IL
TW3Z¥TY,

210f 105 | unity.com


https://unity.com/ja/
https://docs.unity3d.com/2022.2/Documentation/ScriptReference/Graphics.html
https://docs.unity3d.com/2022.2/Documentation/ScriptReference/Graphics.RenderMeshPrimitives.html
https://docs.unity3d.com/2022.2/Documentation/ScriptReference/Graphics.DrawMeshInstancedProcedural.html

HRO7L—LTF/Ny H—#Et

Instance count:
62800

reserved®
allocated
mono

RenderMeshPrimitives ZER L TL Y4 U Y J TNER

Zhid. FhZNhOEDAIBE% Material 7O//NT 1 TEBRZETRIRTEIET, &E
BELIUAUDITZHDDT—2IF. TOXIMLEFER L THRERRAE— RTERS
BTELA) T T3 GPUICEFEELE T,

MBZERTZ2I-—FREZERHTRERTVLWIFEL &S5, ZNiE7 7 )L Scenes >
Instancing > Scripts > InstancedGrassDrawer.cs ] @ UpdatePositions X
Vy RIZHDFT,

_positionsCount = _positions.Count;
_positionBuffer?.Release();

if (_positionsCount == @) return;

_positionBuffer = new ComputeBuffer(_positionsCount, 8);
_positionBuffer.SetData(_positions);
_instanceMaterial.SetBuffer(Shader.PropertyToID("PositionsBuff
er"), _positionBuffer);

© 2023 Unity Technologies

_positions IFEDMED Vector2 U X b & FIFL 9, _positionsBuffer A
BFEET3HEEIE. ThzV)—XLET. BRORAICHS 7] ICODVWTKLHS
BOWADLOICEHBETZ . CHldnull FzvITHD, UTOEBEFEEZEKRL T
WEd:

if (positionsBuffer != null) _positionsBuffer.Release()
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ATV ENTA—=Z— ZEEED/NA b1 XZEIE T % ComputeBuffer Z{ERL L
F9, Vector2 IZI& 2 DD Float "EENFE I, B—D Float 132 Ew (4 /X1 1)
T. 220 Float Ti& 8 /N1 MMZ%AD %7, SetData ZFEAL T _positions J X
k%€ 9 Z & T ComputeBuffer Z5RET 2 DIFHETY, I T. SetBuffer X
Vy RZFEALT.CNZIY T ZIUCAE—TEFXI . ITUVT7ILHDODZDNY T 7
ICiZ. positionsBuffer t WS &FIZFEALT7 VX LET,

Scenes > Instancing > 3 - RenderMeshPrimitives > Instanced Grass Shader (C
HBTFTRTHELELS,

BERFOTOELHSBTL &, Grass Mesh JEFRfiIE®D Space /X5 X—&—1
World] ICEREINTWBeh LMD ET, LHL. COFEZFERTILUIC
EBMTZ2BBOHZEERI—R IOV IHHD E9 : RenderMeshPrimitive % &
BLTLYA)YIENE Xy allld #pragma BUBRETY, ZHld. HRZLE
BEFERIBZETRITETET, 77 T7IIHh BB ERETZDLDIC. ROXF
FEEBMLET,

#pragma instancing_options procedural:ConfigureProcedural
Out = In;

MEBEDEEZEMRTZEHICHECDS T —FA—THERAINTVZI— R XY v RI&,
ConfigureProcedural ¥ WS &ZFIDOEBHASEEEINET, TnUMNIH. CD
Custom Function / —RIZZDANTH S In ZZDHITH S Out ICHEMITELT
<NFEJ,

FRDHIH B EEIE ShaderGraphFunction ¥ W3 A X2 ABBBRTITHNE T,
COREBIE. =T F7MINERL T #ILA—RD T 71 )L InstancedPosition (Zd
%7,
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#if defined (UNITY_PROCEDURAL_INSTANCING_ENABLED)
StructuredBuffer<float2> PositionsBuffer;
#endif

float2 position;

void ConfigureProcedural () {
#if defined(UNITY_PROCEDURAL_INSTANCING_ENABLED)
position = PositionsBuffer[unity_InstanceID];
#endif

}

void ShaderGraphFunction_float (out float2 PositionOut)
PositionOut = position;

}

{iIi&|d ConfigureProcedural XV w RZ > THREIN. X 7 MIC Float
N— 3>k Half N\—2 3 >h%H 3 ShaderGraphFunction ZfHE L T. HAA
CEINET,

T37DIDRAY T, ALOEDMEIN float2 THD. mHID Float I X fE.
2 DBIXZ TY, Split /—RZFEALT. Th%EE4LD Float A& ZHL. Combine
/J—RZFEHALT2 DB Float 7 3 DEICEBEIL 7, Split $& U Combine / —
Rid XYZW Tld %4 <fE4& D Float RGBA ZM U L F£3H. G = BICRBEITDH L T
REMICY % Z ICBEILET, BErERMBHMNREIN. ChoEEAEHE TEE
DT—)LRFOERDABEZBRETEE Y,

CDT—H—DERFMNTETS L. AS WindSpeed. WindStrength.
WindShiftStrength. % L T MainTexture £#><Y T U 7L EHE THERATS
¥9, TMNld SRP Batcher LU GPU 1 Y REZVI VT DN— 3V TERS
NZ3DLELHDTYT, BWE. BEROMEDEHAERLITTYT, BEOEXL ¥
BT TBHEICDODVWTIE. HBS5—EXTU U Tk InstancedGrassDrawer.
cs ZBRBL TSIV, RV U T MRDOERKIL. GrassField.cs XU T LD
Awake XV v RIC& > THUHEIND Init XV v RTHHtEINE T,

public override void Init(Vector2[,] grassEntities, Vector2
fieldSize) {

_grassEntities = grassEntities;
_grassBounds = new Bounds(transform.position,
new Vector3(fieldSize.x, ©.0f,
fieldSize.y));
_positions = new List<Vector2>();
_renderParams = new RenderParams(_instanceMaterial);
_renderParams.worldBounds = _grassBounds;
_renderParams.shadowCastingMode = ShadowCastingMode.Off;
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Graphics.RenderMeshPrimitives Z A 9 % IZI&. RenderParams 1 > X &
VADBMETY, Zhid. BIDYHTSNITUT7ILTHS _instanceMaterial h'5
ERSINET, icd 2 20 FONTHEMTEDYTENET,

KDL VA1) VJ1E Update I—=ILNw I =2 ERBLTITHhNET !

private void Update() {

if (_positionsCount == @) return;
Graphics.RenderMeshPrimitives(_renderParams, _instanceMesh, 9,
_positionsCount);

}

RenderMeshPrimitives & 4 D®D/X5 X—42— (RenderParams 1 VXXX, L
VAN EBEAY a2, TRy a1 VTV IR LAV T230E—D8
EERNTRINHTYNME) ERITERDET, Yx—4—%ZFERATIHE. FAE—IF—
E D unity_InstancelD #F5 £9, £DfEIE 0 H5 count -1 T,

ComputeBuffer ZFERALTL YAV YV JI3ERT. REVDLEDDVTFILTT,
_positionBuffer Z#{ET B CT.EZXDE 7D MESRIL LD TET X,
CPU & GPU D T7—42DZITELZERE T 27=HIC. Zhid ComputeShader T
RBICNEINET,

Zoftn) V-2

— COLYETHR-LTEYE

—  DrawMeshlInstancedindirect ZEB L7702 =7 ~ Dl
— GPUA YRRV VIDRFa AV

— GPUAYREVIVFICEAT 35CE (CatlikeCoding )

—  ComputeBuffers ZERLIcA Y RE2> 2>V
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CDOLIEIR. b=z —4H—CTORSA VI T —A—EERT BB A
FEICEDWVWTWETD,

120>—=>TO3ID2DEAEZNE (REAVEA—RIx—FTa>J (B).KRAL7OER (FR). IFVTILIEDYT—FT«

>J (A)

—HEICFERAINZCEDZVW =V T — AT RSAV T —4—IdF o
c<EB%B% 2 DOFRBEZRTLTEET, bv—>>x—H—(F. URP BE#®D Lit
PI—HA—=FRALTERTNZEZRITID., EiT27 57 —2a %2533
RODICHNERZRFTEZDT. BWRELZFA T VT ETIDBRETT, ZOF)
TlE =4 —J5T7ZFRLTERTNE T, KfEL. 2 x—4—J 5T TidN
RBALZAT« VDY R—EEINBLD T, Main lights & Additional lights NE
B7VERATBHDICERTESZ/ —RIFHDEFEA. KDDIC. hREZL/—FR%
FALTINSILTIERTEEY,
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N ¥

Roll7 I & % Made with Unity D=AF¥MRR 7> a>>a—Tq > 07— L. TO—5—FO—4 (Rollerdrome) ) 1ZId. 7'—LZBEIDLSICREZMFRT— T LI avhHBbET,
NEELD =T VIFAETRRAINTVWET, CTBEL5DIVIARZ—AVAEa—%FVOIELIZT,

PI—F-DNEDELSICRZX BN MR Y %I1E. Scenes > Toon Shading >
Simple Toon Shading IC#E1L £9

SUTNBERONV by -2 - —DH B~
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ky—>> T —4—

COBITIE Y TIURDIEDICAA Y T FETIRAFvAEX Y aDHYR—
FLET, PUORSA2 BMOSA b JO—NILAILI =32 EE5AC
bYvEXTREENTEA. CNSDHEEEICDOVWTIE, COETRIFEHALE T,

