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Shader “Unlit/NewUnlitShader”
[ Properties
_MainTex (“Texture”, 2D) = “white” {}
?ubShader

Tags { “RenderType”="Opaque” }
LOD 100

Pass

{
CGPROGRAM
#fpragma vertex vert
#pragma fragment frag
// make fog work
#pragma multi_compile_fog

#include “UnityCG. cginc”
Ttruct appdata

float4d vertex : POSITION:
float2 uv : TEXCOORDO;

?truct v2f

float2 uv : TEXCOORDO;
UNITY_FOG_GOORDS (1)
floatd vertex : SV_POSITION;

sampler2D _MainTex;
floatd _MainTex_ST.

v2f vert (appdata v)

v2f o;

o.vertex = UnityObjectToClipPos (v. vertex) ;
0.uv = TRANSFORM_TEX (v. uv, _MainTex);
UNITY_TRANSFER_FOQG (o, 0. vertex) ;

return o,

}
Eixed4 frag (v2f i) : SV_Target

// sample the texture

fixed4 col = tex2D(_MainTex, i.uv):
// apply fog
UNITY_APPLY_FOG (i. fogCoord, col);
return col;

J
ENDCG

a—
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Av b optox

A

HE” bk_ 24 C

md ¥ E

o A
be g H

nz|

v2f vert (appdata“v)

{

[

]

}

s PP
A
46 E bk,

H

H

ngli%e%ld'r?raf L('ur12f i)

return o,

zkabkvBst |
. SV Target
// sample the texture

fixed4 col = tex2D( MainTex,
// apply fog

[Ba 3 U ARA%
v2fo;, «—

o.vertex = UnityObjectToCl ipPos (v. vertex) ;
0.uv = TRANSFORM TEX (v.uv, MainTex)
UNITY TRANSFER FOG (o, 0. vertex) ;

i.uv);

UNITY_APPLY_FOG(i. fogCoord, col);

return col;

Bty K> 7 -UAERHY

e R S
I —————

;z;///////////,///”/"] floatd vertex : SV_POSITION;
33 ;

1 Shader “Unlit/NewUnlitShader”
2 v |
3 Properties
4 v
5 _MainTex ("Texture”, 2D) = “white” {}
6
7 SubShader
8 v {
9 Tags { “RenderType”="Opaque” }
LOD 100
12 Pass
13 ~ {
14 CGPROGRAM
15 #fpragma vertex vert
16 #pragma fragment frag
17 // make fog work
18 #pragma multi_compile_fog
19
20 #include “UnityCG. cginc”
21
22 ?truct appdata
M
24 float4d vertex : POSITION:
25 float2 uv : TEXCOORDO;
26
27
28 struct v2f
29 v {
30 float2 uv : TEXCOORDO;

UNITY_FOG_COORDS (1)

sampler2D _MainTex;
floatd _MainTex_ST.

TOKYO POLYTECHNIC
UNIVERSITY

38 = v2f vert (appdata v)

39 v

40 v2f o;

41 o.vertex = UnityObjectToClipPos (v. vertex) ;

42 0.uv = TRANSFORM_TEX (v. uv, _MainTex);

43 UNITY_TRANSFER_FOQG (o, o. vertex) ;
>\ 44 return o;

45 }

N

47 fixedd frag (v2f i) : SV_Target

48 v {

49 // sample the texture

50 fixed4 col = tex2D(_MainTex, i.uv):

51 // apply fog

52 UNITY_APPLY_FOG (i. fogCoord, col);

53 return col;

54 ]

55 e ENDCG

56 ]

57 }

58 ]

f k-
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38
39
40
4
42
43
44
45
46
47 4
48
49
50
51
52
53
54

v2f vert (appdata v)

{

]

v2f o; =R =0V et AE 5
o.vertex = UnityObjectToCl ipPos (v. vertex) ;
0.uv = TRANSFORM TEX (v.uv, MainTex)
UNITY TRANSFER FOG (o, 0. vertex) ;

return o,

fixed4 frag (v2f i) : SV_Target

}

// sample the texture
fixed4 col = tex2D( MainTex, i.uv);

77appTy o8
UNITY_APPLY_FOG(i. fogCoord, col);

t I ~ o, o . P
return co Bty B> 1A

i.uv) .

