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URP (CIE . RIR LA %S 3 2 DD 7wk (Universal Renderer Asset & URP Asset) H
HDFF, Universal Renderer Asset H'5IE LA =1 TFSAVDUTDEEDERMIC Renderer
Feature ZIBATIFET,

— gZoL>R)>gm

—  JFURZRDLIA) VT

—  G-buffer oL >&1) >

—  TAaI77—RIAbOLIA) S
—  REBREOLVAVIH

—  RAPAMRYIRADLYZA) VT H

—  BEEOLYAUIH

— RANTOEROL A5

Renderer Feature
Renderer Feature .51 T VI I TN CRETIZKOMBEEZRHELEIT . COEIIa>TII.
MNER/NRODOA—ROAEFERTZATUIIISEBLETS

VEREHEDHBICIZ. TT1H—T Scenes > Renderer Features Stencils > SmallRoom - Stencil @
BISERLTH Y I —>%FEE T,

ATV DBIEIARFEZT RN EABEBEEZ L FOT—OHENEITTRIET.

LOEBRHTRITLSIC. COFDBMISIEREBOL VX% EH LT X FEBROLSICTRIDFF %ER
TEFB3LS3ICT B TISEOEDEAICEWVTIE L1V —Y X, >z —4—.Renderer Feature @
HAEHEZEFERALEI.RIIOXTYITIX LOIIERINTVWSYTUTIL (ZOHITIE MaskMat
rWLWS%HEl) . Custom/StencilMask ¥ W5 1 —4—TZELF T,
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Q | Stencils |

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/ShaderLibrary/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
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return (half4)e;

ENDHLSL

Custom/StencilMask Tl&. OV R ZWrite Off ARESINTUVBRLITEELTLIEILIZFEA
EDJZEATTTIMI IWrite Off ZRETRIE.FDA TP T IMIRTINABLERDET, i,
FITCTIOMDRENY I PICREBEETIAFBLABD. BROA TSI 2ES BB B12HTT,
FTCxUMIEIEHRER/MLIBFETLOA VY IESNETAHABESNEI LI TIOVITERDOAT
DI IMIEOTH—N—FIREINFET . D2END. ZWrite Off ZRELTHL AU JIEFIZZEDLD
FERA (L LA —F2— DAV TYVIRERETREEDDET), LA —Fa2—D1VTYIR%
CAXMIEIDKREIVMBIZEFT TR L FIRRINDBESICEDET, COHITIECAXRNIED 2000 D
FXICHELO>TWET,

LYATRITIBZTZIIAVIIATIUVILNY ITZADEDEZTAHTEITTIEEITDINELRHZDIEX
TIUVILNYTFPADEZTIAHDH T O T—R—DAT— Ny IT7ADHINIDOVWTUIRE TS, €D,
ColorMask 0 ZIEELTAHZ—NYIFADEZTAHZTENCTETET. CNUFPPRELINTS
O—FCHFICO—UDL VAR EDIENL R TEND T4 77— R LAV N2 TERTS
BEICEMTY,

ZOfITIE Mask & SeeThrough ¥\\5 2 DOARZLLAV—HERINTVEY, LVXIE Mask
LAVY—IZH D TRY (=72 LZDFIFBRL) I& SeeThrough LAV —ICH D& T,

Z D —2Tld.See Through Settings_Renderer & \L\5%FiD Renderer Data A7 h&ERLT
WES,CNUE. O—2T7MIILITUTIL Oz —4—ELT#/LS4—A (Scenes > Renderer Feature
Stencils) ICHD £T XAV AXFICTRYFINTR )T AutoLoadPipelineAsset IC&D.CDAT
12U Project Settings > Graphics TRIUTZTILL A=A T4 T72yb e LTRESNDS
SSICHRDETCCTCCOT Y DREEESELELLS,

Main Camera > Auto Load Pipeline Asset script ICERESNIoNA TS0 7Y

© 2025 Unity Technologies 16 of 151 | unity.com


https://unity.com/releases/lts
https://docs.unity3d.com/6000.0/Documentation/Manual/urp/rendering/deferred-rendering-path-landing.html
https://docs.unity3d.com/6000.0/Documentation/Manual/urp/rendering/deferred-rendering-path-landing.html
https://docs.unity3d.com/6000.0/Documentation/Manual/urp/rendering/deferred-rendering-path-landing.html
https://docs.unity3d.com/6000.0/Documentation/Manual/urp/rendering/deferred-rendering-path-landing.html
https://docs.unity3d.com/6000.0/Documentation/Manual/urp/rendering/deferred-rendering-path-landing.html

@ | Stencils |

Scenes > Renderer Feature Stencils 7'5 SeeThrough Settings_Renderer = #RL 9. 774/l b
HEDEEHNHZHEIDEKE IF Opaque Layer Mask T, Z1ik Mask & SeeThrough ZfN g2 &I
ABLTIEE L,

See Through Settings_Renderer T Opaque Layer Mask ZZ &L %7,

Inspector @ Renderer Feature MR KICIE.Mask & SeeThrough X WSEEID 2 DD Render
Objects #EEN B D F£J.SeeThrough A7/ a>Z\EMICTRIL. TRAIMBEITLEVE T, CORRH
HETZDIFHEHNEE S E.Opaque Layer Mask BMEHEINTVBDIZH XTI ILZ—THRNA TN
LAV—D—ETHoTC T IAILEL VA VT D—EBTIF R WASTY (Render Objects HaezTICL >
HY2TINTVWBTEITFTY).

Mask (Render Objects) DERE

© 2025 Unity Technologies 17 of 151 | unity.com


https://unity.com/releases/lts

@ | Stencils |

LoERIZ Mask H-r R~ BeforeRenderingOpaques % 3R EICHR>TH D Mask L1V —
LIZL AT INTET IS L TOHBRAIND LS T2 BB INTWET, Overrides /N1
TlE.Stencil 77> a>hBMITER>TED NV I 7ICIEE 1 MRESNE T COETAADERIC
TN 3L 5. Compare Function |3 Always. Pass |3 Replace |C3RE SN BIFEDEEEICEI RIS
FIICLTWET Fail XUV ZFail |& Keep ICFRESNTUVET,

URP & Mask LAV —DL VAUV I HRAET A —/N—F1RITUTILIFEREINTULER W=D,
D Mask LAV —DFA TPz I ML TERINIITITILZFERT 5L 5124 D £9.MaskMat
ITTILE StencilMask ¥ T—2—%FoTCWBTEIFTDL VX TY,Compare Function % Always .
Pass % Replace ICFRET AL T EZPIVYATLYIDNKRRIINTVWEZTRTOEI LT ATV
Ny T7DED T ICRESNDLIICHDET,

See Through (Render Objects) DFE

LiBoE&FD.2 DB Y%A Render Objects Renderer Feature # R THEL LS. CHIEARU b
AfterRenderingOpaques ZEHT 3L IICRESNTED RTUIUILNY I 7HERESINIRISER
INZY, 2D Layer Mask (& SeeThrough IZ5RE I Value 1E 1 ICEREINTVETLE 1 Hi&H
INFEBE. ETRILIELAU D TENER A

Compare Function (& Not EqualT. Pass. Fail. Z Fail |9 T Keep IZFREINTULET, D Render
Objects NRIZRATVUILNY T 7D SFHRAMSNB T T ECICEEZTAENEEAEDIH.ZD
INZIEL ¥ — See Through DEIEILDSBATUUILNYIFICE 1 FEEFhAVEIEILDOH
ZLYRAVTTBEIICHEDET DEDLYIAD B IR DA TT IAHILLDL YRV THIEDET,
Compare Function %z Equal ICEELTAHFLES.EITILHDRBRICED. TRAIDL VY IAICDH
RATINBELSICHDET,
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Compare Function % Equal ICZELTHBADHR

Renderer Feature |3 RSYFVIBNRAEZ LI TR TE31-HDEBNI-HELRDTT,
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ETHOWBIEERTIVR I —LDIRTTHBALE T COEIar TR ENTIO—FTRKOEI 7TV M ERYTZPHHDE Y MERHLTUL
Fo

CPU ¥ GPU OETOT—RDPDEDIE LA —INATFA VDB RBRMNLRY T EBESTVET,
BLIAXNIERTUT I EZF>THEDL VAV I LBITNIERSBWVWETILLNHBIHEICIE.
Unity [3ZNZ1T57cDDEBNIY —IILZRHLTVET. COETIF. ZNSICDWVWTEHALET,
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P

| Instancing |

GPU Resident Drawer & GPU #7J)L—>3> AU >0

AVREAVI T DL EISEDHIIC Unity 6 OFTLLVAEYYa—23> "GPU Resident Drawer" %
RTHELLS.CNIEURP 72V bDL AT O3 TAFTEET,

GPU Resident Drawer |.CPU {IBRR = &b § 57 HICERE I N/ GPU BREHDL VA>T R
TFLTT UKD T =LA TSI RD

BatchRenderGroup APl Z/EA TEERA/NYFUIBY CPU NT+—I >V ADE EHEFTEIET,

GPU Resident Drawer 2R T34 —LF TP I M EE>TT —LEER L JLEBRFIC K DRI A
AVRRA VI ETIRRBBERNATLYA) VI INEST. COBREEZENCTZ . SHRORO—
O—ILHEE TS GPU KET —LTIR. FO—J—ILO#HENBDLTIH. COARMNL 2y D BN
9,

Unity 6 ® URP 7t~ THIFBTE% GPU Resident Drawer & GPU A 2IL—3>hUY I 04Ty

rORY)—>23yb B IF42—E—RT URP 3D Sample OEXELVHU>TTRI-DICRER
INYFED 3569 THBZrhHh D £9,GPU Resident Drawer % Instanced Drawing [CERTET 3 &
NyFEUL 506 FTHRDLED

CDREDHENRSNBZING O—VDRERA VRISV TDEICES>TEBRDEFT LAV TS
ARV AR B A T TV FDEHZWNEE XV Y DRSO ET,
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@ | Instancing |

GPU Resident Drawer I MeshRenderer ZX R LTHE D XF > Ay alL 45— VFX Graph.
IN=TFTAIIN AT L ERIEEAROI I IML AT —ICIERIGLTVWERA.COEREEFIET S
TeDICBFEDOA TV EBREITIMNEIRIHDEFEA I L ARZLY T —A—EFEALTVBIBEIE.
DOTS 1Y RAVI VI BN HIZI 2RI IVENBHDET AL LT .CO BRI
N—=o3> ZBRLTLIESL,

7£:GPU Resident Drawer ZfEAT3ICIE. 74T — R+ LA S —DWET, Project Settings >
Graphics > BatchRendererGroup Variants % Keep All I[CERESTZ2HNEIH D FT,

GPU Resident Drawer ZB®MICT3E.GPU A VIL—3> HUVT A T3> e LTHIARREIC

BOFEI. CNIE GPU BREIO 77 O0—F2HV G EEICKRIINBEVWDDEL AUV TLEWVESIC
LET.AVTIVICESTIE.CPU DEREEZRIBICHIRTI3IH5aNHDET,

LYBAI I TNy H— ol A VI —2 3> T X ORER
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@ | Instancing |

=T GPU AUIN—23> AUV THBEIH ESH &SI 5ICI3. Window > Analysis > Rendering
Debugger (237, GPU Resident Drawer > Occlusion Test Overlay ##IRL £, CHUc&D. A>T
TNFAVREVRADE— MY TIRRREINE T E— VAR AV TENTA DV RED DD
BRRBETHNEBBIONTHREANLECLTRAINEZT.COREZEBMCTEIE AVIH
EBLRBICHHBDES,

AIRA T
—EmEICLDBERZFNC. A VAZ T OBR%EFHBELE T, CHUSTARNITURTyv T EIEDMNT
BN TUOWEITH BEETZIFEDOHETHETZICIETDBREDTT. COYVFILIETAILAE— (Scenes

> Instancing) ICHD £,

F:1 7y hMIBY 3 525 Making Grass in Unity with GPU Instancing) OZE&ICESHLE T,

SRP Batcher B 7 U7V ZERLTL VAUV I INER

ET VTR ORDIC MOBOEL 2 DD=BIHBETT. EEOEDIRTO V B 0. 5D
VABD 1ICBBESIC UV ERELES. 500 TES T LT EHOER %A 71y N LTAE S SaL—
TEET,

BOEETILE UV
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P

| Instancing |

SRP Batcher

7#)L4— (Scenes > Instancing > Common > Grass Wave) |Z# % Shader Graph OH%J4557%
RTHELLS. COHTHIST7DBEMIL WindSpeed. WindShiftStrength, WindStrength IZESWT
FIPIVMDTERA X QEEERFICTEICETIIRNTOEDOENDTMIBARIIMEIICHRDELSIC.
Perturb Grass £ W\\5H 74557 T Noise /J—FHAMERAINTVETJER Y LU Z OMUEIFHEAIC
FOEFESNEFIHNXEDFTT7EYNE Lerp /—REFEALTUEBINET,

WEZFETS T AIZ UV O V ELSEIFINE T EDOEDRITTIE. CNIE 0 THOHERMHEE D
BRI ETIVESNIMBE THHEFMEDAT A ICBBIEZBRLEFT.EDEEHD V IF 1 THO.
A EEORRITIBSNI AT LY b THBAT B LHEDET,

Grass Wave #7457

ENENDOEZEFITEIAVYRDTEI R LI RIFINZTREB I I—F—ILEZ T T ED. ThEhD
BEEVTUTIN T —A— LTERBLSICADET,

7#)L4— (Scenes > Instancing > 1 - SRP Batcher > SRP Batcher Shader) R THA XL &5, ZHld
SV T—4—T Grass Wave %7557 Vertex > Position Z#IfEIL. Sample Texture 2D A
TITANDT—F—DBEBANELTHERELTUVET,
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@ | Instancing |

CCTCUTOO—-F2ERALTERZEMLELELS,

_startPosition = -_fieldSize / 2.0f;
_cellSize = new Vector2(_fieldSize.x / GrassDensity, _fieldSize.y / GrassDensity);

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

for (var i = @; i < grassEntities.GetlLength(@); i++) {
for (var j = 0; j < grassEntities.GetLength(1); j++) {
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—RAIZEESICKKRTHBEUATOIEADIDET !

—  _fieldSize i (40, 40) T,

— _startPosition I (-20, -20) T%,

— GrassDensity I& GitHub #>FILTId 250 ICEREINTVET,

— cellSize I (016, 0.16) TY,

— 220 —T7HRELT._grassEntities 2D FEHDBRERZIBICHRELET,

—  ZFhPhOEDIRTONMEIL. _startPosition ICIREDOEILZMELIET.EFIICSVE L
FBEHDMERINET,

— _abstractGrassDrawer (I BE%ZEETZI—RD 2 DON—JavIERINZEERISR
T,

—  WHAN—23 TIKGPU 1V REZVI VI %ERE Y. > — (Scenes > Instancing >
1 - SRP Batcher > 1 - SRP) ZBIUL\\TR{T9 5T SRP Batcher H'EE% L DIZE
SELMBTEZDEERLET,

—  FPIDOI—CTIFEDEEFILOSLNT% grassEntities 2D EEF D&
BICERBIZVELNHDFEI, I—RIET77I)L (Scenes > Instancing > Scripts >
GameObjectGrassDrawer.cs) [ZH D 9,

© 2025 Unity Technologies 25 of 151 | unity.com


https://unity.com/releases/lts

P

| Instancing |

public override void Init(Vector2[,] grassEntities, Vector2 fieldSize) {
_grassEntities = new GameObject[grassEntities.GetLength(9),
grassEntities.GetLength(1)];
for (var i = @; i < grassEntities.GetlLength(@); i++) {
for (var j = @0; j < grassEntities.GetLength(1); j++) {
_grassEntities[i, j] =
Instantiate(_grassPrefab,
new Vector3(
grassEntities[i, j].x,
0.0f,
grassEntities[i, jl.y),
Quaternion.identity);

COIO—RTl&.Instantiate ZHEALT grassEntities EEFZEEL. EIDHTENITLNT
PoOFLWF—LA Tz Vb2 ER L E T CHIFEBIELE T O—>DTL—LL—MIELLWEEZ
BIFLET29 X—Y OBEEDBEBRNSHHBEL512.62,500 MOEHLHZD—>EZUTDLSH
D 2022 F£8 MacBook Air TEITLIIBE. 7L —LL—FE 29 fps CWWSERICARD £,

— B> Retina T4 XTLA

—  JOtviY—:Apple M2 2022
— XE!):8 GB

=Y EDLSICLTRBILTEETLLOID?

