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ᶍ

ÅḴḻḈᴻḇᴻ᷇ḋḐ
ÅḴḻḈᴻḇᴻ᷇ḋḐᶍ

Å ḝḴᴻḨḘḋḝᶶᶗᶍᶷ᷄ḃḁ

Å ᵪᶨᶍ∞ ᴴ ᶍ

ÅḴḻḈᴻḎ᷄ḁḉḫ
ÅḴḻḈᴻḎ᷄ḁḉḫᶍ

Å᷇ ᴻḨ Ḫḓḇᴻ

ÅḘḋ᷄ḧḱᴻ

Å ∫ ᶍᶿḞḀᶼ᷄Ḑᵿᵰ
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ᶍ

ÅḴḻḈᴻḇᴻ᷇ḋḐ
ÅḴḻḈᴻḇᴻ᷇ḋḐᶍ

Å ḝḴᴻḨḘḋḝᶶᶗᶍᶷ᷄ḃḁ

Å ᵪᶨᶍ∞ ᴴ ᶍ

ÅḴḻḈᴻḎ᷄ḁḉḫ
ÅḴḻḈᴻḎ᷄ḁḉḫᶍ

Å᷇ ᴻḨ Ḫḓḇᴻ

ÅḘḋ᷄ḧḱᴻ

Å ∫ ᶍᶿḞḀᶼ᷄Ḑᵿᵰ
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ḴḻḈᴻḇᴻ᷇ḋḐᶍ

ḴḻḈᴻḇᴻ᷇ḋḐֹ ᶍḘḋḝᶶᶿḞḀᶼ᷄Ḑ

ÅḝᶾᴻḦḋḐ
Å᷀ḱᴻḘḋḝᶶ

Åᵆ ᵇᶱ ᵸᶪ
Å4ᶍ ḘᶹḐᵫᵬᶩᵫ ᵣᶍᶆRƎGBᶊּנᵧᶅʀ ᶱ ᶃ ᵫ ᵣ

ÅḝᶾᴻḦḋḐ

Å Ḙḋḝᶶ
ÅḁḎḻ᷿ḳḘḋḝᶶ

ÅḘḋḝᶶ
ÅḴḻḈᴻḎ᷄ḁḉḫ

Å ᶇᶆᵬᶪḎ᷄ḁḉḫ
Å ᶱḎ᷄ḁḉḫᶇᵶᶅוֹ ᶞ ᶟᵲᶇᵫᶆᵬᶪ

ÅḝḴᴻḨḘḋḝᶶ
Å ᶊ ᵣᶨᶫᶪḴḻḈᴻḇᴻ᷇ḋḐ
ÅḎ᷄ḁḉḫᶇᵶᶅ ᶞ ᶠᶪᵪᶈᵥᵪᶎ ∟
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᷀ḱᴻḘḋḝᶶ

Å ᵮᶍḝᶾᴻḦḋḐ
ÅḏḘᶹḁᵳᶇᶊ ꞌᵶᶅᵣᶪḝᶾᴻḦḋḐᵫ│ᶉᶪ

ÅḘḋḝᶶᶍ
Å Rֹ ( ), G ( ), B ( )ʀּEƎֺכְ־ּ )
Å ᶒ Âְ־כᴁסלְ־לסᴁכְ־כלסᴁְה
Å : 

Å , 
Å ᵬ(S) ᴲ ᶉᵶ(U)

Å᷊ᶹḂֹ
Å 8,16,32 ḛḋḐ
Å 1, 2, 4, 5, 9, 19, 11 ᶍᶧᵥᶉ ᶉ᷊ᶹḂᶡᵡᶪ

Å ᶝᶇᶠᵾ ᶊ2ᶍᶘᵬ ᶍᵬᶩᵫ ᵮᶉᶪᶧᵥᶊ

ÅPACK
Å ᶱᶝᶇᶠᶅatomic ᶉ ᶇᵶᶅᶝᶇᶠᶪ

Å ∫
Å UNORM([0,1]), SNORM([ - 1,+1])

Å᷁ḻḦ
Å SRGB: sRGB ᶆ ᶨᶫᵾ ᶗᶍ ꞌ

Å RGB : ḏᶸḁḟḴᶹᶆᶞᶅᵣᶪ ᶍ ᶪᵴ

Å Ḳḓᶷ ֹ ᶉ ⱳ ᵫ ᶩ ᶃ
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Depth Stencil Format

Å ḘḋḝᶶᶇḁḎḻ᷿ḳḘḋḝᶶ
Å Ḙḋḝᶶֹ ᵸᶪḥḲ᷉ḻᶍ꞊ ᵬ ᶱ
Å ᶉ ֹ ᶎ1ᶆ꞊ᶎ0 (Reversed - Z)

