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ᶍḲḥḀḐḲ

Åhttps://github.com/tpu - game -
2025/PGWS4_11_custom_rende
rtexture

https://github.com/tpu-game-2025/PGWS4_11_custom_rendertexture
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ᶍ

Å᷀ ḁḇḨḴḻḈᴻḎ᷄ḁḉḫ
Å᷀ ḁḇḨḴḻḈᴻḎ᷄ḁḉḫᶍ

Åḱᶹḝ᷇ᴻḨ

Å᷀ ᴻḳḖᶹḂ
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ᶍ

Å᷀ ḁḇḨḴḻḈᴻḎ᷄ḁḉḫ
Å᷀ ḁḇḨḴḻḈᴻḎ᷄ḁḉḫᶍ

Åḱᶹḝ᷇ᴻḨ

Å᷀ ᴻḳḖᶹḂ

᷿ᴻḻ  ֹ1 Lifegame Scene
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᷀ḁḇḨḴḻḈᴻḎ᷄ḁḉḫᶍ

ÅḴḻḈᴻḇᴻ᷇ḋḐᶍ
Åᴂ ᷀ḩḱᵇᵪᶨ ᵾᶡᶍᵫ ᵴᶫᶪ

ÅḴḻḈḲḻ᷅ᶎ ᵹᵶᶡ᷀ḩḱᶊ ᶄᵪᶉᵣ
ÅShadertoy ᶎ ḥḲ᷉ḻᶱ╗ ᵸᶪᵿᵰ

Å ᶊ ᶱ ᵸᶪ ᶞᵫ ᵶᵮᶉᶪ

Å ᶍ ᶉᶨḎ᷄ḁḉḫ
ᶱ ᶂᶅᴲ ᷿ᶼᴻḈᶆḴḻḈḲḻ᷅ᵸᶪ
ᶍᶆᶎᵿᶠᶉᶍᵪ§
Åᵻ ᶩ ᶉ ᵫּס ᶊᶉᶪ
Å ᶍḝḴᴻḨᶍ ᶱוֹ ᶂᶅ ᵸᶪ ᶉ

https://www.shadertoy.com/
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᷀ḁḇḨḴḻḈᴻḎ᷄ḁḉḫ

Å ᶍḎ᷄ḁḉḫᶇ᷿ᶼᴻḈ
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᷀ḁḇḨḴḻḈᴻḎ᷄ḁḉḫ

ÅḦḎḲᶷḳᶍ ֹ ᵸᶪ᷿ᶼᴻḈᶍ

ÅInitialize Mode: ּטḇᶹḧḻ᷅
ÅḎ᷄ḁḉḫᶣḦḎḲᶷḳᶱ ᶂᶅ ᵬ ᵧᶨᶫᶪ
ÅOn Load: ╗ ᵿᵰ ֩ Ḏ᷄ḁḉḫ ֪

ÅReal Time: ḝḴᴻḨ

ÅOn Demand: ḁ᷄ḲḟḐᵪᶨ ֩ ᶊ ᶉᶈ֪

ÅUpdate Mode: ḇᶹḧḻ᷅
ÅDouble Buffered: ḝḴᴻḨᶍ ᶱḎ᷄ḁוֹ
ḉḫᶇᵶᶅ ᶞ ᶠᶪ

ÅUpdate Zone: ∫ᶱ
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ᶣᶂᶅᶞᶧᵥֹ᷀ḁḇḨḴḻḈᴻḎ᷄ḁḉḫ
ᶍ
ÅᴂCreate  b-

Rᴂendering  b-
Cᴂustom  Render 

Texture ᵇᵪᶨ

Å ᶱ
Åᵲᵲᶆᶎᴲ1ᴂ 

Lifegame ᵇḏᶸḴ᷄Ḑ
Ḳᶊ 1ᴂ Noise 
Custom Render 
Texture ᵇᶇᵣᵥ
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᷀ḁḇḨḴḻḈᴻḎ᷄ḁḉḫ
ᶍ

1. 128 128

2.