F9. 7 7L HLSL > Custom Lighting.hlsl (2% 2 71 X2 LEFKEFERAL TXA
IARMITIEALFL LD,

void MainLight_float(float3 WorldPos, out float3 Direction, out
float3 Color, out float DistanceAtten, out float ShadowAtten)
{
#ifdef SHADERGRAPH_PREVIEW
Direction = float3(@©.5, 6.5, 0);
Color = 1;
DistanceAtten =
ShadowAtten = 1;
#else
float4 shadowCoord = TransformWorldToShadowCoord(WorldP

15

0s);

Light mainLight = GetMainLight(shadowCoord);
Direction = mainLight.direction;

Color = mainLight.color;

DistanceAtten = mainLight.distanceAttenuation;

#if !defined(_MAIN_LIGHT_SHADOWS) || defined(_RECEIVE_
SHADOWS_OFF)
ShadowAtten = 1.6h;
#else
ShadowSamplingData shadowSamplingData = GetMainLightSha
dowSamplingData();
float shadowStrength = GetMainLightShadowStrength();
ShadowAtten = SampleShadowmap(shadowCoord, TEXTURE2D_
ARGS (_MainLightShadowmapTexture,
sampler_MainLightShadowmapTexture),
shadowSamplingData, shadowStrength, false);
#endif
#endif

}

ST —HA=07T77ty FREBRLEDSEEEEERT S #ifdef SHADERGRAPH_
PREVIEW U 7Ot wH—FTo LI T JORBICOA—RTOVIZEBMTZ L
ZEHETIOHLET, CNICED IS TTLEa—Ts >V RITTIAILMITSME
EERELFEY,

WorldPos 13f8#k TransformWorldToShadowCoord ZfEH L TS v R U EEiE(C
EBRINEd, COOA—RTHERAINZIBHIEI=N—FILLZ—N1T5+4
> (URP) N —Ihb60dbDTHD, x—4F—JS5T7DHREZ LBEICER
TE X9, B GetMainLight ' floatd THEATNZBE. BEIN3S1 LD
ShadowAttenuation 7O/NT 4 DRESINE T, Chid. COHXEZ LBEKZFER
T39S TTREICEDET,
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ZDO—RiE. 7 #J)L4— Shaders > Subgraphs ([CHZ AT >FA Y TT ST
(ToEHZzEsR) THERAINET, cChZzi<BETVLWEEL L5,

Custom Function / — FiZ. Absolute World |Z5XE I f17= Position / — R &ZHE—
DAFE LTRITED £, BEIZ. Direction. Color. DistanceAtten (RfERD
FF). LY ShadowAtten ZIRLEFT, LIL T v R U1 > JZAJREICT BICIE.
SAMARCT—ILRERDO R Y FEZEREL. Tz 0 25 1 ORICEEL X9,
BOBIFEELLHBD FEA,

XAYTA MITIERTEIHENTELDT, TNEFEALTO VY SILE Ry —>
Sr—4—%#ERTZEJ, Shaders > Simple Toon #8BLT. 457 (£L<T
ToE®R) =ZRRLEL&LS.

RO/ —RIEXA>S5+a YT 557 T9, ShadowAttenuation H 53 &
SelfShadowing A% EE L £9, WRlZ. COBNEBEREGEIDIST—>a >
CE# T D Sample Gradient / — RIZEL T AEDESNCHR ST I S5T7—>3
VICEDWTEBENICKR ENZ L 5127528 TT,
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BOMNCELTBIANZERITER - TENZY ST —2a > TRIETZILIF. 12—
Ta4YTDEL DFBICRIDFETY . 77 7DHEDDEIMHTIE. KOBZMERIL
NILEHBAEDETH S, TheH > TV ISNcT IV XF v LBAEDET. B
BRICERIZBZERLE T,

COOVTINEBITSTORBREEIZ. JO0—-NILTILZ =23 BMOS1 M
ZELAEVWI Y TY, ¥ 57 Shaders > Toon Shader [CIZZ N5 DEEN TR TH
D.T7ORSAVITTIMEEBMLET, 7Y NS DBMALEZEHAET 3H1IC.
EBMOZA MITIOERTEZAHEZRTHEL L S,

COHBED. HRYLBABIBETY, ZtUdX-> 51 b HLSL > CustomLighting.
hisl HOHDEEL HLSL 7 71 ILRICH D £,

void AdditionallLights_float(float3 SpecColor, float Smoothness,
float3 WorldPosition, float3 WorldNormal, float3 WorldView, out
float3 Diffuse, out float3 Specular)
{

float3 diffuseColor = 0;

float3 specularColor = 0;

#ifndef SHADERGRAPH_PREVIEW
Smoothness = exp2(10 * Smoothness + 1);
WorldNormal = normalize(WorldNormal);
WorldView = SafeNormalize(WorldView);
int pixellLightCount = GetAdditionallLightsCount();
for (int i = @; i < pixellLightCount; ++i)
{
Light light = GetAdditionallLight(i, WorldPosition);
half3 attenuatedLightColor = light.color * (light.
distanceAttenuation * light.shadowAttenuation);
diffuseColor += LightinglLambert(attenuatedLightColor,
light.direction, WorldNormal);
specularColor += LightingSpecular(attenuatedLightColor,
light.direction, WorldNormal, WorldView, float4(SpecColor, 9),
Smoothness) ;
}
#endif

Diffuse = diffuseColor;
Specular = specularColor;

d—RIZiE. WSODDAS (ARF 27—, Smoothness Float. WorldPosition.
WorldNormal. & & U WorldView FE) BNHBETY, chidT 1 7a—XHAF7—
EARFATHT—DHEAEDEEHILET. FEBMT A MMIXFLTEDIERL.
LightinglLambert B8%% R L T diffuseColor # BT 3 T.CNEITVE T,
_hid. 0 bDABEE WorldNormal 722 ERLIERD SV TITNEBSA T T
EFILTY, specularColor |& LightingSpecular FA#=FERAL TEBEINE T,
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LOEBRIZICOI—RBESHONTVEDERLTVWET, T 72— LARNILIE
Ramp #EA L THBLE T, CNICIEMICHEERARTIZ v IBRRTINTVWET,
BZEf% RGB K5 HSV ICEHL T, VX B AVER—RY NEXT—IILT 3 Ll
FARLRILOFEARBIZBTED., 5 LHRICRGBICELTWET,

RRLTVS ko —>9 5 7RBRICHURBMENBD £3. SNISREADNZS
LY T—H—TRS CC LB BEMEFAN L SARINTUBD ST,

TIORSAY

TORSAVEMAZED VY FILEFEI. EAZAEITTVWSRUI D DAEL Y
A>T L. EROERISHE>T. EOERZHOITNNIBETIER > T —F—%F
B9% 2 2BDNRZEMT S TY, >x—H—Id. Shaders > VertexOutline
ENLTGithub B> FILICEEFNTVWET, TDIS5T7%E2ZZICRLET,

Space H' Object (ZE&E & 17z Normal Vector / — R &, Multiply / —RI|ZT 1 —
RIhxrd, ik Y7J 7LD Thickness ETEEINE T, CIHSDHEA
I& Object Position IZEBMIN. ERMUEHNA TSV FOETILLUAENS DT
MCBEIINE T, ZhNiE Vertex Position 7ONT 1A ADANTY, >z —4—
27 0O /N 7 « TUniversaly > TRender Face1 I&. FGraph Inspectory > FGraph
Settingss DN ZFEAL T Backl ICREINFE T, > —4F—J 57Tl
SVTINADKHHFAINZ 2D, ChEL VAU DTITEBMT 3ICIE &¥—LF7
IO YVARTZ—FFERLT2O2BDOYTUTILZEMTZIRELHD £7,
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Materials

Element 0 ® SimpleToonMat

Element 1 ® VertexOutline

Scenes > Toon Shading > Simple Toon Shading D> —Vid, FRAINS 2 D
Box7U7IILERLTWET, ALT74ILE—ADT T 7L VertexOutline =
Inspector T& L. Thicknessl % 0.01 ICEREL £

FOFBEINFELLTUE Ty PHRHZFEALE T, UATIC2 2DNUIT—>37
VELTRTNTWVWETH, BETIXAFYHERTIAF v (BLLIZZDOEA)
EIKTADBRALSH YT VILT. Ty LTRINBIE-ZSOLIEEES
RBOTHETHDTY, FETIXF¥IE. URP 7t v b®D Inspector Z1FEH L TR
HEINET, CTODRYIVRICFIVIR—IVEANZ VWS ZCIE. RZFv>oxIL
ISR T WA EEIBIR%E > T _CameraDepthTexture ¥ W5 79 X F v HMER
IN3d. WS ZEeEEBKRLTVWET,

6) Toon Shading Settings (Universal Render Pipeline Asset)

Rendering

Renderer List

0 & Toon Shading Settings_Renderer (Universal Renderer ®

Depth Texture
Opaque Texture

Terrain Holes

Ty KREDOREOIChy =T —HA =05 TTFERSINS HLSL XU U T hE. &
BEAFXF v LET, EROBRITESIMEBTIDTL & 5h 2 FNITIE. Renderer
Feature ZfERA T 2 HEHH D £, Renderer Features > DepthNormalsFeature.
cs #BHE L. N Toon Shading Settings_Renderer @ Renderer Feature |Z5%
EINTWBZCITEFBLTL IV, Z D Renderer Feature (3. ZEDIBR%E
_CameraDepthNormalsTexture WS &BIDT I A F v ICHRELE T,