A IEAREUNOHFDIZE. ENENOEDMEE) ANRICRFET DHEEY —IILEZIERTI£T,
BIZIE ' —LBFEEZED Bronson Zgeb KIC&d TE5M JOY 2% Tl O—>%0Uvod3
TENCAT PO BEB S IREE R TZY—ILDEILRAEDHRBETNTULETY,

GPUAYRAIIVYT

RELFED 1 DELTUEICPU 122 E202 T #BMICT B LTI COFEDFICDWVWTIE GitHub
1> 7)L®D Scenes > Instancing > 2 - GPU Instancing > 2 - GPU Instancing Z &8 L T/ 30,

Enable GPU Instancing L WWSYTUFIILEREIF . FILYTUTINZERT3ET I Z/N\vFUIET LSS
LYAS—ICBRLET CNICED. RO—O—ILOEIKZHIRTIF £9,5%E I Advanced Options
N2 THBETEET,

SRP Batcher & GPU 1 >RZ> 2T 1E . EHEWVWHENZNEEANICAR>TWLWET,URP ZFEHELTWS
a7 )7L SRP Batcher L D E4H 3 S . Enable GPU Instancing hb&IRETMTLVTH SRP
Batcher WMERAINET . Pz —4—JFTTERIN- T —4—I&. T 74)L T SRP Batcher &
B4 hH D £9.SRP Batcher OERMEEMIZTBICIEZHLSL > x—4—%1ER TS Shader
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@ | Instancing |

Graph %Z3#3IRL.Inspector T View Generated Shader Z27')w 2 L%,

Shader Graph H'5 HLSL >z —4—%4%Md %

HLSL >x—H—DMER SN Temp 74 A—ICBBINTOBIRLETF A I T4 2—FEI—R
ITAH—CRMET O —F—DRFZUTOEFICEELET >z —4— "Custom/GPU
Instancing Shader"

CBUFFER Z#3 L.CBUFFER ¥Z7O%Z XV MILEXT:

/] IZ70T0ONT+
//CBUFFER_START (UnityPerMaterial)
float4 _MainTexture_TexelSize;
half _WindShiftStrength;
half _WindSpeed;
half _WindStrength;
//CBUFFER_END

SI—4H—=TyMIRELED

GPU AV RAV 22T DI—IZHEWT Ground 7' =LA TPV MABIDH TSN XTI UTH
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@ | Instancing |

GPU A2 D —2TIE.SRP Batcher —> R /N—3> D Abstract Grass Drawer H'
FERAINTVBZCITFELTWIE TV HE—DEWIE.GPU 1>X 2> >4 D GameObjectGrassDrawer
N=23> P GPU AV REV ST r—H—% RT3 TUT7IN R BIDOTLNTIZEDETSNT
WBZETY,

GPU 1> R&> > x—4—I|3 SRP Batcher L DEMENH D EE Ao

Inspector T GPU 1> RA> 2> x—HA—%Hs8Y % L. SRP Batcher t E#MD BV A HHD
£,

JI—ROERDIDICERLIIS T2V THNEB LB RIE U TDESICHREZYI%Z
T5FIBZRDRT I SICLABITNIERDEEA:

1. ERINfcz—4—%ZRTIBDNBERLET,

2. Jr—4-—O%EIERELET,

3. CBUFFERYZ70O%ZJXYET7IRLET,

4. TEYNMIRELED,

LA L. COREEDE. TAN T2z LTHFERIE SRP Batcher O&HMIFADDLEIFEELTE
CEHREINZDAHAERDET (BEF5L CPU KEFEDT=D) HoELWVWHENKETT,

RenderMeshPrimitives

Unity @ Graphics APl (I3 T —LA Tz EERAETICAY I a2z BEL I HU T TEAV YR
WO HBDFET, CCTERAINTLB XYY RIE RenderMeshPrimitives T3, Z4L& Unity LTS 2021 T
BA INTAMERETT, ZNLAAENIE DrawMeshinstancedProcedural Z{ERAT3MNELHD LA IRETIE
CHUSIHER B> TWVET,

RenderMeshPrimitives Tid.ComputeBuffer ZER L TEXDXy>afiEzERTe LizxT U7
ZI/SHENLHD £7, FDENEIL. >—> (Scenes > Instancing > 3 - RenderMeshPrimitives > 3 -
RenderMeshPrimitives) THEER TIF £,

Project V4> RUDAVREV VT —>
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@ | Instancing |

TOEROEEISHHZELSI.TL—LL—tDELEIF 377 fps LIFBICfEL £9,SRP Batcher &
GPU 1V RZVI VI TIER SN — It FNENET 20 fps & 50 fps TEIELTWLWE LT,

COEVDERIF.EREE—DRO—J-I)ILEFERLTLIAI I LTVWEIETT,

BROTL—LT Ny -

RenderMeshPrimitives ZERLTL> AUV TSN ER

ChIF ENENDEDMUEZ Material 7ONTAELTERTBCETRETEXIL.EEZL VAUV Y
TRRHDT—RII. ZDUAF L ZFERA L TRELBAE— N TER2AKZLVH)>J$% GPU ICFEL
95

MIEZERTZ2I—RERDHDTRTVLEELLS. CNIE 771l (Scenes > Instancing > Scripts >
InstancedGrassDrawer.cs) M UpdatePositions XV RIZHD T,
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@ | Instancing |

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

if (_positionsCount == @) return;

_positionBuffer = new ComputeBuffer(_positionsCount, 8);
_positionBuffer.SetData(_positions);

_instanceMaterial.SetBuffer(Shader.PropertyToID("PositionsBuffer"), _positionBuffer);

_positions IFEDHIE®D Vector2 YR+ ERIFLE T, _positionsBuffer HEETZHEIL.
ENZEV)—ZALETEHOERAICHD "?" ICDVWTKLHSHEVWADTHICFHAT I L. T null
FrvITHHUTOEBEEEKRLTVETD,

if (positionsBuffer != null) _positionsBuffer.Release()

AIVENFIA—RZ—ZEEEONA ML X%ZEIETS ComputeBuffer Z1ER L £7, Vector2 IZi&
2 DO Float "EENX I BE—D Float I 32 Ewk (4 /N1k) T2 DD Float Tl 8 /NTRZHED
¥9.SetData ZfFHALT _positions URF%EETZ & T.ComputeBuffer ICEICT—42%
B TETET. T SetBuffer XYyREFEALT.CONYI7ZITIUTILIZIE—TEBL5IC
BOELILITUTILAD DNy T 7ICiF positionsBuffer WS ERIZERLTT7IEZILET,

Scenes > Instancing > 3 - RenderMeshPrimitives > Instanced Grass Shader (C$ 30 57%
RT&FEL&LS,

ComputeBuffer "5 DIES B DEE
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@ | Instancing |

ERFDOTOIIHS5R T Grass Mesh DTESRMIED Space /N X—42—1h World ICERED
NTWVWBRZEA OO ET /L .COFEZFERTIRICIEER. HIEELRI—- ROV IZMZA3
REHBH O FF.RenderMeshPrimitive ZERLTL YRV T ENZ Xy allid #pragma HRE
T NI WA LB EFERIZECTRITTIET I7 7LD SEREFET IR DDI KD
XF5)ZEBMLET,

#pragma instancing_options procedural:ConfigureProcedural
Out = In;

COIT—HA—PMUBDEZER T B7cOHICFERTSI—RFXAVyRIE. ConfigureProcedural &

WSLETOBEEASEEINE T, EDEZEMRITIE. CD Custom Function /—RIF ASID In ZHAD
Oout ICEITEITDER T,

FRDOHI D BEEIE ShaderGraphFunction CWSHRZLBEBATITHONE T, COBEKIZ. > —>
T7IIVERLETAIA—RDT 7L InstancedPosition IZHD £,

#if defined (UNITY_PROCEDURAL_INSTANCING_ENABLED)
StructuredBuffer<float2> PositionsBuffer;
#endif

float2 position;

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

void ShaderGraphFunction_float (out float2 PositionOut) {
PositionOut = position;

fiiild ConfigureProcedural XVyRrZERLTEEIN.XIUTKIC Float N—23>k
Half N\—a>h'%3 ShaderGraphFunction #EBLTHANCEINET,

COBEDISTTIF ELOEDUEIZ float2 THDH.1 DED Float * X {E.2 DEIX Z BT,
Split /—RZEFEALTIN%E@E4LD Float A&ZE#L.Combine /—RZFERELT 2 DE® Float &
3 DRICEBHL £9,Split BLU Combine /—RIEXYZW TIEA<E4L D Float RGBA ZIEUHL
FTMNAGCEZBICBHTACCT.EENICY 2 Z ICBBLET.ErESUBNRESN. CNSEHEA
BEHhETREOT—IILROERDUBXRETEXT,

DI T—E—DEFHNTET5.WindSpeed. WindStrength. WindShiftStrength. MainTexture %
ABELTEOYTITILTERLET. CNSD AL SRP Batcher KU GPU 1 VRZ 225D
N=3 TERAINTVSHLDERIL T EWI BERADMNBEDEHA AR ITTIL.EOEXL VA
D09 3REICDOVWTIE BS5—EXIUTE InstancedGrassDrawer .cs 8B LTS,
2OV HDE#IE.GrassField.cs XZUTLD Awake XV RICE>THEUHINS. Init
Xy RTHEAL I £9,
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@ | Instancing |

public override void Init(Vector2[,] grassEntities, Vector2 fieldSize) {
_grassEntities = grassEntities;
_grassBounds = new Bounds(transform.position,

new Vector3(fieldSize.x, ©0.0f, fieldSize.y));

_positions = new List<Vector2>();
_renderParams = new RenderParams(_instanceMaterial);
_renderParams.worldBounds = _grassBounds;
_renderParams.shadowCastingMode = ShadowCastingMode.Off;

Graphics.RenderMeshPrimitives ZfEfd%ICIE.RenderParams 1A 2V IAHBUETY,
IR BIDETHENITUTILTHS _instanceMaterial hSIERLINE T MICH 2 DOFO/NTH
EBITEDETONED,

REDOL A>T IE Update I—ILN\wIEFRLTITHONET,

private void Update() {

if (_positionsCount == @) return;
Graphics.RenderMeshPrimitives(_renderParams, _instanceMesh, 0,
_positionsCount);
}

RenderMeshPrimitives & 4 DD/NZX—42— (RenderParams 1 VAA> X L>A) 5§23 Xya,
BIXySaDA TV IR LA TS 2AE—DRERNTIHATME) 2RITBRDE T, or—4—%
FERAT3HE. &F2E—IF3—ED unity_InstancelD =5 £, ZDfEIE 0 5 count -1 TT,

ComputeBuffer ZERA LI LY AU TIEERT REDDAED SV TFILTY, _positionBuffer &
BETBET EZNDE SO MERIELIEDTETHJ.CPU & GPU BDT—2DZ (T ELZElETS
IZI&. ComputeShader ZFEHELTUIET 20N ®E T, AEa— T —F—IC&B/NTF—TIVAD
BLEIZOVWTIF BDOL U ETHELED,

ZOMMDOUY—X

—  ZOLYETFERINTWS 7tvhk
—  DrawMeshlinstancedIndirect R L7 > 7)L 7Ok
— GPU 1> RAVIVTD RFaX Tk

—  CatlikeCoding IZ&% GPU 1V RAVI VRT3 it

—  ComputeBuffers ZR LA VRV VT
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DNV SR et 20
ST—HZ—HEDESICRZZD%EREERT 5ICIE. Scenes > Toon Shading > Simple Toon Shading |
BELEIT.COREIL 2 DDERZVI—F—IIRB TN RIDT—F—HETILHOEZEI LD
XAV EBZBOEREBVET,

Sx=F1T

EZBNBRLIVTIINBIATAVTETING TN~k 517127 TFoDIATAVTETILIE
SAMARE.FOMEICHITZIT—ILREREREORYMEZEMICHELE T, TOEKRIEZ.CD
SI—H—DLT—H—I5TERLTVETS,

VTN sy =22z —T 1> D Shader Graph

FIER/ICIZ Normal Vector /— R & Main Light Direction /—F B&DET, N5 2 DDORIMLIE
Dot Product /—RICANEINE T2 DORIMLARILARDEZSIEHEAID 1GEARDBEIEHE D
NICHEDET ATV TIE 2 DORI MDA FARDBEICRAEICRDEIICLET,
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| Toon and outline shading |

ZZTlERemap /—RHAMERINTWVWE T, COERA/ —RIZ. ATEZHZERED S BIOSEHIC
ESGHLWMEICE#TEF3,In Min Max (£ -1, 1.0ut MinMax I3 1, O ICSEREShTWET . 2hic
£D.In DIED -1 DIFEIE Out ¥ 1.In DIED 1 DIFBEIL Out A0 ICHEDET,

JZI21E 2 207AaNT1HHDE7 (Texture & Shades),Shades (.0 5 1 DEHTHE
TNBMERRTY TR ZER T IBEMETT . ERMNAHEBEZIT OO TIE A EZERENICETTS
AR ETY, £9.Divide /—REFEALT.1 % Shades 7O/NTs THRELEd.Shades At
4 OHE.ZDOEFET Divide /—ROHEAIX 0.25 ICARDE T, I 2 DBD Divide /—R%EEHL.
Remap /—R®DH % Shades D Divide /—ROHATHRELET. CHICKD(EDEFED [0, 1]
5 [0, Shades] ICEEINF I Round /—REFRALTEXEREICERLET. CORATIERE
TE5MElF 0.1.....Shades DA T,

TINITY

TORSAYEMRABZRD VTN AFEI EAmZBEITTVWSRUIYOAHZL VRV LIJERD
ERICH> T ZDERZOTNMNCRETRER T —4—%FHAT2 2 DED/NRZEMTHIETY,
Sr—4A—|&.GitHub H#>7)LMD Scenes > Toon Shading > VertexOutline ICEFNTVWET,ED
57 TICRLET,

Space ' Object ICERE M7z Normal Vector /—Ri& Multiply /—RIZAAINEFT, &
7 7ILOD Thickness IETEHEINE T, CCHhHDHEHIE Object Position IZBMI N JERIBED
TIPSV RDETIVLAIBED SO MBI INE T, I Vertex Position 7O/NTAADASIZ
RO £9, > T—4—70O/\7 (Universal > Render Face) (4. Graph Inspector > Graph Settings D
NI ZFHALT Back ICRESNE T OT—4—JTTTIIIVIINADHEHFAINZH. iz
LBV TISBIMEBICIE T — LA TSI VAR A—%ERLT 2 2EBDOITUT7ILEEMNT 3
REDRHDET,
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2 DEDORTITILOER
Scenes > Toon Shading > Simple Toon Shading D> —>TlE.2 DEDIYTITZILHMERINT

WBDOHHERRTEX TR T7AILA—RAD<TTU7 )L VertexOutline % Inspector T/ L. Thickness %
0.02 IZFREL XD,

COFEIFBEMABOAARICIIZIROTI DN ERDEHICE B E TOEKRICRT LIS IF—BRKRTD
MHBMER SN EE AT BIOT7TO-FZRTHELLD,

WEREEBETNEFALLT OS2 SVTNBRT17 (E)BEBRETIL (R)

bfy—>Sx—Fa27

MO T—HA—HNEDESICRZ 2N %=HEERT 3ICIE.Scenes > Toon Shading > Toon Shading |
BEILE I EIFECERIS. D T—TA VT ZAIIE 2 DDOBRBBZ S T—F— (VT—TAV T TIRS1Y)
IZREINTVET RIIDIATY A ETILHDEZEE I EIL DAL > I8 2B OERZRETDETY,

2 ol 2 02/
X154 +®D Shader Graph /—Fl3.Main Light Direction /—RF®D&T9,

FIURP ICBITBXA VST BRBBEDRVTALI2aYIMhDIETY,
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Main Light Direction /— R o>k —> oz —F1 DL ETHERINTOWE L. DY
TIWBN—2a3 W RTBDIC T ROBEEZAAAT N TEET, £9. 771/l (Shaders >
HLSL > Custom Lighting.hlsl) IC$H 3 AR ZLBEEEFERL T X1 S MITIEILET,

void MainLight_float(float3 WorldPos, out float3 Direction, out float3 Color, out
float DistanceAtten, out float ShadowAtten)

{

#ifdef SHADERGRAPH_PREVIEW
Direction = float3(0.5, 0.5, 0);
Color = 1;
DistanceAtten =
ShadowAtten = 1;

#else

float4 shadowCoord = TransformWorldToShadowCoord(WorldPos);

1;

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

Color = mainLight.color;

DistanceAtten = mainlLight.distanceAttenuation;

#if !'defined(_MAIN_LIGHT_SHADOWS) || defined(_RECEIVE_SHADOWS_OFF)
ShadowAtten = 1.6h;

#else
ShadowSamplingData shadowSamplingData = GetMainLightShadowSamplingData();
float shadowStrength = GetMainLightShadowStrength();

ShadowAtten = SampleShadowmap(shadowCoord,
TEXTURE2D_ARGS(_MainLightShadowmapTexture,

sampler_MainLightShadowmapTexture),
shadowSamplingData, shadowStrength, false);
#endif
#endif

}

Shader Graph 7Htvk (ERlEOEEEEEd5/-0Ic. #ifdef SHADERGRAPH_PREVIEW
77Oty —FoLIT 7 OREBICOA—R IOy o EENMNT 2 e ##EELF I, 2 NIcKD.
DS TFLE =DV ROTT IHILMITRERIEELE T,

WorldPos i&.B8% TransformWorldToShadowCoord #fER LTI v RUBEICE#RINE T,
COO—RTHERINZBEIE 2=NN—F)L LA — NAT51> (URP) /N —2 ICEENTED,
Shader Graph DA X2 LEICERTI £9.B# GetMainLight % floatd TEAT 3L IRIND
>4 +® ShadowAttenuation 7ONTAHMREINET, CNIZ. COHXZLEREFERT3557T
WBIZRDET,
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ZOO—RiE. 7#)L4— (Shaders > Subgraphs) |Z# 2 Main Light 47957 TCERINEYT (TD
BERZEBR) . cNZIETVLEXLLD,

XIS TIZT

Custom Function /—Fi&.Absolute World |Z58E SN 7z Position /—REM—ODANELTE IS
B D £, B8%IZ. Direction. Color. DistanceAtten (READ F F). 5LV ShadowAtten ZIRL X,
TIL TV ROERIBEICT BICIE ST RABET—ILRERE O Ry MEEZEIE L. £ 1% 0 5 1 OFERHIC
EELEZIT. BDMEIFEXLLHBLEEA
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XAVZAMITIERTBEENTEOTENEFRALTO VIR by—> o1 —F—%ER TSI £,
Scenes > Toon Shading > Toon Shading DJEISERL T/ 7Z2HEELET (TICBHERTRINT
WEY)o