3. Ḙḋḝᶶᶉᵶ

4. Wrap ᶎḲḜᴻḐ

5.  ֹ 1ᴂ Noise
Material  b
Å ᶆᴲ᷿ᶼᴻḈ᷅ḱ
ḝᶱ

6. טּ  ֹ
ÅUpdate ᶍ ᶊ
ᵬᵴᶫᶉᵣᶧᵥ
ᶊOnLoad

7. : OnLoad
Å╗ ᵿᵰ

ӡ

Ӣ
ӣ

Ӥ

ӥ

Ӧ

ӧ
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᷀ḁḇḨḴḻḈᴻḎ᷄ḁḉḫ ᷿ᶼᴻḈ᷅ḱ
ḝᶍ
ÅᴂCreate  b-

Sᴂhader Graph  b-
Cᴂustom  Render 

Texture ᵇᵪᶨ

Å ᶱ
Åᵲᵲᶆᶎᴲ1ᴂ 

Lifegame ᵇḏᶸḴ᷄Ḑ
Ḳᶊ 1ᴂ Noise 
Shader Graph ᵇᶇᵣ
ᵥ

ÅḦḎḲᶷḳᶊ
Åᵲᵲᶆᶎᴲ ᶞᶍ

1ᴂ Noise Material ᵇ
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᷿ᶼᴻḈ᷅ḱḝ
᷿ᶼᴻḈᶉᵶ

ḟḴḛḭᴻᶎ ᵶᵮᶉᵣ

᷅ḵᴻḘḳ ᶡ

ᵲᵲᶆᶎᴲ ᵿᵰᶊ
ᵶᵾᵪᶂᵾᶍᶆ
Step Ḗᴻḑᶆ

1000

ᶇᶩᵡᵧᵹ
ᵬᶉ
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סּ טּ

1. ḦḎḲᶷḳᶍ
Å ֹ1ᴂ Lifegame /1 Textured 

Material ᵇ

2. ᷿ᶼᴻḈ᷅ḱḝᶍ
ÅUnlit Shader Graph ᶆ ᵣ

Å ֹTᴂextured Shader Graph ᵇ

3. ᷿ᶼᴻḈ᷅ḱḝᶱḦḎḲᶷḳᶊ

4. ḦḎḲᶷḳᶱḘᶹḻḑ
Åᴂ Noise Quad ᵇᶊ

ӡ

Ӥ

ӣ

Ӣ
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סּ ᶍטּ
᷿ᶼᴻḈ᷅ḱḝ
ÅProperty ᶊ

Texture Dᶱ נּ

Å᷊ ḻḟḱᴻḁḎᴻḐ
ÅḥᶹḻḐ᷊ḻḟḲḻ᷅
Åᵮᶂᵬᶩᶇ

Å ᶱVector3 ᶍ
ᵸᶘᶅᶍ ᶊ ᶫᶪ
Å᷀ ḁḇḨḴḻḈᴻḎ᷄ḁ
ḉḫᵫ1 ᶉᶍᶆ

ḦḎḲᶷḳᶆ
᷀ḁḇḨḴḻḈᴻ
Ḏ᷄ḁḉḫᶱ
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ᶉḖᴻḑᶍ

ÅCustom Render Texture Self
Å ᶍ ᶱוֹ ᶞ ᶟ
ÅDouble Buffering ᶱ ᶊᵶᶅ ᶍḝḴᴻḨᶱ ᶞ ᶟ

ÅCustom Render Texture Size
Å ᵶᶧᵥᶇᵶᶅᵣᶪ᷀ḁḇḨḴḻḈᴻḎ᷄ḁḉḫᶍ
ᵬᵴ

ÅḎ᷄ḁḉḫ ᶍ ᶎ TƎexture Depth ᶇᵶᶅᴲ
ᶱ סּ

ÅSlice  Index / Cubemap Face
Å ᵶᶧᵥᶇᵶᶅᵣᶪ᷀ḁḇḨḴḻḈᴻḎ᷄ḁḉḫᶍ
᷂ḭᴻḞḦḋḟᶍ ᶣ ᶍᶹḻḏḋ᷄ḁ
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ᶍ

Å᷀ ḁḇḨḴḻḈᴻḎ᷄ḁḉḫ
Å᷀ ḁḇḨḴḻḈᴻḎ᷄ḁḉḫᶍ

Åḱᶹḝ᷇ᴻḨ

Å᷀ ᴻḳḖᶹḂ

᷿ᴻḻ  ֹ1 Lifegame Scene
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ḱᶹḝ᷇ᴻḨ

Åʋ ᷃Ḳḁᶍ ḀḯḻᴴḣᴻḐḻᴴ᷈ḻᶻᶼᶹᵫ ∏ᵶᵾ Ḫḏ
ḳ (1970)

ÅḃḳᶿᴻḐḦḐḻᶍ
Å ᶍḃḳᶍ ᶱ ᵰᶪ Ḫḏḳ

Å ᶉ ᵬᶍᶷḓḩᴻ᷿ḯḻᶱ ᵷᶪ
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ḱᶹḝ᷇ᴻḨᶍḳᴻḳ