& (11 .
- "ol S R i , I 7 'l

h -
Ty { i
- 3 £
. :\/’\
A
-
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B2 DDTIVRFYEAFLIZCIAT. PUMSAVEERT BICIE. BED
UV IBDE. A. £, TOEBRERF vV ITIRELRHD £F, 7 7-7J)L HLSL >
Outline.hlsl #8B33¥-, by—>> 11— 44— ST TERAINZI—REZMHEET
TEJ,

void OutlineObject_float(float2 UV, float OutlineThickness,
float DepthSensitivity, float NormalsSensitivity, out float
out)
{
float halfScaleFloor = floor(OutlineThickness * 0.5);
float halfScaleCeil = ceil(OutlineThickness * 0.5);

float2 uvSamples[4];
float depthSamples[4];
float3 normalSamples[4];

uvSamples[0] = UV - float2(_CameraDepthTexture_TexelSize.x,
_CameraDepthTexture_TexelSize.y) * halfScaleFloor;

uvSamples[1] = UV + float2(_CameraDepthTexture_TexelSize.x,
_CameraDepthTexture_TexelSize.y) * halfScaleCeil;

uvSamples[2] = UV + float2(_CameraDepthTexture_TexelSize.x
* halfScaleCeil, -_CameraDepthTexture_TexelSize.y *
halfScaleFloor);

uvSamples[3] = UV + float2(-_CameraDepthTexture_
TexelSize.x * halfScaleFloor, _CameraDepthTexture_TexelSize.y =*
halfScaleCeil);

for(int i = 0; 1 < 4 ; i++)
{
depthSamples[i] = SAMPLE_TEXTURE2D(_CameraDepthTexture,
sampler_CameraDepthTexture, uvSamples[i]).r;
normalSamples[i] = DecodeNormal(SAMPLE_TEXTURE2D(_
CameraDepthNormalsTexture, sampler_CameraDepthNormalsTexture,
uvSamples[i]));

}

/1 FRE

float depthFiniteDifference® = depthSamples[1] -
depthSamples[0];

float depthFiniteDifferencel = depthSamples[3] -
depthSamples[2];

float edgeDepth = sqrt(pow(depthFiniteDifference®, 2) +
pow(depthFiniteDifferencel, 2)) * 100;

float depthThreshold = (1/DepthSensitivity) *
depthSamples[0];

edgeDepth = edgeDepth > depthThreshold ?1 : 0;

/1 ERR

float3 normalFiniteDifference® = normalSamples[1] -
normalSamples[0];

float3 normalFiniteDifferencel
normalSamples[2];

float edgeNormal = sqrt(dot(normalFiniteDifference®,
normalFiniteDifference®) + dot(normalFiniteDifferencel,
normalFiniteDifferencel));

normalSamples[3] -
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edgeNormal = edgeNormal > (1/NormalsSensitivity) ?1 : 0;

float edge = max(edgeDepth, edgeNormal);
Out = edge;

WED UV LBl float2 EEME £ ILHE T 5 Z & T uvSamples EEFIAMER &
NBAEITSEELTLETV, CNUIBEBAD 1 DDASITE. ASTUV HEDAT
v DY+ XiF OutlineThickness 7O/NT 1 ICEDZ £ 9,

T AF + _CameraDepthTexture & X7 _CameraDepthNormalsTexture Z #HZh
B> 7)) > $% & T, depthSamples & normalSamples OEFZER L £, X
2. RECEROMAICDOWVWT, EHINEEY > 7ILEESID 0 BEEOEE 2RO
EEHDSHET 3 (depthSamples[1] - depthSamples[0]) T difference0
ZBEL. 2 DHOEE%Z 3 DEOEEMSRE Y % C L T differencel ZBUSL £
hbliE. ETHSELET. BLUATHSELEFTDETY,

B4 Float T4 % depthSamples DIFE. ZZ 2 BLTEZENSEMEL. F
FREIEL TH S, % DepthSensitivity ATDEHICESVWTHEINT:
depthThreshold ICX L TTFRX b L& T, float3 ETH B EEDHEE. ThEThOES
2F/ITEIRDDIC. BELZNBEOR Y FEEEREBLET, XU MLEZNBEEKD
Ry bEIE. EORZEIDFEAETT, CNTEFEFIITHBBELTVWSRHDTT,

B%IC. BB /II% edgeDepth £7:13 edgeNormal OB AETYT, Z DEEKIZ.
COEIEILDTIRSA U ERRTZHEIF0 ZIRL. F5TRWGEIF 1 ZIRL
£9, JS7ICEBML. StTECNBEREITIHICERATE X, BHH 0 2R
TIEE. SFEThBIZERICED £,

COREICN T30 77O—Fid. RANIOERI 7TV EEBMTBIET
9, Scenes > Toon Shading > SobelFilter Shading RN > —>%# R THF L &
S50 RAMIAVRXI Tz MELYAV YT INTHAICH L THEL £75
BlitMaterialFeature & LS % &1® Renderer Feature BfEA TN £ ¢ (Renderer
Features 7 # LA —ICHD X F), CDRY T IE. Blit BEEFEHLTLYA Y
VOINFEEBREMEBLET, #7232 T CHNEEIEILEIE—TB L EILE
BI3YT7UTILEBRETESZDT,. FEIEILZY —ID S5 EAICEMICOE—T
B3RADDIC. BEEI I ZWNIEL. EJVIORBNAEEZRABTET XY,

COBTERINS YT U 7T SobelFilter T. ¥ = — 4 — Shaders >
SobelFilter.shader Z{FRA L £¢., FAEIEIF. Sobel 71 I/LZ—%FERAL TITH
nEd,

float sobel (float2 uv)

{
float2 delta = float2(_Delta, _Delta);

float hr
float vt

0;
9;
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hr += SampleDepth(uv + float2(-1.08, -1.8) * delta) * 1.0;
hr += SampleDepth(uv + float2( 1.8, -1.8) * delta) * -1.0;
hr += SampleDepth(uv + float2(-1.8, ©.8) * delta) * 2.0;
hr += SampleDepth(uv + float2( 1.8, ©0.8) * delta) * -2.0;
hr += SampleDepth(uv + float2(-1.8, 1.8) * delta) * 1.0;
hr += SampleDepth(uv + float2( 1.8, 1.8) * delta) * -1.0;
vt += SampleDepth(uv + float2(-1.0, -1.8) * delta) * 1.0;
vt += SampleDepth(uv + float2( 0.0, -1.8) * delta) * 2.0;
vt += SampleDepth(uv + float2( 1.0, -1.8) * delta) * 1.0;
vt += SampleDepth(uv + float2(-1.8, 1.0) * delta) * -1.0;
vt += SampleDepth(uv + float2( 0.8, 1.0) * delta) * -2.0;
vt += SampleDepth(uv + float2( 1.0, 1.0) * delta) * -1.0;

return sqrt(hr * hr + vt * vt);

}

Sobel 71 JLZ—I% 3x3 OFfFFT. LA ) VI INFEEBROZEIZILERIRY
BIDICKEELE T, T RILBEBRDHAEE THS Irwin Sobel KEDOHFICHEL T
WET, KFECEBERATEGRZ AT v L. BZEBLTEAD/NZD 2 FND
FARERLEFST, FTTIAXAVN I EVEIOERKRHNAREIZ. XOO—REZFERL
TERTNET,

half4 frag(Varyings input) : SV_Target

{

float s = pow(1 - saturate(sobel(input.uv)), 50);

half4 col = SAMPLE_TEXTURE2D(_MainTex, sampler_MainTex, input.
uv) ;

return col * s

}

Sobel M A1F. HLSL BB# saturate ZERALTO & 1 DEICEESINE T, C
e 1HoEEBEL EZREL. CNZ 50/ LET, BEEZRERT SDIE. Sobel B
BHAIT Y TEIDRZIWMEZRINS T CDT—RXTIX I v I TIE 0 BRET,
TyPHhEBNIIHRITIE 1 DR ETT, RIC. LA U VT INER _MainTex
Z#HOTFTYUIILT. TD2DODEDEE col *s ZIRL F T,

20O/ —2X

—  Unity Open Project Github (Z®ZE®D J— K DAEBS & Open Project h*5 D
HDTY)

—  YouTube _£® Unity Open Project

—  YouTube ¥2— k1 7JL (Ned Makes Games)

—  Unity @ SobelFilter.shader DfEAICBEI$ S YouTube 72— 1) 77JL (AE Tuts)

— FEdge detection using a Sobel filter] (Alexander Ameye)
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TYETIYRAFTNL—-T 3>

TYEIY A YIL—2 3 2id Unity 2020.2 & T URP 10.0 EON—-2 3>
THERATEZRA N TOERAFETI IV MEGAEL TERLTLSIEDIW
. LT =Tz RZBLTCNEY, BEHERTIE. €5V o E=HIET7 >
EIYRSA hzER HLUSERINDAE T, EDOLHICECRITVET, Al
DEFRTIF. ERRTYEIY AT —Ua>BRLTLYAZY TN AT
YEIVEAOIN—2avEERALTLYA) 2 TEINTVEY, BROBDOOI Y
THREDESICECB>TVBMIFB LTS L,
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Original Fire Games IC& % L —> >4 4% — i, [Circuit Superstars) I&. Unity THIYES NI/ —LTH D SSAO Y. FL <EA TN URP a4 H

WTOERETILE LoMDEEE, EDa7ILICETESHMATUVET,
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URP ICIZ U PILR A LDRT ) = ZAR—2 T ETY R4 27)L— 3> (SSAO)
I7x7 b+ Renderer Feature £ LTEEINTWVE Y, FHIZ/NNRO—FEC
55 TRRCEET,

BREONTED. F—LERRICE

/=—FbF :SSAO T7 7 kI& Renderer Feature THO. URP ORX k7O
TRITT D SIFMIIL THEELE T, AU a—LICKELED, R
Ja—LCHEEEALIEDTBZZCiIEHD EHA