VIR —=2T 5T

BYID/—RIZX1 V540 TSI ST TY, ShadowAttenuation H71¢ SelfShadowing B EE
LEF.CCTORTIVME.COBNEABRIZTDI ST —23>%S Sample Gradient /—RIC
BT ETE CNICED. T RDBEIBESMNMIEILTEDTIEHRLTTT—2avIiCEDWVWTERFERIC
YOEDHBLIICHBDET,

BOMIENTBANZRITID. ENETST—2a >y TUIRTE LR S 1—Tr VT DELDHREIC

RIUDFETT.II7DZEDDEDTIE. ST RDBZERLANILEEAEDETHS. e > TUVT
SNITIRF v LA EDE T BERICERISBZERLET,
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TIRSTY

T IS AERD LD TR INI=F AL LTIE Sobel T
WA= IC&B Ty OB ZFER T2 TT, CHUSIFRR L
TOCRFEZFERATEIETHOERICHZ AL VDD
EAENBESHROEIEILTHD ERBIRLTIEE L,
ZDFLICDOEIEILETL—DIEART /Ny I7HEN
IFERBBIDERRTDIELETFTVINRD/NN YT 7S
Color G-buffer ¥ Normal G-buffer T9,Z{LEHTO/NT
DBEEBITIEE ALOSOEIEILNT Yy IER EIC
HB L. EDE% Outline Color 7O/N T DEICEH
ISSEEDR

Sobel 71 LBV

_Nz/\>FILF BICIE. Create > Shader
Graph > URP > Full Screen Shader
Graph %=/ LT Shader Graph Z{ER
L &9, £7Id. Shader Graph 714> RID
BLEIZHZT7ra> (" DI THEEN
FAY) &2')w2 LT Graph Inspector I
7 AL I TICFEET S Shader Graph
DEEZZEETI_LCDHAETT,

Shader Graph Inspector @ Material 7O/ T DROY T AT

Scenes > Toon Shading > Outline T Shader Graph ZHEEEL £9. £91&. J5T7DEICH S Detect
edges based on the world space normals (7—)L RERERICERDOTIEERETB) EIoav%s
BTVLWEELLS,

© 2025 Unity Technologies

BHID./—RIE Screen /—RT. LRI INBEFH A X EEIILBATIRELEFT. Chik
Vector2 (B TEE T,

I Divide /—R#%{EHALT.Outline Thickness 7O/N\T«ZZ DRI ML THRELF I, ZNT.
Ty MEE LTERTI3ENESNE LT

F7EYMED x BLUV y BICTIERTBICIE Split /—REFERLET,Split /—Ri&or = x
LU g=y DRGBA EHERMELET,

2 DO Vector2 #EBLE T —HlIE x AAEDHS—AIEy AADA Ty b ERLET.x A7t vk
IZI&y = Oy A7ty hIlE x = 0 ZRELF T CNTAdd /—R& Subtract /—RZEALT.
IRTED Screen Position IS LTA 7Y EMBSLPRETEEY,

CORRT RV —2VZAR—R LD 4 DOMBEHIRSNTVWET. L TH [0,0l.6LH [11] TY
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GRIOERD S ERIOEREZHELT.COHFLLARIRLD Length ZEELE T, I5IC. EAID
FERHS TRIDOEREHELT.CBE5HRIRLD Length ZEIEL X,

NTHEDRI)-VETEIDERDE . ELUVLTOEDRNZ—EZRISTEX LT,

Add /—RZFERALTINSDEEZEFH L. OWRROD 4 DOEIEILOEFEEZAAT—EELT
BHELET. OMERT I3ICIE . Step /—RZBHALXI.{EH' Normal Threshold 7O/\7+%
BIZTWRBEIE1HNRINET,

T—ILRZERGERICESVWT Iy R B LET,

9.

AS—=N\yIT7IZDVWTHUFIFR L C 2TV E I DL Normal World Space Ti&7< Blit Source |Z
72+t ZL.Normal Threshold Tl&7< Color Threshold ZfERL X795

BIYIREOBE. > 7ILD Source Buffer I Blit Source ICEREINTVET,
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10.

1.
12.

Z27v7 9 O&IF.0 FolE 1 DEZEFFD 2 DOHNDH B3 TI.IST7DEDDERZTIC
TLETENSHTVARIIGERTYORHOEA (L) LBIvIERHOEN (F) TI.Add
/—RZEFRALTINSDEZMET S EMED 0.1l 2 ICBBIE T,

Saturate /—RZFEALT.COEE 0 HS 1 ICEAELET,

RiZ.Lerp /—R#EERLT.URP Sample Buffer /—RHh5E5NBIFEE /L& L. Outline
Color Z7ONTDRE%ZMB L £9.0verlay ZFERITZEHARETI DA TF3>H On (C
HEINTVBIBE. HAIKXEE7ED Blit Source ¥ Outline Color 7O/NTDEMICHEDFT,
Overlay #* Off ICEREINTWLBIHBAIX.Outline Color Z/oIEENEDFFEINFT I BEMNAE
H it Fragment @ Base Color AJICDRHBDET,

TIORSAYoz—H—DRED/—F

COLYETIR =222 =T VI DELFEZRBNLET,
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@ | Ambient occlusion |

TYEI AL —D3Y

TYEIVR AN =3V E HEICEELICEB NN Y =TI R ZB<TZRAMNT OEIFETIRE
HRETIEES VO FEIHIZ TV ET Y S M 2B B LUFERSND BT EDLHICECRZXT
WET LOBERTIRERANTYEIV AL -3 >R LTLYA YIS GRIZTYEI VR
FON—=2a zEALTLYR) Y IENTVETEEROBADDITY INEDKSICHE B TVB DN
ABLTETL,

URP ICIZ\UTIBRALD ZU)—> AR—Z FYEI VS #27)L—23> (SSAO) T7x7RH
Renderer Feature ¥ LTREINTVWEIHEATZ/NAI—RIE 255 THRETIXY,

*:SSAO IT7x 7 k& Renderer Feature THD.URP ORAN ORI 7 I bH5IFIMIILT
BEELE I, R ) a—LIKEFELIED R a—LEHEEERALIEDT3ZCIEHD FHE A,

EERDOENE%E R 3IZI1%. Scenes > Ambient Occlusion > Ambient Occlusion ZRZE £3,ZD>—2id.
Unity Asset Store T #ERID 7wk ELTAFTERRERUI VO HEE T,

Z DT —>Tik. Ambient_Occlusion_URP_Settings ¥ \\S%&RID URP 7wk hMERAINTLET,
CMNiF.Scene > Main Camera |Z742vF N7z AutoLoadPipelineAsset XU ENLT.
S—VEAIAHEFICBEITO—RFINET, 2D URP 7w hkid. Ambient_Occlusion_URP_Settings_
Renderer ZfERALTWET,
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@ | Ambient occlusion |

S —>IZ SSAO ZNZBICI&E. Inspector T Universal Renderer Data 77t +%ZFdE. Add Renderer
Feature ') LE9d, ROvFA I X=3—h'5 Screen Space Ambient Occlusion Z3ZERL £7,

SSAO Renderer Feature M3

SSAO ZO/N7~

SSAQ Renderer Feature Zlx3 . Inspector ZNLTRERZHIHTIZLSICHRDE T FATSES
TAONT1ZRTHELLD,

SSAO DA F>3¥

—  Method:Interleaved Gradient & Blue Noise D55V EEIRL 9,
—  Intensity:C NI BETOBEEHIELET,

— Radius:IREDOEIVIIOBBEICH B ERT VAT v DY TN ZFIEL X IMENARSTVIEE
NTF—IVRICKE BB RN TEBEFNIR>TLIE SV Radius BIF IXSH B,
F—=TyNETRILNCLUR) T ENB AT IRETOBRICEDVWTRT—ILENET,

—  Falloff Distance: 7> E T bA VI —2 3> D ERAINGLKRZ S — VIR #HIEL £,
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| Ambient occlusion |

Direct Lighting Strength:C O 7 O/NT11E. STV IHBEDORITINIZEETOMIBIZE DD S
HDOTHZ7-8.After Opaque 773 HEMICLTHZCZBUMME L F T, SIS EEEH
Y3 RIIBITBRITVEI RO =23V DREICHELET,

Quality > Source:CDAF 23> TIF GERRIMUEBEOY —X%ZEIRL £9.SSAO Renderer
Feature I3 H—7zXR LD AN TUVEI VR SAMIEDIEEZEH L TWAH EEHET3-0HIC
ERAR UL EERL £, Source |C{ERTRTHEANEIRE

—  Depth Normals:SSAQO (& DepthNormals /NATERSINTSERT VX Frv2FERLED,
COA T IUIIED Unity LD IERABERTIRFv2EHATIET,

—  Depth:XH DI SSAO IFEETIRFvZERALTERRNIMNLZBEEELET. O
AT oavig. hREZ L T—4—T DepthNormals /ST Ow I DEAERIT-WEEIC
DHERALTLIEIV. CDO AT a>%z:EIRT S . Normal Quality 7O/NT DB EMI
BOEY,

D 2 DDA T aVEETIDER B INT+—IVADEEFTZAREMED B £, . 2—7 vk
TV I —LBELVT TV T —2a & TEBRDET DT IV r—a> TR N T+ —
IVADEWMIHTH T IFEAL DB A Depth Normals DADNMEBNI-ABEEZERL £,

Quality > Source > Normal Quality: Source 7O/37« ' Depth ICERETNTVBIBEICDH
FOT1NROET,

—  Zo7anTadA 73> (Low.Medium High) I Unity BSEETF IR Fvh 5 iER
RIMNEBERERTZESICBUTTIRET VAT v VTN RELE T S@RELANILD
YUTIBIELRDEEDTY,

— Low:1
— Medium:5

—  High:9
INTHF—=IVAANDEE|FHEEERBRINET,

Quality > Downsample:CNEEIRTZEX £ Y THDH R TUIBORBIREDFEDICHRDE T,
CHIZED BT ZEIEILEHERE 75% B370H.GPU BREHKRIBICEBFHINETH.
I7bDTaT—ILIED%B<BDET,

Quality > After Opaque: DA /> avid . RENBL A TONRITIEBLETH /N T4 —
RURICHEBZRIFLED

— EMODIBA:SSAO (ZIX Depth F7=iF Depth Normals O FUNZIHHBOET (FD
Source A7/ 3>%BHR),SSAO 1. ZNEDRICHEIN. SA TV I EDORITRIC
DrawOpaques NRICEAINE T ERIDLWVWTVEIV UL -3 hRE SN,
J—1—Id SSAO @ Direct Lighting Strength BZHIHITIEZTH.NTH—I VR
FTROFEERIFLEFT,

— BB E: After Opaque HHEIRINTLBIFE.SSAO (ZiE Depth Normals BB ET,
Depth BBIRETNTWVBIEE . Depth FTUNR (fEHINTVWBIBE) £IETEHEED
LA T#%ICR{TE NIz CopyDepth /NADSFEEZEUEL FF.SSAO IE.S1T7r>F
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| Ambient occlusion |

HEO—ERICHZDTIE A< . DrawOpaques /SADEDIARNTOHDOD LICEBIMINET,
CCTORDYMMETIUNRRERF Y TS TER O N TA—IVRIFILDAREMENR DB
<%

7 :Render Opaque /YT Depth + Normals ZL>A > JTEBRESICLTHLDHEF T, D
AT EBENNITRIETINRETRICAEY I LTNTA—I VR Z R TI XY,

Quality > Blur Quality:High.Medium.Low OWIFNNIRETIET VY —XH RSN TLS
TNARTIFBECTEIRRIFONZIRHBVREZFEAL TSIV,

Quality > Samples:SSAO Renderer Feature 4. EJ L EICIEESNIZHFERATIOHD
BTN ZBREL. TYEIV AN —2a @2t B L ET. COEZAREIKTREMENELDBS
D TREICHEDETHNTA—IVRIFETLED

Direct Lighting Strength @ 2 DD/NYI—3>:0.2 (%) ¥ 0.9 (A). ADER TIE. &R TV T ORMISEWMENA>TVWRZLITEB LT T L,

SSAO . URP DEEE#RTIFHI T Renderer Features ZE>THRT DI ENTIZRHEOE %=
B3HD. ENISAREDREEIIRETLLD,

ZOMDUY—X
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UGuruz (& YouTube Fa—FU77)L
TYEIVRADIL—23> D RFaxXvk
L ETERINTWS 7t vk (Marcelo Barrio EICESIL£9)
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TH=ILDZLDIA—RT—ZAD 1 21&. 3D =Tz X EIZTOT v ROUERFE T 5L TY, Chid. Splashteam IZ&% Made with Unity D47 — Ly
{ IDF 508 —Milo ICERINTVETD,
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@ | Decals |

FTH=II BT =T RIIF—N—L 1 EZEBIMLTKNBZBEETT . Z<KDHE. TA—ILIE. >—2HiC
TLAYV—DRIEEEF L THERPZAIVDBRE S5V AR TS —LRBICINZ 27D ICEHN
FUTOEIRDBEERD SO BESIC T H—ILIXAY S 2% BHFAHET. DL EDS—2T71ILE
7wkt 74)L4— (Scenes > Decals) IZH D £,

BREBS—VICMRBNITH—IL

T 71—)LIZ Renderer Feature ZfE>TI—ALYAY VI LET LI ETHILEA—IZHS Decals_
URP_Settings_Renderer % 5 T#% .Decals Renderer Feature HiIX5NTWVWBZehbHhDET,
BREEEDAAVAXSIZTEYyFINS AutoLoadPipelineAsset.cs XU UTRIEDT,
2—2OO— RSB BN TS0 Ty b ERICERINSLSICBROTVE T ARZLL—2IC
TH=IZMRBITIETLAVY—DL A JISRIEFERLTWVS Universal Renderer 7—47 v %
3R L. Inspector T Add Renderer Feature ROw 4 >H'5 Decal %:&ERL £,

Add Renderer ROw 74> ® Decal 773>
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@ | Decals |

ITAA—TEELTVWBBICO—UICTA—ILEMZSICIE Hierarchy D14V ROEH I YT L.
Rendering > URP Decal Projector Z:#iRL £7

URP Decal Projector MfER

BEAIODNTVREECZE DS T57r2—T URP Decal Projector DB L A I %RE L £ ¥ Decal
Projector |&. FITREEFER T 2D T =Tz X LOTHA—IFv DY XFH—T7z X0 57O
ST UZ—FETOEBOEEEZITERAIILDHICFHLL Decal Projector 'EHVWIOvIE LTERR
INFTHMOKRMNCMATREDAMAZRT HVWRHARTRINET,

# L\ Decal Projector

URP Decal Projection @70/ 7«

—  Scale Mode:T7#JL+Tl&.URP Decal Projection J>7R—=%>r® Scale Mode | Scale
Invariant |ZSRESNTUVET, Al TH—ILDOH A XH Width ZF0O/N7r & Height 70/
ICE2TDOHFREINBZ L EEKL £, Inherit from Hierarchy ICYIDE X3 7 — LA T
TxUbD Transform X4 —)L & Width & U Height ZANTAHHEAE L I>THAIH

RESINET,
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@ | Decals |

Width & Height: 7 A—)LDOH 1 X %=HIHT S 7O/NT1 T,

Projection Depth: 7O T V2 — NI VT4V IRy IADFEEZRELEF T, IO IF— L
O—Al Z#ISH>TTFA—ILERELET,

Pivot)L— N —LA TSIV MDERZRBHFELTEZ. TOATTIZ—NIT T4V TRy I ZDHIN
MEDA TV ZRELET,

Material: iR I3 TUTINERELEF I, DY T U7 ILIE Shader Graph/Decal z—4—%
FEALTWAHRELNHDET (FEMIFRIFEHBALET),

Tiling & Offset:UV I A>TcT h—ILITUTILDRA) B AT Y METT,

Opacity: FEAEDEEZIEELETEN 0 DHFE. TH—ILIETEEIOEBICEDETAEN 1 D
BE.TH—ILIE Material TEERINTICEHBDICRERICHEDET,

Draw Distance: h XSh 57 H— /L £ TOER T, COEMEB 3. 7OV 748—13Th—IL%
BEETURP T H—ILEL AT L ELEEDE T,

Start Fade: 7O 042 —hTH—ILDTT—RT7 IR 2BIAT 2 HASHS DR E X714 —
THRELET,0 15 1 DIET.Draw Distance I T 3ENEZRLETMED 0.9 DIBE. Unity 1F
Draw Distance @ 90% DB IZEL IR CT A—ILDT7T—R 77 ZF%5 L. Draw Distance
ETRLREITHAET,

Angle Fade: T h— LB AARE. TH—ILEZITWMZ T —T T ROELEREOBDAEIC
BEOVWCTH—IILOT7z—R7IrEHEEZRELET,

RTUTNEERTS

Decal Projector A9 3ICl.Shader Graph/Decal ¥ T—4—%{FES5I TV T7ILHRETY, ZDF|
TlE.Scene 7#IA—IZH3 DecalMat EWSITUTINEFERALET AR—ATYTHEDODHTENT
WEITHGEETYAIIFER SN TOWEREA. N TH=ILOT =7 X2 VIV LIENRICTBHEIC
(AVASE 328

Inspector T.COITUTILHATOSTIZ—ICEDYTENTVLET,

URP Decal Projector Y7 U7 ILDEIDHT
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@ | Decals |

I—RTThH—ILZNZS

IT42—TORHFEHIC URP Decal Projector > —IBIITIF FH RTRFICI—F — DRIED
BRELGEBMI3AN BN T LN T ZERLTITIZIILB. S IR EDTONTAZRETS
FTNINSREZURALRICI—FCREICEHF TEXI . COO—RFATIE AV RE2V b BBE.