ÅḁḎḻ᷿ḳḘḋḝ :ʉ 8ḛḋḐᶍḘḋḝᶶ
Å ᶱ ᵶᶅᶍ ᶍON/OFF

ÅḘḋḝᶶ ᶇ ᵶᵾ ᶱ ᵶᶅ ᶍ ᵿᵰ

Å ᵬᵣᴴ ᵴᵣᴴ ᵶᵣᴴ ᵶᵮᶉᵣ
Å ᶉ ᵬ ᶞᵫּס

Åᶹḻ᷄ḲḩḻḐᴴḏ᷄ḲḩḻḐ

ÅḛḋḐ
Å

Å ᶎ Ḙḋḝᶶᵫ24 ḛḋḐᵿᶂᵾᶍᶆᴲ ᶩ ᶍ
Å᷿ḫḑᶻḤḲḭᴻḨᶇᵣᵥ ᵫ ᶎᵡᶂᵾÂ
ÅShader Graph ᵪᶨᶷ᷄ḃḁᶆᵬᶉ Âr
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ᶍ

ÅḴḻḈᴻḇᴻ᷇ḋḐ
ÅḴḻḈᴻḇᴻ᷇ḋḐᶍ

Å ḝḴᴻḨḘḋḝᶶᶗᶍᶷ᷄ḃḁ

Å ᵪᶨᶍ∞ ᴴ ᶍ

ÅḴḻḈᴻḎ᷄ḁḉḫ
ÅḴḻḈᴻḎ᷄ḁḉḫᶍ

Å᷇ ᴻḨ Ḫḓḇᴻ

ÅḘḋ᷄ḧḱᴻ

Å ∫ ᶍᶿḞḀᶼ᷄Ḑᵿᵰ

᷿ᴻḻ  ֹ0 Distortion Scene



ḟḵ᷅ḱḨḷᴻ᷿᷄ḯḋḟӸ

ᶍ

ḝḴᴻḨḘḋḝᶶᶗᶍᶷ᷄ḃḁ

Å ᵶᶅᵣᶪḝḴᴻḨḘḋḝᶶᶗᶎᶷ᷄ḃḁᶆᵬᶉᵣ
Å ᵫ ᵶᶅᵣᶉᵣᵪᶨᶌ

Å ᶊ ᶆᶎᴲ ᶍ ᶱוֹ ᶆᵬᶪ
Å ֩ ᶟḁ᷀ᶹḤḋ᷄ḁ֪ᶍ ᶱוֹ ᶆ ᵶᶅ ᶆᵬᶪ
Å ᶍ ᶎ ∟ ᵸᶪᶍᶆ↨ ᵶᵾᵼᶫᶉᶩᶍ ᶇᵶᶅ

UI

ᶱוֹ ᴳ
ᵪᶨḎ᷄ḁḉḫ
ᶇᵶᶅ ᶞ ᶠᶪ
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᷀ḱᴻḘḋḝᶶᶍ

Å᷀ ḩḱᶍ ᶆ ᶊᵸᶪ
Å 1. Cᴂamera -b Rᴂendering -b

Oᴂpaque Texture ᵇ

Å 2. ḁ᷄ḲḟḇḞḳḴḻḈᴻḙᶹḟḱᶹḻ
ᶷḃḋḐᶆ
Å ᶎᵲᶀᶨᶎ ᶮᶉᵣ
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ᶍ

1. Quad ᶍ נּ
Å∞ : (0,1, - 1)
Å : (2,2,1)

2. ḦḎḲᶷḳ נּ
Å Dֹistortion 

Material

3. Shader  Graph נּ
Å Dֹistortion 

Shader Graph

4. Shader Graph ᶱḦ
ḎḲᶷḳᶊ

5. ḦḎḲᶷḳ Qɵuad ᶊ

ӡ

Ӣ

ӣ

Ӥ

ӥ
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᷿ᶼᴻḈ᷅ḱḝ

1.
Åᶆᶉᵣᶇ
ḝḴᴻḨḘḋḝᶶ
ᵫ ᶞ ᶫᶉᵣ

2. Scene Color
Ḗᴻḑᶍ נּ

ӡ

Ӣ
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ᶑᶇᶝᵹ ?

