5w EEnRsaE

RS FEZEAUE T

B ERIE

WELCOME
TO THE

UNITY
SPECIALTY COURSE
STUDY

RAERE : EEEIN tpandme@163.com



i
G

¥

7

L mesIE RS R

| TEHBRS

UNIT
SSSSSSSSSSSSSSS

WRAERE : EEEIN tpandme@163.com



iy S
L EERSIEAR- R A SR A R

1. AMR[EIRR #EIZS| )3T R

2. REMZZLSABEFENEHAGR

3. Unity 2R{e[{SEIREM A SEER

4. REMLEZSARE R E AR ERE

WELCOME

TO THE

UNITY

SPECIALTY COURSE
STUDY

RANFRE . EEID tpandme@163.com



| EEREINE RS AR e

-'-... E T . :*L.

| STREIR HEEETik

WELCOME
TO THE

UNITY
SPECIALTY COURSE
STUDY

WRAERE : EEEIN tpandme@163.com



.-%?

b , IR - FENE R CrR Y Eh R

BANZBIEF S RBEERAIRET, €7 REMEEAFI SRR,
EEREZT, MR, IZESFHAINRESRESEIIA N a3

R TS A~ RS- MRS B~ /B =R~ ARl

R EARS
/I L |o

/l%ﬁﬁml®

| wemmsezn |o

HIRZEIRY IR

HepR{ I EEEE I — T WEZE R | [emmnsioan |
\ﬁﬁﬁgnglﬁﬁﬁﬂgﬁl
\{mﬁﬁﬁﬁml

FAOEEIER |o

WMERZFE: BEFRAREINER, SREFLIEREN, METFERFES ——
ARFINNE, x. y. ZHIESESINMEEINNG. £ Bh

il

= [E: BEIATTAEEEE, E—NMEEISANEE, BRSIREES
AG-1,-1,-DF (1,1,1) B—AIELSPEE, HIIFZREREINREPZTHREIHE R Tro e

UNITY
SPECIALTY COURSE
STUDY

RANFRE . EEID tpandme@163.com



Hehg

(-Aspect * Size, Size, -Far)

\

=
e
&
fi

2
@
—
E"'r
'ﬁ
“‘.i
ﬁ\\
=
o
Xt
X3
i“\"'\“
H

Z / D c
Z ° ’
(Aspect * Size, -Size, -Near)

FOV FOV
(-Aspect * Far * tan(—-) , Far * tan(—-), -Far ) (-Aspect * Near * tan(FOTV) , Near * tan(FOTV), -Far) .
/ -Z / / -

x N\ x \

Z Z (Aspect * Near * tan(FOTV) , -Near * tan(FOTV), -Near)

IJ?? IXRFRBIZE[EJRY 3

iy ?

)

FIRIERFIES

®
Z
/
X
0
o~ 2
WELCOME
\ | TC THE
UMNITY
SPECIALTY COURSE
(@ STUDY

H&Wﬁﬁﬁ EEID tpandme@163.com



.'

R meNEE ARSI R

1 1
- 0 0 0 0 0 0
Aspect = Size Aspect wita (F(ZJV)
1 1
0 — 0 0 0 0
Size 0 e FOV)
2
0 0 - — g Ch) T ; Far + Near 2FarNear
£ - N Far =N Far — Near F — N
0 0 0 1
0 0 —1 0

IE3IRRSTT IR BB R R 2 3R AR % IEARIRTCTT IR,

i

ST RS TIRAERE

Fl MRS AR SRR (E ARIR SR R B REM I —1 BB H 1 TIEMSR AR
EaI LSRR RS R FRSRER

WELCOME

TO THE

UNITY

SPECIALTY COURSE
STUDY

RANFRE . EEID tpandme@163.com



i
G

¥

7

L mesIE RS R

RERARITE R 4 S
|

UNIT
SSSSSSSSSSSSSSS

WRAERE : EEEIN tpandme@163.com



i

S mERRE RS AR

Unity FRSRESERFFERER

Rt EShaderd{§ff CameraDepthTexture 8 CameraDepthNormalsTexture REFERSE
EH{TRBETETEER z S EBEIETE0~1ZBRISER
X TR BMREEA -1 ~ 1, MaGEPFEREREER 0 ~ 1
A Unity R EFIBLA N ATUH TR

dlil

(L,1,1) | . (1,1,1)
;*Q,EQIE‘E - O°5*Z + 0’5 (-1, 1,-1) D/T P Z
X
iR )ET RE SRR IERIFSIINRESIRERE (1,1 ,
T R L T W | o (1,-1,1)
TR TEEIRER z P EBFEEI0~1Z2BRER . _131)/6 ( ;{J

