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@ sr¢ - SampleScene - Windows, Mac, Linux - Unity 6.1 (6000.1.10f1) <DX12>

File Edit Assets GameObject Component Services Jobs Window Help
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1 Shader “Unlit/NewUnlitShader”
2 v |
3 Properties
4 v
5 _MainTex (“Texture”, 2D) = “white” {}
6
— 1 SubShader
» =3 . [iX A
W —— — ~ Y |/ W 9 [8681éﬂ"RenderType":"Opaque" }
10
(m 1WA = — !
12 Pass
13 ~ {
14 CGPROGRAM
15 #fpragma vertex vert
16 #pragma fragment frag
- Ry 17 // make fog work
: 18 #pragma multi_compile_fog
- Unlit vx— :
20 #include “UnityCG. cginc”
—_ — 21
E73 E = = E Y, 7_ Al L \ : — » 22 struct appdata
PAPHETR 1710/ VLV T I i
24 ]t:oatél verte&)i(cggg[l)glON:
25 oat2 uv : ;
- BOEROEREZDEEENTS : :
28 struct v2f
29 v {
30 float2 uv : TEXCOORDO;
31 UNITY_FOG_COORDS (1)
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 o0.vertex = UnityObjectToClipPos (v. vertex)
42 0.uv = TRANSFORM_TEX (v. uv, _MainTex);
43 UNITY_TRANSFER_FOQG (o, 0. vertex) ;
44 return o,
45 }
46
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 ]
b5 ENDCG
56 ]
57 }
58 ]
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« TNENDOA:
- BEATT

I
[T

BZEHEUTES
—YEXITET

_

38
39
40
41
42
43

46 ot T—
jé AR BN

v2f vert (appdata“v)

{

MRYEELTENZIR
45 EBEmoT—4%

'IEI XGC?4 EFF&EQ?Zf i)

g return o;

BERYI—9B¥
v2f o;

o.vertex = UnityObjectToCl ipPos (v. vertex) ;

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

HAHFSREIZAAEINT
. SV Target

49 // sample the texture

50 fixed4d col = tex2D(_MainTex, i.uv);

51 // apply fog

52 UNITY_APPLY _FOG(i. fogCoord, col);
bSRUEE LT hE RS return col; ) i N
54 2t 1 —49 R

K® GE

TOKYO POLYTECHNIC
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A7

1 Shader “Unlit/NewUnlitShader”
2 v |
3 Properties
4 v
5 _MainTex ("Texture”, 2D) = “white” {}
6
7 SubShader
8 v {
9 Tags { “RenderType”="Opaque” }
10 LOD 100
11
12 Pass
13 v {
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
W
24 float4d vertex : POSITION:
25 float2 uv : TEXCOORDO;
26 }
27
28 struct v2f
29 v {
30 float2 uv : TEXCOORDO;
3 > UNITY_FOG_GOORDS (1)
32 floatd vertex : SV_POSITION;
33 }:
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_FOQG (o, 0. 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 ]
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FORF

e texkxx &L\ DR CaR

WAD

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

v2f vert (appdata v)

{

]

v2f o; ]Eifﬁii/ZE"'f9f%§§§1
o.vertex = UnityObjectToCl ipPos (v. vertex) ;
0.uv = TRANSFORM TEX (v.uv, MainTex)
UNITY TRANSFER FOG (o, 0. vertex) ;

return o,

ApiEE s Tixedd frag (v2f i) : SV_Target

}

// sample the texture
fixed4 col = tex2D( MainTex,

i.uv);‘
77—appTy—Toe
UNITY_APPLY_FOG (i. fogCoord, col);

return col; 2t T—45 BB

i.uv) .