1 ?hader “Unlit/NewUnl itShader”
2
3 Properties
4
5 _MainTex ("Texture”, 2D) = “white” {}
6
7 SubShader
8 {
9 Tags { “RenderType”="Opaque” }
10 LOD 100
11
12 Pass
13
14 CGPROGRAM
15 #fpragma vertex vert
16 #pragma fragment frag
17 // make fog work
18 #pragma multi_compile_fog
19
20 #include “UnityCG. cginc”
21
22 struct appdata
23 {
24 float4d vertex : POSITION:
25 float2 uv : TEXCOORDO;
26
27
28 struct v2f
29 {
30 float2 uv : TEXCOORDO:
31 UNITY_FOG_GOORDS (1)
32 floatd vertex : SV_POSITION;
33
34
35 sampler2D _MainTex;
36 floatd _MainTex_ST.
37
38 = v2f vert (appdata v)
39
40 v2f o;
41 o.vertex = UnityObjectToClipPos (v. vertex) ;
42 0.uv = TRANSFORM_TEX (v. uv, _MainTex);
43 UNITY_TRANSFER_FOQG (o, 0. vertex) ;
44 return o,
45 }
N
47 Eixed4 frag (v2f i) : SV_Target
48
49 // sample the texture
50 fixed4 col = tex2D(_MainTex
51 // apply fog
52 UNITY_APPLY_FOG (i. fogCoord, col);
53 return col;
54 ]
55 e ENDCG
56 ]
57 }
58 ]
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o) 3

N M

Auv dWbyd st | f!
38 | v[fo vert (appdata v) T
39 v . PR
40 v2f 0; =R =0V et AE 5
41 o.vertex = UnityObjectToCl ipPos (v. vertex) ;
42 0.uy = TRANSFORM TEX(v.uv, MainTex)
43 UNITYSJRANSFER _FOG (o, 0. vertex) ;
44 I return o5
45 }
46
47 4 1Ei>(ed-*ﬂr frag (v2f i) Narget
48 v
49 // sample the texture
50 fixed4 col = tex2D( MainTex, i.uv);
51 // apply fog
52 UNITY_APPLY _FOG(i. fogCoord, col);
53 return col; RSP . P
54 [ ) EVGREVAEHT |

TOKYO POLYTECHNIC
UNIVERSITY

1 Shader “Unlit/NewUnlitShader”
2 v |
3 \ Properties
4 v
5 i _MainTex (“Texture”, 2D) = “white” {}
6
7 SubShader
8 v {
9 Tags { “RenderType”="Opaque” }
10 LOD 100
11
12 Pass
13 ~
14 CGPROGRAM
15 #fpragma vertex vert
16 #pragma fragment frag
17 // make fog work
18 #pragma multi_compile_fog
19
20 #include “UnityCG. cginc”
21
22 struct appdata
23 N {
24 :
25 i I float2 uv : TEXCOORDO: I
26 }
27
28 struct v2f
29 v
30 float2 uv : TEXCOORDO:
31 —r—
32 floatd vertex : SV_POSITION;
33
34
35 sampler2D _MainTex;
36 floatd _MainTex_ST.
37
38 ~= v2f vert (appdata v)
39 v
40 v2f o;
41 o.vertex = UnityObjectToClipPos (v. vertex) ;
42 0.uv = TRANSFORM_TEX (v. uv, _MainTex);
— 43 UNITY_TRANSFER_FOG (0, 0. vertex) :
"\\\\“‘\-\\\\\\\\\\\\\\\44 | return o;
iﬂi\\\\\\\‘ }
46 e
47 fixedd frag (v2f i) : SV_Target
48 v {
49 // sample the texture
50 fixed4 col = tex2D(_MainTex, i.uv):
51 // apply fog
52 UNITY_APPLY_FOG (i. fogCoord, col);
53 L return col;
54 ]
55 i S ENDCG
56 i ]
57 L }
58 ]
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Atex *** n v A

AUV
A
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I f k"8 FA2™ D
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d v

38
39
40
41
42
43
44
45
46
47
48
49
o0
o1
02
53
o4

v2f vert (appdata v)

{

]

v2f o; SR =0P%: et AE 15
o.vertex = UnityObjectToCl ipPos (v. vertex) ;
0.uv = TRANSFORM TEX (v.uv, MainTex)
UNITY TRANSFER FOG (o, 0. vertex) ;

return o,

Tixed4 frag (v2f i) : SV_Target

}

// sample the textyks
Fixedd col = tex2D MaimTex] i.uv)