ᵸ 8ᶅᶃᶍḃḳᶍ ᶊꞌᵷᶅ ḃḳᶱ

Å
Å ᶲᶆᵣᶪḃḳᶊ ᵸᶪ ᵬᵾḃḳᵫᶀᶦᵥᶈ3ᶃᵡᶫᶏᴲ ᶍ ᵫ

Å
Å ᵬᶅᵣᶪḃḳᶊ ᵸᶪ ᵬᵾḃḳᵫ2ᶃᵪ3ᶃᶉᶨᶏᴲ ᶍ ᶆᶡ

Å
Å ᵬᶅᵣᶪḃḳᶊ ᵸᶪ ᵬᵾḃḳᵫ1ᶃ∙ּזᶉᶨᶏᴲ ᶊᶧᶩ

Å
Å ᵬᶅᵣᶪḃḳᶊ ᵸᶪ ᵬᵾḃḳᵫ4ᶃ∙ ᶉᶨᶏᴲ ᶊᶧᶩ

þֹ ᵬᶅᵣᶪḃḳᴲýֹɸ ᶆᵣᶪḃḳ
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ḱᶹḝ᷇ᴻḨᶍ ᶍ ᷈ᴻḑ

Åḱᶹḝ᷇ᴻḨᶍḳᴻḳ
Å ֹ ᶲᶆᵣᶪḃḳᶊ ᵸᶪ ᵬᵾḃḳᵫᶀᶦᵥᶈ3ᶃᵡᶫᶏᴲ ᶍ ᵫ
Å ֹ ᵬᶅᵣᶪḃḳᶊ ᵸᶪ ᵬᵾḃḳᵫ2ᶃᵪ3ᶃᶉᶨᶏᴲ ᶍ ᶆᶡ
Å ֹ ᵬᶅᵣᶪḃḳᶊ ᵸᶪ ᵬᵾḃḳᵫ1ᶃ∙ּזᶉᶨᶏᴲ ᶊᶧᶩ
Å ֹ ᵬᶅᵣᶪḃḳᶊ ᵸᶪ ᵬᵾḃḳᵫ4ᶃ∙ ᶉᶨᶏᴲ ᶊᶧᶩ

Åḃḳᶍ ᶎ ᶍ ᶆ ᵰᶪ֩ ᵬᶅᵣᶪḃḳ:0, ᶲᶆᵣᶪḃḳ:1֪
ḃḳĆlerp(

( ᵬᵾ ḃḳ  <= 1 ? 1 : 0) + (4 <= ᵬᵾ ḃḳ  ? 1 : 0),
( ᵬᵾ ḃḳ  <= 2 ? 1 : 0) + (4 <= ᵬᵾ ḃḳ  ? 1 : 0), ᶍḃḳᶍ )

= lerp(
(7 <= ᶲᵿ ḃḳ  ? 1 : 0) + ( ᶲᵿ ḃḳ  <= 4  ? 1 : 0),
(6 <= ᶲᵿ ḃḳ  ? 1 : 0) + ( ᶲᵿ ḃḳ  <= 4  ? 1 : 0), ᶍḃḳᶍ )

= lerp(
step(6.5, ᶲᵿ ḃḳ ) + step( ᶲᵿ ḃḳ , 4.5),
step(5.5, ᶲᵿ ḃḳ ) + step( ᶲᵿ ḃḳ , 4.5), ᶍḃḳᶍ )

ᵬᵾ ḃḳ 0, 1 2 3 4,5,6,7,8

þֹ ᵬᶅᵣᶪ ý þ þ ý

ýֹ ᶲᶆᵣᶪ ý ý þ ý

ᵆ ᶲᵿ ḃḳ ᵇᶍ ᵫ ᵶᶣᵸᵣᶍᶆ

ⱳ ᶱstep ᶊ ᵬ ᵧᴳ ᶊ ᶍ0.5 ᶆ ᶩ ᵧ

(╥ ᶍ ᶱ ᶫ ᵧᶅ ᶱ ᵶᶅᵣᶪᶍᶊ ≥)
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ᶲᵿ ḃḳ

∫ᶍḎ᷄ḃḳᶍ ᶱ ᶠᶪ

Å ᶃᶍ᷊ḻḟḲḻ᷅ ᶍוֹ

Å᷊ ḻḟḲḻ᷅ ᶱ ᶨᵸᵾᶠᶊ
ᶃᶍḎ᷄ḃḳᶍ ᶍ ᶱ

᷊ḻḟḲḻ᷅
Å֩ ḗᴻḑᶻᶼᶷ ᶍ֪ḘᶹḲḓᶷ
᷊ḻḟḲḻ᷅ ᶱ ᵥᵲᶇᶆᴲ
Ḏ᷄ḃḳᶱ ᶞ ᶲᵿᵿᵰᶆᴲ
ᶃᶍḎ᷄ḃḳᶍ ᵫ ᶨᶫᶪ

ρ
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ρ
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ȟ
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W: ḴḻḈᴻḇᴻ᷇ḋḐᶍ
H: ḴḻḈᴻḇᴻ᷇ḋḐᶍ ᵴ

