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[ InfiniteTerrain EXI = B
! Timeling ﬁ Call Paths| o Functions| Code | Q Log |
‘A‘-\\?:”sn R PP§ @ @ soms » (0255 %) (2m3.330s O) vreyae

» Cycles (Cortex-AB3)
@ CPU Cycles

» Cycles (Cortex-A73)
@ CPU Cycles

Mali Core Cycles
@ Compute active
@ Execution core active
0 Fragment active
@ Fragment FPK active

TerrainJob

TerrainJob

TerrainJob
TerrainJob

TerrainJob

TerrainJob
TerrainJob

TerrainJob

TerrainJob
Terrainlob

TerrainJob

TerrainJob
Terrainlob

TerrainJob

TerrainJob
Terrainlob

Terrain Generation [E] ¥ | Activity Filter [C]shaw all connections |

O3 3-16 12T AHEE =Y

ol ) Aol A e ehelo] A2 AYIRA GPU R5e] A4 A5 Evch & Wl sl
of A% 2bi Ashel ehel 2717} atel 7 2he) AREE AEU o,

ol

[ InfiniteTerrain EXI

u Timeline | Z Call Patr's| [FFY Functions| &t} Code | & Log |
TR MY @ & soms v (

» Cycles (Cortex-AB3)
@ CPU Cycles

» Cycles (Cortex-A73)
@ CPU Cycles

Mali Core Cycles
@ Compute active
@ Execution core active
Q) Fragment active
@ Fragment FPK active

TerrainJob
I3 3-17 4l ¢mj M CPU =7|
3.25 AEZIZIOl =M
2Eehel F4o] Fololn] o] o] ojgA| 25t 3 Unityl A oAl AH&51EA] olsfste
o] T3t
AEREIRl FN MY
Android &8 Z2I9S FAF o ofEFAlo| A3} FLI AR AR skE= Al °1E13}L
HE o] =2 A7) AR AP}, Ale]e = Mali GPUY ARM Cortex —A CPU &
chekdt shm o] 220 ZRuteld YR E FAlstel HlEY 2o R 2D A
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3 G5 #4
3.2 Unity A& Ate) Z2mf2E/

o bl AEFYT 4 T2ad oA e FA) g HAYZES Age 5o Al

Aabsh B 2g 2E Y el
: m :
[ Your Game] ﬂrbde sudio
'Annotaﬁons
arm gator
Performance
17 3-18 AERERI EE WA

FM AL Y
Zegehd FAE 5 ZR RIS A 2E 22 C PHE ARM Zvpd 22
Q2 AP Unity 2d2ol4 2EQzhel F42 47 A4skeid ¢ 7a 70 2

5 C# A7 Bt o] Aol ALg-xl iFet 23 C FHL https//
github.com/ARM-software/Tool-Solutions/blob/master/mobile—application—
profiling/mobile—studio—-with—unity/ArmMobileStudio.unitypackage?raw=true
oA Unity efA 7|22 ] & 4= glF ).

S RE F Unityol A A5E Aol ajeh Z2 A= o] ALga} o A 714 2 /b ek 2
H AL https://docs.unity3d.com/Manual/AssetPackages.htmilS FZ3}A A L.

7141 arn B A ) AT HAEE 2slo] Z2AEAA HA SEDeh FAE AT 5
S5yt API AW A= o] 97 https://github.com/ARM-software/Tool -
Solutions/blob/master/mobile—application—profiling/mobile—studio-with-
unity/Infinite Terrain/Assets/Arm%20Mobile %20Studio/README.md Y]
README.md 3} L& HZ3}AA] Q.

3.2.6 EEXQl Unity Z2ME MH
2EYelel e Agsin ZRAES Tty vk AL S Fobekw, 2E BE WS gt
3, Z2hle £ 5 Yy
574 Android Edl°]o] A& 745 w23 ZFH31A| Android =S A8 5 5
Ut
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https://github.com/ARM-software/Tool-Solutions/blob/master/mobile-application-profiling/mobile-studio-with-unity/ArmMobileStudio.unitypackage?raw=true
https://docs.unity3d.com/Manual/AssetPackages.html
https://github.com/ARM-software/Tool-Solutions/blob/master/mobile-application-profiling/mobile-studio-with-unity/InfiniteTerrain/Assets/Arm%20Mobile%20Studio/README.md
https://github.com/ARM-software/Tool-Solutions/blob/master/mobile-application-profiling/mobile-studio-with-unity/InfiniteTerrain/Assets/Arm%20Mobile%20Studio/README.md
https://github.com/ARM-software/Tool-Solutions/blob/master/mobile-application-profiling/mobile-studio-with-unity/InfiniteTerrain/Assets/Arm%20Mobile%20Studio/README.md

Ly}
3 I &4

3.2 Unity & Atel Z2mf2g/

IL2CPP7} 239 €] mal= 3
FUct. o] 2 A Pﬂé HE gtﬂolelﬂ Exet 7h+°‘sﬂ H < A

ol Yy ARE 3 =& AR B T As tﬂolEie E}Al w3 5= glEy ).
125 0}715"243 ARM64(ARMv7e] 7| 2)2 AAFUc}, A o] 2n
Eoln ¥R = PA L T 5 5y

aA 7t

A E 7P Abge] "AEld FAYY AL s AR dE Sl =¥ lvi
S vlAE A5 W GameObject 5 3hubell thy Z =5 AF&-slloF 1 th(update() =4
EsAEes TYER 3EPY).

void Update ()

ﬂd
e
o3l
i‘
rle
(@)}
N
I

Arm.Annotations.marker("Frame " + Time.frameCount, Color.green);

M2 =7t

A E 2hgste 2 Agds ﬂdﬂ g s

HAEE ARl Adell 21 F4E o3t 3ol §f
channel = new Arm.Annotations.Channel("Scene");

channel.annotate(sceneDescription, color);

Ade] AL 7|17 B9 7) 5y o A& AR A S FR35 Ao end()
HAEE /‘}%‘%“45}. oA & 5 el ZHEA 2P %*é o}t TerrainController+ t©}
3} 7o) AP H}.

// Begin annotation
channel.annotate("Completing"”, Color.blue);

Mesh mesh = obj.GetComponent<MeshFilter>().mesh;

mesh.vertices = job.vertices.ToArray();
mesh.uv = job.uv.ToArray();
mesh.uv2 = job.uv2.ToArray();

mesh.SetTriangles(job.grassTriangles.ToArray(), 0);
mesh.SetTriangles(job.sandTriangles.ToArray(), 1);
mesh.SetTriangles(job.waterTriangles.ToArray(), 2);
mesh.RecalculateNormals();

// End annotation
channel.end();

UE BE Y AR

2 FF HCAME A W 9ol F7h5) ololsluch. Eag 157] A CAMe o %
& Ak Ede] $4E Fobshs 2 e Aol A& Fobshe A3 S
Sl A% A4 CAMS eHi3t o] A4 gsich

terrainCAM = new Arm.Annotations.CustomActivityMap("*]3 §4");

terrainTracks = new Arm.Annotations.CustomActivityMap.Track[16];

100140_0402_00_ko Copyright © 2014-2017, 2019, 2020 Arm. All rights reserved. 3-36
2



for (inti=0;1i<16; i++)

terrainTracks[i] = terrainCAM.createTrack(" TerrainJob " + i);

2} o] A shunk R Py}, Unity 2§ A8 24
L2 BAE 1:!1:4]‘,,} s AF3A goeng /\;ﬂ 9}

A=A 2Hele Aelshd 2ale] Al ztat F2 A7
Ut}

C# A= g el A dAsHl 225w 2=
ke $48 AF g

UInt64 startTime = Arm.Annotations.getTime();

Wl 2= Folow AL EAS Aalsla(FellA HA
=] FYrh) EPof A& TFFYct. job.timingse 7%‘

e 270e) dEg) Mz A Pk

track.registerJob(obj.name, Color.grey, job.timings[@], job.timings[1]);

rO

AERZRINAM 7|2 =2 F

EYeilold Z2RE FASHE AL g3t 2
WA https://developer.arm.com/tools—and-software/graphics—and—-gaming/
arm—-mobile—studio/downloads?
_ga=2211441174.2077719384.1568032571-433518899.1564491901°) 4 Windows,
Mac =+ Linux WA ¢ 5% ARM Mobile Studio Starter Edition<S t}f>2 =35} A
g e,
T8 AR
c kel AN 4 Zeaael] AALT AT AoEls AdE ofof et
o HolElS A A ZbA s Boll Ll o] s ofo} et

ofe] AN FEE 5 e ek bl Agetew Fei o e A8

H—]
H=
o S8 TR FU)(328]E = 640 E). o]A & v} ARMe4 3= Unity Al
% Bh: %111;].1::] 64H]E 011/]1;]_
. ~—§— ZZ 99 «417]2] o] & (Unity2] Android Zdlo]o] A A x]A 3 o] F). ARM
———%— 431“‘14 —,— com.Arm.InfiniteTerrain$ ‘/]“/]-
o Alo]¥ nlol ] vtr]. Ax]%l ARM Mobile Studio®] streamline/bin/arm(32¥]E) &=
streamline/bin/arm64(64R] E) E¢] o4 &elgc}.

o] ARF 23 ¥ A5k BAE o3t 2

. g mzaele] A6 A3EgEA] FF

+ Android adb =75 AR§-3l] Erld A=) U ESZ FEE ARM Mobile Studio®lA]
A T ALY 20 xER THFFY

+ adb® AHEeh Aol (§8 T2 el ufe} 32| E Ei 649 E) Tuto] 22 F A5k
& ZE2I93 TLE H7)A o]F2= 2] AJEH

o ZEREE AL o] F 2 X E )] AZ3 adbE EF o] TP EHES FUct A
5 AL HE o] 24E A9,

o &8 Z2ado] Bupd AX| A AYEH 2E]S A dlo]Ert ol HE 5
Z].Q_ A]xl—z‘ﬂ-q‘;}_

Aolel7t A= A28 $§ T2 NS A 5hm 2EFehel S A4, FAske o]

HE A AstA] 2 E4E ASEY

o] Z2A|2E o HAY s st W https://github.com/ARM—-software/Tool -

Solutions/tree/master/mobile—application—profiling/mobile—studio—scripts®| A
gatorme Z2APEF thFIZEF Y}, o] 2IHPEE AL§3l Alole e} advE FA3FE AW
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3 ¥ &4
3.2 Unity A&/ Al ZZ2mfelel
o}, Aste = AlolE nlojue] AR e} & TR o] T %] o] F, tlnlo| el A ALL-E =
Mali GPUZ} 223, A2 2Abol| A AloJE] o] AL GPU7ZE gheb=] 2] ob= 7+ o] AR
E AlFshd E5Uh £33 o] vl =7) 71 ohekdt W ele] Buld Aol ALE-EEE 3]
#d o] dA7 83ty ZE23ldF] o] FUdE Aol E AASA R A Ak Y.
gatorme =A] o] A Z}AEE W &5 A 3kA|qk o] A2 Aol APK7F 2AX]= 3%
InfiniteTerrain T 28 Z 2 3d gl S R FE 2] A9y},
M= | Pl A gatormeE A F g},

$ ./gatorme.sh com.Arm.InfiniteTerrain G71 ./mobilestudio-macosx/streamline/bin/armé4/gatord

o)Al ZEReh S AAshd Fu 57 Fulvk Bich o] A4 we} 2Edekel S A2

e,
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3Ys

3.2 Unity A& Atel =2 if

H
24
o/Z
=

® o Capture & Analysis Options

Capture & Analysis Options

Choose the options for a new Streamline session.

Connaction

Address: |localhost:4242 O
& Before establishing connec s using ADE, you may need to set up ADE path.

rtapture r
Sample Rate: | Normal Set the address to localhost:4242
Buffer Mode: | Streaming (gatorme is forwarding this port to your device)

Working Directory:

Command: " | Stop Capture

Enargy Capturs

$ Device: Port:
Tool Path: ©
Channel O: o Resistance: m{l
Channel 1: Resistance: mgl
Channel 2: Resistance: mgl

Analysis

Process Extra Debug Information (when available )

Resolution mode: MNormal

Program Images] Script Search Paths |

] ﬁ:ﬁ.:l: ELF image...
Lse Mame Symbols Debug Infe CFl Remarks
InfiniteTerrain.apk » ] ]

Add your APK here
(Streamline will pick up the debug symbols)

Impart... Export... Cancel m
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3 /:J: H i

3.2 Unity A& Aty *‘Eﬂ/é’ é’

A7 o] ZUH gatorme A3 el && T2 WS F83, UnityolA AF LE=sta
At F 2EHE] ARE o FA5Y HER e 2/E4/5A A o] i o

GitHub®l4 Apache 2.0 gto]d 2% InfiniteTerrain ¢A]¢] 22 F =S 23 4
Ut 22 F=E 258 W https:/eithub.com/ARM- 50ftware/Too]—
Solutions/ tree/mas ter/mobile—application—profiling/mobile—studio—with—
unity® o3 L..

22 Fx9} Y H oA Qo= https://github.com/ARM-software/Tool-
Solutions/blob/master/mobile—application—profiling/mobile—studio—with—-
unity/ArmMobileStudio.unitypackage?raw=trued| A th&2 23 &= 9)= Unity %3
°H’§] YLH?]X] ArmMobileStudio.unitypackage7} °]A14‘3}

Unity+ o] H7|x & ZE2AE | 7}- 231 7] 2] o] ZE-ete]l F4& F7)5t= W ot
= Ay #5 A2 bttps-’//docs.um’ty3d.com/Manua]/AssetPackages.htm]

& B2SA L.

AL M= WA el InfiniteTerrain.apks 2= o™ hitps.//github.com/ARM -
software/Tool-Solutions/blob/master/mobile—application—profiling/mobile—
studio-with—-unity/Infinite Terrain.apk?raw=true®. ©]-=3} A L. o] AL 648 E
Android % MEZ A3 L a) LU= w2 £ 5 Perich
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https://docs.unity3d.com/Manual/AssetPackages.html
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https://github.com/ARM-software/Tool-Solutions/blob/master/mobile-application-profiling/mobile-studio-with-unity/InfiniteTerrain.apk?raw=true

o g’
22~

1 o

10
I

o] A= Unity <& T2 28 3 o8] FA3LS 238},

o] Ao e wgo s T gyt

c 41 $f Z2TY A 53] S o)A ) 4-42.

© 42 GPU # %3] #| 0|7 9] 4-48.

. 43 o0 #3 Ao| A1 o] 4-68.

o 44 Mali® 2Z243] 4)o]5] HAYEE A58 H55 o)A 8] 4-70.

o
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4 57/;({5;} _Ei
41§§£EJWMEMH#H#

4.1 S8 T2 T2 N A FHE
e S 38 mraY =R sl o3k A g eh
Invoke() WAl ZFEE A&
Monobehav1our.Invoke() HAEE A7 2] AE 2t= S 2dA] WAES T3 w
=51 2@ ol A chgs) e Aol sl
ool AL Chol P FAME Agete] 2R AAEE 2] wlEol HA=E A
A 52 AeRd =y
+ A= Al e Aot A2 Sele] gl
o F7L ) H5E ATE 5 sy
o} =+ Invoke() 59yt
public void Function()
[...]
Invoke("Function", 3.0f);
%]' 72 Hjebe ZFEE ALR5= Ayt ZFE L Unity©ll 55 yield return i
= 33l Al E ‘315]'0}‘_ IEnumerator 2] 2] g=giyt}. o] = Y5 o o}
F2oto] ool FRE NAANA tha] A2 5 P,
FF-E-2 MonoBehaviour.StartCoroutine() HIAZ=& Al&-3lo 35 4= 95Ut}
public IEnumerator Function(float delay)
{
yield return new WaitForSeconds(delay);
Toool
StartCoroutine(Function(3.0f));
Monobehaviour.Invoke() H A= °ﬂ/q FFE AL 03 AH3sh offyno] A ALl E X
g5l F4E A== il il e 340 % 7Hdct
e A ol S e 28 ALg
Aol E EA A7t 2tA oA T2E TR 2 3= 735 MonoBehaviour.Update() &
Wof| A Z | glu|c} F2H& ):-_;]63'3]-—‘5 Al MonoBehaviour.Start() T A ZFH &
A RAX S 45 &9 o3} Q%HE}
void Update()
// Perform an action every frame
IEnumerator Start()
while(true)
{
// Do something every quarter of second
yield return new WaitForSeconds(9.25f);
}
23
o] 719e) B L BFAF HALR 4E BE U AUk e wEelyw
G5 At ZFY HellA 73k F=ZF A8t} 345 waitForSeconds() &
F2 ALY
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4 57/;({5;} _Ei
41§§£EJWMEMH#H#

EER R E

ol o ]

= L=
o] = 2R ghe AgekA AL, ol RIRE ke Agle] BT A
Agel7] mEue. A So Bl o] BE AgE Ay o EE B AW F
25hd o 8% golatl £AE 4 gl 289 o7l 7ol dFvich. oE B4 o

&3} e,

if(gameObject.CompareTag("Player"))
{

public class Tags
public const string Player = "Player";
loool]
if(gameObject.CompareTag(Tags.Player))
{
loco]