1 Shader “Unlit/NewUnlitShader”
2 v |
3 Properties
4 v
5 _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 float4d vertex : POSITION:
25 float2 uv : TEXCOORDO:
26
27
28 struct v2f
29 v {
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 v
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 fixedd frag (v2f i) : SV_Target
48 v {
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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FORF

e texkxx &\ DRETHRAAD

A

- UVE

|

ZIART —IDSRINTLD

v2f vert (appdata v)

{

}

47  ARSEEINSE 1Ei>:edﬂr frag (v2f i)

v2f o; ]igfﬁiilit"'f7'3§§3[
o.vertex = UnityObjectToCl ipPos (v. vertex) ;
= TRANSFORM TEX (v.uv, MainTex):
ANSFER_FOG (o, 0. vertex) ;

return o,

S rget

// sample the texture
fixed4 col = tex2D( MainTex,

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

return col; 2t T—45 BB

i.uv);

1 S[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 : X
25 IfloatZ uv : TEXCOORDO; I
26 }
27
28 struct v2f
29
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
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;
45 }
N
47 Eixedf.l 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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FORF

.« texkkk é:L\')Fasﬁé&‘C AL

AR

\I

2 BT

« UVEERR

VARNY

ﬂJ?? 7

A\ WG\ N

J1TD

gb\bmb
{5 5 —

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

v2f vert (appdata v)

{
v2f o;

o.vertex = UnityObjectToCl ipPos (v. vertex) ;
0.uv = TRANSFORM TEX (v. uv,

B I—498E#

“MainTex) ;

UNITY TRANSFER FOG (o, 0. vertex) ;

return o;

]

AR B ES S g Tixedﬂr frag (v2f i)

. SV_Target

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

// apply fog

UNITY_APPLY_FOG(i. fogCoord, col);

return col;

}

o2t T—9 B
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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 float4d vertex : POSITION:
25 float2 uv : TEXCOORDO;
26 ;
27
28 struct v2f
29 v {
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 v
40 v2f o;
41 o.vertex = UnityObjectToClipPos (v. vertex) ;
42 0.uv = TRANSFORM_TEX (v. uv,
43 UNITY_TRANSFER_FOQG (o, 0. 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 S ENDCG
56 ]
57 }
58 ]
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Shader “Unlit/NewUnl itShader”

;v
3 Properties
é 1 ] MainTex (“Texture”, 2D) = “white” {}
S h a d e r La b 2 S{ubShader
18 [8%81éo"RenderType":"Opaque" ]
11
12 Pass
~ [FF - A 13 v {
 CGPROGRAM / ENDCGTH 27N e
H LS LO)"H'E% 1(75 #pragr;a ]tragmenﬁ frag
— 1 // make fog wor
. N - Wl 18 #pragma multi_compile_fog
* MlcrOSOftO)I\:¥1>(JI\7J\1§le ;g #include “UnityCG. cginc”
* %0)91‘15\” IJ:U n Itywzﬂ g ?}],\LEE %é ! s{.l’%rt appdata
» HLSLIE, Unreal Engine THAZIL DAY 2 k
ShaderLabDIEIFMDERIZ CIFRICIIIZRL 2 struct of
Uz ELO5BREDIEHBIME LR E ¥
35 sampler2D _MainTex;
%(73 float4 MainTex_ST.
%g ! \{21‘ vert (appdata v)
45 }|:|
%2 fixed4 frag (v2f i) : SV_Target
54 1 ]{I:l
55 ENDCG
56 }
57 }
58 }

K® GEI »20soymene FOYSLT—023y TN



' i Shader “UnTit/NewUn!itShader”
Properties |
3 ?roperties
4 v
’I/JZ/\QQ td) iit% 5 “MainTex (“Texture”, 2D) = “white” {}
BB TA—TYRT 0 !