TLHRIA—RIZ.LIETHILAE—D AddDecal.cs RTUTMMIHDET,

void AddDecalProjector(Vector3 pos, Vector3 normal)

{

GameObject decalProjectorObject = Instantiate(decalProjectorPrefab);

// DecalProjector MOFHLWITUTIAVREVR%ZERT D
/1 (BRDOTH—ILTITITILEFIELIZWVEES)

//DecalProjector decalProjectorComponent = decalProjectorObject.
GetComponent<DecalProjector>();

//decalProjectorComponent.material = new Material(decalProjectorComponent.material);

[T =TT Ah 58T
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);

COBEBHEOHEINBZDIK. AS51E— L TDOIIR%E Y)W LT-#%T RaycastHit B"EETZIHETT,
pos | hit.point T.normal IZ hit.normal T, decalProjectorObject X WSEZBIDTFL/NTH A VI ZUR
LT E I MUBEEIET S/, Projection Depth ZBX R WESIC pos Vectord #H—TJ T AHSEfY
REHBHDFT, CNEITIICIFGERITA O TRA VM ZEFID L E T T H—ILEAREMFITBICIE SUE AL
L7y IRV ERIIIERLE S T A= 2T =TT A EHE 2 1-DITREREEE SEB7HIC.
ERORAREEEOBETHTICIE NTA—FZ— LTCHEBEDERRE S VA LELET Y IR I %E
FERALELLS.
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@ | Decals |

FTH=ILICIZT —LTRLEWAERL H D £9,URP Decal Projector (&Y —ILRYIZADHRTHIRICIID
Y—ILTY,

S Ba—0FH—I
ZDMDUY—2X

—  Decal Renderer @ FFaX>k
—  Llam Academy |C&% YouTube 7a2—k~U77)L
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KEKENE WS HDIF ET AT —LRTLERELIZELWREBEERT-HDEEAR 2 DDEVaT7ILBRTY, COERIZ. Flow Studio I2&% Made
with Unity @/ /L4 — L0 1HBDEDTY,
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@ | Water |

CDOLYER IR IKDI T —H—ZER T3 TcHDHDICBDET . CNEST—H4—J5TAT
ERENB D ATV IZT—TA AT HAF—ICE>THIALPIL<HDET,

COIT—H—IZUT. 3 DORMEZRTHEEINET,

—  KOBZERTS
— AAIIRDEFIYTEHFH LTSI R ET—TTRICMNZ S
— BFKTARTLARXAV I EERMAEISEMLT 51D (swel) DT 7z U M 2ER TS

SUTINBKDLT—H—DEEETRYT MBS OFIEER

SERT EREER S BICIZ. 7A4/L A — (Scenes > Water) O Water > —>%#BIF9. B-MNAS T —4—
Tld.DepthFade & TextureMovement @ 2 DY T IS THERINE T KD T—H—IZDWT
FEER T BE1IC. CNBICDWTEHBAL THE I £ L& 5. Water & —>Tld. WaterURPSettings 7t + A
fEF 1. Depth Texture ¥ Opaque Texture DA 7> a>HBIMLINTLE T, Opaque Texture H
WEIZBRBDIF.COLLEICEEENTVWRVER R EDNRZMZAZIZEDHTHBLIEFRLT
=k AN

WaterURPSettings 71tz T Depth Texture & Opaque Texture HHNERTN TS
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P

| Water |

DepthFade 4745257

DepthFade #7457

KFEDZRVED EFVEBDICIE ZNZNROBHIRE T KOREHAEIZ. Depth FONTIC
HEOWT. NS 2 DOBHEI>TcBDIZHD £T,Depth (F KDY —TTREZDTDOIAXN)D
BT KD T — 4 —3EBICREINZ D ARBRELSAXNIIEHSHI DL AT INET,
F7-.Depth Texture H¥ URP Settings Asset TEIRINTLB 1O REDREZHAMB DN TEXT,

Sampling »* Eye E—RICEREINT: Scene Depth /—RICEKDIBEDEIEILICEITZRAHLS
RBEBR AR ZTOEMMREINE T HIEDE—RLLT Raw AHEIRI NI Screen Position
J—RICEDIREFEDKEIZEILDL VA T MBICET BIEHRIMFIFINE T, Split /—RHBMERIND
DIFERDSIREDOKE I EFTOEBMMFFINDE W AVR—X BB TEIHTT,

KETOERZ BFORZERLBIAANIETOERENSELFICC.ETADLATIZBRIFERNSD
LATIEHBOEITH N KDREZEZHITIEHTEX I RIC Divide /—RTIRVERD ERVERD DD
e ECICT RN ERIELET.COTTIZTDHAIF 0 H'5 1 OBICRBZBEN H BT, Saturate
J—RZFRALESCNIZENZEIC 0 15 1 FTOMICHIPRY 5. 45% % Clamp /—FE L THEE
L&Y,
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https://docs.unity3d.com/Packages/com.unity.shadergraph@17.0/manual/Clamp-Node.html?q=Clamp

@ | Water |

TextureMovement 749> 7

TextureMovement 474557

KD T—F—ICIF BZDHZTIXFvHVKODE £ EN5IE TextureMovement 75571
SO THEBINFET, COYTISTTIE Time /—RA Multiply /—RIZHTEIAID 1 D LTHER
INFET.AHND Speed 1F 100 TEREZTN.. Multiply /—R® 2 DEDANIZED E£9,Multiply /—R®D
HA1E. Tiling And Offset /—R®D Offset ADAAELTHERAINE T, Scale 7O/\T i Tiling AD
ABEBDFET DIV TIVEH T I 7IF KB DRRBE 6. Speed & Scale A II NIz Sample
Texture 2D /—RTERAINS UV ZEBHLET,

KD T—H—

ZIHB5. Lit >x—4—2%'57 (URP > Lit Shader Graph) ZEALTKD>T—4—%1ER LT,

Create > Shader Graph > URP > Lit Shader Graph
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@ | Water |

JRIC.Graph Inspector Z{EA LT Surface Type Z:&EL X9,

Surface Type DRE

G 7% RELE T XTIEEDSHBDHET,

&

BETILTT

BEIIET BICIE DepthFade Y795 7ZBMLE Y. DY TIS5TTlE Float 22D Depth FONTr%Z
FERLTHIEZITVLE Y, D Fragment & —4— Base Color AJIICEEDHHN-TVWSIHE.TIC
RIERDERINETIRVEADKIFE RV ZADKIFAICED £, Depth DEZAILTR L.
BUEDHDEBIZLADET.EIF 0.BIE 1 TRINET,
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@ | Water |

DepthFade 1% E# Fragment > Base Color |Z3#5T

DepthFade % Base Color D ANICEEDRIFTIC Lerp /—RICD#EIF £ 3, ShallowWaterColor &
EoRbHDIZAT A %Z.DeepWaterColor IZHDHDIZAT B #IBELET.cNSDEBDTIL I 7%
HRETREIISRVEBRDKDBEBEEZZ< LE T, Lerp DHF1% Fragment > Base Color |[Z D7 IF £ 75
TILT7IZDUWTIE Split /—R%Z(EAL.A H/1% Fragment > Alpha ICDRIFE T, 2593 THERY
LTUTOERD S —DERINET,

BENEVXAY aBLUBIREINIK
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ZCTl.Opaque Texture # 7ty b ERERLET,

Opaque Texture Z 7t vk

LA TENBZEIEINCEICAXTDEA—F R REOBEME TOA TV MDOER. LU
2= O EILESTHA Ty b ERIHTZRBELHDE T O —4—JF7ICIF. TS5 3 DOASIC
BEOSVWTEITEHE TS/ —RASENET.REBICIE 2 DORT—UVTELRHDE TN ERTIDIE
12DHTI,

2 —1) 2T BIZF LU Float 7O/V7 D IOR (JE #7 3£ OBE) ZMAZ A TITET.CNEXSIE—L
LTEREL &/MEZE 1. RAE% 6 ICLET. Ea—FAMICDLTIE. View Direction /—RZ 1R Normalize
J—RICESILBAORTICAZESICLET,

Normal /—Rtwk% World Space (ZEBIL. BT Normalize /—RIZEMLF9.Refract /—R

#ERR L. EEFR (LI 7z View Direction % Incident D AHICU> I LF T, ERILEINI - Normal %
Refract /—R® Normal Af3I2)>2 L. IOR ZO/NT% IORMedium AFICU>ILET,

© 2025 Unity Technologies 96 of 151 | unity.com


https://unity.com/releases/lts
https://en.wikipedia.org/wiki/Refractive_index
https://en.wikipedia.org/wiki/Refractive_index
https://ja.wikipedia.org/wiki/%E5%B1%88%E6%8A%98%E7%8E%87
https://en.wikipedia.org/wiki/Refractive_index
https://en.wikipedia.org/wiki/Refractive_index
https://docs.unity3d.com/Packages/com.unity.shadergraph@17.0/manual/View-Direction-Node.html?q=view%20direction
https://docs.unity3d.com/Packages/com.unity.shadergraph@17.0/manual/View-Direction-Node.html?q=view%20direction
https://docs.unity3d.com/Packages/com.unity.shadergraph@17.0/manual/View-Direction-Node.html?q=view%20direction
https://docs.unity3d.com/Packages/com.unity.shadergraph@17.0/manual/Normalize-Node.html?q=Normalize

@ | Screen space refraction |

COBFE T Refracted HAANT—ILRERICHDEFITH XTI —2AR—Z UV X Ty T BICIE
CMEETREICERE T Z2HENBH D X9, AJ1% World, H/1% Tangent ¥ LTERETS Transform /—R%
BALE Y21 7IZDWT Direction Z:#3RL £, Zhi%k. Screen Position ' B AJ1 T3 Add /—R®D A
ANELTHEALETITIIIUTORTDESICEDET,

BERNREII ST

IOR 7' 5.44 DIFE U TOEIROR[ELI I I MDERINET,

BERORY)—=22RR—=RVTZ03>
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Color 7ONTAZMAZECHERICEBTESRLSICADE T Lerp /—REMRA ASIHZ—F—FK
(8BE 0 M5 1) ICEREINI Opacity 7ONTw%Z T AL LTERLET.Scene Color DI
AJI A.Color DHAIEFASN B ELTERESINET,

JSIICEBIAT—%BM
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CNTHNZBEEBTIBLSICHRDE LT

BBRINfN—V3>

ERISBITICRELF T, 21 DOFEMEIF Opaque Texture DA TV RN—2 3> #EIET BT
T,
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CCTERIYTEEBMLES £\ > x—4—IC Texture 2D 7O/VF %1 X.Normal Map & {37
F9,35(C.Normal Strength X WSEHID Float 7ONT4%2 X514 — (&R 0 5 1) £LT
X %9, Sample Texture 2D /—R%{EM L. Type % Normal.Space % Tangent |Z5REL £75
Texture A /1% Normal Map 7O/NT+IZFEL F9,.Normal Strength /—RZ{ER L. ABICIZE
Sample Texture 2D /—R®D RGBA(4) 1%z E L £9,Strength A}1IZI& Normal Strength /0
NT1ERELET. AN A D Normal Strength /—RDH . A B A Transform /—R® World 55
Tangent /—FHSDOHEFDELTAID /—REERLE T CNSDATYFIRS LA T DT ZTHER

L&Y,

ARy T DEBM
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BHARERTY T2 ERT 28 TOBERICRINTUOBREDNERINE T, COFITIE. OLFETIE AL
12007 YyRMEBINTUVES, FEX Y aDEfid.Opaque Texture A7ty b LTRREIND
T FEXY a5 SUEEI Y TOERIG. COT7—T0 770 N BT @RI AR HETT,

SEAR Y T OER

Refract /—RZFEB$ 3D LTl Vector3 viewDir AJ7¥ Vector3 normal A71.HLT IOR
H % w2 = Custom Function /—RZEEBMTREWVWSIEHTI X, DA TSI a v EFERTIIESIL.
IOR Z7ONT14%2RXZ14— (&HEIL 1 H5 6 TIEHL -015 15 2) L LTEREL X9, Vector3 #H A
ELTEHRELET. COOA—RIZIEEICOVTILBDT. 77 TIIBLAXET E LTHERATI X,

Out = refract(viewDir, normal, IOR);

CNTRRICEEDSEE T AL TH TS,

ZOtDIY—2X
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R a XKy

Zoink! (&% —LD! ITRTLAV—ZBNEERICADRA DT — FREIILERRLTVEITNRBESLVWS I T2 Ih
FHRSKEEOH I HICKIHRENZRLTVET, THAETNTVBESIS AU XN YT TFIH URP ICE>THBRINTVWET,
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RUaXMIYIIZIR

I LAY—F2 I ERLT 3D TORAFvZL VAT TBLIETT, Unity THR—LEN3
3D TURFvId N DOTIRFv EDOJ V)Y RICEESNICEROETI TH D TIRF ¥ 7~ RUISBT
WETIRWEBBERO YA IHNE L THE L TI3D UV BEZERLTERT 3ELDEROITES %
E&EITS UV.Z ZBTEBRODIVVYRDST I ZBETE X T UTOERIC. BEHNZ 3D TIXF v,
ZDA VR—RERE Inspector TOFLE2—%ERLET,

ENBSIBIC.3D TIRF v ED >R — R &IE. Inspector TOTLEa2—
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EIZRY YouTube M 3—hH&E Tld.Blender ZfEMA
LT 3D DETIRFYEIERT B HEZHEFLTVET,

3D DEFIVAFvREM T BHEICDVWTERAT S YouTube D> 3—BIE

CNEFTOLIELRILL. SOV T—F =21 —F— ST TR LET. TR LB D EHERT I3
Scenes > Volumetric Clouds DJEIZ# & LT, VolumetricClouds >—>%ZHI X9, D> —YV
ICIEAXS ToL I3 FINTA M Fa—ThREEFNZCITEELTKIES Vo Fa—T TR 7TV
7 )L RaymarchMat WMERTINE T,

COLIEZBIAT BICI&.RaymarchMat Y71 7JLIZ Nik Lever KIZK>TIER Iz Shader

Graphs/Raymarchv1SG Y W\WSHFID T — A —ZMABBENHD FT, CNICE>TA T 7HRR
INnFJ.densityScale ZFHE Y2 L GADIAHBERICHED XTI,

> 1—4—%57 Raymarchv1SG DM
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Fa—TELIVAVVILTVBRETHDIC AT THRRIINTVRDIFBRETLLSIDN. EDEXIE
L1 Y—F 7 TY,Wikipedia R— Tl LAIY—F U FIERODLSICEHBBINTVWES"3D OV
Ea—32—05 7149 IADL BV TFED—BETHD. LIHRELTEETIRICELIHNITAE
LAEIXMINRLL DB IN. EZXTY T T ODOBEEN Y T TENET, COBKIE.
RUA—LLAXY ATV TDR) XY I T =20 B =T ADREERRICEE T 57O DEEHE
T1—=ILRBREDERZII—RTIET

LAIR—F>T

ZDON—=3a> 1 T RT«171E Vectord ZERALTERINETXYZ ICE>TR I« T DUEDL AT
SIURCHEMMICERINW ICLO THEENEEINE T EVRILI IS AXSHESEERSLA
(ERDYL—0mR) OFANHEINET. BEEY 0 ICRELTHS. ORISR TEL L R T(7
ROBWVWRCCICEHENM TN O THAREINREICNBESNET LIH AT T7ZBETDEEIC,
AXSHBE LAV TTEEIRIILETOERLEIC AT 7D ENKSVDOBRHEETZIHERT
EERMELET,COREMEIZ. T —4—25TT Base Color E LTHERINFT.CTIRARKRE
FVRIFERLTWLIETV. CNBICDOWTHI ST VI ZBINT 3 m (COST—4—D/N—3Y 4)
THREI TR EICHRDET,

Z D> 7Tl Scripts > HLSL > Raymarch.hlsl ®77-1)L%~RX—X ¥ L7z Custom Function /—RH*
FAINET.CON—3> 1 Tl B raymarchvl ZERALE .28 density 13 0 ICHIHALS N
9. RIZ.numSteps DEIF7Z1TF for L—FZERITLET.rayOrigin . rayDirection TEZEINI
FHAIZ. stepSize ICISCTEIEFX T,

ZTAT7DERDISENCSVEENTWBTLESIDHLSL B OERMZFEBLT. R74T7REAND
rayOrigin QIRTEDEETDORINLRZHETEIFET,CNDR T T7DER (Sphere.w) £DHNHITW
&l density fEIC 0.1 ZBIL £9, E/IE result (. BFEI N7 density fEX densityScale %
FEHELIEDDTY,
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void raymarchvi1_float( float3 rayOrigin, float3 rayDirection, float numSteps,
float stepSize, float densityScale, float4 Sphere,
out float result )

{
float density = 0;
for(int i =0; i< numSteps; i++){
rayOrigin += (rayDirection*stepSize);
| B E
float sphereDist = distance(rayOrigin, Sphere.xyz);
if (sphereDist < Sphere.w){
density += 0.1;
}
}
result = density * densityScale;
}

HBIEA T IR ERTITLWE I, rayOrigin 1& Position /—R%fEHE L TEIE L £, rayDirection %
B89 3ICIE.Camera /—R® Position 1% Transform /—RIZEHKTL. Transform /—RD A%
World. /1% Object ICRET2HENHD T,

NT ATV MERTOEI LI MBEAXFMUBZEIGLE LI, 2D & Position ZAJ A,
Camera Position # A B IC$5E L7z Subtract /—RE{ERLT.L1AME (rayDirection) ZE{E
TEFFY, D rayDirection (& Normalize /—FZER L TIER{L I FJ,Custom Function /—RD
ZOMDANIZT7O—RFONT1TSonumSteps [EL1ZE DB VAN, stepSize BTV RDRED
EEBE T 9. densityScale ¥ Vectord X7« 7 IERIICEBAL 7= EDTIdensity H/7ik Base Color &
Alpha ICEE DG >TVET. O —4—IEEBEND unlit ERESNTVWBRLEOH . F1T10T%
HETZUNELNDHZCITEELTIESIL,

© 2025 Unity Technologies 106 of 151 | unity.com


https://unity.com/releases/lts
https://docs.unity3d.com/Packages/com.unity.shadergraph@17.0/manual/Camera-Node.html?q=camera
https://docs.unity3d.com/Packages/com.unity.shadergraph@17.0/manual/Transform-Node.html?q=transform
https://docs.unity3d.com/Packages/com.unity.shadergraph@17.0/manual/Subtract-Node.html?q=Subtract

@ | Volumetrics |

N=23ar 1 OLAR—Foz—4—

LAR—FUTHERICITONZDIF.3D TI/XFvHERISEMINDEEITY./N\—3> 2 TIE 3D
TOXFvEE AL ET, £9.RaymarchMat T Shader Graphs > Raymarch2SG Z{ERT 3L 51
BRELETFERTNZHDIZLEEKIE raymarchv2 TY,

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 = 0;

for(int i =0; i< numSteps; i++)({

rayOrigin += (rayDirectionxstepSize);
/1 BEEHE

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

density += sampledDensity;

result = density * densityScale;
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3DDFHLVWANDBDET,

—  Material ZONTAHSEZEIE I NS UnityTexture3D volumeTex.