}
2
Fo0 A% RS EReks o FA2S Agetel AAoln 3 AP Ao
2 A B2 Fobeke ol 42 % 4 daud
34 epel 2l g s Be) AL BGE FL
3 el zule WAstel B9 AlAbs] AFY kg 29 5 gyt Aoz
o] Bel Ae 24 B LW O o] FolA|n], o] 9ol Aol E Tl AL F
2= ol
S Rk
el 2Rl ¥ 38 TR ZZAA ) digh B3h7) o] Ex|vE £ Alake] A
SRS LY _
b3} 7o) w| )l wlgroll A A|7F fHefAfel] QM2 = glF Y} Edit > Project
Settings > Time.
g 2L A7 A,
\J TimeManager & #
Fixed Timestep [0.02 |
Maximum Allowed Timestep 0,3333333
Time Scale 1

a8 4-1 2 ElYAY M

4 #E A

& AA} A . olew ol7t w)o] ielebe AL A% AA2E Awe] o
oll °l =3 dA == WA EATY AE &9 ow3 sy
// Remove the following empty definition
void Awake()
{
¥
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45535 55
4.1 S ZZ T TZMA X E S

B2E =gl GameObject.Find ) E AF-&-3}#] v} AL
GameObject.Find()< 7‘}“*-4 RE A A n —ETE]‘C gedyr). o] 7l ZE
o] ZAxE oA ALEE A wldd 9= Z7)7)F AA3] S € 5 95U
95 =9 g3 25y

void Update()

GameObject playerGO = GameObject.Find("Player");
playerGO.transform.Translate(Vector3.forward * Time.deltaTime);

B U2 712 A2 A] GameObject.Find() S E&3}3L dlE 59 start() ==
awake() Tl A3HE A= R

private GameObject _playerGO = null ;

void Start()

{

_playerGO = GameObject.Find("Player");

void Update()
{

_playerGO.transform.Translate(Vector3.forward * Time.deltaTime);

}
= 3lbe] o QH-S GameObject.FindwithTag() S AH&-3}= Z 9lyrc}.
void Update()

GameObject playerGO = GameObject.FindWithTag("Player");
playerGO.transform.Translate(Vector3.forward * Time.deltaTime);

ZA BE AAE A= LocatorManagergle A& FH =5 AFE-31A4A]
A ol d 8 AARA SRS e B2t o ZeALE AR2E AT S D
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4 3 Hs] BEF
4.1 88 T2 T ZHA EF =}
StringBuilder ZH 235 A}83t] Ex149& 4
'E,T;d'?l‘ +AtE & x_éﬂ' ] System.Text.StringBuilder ;| 2=E AFE3HAIA] L. o]
= string.Format() WA =R} 57 w20 ofslr] dAALE ALgsE o
e RN

// Concatenation with the plus operator
string str = "foo" + "bar";

// String.Format() method
string str = string.Format("{1}{2}", "foo", "bar");

System.Text.StringBuilder Za]2:

// StringBuilder class
using System.Text;

StringBuilder strBld = new StringBuilder();
strBld.Append("foo");

strBld.Append("bar");

string str = strBld.toString();

e 192 £ d2E BgFyd

StringConcatenationTest, Start()

O8 4-2 2R A
g2 %4 o)Al CompareTag() WA=E A&
GameObject.tag &4 WAl GameObject. CompareTag() HA =S AR5 L.
CompareTag() X =& 57} o] w2 571 W25 2tz @syct
GameObject mainCamera = GameObject.Find("Main Camera");

// Gameobject.tag property
if(mainCamera.tag == "MainCamera")

// Perform an action

}

// Gameobject.CompareTag() method
if(mainCamera.CompareTag(“MainCamera"))

// Perform an action

o}S 213& compareTag()2] &# Yy}

TagComparisonTest.Start()

8l 4-3 d|w Ef
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4 57/;({5;} _Ei
4.1 28 T2 T2 TZHA X//"".e/

AR EE AL

Alglell Hepql Al A Y g3 == FAI F3 o] AATL we] o A$ txiel A
object pools AEF 5 9%t o] kel AL ge ARG FHo T 1l
%Hxﬂs}% A AdEE 3P
oy AAe] F £F 43 gl Ay FAXOE BE AAS YAsta 54 Fe5)
A e AT MBYANS - G AR e AT DL P A Bl g4
o2 3 A ARE P Aste] B3 5 g5
AA7L o] o] Do stx] skowd Fol i = dFUh F, AAE 7R Az A
2 AdA st v A3 5 gy
o] 71 A, whapal, ghe| 23} 2 A A2 5 et D@ A £5 A
23] 4z Rshe A5 d2EE S drhd B AR ALE A Falste] o] R
o7t & F& AR

3
Az} Zedol sl AA FL AL, o]FA sHE Al ZE DA A o] F A
o] gtefo] A ZHH Y}

TR A AFE A
GameObject. GetComponent<Type>()°] "k = A 84 2" AE TSI A L. 9]
st P TFE 4Y3] QA vlgo] By
GameObject.camera, GameObject.renderer X2 GameObject. transform3} 22 &4
&= = GameObject.GetComponent<Camera>(), GameObject.GetComponent<Renderer>()
gl GameObject.GetComponent<Tr‘ansfor‘m>()°]] g3k vt 2 7171 gy},

m

private Transform _transform = null;
void Start()

_transform = GameObject.GetComponent<Transform>();

¥
void Update()

_transform.Translate(Vector3.forward * Time.deltaTime);

Transform.position®] ¥FZF ZF& A 8}= S 288 BAIA L. o] AL C# getter
S o)A qt A & A7) S5 HE Al it ole oA dF == o
Ao} EAT .

i

Unity 5 o] Aol A& W3 FA L 27 AHg 22 AP}

OnBecameVisible() ¥ OnBecamelnvisible() &% A}-&
MonoBehaviour.OnBecameVisible() & MonoBehaviour.OnBecameInvisible()3} 42 &
W2 A= Al AAZL spH el A =3] AFE SAHE ] FEIY
o]l & £2 % Agstel B ol AY AAYL Aol Al 4 W we o
A Aepd FE e m- &3S BT - JFU
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41 S8 Z2 72 TZHAM "/”2/
WE] 27)5 B2 o) sgrMagnituded A

+& T2 A WE 27| vyt e F 73,—;— Vector3.Distance()
Vector3.magnitude oAl vector3. sqrMagnitudes ALg5HA A L
Vector3.sqrMagnitudes= A3 :r’- 5]_8.523 AFZL AAsEA] ek AFsEA] R o] A
ol lell= & FUh thE £FL A v gl =2 AlwT AdE AS T
g FEE TN F AAE vlwshs ) ASHE 374 A1 HE R FUTh

// Vector3.sqrMagnitude property
if ((_transform.position - targetPos).sqrMagnitude < maxDistance * maxDistance)

// Perform an action

// Vector3.Distance() method

if (Vector3.Distance(transform.position, targetPos) < maxDistance)
// Perform an action

// Vector3.magnitude property

if ((_transform.position - targetPos).magnitude < maxDistance)

// Perform an action

g g AL

sl 2715 w1e) 2k siekd g s A8 AL
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ArrayList ¥ List Fd2E ] B Q45 A LE 7|7 Frlsl 2R f9442

o HoluA e g sk %2} o)
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Aeio] shet i v e 49 st 2 FEUL LFHE A9 2 A
28 ZF BEF Planes® WA3IAIA] L. 3 :
74]/‘“] €°1 Ut} o] EEA Felo|r H
< Unityel A2 5 A54t}.

o 28-S FE AR UYL

¥ Callision

| Planes =]
Planes A GameDbject (Transfarm) o]

[+]

Visualization Solid ]
Scale Plane 1.00
Dampen 8]
Bounce 1
Lifetime Loss 1]
Min Kill Speed o}
Particle Radius 0.01

Send Collision Messages [

WA Zafold Al By 7|2 Tajold E A&
vl Zefolel A ] AA| 2] L Ee)S suko g Fich o] Fefold i vl A
a7 5 SR sA T Aab v go] E5ueh

i %E-EL T} 2L FeE A ﬂﬂ/‘l«l P S 2 53 Tolv® 23
2 % duch 2eld 80 AL AR evel=RE A A9 4 5 U]
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4.2 GPU £/ XI5}

GPU z=[X 3]

o] oA = GPU A 315 /Yt

o] AL t}go] A o g FAE 9L}
 4.2.1 7JE} GPU 3/ %3} #| o] 7] 2] 4-48,

e 422 2o]ER @ lo]E Zg B 3 o]x] 2] 4-49.
e 423 ASTC g3 ¢} #|o]z]¢] 4-58.

© 4.24 ¥m)g Hlo)z) 2] 4-62.

o 425 XFfo]ulA~ Ho] x| e] 4-63.

o 4.2.6 Shadows | °] %] ¢] 4-63.

o 427 2FFH ZF o]z 4-64.

« 4.2.8 OnBecameVisible() ¥ OnBecomelnvisible() % A}-§& o] x| 2] 4-65.
o 429 W)Y A/ F x]7F H o) x] 2] 4-66.

o 4.2.10 o] Zg]F2F A& d| o] x| ] 4-67.

7|El GPU =X 3]

ohg BEE JlE GPU H A she] dia 47 siu)

A WA A
98 P S2 e FL Foln AFHOR $§ T2 Y TAA A§S FEE A
R e DY
2 A& Unityell &ls) Foabl A=A ge o) o2 298 A s
A4 5 gEvch AFY LN =} T AR ) a2k
A A B ol AR TR Aol AT 5 A, AR AA} A

F212 5 =S AAT A N AAE

ohe 29 44 Y 4

g

Ci' M [cube M static -
Tag | Untagged ¢ | Layer | Default s |

b .~ Transform £,
b ...  Cube (Mesh Filter) £,
b i M Box Collider @ #
b | M Mesh Renderer £,
O3 4-5 & s A4y

4x MSAAE A&

ARM Mali GPUT "% A2 ZAFH W= 4x HE] AE gtg|de]o] i) & A 3

& 5= 9dFYre.
Unity 2 A4 oA 4x MSAAS 8433 & 9)& ),
oS 232 MSAA AU},

Rendering

Realtime Reflection Probes [
Billboards Face Camera Posit[_]

Pixel Light Count 4
Texture Quality | Full Res ™=
Anisotropic Textures | Per Texture Ll
Anti Aliasing | 4 Multi Sampling s
Soft Particles -

% 4-6 MSAA EH
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WA S APk 71 iy
AA 7} FHeElel]l A EFE 2| W B =2 YHd gEE %ﬂ“’]%%‘/]‘:}. 7“54]7}
Fheletell A ol z]w tlE o go] A&t A A A= H YRES AL
& 5= 95yt
AH8-E A 9 2= AR P E FEsteld LOD 155 &vtE AAslef ‘L"]‘:}
LOD & Al AA|23%}e]" Add Component > Rendermg > LOD Group®
Ae3y o,
Unity 594+ 94 LODE Ed93s17] Yl 2+ LOD el d8] Fade Modes A
Tk el 18 7 Agre] el Al A Uch Unitys AA1s] 549 7)o we 2
A 55 Aabsle] BddE st Aol = AU dlog A 2| e E
2 £ & o} ““4‘4
o 238 LOD 1§ A4 gy},

v & ¥ LOD Group £,

Culled

10%

LODBias of 2.00 active

Fade Mode | Cross Fade ¢ |
Fade Transition Width [T |
Renderers:

Add
Recalculate: Bounds “ Lightmap Scale

% 4-7 LOD O &3
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AEAL G AT S g u) chgah o] Ak Bl o] Ee W St gk AE
3}A] %E—i =3I Al L
e pow().
e exp().
e log().
e cos().
e sin().
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o 2HE W AWEYE statice® AT
« o] E A Baking 4% Realtime Al Baked=E AA ).
« Lightmapping #¢] Scene ¥4 Baked GI §4& A=3 ],
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4 FH 3 BE=
4.2 GPU &/ &3}

Object Scenas

e jix

Lightmaps

Scene Filter:

|\_"A|I | i Lights . Renderers lgg@Tarrains

. ¥ Mesh Renderer
Lightmap Static o

Scale In Lightmap 1

Object's size in lightmap has reached the max atlas size.

Preserve UVs ]

Auto UV Max Distance 0.5

Auto UV Max Angle
Important GI ]
Advanced Parameters| Defauk

89

4 || Edit.

# Baked Lightmap
b Realtime Lightmap

[ Continuous Baking |

9 directional lightmaps: 9x512x51 2px

Biil d -

24.0 MB

Baked Intensity E
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1
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Preview
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Cast Shadows | on Ll
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¥ Materials
Size 1
Element 0 UMonkey @
Use Light Probes i)
Reflection Probes | off il
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Default |@|ilul"'|m

[ override for Android

Max Size | 1024 s
Farmat | RGBA Compressed ASTC 4:4 block ™|
Compression Quality | Marmal s
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RGE Compressed DXT1
RGBA Compressed DXTS
RGE Compressed ETC 4 bits
RGE Compressed ETCZ2 4 bits
RGE + 1-bit Alpha Compressed ETC2 4 bits
RGBA Compressed ETC2 8 bits
RGE Compressed PVRTC 2 bits
RGBA Compressed PYRTC 2 bits
RGE Compressed PVRTC 4 bits
RGBA Compressed PYRTC 4 bits
RGE Compressed ATC 4 bits
RGBA Compressed ATC 8 bits
v RGB Compressed ASTC 4 block
RGE Compressed ASTC 55 block
RGE Compressed ASTC G block
RGE Cormpressed ASTC 8x8 block
RGE Compressed ASTC 1010 block
RGE Compressed ASTC 12:12 block
RGBA Compressed ASTC 44 block
RGEA Compressed ASTC 5x5 block
RGEBA Compressed ASTC 6x6 block
RGBA Compressed ASTC 8x8 block
RGBA Compressed ASTC 10:10 block
RGEBA Compressed ASTC 1212 block

RGE 16 bit

RGE 24 bit

Alpha &

RGBA 16 bit

RGBA 32 bit
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& Inspector =
' Game-Icon Import Settings &,
| cpen |
Texture Type [Texture =J
Alpha from Grayscale v | Texture
Alpha Is Transparency
Mormal map
Wrap Mode N
Filter Mode GUI (Editor \ Legacy)
Sprite (2D uGUL}
Default
Cursor
M override for Androic i
A Reflection
Format Cookie
Lightmap
Advanced
T8 4-18 HAK MY
& 923 F Build Settings W 2] g 7Fx] 3k ALg-3te] 4534A] vl L. " 2A 45
< Don’ t Override® -.‘%—X]%}/,‘J/‘]_?_.
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Read/Write Enabled [ ]
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Alpha Is Transparen [+
Bypass sRGE Sampl [
Sprite Mode [ Mone Ll
Generate Mip Maps -
Wrap Mode [ Clamp Ll
Filter Mode [ Paint Ll
Default @(s [0+ @ [AE
Moverride for Android
Max Size | 4096 4 |
Format | RGEA Compressed ASTC 44 block ™
Compression Quality | Best 4 |
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4.2 GPU &/ &3}

che 2™ 2P} e slAL AGE e

a7 4-21 JBX7EUE A2

AAIZE X ALZ S =A

AR ZE AR A A o] AP S FA R FoFA| 4k v go] EHU

Euted gnpo]Xex = ARXZ 2(AE £3slE ol Ee] 5 Alslal 2 Al o] Exf
BE AEIIES YA L.

A ) A WA A TAALEE mEsE BAX L. 2AAE A 2Est A ukr] 93
A8 857} obyzbd Cast Shadows % Receive Shadows 344 23] A1y}

2wl 2314 i o] A4k gl A7E )

Quality Settings A A 9| 11317(}"1] )& o] 2 A iFy
« Shadow Resolution &3} g A7} Alo]e] 3 &
« Shadow Distance &} A2 7ld|ete} 71712 AA = A 4= 9}
+ Shadow Cascades 23} 22| A|7F Alo]e] #8& AN = glF5Ut}. o]
=4z /\-lx-hﬂ. 2= 9)‘)\‘43}_ 7H/\7ﬂo]1: lax} uu‘_ti_ J%‘i_'é‘] né B
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T
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ez 190 e] Zefelol] meh At shulel Bolx] go} Arj @ e
]
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4.2 GPU #/ X3}
Unity Umbra2h st ¢ 274 29 429 ¢ 232 slgch Umbrad) 2@ 44
g YL Unity AW A4 £ FFA A

S

= v —2-.
2 EFA Aol A== A2 Ao Lepdel wpe} 2kt Z2E AR e g A
A 2274 ?é‘%‘—% ALg-5H Aso] AstE 4 glomg XFsA AAL A= of ).