EEOEEE R BICIE. TScenes) > TAmbient Occlusion) > Ambient Occlusiony
EEIET, ZDP—2Id. Unity Asset Store TERID 7y & LTAFTEBER
)Y 0#HRETY,

> — > Tl&. Ambient_Occlusion_URP_Settings & L\ 5 %FID URP 712w =/
L %9, Thik. Scene > Main Camera |Z7R{dF I/ AutoLoadPipelineAsset
RIVTRENLTO—2ZRACCEFHNICO—RINE T, URP 7Y M.
Ambient_Occlusion_URP_Settings_Renderer Z R L £ 9,

< — |2 SSAO %ZBINY B ICl&. Inspector T Universal Renderer Data 7t v k%
%=~ L. TAdd Renderer Feature] #2Jw o L¥d, A7 a>prOyF4Y
> XZa1—T. 'Screen Space Ambient Occlusion] ZZEIRL £,
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Renderer Features

Q No Renderer Feature

Add Renderer Feature

a

Renderer Features

Render Objects (Experimental)
Decal

Screen Space Ambient Occlusion
Screen Space Shadows

Simple Desaturate Feature

Test Feature

Tint Feature

Blit Material Feature

Depth Normals Feature

SSAO Renderer Feature #3819 % &. Inspector N L THERZHETETEI,
FMETEZTONTsZRTHELL S,

v Screen Space Ambient Occlusion
Downsample
After Opaque v
Source Depth Normals

Intensity 2.51
Radius 0.07

Direct Lighting Strength

Sample Count

Downsample

CNZERTBEXEYAADHATUEOREENFDICHEDET, ThICEKD.
WMIBTBETEIVBMNERE 75% Bid . GPU BRDKRIBICEBBRINE TN T
TV DT TV ELLBDFET,

After Opaque

DX T avid. BERABRLVEZU I ONBRICERBLEFITH. NT+—T 2 RIC
HEERIFLET,

— EZHBIFE  SSAO (ZiE TDepthy F7zlE Depth Normalsy 71U /NZAH H
Dxd (TD lSourcey A7 a>%BM), SSAO F. TNS5DEICFHES
N, S 71 Y THEDRITEIC DrawOpaques /NXICERAINE T, R¥EX
DEWVWTFUEIY AN —2 a3 hREEIN. 21— —IF SSAO O Direct
Lighting Strength EZHIfHITEEITH. N T+ —X YV RICX A1 FROEER
RIFLET.
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— B HIHZE  TAfter Opaques N BEIRI N TWBHE A, SSAO | TDepth
Normalsy Z##HE X L £7, Depthy NBEIRINTWLWSIHEE. Depth FU
NZA (ERINTWBHE) FRIEFREHEDL VH UV JRICRITEINT
CopyDepth NZADSFREZEIFLET, SSAO IF. S 71 VI ED—ER
IR 2D Tld% <. DrawOpaques NXADEDITARTOHDD EISBIMINE
To CCTDAU Y ME. TUNREZEZRFY T TEBZOH. NTF—I 2RI
BAIDARMENHBZETT,

/ — bk  Render Opaque /NX T Depth + Normals ZL > &1 > 9%C
EHTIBD.EDAF T3 >Z2BMLTTUNRZTZLRICRF Y FL.
NTF—VREMTZENTETET,

Source

CDFTarTlE EBARI MILEDY —X%3EIRL £9, SSAO Renderer
Feature I3. H—J7 T XA EOEENRTVEIV FSA MIEDRREEHLTWBH%E
HEITZ-DISEERT MILEFEARALE T,

Source |CfEATTRELEIRAE ©

—  Depth Normals : SSAO | DepthNormals /NX TERINTERT I F v
EFEHALEY, COATavicED. Unity IFEDIERBERTIXFvE
FRATEET,

—  Depth : SSAO & RODISEET IV AF v 2FERAL TEERT ML EBEE
LEY, CcOFF>avid. HREZ LS T —4—T DepthNormals /XX 70w
IDERZBITIEVWESICOAMERLTLEIV, COA TS a3 EFERT 3
. Normal Quality 7O/X7 ¢« DEMICHED £,

CD2O0F T avBEEYIDEZRZE. NTH#—XVADEETZEEEELDHD
F9. Cchld. =T Y TSV ITA—LELUV T IV T— 3 IcL>TERD
F9. BLDTFVT—23>TlE. WITA—TVRDEWEIHDITHNTT, IFLAL
D&, Depth Normals DANMENT-HNERZEML £7,

Normal Quality

Zhid. TSourcel Z7ONT 1 H Depthl IZRESNTVWBBEICOATIT1 T
I2%mb 9,

Zo7anNFT« A7 3> (TLowi. TMediumi. THighy) (. Unity BNSEET S
AFvHSEBRI MILEBBETZEZICRRBIZIRETIAFyOH > FILE %
RELET. SMBELARNILOY Y FILEBIIRDEED T,

— Low 1

— Medium : 5

— High:9

NT =XV ANDHEEIIPREELRGINE T,
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Intensity

Chid. BETOBEZFIELEY,

Radius

CO7ONT1iE REOEILILDAD TR B EKET I AT v DY > TV %
FEIL X T ENKEVIEENT =XV RICKSBEEDRRITCDH. TEBEITN
TR TLREE W, MRadiusy fBId. AXSHS. =7y hETEILICL VA
VIEINBA TV FETOBRBEICEOVTRT—ILENE T,

Direct Lighting Strength

COTONTAIF ZAT4 VITHABOETEINEIONIEBICEONDZDHDTH S
7=8%. TAfter Opaque] F /> a VHEMICL THD e ZziBRL LET, BEFAD
Y737 YEIVRAUIL—a > OREICEERIFLET,

Direct Lighting Strength @ 2 DO/NUI—>3> :0.2 (&) £ 0.9 (H)

Sample Count

SSAO Renderer Feature 3. EZ LI CIC. BEINEFEBERNTIOHDO Y >V
TILEREL. PYEIV A IIL—CavERHELE T, COEEAESCTS
EHMBRBPELDBESDTHREREBICEDE TN, NTH—IVIADMBETFTLET, Sample
Count) {E% 2 fZICT 3. GPU DFtEEREN 2 BICAD FT,

SSAO IZ. URP DEHEZRTHS 1 DDFHFI T, Renderer Features Z{E> T
BRITZDCHTE2MEOHEZRBZ3HD. THNIIREBEOREEBIRETL L S,

Zoftpl) V-2

—  YouTube 72—k~ 7JL (UGuruz)
— TYEIVRAOIINL—=30DREFIAT R
—  LIPTERATIhTWSE 7ty (Marcelo Barrio ECICREIL £ 9)
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Th=—Il

TH=IE BT =Tz A —N—L A ZEMLTKNBZRETY, Z<DHAE.
TH=IE =R T LAV —DIRIEEH L THREPZAIVDBRE.E5UL o
TN — LARBICNZ 2 TDICEODNE T U TOEBRDEERDI S HH D K SIC.
FTH=IEX YD 2% BHMAHFET, 7 #ILH— Scenes > Decals (C. CDL>E
DI—=2Tr7AIINeTEY EDBHBDET,

EREBS—VICMZ 5

T 7—ILIE Renderer Feature ZF> T — AL YA UYILET, LYET =+
JLA —I|Z % % Decals_URP_Settings_Renderer %= 5 T# % & . Decals Renderer
Feature BEMINTWVWBRZEHDOMD T, CIFVWAERLELCLT. X1>VA
XZIZT7 Ry FINT AutoLoadPipelineAsset.cs AU T RZED, —2D
O— REICEYBNTA TS0 72y MABRICERINZ LSRR >TVETD,
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TH=ILDZELDIA—ZT—ZD 12lE& TOTv RUD 3D H—T T XADKETY., hlk. Splashteam H Unity ZER L THIYEL 74— L [Tinyking ®F+ 52 42— Milo TERIN

TWET,
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TH=IWNZDRZLS—VIZEMTRICIE. TLAV—DRL VA VFICHEFERL
TWL\3 Universal Renderer 7—2 74w b %3#R L. Inspector T FAdd Renderer
Feature; ROw 74U >h5 Decall #&ERLET,

Add Renderer Feature

Q_l

Renderer Features
Render Objects (Experimental)

Decal
Screen Space Shadows

FAdd Renderer] FOw 74 >® Decaly 73>

IT42—THEELTVWBREEICTH—ILZE D —VITBMT BICIE. Hierarchy o«
YRO%EHI w2 L. ICreatel > TRenderings > TURP Decal Projector] % 3&
RL%FY,

Ul Toolkit

Volume

Rendering URP Decal Projector
Camera

Visual Scripting Scene Variables

URP Decal Projector M{ER%
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BEITHONTVWBREECLZDHLS5Y . I 5+ 2—T URP Decal Projector DfIE & [
EHHREL F 9, Decal Projector &, FITREEFERITZDT. Y—T7 X EDT
H=IlFv DY XEY =T ADS5 IO T IV Z—FTOEHROEEEZRITE
HhAo IEL®HIC. F LWL Decal Projector PEWIOv I LTRRINE T, #HD
RENIMA T, ¥EOABZRTHVWKHNARRIINE T,

URP Decal Projection ® 70 /\7 «

—  ScaleMode : 77 )L b Tl&. URP Decal Projection A R—*%> +® [Scale
Mode) (& TScale Invariant) ICEREINTWVWET, Thidk. 7HA—ILOHA1X
A TWidthy 70/V7 1 & THeighty 7ONT 1 IC& 2 TOHRESTNZ &
Z BBk L £9, lnherit from Hierarchy) 1D & X3, ¥—LA Tk
@ Transform X7 —JLA TWidthy & U THeighty Z7ONT 1 LFEETNET,