— Y20 SAMPLE_TEXTURE3D,SamplerState 1 X2V ADRBER 3D TIRXFvENIETS
CEICHETY,

—  SamplerState @/ —RhHO. FNEMEHALT Wrapping 77> a>vE&IRTEET,
clamp IZERET R 8H 0 ~ 1 ICEFNAL UV ET.0 KFDMEIE 0.1 #BZ3EIE
TICEEINETD,

—  Offseto CHUS Fa2—TAHT 3D TURXFv=EET2/HICFERTZETT,
RICRTATRICVWB D ESHEARZDTIE AL rayOrigin ICA 7y hEMZ 7= float3 D> FIL
fIE%fEA L T.sampledDensity EZERLET.CCTlE 1 2OF v FRIL (FRLWFr>=xIL R) DHH
WMETY,

TOEKRIFN—23> 2 ZL R) VT LIcBDTIEDLSICRITER L.

N=23arv2niz—4—
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REN—23>0 o —H—IZIFTA T IHNEAINE T, YT 7)L RaymarchMat (23 LT Graphs/
Raymarchv3SG CWORFID T —HA—%2FERLF Y. CCTld.raymarch EWSEHEFRLET,
C DI numLightSteps. lightStepSize. lightDir. lightAbsorb. transmittance £ \L\5 6 {E®D
FILWNSAX—F—ZFER L. float3 RIMLZRLET,

BIMERBDT-HIC.3 DOFLWEE (transmission. lightAccumulation. finalLight) =#JHA{L L %95
dA—RIEFAMDIL—FOOAXNETIIN—=3Y 2 LA T RIFETRLE "LAY—F2 0" OX%
HS—ER WL IETVWEa—FARADOLAICH2RATY Y (BWA) SIS XTSI MIEFLT (KD
BROAR) DPEEINET.ARVEIE 3D TIRFYDRATY IR )T 5RLETEHZL
I Ea—ARLADEANCEEZZ5MMIDBLLEDET, COTOERICE>TEEIEILDBRAZTH
REDFET,

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 = 0;
float lightAccumulation = 0;
float finallight = ©;

for(int i =0; i< numSteps; i++){

rayOrigin += (rayDirectionxstepSize);

float3 samplePos = rayOrigin+offset;
float sampledDensity =
SAMPLE_TEXTURE3D(volumeTex, volumeSampler, samplePos).r;
density += sampledDensityxdensityScale;
[1Z1cDIL—TF
float3 lightRayOrigin = samplePos;

for(int j = @; j < numLightSteps; j++){
lightRayOrigin += -lightDir*lightStepSize;
float lightDensity =

SAMPLE_TEXTURE3D(volumeTex, volumeSampler, lightRayOrigin).r;
lightAccumulation += lightDensity;
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float lightTransmission = exp(-lightAccumulation);
float shadow = darknessThreshold +
lightTransmission * (1.0 - darknessThreshold);
finallLight += density*transmittance*shadow;
transmittance *= exp(-density*lightAbsorb);

transmission = exp(-density);

result = float3(finallLight, transmission, transmittance);

Z1RDIL—T 132> 7L T numLightSteps B TIRE LB IZIFEDRINET. RN
IW—THH B =D numLightSteps Mz TEZFIFEINZIBZLSICL T T W lightDir ZZEL5IWT
samplePos BB XA >S4 MMIFEEL £9, KIC lightDensity H' lightAccumulation ICIIEINE T,
ST —TFOABTHRERLHEIRETT,

float lightTransmission = exp(-lightAccumulation);

F 9. lightTransmission (& efoMAccumuation v | T/FEINFETEH e I3A15—8HT.H 2.718 TT,
UTDIZICCOBBOIERZRLETKFE#IF lightAccumulation OfE. EEH I
exp(-lightAccumulation) TY, 2> M&E lightAccumulation ' 0 D =,

exp(-lightAccumulation) I& 1 T9.lightAccumulation HEANF 3 X, exp(-lightAccumulation) (&
2T L. lightAccumulation 7Y 5 LU EICARZ L 0 ISIEDE %Y,

0H'5 4 DEED ™ DI>7T
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float shadow = darknessThreshold +
lightTransmission * (1.0 - darknessThreshold);

JRIZ shadow fBASHE I N E$, ZZTld.darknessThreshold ¥ WWSEFIDTO/NTZFERLETIUTD
257 Cld. darknessThreshold 1 0.15 DIFED shadow % EEEHIZI L £ JolightAccumulation 5 0 @

=5 shadow | 1 TEH lightAccumulation 1% 5 IZ3E3< . shadow | darknessThreshold EHMEISADE
F7,

shadow f&

finalLight += density*transmittance*shadow;

density * transmittance * shadow #* finalLight EREEICMEINF T ERINLABE
lightAccumulation A& L & shadow I 0 ICiED< 8. finalLight DRBEEIFT/NI<BRDFT,

transmittance *= exp(-density*lightAbsorb);

transmittance OFEREIETONT L TESNEFITH Ea—ARDRA Ty ST LI ZDfEIE
grdensiytightabsord | = v T 28 o F 4, /N lightAbsorb (3. EOHR TILEIC L THMNENTE T
LbhnahzHlEL £9,

N—3> 3 TIREERIX finalLight. transmission. & transmittance 51 float3 T,
N—23Y 3 DTS5 7% TICRLE Y, Custom Function DA float3 ¥ &7 23T Split /—RA

BMINEITHARIE Lerp /—FRD T ABNICDHBHDEE,/\—3> 3 (214, color %> shadowColor
BREWODF LW O/NTrh01oTED. color |& B AFJ.shadowColor |& A A LTERESNET,
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finalLight raymarch /—R® Out.x #* 0 MIFE.shadowColor ' Lerp /—ROHAIZEINE T,
finalLight 5 1 D35& (3. color HHANTESNE T EED 0 ~ 1 DIHFE . shadowColor & color DFEHZ
BRADHE ST Lerp /—RD it H% Fragment > Base Color ICEEDRIFET,

Alpha {Z.transmission @A Out.y @ raymarch /—RZFERLEXT. CDfBEIF.Alpha Z 1 ICTRE
BEIE 0.0 ICTARTIBEIE 1 £BDFT,0ne Minus /—RZEFERLT Split /—RD B fEZMEL.
Fragment > Alpha IZE8L £,

RIEN—TaY
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CHUCESTRERIFUT DL SICBDES,

LAR—F % ERLIEE

Houdini (& 3D TURFvE{ERKY B L EICEFNAY—ILTI.3D TI/RFvORBL LTI ZELINI:
N=12 JAZ DERPZAIVIRIZTES /AZX TOXFvDEFINAY (Unity ) BHDET,
COLYENLAR—FUIDFERZRDZRZ— MR EBNIEEVTT,

ZOftD)Y—2

© 2025 Unity Technologies

dmeville KIZ&D AU XNV D LA X—F20 U708 x—4— DR
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TO>—2vI/ARBNTINGET Iy I T TIRF v M. EOMORIRERZ . FVHLICRZD
LSO DB MDKHIHEIRIBE R A ETER TEET.CNODMRZETIIAVILICEI>TERTBI LT,
FAREIERE TFEEZITOBRSTO LA TERBERZERTIES

Unity Tld. IS5 —>avEfid N—U2 /AR YTy IR AR RO/ Fi=ld T4—1)— REL
WODDERATOTAS =9I /A X2 R—ELTED. FNENICHBOBEREFENHB DX,
7O =IOy /A XEBRLTRET I T —LCHEEERA T 2B OEMNEIEmE /N T+—I >R
AEmomA Z8t TEET,

TOY=vIL/ARDPLEDNST ST —a T Ly IR RO/A

TO —2vIL A RXDRAS

Unity TR BB TOS—JvIL/AZXDZEATIEIN=V /A XTI Ly I /A AT EBESD
Ken Perlin EAMAELTHDTY,

N=D2 /1R GBEDTHARABEERE DT IRF v M. FoA—a % ER T3 DDEETIL
JUALTI . ABAIYvSEBIT BSOS TERNANZ—VEERT 20 LEMTF O 20
TOXF v IKDFHREITELTWET U FLy I /ARG 3 R 7PV r—av@Einsd
HENBREBEFERTI NV /IXEDEEBESHNTHEEANMEVW O N TF—IVIABERIND
ENTILT—L® VR BIEICRIIEETY,

Unity T7O>—2v)L /A XZ2RETD

Unity TIE. 70> —Jv )L /A XE Sz —H4—ZB LT Fcld C# ROV TEE . EETEET,
2D FURFvDiFEMathf.PerlinNoise () BIBUIAFICHEVRISTERITIX BEIZE Y EIEIC
BEOVWT/AXBEERL M. TIORF v N—T1 I TT7 I MNIEBICERA TSI X EE. IRIE.
AT = BEDNFIA—F—ZRBTEZ T HEBRF /A AENZHELTIZIEAR[EDRE
KIRTEFT,
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BRI BRENHEDONT S Y TR IER TR DICN—I >V /A X% FERTRELET. CNlE /A=)
JAXMEBICEB T VYR EER L. ENSDEERSLARIVCYYTTEETERRTEET. /1 XEIT
W LD RICHIELTWR 7O FEITER LA TH. B AR EDEABRMA 2 LR ATAE TS €DK,
Unity @ Terrain Tools Tld.CNHD/N\T My FZBERLT 3D M EIER L. TOXF ¥ EMZ =D,
O TOS—SvIIVERFEZFERLIEDTEET . ISICTHETEIXT,

7Aa=SvILDINT Iy TDH

Unity ICEWT.C# RTUTRTN—U /A X2 ERLTNI YT ZER T2 EANLFHZRLET,
CDRVYTFE Terrain () =LA TS IMIN—VI /A X EEBRTZET - BEPADH S
MR ZER L 75

1.Unity T Terrain i) =LA TSI EER L £,

2UTFDRIIT % Terrain (#F2) IC7 2y FLES,

BBBIIGLTNIA—F—ZRHB L MEONRZFIHL X,

TOY—SvILoiE0f)

using Unity.VisualScripting;
using UnityEngine;

[ExecuteInEditMode]

public class ProceduralHeight :MonoBehaviour

{
public int depth = 208; // HWEORASS
public float scale = 20f; // JAXD "F|EHRIEL" EE%EHIHE
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private int width = 256; // HFEZDIE
private int height = 256; // #z0E

private float offsetX
private float offsetY

100f; // X EEZOAT7tyh (BREFICT VA LML)
100f; // Y FEZDFAT7vh (BREFICS A L1E)

private int _depth;

private float _scale;

private Terrain terrain;

void Start()

{

/] BREIEBZIHMFICEDESFA TV ET VAL
offsetX = Random.Range(0f, 9999f);
offsetY = Random.Range(0f, 9999f);

_depth depth;
_scale = scale;

terrain = GetComponent<Terrain>();
terrain.terrainData = GenerateTerrain(terrain.terrainData);

TerrainData GenerateTerrain(TerrainData terrainData)

{

terrainData.heightmapResolution = width + 1;
terrainData.size = new Vector3(width, depth, height);
terrainData.SetHeights(@, @0, GenerateHeights());
return terrainData;

float[,] GenerateHeights()

{

float[,] heights = new float[width, height];
for (int x = 0; x < width; x++)
{
for (int y = 0; y < height; y++)
{
float xCoord = (float)x / width * scale + offsetX;
float yCoord (float)y / height * scale + offsetY;
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heights[x, y] = Mathf.PerlinNoise(xCoord, yCoord);

}

return heights;

void Update(){
if ( depth != _depth || scale != _scale ){
terrain.terrainData = GenerateTerrain(terrain.terrainData);
_depth = depth;
_scale

scale;

CORZVTrOEREETOANTAZVWONRTHELLD,

—  depth:3EOEBERX T — /LTI EEAIKTRE. LDEBVEIMERINET,
—  width & height3t1f20 1% (ElgEBITE) T,

—  scale /1D "A—LEEGV ZHHLETMEZAIKTBE LIDBESHTLEDDDHBEIC
BOET,

—  offsetX ¥ offsetY:RTUTHRITINZIVICHFEDOLA T IR EZELIEZ/=DICTUHL
7ty hhEmMINEY,

GenerateHeights() B#IZ M LOEROETEZRY 2D I ZERL ET. &EIRF
Mathf.PerlinNoise #fERALTEMIN.xCoord & yCoord ICEDBESHTEHALNII—
SarhFESNET (width.height.scale IZ&>TRT—ILENET),

)Y —20OH Tl ZDfliE Scenes > Procedural Noise > Terrain ICHDET. CDSFILEBNT -

RYTERFES EOICERBIRICBHICATEI XA EBRL AV —DN—U /1 X=2ERLT.
TS OZIIEHIRLEER LTcD MDD /1 BB 2 B LIcD TE XY,
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/AR ERLTARET VAT Y2 LT %

ARETORFvICTOY—vIL /1 X=ERLIA

7O =%/ AXDEHS 1 DOARIE. EOBERICHZIARBDTIZAFYDESIC.BRBTIXFv%E
LI T —F—%1EM T3 TY. COfIZ=REERT 5ICId. Scenes > Procedural Noise > Wood %=
BELTKIETV.CITIE2 BEOABD T —4—%BNLET1 DIEFEEICREZITAIAINT:
BHDT.HS 1 2IEDUTILEBHD T £TIE REZASAIINN—=2 3> DIERDSHIBLELELS,
1.  Shader Graph > URP > Lit Shader Graph H*5 Shader Graph Z{ER L £9,

2. UTo7ONTAZMRED,

a. ColorA (BDT74JLMME:7D490B)

b. ColorB (BD7 7/l ~MBE:BBOO5D)

c. Frequency (Float DT 7#JL ME:2)

d. NoiseScale (Float DT 74/l ME:6)

e. PatternIntensity (Float ®F 74/l ME:0.6)

f. Contrast (Float DT 74)L ME:4)

3. Geometry > UV /—F (Channel: UV0) Z{ER L £7,

4. Procedural > Noise > GradientNoise /—R%Z{ERLE . ATy 3 OHE/%E UV ASICERL.
Scale A 1% 5 IZERE L £9,Hash Type |3 Deterministic DX £ICL£9,

5. Multiply /—RZ{EEL.ZDAN A ICXTvT 4 DHEF.AJ B IC NoiseScale FO/NTr%Z
BELEXT,

6. Add /—FZEHL.EDANBICRTYT 5 ODHAZERLET,

7. ZR7Tv7T 3D UV /—RIZED£J,Gradient Noise /—RD LI Split /—R%Z{ER L. FDASIC
UV /—FOH=EESLET,
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10.

1.

12.

13.

14.

15.

16.

17.