4.2.8 OnBecameVisible() 2 OnBecomelnvisible() St Al

MonoBehaviour.0OnBecameVisible() & MonoBehaviour.OnBecameInvisible() =W A} 7
%, Unity: 948 A9 AA7} spllel 225 o Fo7bA e o) 22 E] Eu gy
oh. 2ol $§ =2 o] 2o wet B 4 glrvieh

OnBecameVisible() 9 onBecameInvisible()= AF&3le] div)s] Z 2 A5 A3} %
Yrth €& 50 7 “”H 7| gtet Wy e AlE AFE-slo] Fell A HhALE %itia‘

3h=
A7) ell= ﬂi 3t :{uﬂii ) Y517 z%on z) QW ET = g_r;-]ala]. 3had _-'L,,]
Huch. 2 *lﬂ” 5ol 2k ﬂitia‘*‘ 2} e 2 0 242 2EsE A
et
« ibA} o] Fhelgt ZEXAF kel 93]

Z71-& vk} Eiqﬂflii%lfﬂOnBecameVisibIE() 9 onBecameInvisible() TS A}-&-35}
void OnBecomeVisible()

enabled = true;

void OnBecomeInvisible()

enabled = false;
o2l Shalo] Fals]o] eieks shalel sol7) @ WAL Sl oA Ael el 45}
AR, o2 8] 9 u}
o o shuletsl wAl Erdol

void OnBecomeVisible()

ru>' rlru

if (inside == false)
return;

enabled = true;

void OnBecomeInvisible()
if (inside == false)
return;

enabled = false;

void OnTriggerEnter()

inside = true;

void OnTriggerExit()

inside = false;

olef @ 22 bt A& Aol B4 dejez Adgch ol Aol F Ak Ao
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4.2 GPU # &35
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Mali —T600 A|2]= o] F2] ARM Mali GPUCIA AF§ 7}53, At B8] S Z0]7] 917 3}
=40 71" T stk Barly-ZUet. Early-Z= 227 dlolvjr} A2 He)=7] A Z
HAES F3shs, AFAF A3 oA &3] £ A 2" Y. GPUY} Early-Z 3% 3}
5 23T 5 gle BF ol H=ES} 74 Aol o] Fol APuct. 2™ A4k ] o
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>
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>
2
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N
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ﬁ
Q
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o
2
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o
o
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N
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{16
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N
N
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N
FFI

H 4-2 dGE =ME KIFs1| flet 7 2

oI5

U =2

Background

1000

Geometry

]| 2= =2 °ﬂ AH8-E = 7]%%%.

AlphaTest

2000 25
A

3000

| o
N

Transparent

4000 o] TFE FuIE A%E Y3

Overlay

5000 Overlay< AH&-A} el o] 2,
Z9¢], HE] d=e} 22 F ) °§ gk
< "3 Y.

I du

Loy

ot > %

£ ol H fn

‘4‘% o] T & *}%—'3}"1 EA dl°]]E Geometry FE = =21t
AlphaTest U]- HA A Y e 5= .

Tags { "Queue" = "Geometry+1" }

Kk
B
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4.2 GPU £/ X3}
Tags { "Queue" = "2001" }
dod &ME ALE5I0] M5 24
Ao F R TFL 3] B FiE& A5k sl dlole= Al v g-o] =5y
o}, 7sgk @ WY RS Fold AeS NAE 5 5y
Ao g ¢4 A3 E Unity Zd1¢] ¥ AE v E3)] Graphics Analyzer 22 t}& =18
285t =) W] S Bl Foll 2FE YU o3 =FE FEl A= A
£ FJd = elsy
Unity Z¥¢) ¥ AE <=l" Window > Frame Debugger "4 54& A3} &
7] REAME &uE F o2 Rolx|qt A A= ANE 25312 = A=) d& F
Yo o] =7t F&FUch oA F Fo Hed AR BA S ARSSHAY H2AHE & J)
HetE A PFsh= A-$ 93Uk FHo] Rl dEE A&sta et E X3 F =9
o g AE &4 3}s1aL Unity7t A s =29 A|F2F 7HA Yt
Ao TF URAAHE B2 5 oldlE 23 &34 WA FFo] deF Py} 19 of
AAZF AHOE AP o] FF on] AR FiEg LFFEF Y A8 dE= dF
Aol A FFel o3l LEFEF & o= A o] 5yt ol A AYE &AEF o
=A AR L FF=EE FA e s 27 dlolert A= ] ke n=g ofxbo] 7HAFY
o}

4.2.10 ZI0| ZE|IjAE AI2

AA WYY AT AAst] =R RS 2 545 24 AA el de) Al
AT ARk Aol B4 F5R A obdvie.
S Fol Ak ugo] & Aot E Eqshe A AT} 513 Flelr) ol AR 798
Agzol A 5 gt A 5T Ak AR A7} AFOR o5 5 gdFe). o]
A%, o1 AAlol G A 247 HYF A4S A8 S @ FFEH 20| % v o]
=298 2% gk AAt Al AR AL 5 o AR ol el d el WA
% gl
] .
VAT A5 Zo] T 2T Ahgstel LHERSF o 5 gy Qo] Tels)it L
o} W ol WA 7155 i A Lo LS A Futh o] T2k AP ATk A
AA| 9] Z1oF AHg3tel 2 Aol vla) 20o] M31F A EIeh, o) el F A v e
YR 02 A AW Barly-Z 7183 A8k 25 Aol oot A A=

1+ Ear il
v Y} o] 7| ellA= 7 A Aol ddake] Zo 3 A Hlo)e ) 7+ A
° Kl BE F o dakE7] o4
| 7182 ol¢ 583

ot
¢
i)
E:)
[>
it
4
o?‘;",
_?L
i)
0:
.(__‘l,“
_0‘

Unityell A AH&AF 214 dlo|e] & AH-g-sh= AA| o dis) ]

vl 7} s 2=F FrhshAAl L.

// extra pass that renders to depth buffer only

Pass {
ZWrite On
ColorMask ©
}
o] M2 FhE F Zallg) UuAL Aalst 7 H A YRS AP 30 Aej
o A s e W3t gl
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4.3 04 353

2}

E2 oA A3z} ogr Ay}

2z &7/ A7) E v & A5}

TR Y2 E A 45 7F Inspectorell”] Read/Write Enabled +&

o] v]&As}E| o] gl sl

Al =29 25 3L

Aol 22 =25 T 75 F°]2]H Mesh ComblneMeshes() =25 835}
A2 PN S S AT £ e AN} FUT AR FHY A Fl 2
Eol 7z Ao A] el A B mX) 7 A EE mergesubMeshes 02 tryes A3
g,

2] WIS o 2 Rl S WA AR AL

+ MBI 0 FTEE WE 5 PFUT

B 7k oS she] 4B g FE £ oo R W S gFyr)

A Zulel 23 YEL A= 2 A 3]0
A2 HAlE o 2 F ] H Ao B
S8 &nlE 2715 243}

o) A& A g A% T bR AZANA W A AAE sht AT b, AFS
BE Ao 9% wE 3

WA Bkl 2 Y E o] B AT HEE Unity AHAT F2ah4 L.

http://unity3d.com.

Sfuivlo] A 3hs 2] Sk FBX w4l ZelolA) fumlo] 4 alo] el S 71H 2.4 b

971/27] A AHgat7) o
Al 2

ojuwo] A dlo]e] S £35lx] & FBX HWAIS 7HAS v 714 2.7] A4 9] Rig
o]/ Animation Type= Nonel 2 A 4= 9lH ). o]} 7Lo] A 45 |
A5 ATl w21 «f Unity7} "}%37‘] ?%% ofydele] AL E AR d5
e,

F;]E]_o]

o
FAEE A4S Unity7F QEL& RE3F A oA 4T wA] d]o]E]
.

+
o
L)
ﬁ,
¥ 50
r

o U= 7% 7}X1 ¢ 7] A 2] Model ® 44 Read/Write
Enabled 545 w2433}, F dA] Ao o o] Q83| ¢toe B R vRe
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YA ofE ek AHg

92 o} Sel g Abgate] AA AEe] Beg e F
2 o} Befit kel HaA s} 2 e thel B2

Unity7} 593 255 Fshe Al A8-3t= 245 A ol =%
Ao UV "2 2 E A o sllF A152] mainTextureScale
mainTextureOffset 542 WX UE= s}AA L. 28] H wA o 4 F32Hs)x] =
253 257 AR BAFEY I Al MeshFilter A R 2F E3) w|A] dlo]E
M A 23} Mesh.uv A AFR35l] AAE x2S WA}

g TR HA ohiersglue

512%512 (Not yet compressed)
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4.4.2

Mali* @ Z2}01 40| ZoIU S AR | X3
=z

4353 22
4.4 Mali* 2Z2}2/ #/0/0f {22l E AE5F 5% 5

Mali 2. =Zg}gl Hojy] HAgdzE= AA,
@ et o ATl RS Zeojely w7

=
o] AL i o] Al dd e Ao glFYrt
o 441 Mali* 222}l #jo]r] ZH}del 7j2 |o]=] 2] 4-70.
e 442 Unity #°]t] =7 dlo]x]¢] 4-70.
o 443 FA F4 o)A 4-71.
e 444 Mali™ GPU Zlo]Zzleo]o)] gjs} & 3] H|o|x|e] 4-T71.
© 4.4.5 Ffo]Za]e] Afo] FE& 5] 7] FF o} 7] H o)A 9] 4-T2.
"Il Aol Aotz IR
& 223 Y dlejel= GPUANA A 3P Y}, o] & 3 GPUZF AR x|, S A4 5
dolde] HE A7 daksls o] A|7HS 2u] sl of ),

Mali - Q JEM Aleole Hztdel= Mali GPU2| 7+ gho]Za}el oA Hoe] 7} A sfof sl=
Ape] 2 Frof] W ARE AFFHY

A= A} 12 73 54 GPUe 24 248 r}. 9= Yo g FAo2 GPUS AYH
Urch 38 Z2 a0 glo g 3k Elﬂ}c’l* A8l el sEsts GPUE A9afiof et 1
ol T oA AFshe SAIZE AR o), dubAl ARg A AlvhE] 2o 3

1>
|o
hﬂ
L
s

3171 3l

Unity 2ol =X

Unity dlolvl= 2399 o] C for Graphics(Cg)E A3}, Cgx= C =219

Qo2 7MeE GPU ZEa %ol 2o} AqshAl +43 delseh.

Unitye BE Z2A|2 £F CgE OpenGL, OpenGL ES =+ DirectX®E #H3Hs o},

OpenGL ES 4o]t] Z =& AAs}= uly

1. UnityellA £4& dlold & 415%‘%‘4

2. & Z2aPS U= AE2 2]A %aﬂ% 2 OpenGLES30 == OpenGLES20%
Aegd.

3. Compile and show ¥HE&& 3},
Nt 37 o Axprt EAH Y
51

« Mali 2= o]y Aty = OpenGL ES 4loltiqt 2143y},
o HE ZYPZo] Android®E AAHE 7% Unity7} 7| 2H 22 OpenGLES30 o]t & ¥

=3,

_YL n‘.

AR g 27F QAL A 2 2 gifdef VERTEX S5 #ifdef FRAGMENTO o3l F-&3 v},
#pragma multi_compile <FEATURE_OFF> <FEATURE_ON>3} 72 FA-& AL-E 79 gl dd o7
Alot] W3 o] =g}

dulx o 2 o] VERTEX X FRAGMENT A4 o] ¢l& Yyt ZF W32 Unityrl ¢& Z219%
]stL W AEAe 7 74,401511,];} EX 7)%o B35t el wWdo] A=y}
FE7} OpenGL ESZ HEE gl7] Wl gl A B 27 dlojy] ZEF 279 sl g Babs)
of Mali 2=z}l dlold Hztd=E 283} 7—1‘7—1‘ Add 4= 5y

4 F sdE /‘}%%}@l Alolel & Aopd 3.

. X“* Aol 7 o~r -v.

o 271- 4]]0]1:{_4
& 2L Mali gza}ﬂ EREEEDEDE SRIEL)
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4.4 Mali* 2Z2}2/ #/0/0f {22l E AE5F 5% 5

piler vd4.6.0

015 ARM Limited.
o driver specified, using "offline_api™ :
Mo core specified, using "Mali-TE80" as d

Mo core revision specified, using "rZp0d”

8 work registers uwsed, 13 wuniform registers used, spilling not used.

11
11
11

. counts stalls due to cache mis:

Compilation succeeded.

Mali £.Z2hel dlolt] Astadel st Aashs BAE Aleleizt B4 £ 279 g W] Aol
2% Q22 sfeAd qa 3870
Ashe A Yoz FEHU
- A
- HA A=
. Hg A=
ARG ARE T PSP wE Heh G AAE 0w S o= 7
4 A w2 AY Aol 2 Sl W 2YAE AT T
Atz A5, A A e SAXE Abw gol=Zekel & syt o] = Mali GPU| v}
21,2 == 344t
T oA D A WA e 2 e/ Y B sfo]ZetelS 913 AUt A7) ed= FHA]
27} SR A e B mef WA 2HANE Faleld 7 gkl 1.5% Fohe Aol AR F
%y,

4.4.4 Mali” GPU mto|=2|210]| Chet =X =}
Mali &322}l dlojv| Hslde= 7} so] ekl oA AE-E = Alo]E 5 A5yt 49
g sl d g melm el o 14 wiich dleleih kg s sl ekl
< Be g 3 HA5E Agste] HlodE A s}y
Mali GPUE Al §-32] 23] sfo]Za}el e Eitslx g;gqq
. A o] =elel,
. 2E/A% she| =)l
R EN EETRE
stolZatele 5% W Ayt iAoz ot A e sl Tkl g BF A}
|3t
4b= mlo| =242l
EE s dak Al sho]|Zahal oA AlolE& LRyt
e At stolZekel A £ 5 glE HHEYUT
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4.4 Mali* 2Z2}2/ #/0/0f {22l E AE5F 5% 5

o oheT} zbe] Baah Al AARS AHgHA] YT
— g rEgs g4,
— EEE iz}
— v
— P94
— Al
— FA}el
- A% dabate] A AZ e} e dAE st Al BER W FAE AN
o},
- A gz da) o ga AHE A

o AR AL Tah] Fal, |E Ao EE e sovEYs =
sk AR5 s A5 s Aate] &A% BA P % 9 b3 25U

Transpose(A)*Vector == Vector * A.

#—‘P‘“‘ & gto]Z el e g o] F3le] Ak glo|Z o gt .
| EY2E Q4bskE oAl uniform W4E AU 28w 2=/4 7 slo]Ze}qlo]
A8},

. HAxE A]—-%-B]—Cx] PRy % FZAel 3} 232 345 el AHA dakEl 3t AEE A3
FUch 28 F5h7) 92K stoj=zeigle g Ak}

2CE /XA olo|=zfel
2E/A% sho]Zafel e SUE Wy As) £ flojr] AR Wz Ase} e o]t o)A

uniform WS ¢l varying W45 23, W3 o] A28 d AUt}

& Z2 o] 2= /XA gto|Zelqle vf=x A5 oS 7S AFEE] BRI L.
o dlojtlel A dloleE ¢l w B AR Al I E AFE-F ).

o AbE AAHE A}§3Ee dloJEE AU

+ uniform % varying WH4E 45344 44t

B AX| T}O| Z2ol

YA 2t G2 sho| Tefle A Ao FE mjabe] v R el 4
FE H2AT g Aol B nA 5 9 ’
B S thrlek et oig Zel=st FRa 5 917 WE

€3] sholsetele] 5% AR g Awa BAA L

NS ALg
e 9 B WEE E0T AR U2Ae) 2 AIEE Adsl] B

°ll 7H/‘] 3| E H]&o] Uk

+3yct. o

EolA] 3L o]

—'—|—'

A gl ol WE L SAlS shA sk} sk A4t 58 Z/MIA UL Aoges
esha) gom olF 7E Agahal BhlA

445 IIO|Z2IQ1 AIO|ES ZASH| QI8 7t 7|H
7k sho] Zahele A AL = Aol F& Fol7] 913 AH§ T gl F7b AL of e AT} Y%
gt
Bl K|AE AZEl(spilling)S WXL CL
Mali £ =z}l dlojv| Hvtde]E dloldellA dz|28 227 o] dAs= l deFYrt. @l
A2y 28YL Anbge s Wash U wol A< 28 AEd] $As] Folz > gl AS
2| = oA AR Y o}
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4.4 Mal* 2Z249] 40/C] L2/ AZ 5 553
AR 2E 2EE e dbA o R ofF o] B A5 L =eA] dAF Y
« 4% uniform.
* varying.
o A
3t A AUETL 2 A edx Ry g o] AT 5 gl
"‘“Z]iﬂ iré‘%“] wAE 49 Mali GPUZF W28 oA &3 uniform W3S ¢lo] Sol2

E 2E/AA el A7 F37t F71sla A sl A }%‘/]‘4 o] AE A3

o A&sh= uniform HW3e] A W ANT 2 Iz B AR S

Qg BT ARAAE DY Aol el dxl e 2hge] wAYH . o

8 work registers used, 16 uniform registers used, spi1ling used.

07 4-24 BXIAE ATO| LA HoID.
3 &% uniform MW FE Eole A2 o] EAI7L 2=l e, I A3 5] FAH
Ayt

8 work gis = used, 13 uniform registers used, spilling not used.

O3 4-25 | X|AE AEEO0| gl= Hlol.

varying ¥ uniform #H2| JUZE ZiA
Abg2E 2| A Alole & A4 g u 32¥])E float =+ 168 E half-float$ AF&-3}] uniform
) =

q -1 o
‘3—! Varymg Hopo] B8 2 AUES AAT S gz g eE Wk el £ 9
1

L e St el A A8 Aolol BAFL. slold BAAEA o e WY Do
o e d SEE AAaE - 9 A
+ B2F uniform A28 37} 2shel, webA A7 2E 29 o] 919o] G

w5 v 5] E3h ol 7 molua Aol gyt dlolte
Mali 2.=z2}el o]y Hdw & A]._g_—;g].oq

o driver specified, using "offline_api™
Mo core specified, wsing "Mali-

Mo core revision specitied, wsing “"rZp0”

8 work registers used, 13 uniform registers used, spilling used.