ᶍ╗ ᵫ ᵧᶅᵣᶪ

☼ᵫ ᵧᶅᵣᶪ Q֩uad ᶍCast Shadows ᶱᶿḝᶊᵶᶧᵥ֪
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ᶥᵫᶠᶪ

Å᷿ ᴻḻ᷀ḱᴻ
ᶆ ᶞ ᶪ
∞ ᶱ
ᵳᶇᶊᵹᶨᵸ

ᵪᶆךּ ᵴᵺᶪ
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᷿ᶼᴻḈ᷅ḱḝᶱ ᵬ ᵧᶪ

Åּךᶇᶉᵮ ᶍᶧᵥᶊ
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ᶿḞḀᶼ᷄Ḑᶍ ᶲ ᶱ ᶇᵶᶅⱳ

ÅḎ᷄ḁḉḫ 0ɵ.5 ᵿᵰᵹᶨᵸ
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ᵪᶨᶍ (ᶍ2 )ᶆᶷḓḩᵸ sᶅin

∫ [ֹ0, 50]
 ֹ5

∫ [ֹ0, 50]  ֹ10

ᵪᶨᶍ
ᶍ2

ᶷḓḩᴻ᷿ḯḻ(Ὧὶ (‫ὸ
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᷊ḻḟḲḻ᷅ ᶍ

᷊ᶹḻ
(ÓÉÎὯὶ (‫ὸ

ᵬᶱ ᵰᶪ

ᵹᶨᵶ ᶍ ᵴ

∫ [ֹ0, 1] 
 ֹ0.02
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ᵫ
ᵴᶫᶉᵣᶍᶎ
ᶉᶍᶆᴲ
ᶎ
ᵾᶉᵣᶧᵥᶊ
ᵸᶪ

֩ ᵸᶪᶊᶎᴲ
Render Texture
ᶊ ᵸᶪ ᵫᵡᶪᵫᴲ
ᶍ ᶆ ᵮᶉᶪᶍᶆᴲ
ᶎ ֪
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ᶍ

ÅḴḻḈᴻḇᴻ᷇ḋḐ
ÅḴḻḈᴻḇᴻ᷇ḋḐᶍ

Å ḝḴᴻḨḘḋḝᶶᶗᶍᶷ᷄ḃḁ

Å ᵪᶨᶍ∞ ᴴ ᶍ

ÅḴḻḈᴻḎ᷄ḁḉḫ
ÅḴḻḈᴻḎ᷄ḁḉḫᶍ

Å᷇ ᴻḨ Ḫḓḇᴻ

ÅḘḋ᷄ḧḱᴻ

Å ∫ ᶍᶿḞḀᶼ᷄Ḑᵿᵰ

᷿ᴻḻ  ֹ1 Projection Scene
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∙ ᶇᶍ┴ᵣ

Å ᶍᶿḞḀᶼ᷄Ḑᶊ ☼ᵴᶫᶅᵣᶉᵪᶂᵾ
Å ᶆᶎᶉᵮᴲ ᵪᶨ ☼ᶱ ᶌᶪᶍᶆᵸᶘᶅᶊ ☼ᵴᶫᶪ
Å ᶊᶎ ☼ᵴᶫᶉᵣ

ÅAOḦḋḟ ᶎ ☿ᵴᶫᶉᵣ

ᶍᶂᶙᶩ
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Ḙḋḝᶶ

Å ᵸᶪḥḲ᷉ḻᶍ꞊ ᵬ ᶱ
Å ᶉ  ֹ ᶎ1ᶆ꞊ᶎ0 (Reversed - Z)

ÅᴂScene Depth ᵇḖᴻḑ
Å ᶍ

U
I
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ᵪᶨḷᴻḳḑ ᶍ

Å

Åḷᴻḳḑ ᶎ ᶇᵶᶅ ᶆᵬᶪ

ὼ

ὼ

ὼ
ρ

ὼ Ⱦὼ

ὼ Ⱦὼ

ὼ Ⱦὼ

ρ

ḳ

ὼ

ὼ

ὼ

ὼ

ὖὠ

ὼ

ὼ

ὼ
ρ

ὖὠὡ

ὼ

ὼ

ὼ
ρ

ὼ ȡ ḏḘᶹḁטּ X֩,Yᶍ ∫ᵫ[ - 1, +1], Z ᶍ ∫ᵫ[1.0, 0.0](Reversed - Z)֪
ᵲᶍ ᶍZ ᵫ ᶇᵶᶅ ᵴᶫ (ᶅScene Depth ḖᴻḑᶍRaw)