—  Width & Height : Ch 60 7ONT 1 lE. TH=ILOY 1 X EHIELFI,

—  Projection Depth : 7OV 2— NIV T4 VTRV ZADREZHREL F
Yo AP VE—RBO-AIN ZHISE>TTHA—ILERELE T,

—  Pivot: L= hS—LF TSV FOFRERZEBHEL T3 Projector NIV T 1Y
SRy I ZADBRDOF Ty MIBERELET,

— Material : #2323 TUTILERELET, ¥T U T7ILIE. Shader Graph/
Decal ZFERALET (CHICDWVWTIXTCICELCEHRABLET),

— Tiling & Offset : UV BICRo7cT A—ILITUTIINDEZA) T ELVF T
Y METT,

—  Opacity : TEPE@BEZIEELE T, BN 0 DHE. THA—ILIETZELISERIC
Bmh. EHN 1 DBE. TH—JLIE TMateriall TEZINT- B DICFFERAIC
BHOFET,

—  Draw Distance : Z® Projector B’ 7 A1— LD EFEIEL. URP i'FA—)L
ELYAVT LB BDZ. AXTHETA—ILETOREETI,

—  StartFade : Projector T H—ILDT7 T —R7 I ERBETE. AXTHED
BEEE (RSA4—T) RELET, 0 »5 1 DfEIL. Draw Distance] (Cxt
TREEERLET, EN 0.9 DIHFAE. Unity (& TDraw Distances @ 90% D
EBTTA—ILDT7T— K7 hZzBB L. Draw Distance] T7xT—R77Y
FEETLET,
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— AngleFade : XS4 —%ZFRALT. TH—IILOFABE RT3 —7
ADEREREOBOABEICEDL. THA—INOTz—R7T MEEZHREL
E

X7 VT ILDYERK

Decal Projector &, < x—%4 — Shader Graph/Decal 2R3 37T 7IL%ER
TEIMRELRHD £, ZOFITIL. Scene 7 #ILF—ICH BT 7 1) 77 )L DecalMat
ZERALET. R—AIYTHEDHTHEATVWETH, BRIy TEHD FH A
ChUE. TAH-LOH =7z XEIYIY LIEABRICLIZWBEIZRIB £ T,

Inspector T. IFU7ILATOS I/ F2—ICEDYTENTVET,

=

Select Material

WEICHE]
Tilling X 1
Offset X 0
Opacity

q|
Assets Scene 18

None a
. ® 2ndFIr_FineProps
Draw Distance ® 2ndFIr_FineProps_Lens
Start Fade ® Audio_Spectrum_Graph
® Audio_Spectrum_Highest_V
. _ ® Castle
Q ;ili'Fcu_ie is not enabl @ Cloud
® DecalMat

- ® Font Material
DecalMat (Material) @ i

[

J—RTOTH—ILDEM

I5 ¢ Z—THOREFERIC URP Decal Projector > — VBT £ A, RITHEIC
I—H—DREOERL LTEMT 2AN—MHHTT, FLNTEZERLTITUT
JL. 1B, BSCZHRETITEIH. - FTHRITRICCNZBHHRICEFRHFTIET, 0D

RORZVV) YO LIERERTA—ILAEMEING] CVWSEHENERLTWEO—R
3. LYET #IA—D AddDecal.cs RO UFRICHD ET,

void AddDecalProjector(Vector3 pos, Vector3 normal)
{

GameObject decalProjectorObject = Instantiate(decalProjecto
rPrefab);

// DecalProjector OFHLWITUTILAVREZY A%ERT D

/1 BROFA—ILTITUTILEGELIZWES)

//DecalProjector decalProjectorComponent =
decalProjectorObject.GetComponent<DecalProjector>();
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//decalProjectorComponent.material = new Material(decalProj
ectorComponent.material);

[/ =T T ADSET
pos += normal * 0.5f;

Quaternion up = Quaternion.AngleAxis(Random.Range(@, 360),
Vector3.left);

Quaternion rot = Quaternion.LookRotation(-normal,
up.eulerAngles);

decalProjectorObject.transform.SetPositionAndRotation(pos,
rot);

}

COBRBINEVEHINZDIF. AFAH4—ELETOIITREATVARY DRI
RaycastHit n' % % & & T ¢, pos & hit.point T. normal (& hit.normal T 9,
decalProjectorObject £ WS HBID L NTHA Y RXEZVA{EINET, fIEZE
B9 37=®IZ. Projection Depth Z¥ X RW\& 512 pos Vector3d #H—7 =z XH5
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P HDR TI37%A < LDR MIFICRESINTH D, Simple Lit ST+ VI ETILEF
Unlit 2RI 3B BRETT . EDL S BT — XTI AUIBEBADTIDEZ 3.
BIETT7—bREANERRTBIHDICXV Y bHBODET,

LDR &7(& HDR (&, URP BRE7t v b® lQualityl o> a>ZFERALTHRED
nExJ,
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Quality

HDR v
( 2X

Automatic

v

Blue Noise

HDR ZfEA Y% & 5IC URP ZRE

UZT7EBEAVREER TORBEZIBRED ST 1 7 DR

HIOREBELV) ZT7OBERPH YIS L) ZTOTIRF v 2 FERTZT—07
O—DFLWEBBICDOWTIE, TBEB5DRF a2 XY FEBBLTLETIL,
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DT7INEZALTA—NILIILIR=23 VBELREI I T2

CDOLIYEDIRLACTHERASNZ XV )= 3y MEUnity 7O 2 + TFPS
Sample: The Inspection] DHDTT (CHEHHBATYO—RTEFET), D
> 7F)LIE Unity 2020 LTS BICERRINE LD F1 7« > J DEREAG Unity
2022 LTS ICEARIEET Y,

F'Scenes] > Small_Indirecty >—> %< &, HE. XAHZwoF7—L, ORwY
EAERBEINOFASIHARTIINE T,

© Inspector 4 Navigation ® | ighting

Scene Environment Realtime Lightmaps Baked Lightmaps

Lighting Settings None (Lighting Settings)

New Lighting Settings

URP OIS —> &5 T 4 VT IB1ODDRIDATY FIE. FILLWI1 T+
VORETEY FEERT S L TY, 'Windows > TRenderingl > lLighting.
%#BIE. lScenes; #7% 71w~ L. 'New Lighting Settings] #2 ') wv 2 L T.
FLLWTZEY MIBFIZ[ITET. CNT. llightings /NRILTER L 7ZEREDLF
EINExd, SATAVIRETEY hZYIDBER 2. RENMIDEBEDLD T,

URP Tld. A1 MREAAYTA FEEMZT MMIRITONET, X112 F1 MMIE
ENROBAIVTALI23FILSAFTY, CNICEKETIDRE. ROAZWVSAT
b. B L <& TWindows > Renderings > lLightings > TEnvironments > Sun
Source] THREIN=FA MIBED XS,
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©® Inspector 4 Navigation ® | ighting

Scene Environment Realtime Lightmaps Baked Lightmaps o

Environment

Skybox Material ® Default-Skybox
Sun Source <:Directional Light (Light)

Environment Lighting
Source Skybox

Intensity Multiplier

Sun Sourcel DFHE

XAk (AT —2D TSuny) &0 50 FE—F Mixed) £ LTHRES
NTWEY, 2ED. UTINEBALZATA 2 TERAT LA T4 T DEAIC
HMHLET. P—VICBNA T b B 3B DB<EH 1 20U7ILEA
LA DR ETY, CNHFNA TV RS L. ATV DKL ZED
EHNEHINE I, ORY FOKBL ST FZ2HERTH O, TRealtimes & L THRE
INEY, CNFREDORTIZ—FEBIILET, >—2Z2BEL. WASD ¥ —% £/
LTARY bZEH T L. AERDNEEICEDLSICKENTET 2D zHEBTET XY,

URP Tld. 171 VJREIFIBFMTHABLEY,

—  Twindow1 > TRenderings > TLightingl : CO/\NRJLTlE. 1 kT wvEY
TJEREBREEREL. V7N EALDZA Iy TERLTLIEZA Y
TERRCTEET,

— Nnspector] Ea—® Light AYR=RY b I =LA TSI MITRYF
INf Light AYR—RMMIZA R LTEBILE T, EFMICDOVTIEULT
DREBBLTLETL,

— URP7EYFIVARIZ— THUd. EICKDREZITOHATY. URP TD
AT >71E. TDInspector TEIRLIEREICK > TRIKEFEEZITE T,

ROKIE. URPEEI AU LIYHE—NATSA2DFA A VAR Z—DE VN
RLEEBHDTT,

URPDSA1 k1R 5hER
RIZ=DTANT 1

Type Spot. Directional. Point. F7cl& Area

Mode Baked. Mixed. F7l& Realtime

Spot 2Ry b T4 FOBEIZ. RAICAMIOHEOBEZFIEHTI X7,
Area chiE. TUT7 1 bORREFIHTIHICERAINE T,
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Light Appearance FColory #7=1& TFilter and Temperature] %Z3#iRL £9, Color
Tl MEINB3HDOEZREL £9 . Filter and Temperature]
Tld. 8 (Fa)La2—) CREOEAZFERALT. EBLEEOD
BTIA T2 2UIDBXET,