5 T Total E|||I1r||'|
10
9
10

L
1
13
15

: do not include possible stalls due to cache mis

T2l 4-26 FloatZ AL25610{ Z ot =l 4o|h
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4.4 Mali* 2491 #0/rf ZTf2/2/E ALSE 53

F wlA 2= oAl half-floats A3l Aotd = 5}

Mo driver specified, using "offline_api™
Mo core specified, using "Mali-T8

Mo core rewvision specified, wsing

7 work registers used,

A

47
15
15

Mote: The = counts do not include possible stalls due to cache m

Compilation s
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http://hyperphysics.phy-astr.gsu.edu/hbase/vision/colcon.html
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https://marmoset.co/posts/toolbag-baking-tutorial/
https://docs.substance3d.com/spdoc/matching-by-name-127074308.html
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Light probes placed to lit the dynamic crowd in Armies te-:h demo
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7 2 A2 AEEA] 2 < AF 1= A Yt} Cast Shadows 2 >
A ol Z"“"] AR A= A A v g5 F7HEY e} o 23 Y3 A o] Mesh
Renderer 24 o] AH&-H ¢l & BoF ).

B 7 Mesh Renderer

Materials

Light Probes Blend Probes
Reflection Probes Off

"“)4

Anchor Override None (Transform)
Cast Shadows Off

Receive Shadows

Motion Vectors Per Object Motion

Lightmap Static

To enable generation of lightmaps for this Mesh Rendere:
please enable the 'Lightmap Static' property.

Dynamic Occluded /
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o 9.1.3 FHY 2] A]F o] x] 9] 9-143.

o 9.1.4 Include 9 °) A 2] 9-143.
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o 9.1.6 Vertex shaders ] A 2] 9-145.
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9.1.1 ARZAF XA 4ol 7He

Unity 5 o]Aell= 252} 2lo]E 7} s
Shading(PBS) E¥o] 3= o] glFyrc), o] Rdle y 5 o] AAASE AlFshe kit =
A]—EH oﬂ/\.] ol;r,].x—] o] El__o]:.‘_)_ .?_-3‘:]_-23‘__‘}- .{_ﬂ:

£F 4ot 4 PBSE 488 5 9&Uh A ARE AAehE A5 A5 T EF 40
H= gggych

EF ol &ol3HA Y= 5= %“‘4‘:} Z}A]| Z}i WA= A 2 Aleld ) &)
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9 27 2= 7%
9.1 AL} x| & #ojc]

® Inspector | o
Mew Material %,
Shader | Standard -

o0 7 E—
Main Maps Standard (Specular setup)
@ Albedo Custom Y
@ Metallic Fix ' 0
Smoo GUI - o5
@ Maormal 1 Moahile ,
@ Height M Nature \
@ Oeclusi .
CEISIE Particles Y
@ Emissior 0
: Skybox b
@ Detail M,
1 Sprit b
Tiling [Eli=
Offset U1 b
Unlit b
Secondary K
@ Detail Al Legacy Shaders 9
@ Mormal Map 1
Tiling w1 B
Offset w0 v 0
LUV Set | uwvo -

= 9-1 Unity LHE #lo|H

W dlolelsl 22 =L 120 Alolelzk £45] el 9t Unity SHERE okl e/
unityid.com/NA ST 5 ek, ol Aolels] LES ¢l olslehel 2 sk
Aol A B AE e > 9

l

£U,
ool 71 E Aolviw i THE 5= ¢
£ 7RAE 4lolts} @ o9

slo] A ] 9-153& FZE3IAA

St &) ol gyt 2 FEAL Ao 2 g
o AT NB-E 9.2 27 FHYE S epe] WA 7

[e]
a-.

-

UnityollA dlelH € #Hdste W2 7|24 22 F 7k iy
1 ol
o] lolel: 4lo]t] 7} glol E o} 1 }el] o3l o3-S
Unity7} AF&2} tjAl 29 2oz} sedx] zhelg
7(1-/\-]-51- 2= 017“ OH—"‘lzl‘;]-‘
AR 5 27F el
ol & dlelvl= 7H wd @ dlold ol A vk AR AL B A& F& o Yt Unity
ShaderLabe] A% % 27} dlo]elxic} B 7)%5& FAspA|e, o F 4lols+ L
#lolgo] o]Zo]z= 2 sol=alel Y & =g Tn)
7

&3] A2H4).
of FaEsA Aot %

Foiol TFH BT Ag
A AR AR 9 27 Aot g Agshs g ok Aol el
9.1.2 Aol =
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9 2 Zgi= 7]
9.1 AIEX} X1 & Ao/

o] Aol A= Cg= 2=l AUt Unitye dlold 2= 27828 HLSL o= 7|
A},
Shader "Custom/ctTextured"
Properties

_AmbientColor ("Ambient Color", Color) = (0.2,0.2,0.2,1.0)
_MainTex ("Base (RGB)", 2D) = "white" {}

SubShader
{

Pass

{
CGPROGRAM

#pragma target 3.0
#pragma glsl

#pragma vertex vert
#pragma fragment frag

#include "UnityCG.cginc"

// User-specified uniforms
uniform float4 _AmbientColor;
uniform sampler2D _MainTex;
struct vertexInput

float4 vertex : POSITION;
float4 texCoord : TEXCOORD®;

5
struct vertexOutput

float4 pos : SV_POSITION;
floatd4 tex : TEXCOORD®;

s

// Vertex shader.

vertexOutput vert(vertexInput input)
vertexOutput output;

output.tex = input.texCoord;
output.pos = mul(UNITY_MATRIX_MVP, input.vertex);
return output;

}

// Fragment shader.
float4 frag(vertexOutput input) : COLOR

float4 texColor = tex2D(_MainTex, float2(input.tex));
return _AmbientColor + texColor;

ENDCG
X

}
Fallback "Diffuse"

30 WAl 719 shadere] 2 41015 ¢ path/nane o] olelUich AZE ARG 4L
Fohe ool A Alolelzh £AHE FelnelE Gl gich of dAlelA Aol Egche
wl3rel A Custom 4lele] 7helaze] obehe EAH ek,

Properties() $5-& A7l EAHE dlole] al WMok A A} A5 A5 5 ot
o) W4 g o,

Unityol 4 2 dlo]els el s selb 2 4R Unitys oIS Q0193 o) 28

% o] ci 2 A Alslo] el Aol MR 5 gl A WA AR Aol 2 AT} o]
G0 n G Al BAE AT kT 1ol Al Aol e A
Yt GPU st=4lo] 2 API= AlS A saL glo 2R o] V5o T23Urct. o E 59
Mali Midgard GPUE elA 2 2 del Hlo]y]E A 3ste] OpenGL ES 3.02] Al 752
A&, HE o] AlB ool 4] OpenGL ES 2.0 ©]3}3 x| 93l= 2 7l=8° 2 o
A A1 E A4S 5 glHUh
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9 2 Zgi= 7]
9.1 AIEX} X1 & Ao/

Pass S5 7|2 ]° HEZE g Hel AefHsHA siFU . dlold = st o] e = E
%hulfel j:il%q o}, 73 O}E-‘?ﬂc"]"“/ﬂ e 55 2945 FH5) 98 oF H2E ASE
FUF .

D2 5 gE dlolele] BEAA An oy E 3x] £
A% Falloack & 1ol 494 e Aol A3 Diffuse W 4l°TEi7}
231w,

Cg T2 F= Z7Z+ cGPROGRAMZ} ENDCG Alo] o] A sy},

9.1.3 U XIAZ
A d A FE #pragma w2 F ALF U AL A2 AL 4oy -5 7l F]
k.
7 25kl AA e Aol FA 27 o]t F Apalsh AAES E3talof Fch
#pragma vertex name, #pragma fragment name.
Z1EA o 2 Unity+e dlojd & 4lolt] 2 2.0 2 Av}dd ). 2| A& #pragma targetS
ALgsh dlole & o E V)% dE Aukdd 5 s Aol 277k A S ok &
Fo] @ Fo} Ao
Shader error in 'Custom/MyShader': Arithmetic instruction 1limit of 64 exceeded; 83
arithmetic instructions needed to compile program;
o 45 tpragna target 3.0 28 F7A51) slelc) 22,0004 slele} 29 5,002 440
of Fyct. dlojv] 2 3.0 ¥ o] Aol EA Fuch
A dAleleellA 27 Aol 2 2] varying HE AR AF o3 A2 L5772
& Qervich
=] .
Shader error in 'Custom/MyShader': Too many interpolators used (maybe you want
#pragma glsl?) at line 75.
o] 7% 7Akel XA E #pragma glslE F7F5EAAL. o] A|AEE Cg E HLSL Z=%
GLSLE #3333}
#pragma only_renderers ) A .
Unity+ gles, gles3, opengl, d3d11, d3d11_9x, xbox36@, ps3, flash & 2] dj& THES
A Ld3d U} 7| EAH o 2 Ho|H+= /‘}—3—7‘}7} #pragma only renderersS A}-§-3}3 I v}l ¥
Weoz 7R ke Wl APIE F7bste] o] £218 HAH R AshA e @ o)E F
PF AF2 Astd gy
Ented gule]2E eple 2 sl= 7 Aol A LS gles W gles3 2 A|F3AA 2
Unity "3 7] oA AF-&-3}F= opengl B! d3d11 ]2 = %“—7}01101: et
#pragma only renderers gles gles3 [opengl, d3d11]
9.1.4 Include
Unity AFA Ae] W 2 £91] 34545 A}83519 o]yl A include L& 3718 4 95
Y},
C:\Program Files \Unity\Editor‘\Data\CGInc1udes°ﬂ/ﬂ A8 7sg 23 9 d S sald 5= 9]
e A% Sl £ el unitycs.cgincel 4 FHE EE Aol A E 2 A &
48 =4v] Fod 22 E S 7 YFU o] &5 AREsteE Alojvel 23 dde A
ASHALA .
th2] Unity 7] 55 4lole] oA A& 5 g5yt o]2g W4+ include
UnityShaderVariables.cgincell 3= o] 315t} Unity7} 7‘]-0—— °] gdE Alojdel =
FAZN LR AEAE AR R4 Do g ore) 48 AR =SS 9 2]
Sl A8 A58 - Sotie B0 AR S Soho] S0 oA oI 5 TG
T A5k glo] FLFUh ol F Fo] Y vhEY2F o g Alold, st 94 =x &
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9.1 AISX}XIE #o/c]

of o) W i wholE W) M Aex) wels] el oleld ES 1S AT
include”} o)u] ZA)3}=3] &l L.

Ao MAsH] 8l W2 AR dloldellA B AR dd dakE Adst= dal CPU
A dikx AWt AE GPU°ﬂ A= 7401 ‘3}‘“’1 A AFE b dsdd dE S
o] WiEZ 2 uniform W] FAlo] 2¥H Yt Unlty7} che] E3t vl

uniform W2 AF3sh= |57} o] w& °‘L]T:]- o Foll 4 F23 Uni

el vk slsydh

—
<
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L
n
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ke

#9-1 2 Unity dlo|d 712 3t

7|& Uniform o

UNITY MATRIX V A4 B e
UNITY_MATRIX_P AR 2o mjEY~

Object2World A 2l njEY X

_ World20bject 84 Y= u)Ee x| of

UNITY MATRIX VP A B o« Fo] njELA

UNITY MATRIX MV | @] 28 & B sjegdx

UNITY MATRIX MVP | &4 28 « 3 x =o njEe] 2
UNITY MATRIX IT MV | &4 28 « B wjEe20] of 413]
_WorldSpaceCameraPos | €= Z7F U] 7142} %]
_ProjectionParams Wele] JEe e 2Ae Be, UAe B 9 1/9Ae 3
_Time e o A AIZHE/20, t, %2, t*3)

9.1.5 OpenGL ES 3.0 124 mjlo|=z}Ql
2 spo]=Zalelo TR Y sk A 9 27 Aot 7t ojgeof $]x]5=A] of= A
o] T3t}
& 28L& OpenGL ES 3.0 g sglo]=z}el =58 JzFA o2 ¥ eEYtt OpenGL

ES 3.0€ Wt= 2= e] 5} S oA F23 wAlo]s OpenGL 3.3 AFokol A 545
SN

Transform

Feedback

Primitive

Shader Assembly

== -
. Fragment Per-fragment

1% 9-2 OpenGL ES 3.0 Z2249 7t5 mjo|=z}el
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9 2w 287 7]y
9.1 APEXf X/ E Ao/
e REE!
Zeju)e) s ghAlol) A Sheletel e A, A, A4 % B 2ol ofs) A EE ehet
EESEEEERE S
EEEDE
cEEDEEE ERR
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33 HeltE 38

Zefole|n of Y 4-e]
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N
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e
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il
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)
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N
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[
et
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# =8 3}

SRR NP R
Alele = 2.

Ne sl 2719% HAsksh] o) E e g,

g WA Z Bl7] Ao 22l o) Aakshr] A% T2 b
3

z7b8 QAT 7 27kel) of7 g4 9 P2EsL AL B 25 HiE
== 2 E, 249, guje. o] 27bd g Az 7t 27}
HAg 27 A4, 7o) w20l go] 3hal HE 2 ey v A5y

9.1.6 Vertex shaders
A7 4lolel AlE A2 Eele] 2 YRl e @ ank APk A Aoje)e] £
Az 24 HER FolAE 2 e 3D 922 3 F7he] £
Z W3 Zlo] & A= APyl
AR el oA AE Z=F 9.1.2 o]r 7= F|o] A 2] 9-141F FxsHY A L.
s Y= AR Aoy o] YA Ut AR Alolvr) 3t whEshA] d& 7+
&0 o 257 2AHU
Shader error in 'Custom/ctTextured': '' : function does not return a value: vert at
line 36

AANA G Aelel 27 T2 4 HEsh 9 2H AT QYo FATYTh A 3
E+£ Unity 7]¥ kel Model View Projection "JE 22 UNITY MATRIX MVPE A}-§3}o =
A F7relA 3ld Tz s HEg ),

output.pos = mul(UNITY_MATRIX_MVP, input.vertex);
g3 Hx2E 27 dlolt]dl varying W5E ADE |4k, o] & o] F Hx) WdE ] o)

£ oJul opgueh,

Ee o Ao g AN Flel A 4= FZoF W3k Urc, ito] x5 AA|LF Al
o] Fo = Atz of] 3l o] E =5 RAst W kdel] W3 vjE o] o] HXF Fil
of Ut x| daks Agstd FANA dge &AE FAAFUL 22 -4= mjEY X
o] 9L 7| & yorld20bject Unity "lEZ=¢]Ut}. o] MjEEAE 4x4 vjE2o]|B g 3R
= gl wWE oA 44 % WEE A E Y

float4 normalWorld = mul(float4(input.normal, ©.9), _World20bject);
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9 2 Zgi= 7]
9.1 AIEX} X1 & Ao/

22 0% F7F3Yt. o] A o] 434 %LMW we] i
= SR A2 3h] A3l 2oshd, FHxe disliAs 48A ARl HEA] shte "‘°]°1°F

2% 499 5 gy 2 3
o1 Aelelel o|s) *e)h spsA el

7
4 o1l Aol e, A v
A2, o]d Aol wube] A HEZ | 4H57] £

S A% o] YES A3 v

»14.
B

r-{m

°3i _lh

g g3 27 dlolef oA FRE A dF a3 AA dolddAE i
B Uk A4 H9 H"a](‘*]-ﬂ wjFolgt s 3 dF 5 l‘é‘"] We AH8ske] 2 A
| 29 Je| A& Frlshe A5 7o) dl2HE At 8 vAlE W (deform)
F e & 4HA 7]“13":3"]‘:} AR Aol oA Mg Wolgas sl o] A o AA)
s8] ™ pragma A A3 #pragma target 3.0% F7}sl o} ?‘L‘f]“/]‘ o|Zl o] Aol 2w 3.0
Frd3HA A8 7He st wise gyl o]y 2 3.0¢0 ulel Ao = 470 <] "2 -%‘;4\
o147 A1 A A2 Ssalef st D712 OpenGL WA A3k
74HA B4 7 5ol #pragma glsl A A= FILal|oF Fu . o] xAES A d5HA] ?%-g 73
b5 7o) o]of Wit &7 WA A7} FAF .