J—FERELISLE,
SERENYTUTILD
. 7_729’__\70)%%@:/1_9“ Shader Unlit/NewUnlitShader
=X /I_:Elg:\ 77__|J7}b:\t Xture
(:ﬁbﬂ%@’( = ANHY(C
BUYI—49TH
EDEBRE[EDRDS
EIL 0)77__ IJ 7) 1/73\\%\% Render Queue

Double Sided Global llumination

Tiling

Offset
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Properties®fl

BFERSAH—

name [(“display name’
name (“display name’
name [ display name”

HS—ENT IV

name [ display name”,
name [ display name”,

TIOAFV

name [ display name’,
name [ display name
name [ display name’,

K® GE

Range (min, max)) = number

Float] = number

Int) = number

Color) = (number ,number ,number ,number )
Yector] = (number ,number ,number ,number )

200 = "defaulttexture” {1}
Cube) = "defaulttexture” [}
30) = "defaulttexture” {1}

TOKYO POLYTECHNIC
UNIVERSITY

51

Jfowater Lz —4F—DTONT 4 —

Properties

{

fa—

| ReflectionTex ("Environment Reflection”,
_RefractionTex ("Environment Refraction”,
_Fresnel
_BumpMap ("Bumpmap (RGB) ™.

I74%
THE comy  MOANRE B
_WaveScale ("Wave scale”, Range (0.02,0.15)) = 0.07 // 254 &5 —
_ReflDistort ("Reflection distort™, Range (0,1.5)) = 0.5
_RefrDistort ("Refraction distort”™, Range (0,1.5)) = 0.4
_RefrCaolor ("Refraction color”™, Color) = (.34, .8b, .92, 1) // H =5 —

20) =
20)

Y T AF
23

("Fresnel (A) 7, 2D) = "7 {}

20) = "7 ]

YT — S SEA(
ERDEHNNE

float WaveScale;

float ReflDistort;

float RefrDistort;

float4 RefrColor;
sampler2D ReflectionTex;
sampler2D RefractionTex;
sampler2D Fresnel;
sampler2D BumpMap;

S



1 Shader “Unlit/NewUn|itShader”
2 v
3 Properties
SubS RN
b h d 7 S{ubShader
8 v
u a e r 9 Tags { “RenderType”="0Opaque” }
10 LOD 100
11
12 ?ass
13 v
14 CGPROGRAM
¢ S U bS h ad e r 15 fipragma vertex vert
R e EEl 16 ggragr;a iragmen& frag
N I N 17 make fog wor
Zl-j 'J IQ I\;E Eﬂ@j%ﬁ?ﬁo) :I:EO)LE = 18 #ipragma multi_compile_fog

(I/JQ IJ yg\‘/ \OZ) ;8 ftinclude “UnityCG. cginc”

97\ E{%j T@’rs yg\ %%Mﬂ]jé %% ! s{%ct appdata
« HFALYFBRANEICHEHIND LS [CHHNTND & )
* Opaque: [EX A Y M T —4 —(Normal. Self llluminated. Reflective. Terrain > = —4—). > S[%Ct vt
* Transparent: | & A X DEDHEBL L T —H —(Transparent. /N—7« ZJb. 74> b, Terrain BAI/NZAS T —4 —).
* TransparentCutout: ¥ 2 ¥ >4/ &1 7/=3EB T — 4 —(Transparent Cutout, 2 /YLD T —4—), i?rggngHaTﬂ?éngﬁ
* Background: Skybox & T —% —, - -
* Overlay \O—, JL7S1—4—, ! ‘ffil"e"t (appdata v)
* TreeOpaque: Terrain T > > Tree DR, }
* TreeTransparentCutout:Terrain T > > Tree £ o (. fixedd frag (v2f i) : SV Target
* TreeBillboard: Terrain T U EJLR— K ® A, > ][|:|
* Grass: Terrain T >M &, ENDCG
* GrassBillboard: Terrain T Y EILR— KD &, } !
[ 58 }