// apply fog
UNITY_APPLY_FOG(i. fogCoord, col);

return col; E?7ﬁ7f21{/;/:ﬁ'44513§ﬂiﬁ
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st | §]}

b

n 0 0

1 ?hader “Unlit/NewUnl itShader”
2
3 Properties
4 {
5 I _MainTex ("Texture”, 2D) = “white” {} I
6
7 SubShader
8 {
9 Tags { “RenderType”="Opaque” }
10 LOD 100
11
12 Pass
13
14 CGPROGRAM
15 #fpragma vertex vert
16 #pragma fragment frag
17 // make fog work
18 #pragma multi_compile_fog
19
20 #include “UnityCG. cginc”
21
22 struct appdata
23 {
24 float4d vertex : POSITION:
25 float2 uv : TEXCOORDO;
26 ;
27
28 struct v2f
29 {
30 float2 uv : TEXCOORDO:
31 UNITY_FOG_GOORDS (1)
32 floatd vertex : SV_POSITION;
33 ;
34
35 sampler2D _MainTex;
36 floatd _MainTex_ST.
37
38 ~= v2f vert (appdata v)
39
40 v2f o;
41 o.vertex = UnityObjectToClipPos (v. vertex) ;
42 0.uv = TRANSFORM_TEX (v. uv, _MainTex);
43 UNITY_TRANSFER_FOQG (o, 0. vertex) ;
44 return o,
45 }
N
47 Eixed4 frag (v2f i) : SV_Target
48
49 // sample the texture
50 fixed4 col = tex2D(_MainTex, i.uv):
51 // apply fog
52 UNITY_APPLY_FOG (i. fogCoord, col);
53 return col;
54 ]
55 S ENDCG
56 ]
57 }
58 ]
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1 ?hader “Unlit/NewUnlitShader”
y v
3 Properties
4 v
5 ] _MainTex (“Texture”, 2D) = “white” {}
6
ShaderLab SRR
9 Tags { “RenderType”="0Opaque” }
10 LOD 100
11
izl hass ShaderLab
ACGPROGRAM/ENDCG m[ f ¥ 1w coprocaan
15 #pragma vertex vert
H LSL 16 #pragma fragment frag
)S . 17 // make fog work
. . lg #pragma multi_compile_fog
AMlcrOSOft )S d 2 l h l D l'E g’ 20 #include “UnityCG. cginc”
~ . 21
A* )S Z_' Un|ty )S | Vl %% ! ?Elct appdata
AHLSL z 3Unreal Engine  m g, e 26 k
QShadeELab >}g ? | X f rLYlZ S Y[ ég ! ]S{Eft 2% HLSL
B' v [ XZ x P 251 0, 2 ’
35 sampler2D _MainTex:
36 float4 _MainTex_ST;
37
38 \E2f vert (appdata v)
39 >
. -
47 fixed4 frag (v2f i) : SV_Target
48 > ]
54 }
55 ENDCG
56 }
57 }
58 }
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Shader “Unlit/NewUnlitShader”

v

Properties

Properties
v {

To
Cc
o)
I.
\
o
=

_MainTex (“Texture”, 2D) = “white” {}

OO —

‘>°|
A
..Q"'ﬁ
D «(Dc¢

W

ﬂ nspec tor

_I:C:I‘S
O T I:
N "—Q_-L:’
c S X
> |_u3

\

Shader Unlit/NewUnlitShader

Q) N

N N O
N © S T Wy "6

— -.U);leéo
S

v

Qi C°
> N

Texture

Tiling

-.-();X I‘X
X< 3 3 'U

(@)
K

Offset

hﬂ L o LIJ.xH

Q—.

D

Render Queue

‘><<
I:
)

Double Sided Global llumination
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Properties X i

Jfowater Lz —4F—DTONT 4 —

iy —
BFEXSAH— Properties zdu b .
{ mx " f !
name ( display name”, Range (min, max)) = number _WaveScale ("Wave scale”, Range (0.02,0.15)) = 0.07 // RS54 4 —
name (“display name” ., Float) = number _ReflDistort ("Reflection distort™, Range (0,1.5)) = 0.5
= . o _ _RefrDistort ("Refraction distort”™, Range (0,1.5)) = 0.4
name [ display name”, Int) = number . . . _
_RefrCaolor ("Refraction color”™, Color) = (.34, .8b, .92, 1) // H =5 —
" ReflectionTex (“Environment Reflection”™, 20) = "7 [} // =2 2 F~
HS—EART BRIV _RefraotioTTex ("Environent Ref’r’fotion”, 200 =77 [}
_Fresnel ("Fresnel (&) 7, 2D) = i1
o . _BumpMap ("Bumpmap (RGB) 7, 20) = 77 {]
name [ display name”, Color) = (number,number ,number ,number ) ;-