Shader error in 'Custom/ctTextured': function "tex2D" not supported in this profile
(maybe you want #pragma glsl?) at line 57

EI AA Hojr A= “AxFA ofyH| o] (procedural animation)” 71 & AF§-35)o
A é'a— °H"]“ﬂ°l’5“_§}“ﬂ F dFych dlelg oA Azt WaE ARE-shE Azt ¥ —}F—i’ﬂ A7
HEZE FAE 5 dFU. A 2992 AR 4‘“"]‘3"“/\1 :rLU‘]E]L = ke 7]‘_"“’]‘4.
Unity< °] 7= AH83l MNP 43 9245 Ao RS ofyw|o] A3y}

9.1.7 ™ Holy U=

0
)y

>y
1-4_4
rN —lN'

x l)«_*,o_%:-h:“.:
FW Ll w

o S,

A4 delde] g @ Bde 228 Ba AoPUch dAlel 9 TRAAE AR 54 9
A 9 e B Qg
S AMEE A gstel oS ol 5 W S S A2 A el o, A, Wl

struct vertexInput

float4 vertex : POSITION;
float4 tangent : TANGENT;
float3 normal : NORMAL;
float4 texcoord : TEXCOORD®;
float4 texcoordl : TEXCOORD1;
fixed4 color : COLOR;

¥
AL A 8 5e] Aol B3
Ju e}, dlele) ghA| Abe ol A A2
float3 tangent2 : TANGENTIALF} 7ro] Z-5-¥] AJmHElE A}§S 39 of-33} 22 539 & F/
7} A o,
Shader error in 'Custom/ctTextured': unknown semantics "TANGENTIAL" specified for
"tangent2" at line 32
A5e 130 MEX D23 Je Tz o) 95F ARk Fieh. Unitye o3t
7‘°l 7P dnbE °‘Eﬂ uH7H da 23l sl vie] Aeod 98 325 Alesdth
appdata_base, appdata_tan %! appdata_full. °| & 7+&+ UnltyCG.cglnc include 3} ef A
5lo] Qlreh. 9 34 Qe P2 ol Al appdata_fullel ST o] gelAE T
ZE A9 227} ¢13 include Sl uk A A3}

_\ﬂ

9.1.8 ™ 4old &= ¥ varying B4
4 oY) YL BEA 4R AP AEF TP Y FRE FolPUh o Al
AE 29 727h S dealAl o 28 2718 5 ey,
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9 25 Z2H 7]
9.1 APEX} X E ol

t}& Z =+ UnityolA 2 438t= Al E (semantics) S Y2y},

struct vertexOutput

float4 pos : SV_POSITION;

float4 tex : TEXCOORD®;

float4 texSpecular : TEXCOORD1;

float3 vertexInWorld : TEXCOORD2;

float3 viewDirInWorld : TEXCOORD3;

float3 normalInWorld : TEXCOORD4;

float3 vertexToLightInWorld : TEXCOORDS;

float4 vertexInScreenCoords : TEXCOORD6;

float4 shadowsVertexInScreenCoords : TEXCOORD7;

s

3= AA Fx = A 9hE sv posITIONS AMg3te] Ao Uch. €lxax] 271, o] e, g
XHE] TEXCOORDNS T3t thokdt B7ke] HEE 27} dojvj 2 Ay},
TEXCOORDO<= UHFA 07 UVL L ZE ofoFE 31 TEXCOORD1IZ o] E® UVE LS E o okz ],
x| uk 7| &Aoo 2= B E 4| o] S TEXCOORDO~TEXCOORD7 A 27+ dlo|t] 2 Byl 4= )&
t}. 7t B7b7), & 2 AREl L FH o 47]9) floatS A E]¥ 4= 9iok= AL Folslof . u)
Egxe} 3ol o] & HaE oy Bzl APy} o] W EYXAE varying 4R A
e 5 2 A o]d 79 (floatdxd myMatrix : TEXCOORD2) Unity= RE.7}7]
TEXCOORD2~TEXCOORD5 S A}-&-3rUt}.

AR Aol el A 27 dlojd 2 Agdsls EE dolge 7|EHoR Ao 25y A
A vi, v2 W ovzel o3l FeolE= Az qte] B H Al sl e gho]=Zalelel FA
Aloleief 27} 4ol Abo]dl] $)x]sh= 2B o) A7t FA T4 FAE 11, 12, 13F A
slo] A Az A3 Bzro g A HTE A}

H
3l

Vi(x1,¥1,21)

X = Alxl + AzXz + 13X3
y= My1+4y2+43y3

ZzZ = 1121 + AZZZ + 1323

A+A,+43=1

Vo(x2,¥2,23) V3(x3,¥3,23)
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* Properties 5% AF§.
o Eg

o ZTZ YL B3 ATYEA.
Properties &8 AH-§-3}] 74"}7] °“*‘] th3lr o uniform E‘i—?% 4o & lsyret
Properties 5ol Al BE Wy A HAAP] ol WS o] 53 7 Jdg ).

o} ZE=+= AR ctSphereMatd} AZF 4ol oA 9] properties 5 YUt}

Properties

_AmbientColor ("Ambient Color", Color) = (0.2,0.2,0.2,1.0)
_MainTex ("Base (RGB)", 2D) = "white" {}

Properties &394 Z+7} Ambient Color %! Base (RGB)S] ©o]E2F Aoyl W4
_AmbientColor @ MainTex7} sl o] &3 3 215 AAL7] o] EAIFH Y},

e 2ge AR A4S 4 FRye,

& Inspector | =
ctSphereMat g 2
Shader | Custom/ctTextured + || Edit.. |

Ambient Color

Base (RGRB)
Tiling Offset
=1 [&] I
¥ [ o sl

% 9-5 Rtz HAP|9l &4

Properties 5% &3l o]t E dloJe] & AL3t= A2 oy /MY A oA 53] 8%
Yok 502 deleE W Ashw kel EAE FAT 5 971 BB

Properties 5o x| 5= )= WS JAL o} 53 5yl
¢ Float.

*  Color.

e Texture 2D.

+ Cubemap.

* Rectangle.

¢ Vector.

Properties 552 ol & 59°] o|A A2 HE dlo|e & 28 = 3tAY A A Al dlo]¥
$ Aajo} she AT dolelF AFehe 88 Puol obquich

Aelel = wlolel & ADshes v & WS ZEIHY S 3l 2AHENA ADst= Y

) dlo] e & ol 2 Agshs o AT 5 9 ol wiA
P 2ubs el WA =) bt 915 ek,

H 9-2 S K=ot HZE HI0/HE Ho|H 2 MEst= 7H LEHNel HAME

oAM=

SetColor (propertyName: string, color: Color);

SetFloat (propertyName: string, value: float);

SetInt (propertyName: string, value: int);

SetMatrix (propertyName: string, matrix: Matrix4x4);
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#9-2 5Y Xtz22t HZE H0|EE oIt = MEst= 71y e HME (HF)

HAME

SetVector (propertyName: string, vector: Vector4);

SetTexture (propertyName: string, texture: Texture);

FEA = wld FhelErt A S AR etr] Ao = A FheE} shucamo] w7}l
T

W o) o] T lse] 49 QY] eI g o2 A olok Joich, 2 T
* HE—._(stham pr‘OJectlonMatr‘lx) d -3 H3l vjE=

(shwCam.transform.worldToLocalMatrix) ¥ A3l 232} = éﬂ(m_ShadowsTextur‘e)ﬂ- 4l
SEEETENEY
o] & 72 4lolt] el A ©]E°] ShwCamProjMat, ShwCamViewMat % m_ShadowsTexturedl
uniform W42 A& 7153y

& TEE o gA dEL 2 W H2A7) shunats % 5o] 3 ARE Fol Aol 4D
A BFY}.

// Called before object is rendered.

public void OnWillRenderObject()

// Perform different checks.

é%éateShadowsTexture();
// Set up shadows camera shwCam.

}}.Pass matrices to the shader
for(int i = @; i < shwMats.Count; i++)

shwMats[i].SetMatrix("_ShwCamProjMat", shwCam.projectionMatrix);
shwMats[i].SetMatrix("_ShwCamViewMat", shwCam.transform.worldToLocalMatrix);

// Render shadows texture
shwCam.Render();
for(int i = @; i < shwMats.Count; i++)
shwMats[i].SetTexture( "_ShadowsTex", m_ShadowsTexture );

s_RenderingShadows = false;

9.1.11 Unityoll A 40| C|eH
Unityoll A= Fdlle] ZE9} L Ao
ojt]e] £¥& Ag-3te YWAlstE = B
s A sl oF ]}
t}— aYL 9.2 2F FHYL A&t
%l #l°]v] ctReflLocalCubemap.shader?

o,
i
NN
A
i
£
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o2 27 dlold s Y AAte] Atslwl 22 £ wbAl WE 2 A= g5

return float4(normalize(localCorrReflDirWS), 1.0);

R N T 7}%‘:‘ L Z R XEFo 2 g goke
2e dehuth $& PR b g 1, 3 o] sl Welq 2ok 2% BelFy
o},

FE2ER QIS 25 OR Foht Wb HE, 5 LEF Mol wakEl Wo] ST ety
Ysk,

Ao el MEl7l $2 78 AT, o) THLv} 002 ST Ase
ofe] 74229 744 5 9EUh

ohe 1ge 2] 29 AR PFEE 22 A ME 2 A @ At

J8 9-7 OE MYE ALESH Mol Tl

100140_0402_00_ko Copyright © 2014-2017, 2019, 2020 Arm. All rights reserved. 9-151
2



9 2 Zgi= 7]
9.1 AEX} X & #jo/f

WS e Fok Ae] ou] S AN Al oS g S dons @ b Ay
T 2o AT WAL, S Fol FHEE 2H 54 B ME el Y TH 22w i
& 5 g

=]

float3 normLocalCorrReflDirWS = normalize(localCorrReflDirWS);
return float4(®, normLocalCorrReflDirWS.y, 0, 1);

o) A%, FHE A A% AR F2 2L BARY F, o] YEE Fohe 2
Edueh HoBE o] Wbt X, Z 3 -2 Bl R o5 AL R Aryy
o},

ohe 19 B S A§E Aol TnAe RelFych
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9.2 2 FEYZS AE50] A} 78

9.2 24 FHY S ALESH0] BEAL 713
=27 Faajel M kb 2ukel tubo] 2ol A At Ael sk o 483 AUt
Unity WA 5 o] Aol 22 FEA o 7|k vkALE wiap =z u 2 T EUc}, o] & vk
AFE AR 21 el oA FERS] A A S E = dbabe) ZEo] ofE 3 o] batel AFE
& 9%y
A RE A AR dlon 24 dguc
o 9.2 B4 72E2] o4} H| o] 7] ] 9-153.
o 922 BF FHIE Agsfo] £oLE WAE Y ol 8] 9-155,
« 923 Fo]r] & A oA ] 9-157.
o 924 FEB HEJF H|o] x| 2] 9-159.
o 925 G-y WA Fze]F Hlo] ] L] 9-163.
o 926 FEHE HYE HF 7] 2ZHEF &= 7= F)|o]x] 2] 9-166.
9.2.1 HIA} 89| A}
e A G QA M $ 02 g T 9% e 2] A9l B e 9
Ut
FHze| £74 F s 7 wF Y. o] 71 HE At W o] F2 A F4 Ee 2
Ak AgetA] @i AR HF b w2 e AlE ol dgeh
& ae A o) 27 W3
E
Object
vertex
O3 9-9 M o EHE ™
o 1Y FEE 2o 2 i) SR A melFy e
The spherical surface is
mapped into 2D:
R, 1
U =—+ =
m 2
R 1
y
vV =—+ =
m 2
m:Z-JRi + R} + (R, +1)2
2 9-10 7M™ 2D of & 9y Al
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o Aol el WAle] YA, FH FAE 2L FAo] AL @ A AF
19994, SF=g]o] 1453 7o 2 FRYPE 452 5 9ol 5k FEAL oln)A] o
= A4 $44 7R N5 B v e Y Abolehs BAE ARy

)

e 2Re BY R

Unfolded cube &Y
A ‘ s

v a
Ll %7
+X +7Z
N N ”\ L
v v v v
(R
-Z +X +Z -X
% > 3
\'4
Z
+X
J3 9-11 Wa RE
FauF e 3 Fe 2 fFu] 6HS AL H ) 5973‘% FHol 7t wo g Eodx] 7 67l A
A7k B AA R ARE A el gx) ) 67 delow WA, FRPE 7 78 W
Z2335E= 67 FhelE) BERH90% B ZRE2AE)S gt B4 9] dA] AHS div]Y sty
AU 22 oA A ASF Yt} F7 37 Yo ohA] WAt sfFo]
AskA sy
o 292 3 Ak y e
Cubemap

‘U

Reflective surface

a7l 9-12 S8k HiAL

37}t o] WE & lookup &4
7

A& e

FBEWE 7julo g wiAE L3 sle wialxl #E RS
texCUBE() & AH&-3le] 5729 _Cubemap o H-¥| € AL

float4 color = texCUBE(_Cubemap, R);
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sy g B e o7k 27w A ol AgEUch 27 dloltsh Frsel 82
A& FhA g,

float3 R = reflect(D, N);
float4 color = texCUBE(_Cubemap, R);

U T A7k A gl A BT Skl S AR 2 sl
o kst Eabel e sl 2RAA F2 AHEFIC: s o] WAk 2.

e 2Re AER WS RelF )

-y

/

- ;”".’ wt
J3 9-13 EXE HAL
272 B o Z1UE AT A R AL AARIT AL LD 0§ A
float4 color = texCUBE(_Cubemap, R);°l| 272 ] L. H|ET] o "’H?l’ vlelg o] 917] w3y}
g2 So] T3 ZAE R ka4 vl vlele] 2 9S Aol A% v A& Trlo] B
ek, AR el 4 sk 4L 4 ST AakE ATTI. ol B Mo
gro] ulH =] 7] wiE QU k. AA MAA A= A Be ARl B 93] wet 2l

e},

9.2.2 EZ FEHYES ME510{ SHIE 2AE 44
o] FAIE MAs = T EFAL LS Albste ZEAA A 22 2] 2| Eg] o ulel |5}
£ Ay
o] £2 42 Randima Fernando(XglZ AR 9] GPU Gems: ¥A7F 285 Zg 78]
9 ), § 2 el=e Au e sisyeh
o 2R AA FAE AR 22 £HE welFu
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Bounding sphere

Cubemap

Reflective V
surface

a8 9-14 A FHE ASSt 22 3

A FAE AR AEE RS 24 202 AU AR W rE ARgshol
Fuge e 42N E AL E A AZE W Rro] AERU o A WS e
27 A7 vaRe wabel we g e 2 o] AA PAlsh wAkstE AH pE FHUTh
Faslo] AR Fua 34 cRE LA p7hx] Al el v & wHEU e o] MEl S AHgs)
of FEolx B=AE 7hA g

float3 R = reflect(D, N);

Find intersection point P

Find vector R’ = CP
float4 col = texCUBE(_Cubemap, R’);

o
—_
o

[o)
k¢

[e} T

]. o] 3 o) 7}k A T A k5 AFAE 7 A uk Fwd ukA} Z o) A
AL o) =

7
A=, of Wl £ e AR AA TAske] BARE A dneF
P are Folok shid) olzie] nlwA B3Hstehe 2o,

20109, 3 NLRAIY http://www.gamedev.netd] 3 TR A B} AR £FAAS
B3], of WY e o] A FAS AR A o8 el A% Y By B
AE )2 N5} X}/ﬂ]ﬂ Y. http//www.gamedev.net/topic/568529-box —
projected—-cubemap—-environment—mapping,/?&p=4637262% F+Z3I A L.

e 1R A AAE AT 22 £9S BoAFh

rlr
T

(
7

il

. Cubemap
Bounding volume
N R
— R’ »
N C \/’
~7|P

Reflective surface

\'
J% 9-15 A M4XIE AIESt 23 =H
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L EEEEL
- QAT BAoeREe 2YS FH |- S 22 BN 29S¢ T}
a17) $lall = Aslolq ARy |« FEg 9917} kel gl
e - olEE Frgle R 2y Fagio] dE A et SulFyc
o TER A Aol SlEdth | Fa9 350 22 87 g 7S4S 245 e wEA 24 5
A& AgalloF T,
o 29 27 FRPS Aol 44 SrhE Al 448 A g welF U
J% 9-16 =HIE YAt
9.2.3 ol 4

o] dellA= 22 FEYPL ALt ALE T3k AloldE ARy
A3 dAleldle 27 dleld 2 Ads = 370e] 2715 2R e = Ay

. A 9=
o _}s',_ HJ—%J:.

. &

o] F B Y= F:E YUYt}

th ZEE UnityelAd 22 F29E AL8-3ho] HhALE 3 4llole Yt

vertexOutput vert(vertexInput input)

vertexOutput output;

output.tex = input.texcoord;

// Transform vertex coordinates from local to world.

float4 vertexWorld = mul(_Object2World, input.vertex);

// Transform normal to world coordinates.

float4 normalWorld = mul(float4(input.normal,@.0), _World20bject);

// Final vertex output position. output.pos = mul(UNITY_MATRIX_MVP, input.vertex);
/] ----------- Local correction ------------

output.vertexInWorld = vertexWorld.xyz;

output.viewDirInWorld = vertexWorld.xyz - _WorldSpaceCameraPos;
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output.normalInWorld = normalWorld.xyz;
return output;

¥
BF s ) AR GAE ME S 27 dold el dabgdch 2 248 A WS
A2 ST o] MEE Agate] 2 FRWeA WA B2AE SbAFU. 2 g 8
At e Agated 29 A A9

floatd4 frag(vertexOutput input) : COLOR
{

float4 reflColor = float4(1, 1, 0, 0);

// Find reflected vector in WS.

float3 viewDirWS = normalize(input.viewDirInWorld);

float3 normalWS = normalize(input.normalInWorld);

float3 reflDirWS = reflect(viewDirWS, normalWS);

// Working in World Coordinate System.

float3 localPosWS = input.vertexInWorld;

float3 intersectMaxPointPlanes = (_BBoxMax - localPosWS) / reflDirWsS;
float3 intersectMinPointPlanes = (_BBoxMin - localPosWS) / reflDirWS;
// Looking only for intersections in the forward direction of the ray.
float3 largestParams = max(intersectMaxPointPlanes, intersectMinPointPlanes);
// Smallest value of the ray parameters gives us the intersection.
float distToIntersect = min(min(largestParams.x, largestParams.y), largestParams.z);
// Find the position of the intersection point.

float3 intersectPositionWS = localPosWS + reflDirWS * distToIntersect;
// Get local corrected reflection vector.