Multiply /—RZERE L. ZDASI A IC Split /—R®dD G H73. ASI B IC Frequency JO/NT+%
BRELEXT,

AT 8 DHEIERXTYT 6 DASI A ICERLEDT,
Fraction /—RZERL. FDANIZ Add /—ROEHZHEFELET,
One Minus /—RZ{EF L. TDANICRTYF 10 ODH I ZFESFLE TS

Multiply /—RZERL.ZDAN A ICXTYT 11 DHFI. AT B IC Contrast 70O/ T &3k
LFT,

B Multiply /—REERL.EZDAA A ICZFvT 10 DHAAS B ICXFYT 12 OHH%E
EHRLEY,

Power /—R%E{ERE L. EDAT] A ICXTvF 13 D /3. AJI B IC PatternIntensity Z70/N7«%
EHLED,

Add /—REERL.ZEDAST AICXTYT 7 @ Split /—FDORHEAAABICATYT 14 D
HAOxEERLET,

Lerp /—REEBL.ZDAS A IC ColorA FO/X7r. AJ1 B IZ ColorB ZOANTA AN T IC
AT7v7 15 DHAERELE D,

27w 16 D% Fragment @ Base Color (C# L £7,

REAZAXENT=ARBD Shader Graph

UV ufE 3. &EBD Add /—RICERESNZKBEDOMUEZRETBLOIFERAINE TV E ICIE.
—EOEMBIRENMZISNET, £ Gradient Noise IZIAE D Multiply /—REELC TREIN.
AEF (INF—>) ODEECRT—ILHBABINET . O —4—DF—rBR3DIE Fraction /—R%
NLUTHEBEO NI D EFER TR T 7ONT 2 EBL T ABPNEZ— DOV SR N EEES
RETZCHTIET,
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2 T—4—DEERME: Gradient Noise (RH7E). /NN 2 AL TEROARBRZER IR (£h'5 2 EB) AV ISR ERBFIZNR (Hh'5 2 FB).
BEMAZNR (&HH)

Custom Function /—RZEHALTERINZ. LDUTILBEN—J30%2BTHELLDS, . ShaderToy
D ZBE5D fl #RELI-HD T ShaderToy (¥ T—4—O—RDEBNLY—ITETH . IRTOI—RH
HLSL Tld%< GLSL X TEHINTWVWET, ZD7=8.Shader Graph ® Custom Function /—RT
FERTRICIIEBRIZINERHDEIHLSL A—FTr VI OHBHHNIL. CDOERIS LB
TIFY (vec - float.fract > frac.mix > lerp & &),

ShaderToy x7H D> T—4—D
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CDARZLBEEIE. TSR O— R TRETI £, 7T 74 OB EFERT 535513 Geometry > Position
/—R% Object |ICRET BT T, 72132 DD Color 7ONTAZMZATEEEET I EHARETT,
ColorA I3ABHEDE.ColorB I3BEREIEELE T,

IA—F—EEOBEFEALI.NAZLEBIZELZAKBD Shader Graph

#define sat(x) clamp(x, 0.0, 1.0)
#define S(a, b, c) smoothstep(a, b, c)
#define SO@1(a) S(8.0, 1.0, a)

float sum2(float2 v) { return dot(v, float2(1.0, 1.8)); }

LITLTLLTLLTLT L LD LD L L0001 177171771
float h31(float3 p3)

p3 = frac(p3 * 0.1031);

p3 += dot(p3, p3.yzx + 333.3456);

return frac(sum2(p3.xy) * p3.z);

float h21(float2 p) { return h31(p.xyx); }

float n31(float3 p) {
const float3 s = float3(7, 157, 113);
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// Shane KIZEEHLEY - https://www.shadertoy.com/view/1stGRB

float3 ip = floor(p);

p = frac(p);

p=p*xp* (3. -2 %p);

float4 h = float4(®, s.yz, sum2(s.yz)) + dot(ip, s);

h = lerp(frac(sin(h) * 43758.545), frac(sin(h + s.x) * 43758.545), p.x);
h.xy = lerp(h.xz, h.yw, p.y);

return lerp(h.x, h.y, p.z);

// roughness: (0.0, 1.80].77#J)L:0.5
/] BOfEzaERV/1X [0.0, 1.0] ZRY
float fbm(float3 p, int octaves, float roughness) {
float sum = 0.,
amp = 1.,
tot = 0.;
roughness = sat(roughness);

for (int i = @; i < octaves; i++) {
sum += amp * n31(p);
tot += amp;
amp *= roughness;
p *= 2.;
}

return sum / tot;

float3 randomPos(float seed) {
float4 s = float4(seed, 0, 1, 2);
return float3(h21(s.xy), h21(s.xz), h21(s.xw)) * 1e2 + 1e2;

/] BofEzgEHVW/AX [0.0, 1.0] ZRY
float fbmDistorted(float3 p) {

p += (float3(n31(p + randomPos(@8.)), n31(p + randomPos(1.)), n31(p + randomPos(2.))) * 2.
- 1)) % 1.12;

return fbm(p, 8, .5);

/] float3: Ta7—IL (#02—TH). KXk (REIVNSRN).FUF)Tr
/] BOEZET /A A%ZRT
float musgraveFbm(float3 p, float octaves, float dimension, float lacunarity)

{

© 2025 Unity Technologies 123 of 151 | unity.com


https://unity.com/releases/lts

Q | Procedural noise |

float sum 9.,

amp = 1.,

m = pow(lacunarity, -dimension);
for (float 1 = @.; i < octaves; i++) {

float n = n31(p) * 2. - 1.;

sum += n * amp;

amp *= m;

p *= lacunarity;

return sum;

/] X BHICHSTCER /A X
float3 waveFbmX(float3 p)
float n = p.x * 20.;
n += .4 x fbm(p * 3., 3, 3.);
return float3(sin(n) * .5 + .5, p.yz);

LITTELTETTTETL LTI T L i i i i i 7000700000701 i07r 7141071414777

/] BEFREE
float remap®@l1(float f, float inl1, float in2) { return sat((f - in1) / (in2 - in1)); }

NNy NNy,
/] REDOITUTIL
float3 matWood(float3 p, float3 colA, float3 colB ) {
float n1 = fbmDistorted(p * float3(7.8, 1.17, 1.17));
n1 = lerp(nl, 1.0, 6.2);
float n2 = lerp(musgraveFbm(float3(n1, n1, n1) * 4.6, 8.0, 0.0, 2.5), nl1, 0.85);
float dirt = 1. - musgraveFbm(waveFbmX(p * float3(.01, .15, .15)), 15., .26, 2.4) * .4;
float grain = 1. - S(.2, 1., musgraveFbm(p * float3(560, 6, 1), 2., 2., 2.5)) * .2;

n2 *= dirt * grain;

// float3 @ 3 DDOfEIFAED RGB BT.ENZNICADHOETHAETS

return lerp(lerp(colA, colB, remap®1(n2, .19, .56)), float3(.52, .32, .19), remap®1(n2,
.56, 1.));

}
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//N\—RIO—RThi-t
void wood_float( float3 pos, out float4 result){

float3 colA = float3(.03, .612, .003);
float3 colB = float3(.25, .11, .04);
result = float4(pow(matWood(pos, colA, colB), float3(1,1,1) * 0.4545), 0);

[/ A—H—FREJREAREcolA [IRBEDEXFKRT
void wood_float( float3 pos, float3 colA, float3 colB, out float4 result){

© 2025 Unity Technologies

result = float4(pow(matWood(pos, colA, colB ), float3(1,1,1) * 0.4545), 0);

COI—RIZ. B8% wood__float HS#AFED. matWood ZIFUH LT, Chid. BIE fbmDistorted.
musgraveFbm.waveFbm ZFHELTVWE I, BHREIIRROBERZFZODICEZLD "IV IFVN—" %
BEEISEV. EEEENMNITRABLIEEZZSNETLBm (7573 FIV TS5V ER) £1-137IVFI5032
JL/1XlE.Ken Musgrave ED'BERLAETOS—2vIL /A ZXD—TETTEDTHXRTLAT /11X
IEENB DKL BDET, CNUI VT BTIRF v OMEDERICERINE T /N— U /17 ED
RERD /A XERENEEBRD YRILAT /A XS BB CIREN B R Z2EROL AV — (F072—7) D
JARAEHHEDEBZ T E UK BEDEHGEBARREIaL—MLET,

musgraveFbm B ZE LB TVWEELLS. £ 1F/NTX—F—TY,

— P (float3):fIBEDETEBRIZA T TV ~ERDERTY,

—  octaves (float):¥XT L1 /1 XNE KD\ DAIEZ—TD /A AR EERDZZETEELE T,
FORRLAV—Z2ERBZZCICTAT—ILHE L. TR F Y DR LICEMICR X TR EMEIED
B/enxd,

—  dimension (float): O S X & ICHIFEIL £9%

—  lacunarity: A2 —JREOEEBEI S EFIEL £, lacunarity DEZAIKTIE ZEAIEZ—TD
T —=ILHNESHZIC B D KDBMBNZ—UIZBDET,

CORAEIZ. UUTD 3 DD Float iEZ#IHA{LL 35

1. RbErLTERINS sum B
2.  iR1EfE amp
3. EHm

COEHKIZ. lacunarity 8D dimension TRELIZDHD T ZDE.FAIFZ—TDIL—TIZAD
F9L.BE n31 (L. float3 DAADS/N—V2 /A BEZRLET UL 0 h5 1 DEFETHAIN S0,
-1 5 1 OERICEYY L IBEDRIEE amp #RBE L% T B sum BICIMAET.RICRE
EHEM ZRELT amp EZRABLET.R%IC lacunarity NIX—2—2RELTHVFILEIB p %
ZEELEY,
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RRAILAT /ARG RNRDFANTUTIDDBEABT VRAF v ERTEScH. AVEa—8—7
74V ADRHF TIRIEFHESNTVE I TETER /I AAMEER ELTEZI LT REMAD
BAR.E.ELTEHRDOKRBEDHIDLS BERN BRI TITINOEMSZIR LI ADIBATE TS 02)L7%
NE—=2EDHLE T

IRILAT /A X%=fERA LT Raymarch 250K

TO>—2v)L A DR S

PI—4A—TIR.TO =2y /A X Z2FER LT T ZA=23Mb ENTIOXF v PN TUTILE
ER T3 HTIFTHRIE KD T—HF—IC /A XZMRBE N TILBEITBEOMREEAET
CEDTEET /A AZHBOREBLEDICTZA—23 LT EIE T KELIBVTVBLSICRR.
BONTLUTIINETEZRATEX T, A=V /AR ENT—J5T7—2a P EBI T I CEH
ABOERL ECENBERE SR THNBITUTILEEHTEET,

7Y=L /AR EILR T =S EU T EU T EEREDOE TLK DD DR SN B D E . KFRIET
SRR ZFE TIER T 31213 ZLDORHEABDXEUDREICAD Y, 7O —2vIL /1 X%ZFER
THRERAREBEIZDAMN —IZAR—RZFEATEEBL B ZRELNSDBRIR R ZEME
RIBZER CTEIE . T0ILTAS—IvI/AZADTILIVZILIFRERNTH B 1H. B —MMEZ
BRI BEICELTRL "SYA LR RIFEBEERTIET,

COFEICEID ERORIFHRR|TEX I, NI ERNBHENBERT —L (F—F>T—ILF

T =LY NANILT — LR E) TEN T RIBETERNICER T2 T Unity IFREBISRCTHRED
U g EO—RELUT7YO—RTEXEVEREZMZDDO/NTF—IVADE LD AEETY,
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=] B = »

SRR C EE b

FOS— Sl ARG SBIC 3D TF U — oA kAR TR AI8E HEARAEAS
N BDET N TA—T I RERBET BICIE /T X ERORGERSIR LD LA B L
A MEEF RS SRR ERA L D LT S\ £ BB B2 — L TEL S /1 X%
TLYRE B L IS AT 1213 T R DT T — L LAY — B r TUT U b LET,

LT Unity ICH1337O° =9I /1 XE LAV =D 02502 avICBNICEINT 5. S5 T
2=V OB ARERDRIEICRII DAY —ILTY,
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Colossal Order & Paradox Interactive (23 DESBEMBSZaL—23VE 7 —LICRDANSHBEICE AV Ea— o —4—%
FERALTIOMEED—E% GPU ICMEBI BRI L 2REITIET,
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COLYETRERIAYEa— bz —4—%2FALET. IVEa— P-4 - BEALFEZEHOTY
TATAICERATAL S B HEETOSVWIRIICERTEF I MELT N—TIILITII L
T0vF Y (BNZE?) ZERTHELLS. AV Ea— o I—4—Z2HOTERTZIHEIF.COLIED
REBICH BV —REREBL T T L,

Unity ICld /S—T ISR T LEVERLS S 7-8IC Built-In Particle System ¥ VFX Graph £\L\5 2 DD
SATLHABRINTVWETHA . COLETIFMBED AT LEERLFE T S 1 RE20 b3
Xy aTEMET 21— 4 —ZE T 2= DI ELRFAZEBRITDDICRIULEET. O LIFEZER
T BAEOXY D aZzERALIREMRBIERTIDLSICADETFERATS GPU IZ&L>TZ
100 BHDERVIV Ry aZzifi5 e BHARETT. COLSHBFEIF B BOE K EB. BEREZIEN
IRRITTERATEET,

ParticleFun

ParticleFun L EDEN{E

Scenes > Compute Shaders > ParticleFun > ParticleFun % B, Visual Studio Code TRIL7#/L%—
M@ ParticleFun.cs.ParticleFun.compute.ParticleFun.shader ZHZ %9, 705 L%
HTTDEN—TA VDR IZMABICAD > TEE L. HEORRL EHICBHIBRILTEIEADIDET,
ZOFICd—RFZHELELLS. FTIEIUTDRIUTTTY,

public class ParticleFun :MonoBehaviour

{

private Vector2 cursorPos;

/1 WEEE

struct Particle

{

public Vector3 position;
public Vector3 velocity;
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Vector v
Random.value * 2 - 1.0f;
Random.value * 2 - 1.0f;
Random.value * 2 - 1.0f;

V.X

v.y
V.Z

| Compute shaders |

public float life;

const int SIZE_PARTICLE = 7 x sizeof(float);

public int particleCount = 1000000;
public Material material;

public ComputeShader shader;

int kernellD;
ComputeBuffer particleBuffer;

int groupSizeX;

RenderParams rp;

IN—TD)Li& position (L&) velocity (RE). life (Ffp) DEZIFEETELDN—T1IILDT—421F
7 DO Float ZERALTWAT®. /N—T1ZILDH1XIE Float D1 XD 7 BICHRDF g, R, 2—F—h

Inspector THRETIZZHD public EHEEELTVET.YTU7ILIE ParticleFun. shader %
FERITBZN—TIILITUTILT. > x—4—IF ParticleFun.compute IC&D XY,

Start XYVwRTIE Init ZHEUHLET.INit XVYRIZENA—FTo 2L 2L ETAIBIT R

IVYTAR=Z [TRESNTVE T CHUIBHICE TS -w D5 w DRIDIETTow ISEERD 4 HBH D
A TYow =1DHFE-, -1, -1 IEHSPEDE T, 1,1 13#SDHE LT,

new Vector3();

v.Normalize();

v *= Random.value * 5;

particleArray[i].position.x = v.Xx;

particleArray[i].position.y = v.y;

particleArray[i].position.z = v.z;

particleArray[i].velocity.x = 0

particleArray[i].velocity.y = 0;

particleArray[i].velocity.z = 0;

particleArray[i].life = Random.value * 5.06f + 1.0f;
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T XY Z2 Z -1 D5 1 OBD S LEICKRE LT Vector3 ZEH L & RIS DRI MLZIERL
LEFTARIMNOESZ 1 ICRETBZLZ2TNBVTIETV.REEZ 5 IHELEFT.COXRIMLE
FERLTN=T1IIEINADEN—T1 7L DUBEZRELETHEIL 0.FHIZ 155 6 OED
SUHALEICRESNET,

[/ AYEa—bNYIT7%ERT 3
particleBuffer = new ComputeBuffer(particleCount, SIZE_PARTICLE);

particleBuffer.SetData(particleArray);

/] H—=2)LD ID ZiFT
kernelID = shader.FindKernel("CSParticle");

uint threadsX;
shader .GetKernelThreadGroupSizes(kernelID, out threadsX, out _, out _);
groupSizeX = Mathf.CeilToInt((float)particleCount / (float)threadsX);

[/ AYEa—tN\yIT7EIT—H—CAVEa—boz—4—IZNAVRTS
shader.SetBuffer(kernelID, "particleBuffer", particleBuffer);
material.SetBuffer('"particleBuffer", particleBuffer);

rp = new RenderParams(material);
rp.worldBounds = new Bounds(Vector3.zero, 10000%Vector3.one);

RDAT Y& ComputeBuffer ZERT 3L TH, CHUTITERI (count) L EEHEDH1X (stride)
WS 2 DDONTA—=RZ—H'BD £, 2RI SetData XV Y REFERAL TN\ I7ICT —RZ NS ZRED
HDEFT,ZNUICED.RAM 15 GPU XEVIZT—AH X INE T, ComputeShader h'577t X9 3
IS TARTOT—4H GPU XEVRIZHIHENH D £7,ComputeShader IDI—RIF A—FRILL
EENZFHLABEOBRZERLTIEVHINET . EA—RILIZIE—ED ID BHD. B %E
INFA—=H2—IZLT FindKernel XYY RrZFEUHTET. ED ID #BETEXT,

EHD—FIUTNE XY Z D 3 DDRLYRNTGA—Z—DHDET, A Ea— o z—4—DEHILZ. EN5D
WATRITICH D F T CDN—T I DFITIE ALY RIIL—TDH A XIE 256 1.1 ICRESNTLED,
GPU Do/ T+—I VR %5 | SHTICIF RO TNA R T—F T FvICDWTHIZREN HD XT,
C# R7V)Z7hHB. AVEa— oz —4—XYyE GetKernelThreadGroupSizes #FERALT

ALYRIN=TH AT I ERATEE T IR TDN—T VN ENN—FTBIL Y REERTDICIE.
MFOOA—=RICRI SIS A—RIVEN—T VILBOEB T ANV FIBHBELBHD T,

Mathf.CeilToInt((float)particleCount / (float)threadsX)
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CDFITIF TRTOMIED x ALYRATITbNEd.particleBuffer Av7U7)LeavEa—b
SI—A—IlEINBZLITEFRLTIETL,

shader .SetBuffer(kernelID, "particleBuffer", particleBuffer);
material.SetBuffer("particleBuffer", particleBuffer);

D COFIDOEEN)YITI,GPU IZHEEETSHE ComputeBuffer (Z.AYEa—t>xz—4—
JBRISIAN T—F—DEA ERTEEI,2ED. AVEa— o x—F2—TN\YI7DAV TV E

Ny IT7%=ERLET,

RenderParams 1 X2V 2% HAL T2 HREHNHD FY, ZITIEFAIA Bounds 1 VAZVR%ERTE
93721 TY, THhd. Graphics.RenderPrimitives ZERLT/N—Ta ZILERBICL VA1) VT $ BHRIC
REBIZHEDET,