STUDY

RANFRE . EEID tpandme@163.com



-

SRRSO RS- R SR R

L - .- ¥ 1:- ’bt’-_:._-.,_,;'___ :
| ZASIBhERNEM AR

UnityPRY A& S8 PFERYER
tstEShaderg{EF CameraDepthNormalsTexture3ZiF15ZIAfloat4dFAIERSE
EENEE TR iZ% BIFREI0~12ZBRESR

A AMEZE FHRMNRENSENEEER -1~1, MeEEFFEREREERZ 0 ~ 1
At Unity 4G EF AL AT BH TR

EROUEE = (MB|TETEZEL +1) * 0.5

R FAET Z SR HERFSIINERSGRER
ERERZEE T RY ik BERiREI0~ 12 FRIER

WELCOME

TO THE

UNITY

SPECIALTY COURSE
STUDY

RANFRE . EEID tpandme@163.com



i
G

¥

7

L mesIE RS R

| Unity RUNMEEEREES LSRN

UNIT
SSSSSSSSSSSSSSS

WRAERE : EEEIN tpandme@163.com



i ] i i
L ERERSIRE- RN R AR

| Unity RUIIEEIREHES IR

INEA RS SOEATFREN
Unity iR EFD A S3E—RR)

1. AG-buffer/1.{a4& /X AIREY

2. B—1E1J8YPass;E4ink

G-bufferJUfARHMX+F (X

IR B RS FIIR IR
o] E#ERIE,
BEBFHET
Y (Ebanss

B{RUnity 28I TR, BUR-
SEAMERERIENT, REAEZLEE
Sl AL

SRFEE

73&[5\ (TR

~ &5 (=
=J 13

"H)
FANSZFFIE

?—I/
B
¢

M EEEIRANE R EF RS
1£0T) , UnityiBid—ERIMRIPassKiH

4= Sris

178

5% / g_jéﬂﬂig_lﬁJ

WELCOME
TO THE

SPECIALTY COURSE

RANFRE . EEID tpandme@163.com



S mERRE RS AR

| Unity RUAE2REREL 0N

FTEIENE, S(EFHRMAYPassEIBKERENIZ SR, MEAREXAIRY

Unity

X TFiRESGE N :
SROF S e EHRIE AR 5L 2B RenderType = “Opaque” (FiEIFIEF)

SNEFIRTEIBYiEZREATIQueue R E/)\=

NERBEXINFE, Fi={EREYBIZSAzZEIPass (LightMode 73 ShadowCaster BYJPass)

_—‘II:_
=J J

~2500 (Background-1000. Geometry-2000. AlphaTest-2450)

RSEFELSUE, MNMRGHX/Pass, ARZMEASLMEFELSUIEAR!

HNERE

A|IIXE

PNERFAAFEVISEEIZIEIRRI B IERELIER

1. WifEShaderPIEffRiZEHRenderTypetns

2. wingingifAszARIPass (LightMode/gShadowCasterfi{Pass)

WRAERE : EEEIN tpandme@163.com

WELCOME
TO THE

SPECIALTY COURSE



ey

I

5

s PN

b
e

| Unity 0TS 21REAS 508

X T iEge SRR :

Unity[SESEB—/ M ERIEAIPassiIER M EIRIER—IR, NTERIRBIEZER
XENT2ARRBINRZEER, RASFZRBREIZZSEER, UnityREFRE—EIREHY
FHRMERIIER+REIHAE (_CameraDepthNormalsTexture )