Float3 localCorrReflDirWS = intersectPositionWS - _EnviCubeMapPos;

// Lookup the environment reflection texture with the right vector.
reflColor = texCUBE(_Cube, localCorrReflDirWS);

// Lookup the texture color.

float4 texColor = tex2D(_MainTex, float2(input.tex));

return _AmbientColor + texColor * _ReflAmount * reflColor;

$1e] 27 dloly] ZE=of A =7] _BBoxMax ¥ _BBoxMin<> A EF<] F o 9 FHX 2H YUY
t}. W4~ EnviCubeMapPost FE o] WA HE ¢]x|glutt. o] FH& ]S 2 E oA 4)0)
Hq2 AgFdycl.

[ExecuteInEditMode]
public class InfoToReflMaterial : MonoBehaviour

// The proxy volume used for local reflection calculations.
public GameObject boundingBox;

void Start()

Vector3 bboxLenght

boundingBox.transform.localScale;
Vector3 centerBBox

= boundingBox.transform.position;
// Min and max BBox points in world coordinates
Vector3 BMin = centerBBox - bboxLenght/2;

Vector3 BMax = centerBBox + bboxLenght/2;

// Pass the values to the material.
gameObject.renderer.sharedMaterial.SetVector("_BBoxMin", BMin);
gameObject.renderer.sharedMaterial.SetVector("_BBoxMax", BMax);
gameObject.renderer.sharedMaterial.SetVector(" _Env1CubeMapPos", centerBBox);

)
¥
_AmbientColor, ReflAmount, W|¢] ®A3] 4l Fual &l2~3] 218 yniform MFE $4 &5
oA Hlo]dE AZgc}.
{Shader "Custom/ctReflLocalCubemap"
Properties
_MainTex ("Base (RGB)", 2D) = "white" { }
_Cube("Reflection Map", Cube) = "" {}
_AmbientColor("Ambient Color", Color) = ( , 1)
) _ReflAmount("Reflection Amount", Float) =
?ubShader
Pass
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CGPROGRAM

#pragma glsl

#pragma vertex vert
#pragma fragment frag
#include "UnityCG.cginc"

// User—specified uniforms

uniform sampler2D _MainTex;

uniform samplerCUBE _Cube;

uniform float4 _AmbientColor;

uniform float _ReflAmount;

uniform float _ToggleLocalCorrection;

// ————Passed from script InfoRoReflmaterial.cs —————--—
uniform float3 _BBoxMin;

uniform float3 _BBoxMax;

uniform float3 _EnviCubeMapPos;

struct vertexInput

float4 vertex : POSITION;
float3 normal : NORMAL;
float4 texcoord : TEXCOORDO;

struct vertexOutput

float4 pos : SV_POSITION;

float4 tex : TEXCOORDO;

float3 vertexInWorld : TEXCOORDI1;
float3 viewDirInWorld : TEXCOORDZ2;
float3 normallnWorld : TEXCOORDS3;

—

’

9% el

{)
=z dleld ()
ENDCG

}
)

AT 2ATE AL duae 29 A

-

9.24 AEM ZEHE

CubeMapGen< FE W] ZE]gS A&3sl= AMD =79 Ych. AMD 72
(http://developer.amd.com) ] CubeMapGen< tl+2 X
29 o]u]x] & UnityollA CubeMapGeno 2 HRE W= %EUE o]m
AR oF FUc}. o|u|z]| & ARSI B &2 FEF 926 7?
FES =2 FZE Ho]x] 2] 9-166F FZ3IIAAIL. ] —r—;r—“‘ B 3% st Ao s
Zh B oln x| & NEA S E AT = glF )
o] o] AT YUEE Asset Y HE T 2] editor ET] o] wx] sl oF ]},
FE HA 7] =45 AL WY
B uﬂ /\g 2] 75]'1/]5]-
2. GameObJect W54 Bake CubeMap =75 A|zHst ),
3. FE9 9 e} Ay $13]E AleEy .
4, ABHo g Fra Y-S H§3sledd NHE o|v| x| & AAF Y}

o} 1818 Bake CubeMap =7 ¢lE] #o] 2t}

lo
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Bake CubeMap [E]
Set the position to render from and the cubemap to bake.

Script [ BakeStaticCubemap @
Render Paosition A BBox (Transform) o
Cubemap i ctlocalReflCubemap @
Camera Depth 24

Camera Layer Mask | Ewerything s |
Camera Background colo G
Camera Near Plane 0.1

Camera Far Plane 2500

Camera Use Occlusion [

Cubemap Filter Mode | Trilinear ik
Anti Aliasing 4

Create Individual Images [_]

[ Bake! ]

T2l 9-17 Bake CubeMap = QIE{HO|A
CubeMapGens AHE-3le] FEA ] 7} o]n|2]| & /A 08 23 4= gl

Select Cube Face =5l dlfollA 2= HS A5l Load Cubemap Face HES
FUd BE do] W FEUSE 3| A7) EulEx] Falst= Ao] e

CubeMapGen— Filter Type =& th oA cfokdt 63 A4S AL 01*1,]

o} 23 de| AA L A5l Filter Cubemaps ¢ 28 S AL} ey e 72

= i7]°ﬂ ujz} 2 v‘i‘—"l ZAE F 95Ut A A FAo gl FEYE 79,%—3}7] ol

Fras odd °l“lﬂi k! “3} AA L. e 27} A4 A g2 oy FRYE oA 2

E3to] w7 W iﬂﬂ”‘“*ﬂﬂ

FEAE CubeMapGen 22 7hA & wl= b A2HE AR Y

1. FEYHE Ho]2E o /)8 o]u|x]F A A= Falshs A9ty

2. CubeMapGen =75 A|A3}aL ofd Fof| UJdE Ao wpe} F29 o|u|zx]& 2=3Y
=y

3. FEME g dds B FH 22 o|n|RE AU}t A3 FHAU) ErlssrE 2

HE *}%K}ﬁl *‘@H}L A5 olE T8l FEPS A 2= 35

éﬁﬂﬂ&*ﬂ%ﬂﬂﬂéﬁﬂéﬂé%iﬂﬂ@%ﬁﬂW

FEHE NE ouxE A

t}& = CubeMapGen®} Unity AFe]e] FE9 o] el x

—tt

v ok

olrt

7} BAE RAF

s
*

I 9-4 CubeMapGeni} Unity AlO|S| FE HO|A QIEIA ST} 2HA
AMD CubeMapGen | Unity
X+ -X
X- +X
Y+ +Y
Y- -Y
7+ +Z
Z- -Z
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o}e 298 67 FE o]u]x]7} EYE CubeMapGens Ko FUrc},

Elll CubeMapGen: CubeMap Filtering and MipChain Generator E@

Input CubeMap (512x512): Format ABREGBBE
Thread 0: Ready

Input Degamma: 1.000

Width in Tex
Edge Fixup 'I,r

Pull Hermite © #

ghiting

mima; (1000

13 9-18 CubeMapGen
t}5 23 CubeMapGen®] 7H¢-A| ¢k e & 83t 42/ a75 FdF Al
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Eill CubeMapGen: CubeMap Filtering and MipChain Generator E@

Output CubeMap (512x512): Format X8REGBBS
Thread 0: Ready

1e+0;

1.000

hod | Pull Hermite

1.0000

.00

J2 9-19 A2| 12 H0{FT= CubeMapGen
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Generate the Import individual images Apply filtering in
cubemap and save CubeMapGen and save

images separately in CubeMapGen each image separately

Create an empty cubemap
in Unity and fill in each
image with the images from
CubeMapGen

Use the filtered cubemap as
any other cubemap in your
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A ehesh 2ol & 4 PEU,

tax = (Ax = 0y) / Dy

tay = (Ax - Ox) / Dx
tay = (Ay - Oy) / Dy
ta, = (Az - 0z) / Dz
tgy = (Bx - Ox) / Dx
tgy = (By - Oy) / Dy
tg, = (Bz - 0z) / Dz
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tmin = (tax> tAy) ? tay: tAy
3o Hud oA o] Aol o AL ¢ o] R

tmin = (tax> tAy) ? tay: tAy
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9.2.6 FEMZ MMEHE T AJEEZ AA AE
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/*

* This confidential and proprietary software may be used only as

* authorised by a licensing agreement from Arm Limited* (C) COPYRIGHT 2014 Arm Limited=*
ALL RIGHTS RESERVED

* The entire notice above must be reproduced on all authorised

* copies and copies may only be made to the extent permitted

*/by a licensing agreement from Arm Limited.
*

using UnityEngine;
using UnityEditor;
using System.IO;

VAT
* This script must be placed in the Editor folder.
* The script renders the scene into a cubemap and optionally
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* saves each cubemap image individually.

* The script is available in the Editor mode from the

* Game Object menu as "Bake Cubemap" option.

* Be sure the camera far plane is enough to render the scene.

*/
?ublic class BakeStaticCubemap : ScriptableWizard

public Transform renderPosition;

public Cubemap cubemap;

// Camera settings.

public int cameraDepth = 24;

public LayerMask cameralLayerMask = -1;
public Color cameraBackgroundColor;
public float cameraNearPlane = 0.1f;
public float cameraFarPlane = 2500.0f;
public bool cameraUseOcclusion = true;
// Cubemap settings.

public FilterMode cubemapFilterMode = FilterMode.Trilinear;,
// Quality settings.

public int antiAliasing = 4;

public bool createlndividuallmages = false;
// The folder where individual cubemap images will be saved

static string imageDirectory = "Assets/Cubemaplmages";
static string[] cubemaplmage

= new string[]{"front+Z", "right+X", "back-Z", "left-X", "top+Y", "bottom-Y"};

static Vector3[] eulerAngles = new Vector3[]{new Vector3(0.0f,0.0f,0.0f),
new Vector3(0.0f,-90.0f,0.0f), new Vector3(0.0f,180.0f,0.0f),

new Vector3(0.0£,90.0f,0.0f), new Vector3(-90.0f,0.0f,0.0f),

new Vector3(90.0f,0.0f,0.0f)};

zfoid OnWizardUpdate()

helpString = "W P& A A& 9 x| 9} wlo] AT FRHS A FYL";
if(renderPosition != null && cubemap != null)

isValid = true;
else
isValid = false;
}
?foid OnWizardCreate ()

// Create temporary camera for rendering.

GameObject go = new GameObject( "CubemapCam", typeof(Camera) );
// Camera settings.

go.camera.depth = cameraDepth;
go.camera.backgroundColor = cameraBackgroundColor;
go.camera.cullingMask = cameral.ayerMask;
go.camera.nearClipPlane = cameraNearPlane;
go.camera.farClipPlane = cameraFarPlane;
go.camera.useOcclusionCulling = cameraUseOcclusion;
// Cubemap settings

cubemap.filterMode = cubemapFilterMode;

// Set antialiasing

QualitySettings.antiAliasing = antiAliasing;

// Place the camera on the render position.
go.transform.position = renderPosition.position;
go.transform.rotation = Quaternion.identity;

// Bake the cubemap
go.camera.RenderToCubemap(cubemap);

// Rendering individual images
if(createIndividuallmages)

if (!Directory.Exists(imageDirectory))

Directory.CreateDirectory(imageDirectory);

RenderIndividualCubemapImages(go);

// Destroy the camera after rendering.
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DestroyImmediate(go);

zfoid RenderIndividualCubemaplmages(GameObject go)

go.camera.backgroundColor = Color.black;
go.camera.clearFlags = CameraClearFlags.Skybox;
go.camera.fieldOfView = 90;

go.camera.aspect = 1.0f;

go.transform.rotation = Quaternion.identity;

//Render individual images
for (int camOrientation = 0; camOrientation < eulerAngles.Length ; camOrientation++)
string imageName = Path.Combine(imageDirectory, cubemap.name + "_"

+ cubemaplmage[camOrientation] + ".png");

go.camera.transform.eulerAngles = eulerAngles[camOrientation];

RenderTexture renderTex = new RenderTexture(cubemap.height,
cubemap.height, cameraDepth);

go.camera.targetTexture = renderTex;

go.camera.Render();

RenderTexture.active = renderTex;

Texture2D img = new Texture2D(cubemap.height, cubemap.height,
TextureFormat.RGB24, false);
img.ReadPixels(new Rect(0, 0, cubemap.height, cubemap.height), 0, 0);

RenderTexture.active = null;
GameObject.DestroyIlmmediate(renderTex);

byte[] imgBytes = img.EncodeToPNG();
File.WriteAllBytes(imageName, imgBytes);

y AssetDatabase.ImportAsset(imageName, ImportAssetOptions.ForceUpdate);

AssetDatabase.Refresh();

[Menultem("GameObject/Bake Cubemap")]
static void RenderCubemap ()

) ScriptableWizard.DisplayWizard ("F2 #|o]#", typeof(BakeStaticCubemap),"Hl°] 7 3y
o
}
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Reflections from Planar Reflections from
Static Geometry Dynamic Geometry
Use Local Cubemap Use Mirrored Camera
technique technique
All Reflections
Combine both types
of reflections
18 9-27 M U 5N KM Ea| Bt B
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Setting the camera upside

down affects the winding
of the geometry.

Main
camera

B Original
c/ |a geometry

A Mirrored
B geometry

- £
’ ’ LTS
@ l( - %

We need to reverse
geometry when
rendering with the
reflection camera to
fix the winding order. Mirrored camera renders
objects upside down
(flippedY)

Reflective
surface

07 9-28 @M HALE YO sty| 218 0 72t 7|

el Al A Tk Fo) el el 1ok e A A2 ok
A A 0% 32 8 92e] wbpsh S E Y o) wkA Fhlleio) he) ke ol

A2 =S A e oful e,

A L= S S A D et S AeFo}r) Aol A LulEe el RS i A
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. . Build world to camera matrix
Calculate reflection Calculate the position of for reflection camera:

m.atrix RefIMat. the reflection caTera: reflCam.WorldToCam =
relative to reflection reflCam.Pos = mainCam.WorldToCam *
plane mainCam.Pos * ReflMat; ReflMat:

Set projection matrix Render reflections:

Set render texture: GL.ReverseBackFacing(true);
reflCam.SetRenderTex(reflTex) reflCam.Render();

reflMat.SetTex(_ReflTex, reflTex);

for reflection camera:
reflCam.ProjMat =

mainCam.ProjMat; GL.ReverseBackFacing(false);
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—2n,n,  1-2n35 —2nyn, —2nyn,
R = —2n,n, —2nyn, 1-2n; —2n,n,
0 0 0 1

= planeNormal. x
= planeNormal.y
n, = planeNormal. z
n, = —dot(planeNormal, planePos)
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vertexOutput vert(vertexInput input)

vertexOutput output;
output.tex = input.texcoord;

// Transform vertex coordinates from local to world.
float4 vertexWorld = mul(_Object2World, input.vertex);
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// Transform normal to world coordinates.
float4 normalWorld = mul(float4(input.normal,@.0), _World20bject);

// Final vertex output position.
output.pos = mul(UNITY_MATRIX_MVP, input.vertex);

/] ----------- Local correction ------------
output.vertexInWorld = vertexWorld.xyz;
output.viewDirInWorld = vertexWorld.xyz - _WorldSpaceCameraPos;

output.normalInWorld = normalWorld.xyz;

[/ ===-------- Planar reflections ------------
output.vertexInScreenCoords = ComputeScreenPos(output.pos);
return output;

« W W) 27 S 98Ty
27 FAANA B ¥
Eﬂ.
I %
)

[o

SEg 2 Fug NE AR AH B3 WA el Al A14E sl de
QA AW E B4 FE Ak} Agahe v

float4 frag(vertexOutput input) : COLOR
float4 staticReflColor = float4(1, 1, 1, 1);

// Find reflected vector in WS.

float3 viewDirWS = normalize(input.viewDirInWorld);
float3 normalWS = normalize(input.normalInWorld);
float3 reflDirWS = reflect(viewDirWS, normalWS);

// Working in World Coordinate System.

float3 localPosWS = input.vertexInWorld;

float3 intersectMaxPointPlanes (_BBoxMax - localPosWS) / reflDirWS;
float3 intersectMinPointPlanes (_BBoxMin - localPosWS) / reflDirWS;

// Look only for intersections in the forward direction of the ray.
float3 largestParams = max(intersectMaxPointPlanes, intersectMinPointPlanes);

// Smallest value of the ray parameters gives us the intersection.
float distToIntersect = min(min(largestParams.x, largestParams.y), largestParams.z);

// Find the position of the intersection point.
float3 intersectPositionWS = localPosWS + reflDirWS * distToIntersect;