TOKYO POLYTECHNIC W —
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1 Shader “Unlit/NewUnlitShader”
2 v |
3 Ffroperties
4 > ]
6 }
7 SubShader
asSsS R
9 Tags { “RenderType”="0Opaque” }
10 LOD 100
11
12 Pass
=E= J-H- =L == i 7 [ CGPROGRAM
= 14
¢ 0) E E C\\ o L \ 5 DXA-E 15 fipragma vertex vert
16 gﬁragma fragment frag
1H- % i(j‘ S~ — a:b\\ - 5 17 make fog work
@;&0} EE T i 1__I-j ' \ 18 #ipragma multi_compile_fog
+H —_— A\ \ =+ -+|- 20 #include “UnityCG. cginc”
- VROM B DEBRAIC B Y DEf CHmuizt) o ruet aodeta
=ruro %—:/— =~ 23 > ]
o ;
HIE I SEDIRREDREZITD 26 ]
* AlphaToMask: alpha-to-coverage E— FZ R EL £7. %S ! s[l%ct v2f
* Blend: P77 L >»Tr I 5EMLEREETVET, 33 )
* BlendOp: Blend Y > K TERA T 312FER/REL £ 75 gg sampler?D MainTex:
e ColorMask: hS—F ¥ VRILOEFTAAIT AV ERELET. 36 float4d MainTex ST:
* Conservative: HE% 5 2% 5 1 XOEMLAEMLEITE T . V2F vert (apodata v)
o CUl BUIAYOAY VI E—RERELET. ﬁg > ][E
o Offset RUVIVOFEEF TV L ERELET. 46
o Stencil AFVUILTFRA . BEURFUUILNY T FADREAHRABERE L, " ! Eﬁd“ frag (v2f i) - SV_Target
o ZClipFEZ)w JE—FERELZET, 54 I]ENDCG
o 7Test FETAFOE—REERELET. ?2 }
ZWrite: EENY 77 DEFAHE— REDELET, gg | }

TOKYO POLYTECHNIC . . . _ w—
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izl S EEEMIR (5 TAIUN)
14 H | cull Back |

15

i6 CGPROGRAM

13 Hiorvamma wiae +rAav vAwe +

12
13
14
15
16

17

Pass

ZxEZ BIFR

l
|

Cull Front |

CGPROGRAM
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12
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14 I
15
16

173

<

Pass Less Equal CapEI

{ Hl e 1]
[Test LEqual

CGPROGRAM

Hinwsmma sisedtase wrawd |
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- #pragma: BYEE

OO0 1O

1
1
1
1
1
1
2

« Vertex: TEEYT—4 DA
« Fragment: 2tV 1x1—4 ORFEEE
« multi compile fog: WAWARTATHEZ D ELDICT S

- ftinclude “UnityCG.cginc”

« WAL ARALEE

IMNEVNTH O THFRYE

CGPROGRAM

fpragma vertex vert
fipragma fragment frag

// make fog work

fipragma multi_compile_fog

#include “UnityCG. cginc”

FU<E<TEEITS

« UNitY B DR -V IODER
« ICENDHDI T TOTSLNHD

 Lighting.cg

inc: BEAETEICHNE

- TerrainEngine.cginc: #tfZPEMIRDY T —5 O ik—k
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15 #pragma vertex vert
16
17 // make fog work
18 #pragma multi_compile_fog
A\ 19
’ j— { 7 20 #include “UnityCG. cginc”
21
22 struct appdata
23 v {
24 float4 vertex : POSITION;
25 i | float2 uv : TEXGOORDO:
26 ;
\:l: ‘ W Vi N 27
EL 73\5 t j ‘i<tﬂ~5§§iﬁ, 28 struct v2f
B__EXI_IU/_ S=t= \ f L o] _|I|tn1 O | g(g) v [ 30
= o ® Lighting g (3 UNITY_ FOG GOORDS(D
. Scene Adaptive Probe Volumes Environment 32 | = . v P
o %*EE : ? 7 (1\ Realtime Lightmaps Baked Lightmaps gi ]’
U " CG - Environment Lighting 35 sampler2D MainTex;
Sourc 36 float4 _MainTex_ST;
nityCG.cginc i
(— % 5 Environment Reflections 38 v2f vert (appdata v)
(- v 39 v {
40 v2f o;
47 0. vertex = UnityObjectToCl ipPos (v.vertex) :
42 Tex) ;
43 UNITY TRANSFER FOG (o, 0. vertex) :
Other Settings 44 | 1 ULLII sy
v 45 }
R 46
Exponential Squared __ 47 f|Xed4 .I:rag (sz I) : SV_Targe‘t
= 48 v {
49 // sample the texture
50 ' = '
51 // apply fog
52 UNITY_APPLY_FOG (i. fogCoord, col)
Generate Lighting h3 | '
54 }
55 ENDCG