Color BEINBZHDBEZHAS—EYA—TRELET,

Intensity SAMOBHEERELET, T Lo aFIL>1 bOVIEREIE

05 T9o KAV b, RARY by TUT7 GEFEFIZAEBR) ©
BS54 FOWIHAEIZ 1 T,

Indirect Multiplier

MEXOEBEE*ZIE3OICERL £ 9, lNndirect
Multiplier] % 1 KD/NSWMEICRET B . RETFEIEBGRS
CICECAEDET, 1 EODKRZIWVMEICTD . HiIgBkRRZ &
ICBAZ <A ET, ChIFBIXIE. T T—ILHRZB LS.
EORICHZEBVE CAEDOHRY) ZHZ TIHENH DG
BICERITT,

Range

Render Mode

SAEDBLUYAIVTICRES S T— LA TPy MIBDLS
DBz FIEL F9

Auto - F1 FEAXTOEBEICE >TSSV EA LITRE.
Important - &ICEIEJLEfI&EE. Not important - BICE <AL
BInd. EREMMAE

Culling Mask

Shadow type

EDLAYV—D51 FDOREBERITZHEHET B7DICERS
nEd,

'No shadows]. [Soft shadows). F7-i& Hard shadows],

Baked Shadow
Radius

Cookie

MMypes #* TPointy F 7z | TSpot) IZ 8& & & . Shadow
Typel h' FSoft Shadows] ICBREINTWAIHE. COFO/NT
ICE2TEOI Yy OHAINIZIZENIN. LDBRLGRBICH
D&,

TORFYDZA M F—2EATELIICRETNTULT,
S hOBENT AL I3 FILTHBZHBE. FILLARILTIE
TyF—Dx &y DYIX BLUVEDA Ty bZFIETEE
o RAVESAMDIYF—3Fa—TIvTTHEIVEDD
DEY, URP TREMNE I/ vF—HHYR—bThET,
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EDHRTEIT. URP OERAEFIC. Renderer Data # 7Yt h¥ URP 7t v h%ER
LTERELEYT, cNSDT7Ey b EFERALT. BROEREEZEETIET,

Lighting

Main Light
Cast Shadows
Shadow Resolution

Additional Lights
Per Object Limit
Cast Shadows

Cookie Atlas Resolution
Cookie Atlas Format

Reflection Probes
Probe Blending
Box Projection

Shadows
Max Distance
Working Unit
Cascade Count
Split1
Last Border

Depth Bias
Normal Bias
Soft Shadows

© 2023 Unity Technologies

Per Pixel
v

1024

Per Pixel

2048
Color High

58.96

Metric
2
12.6387
9.2642¢
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ISyberia: The World Before

XAY54 b+ EORRE

URP 7Y bDSA T4 T8 v RODTIL—TIE. O—VICRERETSSX
TOEERRA> B DFT, £9. Main Light Shadow) %* [Disabled] F
7=1% TPer Pixel) IZFREL. TDHRF v IRy I RUIHEIL T TCast Shadows]
ZEMILET, v ROy TORBRERTEIIRRICTDILOICLEL LD,

Unity TREZEIBIELICEDHBIARS. UTILEZALS Y RIUTIE. 51 LDHES
WoREATCI IV MDREZSD. v ROV T2 LVA) VIS 2HENRH S
CCHECEMRECBVET, COYY ROy TORBRENEWVFE . KDEHEERD
HBZBBEICEDET, L. LBEDC AT )OWATILRNMBEERD T,
FEOMNEBEHNIEX ZBERE LTIE. LTOHOLHD £7,

1. Yy RIURYTITLUYEVYITEINZS Y RUXF Y XZ—De CDAXTT
1T hENRELIEBER. v FUTREZVR (v RUBEOETFRE) I
LOoTREDZEY,

2. EETAREINTLES Y RILY—N— (IRTIDEZIXBELHDEY)
3. YvRUBRT—FDHE
4. DY RUTANRIVT (VT RI v RD)
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ERORENLT LHEBNE IR A, FIZIE. 'Soft Shadows) 7+ F 3
R Y TZIED TR DD ET. UATOUEERDREDERTIE. FIROH
FHOMDISHLUICKZZE L TVWEITA. Thid. BEEN 1024 SORI VL E
BBICADBEFTLEVET,

XA T4 FOEOREEDRE  #EEIR. ELOBERD 256, £ TOEKRH 1024, A LOBEERD 2048, A TFOERH
4096 ICRREINTWE T, FROERI 1024,

XAYVZAPM IOV RIRYIRTARAAVR

X1YZ1bDOY v RODRAEMOE | £LOER-10. ELOERK-30. £ FDOEK-60. HTDER - 400
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XAV ZA v RUDH S 1 DOFEEARKEIF. [Max Distancel TY, gk —
VAZy NTRESINET, LOBEKTIE. R—ILOMBERMN 10 2=y b T, Max
Distance %, 10 2=v FDHDH5 400 2=y bDHDETHD £, ELDE
BT 1 DEDR=ILIEITFHPREEZFLLTVWT, AXSOMEHLS 10 A=y +D
BB CREMNBYNTVWET, 60 2= b (ETDEER) TlE. IXRTOEHLNRRS
NTVWT, EOBEEENEYITT, Max Distance "REZTWB 7ty h&EDEHLE®
BXATRTVWEE. Oy Ry TOGEHRDLBD TEIR/RICEDET, DED.
P avy FREFEORIREDNBERLARILEDBIEZNMNESRDI VWS E T,

Max Distances; Z7A/NT« &, A—H—HBETIZHDE. =V TEHINT
W31y FTEICEERITONTVRHRENHD T, TR BONIELHRBZR
DTR/EEEZBIBICLTRELTLIEIW (FRDELEEBRE), HXSH5 60
A=y FENTEENA TP TV PDEETLA LAV —ICRRIINABVEEIE. &
AEE#E%® 60 ICRREL £, BEST DT T4 >JE—RH Shadowmask] I
REINTUVWBBEE. Y RUTARAZVAZBITWBRA TSI FDOEIEIRTD
INET, INHEHN—2THoEBZEIF. TRTOA TSV hOEHRTIN
BEICBEDFETH. NS Y RIFEITIHRO Y RIT A REZ 2V ADOEHRANTHE SN
9,

/ — F:URP TlZ.TShadow Projection] & LT lStable Fity ®D&MHR—
FIhTWEY, TNnld. 'Max Distancel DREZEI—HF—ICERZDHD
T9o EINA>L YA —/NA1 TS5+ >TlE. TShadow Projection] 70
JNT 4 £ LT TStable Fit1 ¥ TClose Fit) OmADHR— TN TLET,
BEOE—ROHZEE. EFCATOERIIELCREICAHD £9, Close Fitl
TlE. Y RIT1 A2V AFEHARBOF v A2 —IZ5hETHR/ININ S
e TY, RmiE.[Close Fit1 DIFH FDHEN TBINICIZEZX 5N T,
RICES TR BIS5INBZFENHDZIE VWS T,

Y RIART—R

ELDT7EY MIELAICE > TRABRCBBZDT, EORREZTIFT. v kY
RYTDEDZL DD EAAZITEVEICEIDH TR BN TS, v FUAR
TR SOV BICRICIZI>T<NE T,

ToERIE. RYDOLETHICLE. BFENABEIMNIZUEEREBRDOBED
=Dy RIUTwv FTY (TScenesy > MRenderer Features Stencily >
F'SmallRoom-Stencill), ERIDOEIRTIE. hRT—RATV RE1 T, Ty 7IH

IV72EZEBLTVET, BEOEMBRTIE. ARXRT—FATVME4 TY, CD
Ry FIE 4 DDBRABRZ I Y IHEENTVT, ETUT7ICIE. KOEREEDOT Y
THEIDHETENWVWET,

CDESHINRIER S — 2 TlE. BLDBE. ART—RADY D1 THRERE
%73“%57{1&3} fo72 L. Max Distance "AZFWIBEIF. DAT—RATV+%E 2
CL7=AD. EhETHNBZ Y RITY TORENKRELKLBZDT. HIZD
7J‘7/I7 FOEEZLIDRIFICRRTZENTEFET, Eo)ﬁfg%@ﬁ?@ﬁb‘tié
MMIKREIL, BRELTEDNEODERICAR->TWAZEITERLTL T
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ART—ROELI 3> ORBERCIRTEHREIZ. Ry JalERRT > 2—%fF
Be3h BEITZ7—ILRTIAZy MIERETDZIETHETEIEYT (UTOD
BEfR%EBM), 'Max Distancel IXFEICT—ICBELIMEICAREL. X514 —DAL
BIXFEEISERTSELSICLTLEI W, M'Working Unitl & LT Metricy =
T3EEIE. Bll. RBONRT—RFRIPREOD v RUFv X 2—0DFEH (RKX) IC
BRESITERL TSI,

Shadows

Max Distance 30.9

Working Unit Metric

Cascade Count ® 4
Split1 @ 1.91344
Split 2 e 6.18
Split 3 9.0972¢

Last Border 133931
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EMZ1 b v R

Lighting
Main Light Per Pixel

Cast Shadows v
Shadow Resolution Disabled

Additional Lights Per Vertex

Per Object Limit

Cast Shadows v

Shadow Atlas Resoluti 1024

Shadow Resolution TieLow 128 Medium 256 High 512

v Per Pixel

XAV SA DY ROEY —L LS. RILBMST FE—RICBDEL &S, 1B
M1 MCKBEDREXBMICT SICIE. URP 7w FDEBMZ M E—K% Per
Pixel] ICEREL £9, T— KL, Disabled). Per Vertexl. F7:lZ Per Pixel1 (E
DEGESR) IRETIEIH. ST L THEEET 2DIE TPer Pixell 7217 TY,