// Get local corrected reflection vector.
float3 localCorrReflDirWS = intersectPositionWS - _EnviCubeMapPos;

// Lookup the environment reflection texture with the right vector.
float4 staticReflColor = texCUBE(_Cube, localCorrReflDirWS);

// Lookup the planar runtime texture
float4 dynReflColor = tex2Dproj(_ReflectionTex,
UNITY_PROJ_COORD(input.vertexInScreenCoords);

//Revert the blending with the background color of the reflection camera
dynReflColor.rgb /= (dynReflColor.a < 0.00392)?1:dynReflColor.a;

// Combine static environment reflections with dynamic planar reflections
float4 combinedRefl = lerp(staticReflColor.rgb, dynReflColor.rgb, dynReflColor.a);

// Lookup the texture color.

float4 texColor = tex2D(_MainTex, float2(input.tex));
return _AmbientColor + texColor * _ReflAmount * combinedRefl;

}
Hw Hele] kAl @23 ReflectionTexol| A B123] MA} dynReflColors FE Ut}
Aol oA _ReflectionTex® uniform W42 A A},

%4 B2 oA Reflectiontex® AA Tk, Lejwl Aekel A B2} o gl Holx] 3
glo] 753k, ol Al e Aukats Eab tw el =g Fuigh.
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// Lookup the planar runtime texture
o] 54 ol i AL AT

float4 skyboxReflColor = texCUBE(_Skybox, reflDirWS);
staticReflColor = lerp(skyboxReflColor.rgb, staticReflColor.rgb, staticReflColor.a);

o] ZEL A WS Zzbol iR E o] wabst AT w,

e 29 ThE §3) wabe] Ae RelFUch
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shadowed W
pixel

8l 9-32 ZT2-xM HEo| 2H £H
oS A ZEE EulE cp HEE AabeE hE S RoF Yy
// Working in World Coordinate System.
vec3 intersectMaxPointPlanes = (_BBoxMax - Pi) / PiL;

vec3 intersectMinPointPlanes = (_BBoxMin - Pi) / PiL;

// Looking only for intersections in the forward direction of the ray.
vec3 largestRayParams = max(intersectMaxPointPlanes, intersectMinPointPlanes);

// Smallest value of the ray parameters gives us the intersection.
float dist = min(min(largestRayParams.x, largestRayParams.y), largestRayParams.z);

// Find the position of the intersection point.
vec3 intersectPositionWS = Pi + PiL * dist;

// Get the local corrected vector.
CP = intersectPositionWS - _EnviCubeMapPos;
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float shadow = texCUBE(cubemap, CP).a;
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if (dot(PiL,N) < @)

shadow = 0.0;
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shadow *= max(dot(P;L, N), ©.0);
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float texLod = dist;

textod®ll AY AlFE FFYtt.

texLod *= distanceCoefficient;

RHEgS 73stE ™ Cg 9 texCUBElod() =+ GLSL function textureLod()S AH&-3}

o WA o] SulE o A A g,
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CP.w = texlLod;
shadow = texCUBElod(cubemap, CP).a;
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float eta=n2/n1;
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float3R.s = refract(D,N,eta);

Find intersection point P

Find vectorR' ¢ = CP;

Float4 col = texCube(Cubemap, R'.f);
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[/ -=-------mmmeeo - Environment reflections ----------------

float3 newReflDirWS = LocalCorrect(input.reflDirWS, _BBoxMin, _BBoxMax, input.posWorld,

_EnviCubeMapPos);

float4 staticReflColor = texCUBE(_EnviCubeMap, newReflDirWS);

[ ======cc=c=sss=os Environment refractions ----------------

float3 newRefractDirWS = LocalCorrect(RefractDirWS, _BBoxMin, _BBoxMax, input.posWorld,

_EnviCubeMapPos);

float4 staticRefractColor = texCUBE(_EnviCubeMap, newRefractDirWs);

U S SO e e Combined reflections and refractions ----------------
float4 combinedReflRefract = lerp(staticReflColor, staticRefractColor, _ReflAmount);

float4 finalColor = _AmbientColor + combinedReflRefract;
A4 _ReflAmount= Z£7F 4lo]t] 9] uniform W42 AGFH Y}, o] A4S AL&-35le] vhabe}
ZA 7} #3& 23T} ALgA7F 2 ReflamountS A sl L3 A1AA a3 E 2
28 % 9
LocalCorrect &2 3L wkAl B2 1 (Attp.//community.arm.com/groups/arm—

mali—-graphics/blog/2014/08/07/reflections—based—-on—local-cubemaps)E 3=
AL

A AW E7t FF AR A5 22 2 kA AR gl 0k 2 2Rl A gy

o 292 22 FERE e R & 2 vl e -4y
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// Returns intensity of a specular effect without taking into account shadows
float SpecularBlinn(float3 vert2Light, float3 viewDir, float3 normalVec, float4 power)

wl$- &g o]

flo

float3 floatDir = normalize(vert2Light - viewDir);
float specAngle = max(dot(floatDir, normalvVec), 0.0);
return pow(specAngle, power);

}
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// Locally corrected static reflections
const half4 reflColor = SampleCubemapWithLocalCorrection(

ReflDirectionWs,
_ReflBBoxMinWorld,
_ReflBBoxMaxWorld,
input.vertexInWorld,
_ReflCubePosWorld,
_ReflCube);

SampleCubemapWithLocalCorrection() 5ol thet ApAZ W82 9.2 2Z FE 7S #}&35)9
WEAE 24 o] ] ¢] 9-153% FZ23HA L.

reflColor= RGBA Ao =g RGB T2 R &7} vkabe] M dlo) el S E3Hela &} A o)
AL g 3te] RS Ef‘é‘%\%t} A2 52 dEeAe &3} Al wkA M AH(Blinn 7] Y-S

Apg-atel Aol FaHveh.

half3 specular = _SpecularColor.rgb *
SpecularBlinn(
input.vertexToLight@1InWorld,
viewDirInWorld,
normalInWorld,
_SpecularPower) *
reflColor.a;

specular it HF WA A4S Uebdud 25 216 o] & 718 5 slay
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zoid CreateQuadMesh()

Mesh mesh = GetComponent<MeshFilter>().mesh;
mesh.Clear();
mesh.vertices = new Vector3[] {new Vector3(-1, -1, @), new Vector3(1, -1, @),
new Vector3(1l, 1, @), new Vector3(-1, 1, 0)};
mesh.uv = new Vector2[] {new Vector2(@, ©), new Vector2(1, 0),
new Vector2(1, 1), new Vector2(0, 1)};
mesh.triangles = new int[] {0, 2, 1, 0, 3, 2};
mesh.RecalculateNormals();

//Increase bounds to avoid frustum clipping.
bigBounds.SetMinMax(new Vector3(-100, -100, -100), new Vector3(100, 100, 100));
mesh.bounds = bigBounds;

}

WAL A E R AN AEA 2YEA FES 1 AA FAR e e 276 whe
A2 2715 A

22YEE A% AFE Akt 27 dlolHl= ARFuIch o] shvek-eh ek W) % sl

e} 2= o] o) RS e gk Evbe] Hof AL A} Beke AA2
o] ol F e},

=& 7% A% ALY

Vector3 cameraSunVec = sun.transform.position - Camera.main.transform.position;

cameraSunVec.Normalize();

float dotProd = Vector3.Dot(Camera.main.transform.forward, cameraSunVec);
float intensityFactor = Mathf.Clamp(dotProd, @.0f, 1.0f);

o

o2
o
K

9.8.3 OE| dl= Aojd RE
t}22 DirtyLensEffect.shader®] =914t}

half3 normalInWorld = half3(0.0,0.0,0.0);

half3 bumpNormal = UnpackNormal(tex2D(_BumpMapGlobal, input.tc));

half3x3 local2WorldTranspose = half3x3(input.tangentWorld,
input.bitangentWorld,
input.normalInWorld);

normalInWorld = normalize(mul(bumpNormal, local2WorldTranspose));

normalInWorld = normalInWorld*@.5 + 0.5;

return half4(normalInWorld,1.0);
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a - Basic cylindrical geometry b - Truncated cone ¢ -‘Truncated cone 'aligned
with sun ray direction
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// Project camera position onto cross section

float3 axisY = float3(e, 1, 0);

float dotWithYAxis = dot(camPosInLCS, axisY);

float3 projoOnCrossSection = camPosInLCS - (axisY * dotWithYAxis);
projonCrossSection = normalize(projOnCrossSection);

[o3

4

rlr:.LL

2=

tlo

// Dot product to fade the geometry at the edge of the cross section
float dotProd = abs(dot(projoOnCrossSection, input.normal));
output.overallIntensity = pow(dotProd, _FadingEdgePower) * _CurrLightShaftIntensity;
A% _FadingEdgepower AH-§3to] Bho] B ARLE o)) ] o] R & n]AFA 2T 5 )

e},

oy

o] ZEYE = A4 _currLightShaftIntensitys A F Ut 22w 7huelr} 2ho]E A2 E
A A8 ol ehol = AZES} o)1= o} 2R

o ZEE 2T EA B2 5 A3 of |2 2T F5)e] glo|E AL E | FbE & v}
Aot HAE AFU

void Update()

float localOffset = (Time.time * speed ) + offset;
localOffset = localOffset % 1.0f;
GetComponent<Renderer>().material.SetTextureOffset(" _MainTex", new Vector2(e,
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localOffset));
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float4 frag(vertexOutput input) : COLOR
float4 textureColor = tex2D(_MainTex, input.tex.xy);
float textureMask = tex2D(_MaskTex, input.tex.zw).a;
textureColor *= input.overalllntensity * textureMask;

textureColor.rgb = clamp(textureColor.a, 0, 1);
return textureColor;

}
ol E AZE oW ET= BE
dAolel e 7HHA £39 < AH8-3t
3 dlolels ok e AAL 227
dx AL w3t A5y

Blend One One
Cull off
ZWrite Off

A BES Zo] W 7] 85l A& v 33
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9.10 o &1}
b Edhe Aol #9715 Wi NS Ak s w7 Fde] BestAE gy
oh 9@ ool Edme 2w E3A 9 5 glgUth
o] & ehgol AR Bew 7o) YUt
o 9.10.1 ¢F EF 7fL o] =] <] 9-200.
« 9102 HAF HF LAY H o] 2] 9] 9-200.
. 9103 o] EFF HF ¢k Ho)x] 2] 9-201.
© 9.104 Bzt ¢b7) F| o] 2] 2] 9-202.
s 9.10.5 Z&w ] =ZF o}/ Hlo] =] 2] 9-202.
© 9.10.6 FEFE AFEF YAF LA A0 2] 2] 9-202.
9.10.1 ol &1} I
AA| AAANAE Dol vhetd 52 o] sJelsl A et b7} 7l ookt o] Fhr} Holi= Bo]
ohet ghe dol, 53] A& ulebd u) & Bejuch
o] &b AA AANA )3 EskE 2 Aglel o] E3F Frbskwl Aol FAH U
o] Wl A abAl Ehe] T BlAE Ae guich
o AAA A <.
- FEF 7]k WAL
T &7 A A4 5 gFdth 4% $2 dRelAE F NS BF AT
9.10.2 XA MY obff
AR 7} Dol A5E AR ko] HolH Q) AR o] Ex 2 Fuch 27t 4lo|tiellA
o] &3 FaAsteE 27k At bl A Aol ek A Wi ST 5 gy
ot oA =& Fheletele] AYE 72 AR dlojy oA < A AAbstE HEE
BojFyret. o] MAE varying MR 27 dlojvj 2 Ayt
output.fogColor = _FogColor * clamp(vertexDistance * _FogDistanceScale, 0.0, 1.0);
Q15 A:
+ vertexDistancew A=} 7hdl|e} 7+ At}
+ _FogDistanceScalet uniform WM Hlo|t & AL = = o=y},
« _FogColore AH&AL7} A ofsh= 7] b AAolw uniform M2 A},
Z7} dlele] oA B7F%l input.fogColor?} 7+ M A} output.Colore} AU},
outputColor = lerp(outputColor, input.fogColor.rgb, input.fogColor.a);
100140_0402_00_ko Copyright © 2014-2017, 2019, 2020 Arm. All rights reserved. 9-200

S ZA



2 2f

=

9.10 2

9 25 25 7]

W =
ol e oy W M
- o (3 o
160 o_l X uw
o < o n
Dy | = w M
X e o Jo
W " ™o = o
o ok My Gy ™
o = ] S
LT <% X .3
3
S M KR gy
il ~ " X0 pPT |
nx Ko oW W
—_ =
() N <
= of N N of i
—_ wAlEE Z_._ O_E ﬂoﬂ
N —_ 5 ~ Jlo
W LE AR T
o Pe 207
=0 BT R WO ~p
~ . X
wp Ao R o
i e T
_— ‘_ﬂoﬂlmr __mi_n_ .urx
N oh e
= L Y
) o = ) 8}
2o
o/ WA T N
R oy R M
B oy W o=y
i S Mz oo
Mar R A
_ﬂﬂul L H =
TR e BT =
wp B ol  Rx
_ﬂ" ) _EM 0_1_ ﬂ_l M —_
M o oA~ N = 2
sy © ) R v s ol
®oxE | Pww Twow o
=T AR M o ﬁ
TR | BXRTH Ty 2
5 o Joo i =x gey Ml
TW | R TE wde M
o
Hd

9.10.3

9-201

ZA

H

e/

iz 4

Copyright © 2014-2017, 2019, 2020 Arm. All rights reserved.
o

100140_0402_00_ko



9 2 Zgi= 7]
9.10 2Pf &2}

ARMMALI

3 9-56 A2l H =0[ 7|2k M 2bY

9.10.4

gy
£l

o Sitle b fre 1

> .

2
|
==

sk
i

o =
N
-

o
ko
rlr
e
oy
i
)
48
=
Lo
b
o
N
i
s
s
raO
=
i
>
)
X
[o
fu
[
o
ololl
=)
zf
A%
rl:l
i

-°
X
HOm 2 oMt

b4
[ fLa2
N
i
)

ol
)

ol
£
=
Y
ne
2
=
i
o,
oX,
)
-
32,

Ut
A2 e e vne Al @
7 ool 77he o2 A et

By
C
al

40 oo
8
)
b
o
N
£
[>
2
i
2
%

}

o &L

n:[; J

=3

z‘g

A

A

=]

2 Otk
)
i
i
2
a3

J n Y
i)

> 2
1o
i
e
kr
o
N
Z
[>
_);1_1’

nl

o

.
Mo s
)

[>

o1 of Hore) @2 g AL ol gt} xo) = HAAT FHY

s

9.10.5  ZzZ|#o|3
ﬂuﬂ

FIH

+r°

L

}7

A ¢

o
o
2
rlr
oll
o
rO
)
et
_]ﬂ

|22 2 Zejle]ad 4 gl

[
)
E E&
a2
1
oft, N
o
o
SLag
o
oy
L
£

9.10.6

_t:_'_l
m
n fo O ol

oo

>
I°
=
12
|'O
I
=_=

O L)

SLft mjy
ot zo O

BN U I i
i
N
2
ol l°
i
i
£
i
i3
o
o
o
Lt
o
o,
o,
ol
rlr
=
2
)
riu

TZ v RolA FH 1570 9] stE|F o] FA ol AR
= i XM EZ| C

2 x)299) Ao 2
EIENRER e

2ouE
_VlI-II

=
13
[y
O, dfn oM
)
N
i
M £
22
=
>
fu
i
o
o
i
A
o
rlr
s
D
X
fol
X
i
e,
(o
i)
)

R
o
o
Mo
12
l>
R
_}‘_.
4
rlr
ﬂ’ =
R

100140_0402_00_ko Copyright © 2014-2017, 2019, 2020 Arm. All rights reserved. 9-202
&N ZA



9 325 225 7]
9.10 Lf Ef

38 9-57 HAK Ql=s TtEIZ

b 2R 2R} g e S A o=y,

ARMMALI o

% 9-58 HIAX Q= TlE|IS

100140_0402_00_ko Copyright © 2014-2017, 2019, 2020 Arm. All rights reserved. 9-203
&N ZA



9 i 28 7%
9.10 oW} &7

W= Hol= &t
NE e 25 FhlEl 9215 VIR & ek uel Flo]= <l B ofx-Fyc). stE|ES d)
o= ol W o}3tA] & A% shElF ] IR ollAl7} meluek,
g A ZEE AolPE Sasks A Aol YuTh
half4 vertexInWorld = mul(_Object2World, input.vertex);
half3 normalInWorld = (mul(half4(input.normal, 0.0), _World20bject).xyz);
const half3 viewDirInWorld = normallze(vertexInWOr‘ld - _WorldSpaceCameraPos);

output.visibility = abs(dot(-normalInWorld, viewDirInWorld));
output.visibility *= output.visibility; // instead of power of 2

Varying ‘ﬂ—’}‘- output.visibility+ I}E]F Z| 24 BZF Y. 27 dlojt] el A o] k&
93 FYEE 4gTic
o ZEE 2 S Bl FU

half4 diffuseTex = _Color * tex2D(_MainTex, half2(input.texCoord));

diffuseTex *= input.visibility;
return diffuseTex;

mhE|Z A

shel 2% Wi Ystela e AAE A F e,

L ShelEg =aq) vhtel vhx et Zefelelnz Al Py,
Tags { "Queue" = "Transparent+10" }

+102 45 52 w57t 9E 2 o]l 971 o TR AAE AR str] wel o] o
Ao 231 A g,
2. AAF By s AAsh ),
Aele] o) Azt Rol The B FAAF UL
Blend SrcAlpha One