ρ

Ὄ

ρ

7

UVᵪᶨᶍᶿḝḃḋḐ



ḟḵ᷅ḱḨḷᴻ᷿᷄ḯḋḟӸ

ᶣᶂᶅᶞᶧᵥ

Å᷀ ḁḇḨḴḻḈᴻḎ᷄ḁḉḫᶍ נּ

Å ֹ1ᴂ Lifegame /2 
Lifegame Custom render 
Texture ᵇ

ḖᶹḂᶇ ᵾ

ḦḎḲᶷḳ֩ ֪

ḇᶹḧḻ᷅ᶱḁ᷄ḲḟḐᶆ

ᵶᵾḎ᷄ḁḉḫᶱ
ḝḴ

ḈḞḳḘḋḝᶶ֩ ᶞ ᵬᶱ ᶩ ᵧᶅ ֪
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ᶍḁ᷄ḲḟḐᶍḘᶹḻḑ

ӡMonoBehaviorScript ᶍ נּ
֩ InitializeMonoBehaviourScript ֪

ӢᶿḞḀᶼ᷄Ḑᶊ
Ḙᶹḻḑ
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ᶍḁ᷄ḲḟḐ᷈ᴻḑ

ÅCustomRender
Texture ᷄ḱḁ
ÅInitialize ḩḅḋḑᶆ

טּ ᶒ ᵶᵫּס

ÅUpdate ḩḅḋḑᶆ
ᶡּס ֩ ᶎ ֪
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ᶍḁ᷄ḲḟḐᶍḟḵḙḎᶸ

ḟḵḙḎᶸᶇᵶᶅ᷀ḁḇḨ
ḴḻḈᴻḎ᷄ḁḉḫᶱ



ḟḵ᷅ḱḨḷᴻ᷿᷄ḯḋḟӸ

᷿ᶼᴻḈ᷅ḱḝᶍ

1. ḦḎḲᶷḳᶍ
Å ֹ1ᴂ Lifegame /2 Lifegame Material ᵇ

2. ᷿ᶼᴻḈ᷅ḱḝᶍ
ÅCustom Render Target ᶍ

Shader Graph

Å ֹ2ᴂ Lifegame Shader Graph ᵇ

3. ᷿ᶼᴻḈ᷅ḱḝᶱḦḎḲᶷḳᶊ

4. ḦḎḲᶷḳᶱḘᶹḻḑ
Åᴂ Lifegame Quad ᵇᶊ

ӡ Ӣ

ӣ

Ӥ
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᷿ᶼᴻḈ᷅ḱḝ



ḟḵ᷅ḱḨḷᴻ᷿᷄ḯḋḟӸ

ḃḳᶍ  [0,1]

4ᶃᶍ ᶱ

4ᶆ ᶂᶅ
טּ

0.25
᷀ḁḇḨḴḻḈᴻ
Ḏ᷄ḁḉḫᶍ
ᶇ ᵴ

ᶝᶇᶠᶪ

ᶊᵸᶪ

ᶱ ᵥᵲᶇᶆ
ᶍ ᶱ ᶨᵸ

ḃḳᶍ
ᶞ ᶞ
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ḱᶹḝ᷇ᴻḨ
ᶍḳᴻḳ ḃḳᶍ

ᶆᶎ ᶍ ᶊ
ᵩᵣᵾḖᴻḑᵪᶨ
ᶑᶂᶐᶂᶅᵬᶅᵣᶪ
ᶍᶆ ≥

lerp(step(6.5, ᶲᵿ ḃḳ ) + step( ᶲᵿ ḃḳ , 4.5),
step(5.5,  ᶲᵿ ḃḳ ) + step( ᶲᵿ ḃḳ , 4.5), ᶍḃḳᶍ )