ὖὠ

ὼ

ὼ

ὼ
ρ

ὼᴂ

ὼᴂ

ὼᴂ

ὼᴂ

ḳ

ὼᴂ Ⱦὼᴂ

ὼᴂ Ⱦὼᴂ

ὼᴂ Ⱦὼᴂ
ρ
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Ḙḋḝᶶᵪᶨḷᴻḳḑ ᶍ

ὖὠ

ὼ

ὼ

ὼ
ρ

ὼᴂ

ὼᴂ

ὼᴂ

ὼᴂ

ḳ

ὼᴂ Ⱦὼᴂ

ὼᴂ Ⱦὼᴂ

ὼᴂ Ⱦὼᴂ
ρ

ᵫᶑᶂᵮᶩזּ
ᶂᶅᵣᶪᶍᶆ

Inverse View Projection
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ḷᴻḳḑ ᵪᶨ ᶍ

ÅDDX, DDY ֹ Ḝ᷄ḃḳᶗᶍ ᶍ טּ
Åḷᴻḳḑ ᶍDDX,DDY ᶎᴲ
Ḝ᷄ḃḳ ᶍ ᶆᶍ
ᶍ ḡ᷄Ḑḳᶱ ᵧᶪ
Å ᶃᶍ ḡ᷄Ḑḳᶍ ᶱ ᵶᵾטּ
ḡ᷄Ḑḳᶎ ḡ᷄Ḑḳ

ὲ ᶿὈὈὢὼ ὈὈὣὼ

(+1, 0)

(0, +1)

ὈὈὢὼ

ὈὈὣὼ

ὲ
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☼

ÅḱᶹḐᶍ┌
Åὅ ὅ Ὕ

ÅḱᶹḐᶍ∞ ὅᵪᶨ ὢᶗᶍ
ᶍḁḎḻḑ᷅ḱḁᶇᶍ ὴ

Åὴ ὼ
ɇ

ɇ
ὅ ὼ

Åὲ ὲέὶάὥὰὭᾀὩὨὸ ὦ

Å᷊ ḻḟḲḻ᷅ᵸᶪḎ᷄ḁḉḫ

Åόȟὺ
ɇ

ɇ
ȟ

ɇ

ɇ

ὴ έɇ ȟ

ὅ ὅᴂ
╣

ὕ

ὼ

ὴ

╫

◄

▪
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ḁḎḻḑ᷅ḱḁ
ᶿḞḀᶼ᷄Ḑ
ÅQuad ᶱ נּ
Å Sֹtained Glasss Quad

Å ᶍשׁ ᶊ נּ
Åᵲᵲᶆᶎᴲ ᵬᵴ(ֹ5,10,1)
Å∞ : (0,0,5)

ÅḦḎḲᶷḳᶱ
ÅStained Glasss Material
ÅḁḎḻḑ᷅ḱḁᶍ ᶱ ᶪ
Å᷿ ᶼᴻḏᶸḻ᷅ᶊ☼ ᵴᵺᶉᵣ
ᵾᶠᶊᶎ EƎmission ᶊ ᶫᶪ
Åḡᴻḁ᷀ḱᴻᶎ
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ᶿḞḀᶼ᷄Ḑ

Å᷀ ḩḱᶍ ᶇᵶᶅ ᶱ נּ
Å Qֹuad

Å᷀ ḩḱᶍ ᶊ ᶱ ᵥᶧᵥᶊ נּ
Åᵲᵲᶆᶎᴲ ᵿᵰ ᶍ∞ ᶊ ᵬᵴ10000 ᶆ

ÅḦḎḲᶷḳᶱ
Å1 Projection/ Full Screen Material
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ÅShader Graph ᶱ
Å 1ᴂ Projection/Full Screen Material ᵇᶊ

ÅShader Graph ᶱ (Ḗᴻḑ ᶎ )
Å ᶱ7ᶃ )נּ ᶎ )

Å Probe Center:  ᷀ḩḱ VƎector3
Å : (0,  7,  6)

Å Probe Center Bias: ᷀ḩḱ┌ VƎector3
Å : (0,  0,  0)

Å UV00World:  ḁḎḻḑ᷅ḱḁᶍUVᶍ ᴲVector3
Å : ( - 2.5  0,  5)

Å DuDivDxWorld :ḁḎḻḑ᷅ḱḁᶍUᵫ1ᶊᶉᶪ∞ ᶍ VƎector3
Å : (0.2,  0,  0)

Å DvDivDyWorld :ḁḎḻḑ᷅ḱḁᶍVᵫ1ᶊᶉᶪ∞ ᶍ VƎector3
Å : (0,  0.1,  0)