name [ display name”, Yector) = (number ,number , number  number)

pe Ry

>v Z. I/l C U S
FORFv X e
float _ WaveScale ;
name [ “display name”, 20) = "defaulttexture” [} float _ ReflDistort ;

float _ RefrDistort ;
o B B B float4 _ RefrColor ;
name (“display name”, 30) = "defaulttexture” {] sampler2D _ ReflectionTex
sampler2D _  RefractionTex
sampler2D _Fresnel,

K . E TOKYO POLYTECHNIC sampler2D _ BumpMap ;
UNIVERSITY

name (" display name”, Cube) = "defaulttexture” [}




SubShader

A8 FAZ™ De Hlox g X

l ke 5§ xtltys

x o]

N OO WN—= O OO WhrhN —

— ek ek h h ok ks —

* Opaque: |EX A YD T —4 —(Normal. Self llluminated. Reflective, Terrain 1 —4%—),

* TransparentCutout: ¥ 2% >4/ & /-iEiB S T — 4 —(Transparent Cutout, 2 /NZAHEES T—H —),
* Background: Skybox & T —% —,

* Overlay: /\O—, ZL7>x—4—,

* TreeOpaque: Terrain T >3 > Tree M.

* TreeTransparentCutout:Terrain T> > Tree E o4,
* TreeBillboard: Terrain T U EJLR— K ® A,

* Grass: Terrain T2 >M &,

* GrassBillboard: Terrain T2V EJLR— RO &,

* Transparent: (I ¥ A Y DEDHERA S = —H —(Transparent, /N—F« 7). 74> k. Terrain BA/NZ S T —4 —).

TOKYO POLYTECHNIC
UNIVERSITY https://docs.unity3d.com/ja/current/Manual/SL
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Shader “Unlit/NewUn! itShader”

v

N

Properties
]{IZI
SubShader

Tags { “RenderType”="0paque” }
LOD 100

Pass

{
GGPROGRAM
fipragma vertex vert
fipragma fragment frag
// make fog work
#ipragma multi_compile_fog

#include “UnityCG. cginc”
struct appdata

f[:]
struct v2f

{[:]

sampler2D MainTex;

float4d MainTex_ST;

v2f vert (appdata v)

]

}

fixedd frag (v2f i) : SV Target
][IZI

ENDCG

}
}

- ShaderReplacement.html

f k™ kHI v T dbl




A—‘” X | m r )
A x o =al
AVRx x s 3% m
T X X E] y

v ¥+ nuwemb!

* AlphaToMask: alpha-to-coverage E— FZBREL £ 7.

* Blend: 7T 7L 2T 1 I 2BMLEREEZITVWET,

* BlendOp: Blend A7 > R TR T 212FEREL 7.

* ColorMask: hZ—F v VRILOEFAAIAIERELET.

* Conservative: EER S A2 51 XDBEMb/BEBbEITVET.

o Cul:ARVI>OAV U ITE—RERELFY.

* Offset: R IVDFEEF 7Y FEREL FT.

* Stencil: AF VT AR BLUATFUIINY T 7 ADEZTAFABTERELE T,
o ZClip®EZVwTE—FERELZFT,

* ZTest FETALDE—KERELET.

TOKYO POLYTECHNIC
UNIVERSITY

o ZWrite: FEN Y I 7 DEFAHFE—FEERELET,

https://docs.unity3d.com/ja/current/Manual/SL

1 Shader “Unlit/NewUnlitShader”
2 v
3 ?roperties
/S S
6 }
7 SubShader
8 v {
9 Tags { “RenderType”="0paque” }
10 LOD 100
11
12 Pass
13 v {
14 CGPROGRAM
15 fipragma vertex vert
16 #ipragma fragment frag
17 // make fog work
18 #ipragma multi_compile_fog
19
20 #include “UnityCG. cginc”
z vl |2
22 Ttruct appdata
23 > ]
26 }:
27
28 Ttruct v2f
29 > [.]
33 }:
34
35 sampler2D MainTex;
36 float4d _MainTex_ST;
37
38 TZf vert (appdata v)
39 > ]
45 }
46
47 Eixed4 frag (v2f i) : SV Target
48 > [..]
54 }
55 ENDCG
56 }
57 }
58 }
-Commands.html f k = l'( l_l | n - |, d -bl