FCast Shadows] Rwv I REFVICLET, KIC. TShadow Atlas) DERRE% &
RLET, ChiF. EEBEITIRTDST MDY Y TZEET3LDICERAINDS
RYyTTE, RAVESAMTIE 6 DD v Ry THKREIN. Fa—T<Tv
THMERENE T, . KD ITRTOAMICKREINZHTT, TDRH. K
AT MEINT ATV ABATCRDEHFOBELVS A B> >TVWET, BN
ThDOY Y ROy TDERDIRBEERRET ZEICIE. 3 DOEDRREDKET
DEAEHEIZIMZ T Hierarchy 71 Y RO TSA FZ2ERTBRICSA M1V R
RVZ—DSFER L BREENMERAINE T,

Shadows
Shadow Type Soft Shadows
Realtime Shadows
Resolution Medium = 256 (MansionLightingSettin
Strength 0.842

Bias Use settings from Render Pipeline Asset
INCETRMETE 0.1

COMERBOITETIK. BOLEICZAKRY FZ1 bHHD. NOLEIZRIY RSk
HHbxd (Zhid. e 7w lintroduction to the Universal Render Pipeline for
advanced Unity creators (_E#& Unity 2 T1%—[ml+ URP AF9)1 TEHEAL TWL
370200 12TY)o &fei 7 2OR Y THHDET, THHD 7 D2DOIY
7% 1024px DEFFEDOTY ZICEEIEBIIE. EXvTOH 1 X% 256px AT
ICTRARELRHDET, COVAMIXEBRIE. v RUTYy TOBREHLT FF R
CEDLETHRININh, IV —IILIZBEX vy E—URRFEINET,
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Iy TDH

TrZZ2DEIV T TrFZ2DH1X
(v FUBBOY 1 X%
RHEI3H)
1 1x1 1
2-4 2x2 2
5-16 4x4 4

LoE®gIE. BEE A Medium] ICEREIN. FEEM@H 256px ICHREINTRT
VhSARTERINDE 6 DOITY TERLIEZDHBDTYE, XKy 51 FORIRE
I& THighy ICBRESINTWT. BEBEEIX 512px TY,
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ChiE XM YDTaLI2aFLI1 b HOLEDRA Y ESA b BOLEDIRY S TSA T 27Nl MERBDER) ION-23>0 T, INTDIA B UTILEZA LT,

RERTZLTWVWET,
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NAOLIeSAT10>7

Unity @ FPS Sample A 7 b FE> TFIEEFHBALEL £ 5. CDT— &
URP TU I BALERAIDSA T4 VT 2ERTZHEZRLIEEHDTY,

HHNVDDDD

»

FPS Sample : I'The Inspectionj (Unity) ®>—>

FPS Sample 7AY TV hD>— > Tld. TOABRICEHENIS A AN IDEENT
WET, COTPAXNIESA NI VvEYTICEDBICIE. Inspector DERIICH B
IStatici Ry IRz wILET,

© Inspector ® |ighting 3

.’" v Garage_Floor_01b_snaps016 (2) v Static ~
v

Tag Untagged v Layer Default v

Prefab Open Select Overrides v

FARIRYEVIICSAX M) ZEDD
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'Window] > Renderingl > fLighting] > fScenel ""55 1 FYvEVIREZE
BRLEY, 1 MYy TORBREZBECHERLILEZE. REZHABLE T, BHOH
EDFTT LIcb. RIBNBRS A Iy TOEREICEZKAEZ < LET, TProgressive
GPU (Preview)| Z#iR§ 3. S1 Iy TOEREESHRILTEEY (GPU B ZEn

ZHR—FLTWVBHE),

Lightmapping Settings

Lightmapper Progressive GPU (Preview)

Progressive Update:

Multiple Importance v

Direct Samples 22

Indirect Samples 256

Environment Sample 256

Light Probe Sample 3

Min Bounces 1

Max Bounces 2

Filtering Advanced
Direct Denoiser OpenlmageDenocise
Direct Filter A-Trous

Sigma

Indirect Denoiser OpenlmageDenocise
Indirect Filter A-Trous
Sigma

Ambient Occlusio OpenlmageDenoise
Ambient Occlusic A-Trous

Sigma

Lightmap Resolution 30
Lightmap Padding 2
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

0.164

1.217

1.748

texels per unit

texels

sigma

sigma

sigma
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TN Z) T TlE /A XEZRERICMZZT=HICTY THIEFHITINET, i
D, HBBZAFTST UV RDROF TS FEETIBATRICALDELSZ D
HDET, COT—T4 7770 bZRNRICIZ ZIZIFE. A-Trous 7 1 LB 2T
ZERALET, 71 MYy JICERTESREDFHMICOVWTIE. TOJ Ly
TS T vEYTDRFa2AY FEBEBLTLLIET L,

o

TARTOBEHNISAARNIT UV EHREELTVWAEWVWI ., £lE1YR—MEFIZST
T4 UVDHERINZ xR LE T,

TN TN A T FEDORICEZ B7HE

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

Pack Margin

Generate Lightmap UVs

lLight Mode) %* Baked) F7:l& Mixed) ICSREL £¢, Hierarchy 71 > R~
TT b%EZFEIRL. MNnspector] ZFEAL £, BET1 I BNA T+
CHMA ISV COmAERS LET,

A v Light

General
Type Directional
Mode Mixed

Emission Realtime
Light Appearance v Mixed
Filter Baked

lLight Mode] % TBaked) F7zi& Mixed) ICERE
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BESAT hEEAT 3H4E13.TWindow) > TRendering) > TLightings > TScene]
h 5. TLight Mode) % [Baked Indirect). "Subtractive. %7zi& 'Shadowmask]
ICRELFT,

Baked Indirect : FIENDLEDAHD S Iy TS0 b TO—-TIIRT1 Y
INEYT (SAMORFDAH), BELEEIEVTILIALIIBEDES, Ch
EEARMBRATOIUBEDT. ENAMILTSY T 4—LICK L TIXIBEER
TIEHD EFHA. fEL. B AX NI TN A AR DEA T, EER
HCEENAERATEET,

Subtractive : TMixed] ICREINTET AL I>aF T4 bhBDEEN
EENSAARNVICRI I L. BNISAX MIICE > TRESNIENS S
FAaVIERELET, COBE. TN TO—TJRERLAEVED, BB
FAXMUDENA TSI MCEZRETERARZH. FREFEENTIN
BHARETZAEELNHBD £T,

URP Tld. T L2 atIoa bhSDOHDEEDHEBEHHEIN. X1
LI O0—NILAILIER—2a > h6ZDEIELSIDMNET, COHEME
(&, TLighting] U« >~ R ® TEnvironmenty £ 3 >IiC$% % MReal-time
Shadow Color] FBEICE>TREEINZ . BREINLENZDOELDD
B h3liEhbEtA. BESTNIEORNDBY., TORTILIB%Z
BRLET, CNIEA—IYRN—RIIF7ICNTZIREBAF T3>0 TY,

Shadowmask : Baked Indirect] £— F &M TWL F 3 H'. 'Shadowmask]
TIRENS v ROERIIINTo vy RODAADNRBE SN, EMhEICLY
AT ENET, i BMOS Y ROIYRITIVAFvyZzERAL. 1
FO—JICEBINERERETDZIECTREINET, DA TP 3> Tl
BOEEREOSVENMREHEINETHS. XEUFERAUNTA—IVADATER
HPEAR BT T3 >THHD FT, EEHDS 3 v MIDWTIE. Baked
Indirecty £ BR7=BHARILTI, B ZREEZICEVWVADNZDT, #—7F
VI ROI—VIZELTVWEY, LWEIX M LEOEBAMNS. SYRIVR
PNAIVRDON—RITT7TCOAMERTRICZHEHLET,

Mixed Lighting

Baked Global lllumination v
Lighting Mode Baked Indirect

re| + Baked Indirect

Subtractive

Lightmapping Settings Shadowmask

F'Asset] > lNnspector] > lLightmappingl > Scale In Lightmapi 75 TLightmap
Scale] ZRELT. B< DA Tz I MDA Iy T LETEHEDHZ IR—XEDE
CLET, UTDERIZ. EEOEDSA Y TOTIEILY A XZRLIEDHDT
To BREICIZ 0.05 15 0.5 FTORETHHDFT,
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0.2

AT —IREDT I LINTA XTI T 1 X £ELOEKRA 0.5, HEDERD 0.2, ETDEEH 01, HTFDEERA 0.05
ICRESTNTVET,

lGenerate Lighting] 22 v L TARA I LET, N1 DOMNIBEFRIE. BHA T
STV PO Ay aDBEME. 51 bORE ("Mixeds E— R £7i& Bakedl
E—R). BLUF1 v EVITDRE (T Max Lightmap Sizes & lLightmap
Resolution)) IC& > TEHL>TEE T,

Auto Generate er e Lighting

TGenerate Lighting] TR TEF XTI,
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S4k7O—7

Mixed] E— RS 70 Y0 FERTZHEIE. =T M TO—-T%ZEBMT S
tEBHBOLET, S FT7O0—TIk FAFEEN 'Windows > TRenderings >
Lightings /X% JLH5 TGenerate Lighting] #2Uw o LTSAT 10 %&RA
LI EIC. RERNOREDMBICT A bT—2ZR®REFELET. ChiZ&D. BRIE
REBENTAENA TSIV bDAILI =3 VIc. RAISNATIP I T
FRINTWVWESA T4 VI LRNILDARBMEINZ &S SICBD F9, BWBFRTIEA T
DIV MHEE<CAED, BBR3WVEFTIZBAZ <K B0 T, TOEER (TFPS Sample: The
Inspection]) Tld. BMEOREATOORY FOF v SIF—DRIAVERTE
£79,