-

X/NP @,/\ Unit _._-=-=-=-E/J ~(1arl . 3 H-672 \H /= o=
12 2 EUnityIWERYShader | TH) - THEIS/ AW I TEA
| asSS =1L y / L /7 =94/ LY )
willd { Builty ]
T 1A
@ llumin-BumpSpec.shader
ErfalRAE ©) HAZ FFhR A HTEFER © BetafiA O ’ @ lllumin-Difuseshader
o lllumin-Glessy shader
& llumin-Parallax.shader
2022.3.38f1c1 ! }AUnity Hubm R (Mac) T (Win) R (Linux) WERelease Nots ’ a lllumin -ParallaxSpec.shader
6 Aug, 2024 N & lllumin-Vertexlitshader
Unity Editor 64-bit @ Intemal-BlitCopy shader
Built in shaders
@ Internal-BlitCopyHORTonemap shader 24
@ Internal-BlitCopy\WithDepth shader 24 HADEF
o [Internal-BlitToDep th.shsder 24 SHADER W 2 ¥B
& Internal-BlitToDepth MSAA shader 4 HADER X 3KB WEl-I_'g?FI\I/IEE
@ Internal-ConvertTexture.shader 24 SHADER W 8 U N |TY
@ Internal-Cubemap ToEquirectshader - HADEF - K SPEC IALTY COU RSE
@ Internal-DebugPattern. shader : HADEF
@ Internal:DeferredReflections.shader 4 HADER STU DY
a Internal ‘DeferredShad ing shader : HADEF 1K8 H&*yﬁﬁﬁ . )%%y}l-.ﬁ @
[077 ;ntom;;-bﬁt’ii;'lrf;orm;é:{n‘tum:t;at};r ); ] 76!-;’)7”-!7‘\‘? B Q:é ° = | tpa n d m e 1 6 3 ° C O m




2

S mERRE RS AR

| Unity 0TS 21REAS 508

BAMsS, BRECREFIZLSGERT

Unity RElFE BRI YIRS 18, AT EZEROARS
N RFBERE E RN eE kBRI NAER T
FEIRHEHE, ERERELGEN, —E2EE

1. wi{EShaderHRIEiHANIZERenderTypelns

2. wingigaiiszARPass (LightMode/gShadowCasterfiPass)

WELCOME

TO THE

UNITY

SPECIALTY COURSE
STUDY

WRAERE : EEEIN tpandme@163.com



i
G

¥

7

L mesIE RS R

| REMES SRR R AR EE

UNIT
SSSSSSSSSSSSSSS

WRAERE : EEEIN tpandme@163.com



BEMRIAE-FEMNZESGES ENRE
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B EBRESS, RfiJEE, BBLEShader b R RER AL R BB T HS
private void Start()

]
,
N
/

Camera.main.depthTextureMode = DepthTextureMode.Depth;

Camera.main.depthTextureMode DepthTextureMode.DepthNormals; Camer‘aDepthTextur‘e'
S atl >

Camera.main.depthTextureMode = DepthTextureMode.Depth | DepthTextureMode.DepthNormals; sampler2D _CameraDepthNormalsTexture;

14 frag (v2f i) : S

fixed4 frag (v2f i) : SV_Target
{

1t depth;

, normals;
't depth = SAMPLE DEPTH TEXTURE(_ CameraDepthTexture, i.uv);

t4 depthNormal = tex2D(_CameraDepthNormalsTexture, i.uv);

viewDepth = LinearEyeDepth(depth);

DecodeDepthNormal (depthNormal, depth, normals);

. . depth = DecodeFloatRG(depthNormal.zw);
nat linearDepth = Linear@lDepth(depth);

normals = DecodeViewNormalStereo(depthNormal);
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float depth = SAMPLE DEPTH_TEXTURE(_CameraDepthTexture, i.uv);

float viewDepth = LinearEyeDepth(depth);

float linearDepth = Linear@lDepth(depth);

SAMPLE_DEPTH_TEXTURE %:
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-ixed4 frag (v2f i) :

float depth = SAMPLE DEPTH_TEXTURE(_CameraDepthTexture, i.uv);

float viewDepth = LinearEyeDepth(depth);

float linearDepth = Linear@lDepth(depth);
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ixed4 frag (v2f i) : SV_Target

float depth = SAMPLE DEPTH_TEXTURE(_CameraDepthTexture, i.uv);

float viewDepth = LinearEyeDepth(depth);

float linearDepth = Linear@lDepth(depth);