[Window]-[Renderingl-[Lighting]
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/! TBRY T —F —ADANTEREEE
struct VSInput

{

9\\ — :J O)EK floata pos : POSITION;
s
/A

/! BRYT—49—0DdAH
struct vsoutput

ljj t '_EI] |§y€*§ 12:-? x‘j_ﬂyé {' floata pos : SV_POSITION;
BB CHNEER T :

HAIGRVEE U TGRT R dm—
- return ! Csontp vstain(vstput 11y
-E?Niﬁﬂﬁv;—ﬁittﬁiij% « .
+ a /\TL/\\\5 (7%L12|:0)>( y/ \_ t L/_C) Vsoutput vsout = (VSoutput)e;

« ERYVI—Y HWEEER TOMIE 1] AP R EENT — 5 ICRAT B
« BTN I THEIERBOT Y ZET vsOut..pos = In.pos;
) |./_°7t)|/9:|:—9“@ return vsout;
- SHREIXED a7 }
’ :mrEFE mi%CtET:% /oI T —4—

float4 PSMain(VvSOutput vsoOut) : SV _Target®e

» 70— /NIVEBILER AR D {

B\ TP ELTCPUNSDRK/INTA—FEZITIS R e o

}
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DT, HISL THEETE2EAAHERTRLET. EEMCEBERHBAE, ANEIHCREDEDRICET 2548
NEFNTVEEBN-— QU T B0ET.

& Bl By z—4—EF)

\Y 4 -
o F ﬁ;&— E& BmHL EFhOREOEEECET A/ (W FFUBLEET LS 4
X = i

* http$://docs.miCFOSOft_COm/ja_ s m@[mi—;@mfj_‘ 1:
Ip/windows/win32/direct3dhisl/dx- 1

IATO XOIATOIR—7 ot TeaasrEsnaT AR 1!

graphics-hnlsl-intrinsic-functions
- TabsNHExt | Eh BRIDBFICHAELLINS | e
0) T /EE' o AllMemoryBarrierWithGroupSync FATOAEVT OV CALET U JIL—TADTATOR
Loy B R LICEE T &3 T JIL—THEOTAT

o \_;*E : DALY FOEFEIOvOILET,

(Al X @I m—72 b TEEan EdNEFTANLET. 7

~/ _9\\7\57 -Z:\O)EZFE,\J 7’82/ - I\“ asdouble v X MB% double CREERLET, 5
BRI BHE, 05 T V... " 4
HiTR8%N: sart, exp, dot, cross, - -
Eﬁaﬁ% (1}%1#&6]\) . d d X; d d y asuint 64E r@;e«y h;'i*S’fD;'_— uint [CERBRLET. 5
/’]’Z\\Fﬁiy: nO|Se asuint ANOREFESRUERCERLET. 4
7—_729:_\75}%’%;‘&3}: teXZ D’ s atan XOF—55> Ty hEELET. 1

atan2 2OMIE () DF— DI T EELET. 11

LM
|

X EDSMDEMERLET. 1°
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z'gﬂ'J MENTDTINE R AXGEN) DKL

. float(32bit) c N ITAYYD
- half(16bit) « JI—YDALRNDT—YDEIK
- fixed(-2~2, 11bit) *5325

e Int

« XTI

. float4, floatd4x4=f
. xyzw, .rgba TR IEE

Ry

. samIO
* SAdmp
* SAdmp

POSITION (FTB=AE. —AZE9IC(Zf loat3 DM floatd TT.