τȢυ

ψ
πȢυφςυ

υȢυ

ψ
πȢφψχυ

φȢυ

ψ
πȢψρςυ

ḃḳᶍ ᶍ

ᶍᵾᶠ
0ᶇ1ᶊ ᵰᶪ

ᵬᵾḃḳᶇ
ᶲᵿḃḳᶍ
ᶩ ᵧ
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סּ טּ

1. ḦḎḲᶷḳᶍ
Å ֹ1ᴂ Lifegame /2 Textured Material ᵇ

2. ᷿ᶼᴻḈ᷅ḱḝᶱḦḎ
Ḳᶷḳᶊ
Åн ᶆᶊ ᵶᵾ

Tᴂextured Shader 
Graph ᵇᶍᶡᶍ

3. ḦḎḲᶷḳᶱḘᶹḻḑ
Åᴂ Lifegame Quad ᵇᶊ

ӡ
Ӣ

ӣ
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ᶍ

Å᷀ ḁḇḨḴḻḈᴻḎ᷄ḁḉḫ
Å᷀ ḁḇḨḴḻḈᴻḎ᷄ḁḉḫᶍ

Åḱᶹḝ᷇ᴻḨ

Å᷀ ᴻḳḖᶹḂ
ÅḖᶹḂᶱ ᶂᶅ ᶱ ᵸ

Åᶹḻḇḱ᷄ḎᶸḞᶊ ᵪᵸ

᷿ᴻḻ  ֹ2 Curl Noise Scene
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ᶍḕḇ2

Å ᶱ ᵸ╗ᶃᶍ
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ᶱ ᵸᶊᶎ

ÅḎ᷄ḁḉḫᶱ ᶟ∞ ᶱᵹᶨᵸ
Å ᵳᶇᶊ ᵶᶄᶃ ᵧᶉᵫᶨ

Å ᶂᶜᵣᶇᵪᶂᵲᶧᵴᵼᵥ
Åᵶᵪᵶᴲ ᶎ ᵫ ᵣ
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Curl - Noise

Å ᶇᵶᶅᶍ ᶱ ᵸᶪḖᶹḂ
ÅBridson , R., Houriham , J., & 

Nordenstam , M. (2007). Curl -
noise for procedural fluid flow. 
ACM Transactions on Graphics 
( ToG ), 26(3), 46 - es.
Å ᶆᶍ
ÅCurl Noise ᵣᶅᶞᵾ 

Qiita@nyamadandan
Åhttps://qiita.com/nyamadandan/items

/2a8bc7a3639e7b5ce9c9
ÅUnity ᶍCompute Shader ᶆCurl 

Noise ᶱ ֩  ֪- e.blog
Åhttps://edom18.hateblo.jp/entry/201

8/01/18/081750

https://qiita.com/nyamadandan/items/2a8bc7a3639e7b5ce9c9
https://qiita.com/nyamadandan/items/2a8bc7a3639e7b5ce9c9
https://qiita.com/nyamadandan/items/2a8bc7a3639e7b5ce9c9
https://edom18.hateblo.jp/entry/2018/01/18/081750
https://edom18.hateblo.jp/entry/2018/01/18/081750
https://edom18.hateblo.jp/entry/2018/01/18/081750
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Curl - Noise

Å ᶇ ᵷᶧᵥᶉ ᶱ ᶃ ᶱḟḵ᷿ᴻḀḫḳᶊ

Å ⅓ ᶍ

Å ᶍ ᶱ ᶊ ᶩ ᵸ

​ὺ π
‬ὺ

‬ὼ

‬ὺ

‬ώ

‬ὺ

‬ᾀ
π

ᶫᶎּךᶡᶉᵣᶇᵲᶬᵪᶨ ᵬ ᵴᶉᵣ

ὺ ​ • ​ɇ​ • πᶉᵻᶉᶨ
​ᶊ ᵸᶪ



ḟḵ᷅ḱḨḷᴻ᷿᷄ḯḋḟӸ

Curl noise ᶍ ᶩ (3 )

Å3 ᶍ ᶱ ᵸᶪ

Å (        ) ᶱᵶᶅᴲ ᶱ ᶪ

Å ᶊꞌᵷᶅᴲḎ᷄ḁḉḫ ᶱᵹᶨᵶᶅḎ᷄ḁḉḫᶱ ᶞ ᶟ

ὺ ​ •
‬•

‬ώ

‬•

‬ᾀ
ȟ
‬•

‬ᾀ

‬•

‬ὼ
ȟ
‬•

‬ὼ

‬•

‬ώ

•​

•



ḟḵ᷅ḱḨḷᴻ᷿᷄ḯḋḟӸ

2 ᶍcurl noise

Å ᶎ1

ÅCurl ᶎ2 ᶆᶍ
Å3 ᶍ•ᶊ ᵸᶪ

ὺ ​ •
‬•

‬ώ
ȟ
‬•

‬ὼ

• •ὼȟώ
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 • טּ

(Perlin noise)