Å LOD bias: ḁḎḻḑ᷅ḱḁᶍ ⌐ᶛᵪᵶFƎloat  M֩ode: Slider ֪
Å ∫  ֹ [0, 10], : 3

Å Transparency:  ֩ ᶎ ֪FƎloat  M֩ode: Slider ֪
Å ∫  ֹ [0, 1], : 0.3

Å
ÅḁḎḻḑ᷅ḱḁᶍ

Shader  Graph

נּ

ḎḁḐ ᶊ ᴴ ᵬ ᶞ
ʀ᷄ḲḋḜḻ᷅
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Ḙḋḝᶶᵪᶨḷᴻḳḑ ᶍ

ḷᴻḳḑ ᵪᶨ ᶍ
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ὼ

όȟὺ ὴ έɇ
ὸ

ὸ
ȟὴ έɇ

ὦ

ὦ

ὅ ὅ Ὕ

ὲ ὲέὶάὥὰὭᾀὩὨ
ὸ

ὸ

ὦ

ὦ ὴ έ έ ὼ
έ ὼɇὲ

ὅ ὼɇὲ
ὅ ὼ

ὅ ὼ

έ ὼ

έ ὼɇὲ

ὅ ὼɇὲ ὴ έ

Ḏ᷄ḁḉḫ
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ᶍ ᶍ

ὅ ὼ

Lambert
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Lambert

ḁḎḻḑ᷅ḱḁᶍ
Ḏ᷄ḁḉḫ

᷊ḻḟḲḻ᷅ ó
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ʀ᷄ḲḋḜḻ᷅

όȟὺ
όȟὺ

πρ

όȟὺ

ρπ
ᵴᶫᶪ

ᵴᶫᶉᵣ

Ḙḋḝᶶᶍ

ḥḲ᷉ḻᶍ

ᶎ ᵫꜛ
ᵣᶍᶆfalse ᶊᶉᶪ ᶱ0ᶊᵸᶪ

ᶍ

ᶇḎ᷄ḁḉḫ
ᵫ[0,1] ᶊ ᶝᶨᶉᵣ
ᶱ᷄ḲḋḜḻ᷅ᵸᶪ

ḥḲ᷉ḻᶎ
᷀ḩḱ ᶊ
ᵬᵮ



ḟḵ᷅ḱḨḷᴻ᷿᷄ḯḋḟӸ

ᵼᶍ ֹ ᶱ ᵪᵸ

År ᵹᶫᵪᶍᶿḞḀᶼ᷄Ḑᶊḁ᷄ḲḟḐᶱ נּ
Åᴂ Full Screen Material ᵇᶊ ᶆᵬᶫᶏᶈᶍᶿḞḀᶼ᷄Ḑᶆᶡ ᵣ

ᵲᵲᶆᶎ QƎuad ᶊ



ḟḵ᷅ḱḨḷᴻ᷿᷄ḯḋḟӸ

ḙḱḩᴻḇᶱᵣᵷᶂᶅᶞᶧᵥ