NORMAL (@ MIER T, —HEAY(C(d T loatd TT,

TEXCOORDO (&, 581 DUV EEET. —MRdIC. floatZ, float3, floatd TY,

TEXCOORDT, TEXCOORDZ, TEXCOORDS (2. TNTNE 2. 3. FE4D U EECTT,

TANGENT (E.  (J/—NILNYEJTERASNS) ERAI LT, —fB0N(IEE floatd T,
COLOR (&, [ERC&EDBET. —#M(C(E. floatd T,

— (T O RF¥)

er2D  /sozsvsnoa00s
erCUB[ fixedd col = tex20( MainTex, I.uw);

er3D

TOKYO POLYTECHNIC W —_ -
K . G E UNIVERSITY https://docs.unity3d.com/ja/current/Manual/SL-DataTypesAndPrecision.html 7°D 7 7.[A|j —gya \y 7°IV
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s EHELCHENEZSAD

50 fixed4 frag (v2f i) : SV Target

51 v {

52 H /] BElER

53 fixed4d col = fixedd(1, 0, 1, 1);// #*. . . F~*FHE—-EY
54

55 UNITY APPLY FOG(i. fogCoord, col);

56 } | return col;

57
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— 5 DHI & OD_HE{ b

- BED{E IEKO(,N)

« —HRHEYS
é:b’(lt,m
— SR

K E TOKYO POLYTECHNIC
UNIVERSITY

« EFIIVERTCOMNE
(X, ¥, z) = (Fr. f&k. F) CrI{H1L

ICDUC,

?&li?‘ﬁl?v Y

— I hsE ot

30
31
32
33
34
35

Ttruct v2f

float2 uv : TEXCOORDO;
UNITY_FOG GOORDS(1)

ION;
' float3 pos © TEXCOORD1 ;

sampler2D MainTex;
float4d MainTex_ ST;

v2f vert (appdata v)

{
v2f o;
vertex = UnltyObJectToCI|pPos(v vertex) ;
R .uv, _MainTex) :

[) - A
0.p0s = V. vertex Xyz,
' R y ;' L

’ =d. vertex) ;
return o;

}
Eixed4 frag (v2f i) : SV Target

/] ETILDMEZRIZEH
fixed4 col = fixed4(i.pos.xyz, 1);

UNITY_APPLY FOG(i. fogCoord, col):
return col;

JOoL0—023v TV




—5 DB EBRDAIFRAE

?truct appdata

float4 vertex : POSITION;

_ float3 normal: NORMAL;

« SERD[-1, +1]0gEHEZ[0,1]ICLT) !
(2L CRAHE

« 7)) —23 5 INORMALLE
L\D%HU‘C“ B DERRIBEHRDEIN D
BT hsEeot)loT—4|C

E@“xi&l CINORMALIEF#LRA
(EZ D)

float2 uv @ TEXCOORDO:
UNITY_FOG_COORDS (1)

float3 normal : NORMAL:

oat4 _MaTnTex_ST;

YZf vert (appdata v)

v2f o;
0. vertex = UnltyObJectToCIlpPos(v vertex) ;
RAN , _MainTex) ;

0. normal = V. normal XYZ;
‘ Rk R r teX) |

return o;

ixed4 frag (v2f i) : SV_Target

52 E [/ EBREERIELTRICER

53 fixedd col = fixedd(i.normal.xyz * 0.5 + 0.5, 1):
54

55 UNITY APPLY_FOG(i. fogCoord, col);

56 return col;
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- lerp(A, B, t): Nf&E
erp(A B,t) =(-t) *A+t*xB

0] T
50 Eixedél frag (v2f i) : SV Target
51 v
52 E /] L BFADTST—3y
53 fixed4d col = lerp(fixedd(1,0,0,1), fixedd(0,0,1,1), i.normal.x*0.5+0.5);
54 77 appiy TO8 =
55 UNITY_APPLY_FOG (i. fogCoord, 35:\::cul) =
56 : return col; \
} FIEOOJ S LZEEIE
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— & DB HT DIREK