ӡ •ɵ curl ᵶᶅ

ᶱ

ḝḴᴻḨ
ᶊ

Ӣ ᶫᶍ ᵬ
ᶍ∞ ᶍ ḝḴᴻ
Ḩᶍ ᶱ᷊ḻḟ
Ḳḻ᷅ᵶᶅ ᶱ
ᶷḓḩᴻ᷿ḯḻ

 ᶱ טּ

Field Custom Render 
Texture

Velocity Custom Render 
Texture

Color Custom Render 
Texture

PGWS4.PNG

Color Shader 
Graph

Initialize  Shader Graph Velocity Shader 
Graph



ḟḵ᷅ḱḨḷᴻ᷿᷄ḯḋḟӸ

ḁḎḋḟ1ֹḖᶹḂ֩ ᶫᶍ ֪

Å ᶊPerlin ḖᶹḂᶱ ᶅᶎᶠᶪ
Åᴂ 1 RawImage Field ᵇᶆּס ᵸᶪטּ
Å UᴂI/Raw Image ᵇᶿḞḀᶼ᷄Ḑ



ḟḵ᷅ḱḨḷᴻ᷿᷄ḯḋḟӸ

Custom  Render Texture ᶍ נּ

Å : Assets/
2 Curl Noise

Å 1ֹ Field 
Custom Render 
Texture



ḟḵ᷅ḱḨḷᴻ᷿᷄ḯḋḟӸ

᷿ᶼᴻḈ᷅ḱḝᶍ נּ

Å ᶍᶷḃḋḐC֩ustom
Render Texture ֪
Å  ֹInitialize 

Shader Graph

ÅḦḎḲᶷḳᶡ ᵶᶅנּ
Å  ֹInitialize 

Material
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Custom  Render 
Texture ᶍ
1. ᷊ᶹḂֹḝḳHD(1920 1080)
Åʊ ḁḢ᷄Ḑ ᵫ ᵷᶆᵡᶫᶏᴲ ᶞᶆ ᵣ
Å ᵴᵣᶚᶈ ᵫ ᵣᵫᴲ ᵮᶉᶪ
Å ᵫᵡᶫᶏ ᵶᶅᶞᶧᵥ

2. ḝᶾᴻḦḋḐRֹ32_SFLOAT
Å ᶱ ᶠᶪᵾᶠᶊ

3. ᷊ḻḟḱᴻᶎ Pᴂoint ᵇᵶᵪ ᵧᶉ (rHW ᶊ)

4. Ḙḋḝᶶᶎ
5. ᶍḦḎḲᶷḳᶱ

6. Inspector ᶆᶍḙḱḩᴻḇ ᶱ ☿
ᶆᵬᶪᶧᵥᶊᵸᶪᵾᶠᶊ Rᴂealtime ᵇ

7. ᶎ ᶎטּ ᶆ ᵣ
ÅUpdate ᶆ ᵶᶉᵣᶆinitialization Mode
ᶆ ᵸᶪ ᵫ ᶍ ᶎ ᵣ

ӡ

Ӣ

ӣ

Ӥ

ӥ

Ӧ

ӧ
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ᶍ

Åθ ḞḀᶼ᷄ḐᶍḎ᷄ḁḉḫᶊ
᷀ḁḇḨḴḻḈᴻḎ᷄ḁḉḫᶱ



ḟḵ᷅ḱḨḷᴻ᷿᷄ḯḋḟӸ

᷿ᶼᴻḈ᷅ḱḝ Initialize Shader Graph



ḟḵ᷅ḱḨḷᴻ᷿᷄ḯḋḟӸ

Initialize Shader Graph᷿ᶼᴻḈ᷅ḱḝ

(1920, 1080): ᶷḁḢ᷄Ḑ ᶊ ᶮᵺᶪᵾᶠ
ᶿḞḀᶼ᷄Ḑ᷊ᶹḂᶊ ᵸᶪ
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Initialize Shader Graph᷿ᶼᴻḈ᷅ḱḝ