ḟḵ᷅ḱḨḷᴻ᷿᷄ḯḋḟӸ

ᶍ

ÅḴḻḈᴻḇᴻ᷇ḋḐ
ÅḴḻḈᴻḇᴻ᷇ḋḐᶍ

Å ḝḴᴻḨḘḋḝᶶᶗᶍᶷ᷄ḃḁ

Å ᵪᶨᶍ∞ ᴴ ᶍ

ÅḴḻḈᴻḎ᷄ḁḉḫ
ÅḴḻḈᴻḎ᷄ḁḉḫᶍ

Å᷇ ᴻḨ Ḫḓḇᴻ

ÅḘḋ᷄ḧḱᴻ

Å ∫ ᶍᶿḞḀᶼ᷄Ḑᵿᵰ



ḟḵ᷅ḱḨḷᴻ᷿᷄ḯḋḟӸ

Å ᶍ᷿ᶼᴻḈᶍ ᶎḏᶸḁḟḴᶹ

Å᷿ ᶼᴻḈᶍ ᶱוֹ ᵶᵾᵣ¨
ÅḎ᷄ḁḉḫᶊ ᶱוֹ ᵶᶅ ᵸᶪ

᷿ᶼᴻḈ
᷿ḁḎḨ

ḏᴻḇ
ḁḐḲᴻḨ

ḏᶸḁḟ
Ḵᶹ



ḟḵ᷅ḱḨḷᴻ᷿᷄ḯḋḟӸ

Å ᶍ᷿ᶼᴻḈᶍ ᶎḏᶸḁḟḴᶹ

Å᷿ ᶼᴻḈᶍ ᶱוֹ ᵶᵾᵣ¨
ÅḎ᷄ḁḉḫᶊ ᶱוֹ ᵶᶅ ᶍ ᶱ ᵸᶪ

᷿ᶼᴻḈ
᷿ḁḎḨ

ḏᴻḇ
ḁḐḲᴻḨ

ḏᶸḁḟ
Ḵᶹ

Ḏ᷄ḁḉḫ



ḟḵ᷅ḱḨḷᴻ᷿᷄ḯḋḟӸ

ḴḻḈᴻḎ᷄ḁḉḫ

ÅḎ᷄ḁḉḫᶗḴḻḈḲḻ᷅ᵸᶪ ᶍ
Å ֹ᷿ḫḑᶻḦḋḜḻֹ᷅ ᷿ᴻḻ 2ɵ (2 ḙḁḴḻḈḲḻ )᷅

᷿ḫḑᶻḦḋḟ ᷿ᴻḻ

Ḏ᷄ḁḉḫ ᶞ ᶞ

Å ᷀ḩḱᶍ∞ ᶱ ᶊ
Å ᶣ ᶱ
Å ᶱ

Å ᷀ḩḱᶱ
Å ᶣ ᶱ
Å ᷿ḫḑᶻḦḋḟᶇ ᶱ
Å ☼ ᵬᶍ ᶱ



ḟḵ᷅ḱḨḷᴻ᷿᷄ḯḋḟӸ

ᶍ

ÅḴḻḈᴻḇᴻ᷇ḋḐ
ÅḴḻḈᴻḇᴻ᷇ḋḐᶍ

Å ḝḴᴻḨḘḋḝᶶᶗᶍᶷ᷄ḃḁ

Å ᵪᶨᶍ∞ ᴴ ᶍ

ÅḴḻḈᴻḎ᷄ḁḉḫ
ÅḴḻḈᴻḎ᷄ḁḉḫᶍ

Å᷇ ᴻḨ Ḫḓḇᴻ

ÅḘḋ᷄ḧḱᴻ

Å ∫ ᶍᶿḞḀᶼ᷄Ḑᵿᵰ

᷿ᴻḻ  ֹ2 In Game Monitor Scene



ḟḵ᷅ḱḨḷᴻ᷿᷄ḯḋḟӸ

Å ᶍ᷀ḩḱᶆ᷀ḩḱᶊ☿ᶪᶡᶍᶱ ☼

Å ☼ ᶱḎ᷄ḁḉḫᶇᵶᶅᶿḞḀᶼ᷄Ḑᶍוֹ ᶆ ᵸᶪ



ḟḵ᷅ḱḨḷᴻ᷿᷄ḯḋḟӸ

ḁḎḋḟ ֹḎ᷄ḁḉḫᶗᶍḴḻḈḲḻ᷅

ÅḴḻḈᴻḎ᷄ḁḉḫᶍ
ÅProject ᶱ█᷄Ḳḋ᷄
ᵶᵾ ᶍ Create ᵪᶨ
Å Cᴂustom Render 

Texture ᵇᶡᵡᶪᵫᴲ
ᵼᶀᶨᶆᶎᶉᵣ

Å ֹMᴂonitor 
Render Texture ᵇ



ḟḵ᷅ḱḨḷᴻ᷿᷄ḯḋḟӸ

Render Texture ᶍ