. cl mp(ab (3(2*t+ 2))
camPrabs 385 1100
N

50 fixed4 frag (v2f i) : SV_Target
51 v {
52 /) MDTSTF—3ay
53 float t = i.normal. xx0.5+0. 5;
54 fixed4 col = fixed4 (saturate (abs (3xt+fixed3 (-1.5,-1,-2))*fixed3 (1,-1,-1)+fixed3(-0.5,1,1)), 1);
55 // apply fog
56 UNITY_APPLY _FOG (i. fogCoord, col);
57 i | return col;
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T —SFTILTDEEEY

abs EHE (QVR—x% R &), _t BREARI NV (POET UM R R84, 1) ZRUET,
acos X DEIAIR—RIDT7—oIHAERUET, log XD e ZRETDINHZRULET,
all X DIRTHOIAVR—RIEN O A THBIHNEINZETARUVET, log10 XD 10 ZEETDHEERUVET,
any X DWINHDIVR—K IR O LN THINEINETIARUET, log?2 XD 2 ZRETDRNEZRLET,
asin X DEIVR—RINDT7—I0H A% RUET, max XEYDRKEVWAZRBIRUETD,
atan X DP—DF I IRERUET, min X&EyDINEWAZEBRUET,
atan2 2 DDIE (X,y) DT7—09 I TIURERULET, modf B x Z/ VBB B EERICDEILER T,
ceil X L EDRINDEHERUET, mul x &y ZERAUTITINEREZEITUXRT,
clamp X Z&H [min, max] [C95 2 TUET, noise IN—=120 JAX PIVTVZXLZFRUTS VY LRMEEERUET,
clip X DWVWINHADIVR—RIUMN 0 KaDisa. BEDE I LIV ERKEUET, normalize FRHRIESNIZRI MV ZERUE T,
cos X DA ERUET, pow X ERUET,
cosh X ORI U EIRUET . radians X EENSTITPIICEIRUET,
Cross 2 D0 3D RINLDOAEERLUET . reflect RIEARIEIVZERUET
D3DCOLORto —EfD/\—RoIT7TOH UBYTE4 HiR—bDRMZEHFHDITZHIC. 4D RO x D refract BRIV ZEIRUET,
UBYTE4 AUR—RIMDRA T4 ZIVBE LU RT—) T %TVWET, round X EREIEVERICHHET
degrees X ESITPIDSEICEIREUET, rsart 1/ sart(x) ZRULEXT
determinant YFA1T5 m OITHXZRUET, saturate X Z&H [0, 1] (295 TUET
distance 2 REIDER#ZRUET, sign X DRI SZETEULEY,
dot 2 DORIFIVDRY MEERULET, sin X DHAUERUET
exp ED e DIEEHZIRULET, sincos X DA EDTAERUET,
exp2 BN 2 DI (AUR—xIRTE), s nh X D1 % RUET
faceforward -n * sign(dot(i, ng)) Z&RUZEY, moothstep 0 H5S 1 DRIDBSHRITIVE—MMEEZERUET,
floor X L FOBRKOEHERUET, &lr_t AR (QUR—xR IR E)
fmod xX/y DFE N RDEIFRZERLUET, step (x>=a)71:0ZRUET
frac X DINEERZERULET, tan XDIIITIRERUET
isfinite X NERDIZEE true. ZNLUSADIHZEIL false ZRUET, tanh X OREY I TR ERUET
isinf x M +INF £7=[1& -INF DFBEE true. ZNLADIFEISE false ZRUET, tex1D(s, t) 1D 7O RFvSHE,
isnan x M NAN F7zIZ QNAN DI5E1E true. ZFNLADIZEIZE false ZikRUET, tex2D(s, t) 2D TORF S,
ldexp X * 2exp ZRULET tex3D(s, t) 3D TURFvSEE,
length NI v DREZRUET, texCUBE(s, t) F1—7 7O0XFvEH,
X + sy - x) ZRUEY, transpose 175 m DEREZRUEXT,
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Build and Share your
best shaders with the
world and get Inspired
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Latest contributions: "Fork Fork Fork BoringUna 811"
by BoringUna 3 hours ago, "Chladni Shader" by jojo96 3 hours ago,
"Voronoi Acute-Obtuse Pixel Size" by Chimel 3 hours ago,
"Animated Chladni patterns" by jojo96 3 hours ago, "MOO!" by
Handolf 4 hours ago
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