Update XYy RZRBTHELLI.CCTld.dAvEa—broz—4—0 deltaTime & mousePosition
ZRELEFTRICISTIFERESELT: kernellD % Dispatch (7 X/VwF) LEF.Dispatch DIRICIE x.
Yoz DERFTICHLTIT— 00— O ZHRELET . particleCount DEEZIFTH—RILEEST
T3 x ALYRTIL—TDHAXH 256 DiFEIE.groupSizeX % particleCount / 256 DEE)/)\
HEDEZYID EF-BREL LTSERICHELTETETUIDEIFEIE7 = 2 THRELZLSIZES
N2ZFENRE 3.5 ZROEHTHS 4 1T DMIETTx RITIC groupSizeX ZFERATEILT.
H—FIEA T YU 0 b5 particleCount-1 FTHDERLYRTERITENETparticleCount
H 256 OBELSEDEHTHEVERIF. ENEBRZ M TYIRADALYRHETINDZLIZHDET,
Dispatch 5T ¥ .particleBuffer IC&/N\—T1 VI OFLIMIBENS ENET,

CCHBId Graphics 12 —Jx—XROXYYRZFERALETH ZORICHANPBE T, COXVYR
RenderPrimitives & AT D 4 DDINSKX—LZ—EFERALET,

— RenderParams 1>X2>X (RIERL VA1) $ % Bounds BIEEZEELETY)

—  Ay2abROP—0217 (COBITIRRZLYRZI I LTWETH ZAF0oRZzL V20T
THILHARETY)

—  DVONAVREAVATHDIERE (ROBEIEEICT1ICHRDET)
— AVREVZAE (COHITIIN—T1 L TY)

void Update()
{

float[] mousePosition2D = { cursorPos.x, cursorPos.y };
/] AYEa—biz—E—ICT—R%XETS

shader.SetFloat("deltaTime", Time.deltaTime);
shader.SetFloats("mousePosition"”, mousePosition2D);
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/] N=T1OIZEHTS
shader .Dispatch(kernelID, groupSizeX, 1, 1);

Graphics.RenderPrimitives(rp, MeshTopology.Points, 1, particleCount );

EEDOL A TIZ ITITILNCTZYFINTWVWE YT —4—ICE->TUIEBINE T, FDHICDWVWT
BTWEELLS,

ParticleFun.shader 771l Tid NV I7ADBRBEZMIBZBENHD 9, NICIZ/NN—F<2)L
BERDOESEHHNETY,

struct Particle{
float3 position;
float3 velocity;
float life;
)

StructuredBuffer<Particle> particleBuffer;

SI—HA—IEDONYITFICETAHETHRWH. N\vT7% RWStructuredBuffer Tl&#<
StructuredBuffer * LTRELEFT.ETAAEAVEa— oz —4—D1TVET,

_PointSize ZONTashBDFET . vert BEICEINZ I VAZVATHS Attributes #EIEEICIE.
instancelID ZONTAHHBZEITEFELTWIESIVRI Vb —4—DiF & instancelD &
0 WMEN—TFTaUILE -1 FTOBICKRESNE T COBENYIT7DAI>TYIRELTHERLET,
aAYBa—tor—4—HIONERBEZEHITZIH. AVEa— o r—4—TCHUEZHIEIL. JBERTS
IR T—H—% L VZ)FIERTZIICED ET . MeshTopology.Points Z{ERT 3154,
ST —HA—E I T1vY PSIZE DANNGA—BZ—% B2 DEI T A RXICRETIHELHDET,
CCTINRIVTMCFoTEINER PointSize ZHRELTVET,

Shader "Custom/ParticleFun"
{

Properties

{

_PointSize("Point size", Float) = 5.0

SubShader
{

Tags { "RenderType" = "Opaque RenderPipeline" = "UniversalPipeline" }
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@ | Compute shaders |

Pass

{
HLSLPROGRAM

#pragma vertex vert
#pragma fragment frag

struct Particle{
float3 position;
float3 velocity;

float life;
Hs

StructuredBuffer<Particle> particleBuffer;

#include "Packages/com.unity.render-pipelines.universal/ShaderLibrary/Core.hlsl"
CBUFFER_START (UnityPerMaterial)

float _PointSize;

CBUFFER_END

struct Attributes

{
float4 position0S :POSITION;
uint instanceID :SV_InstancelD;
UNITY_VERTEX_INPUT_INSTANCE_ID
b

struct Varyings

{
float4 positionHCS :SV_POSITION;
float4 color :COLOR;
float size:PSIZE;

Hs

Varyings vert(Attributes IN)

{
Varyings OUT;
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Particle particle = particleBuffer[IN.instanceID];

/1 &
float lerpVal = particle.life * 0.25f;
OUT.color = half4(1.0f - lerpVal+@.1, lerpVal+@.1, 1.0f, lerpVal);

/] &
OUT .positionHCS = TransformObjectToHClip(particle.position);

OUT.size = _PointSize;

return OUT;

half4 frag(Varyings IN) :SV_Target

{

return IN.color;
}
ENDHLSL

ZNTIE AV a— o —4 =IO E L LS. AV Ea— o —4—%1ER T B ICIE. Project 4> RUT
£21)wy2 LT Create > Shaders > Compute Shader Z3ERL £,

JYEa—br>z—4—DER

© 2025 Unity Technologies 135 of 151 | unity.com


https://unity.com/releases/lts

@ | Compute shaders |

IN—TAIIVBDNY T 72 EHEITDUEDRHDET, ZDDICIZ. ATV TENHOEERE —B T 21815
BEHIRBETT £l . COPT—4— NI 7ICETIAEFNS /O RWStructuredBuffer 25593
NELBHDET,

/] N—=T1OI\DT—4
struct Particle

{
float3 position;
float3 velocity;
float life;

i

/] ST—E—HBEITBZN—T1IILDT—3
RWStructuredBuffer<Particle> particleBuffer;

CSParticle A—=ILTIE UATDELSICHEO>TWVWET,

Particle particle = particleBuffer[id.x];

particle.life -= deltaTime;

float3 delta = float3(mousePosition.xy, @) - particle.position;
float3 dir = normalize(delta);

particle.velocity += dir;
particle.position += particle.velocity * deltaTime;

particleBuffer[id.x] = particle;

if (particle.life < @) respawn(id.x);

idX ZA>TYIRELT NV I 7S N—T1 UL EZBREBLET. COH—FI/L%E Dispatch TEITI3
FEICEDBHRDESIC.0 5 particleCount-1 FTDENREINE T RICNNA—TrIILDOER%E
BELETRIVTIMASAVEa— oz — A —IlEEEFRCCISESINS deltaTime 7ONT1%
FRALET. IS REOEFHSZA LM EERLET Unity TIEFILLL AU TSNz IL—L%
1 MEICH 60 ERTRITZIEEEHEBLTWVWSOH. CNIFERBITNIBBICADET, LD >T,
deltaTime 3% 16 ms.D£b 0.016 FHIAD T,

N=TAOIWHBIIVRAMUBETDONI ML ZER L.z [BZ 0 ICRELFT.CHUI N—T1IILD z D

TIAINMETIYIVRMNBDEIZ.YTRDT—ILREBOMNEICRESNEI.ParticleFun.cs
T71ILTIE.ONGUI IRV FERLE T,
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void OnGUI()

{
Vector3 p = new Vector3();
Camera ¢ = Camera.main;
Event e = Event.current;
Vector2 mousePos = new Vector2();
/] ARVEDBIYVRABEZIIETS
/] ARUETD y ODUBHRELTVWBILISERTS
mousePos.x = e.mousePosition.x;
mousePos.y = c.pixelHeight - e.mousePosition.y;
p = c.ScreenToWorldPoint(new Vector3(mousePos.x, mousePos.y,
c.nearClipPlane ));
cursorPos.x = p.x;
cursorPos.y = p.y;
}

COOA—RIERIVZAOVVy Iz EH L BIEZEE OB ICEREL T, RV —VEIZTIE bottom
%0 ELTERTZDICRL.Event .mousePosition & top % 0 ¥ LTEALEY.y [EERE
TEBICIEHATD pixelHeight 5 mousePosition.y ZHBELF T RIS AAXTDAYYE
ScreenToWorldPoint ZERALFT (COXVYRIZIE z BHIMETY). =&l .nearClipPlane
SO TEYIBIERDEONE T,

YIRGIBRT—ILREERICERT B35 EDHMIC DLW TIX.Game Dev Beginner ® Z550 %15 %
BRLTUEIL,

CNTN=—TFTaIILENMRIETCITRAMUBLSEITZHDRIRNLRESNE LRI,
deltaTime IC&>TRBINN—To 7L OEEZFALE T,

N=T1OILDEGD 0 KBEDBE N—TILNZEERL. BRI VA LERZERLTRERT VAL
E%ER L £, Xorshift AT L —4—IE.George Marsaglia KICLBUTILEZA LT STy I RIC
BITBEREGERTL

N=TaIIIF IXVRAUBZFRLEL.Z = 0 ICHBDHFRE 0.8 DRTATHICEREBEINE I HLL
N=T1 7L DFwmH 4 BICVEYFEINEEIZ O ICUEYFENET,

© 2025 Unity Technologies 137 of 151 | unity.com


https://unity.com/releases/lts
https://gamedevbeginner.com/how-to-convert-the-mouse-position-to-world-space-in-unity-2d-3d/#screen_to_world_3d
https://gamedevbeginner.com/how-to-convert-the-mouse-position-to-world-space-in-unity-2d-3d/#screen_to_world_3d
https://gamedevbeginner.com/how-to-convert-the-mouse-position-to-world-space-in-unity-2d-3d/#screen_to_world_3d
https://en.wikipedia.org/wiki/George_Marsaglia
https://en.wikipedia.org/wiki/George_Marsaglia
https://en.wikipedia.org/wiki/George_Marsaglia

@ | Compute shaders |

void respawn(uint id)

{

rng_state id;

float tmp = (1.8 / 4294967296.0);

float f@ = float(rand_xorshift()) * tmp - 0.5;

float f1 = float(rand_xorshift()) * tmp - 0.5;

float3 normalF3 = normalize(float3(fe, f1, 6.0)) * 0.8f;
normalF3 *= float(rand_xorshift()) * tmp;

particleBuffer[id].position = float3(normalF3.x + mousePosition.x, normalF3.y +
mousePosition.y, 0.0);

/] TON—T1I\DEGEI)EYLTS
particleBuffer[id].life = 4;
particleBuffer[id].velocity = float3(0,0,0);

life ZONTZFERALTN—TrILDBZHFHHLTHELLITERTIFIA I T—4—D vert
BHICED A TOI—RZEDEDITICMRE T,

float life = particleBuffer[instance_id].life;
float lerpVal = life * 0.25f;
o.color = fixed4(1.0f - lerpVal+0.1, lerpVal+@.1, 1.0f, lerpVal);

NTN=Ta7ILDEBEHEHLDE T, lerp 1ElZ 1 15 0 OEDMEICADEY, Zhik respawn B
£o7T life B 4 ICREIN.ZDMEIZ 0.25 ZEETR/HTTHRFvRILIE 01 BEtaED. EFEmH
B TBICONT 1 ITEMLET/B{FrowI/LiE 11 hSHRED BB EHIC 01 ITHDLED
BIREICT 7L I77IEEBOBRE CBITRD L. EIEILETT—R7IRLETY,

CORKRLT7 Y bDERDAVREZ R L F) TSROV Ea— oz -2 — AR 75T
AV z—HA—EHAHEDEBZIERAVNICERAIZERLTVET, CC TR E—DEJEILBREEWVS
ROIVINBTEYIMEREINE T RDANIE. COTAV T EIRLTCERDOX Y aA TP I
LRI 2R EERBNLET,
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Xy2aA T TR EMAD

AVREVZSINITAYF T —>

COXY2aA T IMITIE 7OvF o RELTVWET, 7AOvF 25 (BNEED) CWSTIT T
RATVWESEZBEHEL.BNOEBEIE Y TILEIL—ILTHIETE3 WS iEmsEEFNEL .1 DBED
=L BIHECTRAICAZNIBENOEELAERHE L TLZRLY EWLWSBHDTY, CHd. ISiggraph
871 Craig Reynolds EHHERLIZFAX THIH TREINE LT BEKIFEND XV /N\—% Boid (R1RK)
EPVELco U AVE2—F—ToZal— FSNTEENOBELA DA N—%2I8T— MR BHBECLT
EELTWEY, 7R RiZ "Bird-oid" (BICUz) 77V DB TS,

A—H—FEHFBO—EDERRICVWVTHBRICAZBENDOAN—EIFT v LI UTD 3 DDIL—IL%E
FRALTERIROMNE. BI REEZFHELET,

1. SEEmoO—AILRTIREBEELAVESICERTHEIRD I, CNZRITTRICIKREDRAR
HEMDA—HILRA RADAR I ML EIERTHFBDAR I ML EKD F5,

[Ef§: Craig Reynolds Kl J
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2. BIO-AILRAROFEGHARAICEOETAZIZRABLITREDOAEZO—AILRTROFEY
AR TR L 5,

[Bf§: Craig Reynolds Kl J

3. BEO—NILARARFOEHMBEICAN>TRELEIT O—AIILKRIRFOFEHMAEZRD. I
ﬁb‘of@@]bi?@

[Ef§: Craig Reynolds K il

DECERIIER TR ERDONEDE LNFEAD . D TIZIREDRA RHOSMODRARADRI N L%
FSDICH L SEETIFRT RN —"T OB EZHABEL TEERLTVWBR L ZEZTEVWTKTIETL,

BiaflzRTHELLD,
Scenes > ComputeShaders > Instanced H'5 > —> InstancedFlocking =B . VS Code THRLU

AN A—RIZHB InstancedFlocking.cs & InstancedFlocking.compute ZHZI £,
COFITIE BID ComputeBuffer ZFERALEZFIHA IVE2— bz —F—ICEREHTET,
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RARICIZNB.AB /A XF TV FDZENHDF T, COBEERICITAVI IS IEZ—XYyRH
MABNTVETH BEERDT—2IF 2 DD Vector3 £ 1 DD Float DH T,

public struct Boid

{
public Vector3 position;
public Vector3 direction;
public float noise_offset;
public Boid(Vector3 pos, Vector3 dir, float offset)
{
position.x = pos.X;
position.y = pos.y;
position.z = pos.z;
direction.x = dir.x;
direction.y = dir.y;
direction.z = dir.z;
noise_offset = offset;
}
}

A—H—HBENOBEZARTES public 7ONTIEVWK OO BDEF T, ox—F—%0—FT1>FJ LT
WHT. 2NN ZIBHEICHERLTVEET,

InitBoids (& R1RDEINEERELVANLETMEIZRTATADT U HZLIRMETT,

InitShader (&.7R-1 RDEFIHS ComputeBuffer ZIERE LUVHREL. AV Ea— bz —4—IC
WKODDTONT1ZRELET,

Update XVwRIERBETINEZALEREL. A—FINETAANYFLET AVEa— oz —4—
TERIROFLWMIBE AA%ETELT-5.RenderMeshIndirect %=FEARALTEREICRTIRE
LyA)>JLEd.RenderMeshIndirect IZl& RenderParams AYAZVR XvyPa,
GraphicsBuffer 4>ZXZ>ZANMETI,RenderParams 1>X42> & Start XV RTHIHAL
INEY

renderParams = new RenderParams(boidMaterial);

renderParams.worldBounds = new Bounds(Vector3.zero, Vector3.one * 1000);
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@ | Compute shaders |

VRIS 72—=ICRTITIDESNZ CCISEFRLTLIE TV CORTUTIIGA VYRR DT
ZHR—FLTWBHENHBD XTI, CCTHEAITDHEIFURP Lit > —H—%ZiRETBZLTT,
ZDTIZiF. 7=#)LH— (Library/PackageCache/com.unity.render-pipelines.universal/
Shaders) B5UTFTDOT7 7MLz IE—LET,

— Lit.shader

— LitForwardPass.hlsl

—  ShadowCasterPass.hisl (Vv RU%EHR—rT35E)
NEDT7AIINEFEHTHITTAILA—ITHRINLET,

VS Code T Scenes > ComputeShaders > Instanced > Shader ZFW\WTHEL&Do
PackageCache 7#)IA—hm50E— L7 3 DO T71ILHH 3 LHEE LTS L\, Lit.shader |
WIBEEIIRNRTIT . oT—F—HDBEEINTVET,

Shader "Custom/Flocking/Instanced”
{

F7-.LitForwardPass.hlsl ADNZIHE—DRYE "" [CEBEINTVLWET, Chid. Lit.shader 771)LE
BLCI7AINA—RDT7IILEERTZ e #EKLE T, LitForwardPass.hlsl Z77-1JLT.Boid #&& k&
boidsBuffer Z &L £9%

struct Boid

{
float3 position;
float3 direction;
float noise_offset;
Hs

StructuredBuffer<Boid> boidsBuffer;

create_matrix BSEZEMZRE T, CAUIKDAIE. AR LRINTMLHSEEREUBEDY M)y I ZH
ER SN E Y,

float4x4 create_matrix(float3 pos, float3 dir, float3 up) {
float3 zaxis = normalize(dir);
float3 xaxis = normalize(cross(up, zaxis));
float3 yaxis = cross(zaxis, xaxis);
return float4x4(
Xaxis.x, yaxis.x, zaxis.X, poOS.X,
xaxis.y, yaxis.y, zaxis.y, pos.y,
Xaxis.z, yaxis.z, zaxis.z, pos.z,
0, 0, 0, 1
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Attributes #81&{KIC SV_instancelID ERZMABZEHEETI . CNUICEID. BRI T—H—T
instancelID IC7V7ERXTEBLIICHEDET,

struct Attributes

{
float4 position0S :POSITION;
float3 normal0S :NORMAL ;
float4 tangentOS :TANGENT ;
float2 texcoord :TEXCOORD® ;
float2 staticlLightmapUV :TEXCOORD1 ;
float2 dynamiclLightmapUV :TEXCOORD2;
uint instanceID :SV_InstancelD;
UNITY_VERTEX_INPUT_INSTANCE_ID

b

Lit.shader TI&.BA#X LitPassVertex #I B x—4— Y L TEHLTVLE T, COBEKIL. T7+T7—R
LA — X1 TS5V BO LitForwardPass.hisl (C&H D £ 9%