Å᷊ ᶹḂᶎ ᵸᶪ ᶍᶷḁḢ᷄Ḑ ᶊ
ᶮᵺᶪ
Åᶆᶉᵣᶇ ᶂᵾᶩ╥ᵬⱫᶏᵴᶫᶪ

Å ᵸᶪᶍᶆ Dᴂepth Buffer ᵇᵫ
Å ᶎ ᶎᶈᵥᶆᶡᶧᵣ

ÅḁḎḻ᷿ḳḘḋḝᶶᶎ ᶮᶉᵣ

ÅWrap Mode ᶎ Cᴂlamp ᵇ
ÅRepeat ᶊᵸᶪᶇᴲ ᶊ ᶪ ᶊ

∙ ᶆ ᶍḜ᷄ḃḳᶊ ᶍ ᵫ
ᶩᵲᶟ



ḟḵ᷅ḱḨḷᴻ᷿᷄ḯḋḟӸ

ᶿḞḀᶼ᷄Ḑ

ÅḪḓḇᴻ
ÅQuad ᶿḞḀᶼ᷄Ḑ

Å█ ᶍ ֹ
Mᴂonitor Quad ᵇ

Å ֩ ᶞ֪
Å

Å



ḟḵ᷅ḱḨḷᴻ᷿᷄ḯḋḟӸ

ḦḎḲᶷḳ

ÅShader Graph
Åּזᶆ ᵴᶫᶪḦḎḲᶷḳᶊ

Å  ֹMonitor Shader Graph

Å  ֹLit Shader Graph ᶆḎ᷄ḁḉḫᶍ
ᶱEmisוֹ ion ᶊᶃᶉᵱᶪ
ÅḎ᷄ḁḉḫᶎMᴂonitor Render Texture ᵇᶱ

ÅBase  Color ᶎ

ÅḦḎḲᶷḳ
ÅḪḓḇᴻ ᶍᶿḞḀᶼ᷄Ḑ(Monitor Quad) ᶊ
Ḙᶹḻḑᵸᶪ

Å  ֹMonitor Material



ḟḵ᷅ḱḨḷᴻ᷿᷄ḯḋḟӸ

Lit Shader Graph ᵫ ᵣᶍ§

ÅUnlit Shader Graph ᶍ᷀ḱᴻᶆ ᵶᶅᶡ ᵣ

ÅLit ᶍEmission ᶊ ᵸᶪᶇ
ḁḢ᷂ḭḱᶎ ꞌᵴᶫᶪᶍᶆ
Ḫḓḇᴻᶍ ᵫᶆᶪ
Åᵼᶫᵫ ᵣᵪᶈᵥᵪᶎ ᶩᵾᵣ
ᶡᶍ



ḟḵ᷅ḱḨḷᴻ᷿᷄ḯḋḟӸ

ḴᶹḬᴻ

Å ᵸᶪḎ᷄ḁḉḫ ᶊ ᵸᶪ
ᶿḞḀᶼ᷄ḐᶎᵆḴᶹḬᴻᵇᶆ ᶕ
Å ᶱ ᶩ ᵰ Uᶅnity ᶍ ᶞ

Å᷿ ᴻḻᶍ█ ᶍḃḴ᷄ḇᴻᵪᶨ
Åᴂ Edit  Layers ᵇᶱ

ÅInspector ᶍ Lᴂayer ᵇᵪᶨ נּ
Åᴂ Add Layer ᵇᶱ

Å ᵸᶪḴᶹḬᴻᶎᴲ᷿ᴻḻ█ ᶍ
ḃḴ᷄ḇᴻᵪᶨ ᶩ ᵧᶨᶫᶪ



ḟḵ᷅ḱḨḷᴻ᷿᷄ḯḋḟӸ

ᶿḞḀᶼ᷄Ḑᶍ נּ

1. ᶣᵸᵮᵸᶪᵾᶠᶍEmpty ᶿḞḀᶼ᷄Ḑ
Å  ֹIn monitor
ÅLayer ᶇᵶᶅ Mᴂonitor ᵇᶱ
Å ᶍᶿḞḀᶼ᷄ḐᶍLayer ᶡ ᶆᵬᶪ

