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using UnityEngine;
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v public class ProjectionMonoBehaviourScript :

[

MonoBehav iour

[SerializeField] Material material = default!;
[SerializeField, Range(0.0f, 100.0f)] float Amplitude = 2. 0f;
[SerializeField, Range(0.0f, 1.0f)] float Frequency = 0. 1f;
float Angle = 0. 0f;

@ Unity Avt—210 EOSEE

TOid Update ()
Angle += Time.deltaTlime;

float x = Amplitude * Mathf.Sin(2.0f * Mathf.PI * Frequency * Angle) ;
material. SetVector (“_Probe_Center_Bias”, new Vector3(x, 0, 0));

}
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3 v ;:Eublic class RotateMonoBehaviourScript : MonoBehaviour
4
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6 v void Start()
7 {
8
9 J
10
11 /_/ Update is called once per frame
12 v u['oid Update ()
13
14 | | .transform. Rotate (0. 0f, 20.0f * Time.deltaTime, 0.0f);
15
16 }

K . GE TOKYO POLYTECHNIC JOJSL0—03 v TV

UNIVERSITY



s EOBAICERRUEYRTRNEZRATZY L CHED



AHOAA

LY —5—F vk

« LU —=5—TYDBE

e N’NERRTL—LINYITPADT IR

« EENSDALE - 7FZFRDIETT
LI —TFTIORF¥

LI —TFTOAFvDEE

« T—LANEZY—
e I\WIZT5—
« BIEFANDAT I TONZITERE

>~—>:. 3 BackMirror Scene

K. GE I TOKYO POLYTECHNIC O35 L0—03v TV
UNIVERSITY



INYDZZ—

c BADRBEZE
UI&UTRRS

K. GE I TOKYO POLYTECHNIC O35 L0—03v TV
UNIVERSITY



ARI2ED

« Render Texture

* Project RZ=H27wW

JUIZIRD Create
H 5 5EIR
« 'Custom Render

Texturelt®©ddh\.
F55TClFL)

* Favorites

ateri

2 Back Mirror

= Assets

I 1 Pro

TOKYO POLYTECHNIC
UNIVERSITY

Create

Show in Explorer

Open

Copy Path

Import Package
Export Package...
Import New Asset...

Find References In Project

Select Dependencies

Refresh
Reimport
Reimport All

Open C# Project
View in Import Activity Window
Update UXML Schema

Properties...

Alt+Ctrl+C

Ctrl+R

Folder

Matenal

MonoBehaviour Script

2D
Animation
Audio

Rendering

w lw W

SCENE
Scripting
Search

Shader

Shader Graph
Testing

Terrain

Text Core
TextMeshPro
Timeline

Ul Toolkit
Visual Scripting
Wulkan Settings

Physics Material
GUI Skin
Custom Font

Input Actions

]

R T T " T ¥

N

TJSL0—003v TN

Material

Lightmap Parameters

er lexture
Legacy Cubemap
Lens Flare (SRP)

Volume Profile

URP Asset (with 2D Renderer)
URP Asset (with Universal Renderer)

URP 2D Renderer

URP Universal Renderer
URP Post-process Data

Environment Library (Look Dev)




=JLr=o

Render Textured)nxm

Jimension
Size 1024 X 256
\ - An sing one
] LJ\ Colc RBGSBBAS_UNORM
Jep ormat

D32_SFLOAT

. Em@@“%@‘(“FDepth Buffer|hwE
SOFBEIFEDTELL
« 2T )VINVY D7 R EDRLY

 Wrap Modeldl Clamp]

- RepeatFI(Zd D&, BEICELDERIC
ﬁ:}ug?% =[] = Qt)b(;&ﬂ@%ﬁh\

D16_UNORM
D24 UNORM New Render Texture

1024x%256 Linear R8BGSBB8AB_UNorm
D24 UNORM_S8_UINT

~  D32_SFLOAT
D32_SFLOAT_S8_UINT
58 UINT

Depth Stencil Format UNORM_S8._ \ ]
K . GE TOKYODPOLYTECHNIC - - JO75L0—03v 1V

UNIVERSITY




\ A\ \ A\ Y 7
P

« JLAY7—
e XM XZ
J—J%ﬁu

i /\\Jg\j %Eﬂ:/
« BINT S
}ﬁ-ﬁUI/ Ifa_ngQage
)
e I\WIOZS—HXKXS
- JENNT B (Camera)
- BHZTRS