ᵪᵴᶱḟḵḙḎᶸ dᴂensity ᵇᶆ
ᶆᵬᶪᶧᵥᶊᵶᶅḖᶹḂᶱ᷊ḻḟḲḻ᷅



ḟḵ᷅ḱḨḷᴻ᷿᷄ḯḋḟӸ

ᶣᶂᶅᶞᶧᵥ
ḁḎḋḟ1ֹḖᶹḂ֩ ᶫᶍ ֪
ÅInspector ᶆ ᶱ ᵶᶅᶞᶧᵥ



ḟḵ᷅ḱḨḷᴻ᷿᷄ḯḋḟӸ

ḁḎḋḟ2ֹ ᶫ ᶍ

ÅḖᶹḂᶊᶧᶪ Cɵurl ᵸᶪ
Åᴂ 1 RawImage Velocity ᵇᶆּס ᵸᶪטּ
Å UᴂI/Raw Image ᵇᶿḞḀᶼ᷄Ḑ



ḟḵ᷅ḱḨḷᴻ᷿᷄ḯḋḟӸ

ᶷḃḋḐᶍ נּ

1. ᷀ḁḇḨḴḻḈᴻḎ᷄ḁḉḫ
Å 1ֹ Velocity Custom Render Texture

2. ḦḎḲᶷḳ
Å 1ֹ Velocity Material

3. ᷿ᶼᴻḈ᷅ḱḝC֩ustom  Render Texture ֪
Å Vֹelocity Shader Graph

4. 1ᴂ Velocity Material ᵇᶊ

ӡ Ӣ

Ӥ

ӣ
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Custom  Render 
Texture ᶍ
1. ᷊ᶹḂֹḝḳHD(1920 1080)
ÅInitialize Shader Graph ᶇ ᶮᵺᶪ
Å ᶮᵺᶉᵮᶅᶡ ᵮᵫᴲ ᶍ ᵫ ᶉᵣ

2. ḝᶾᴻḦḋḐRֹ32G32_SFLOAT
Å ᶍ ᶡ ᵥᶍᶆ ᵬ
Å ᶱ ᶠᶪᵾᶠᶊ

3. ᷊ḻḟḱᴻᶎ Pᴂoint ᵇᵶᵪ ᵧᶉ (rHW ᶊ)

4. Ḙḋḝᶶᶎ

5. ᶍḦḎḲᶷḳᶱ
6. Inspector ᶆᶍḙḱḩᴻḇ ᶱ ☿
ᶆᵬᶪᶧᵥᶊᵸᶪᵾᶠᶊRᴂealtime ᵇ

7. ᶎ ᶎטּ ᶆ ᵣ

ӡ

Ӣ

ӣ

Ӥ

ӥ

Ӧ

ӧ
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᷿ᶼᴻḈ᷅ḱḝ Velocity Shader Graph
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Velocity Shader Graph᷿ᶼᴻḈ᷅ḱḝ
ᶍḎ᷄ḁḉḫᶍ᷊ḻḟḲḻ᷅

֩ ᶆᴲ ᵣᶝᶮᵸᶧᵥᶊḎ᷄ḁḉḫᶎ
ḟḵḙḎᶸ ᶆ ֪

ḦḎḲᶷḳᶍᶹḻḁḢ᷄ḇᴻᶆᵆ1 Field 
Custom Render Texture ᵇᶱ
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Velocity Shader Graph᷿ᶼᴻḈ᷅ḱḝķ •ᶍ

‬•

‬ώ

‬•

‬ὼ

x
y
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Velocity Shader Graph᷿ᶼᴻḈ᷅ḱḝ

ᶇ ᶊ
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סּ טּ

Å ᵫ ᵴᵮᴲ ᶍ ᶱ ᶟᵾᶠᴲᵼᶍᶝᶝᶍ ᶆᶎ ᵣ

Åּס טּ ᶍḦḎḲᶷḳᶇ᷿ᶼᴻḈ᷅ḱḝᶱ נּ
1. ḦḎḲᶷḳ
Å 1ֹ Visualize Velocity

Material

2. ᷿ᶼᴻḈ᷅ḱḝ
Å Cֹanvas Shader Graph
ÅUI

Å Vֹisualize Canvas 
Shader Graph

3. ᷿ᶼᴻḈ᷅ḱḝᶱḦḎḲᶷḳ
ᶊ

ӡ

Ӣ

ӣ
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᷿ᶼᴻḈ᷅ḱḝ Visualize Canvas Shader Graph



ḟḵ᷅ḱḨḷᴻ᷿᷄ḯḋḟӸ

᷿ᶼᴻḈ᷅ḱḝ Visualize Canvas Shader Graph

ᶍḎ᷄ḁḉḫᶍ᷊ḻḟḲḻ᷅
֩ ᶆᴲ ᵣᶝᶮᵸᶧᵥᶊḎ᷄ḁḉḫᶎ
ḟḵḙḎᶸ ᶆ ֪



ḟḵ᷅ḱḨḷᴻ᷿᷄ḯḋḟӸ

᷿ᶼᴻḈ᷅ḱḝ Visualize Canvas Shader Graph

ᶍᵾᶠᶊ ᶱ ᵬᵮᶆᵬᶪᶧᵥᶊᵸᶪᴳ
∫ [ֹ0,100 0] 1ֹ00
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᷿ᶼᴻḈ᷅ḱḝ Visualize Canvas Shader Graph

ᶍ ᵫ ᶫᶪᶧᵥᶊ ᵱᵸᶪᴳ
∫ [ֹ0,1] 0ֹ.5
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ᶿḞḀᶼ᷄Ḑᶍ