2. ᷀ḩḱ

3. Ḏ᷄ḁḉḫᶊ ᵴᶫᶪᶿḞḀᶼ᷄Ḑ
Åᵲᵲᶆᶎ ֩ ֹ Cube ֪
ÅEmpty ᶿḞḀᶼ᷄Ḑᵪᶨ╥ᵬ ᵣᶆ
ḴᶹḬᴻᶱMᴂonitor ᵇᶊᵸᶪ

Å ᵸᶪḴᶹḬᴻᶎᴲ᷿ᴻḻ█
ᶍḃḴ᷄ḇᴻᵪᶨ ᶩ ᵧᶨᶫᶪ



ḟḵ᷅ḱḨḷᴻ᷿᷄ḯḋḟӸ

Ḏ᷄ḁḉḫ ᷀ḩḱᶍ

Å᷀ ḩḱᶍ∞ ᴲ ᵬ Pɥrojection ᶎᶿḞḀᶼ᷄Ḑ
ᵫᵥᶝᵮ ᶪ ᶊ ᵸᶪ
Åχ ᵧᶅḙᴻḁᶱᶃᵰᶉᵣ ☼ᶆᶡᶧᵣᵪᶡᶌ

Å᷀ Ḳḻ᷅Ḧḁ᷄ᶆ ᵸᶪḴᶹḬᴻᶱ

Å ᶎ ᶍ᷿ᴻḻᶇ ᶍ ᵫּס
Åᵲᵲᶆᶎ

Å ᶎḴḻḈᴻḎ᷄ḁḉḫ



ḟḵ᷅ḱḨḷᴻ᷿᷄ḯḋḟӸ

Ḏ᷄ḁḉḫᶊ ᵴᶫᶪᶿḞḀᶼ᷄Ḑ

ÅCube ᶊḁ᷄ḲḟḐᶱ ᵰᶪ
Åḁ᷄ḲḟḐ RֹotateMonoBehaviourScript

ÅTransform ᶍ Rotate
ḩḅḋḑᶆ



ḟḵ᷅ḱḨḷᴻ᷿᷄ḯḋḟӸ

ᶣᶂᶅᶞᶧᵥ

Å┴ᵥ ᶊ ᵶᵾᶩ ᶱ ᵧᵾᶩᵶᶅᶞᶧᵥ



ḟḵ᷅ḱḨḷᴻ᷿᷄ḯḋḟӸ

ᶍ

ÅḴḻḈᴻḇᴻ᷇ḋḐ
ÅḴḻḈᴻḇᴻ᷇ḋḐᶍ

Å ḝḴᴻḨḘḋḝᶶᶗᶍᶷ᷄ḃḁ

Å ᵪᶨᶍ∞ ᴴ ᶍ

ÅḴḻḈᴻḎ᷄ḁḉḫ
ÅḴḻḈᴻḎ᷄ḁḉḫᶍ

Å᷇ ᴻḨ Ḫḓḇᴻ

ÅḘḋ᷄ḧḱᴻ

Å ∫ ᶍᶿḞḀᶼ᷄Ḑᵿᵰ

᷿ᴻḻ  ֹ3 BackMirror Scene



ḟḵ᷅ḱḨḷᴻ᷿᷄ḯḋḟӸ

Ḙḋ᷄ḧḱᴻ

Å ᶍ ᶱ
UIᶇᵶᶅ☿ᵸ



ḟḵ᷅ḱḨḷᴻ᷿᷄ḯḋḟӸ

≥ᵸᶪᶡᶍ

ÅRender Texture
ÅProject ᶱ█᷄Ḳḋ
᷄ᵶᵾ ᶍ Create
ᵪᶨ
Å Cᴂustom Render 

Texture ᵇᶡᵡᶪᵫᴲ
ᵼᶀᶨᶆᶎᶉᵣ



ḟḵ᷅ḱḨḷᴻ᷿᷄ḯḋḟӸ

Render Texture ᶍ

Å᷊ ᶹḂɵ ᶹᶹ ᵷᶊ

Å ᵸᶪᶍᶆ Dᴂepth Buffer ᵇᵫ
Å ᶎ ᶎᶈᵥᶆᶡᶧᵣ

ÅḁḎḻ᷿ḳḘḋḝᶶᶎ ᶮᶉᵣ

ÅWrap Mode ᶎ Cᴂlamp ᵇ
ÅRepeat ᶊᵸᶪᶇᴲ ᶊ ᶪ ᶊ

∙ ᶆ ᶍḜ᷄ḃḳᶊ ᶍ ᵫ
ᶩᵲᶟ

Depth Stencil Format



ḟḵ᷅ḱḨḷᴻ᷿᷄ḯḋḟӸ

ᶿḞḀᶼ᷄Ḑ

ÅḟḴᶹḬᴻ
Åḩᶹḻ᷀ḩḱ
Å᷿ ᴻḻᶱ
ÅḟḴᶹḬᴻᶍ ᶊᵸ
ᶪᵲᶇᶆᴲ ᶊ
ḟḴᶹḬᴻᶍ
ᶬᶊ∞ ᵸᶪ

ÅḘḋ᷄ḧḱᴻ
Å ᵸᶪנּ
ÅUI/Raw  Image

Å ᵶᵾḎ᷄ḁ
ḉḫᶱ ᶪ

ÅḘḋ᷄ḧḱᴻ᷀ḩḱ
Å ᵸנּ (ᶅCamera)
Å ᶱ ᶪ



ḟḵ᷅ḱḨḷᴻ᷿᷄ḯḋḟӸ

᷀ḩḱ

ÅḟḴᶹḬᴻᶍ ᶊ



ḟḵ᷅ḱḨḷᴻ᷿᷄ḯḋḟӸ

Ḙḋ᷄ḧḱᴻ

ÅḴḻḈᴻḎ᷄ḁḉḫᶱḎ᷄ḁḉḫᶇᵶᶅ
Åʊ ḻ᷀ᴻᶎ ꞉

Å∞ ᶎᵣᵣ ᵷᶍ ᵴᶊ

Å᷊ ᶹḂᶎḴḻḈᴻḎ᷄ḁ
ḉḫᶍᶷḁḢ᷄Ḑ ᶍ
ᶊ ᶮᵺᶪ

ÅRotation ᶎY 180
Å ᶇᵶᶅ ᵶᶅ ᵸᶪ

ÅTexture ᶊḴḻḈᴻḎ᷄ḁ
ḉḫᶱ ᵸᶪ