K. GE I TOKYO POLYTECHNIC O35 L0—03v TV
UNIVERSITY




i} K1 Occlu =
@ v Main Camera
- Tag MainCamera - ayer Default
ﬁ X — - Transform =
F I X 0
: F 1tio X 0
! 50 X 1 1
M v Camera i
Render Type Base
° ) — —
n t I Projection 2]
Projection Perspective
Field of View Axis Vertical
Fia
]
Fa 1000
Ph al Camer
Rendering (7]
Stack (7]
Environment (7]
Background Type Skybox
Volumes
Update Mode Use Pipeline Settings
un Default
me Trigge I
Output 2]
(8]l tpu Texture
Target Display 1
Target Eye Both
fiewport Rect X 0 0
N 1 1
DR Rendering Use settings from Render Pipeline Asset

Use settings from Render Pipeline Asset

URP Dynamic Resolution

¢ TOKYO POLYTECHNIC (i v Audio Listener 0
UNIVERSITY B v Universal Additional Camera Data (Script) o




INY DI Z—FEH

LA TOZ?V%TQX?thT—
« VON—IFHhR TR
MIBRFVVBRLOSEC Il . -
c TAXFLIF—FTOR &=l 1 @
FDT ART D = o IS C— N
[ =) *)ﬁ% ==l = e [ oo xo o

. Rotation|d Y180
« FREUTKEELTERINT D

- TexturelcL Y —TOR
FYZERET D

K . GE TOKYO POLYTECHNIC FO055 AT—52 3y TN

UNIVERSITY



© Inspector a1 Occlusion

® v BackMirror Camera
- Tag Untagged ayer Default

Bl v Camera

liL\L\,U\L‘)(_

Y$H 18 OE[olER

Physical Camera

» TORFv|THEE

- “Output” M“Output Texture”IZ
LA —FOZAFv=HRTE :

« Audio Listener®FTvoI1INT

° Iu\n% é:Ij DQL_Ié Iu | ure @ New Render Texture

Both

Use Pipeline Settings
Default

i Audio Listener

ﬂ v Universal Additional Camera Data (Script)

K . GE TOKYO POLYTECHNIC 7°I:I7‘5L\'7—793‘y7°1 |

UNIVERSITY



3 Back Mirror/PlayerControllerMonoBehaviourScript.cs

i v using UnityEngine;

2 using UnityEngine. InputSystem;
3
O / elnity RZYUFr (1 fEOF7Ey FESE) 10 BOSE
— 1 4 v public class PlayerControl lerMonoBehaviourScript : MonoBehaviour
: 5
6 [SerializeField] float FORWARD_ACCELARATION = 30.0f; // imi&
7 [SerializeField] float SIDE_ACGCELARATION = 1000. 0f;
8 [/ [SerializeField] float FORWARD_DAMPING = 4.0f; // HEE:E
9 [SerializeField] float SIDE_DAMPING = 1.0f;
MonoBehaviourScript&n
Ono e aVIOur Crlp L [I 1 float forwardSpeed = 0. 0f;
.- 12 float sideSpeed = 0. 0f;
- P| AIDITONZRDY) ¢ |
ayer -/ L - o Unity A vt—310 BOBHE
14 v void Update ()
WINCENINES 15 [
16 var current = Keyboard. current;
WASD C“*g-: E if (current == null) return;
S 19 /] AFEIE
E]Z)y_?ri?fa:, \L/_C 20 float forwardInput = 0.0f;
o 21 if (current. wKey. isPressed) forwardInput += 1.0f;
22 i f (current. sKey. isPressed) forwardInput —= 1.0f;
23 float sidelnput = 0. 0f;
24 7 if (current. aKey. isPressed) sideSpeed —= 1.0f;
25 i f (current. dKey. isPressed) sideSpeed += 1.0f;
26
27 forwardSpeed += forwardInput * FORWARD_ACCELARATION * Time.deltaTime;
28 sideSpeed += sidelnput * SIDE_AGCELARATION * Time.deltaTime;
29
30 // B
A transform. Trans|ate (Vector3. forward * forwardSpeed * Time.deltaTime) ;
32 transform. Rotate (Vector3. up * sideSpeed * Time.deltaTime) ;
33
34 /] B
35 forwardSpeed —= forwardSpeed * FORWARD DAMPING * Time. deltaTime;
36 | sideSpeed —= sideSpeed * SIDE_DAMPING * Time. deltaTime;
37 i
38 }
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