A T ILBA IEShaderF R FRBEHITHIITEEINER, HlIF2IREEEHLR
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ixed4 frag (v2f

' it depth;
normals;

Float4 depthNormal = tex2D(_CameraDepthNormalsTexture, i.uv);

DecodeDepthNormal(depthNormal, depth, normals);

depth = DecodeFloatRG(depthNormal.zw);

normals = DecodeViewNormalStereo(depthNormal);

DecodeDepthNormal B RN ELtEMiTAIDecodeFloatRGFIDecodeViewNormalStereoif £y

EAUERHEERIMEZE TFRIRIMNE&ERRY 2% 1 &% FEEO~1)
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BIMREGREMZ&ER

RAPRIFMIETER, mEFIEZEZxyELz, SRIRZEZER,

BEHREFTATHIEE T RER i hMET R TE SR N0~ 18R EE "o THe

UNITY
SPECIALTY COURSE

STUDY

RANFRE . EEID tpandme@163.com



. :H:-ﬂﬁs.%ﬁ?
iFe:

£4P

Camera.main.depthTextureMode = DepthTextureMode.Depth;

Camera.main.depthTextureMode = DepthTextureMode.DepthNormals;

Camera.main.depthTextureMode = DepthTextureMode.Depth | DepthTextureMode.DepthNormals;

}

ixed4 frag (v2f 1) :

loat depth = SAMPLE DEPTH_TEXTURE(_ CameraDepthTexture, i.uv);

loat viewDepth = LinearEyeDepth(depth);

-loat linearDepth = Linear@1Depth(depth);
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BEMRIAE-FEMNZESGES ENRE
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ler2D _CameraDepthTexture;

mpler2D _CameraDepthNormalsTexture;

4 frag (v2f i) :

: 't depth;

: t3 normals;

t4 depthNormal = tex2D(_CameraDepthNormalsTexture, i.uv);
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TO THE

depth = DecodeFloatRG(depthNormal.zw); UNITY
normals = DecodeViewNormalStereo(depthNormal); SPECIALTY COURSE
STUDY

WRAERE : EEEIN tpandme@163.com



| EEREINE RS AR e

-'-... E T . :*L.

LSkeS

WELCOME
TO THE

UNITY
SPECIALTY COURSE
STUDY

WRAERE : EEEIN tpandme@163.com



e SRR
L BRI R R AR

1. REMZZSCEFENETAGBR
RENE: ERETATRER z o EBEEIRTE0~12Z2ERI%ER
(R EMBZE TR 2% BIFiRR0~1ZERESR
2. Unity 2aal15 2R EFIEZS502RY
1. AG-bufferJL{a]4%&/PXAZKEY
2. H—1" & JPass;E Mk
RESUIR: wiifEShaderiEifRYIEERenderTypett® (EAUnity2iBidEEREIRIZTALIR)
wanaiz8iisEzARPass (LightModeAShadowCasterfiPass)
ZS0E: Unity[REER T — P ERIAIPassIERNMISEXER—IX, FEERELEZZIEEER

WELCOME

TO THE

UNITY

SPECIALTY COURSE
STUDY

WRAERE : EEEIN tpandme@163.com




BEMRIAE-FEMNZESGES ENRE

3. IREM AR E R E AR EURE
SAMPLE DEPTH TEXTURE Z: BERATMNRESFEFHITKFENZR, BILEZAtex2DIFHITHREE,
e ERSEERINSEIHARENES
LinearEyeDepth #1 Linear01Depth ZRRILASRINZE =0 FRILIEFEE
LinearEyeDepth: SEIHEIF=INEENBISEIFIER
Linear01Depth: SEIHEEFRIEEHREFEZI0~1ZBRIE

™

DecodeDepthNormal B A S ELtB 2N TR DecodeFloatRGFHIDecodeViewNormalStereoi £y
BRERAMEEEIMREE TR N & ERELEEFREEO~1)

WELCOME

TO THE

UNITY

SPECIALTY COURSE
STUDY

WRAERE : EEEIN tpandme@163.com



o W= - l
s 5 .I.l. '.r}
'_
.‘
»
(N

Rh el RIS

S AYER

WELCOME
TO THE

UNITY
SPECIALTY COURSE
STUDY

RAERE : EEEIN tpandme@163.com