1. ᶊḦḎḲᶷḳᶱ

2. ḦḎḲᶷḳᶆḎ᷄ḁḉḫᶱ
3. ᶍḙḱḩᴻḇᶎᴲ ᵫוֹ ᶣᵸᵣ
ᶧᵥᶊ

1 Velocity Custom Render Texture

ӡ

Ӣ

ӣ
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ᶣᶂᶅᶞᶧᵥ
ḁḎḋḟ2ֹ ᶫ ᶍ
ÅInspector ᶆ ( Initialize Material ᶍdensity) ᶱ ᵶᶅ
ᶞᶧᵥ



ḟḵ᷅ḱḨḷᴻ᷿᷄ḯḋḟӸ

ḁḎḋḟ3ֹ ᶱ ᵸ

Å ᶫ ᶆ ᶱ ᵪᵸֹ ᶍ ᵿᵰ ᵬᶍ∞ ᶱ ᶞ ᶟ
Åᴂ 1 RawImage Color ᵇᶆּס ᵸᶪטּ
Å UᴂI/Raw Image ᵇᶿḞḀᶼ᷄Ḑ



ḟḵ᷅ḱḨḷᴻ᷿᷄ḯḋḟӸ

ᶷḃḋḐᶍ נּ

1. ᷀ḁḇḨḴḻḈᴻḎ᷄ḁḉḫ
Å 1ֹ Color Custom Render Texture

2. ḦḎḲᶷḳ
Å 1ֹ Color Material

3. ᷿ᶼᴻḈ᷅ḱḝC֩ustom  Render Texture ֪
Å Cֹolor Shader Graph

4. 1ᴂ Color Material ᵇᶊ

ӡ Ӣ
Ӥ

ӣ
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Custom  Render 
Texture ᶍ
1. ᷊ᶹḂֹḝḳHD(1920 1080)
Å1 Velocity Custom Render Texture ᶇ
ᶮᵺᶪ
Å ᶮᵺᶉᵮᶅᶡ ᵮᵫᴲ ᶍ ᵫ ᶉᵣ

2. ḝᶾᴻḦḋḐRֹ8G8B8A8_UNORM
Å ᵴᶫᶪᶡᶍᶉᶍᶆᴲ ᵣ ᶎ
3. ᷊ḻḟḱᴻᶎ Bᴂi inear ᵇᵫ ᵧᶪ

4. Ḙḋḝᶶᶎ
5. ᶍḦḎḲᶷḳᶱ

6. Inspector ᶆᶍḙḱḩᴻḇ ᶱ ☿
ᶆᵬᶪᶧᵥᶊᵸᶪᵾᶠᶊ Rᴂealtime ᵇ

7. ᶎḁ᷄ḲḟḐᶆטּ O֩nDemend ֪
Å ֩ ֪ᶇḎ᷄ḁḉḫᶍ

8. ḈḞḳḘḋḝᶶ

ӡ

Ӣ

ӣ

Ӥ

ӥ

Ӧ

ӧ

Ө
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ᶿḞḀᶼ᷄Ḑᶍ

Åθ ḞḀᶼ᷄ḐᶍḎ᷄ḁḉḫᶊ
᷀ḁḇḨḴḻḈᴻḎ᷄ḁḉḫᶱ

Å ᶊḁ᷄ḲḟḐᶱ נּ
Åᴂ 1 Lifegame ᵇᶊ ᶂᵾIᴂnitializeMono

BehaviourScript ᵇᶱ
Åḁ᷄ḲḟḐᶍḎ᷄ḁḉḫᶊᶡᵆ1 Color Custom 

Render Texture ᵇᶱ



ḟḵ᷅ḱḨḷᴻ᷿᷄ḯḋḟӸ

᷿ᶼᴻḈ᷅ḱḝ Color Shader Graph
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Color Shader Graph᷿ᶼᴻḈ᷅ḱḝ ᶍḎ᷄ḁḉḫᶍ᷊ḻḟḲḻ᷅
֩ ᶆᴲ ᵣᶝᶮᵸᶧᵥᶊḎ᷄ḁḉḫᶎ
ḟḵḙḎᶸ ᶆ ֪
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Color Shader Graph᷿ᶼᴻḈ᷅ḱḝ

(1080,  1920): 
ᶱᶷḁḢ᷄Ḑ ᶊ ᶮᵺ
ᶪᵾᶠᶿḞḀᶼ᷄Ḑ᷊ᶹ
Ḃᶊᵆ ᵇ ᵶᵾ ᶆ
֩ ᵫ ᶊᶉᶪᶧ

ᵥᶊ ᶫ ᵧᶪᵲᶇᶆ
ᶱ ֪