X

12 Pass . g

13 v l i des ki
14 H | cull Back

15

16 CGPROGRAM

17 Hime m s vise + A LA +

12 Tass .

14 | Cull Front

15

16 CGPROGRAM

17 Hnraoma unr+av unrt
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a DX

12
13 v

14 I
15
16

173

Pass LeSS Equal

Q d e,s

[ X | 4
| [Test LEquaIi

CGPROGRAM

#anmn L

M
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K D

12

13
14
15
16

17

|ZTest Greater

CGPROGRAM

HI"‘I.I"Q!TI'HO uar'l'nv

vart
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mr Y8 Y - [s fuwu o
- ,e | gr mH

e
Pass
v {
[Test Greater
Cull Front
CGPROGRAM
Hinr mrma vartasv wvusard
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4 CGPROGRAM

5 fEpragma vertex vert

6 fipragma fragment frag
] // make fog work
8
9
0

b X

A#tpragma:
AVertex: 2N Cx A
AFragment: E~ bk_ z2W Cx A

fipragma multi_compile_fog

#include “UnityCG. cginc”

A ¥z sv p EmtyC8.cginc R
Ar my, my e ) xflxel zfypf]+ gl
A unity x A HH kX
z

A st dgxx., 2CH k™ kHuwex!
A Lighting.cginc: S
A TerrainEngine.cginc : u X 2WCx hvD
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15 #pragma vertex vert

17 // make fog work
18 #pragma multi_compile_fog

3 #tinclude “UnityCG. cginc”
21
Q 22 s{truct appdata
24 float4 vertex : POSITION;

25 | float2 uv © TEXCOORDO;
26 ;

A? ‘t X -l r] f C ‘f 28 struct v2f

114 ? &% Lighting O 30 .
A(p U BB UNI

Scene Adaptive Probe \ s 32

A\l I:I - K Z 3 _ F?ﬁaltirne.ugh gi ]

35 sampler2D MainTex;

Un|tyCG Cginc 36 floatd MainTex ST
' 37
)( l 38 v2f vert (appdata v)
S 29~ {
40 v2f o;
47 o.vertex = UnityObjectToClipPos (v. vertex) :
42 = = lladgTex) ;
43 UNITY TRANSFER FOG (o, o. vertex) ;
44 B LIA"3 Il..LII LLE"]
v 45 }
L 46
Exponential Squared ‘ 47 .I: | Xed4 .I:rag (sz | ) : SV_Targe‘t
= 43 v {
49 // sample the texture
50 ' =
51 // apply fog
52 UNITY_APPLY_FOG (i. fogCoord, col)
53 i ,
54 }
55 ENDCG

TOKYO POLYTECHNIC [Window] -[Rendering] - [Lighting] . N _ P
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/! TBRY T —F —ADANTEREEE
struct VSInput

{
Ve y ] 4

M — float4 pos : POSITION;
2 W C X O
>V

/! BRYT—9—0Eh
struct vsoutput

{

A rl 'l'l' © m 'n’ l float4a pos : SV_POSITION;

}s
A mxta moO |
A l H /| BRYT—5—
Z nz| /1 1. BEISEERRORER
/1 2. RUBEREOERER
ﬁ return ' L vsoutput VSMain(VSInput In)
HT D 2N Cs 6 | {
U J. m J’ 12" av C )S E Is E N .'I[] 'lz i VSOutput vsout = (VvSoutput)e;
A e 2t m)_g 0 v /] NIENERSERESNT—5ITRAT B
A E_, b k } z " C: m y )S d n b o H vsOut.pos = In.pos;
A E i b k v 74 n (; ‘ return vsOut;
A Z XR }
A ° b4yl ent mbl /1 EORLYT—F—

float4 PSMain(VvSOutput vsoOut) : SV _Target®e

A kVEK z © 0x0 {
E g

// KRBEELEALTWVS

é t r] Z _lCPU X J )S e l,( h VI k_) e 'H' -l return float4(1.ef, 0.ef , @.ef, 1.0f);

x\
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5 &

AA 7]

A https://docs.microsoft.com/ja -

jp/windows/win32/direct3dhlsl/dx

graphics -hlsl -intrinsic -functions

A=absb e by 3 ' S
Xxm 2

Vg

" CT kg my

v

Too Too Too Too I

v4
/1
‘AT T
( )" ddx , ddy

B A :noise

a¢ch o dnp nsA n-
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