CNT AN Attributes /NTX—2—|Z instanceID A1 >7=DT. boidsBuffer HhSfE4 DR K%
W TEFEd.create_matrix BRI ROMUBEFAZFRAL TN Y IRZERLET.CO
T7INDTIAILMN=2avilH B GetVertexPosition ISEINBINTA—F—%REEL.
input.position0S ICHEIFCIERLIERMIY IR ZRELET.GetVertexPosition Ti&
float3 MEEINTWS7H.mul BERONAIC . xyz ZIIZRS LT floatd OEH% float3 IC
Z#LFEFd.NormalInput ICHBREILIEEITVET,

Boid boid = boidsBuffer[input.instancelD];
float4x4 mat = create_matrix(boid.position, boid.direction, float3(©.0, 1.0, 0.0));
VertexPositionInputs vertexInput = GetVertexPositionInputs(mul(mat, input.position0S).xyz);

VertexNormalInputs normalInput = GetVertexNormalInputs(mul(mat, input.normalOS), mul(mat,
input.tangent0S));

NTERTZIITUTILNTEE L e CNZFERLTERDAY S aA Tz IMNeRTTEIHEE
BTHFLLD,

ROUTMIEFRTIiCNYT7 argsBuffer Db ->TWEI . CNIFT STy IRNYT7TH D,
LAV TRHITER I ZI RNz — A= DNy 772 ERALE T CONY T 7=t 50— K%
MRBHRENBDET,

N7 7 DIERESIC. 21 7% IndirectArguments.BB5INOER%® 1.BXD

#+4X% IndirectDrawIndexedArgs DY XL TERELET.ZLT.
IndirectDrawIndexedArgs DOE—ODEFIZEHLFT.GetIndexCount XVyR%ZEfE
FLT indexCountPerInstance % boidMesh OTERFICEREL.instanceCount %
numOfBoids ZANTICERELETS
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SetData XVwhZfEHLT.argsBuffer iC7—4%ZIE—LEI.CNT-T—XH GPU ICERFLF T,

argsBuffer = new GraphicsBuffer(GraphicsBuffer.Target.IndirectArguments, 1, GraphicsBuffer.
IndirectDrawIndexedArgs.size);

GraphicsBuffer.IndirectDrawIndexedArgs[] data = new GraphicsBuffer.IndirectDrawIndexedArgs[1];
data[@] .indexCountPerInstance = boidMesh.GetIndexCount(0);

data[@].instanceCount = (uint)numOfBoids;

argsBuffer.SetData(data);

CHUCEK DD Update AVYRTI,OAVEa—b>xz—4—T Time & deltaTime %EFEL.
Dispatch ZE{TLET. RrROUBEHFRAMNTHEINS.RenderMeshIndirect Z#RALT
RARZLIAIVTLET,

void Update()

{
shader.SetFloat("time", Time.time);
shader .SetFloat("deltaTime", Time.deltaTime);
shader .Dispatch(this.kernelHandle, groupSizeX, 1, 1);
Graphics.RenderMeshIndirect( renderParams, boidMesh, argsBuffer );
}

CDRIVTMIDVWTHIDTENEZ LI MU ETI RICED LIFB0IE. IV Ea— bz —4—D
70vF>»JI—-RTY,

CCTIEVEIFCHAL 3 2O YT BRIL—ITHI DM B EEE2ERTINELNHDET,
FIAdX ICEDVTNY TIPS RARZEIGLETORIC.OBE B BEEOVEREZRELF T,
NSDEZHETBRICIFGAKDRIRDOAHZERLET, HAIREDORTRHZOFRAICH BT,
nearbyCount | 0 TIE%B< 1 BBIBED XTI —THREDRAREIRELTVWSBEIE. ZDRIR%E
E|ATIES

EHEBERIBICIE D idx CRBBBEDHDETRICT BHIETRAFZEFLEIIRED

RARE—BRARETOEEN AEEETH S neighbourDistance 7O/NTEDHIELHESH%E
RIBDFIVvINES 1 2HDET,

Boid boid = boidsBuffer[id.x];
float3 separation = 0;

float3 alignment = 9;
float3 cohesion = flockPosition;
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uint nearbyCount = 1; // BEZMEYTS (JL—THNTIIEHEIND)

for (int i = @; i < boidsCount; i++)

{
if (i !'= int(id.x))
{
Boid tempBoid = boidsBuffer[i];
if (distance(boid.position, tempBoid.position) < neighbourDistance){
/] fIBOFTEIFTIICEERT S
}
}
}

BOEMAHE IO TI DHICOVTII.COEI aYTRIFEHELGHBLETA £T13EY|
ERICDVWTRTHELLS. BIITIIRRTROARADEH FEETIIRRIROMUBD A ERD £,
BB DZH cohesion DBl flockPosition (BENDHIE) ZIF->TULET,

alignment += tempBoid.direction;
cohesion += tempBoid.position;

nearbyCount++;

RISIL—FDNT nearbyCount fEZfFRL T RIFMEZ nearbyCount fETHREITSZZ L TR
BEEDEMEDTHZERELEIBEEICOVTIIREDRT RFOMUEBEZREL TRRZERILTIHEN
HODEFT.CNT.3 DOTONTAOEFHELTE—TFyrARAMEONET L FILGIESN
FHEzEAT3RIE BEORIFARLOTL Y REEREZIFZICEIMZDLSICLE T lerp ZFER
TR EEINTAAD 6% DA BEFEOABOD 94% ICHLTILYRENET,

CNTRARAR (EERETIEHESCTFT—RRIML) BB TEEL.CNZFERALT . RE—RL

deltaTime ZEXEB A TNBZEHTEET, REBEDRATY /I EFEREZ/N\VIFIOERTS
Z¥T9Y,

float avg = 1.0 / nearbyCount;

alignment *= avg;

cohesion *= avg;

cohesion = normalize(cohesion - boid.position);

float3 direction = alignment + separation + cohesion;

boid.direction = lerp(direction, normalize(boid.direction), ©.94);
boid.position += boid.direction * boidSpeed * deltaTime;

boidsBuffer[id.x] = boid;
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REOTOVSLERITIBEDEEZ XICEBALTOWRWVWD IRTDORARD 1 DITY—JTNET,
INZBELELLS.

for L=7ICRD. ET—HRA D SRAEREFDORAEADRI ML EORIZIIFLE T —K
RARDEEEER L LTERESNIAELIDHEICVBHEIZERLE T, COBERIDHEICVEIZEIZ.
DREICENZERIBHLEDBDE I AT EYIIMNLZER LT RERDRARISAIIIDONT
BT BMETRT—ILLET,1/dist ZFEALTLS&. dist B 0 ICBRSBVESICTEIHRENDHD XY,
DEDO ICLBBFBEIFBHI TSIV,

TlF.1/dist - 1/neighbourDistance &IZEDESHBREHEKTLLSI D odist H/NTVEFIZAAFECZH
EZZTHFELLD1/dist IFFEEICAIAD 1/neighbourDistance D/NIR(EIFEHETEXT D
R BB EEBOBRMEICVSHE L. 1FIF 1/neighbourDistance - 1/neighbourDistance D&,
DED 0 IZABDFET, FDID HRARDBE— YRR RIGEVBEIE DRI MNLHAKIGICKEIAD,
IEEEROEIECRZ EEEINET,

float3 offset = boid.position - tempBoid.position;
float dist = length(offset);
if (dist<neighbourDistance){
dist = max(dist, ©.000001);
separation += offset * (1.0/dist - 1.0/neighbourDistance);

NT 70vF T DEINFTERLE LT B BICTRTORARAES L BNOHMBEZPOICERE TS
FIICHEDET,

SkinnedFlocking ¥—>
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=EBDFTIE. Skinned Mesh Renderer ZfEHL %9.Scenes > ComputeShaders > Skinned
T#IA—MW®D SkinnedFlocking —>ZRWVWTEITLE T /KIADENRUE>TWVEDHHERR
TEFI,VS Code T Scripts 7#4/LAZ—KH®D SkinnedFlocking.cs ZRE 9, Shader 74)L4—
A ® SkinnedFlocking.compute & LightForwardPass.hisl HZ %7,

FTRRATVTEDERTVEELESEANICIFRTIOBFER LTI VK ODDEELRHD X, £\
Boid #&&AIC frame FONTAHBDET, NIRRT B T7ZA—23TL—LEEIRT 37 DICER
LEY, £/ . CCTld numOfFrames Z7ONThHOF I, ChlEaArEa—bor—4—CAREZL Lit
SI—HA—IZEINE T, AVUTRTIE > x—4—0D EnableKeyword XVwk¥ DisableKeyword
XY REFRALT O r—4—ROEEZMZ =D £IIHERLI-DLE T, COFITIE 3 DEDNYI7THS
vertexAnimationBuffer B’& D FTLWLWXY YR THS GenerateVertexAnimationBuffer %
HBEEDOMDET DXV YRIZDVWTRTVWEELLS,

OS5 LEBBTBEIC.Animator AVR—RUMEEALTXAY 2% —EOR—XICRELET,
RISEFDR—ADBERAMNBEZ/\YIFIERALE T, DNV T7hS@BY R VT VIR EEIRT ST
Xy aDIFITERR—XEEFHRLTRAITIEITRAICHKHEARDIZ Animator AVKR—RVETY,
Unity 7= X—=23>TlILAV—2FRATIEFIN . CCTIEIOFAIIICLT 1 BEEDOLAV—DAH%Z
FERLEY,

animator = boidObject.GetComponentInChildren<Animator>();

int ilLayer = 0;

TIRA—=BZ—HTZA—=23>01)v 7 FlapWings ZBEINICEBETEILSICREINTVBRZLhHHD
FIR—AZHRETBICIE. AT —MER R—AZERETIFHLULXAY D2 KOO DEHHNBE T,

AnimatorStateInfo aniStateInfo = animator.GetCurrentAnimatorStateInfo(iLayer);

Mesh bakedMesh = new Mesh();
float sampleTime = 0;

float perFrameTime = 0;

CDORIVUTFHICIE FlapWings 7ZX—23VICB&RE SNz animationClip WS public ZO/N
TADBDET, RAUFBZTL—LEERETBICIE AnimationClip ICEEFNTWETL—LL—kE
REO7ONT1Z2ERLET. COMEIF TERICHERTS vertexAnimationBuffer o1 7y o %
RETDHITHEBIERIND D2 DEEIZTBEHIRMNTI Mathf AT IMIF. CDERE
BRETIEHERAVYRDEHBDE T, CNTHELDTL—LORGREZEIS TEET,

numOfFrames = Mathf.ClosestPowerOfTwo((int)(animationClip.frameRate * animationClip.length));

perFrameTime = animationClip.length / numOfFrames;
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Xy aDERBIREICHEDEFT . CCCJHRT—2ZRMNT 270D Vectord BLZRETIXT,
ERHDORIIFTESREH X numOfFrames ICADEYT, CNTEAT—2EEE T3 ERF/HIEVEL
Zhid for L= TEIFINFEFT . ToX—2av0BE LIV —rBABERONREICERTES
aniStateInfo A7z O EBIELECEEBEVWB LTI TV RIS deltaTime % 0 ICLT
update ZIEUHLFE T, CNICED Xy atlD T X— 3> TEHEINIUBICEHRINE I, ZL T,
Xwia% bakedMesh A7 IMIRAIL BEREZREMVEL T EDEZTERETICHEMLET,

var vertexCount = boidSMR.sharedMesh.vertexCount;

Vector4[] vertexAnimationData = new Vector4[vertexCount * numOfFrames]:

for (int i = @; i < numOfFrames; i++)

{
animator.Play(aniStateInfo.shortNameHash, ilLayer, sampleTime);
animator.Update(0f);
boidSMR.BakeMesh(bakedMesh) ;
[/ CCTIERESICIERT —2Z8NT 3
for(int j = @; j < vertexCount; j++)
{
Vector4 vertex = bakedMesh.vertices[j];
vertex.w = 1;
vertexAnimationData[(j * numOfFrames) + i] = vertex;
}
sampleTime += perFrameTime;
}

CDEF T, ComputeBuffer O EICERA TERERDEIIMERINET. DNy IT7ZITITILIC
EBLEI,OAVEaA— o x—4—dlDONYI7EMRBEE T ST —F—DAHAENBELET.CD/N\YIT7IE
SABDDOAERAINET,

vertexAnimationBuffer = new ComputeBuffer(vertexCount * numOfFrames, 16);
vertexAnimationBuffer.SetData(vertexAnimationData);

boidMaterial.SetBuffer("vertexAnimation", vertexAnimationBuffer);
RIS AYVEa— bz — =D EDELSBEEEZITTVWEDZRTHELELD,
WEDRE—R.deltaTime.boidFrameSpeed FO/N\F« %A L T.Boid #iE&D frame 7O
NT1ZRABLE T REREDORVRIFE I HERAD £ frame FO/NTH numOfFrames

TAONTAEZRBZITWEVWHDESHERELEFIBA TV SEIXCOEEREL.boid. frame A 0 »5
numOfFrames DEEFICADLDICLET,
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boid.frame = boid.frame + velocity * deltaTime * boidFrameSpeed;
if (boid.frame >= numOfFrames) boid.frame -= numOfFrames;

RIS —A—ZHERLELLS. BRI —F—BITEINS Attributes 1 > X2V RUZIE
vertexID ¢ instanceID AEENTVWBIEHRAXRTY,

struct Attributes

{
float4 position0S :POSITION;
float3 normalOS :NORMAL ;
float4 tangent0S :TANGENT ;
float2 texcoord :TEXCOORD® ;
float2 staticLightmapUV : TEXCOORD1 ;
float2 dynamiclLightmapUV :TEXCOORD2;
uint instanceID :SV_InstancelD;
uint vertexID :SV_VertexID;
UNITY_VERTEX_INPUT_INSTANCE_ID

iE

LitVertexPass B#Tld.instanceID #{EMAL T boidsBuffer h"5R- REIREBLET,
FRAME_INTERPOLATION AEZRTINTWVAR VSR . position0S.xyz &-1>7v¥ X vertexID *
numFrames + boid.frame @ vertexAnimation /N7 7ICEREL X T,

FRAME_INTERPOLATION AEZEINTWVRIHEIRED boid.frame EXRDTL—LDfE% lerp T
TLYRLTfEZ.position0S.xyz ICHRELFT. LV RFEIF. boid.frame DNEEBRICL-T
REDFINEEEDD 0 DJBETLURIGTL—LEICEDEFI/NEELD 0.5 OFBE.BED
TL—LERDITL—LHBENEN 50% FOEAINIIGHEMEICAEDET,

Boid boid = boidsBuffer[input.instancelD];

#ifdef FRAME_INTERPOLATION
uint next = boid.frame + 1;
if (next >= numOfFrames) next = 0;
float frameInterpolation = frac(boidsBuffer[input.instanceID].frame);

input.position0S.xyz = lerp(vertexAnimation[input.vertexID * numOfFrames + boid.
frame], vertexAnimation[input.vertexID * numOfFrames + next], frameInterpolation);

#else

input.position0S.xyz = vertexAnimation[input.vertexID * numOfFrames + boid.frame];
#endif
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T eBETREBHPIFILKAE— D EDOEREICH U TR T 3R FH R TI T CNZITIICIE
UTFDRTYARNES,
1 BOPRILKTIX=23 ZRITI3OD. TETEBR—EEMLIIER N\ 772 ABLE T,

2. OAYEa—t>xz—4—T.Boid #iERD frame FO/N7«IC 0 K5 numOfFrames DOREIDE%
RELET,

3. ZOTONTADEHFHRAE—RIZ.BEOFREICEO>TREDET,

4, H—TJ1xRIx—4—TIX.Boid BEED frame TANT«4ZFERALT.R/EDTIL—LEXD
TL—LZEBREBLET,

5. JEE>r—4—TldvertexID CIRESIVRDIL—LDEERAEHE T HENYI7HS
B EEEELET,

COLYETIE. OV a—boz—4—%2FERALTLIUA VI SNBZBE—DR 2B TS HEDS.
TA=2g M TNTEEBHOX Y 2% L ANV ITRIAEANCREIETCVWES, OEa—+
SI—4A—R FHEEFOEVWIOELIXDNTA—I VR EAEBICALEIEZ D NEMICERTS
FEICDODVWTRERMEDHD X T,

ZFDMDYY—X

O—XTLearn to Write Unity Compute Shaders]
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CDHARDEBETHANT=& S e-bookl £4F Unity ZUT1%— [@lfD 2=/)\—1)L L>H—
INTTZ7> (URP)  AFT 3I3REREE % Unity FAREXTIZNILT7—T+ XD URP THIFARTREZ
RITEETRARISERATADICRIODEERAIRTT,

Unity ®_EHJZEBITOFEMR e-book IETART Unity ORI~ FS50F742 NT BhBAFTEXT,
e-book & EfERITD R TS50714 2 DRFaAXIIR=JIZHHDET,
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