BIMEDQH AT, 4 TO-TICE2 TSI T VI LANILICEEEZITTVWSORY ~

S b 7O—-TJ%EMT 3ICId. Hierarchy U > Ro%EHT v L. lLights >
Light Probe Groupy %*3&RL £7,
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L TERILINE I, [Custom Function] /—RDZDMDOARIZZ7O—~TFON
T« TYo, numSteps IFL 1T DBEVEADE. stepSize IFFVEDOBDERTY,
densityScale & Vectord 27« ZISRNCFHEAL 7= B D TY, density /713 TBase
Color] & TAlpha] IZEZEDHD > TVWET, DY T—HX—IFFEBHD unlit £
EINTWVWBRSD. FA 71 VI 2B TIVERHBZ CISERLTLIETL,

LAY—FVIDERBICITONZDIE. 3D TV RXF v HERICEMINZ ST
o 3D TURFVIEN—=T3> 2 TEAINE T, &=#IC TShader Graphs) >
FlRaymarch2SG) %= A9 5 & 5IC RaymarchMat Z:REL £9, FRHINZ AR
2 LB raymarchv2 T3,

void raymarchv2_float( float3 rayOrigin, float3 rayDirection,
float numSteps,
float stepSize, float densityScale,
UnityTexture3D volumeTex,
UnitySamplerState volumeSampler, float3
offset,
out float result )
{
float density = 0;
float transmission = 9;

for(int i =0; i< numSteps; i++){
rayOrigin += (rayDirection*stepSize);

/| EEEHE

float sampledDensity = SAMPLE_TEXTURE3D(volumeTex,
volumeSampler, rayOrigin + offset).r;

density += sampledDensity;

}

result = density * densityScale;
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3DDHLWAIDLHD EF,

— TMaterial; 70O/\7 1 TEZEER IS UnityTexture3D volumeTex,

— <20 SAMPLE_TEXTURE3D, SamplerState ¥ > X2 > ADKER 3D 7
AF v ZIBT R IIIHETT,

—  SamplerState @/ —FHH O . Nz AL T 'Wrappingl 7> 3
VEFBIRTEEY, lclampl ICRET D L. EE O ~1IC8ENA
WUV IET. 0 KFHDMEIZ 0. 1 BRI 3EIZ1ICAEESTNET,

—  Offsete CHUS F2—THT3D TV RXF v 2EERT 2 7DICERT ZMETT,
RICC AT TRICVWBHESHZEFARZ D TIE4 < rayOrigin @ float3 4> )L

MBICA 7Y bEMZT-HD%EFEHEL T sampledDensity EXEEL 9, ZC
TIE12DF v 2RIl (FROWF¥ 2RI R) OHEDPBRETT,

UToE®IG. N—2a>2ZLYHYYTLEHDTT, EQOLSICRATEE
bto

N=U3rv2niz—4—

BRIEN—=—a3>0 -3 ST VI EBEAINET, <T7UTIL
RaymarchMat IZ% L T Graphs/Raymarchv3SG £ WS &> T —4 —%#FERL
£9, COrE BB raymarch ZFEHE L £9, Z DEEIE. numLightSteps.
lightStepSize. lightDir. lightAbsorb. transmittance £ \L\5 6 D L LV/YT X—
Z—%ZFEAL. float3 RT FILZIRLE T,
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RIRMEZRDHIC. 3 DOFHLWVWEH (transmission. lightAccumulation & &
U finalLight) Z#EALL 9. O—FIZ. TS bDIL—T) OOAX Y METIEN—
oaY 2 RALTY, gllcnLic TLAv—F>7) OZEDHS—ERTLETL,
Ea—AEOLAIICR27XTy T (BLWRY ) TCIC. X150 MMo@EiFkL
1 (RoEBOAF) ZERLET, RALRIE 3D TIXFYDRTYy D>
TV ERLET, ENZVIFL. Ea—FBELAOEDICHEHIEDHRRD
F9, COTOCRICE>TEEIEILDBHZTHRED XD,

void raymarch_float( float3 rayOrigin, float3 rayDirection,
float numSteps,
float stepSize, float densityScale,
UnityTexture3D volumeTex,
UnitySamplerState volumeSampler, float3
offset,
float numLightSteps, float lightStepSize,
float3 lightDir,
float lightAbsorb, float darknessThreshold,
float transmittance,
out float3 result )
{
float density = 0;
float transmission = 9;
float lightAccumulation = ©;
float finallLight = ©;

for(int i =0; i< numSteps; i++){
rayOrigin += (rayDirection*stepSize);

float3 samplePos = rayOrigin+offset;
float sampledDensity =
SAMPLE_TEXTURE3D(volumeTex, volumeSampler,
samplePos).r;
density += sampledDensity*densityScale;
/] 21 DIL—TF
float3 lightRayOrigin = samplePos;

for(int j = @; j < numLightSteps; j++){
lightRayOrigin += -lightDir*lightStepSize;
float lightDensity =
SAMPLE_TEXTURE3D(volumeTex, volumeSampler,
lightRayOrigin).r;
lightAccumulation += lightDensity;
}

float lightTransmission = exp(-lightAccumulation);
float shadow = darknessThreshold +
lightTransmission * (1.0 -
darknessThreshold) ;
finallLight += density*transmittance*shadow;
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transmittance *= exp(-densityxlightAbsorb);

}
transmission = exp(-density);

result = float3(finallLight, transmission, transmittance);

S DI —TISEBICEETEET, numLightSteps ZHUICFEE L -7 174¢
DIRENET, RASINTIL—THH B 7. numLightSteps & TZ 3 72IHE
<R BLIICLTLIZEV, lightDir ZZ L5V T samplePos 5 X1 > 5 b
ICBEIL £9, JRIC. lightDensity 1Y lightAccumulation ICIIB I E T, 51 bD
L—TOABTHRLHENIHVETT,

float lightTransmission = exp(-lightAccumulation);

=FIC. lightTransmission At e-fightaccumulation > 2e7n X g, F4 e (Euler ) &4
2718 TTo UTDTZT7ICCOBHROEREZRL £, KF&IF lightAccumulation
DfE. EEHIX exp(-lightAccumulation) TY, BRI N7-HEHE lightAccumulation
H 0 D E. exp(-lightAccumulation) (& 1 T, lightAccumulation H'38 X % &.
exp(-lightAccumulation) IF2BICTHD . lightAccumulation H' 5 L EICAR S & 0 1C
IELHEDFT,

0.5

float shadow = darknessThreshold +
lightTransmission * (1.0 - darknessThreshold);

shadow EMNXICEHTE TN &£ ¥, darknessThreshold ¥ WS &ZETD FO/NF
ZEALEFT, UTDT S 7 TIE. darknessThreshold H* 0.15 DIHFE D shadow

101 of 105 | unity.com


https://unity.com/ja/
https://en.wikipedia.org/wiki/E_(mathematical_constant)

© 2023 Unity Technologies

ExEEHHICT L F 9, lightAccumulation 0 D 3H & shadow (& 1 T3
lightAccumulation h* 5 (Z¥#f3< &, shadow |& darknessThreshold EEICTD
TET,

\

0 2 3 4
‘ ‘ lightAccumulation

finalLight += density*transmittance*shadow;

density * transmittance * shadow ! finalLight EBEICINBEIN 9, BEREINT:
HERFE lightAccumulation B'E WL . shadow I 0 ISET < 7=, finalLight D&
fBIFNE< BT,

transmittance *= exp(-density*lightAbsorb);

transmittance OFHEMEIZE I NS FONT 1 TY, L. Ea—FARAXTY ST
C AT, fBEIC edensityightabsors SRF|EI XN F G, FO/VT  lightAbsorb ICED. ED
FTHILEL TENLS BVERDONEZHDHEIEHINE T,

N—= 3> 3 Tl BRI finallight. transmission. & & O transmittance &1
float3 TY,

N=23> 30T T7%EUTISTRL 9, Custom Function] D /34 float3 &4 -
Jo TAT. ISplity /—FAEMEINET, HHIRIE MLerp) /—FD T ARIC
DRHBDET, N—I3 > 3 (CIE. Teolory ¥ TshadowColor) Y. W< DHHr
LWFONTs D HD &9, gi&EIE B AN, BEIFAANTY,.

MfinalLight raymarchy /— R® Out.x ' 0 ®HE. shadowColor A* TLerps / —
FOEAICEINET, finalLight B 1 DIFEIE. color PHAIEINE T, EH
H 0~ 1 DIFA. shadowColor & color DIFFEMENE S TI, MLerps /—RD
7% TFragment) > Base Color) ICEEDRIFET,

FAlphal &, transmission f&A* Out.y ® Traymarchy /—R%EFERAL*J, CDIE
H 0 DL EFTAlphal l& 1.1 D& ZF TAlphay (& 0 I2AD £9, TOne Minusy / — RiZ.
ISplit)] / — R D BEZEIEIET 2 -DICFERAINE T, %k lFragments > TAlphay
IO LFET,
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Houdini & 3D T XF v Z1ET B L SICEFAEY—ILTT, 3D TIRFv DN
Br LT ZESh/N—) >/ A ZDFER. B2 1IVRICTES /12T
I RAF v DERINA Y (Unity ) BEENET. COLYERLAI—FID
FERERDZ A2 — MR EBNUIEEVTT,

ZOfttDUY/—X
— dmeville @ T'Volumetric ray marching cloud shader
(R a—AXMVYILAR—FITITTRIT—H—)]

—  Sebastian Lague ® TCoding adventure: Clouds
(A=FTa VI T RERYFv— 1 E))

—  Camelia Slimani @ TCreating Volumetric Clouds with Houdini
(Houdini %/ L 7= Volumetric Clouds D{ER)

—  OccaSoftware @ TAltos sky system (Altos 27112 27141
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