3. z Wl djd 27| 5 23T
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ZWrite Off
LIE|S AlAH MA

g ade A FF el A E ShEF Ay AYdyeh

Animation

I

J2 9-60 Y& S= 29| LiE|S AIAR D7 W=

o 19 e Fo] 2EFHE 99s —‘rﬂ—°‘]§‘4‘:}- o] of X oJu|z| gkeo] HtAT FAIFY
t}. ¥k2+= Unity Particle SystemB] WA 24 ShapeE A5}
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o 9.11.3 FF #o]r] o= 2] 9-208.

o 9.11.4 F7Z} #Jo]r] H| o] x] 2] 9-208.
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9.11.2
w Q15 ca%z% At AR 5 et o] ASE shebt aaE 2gste
7o) mel B8 £7hE A5 AU,
g Fol thg 2aMEE 239 s A4 Fue) Y Q5E ALY
// Light-plane
normal-camera alignmentVector3 planeToCamVec = Camera.main.transform.position
- gameObject.transform.position;
planeToCamVec.Normalize();
Vector3 sunLightToPlainVec = origPlainPos - sunLight.transform.position;
sunLightToPlainVec.Normalize();
float sunLightPlainCameraAlignment = Vector3.Dot(plainToCamVec, sunLightToPlainVec);
sunLightPlainCameraAlignment = Mathf.Clamp (sunLightPlainCameraAlignment, ©.0f, 1.0f);
A el sunLightPlaneCameraAlignmentZ} #lo|t] 2 A2 E o] divjgx] MAle] e g =4
.
9.11.3 A 4lold
A Hle] el = sunLightPlainCameraAlignment Q15 A5t Aty &5 MAte] s
zAste o A FY
A4 dlolde MVP ED S 43w, 82x A5S 22 dold 2 A%tz 44 J=
2 24984y
o ZEE o] ZRAZI) o gA) FAHEA RAFU,
vertexOutput vert(vertexInput input)
vertexOutput output;
output.tex = input.texcoord;
output.pos = mul(UNITY_MATRIX_MVP, input.vertex);
return output;
}
9.11.4 Zt 4ol
z27} 4dl°]H = uniform “54—’]‘— A== currBloomColor H1E AMAF-S ALg-8)o] ] 2~3] A}
W S8 AU 22 s A4S A4S Aol 22T,
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half4 frag(vertexOutput input) : COLOR
{
half4 textureColor = tex2D(_MainTex, input.tex.xy);

textureColor += textureColor * _CurrBloomColor;
return textureColor * _AligmentFactor;

EF ¥d> B B5Y ] lEﬂ \:}—°ﬂ el AY gy dlely oA = o 7

Tags { "Queue" = "Transparent" + 1}
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e w2 el e 18 A 225 FEFA] $ES urite Ff B
W ol @ 2% mBgshg.
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e 2e 54 glo] A4E 2EH BE wtel dlud.
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alignmentFactor * occlusionMapFactor

IntensityFactor
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g Agshol el A% g2 VAT

float groundOcclusionFactor = groundOcclusionMap.GetPixelBilinear(camPosXZNormalized.x,
camPosXZNormalized.y)).r;
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Ciet 2 MOlA HiAL 4

FHE 24 adgo|zAld dola d Y EF U WS 23 4% FF vRe B
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Eur ZA ageo|2Ad Hol= =% W (bumpFake) 3} EF =2 # (bumpNorm)-2 B | H o 2
233

Yk Ajell= o 357 AR Y
half4 bumpNormalFake = lerp(bumpNorm, bumpFake, amountFakeNormalMap);
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Shader.SetGlobalTexture (ShaderCubemapl, _phasesCubemaps [idx1]);
Shader.SetGlobalTexture (ShaderCubemap2, _phasesCubemaps [idx2]);
Shader.SetGlobalFloat (ShaderAlpha, blendAlpha);
Shader.SetGlobalVector (ShaderSunPosition, normalizedSunPosition);
Shader.SetGlobalVector (ShaderSunParameters, _sunParameters);
Shader.SetGlobalVector (ShaderSunColor, _sunColor);
Shader.SetGlobalTexture (ShaderCloudsCubemap, _CloudsCubemap);
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samplerCUBE _SkyboxCubemapl;
samplerCUBE _SkyboxCubemap2;
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RenderSettings.ambientSkyColor = _ambientColor;
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half _sunContribution = dot(viewDir, SunPosition);
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half4 sampleSun(half3 viewDir, half alpha);
half _sunContribution = dot(viewDir, SunPosition);
half _sunDistanceFade = smoothstep(_SunParameters.z -(0.025*alpha), 1.0, _sunContribution);
half _sunOcclusionFade = clamp( ©.9-alpha, 0.0, 1.0);
half3 _sunColorResult = _sunDistanceFade * _SunColor * _sunOcclusionFade;
return half4( _sunColorResult.xyz, 1.0 );
¥
g4 i) WSt viewbirectiond} T8 uhe} 2beluts ks Ha) Al4kEl 2shelu e,
el ok 91| e Jbeke] WA o] et AT NE FA JAA7tA| o] AYE Yehle AL
5% Ashe o AR,
_sunDistanceFade Ak smoothstep() 55 AL-&3le] ©oke] FAl oA 7}AALE] Lo 3}
=7H2A AAA Ho| =5 ATyt £ 75 F2olA deke] A S S T AR &
2 AlEEel AT = syt
°] e ¢IE VPR i Erlals 7, g shEe] A @97t eola Wdl=
_SunParameters.z} 1.0 Ato] iy}, ©] ¢ sunParameters.z= C# I HE oA 9.995%
27)3}E, o] 2 5% 27 o] kel | FFY(cos(5 degrees) = 0.995).
A E GA] FEE TAsHE A4 o ] 1352 Frhste] T ALY o ol
Ak B2 AT v
_sunOcclusionFade QI+ At} 502 9ldt L FFAE 7| R "] 7| HqF F5=
o A&y,
g 2Ye TR ols) LFFEsA] e wopgduich
100140_0402_00_ko Copyright © 2014-2017, 2019, 2020 Arm. All rights reserved. 9-225

S ZA



9 325" 225 7]
9.13 EHAfH £7f0/8t~

% 9-83 T&EO 2ol LEFEEX| 2 B Y

100140_0402_00_ko Copyright © 2014-2017, 2019, 2020 Arm. All rights reserved. 9-226
&N ZA



9 325" 225 7] %]
9.13 EHAfH £7f0/8t~

100140_0402_00_ko Copyright © 2014-2017, 2019, 2020 Arm. All rights reserved. 9-227
S ZA



9 3z z8F 7]
9.14 =120/

9.14

e
>0
MHI
o

o
rlr
W,
o
=
x
s
I
L
rlr
rl
:
[l
.
ﬂ]o

T2 Ui 945 dstr] Hel AHEE S

T,
ot
o

oy ¢

o
o
Mo
)
lo
lo,

AE- e 74
Fo] 72 so]z]¢] 9-228.
Fo] WYr] Za]g 3 e]=]e] 9-230.

RIS

ST ST
i
£
32
o)
L
i

ASNS
~ ~
N~

9.14.1

e
sl
(M}
=]
)
0]

iz
MU
i
o
rlr
Al
lo
-
oX,
ko
o
u
P
2
2
i
£

(% L
NS
>

2

)y

iz

[

o
i

o [|f

M 0o
2
)
C
[e]
A
i
Y
o
e[
of,
g
o
=)
r—?i'l
-|_l’

<l A& E = A FEteold.

olo] 4 9)e Belsh BulEolst 2ot AN Pelshe Ok &

<
-
oX,
ko

°l= ES
APE <3} 2
- A

£

N
o,
rlo
(o

13 9-85 HISI=0|
WSlEo] 2L Unity £F FE| 2 A 2WE AR5t 5lEo]e] A3 4T
- Rkl oo o3l AF§-E|= Unity SHe]F A28 AA I}

100140_0402_00_ko Copyright © 2014-2017, 2019, 2020 Arm. All rights reserved. 9-228
&N ZA



9 27 297 7]y
9.14 HIZIZ0/

W

Cpen Editor..,

L

Time

Tirme Particles

v owar Lifatimea
rer Lifetirme
er Lifetime

ar Lifatime

Billboard
1
® FireflyParticles

Maone

100140_0402_00_ko Copyright © 2014-2017, 2019, 2020 Arm. All rights reserved. 9-229
W ZA



9 37 299 7
9.14 BIZE0/

Egd A= 2 A- o sl B S A4S AT . EYd 9y 24 Min
Vertex DistanceS 4743} x
wE A 22 d A5 A3

2~

ES
sk AR Abole] Ha AZE Ao o] 7
1 Holz] ekssyrt.

ol 227t AXF T4
HE 7} AE 5= 9lFY

9.14.2
= =2 774

Z2IHPEE AT 9 Eo] A vl WSE AFE-5haL, Zejgo] uiglEo] A E J2H
Zashl e, el Bl o] $Aalo] AA Ak el Basl o) mz wslolt &40
= el wsbl 54 AR AT Gebd WSl Eo)h FASA B W 5 ¢
el
P9 £72908 AAe) 9 T 33} ol 2ulE 2k Eal Aol Wo] AL o=
WE RS O E ARk AR 9ARGRE 2obE FANE 50 9% §4E AT
BAAA S 17 £EF5E A& nR §AT S5 45} gl
o) BAbe A 9 T el A7 Aol o] sk, 2 Aol el 270e] BA=S} DL
Fjch A RS F AT AHEEL 22 LS 30 Aol 0 27e] RAEE ARE
Ry A WA LD F wA Ao YR E AREsl A WA Ao o] RESL A=,
20 9 A A A HE Agstel T A Aol tel A=} Yol guich
Z2IPEE 29 A 7 bR Eol o d3l oh5& A
. Z7] $A.
« Unity ¥3 Random.onUnitSphere()Z A}-§3}o], 7] uhsk.

100140_0402_00_ko Copyright © 2014-2017, 2019, 2020 Arm. All rights reserved. 9-230

&N ZA



9 325 225 7] %
9.14 Hrz120/

=& Aol o] 2713h5% WA wolFuiet

_fireflySpline[i*_controlPoints] = initialPosition;

Vector3 randDirection = Random.onUnitSphere;
_fireflySpline[i*_controlPoints+1] = initialPosition + randDirection;
_fireflySpline[i*_controlPoints+2] = initialPosition + randDirection * 2.of;

Z7] AloA S A el iU BAEE o] F AR & A&t AR Y

//The tangent for the first point is in the same direction as the initial direction vector
_fireflyTangents[i*_controlPoints] = randDirection;

//This code computes the tangent from the control point positions. It is shown here for
// reference because it can be set to randDirection at initialization.
_fireflyTangents[i*_controlPoints+1] = (_fireflySpline[i*_controlPoints+2] -
_fireflySpline[i*_controlPoints+1])/2 + (_fireflySpline[i*_controlPoints+1] -
_fireflySpline[i*_controlPoints])/2;

HhGlEo] 27)315 Shnsted wglEele] Azt A F7] x| & A zke Aok Tyt
7t Y dvtet 2T EV} g ZER 2R E RIS AlAEsEe] dbglEo] o] X E ¢ d|o]
// t is the parameter that defines where in the curve the firefly is placed. It represents

// the ratio of the time the firefly has traveled along the path to the total time.
float t = _fireflyLifetime[i].y / _fireflyLifetime[i].x;

//Hermite interpolation parameters

Vector3 A = _fireflySpline[i*_controlPoints];
Vector3 B = _fireflySpline[i*_controlPoints+1];
float hee = 2*Mathf.Pow(t,3) - 3*Mathf.Pow(t,2) + 1;
float h1@ = Mathf.Pow(t,3) - 2*Mathf.Pow(t,2) + t;
float hol = -2*Mathf.Pow(t,3) + 3*Mathf.Pow(t,2);

float hll = Mathf.Pow(t,3) - Mathf.Pow(t,2);

//Firefly updated position

_fireflyObjects[i].transform.position = hee * A + h10 * _fireflyTangents[i*_controlPoints]
+ hol * B + hll * _fireflyTangents[i*_controlPoints+1];

el o)} TALS 2 AR AR A e SRS 2APES DA be] B A
Ashe A Takgl 22 AU

//t > 1.0 indicates the end of the current path
if( t >=1.0)
{

//Update the new position

//Shift the second point to the first as well as the tangent
_fireflySpline[i*_controlPoints] = _fireflySpline[i*_controlPoints+1];
_fireflyTangents[i*_controlPoints] = _fireflyTangents[i*_controlPoints+1];

//Shift the third point to the second, this point doesn't have a tangent
_fireflySpline[i*_controlPoints+1] = _fireflySpline[i*_controlPoints+2];

//Get new random control point within a certain angle from the current fly direction
_fireflySpline[i*_controlPoints+2] = GetNewRandomControlPoint();

//Compute the tangent for the central point
_fireflyTangents[i*_controlPoints+1] = (_fireflySpline[i*_controlPoints+2] -
_fireflySpline[i*_controlPoints+1])/2 + (_fireflySpline[i*_controlPoints+1] -
_fireflySpline[i*_controlPoints])/2;

//Set how long should take to navigate this part of path
_fireflyLifetime[i].x = _fireflyMinLifetime;

//Timer used to check how much we traveled along the path
_fireflyLifetime[i].y = 0.0f;
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9.15.3 WorldSpaceNormalCreator #°]t] d|e]#]¢] 9-235.

9.15.4 WorldSpaceNormalsCreators C# 22 HE 30| %] 2] 9-236.
9.15.5 WorldSpaceNormalCreator #J°]t] ZE d|o]z]¢] 9-238.
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C# 23 Y EE Unity Assets/Editor T] FE]E] )| vl x] 3o} Tt} 13‘]‘:”] £33 Y ET} Unity
237 GameObject W3rol A §4% 2745k, of Qaelel sl 9 A3 A2 Bey
e ZE+ Unity 23710 A 3% F7bsts i< 254
[MenuItem("GameObject/World Space Normals Creator")]
static void CreateWorldSpaceNormals ()
ScriptableWizard.DisplayWizard("Create World Space Normal",

typeof (WorldSpaceNormalsCreator), "Create");
}

t}g 29 A3 E L 37138 GameObject W $4& 295},
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[Game[}bject] Component  Window Help

Create Empty Ctrl+Shift+M

Create Ermpty Child Alt+Shift+M

30 Object 3
2D Object 3
Light b
Audio k
u1 r

Particle System

Camera
Center On Children

Make Parent
Clear Parent
Apply Changes To Prefab

Break Prefab Instance

Set as first sibling Ctrl+=
Set as last sibling Ctrl+-
Mowve To View Ctrl+Alt+F
Align With View Ctrl+Shift+F

Align View to Selected

Toggle Active State Alt+5Shift+A
Dump All Cubemaps

Render into Cubemap

Render into Depth Cubemap

Render into Depth Vector Cubemap
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// Set antialiasing

QualitySettings.antiAliasing = 4;

Shader wns = Shader.Find ("Custom/WorldSpaceNormalCreator");
GameObject go = new GameObject( "WorldSpaceNormalsCam", typeof(Camera) );
_renderCamera = go.GetComponent<Camera> ();
_renderCamera.orthographic = true;
_renderCamera.nearClipPlane = 0.0f;
_renderCamera.farClipPlane = 10f;
_renderCamera.orthographicSize = 1.0f;

int prevObjLayer = _currentObj.layer;

_currentObj.layer = 30; //0x40000000

o] A3 YEL W3S APstE oA doju]S DAY},

_renderCamera.SetReplacementShader (wns,null);
_renderCamera.useOcclusionCulling = false;

Zhelehs AAE sl A gHyo. 1R ZR2F 29 =5 AA7E A A A7 == A
o] A e},

_renderCamera.transform.rotation = Quaternion.LookRotation (_currentObj.transform.position -
_renderCamera.transform.position);

Ao EFx] 7k 2pF o] 3] 2P E7} BumpMap H=FHZ 25U ). o] HlAXE 4o
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w2 Weks le]7) = ite] 3 Eoof 3l EE £ MAle] (o.5,0.5,0.5)F A H YT},
foreach (Material m in materials)

Texture t = m.GetTexture("_BumpMap");
if( t == null )

Debug.LogError("the material has no texture assigned named Bump Map");
continue;

}
Shader.SetGlobalTexture ("_BumpMapGlobal", t);
RenderTexture rt = new RenderTexture(t.width,t.height,1);
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_renderCamera.targetTexture = rt;

_renderCamera.pixelRect = new Rect(9,0,t.width,t.height);
_renderCamera.backgroundColor = new Color( ©.5f, 0.5f, 0.5f);
_renderCamera.clearFlags = CameraClearFlags.Color;
_renderCamera.cullingMask = 0x40000000;
_renderCamera.Render();

Shader.SetGlobalTexture ("_BumpMapGlobal", null);

Zheletrt A& Y "3 5 FA2o] PNG °Jv]A| = A2t

Texture2D outTex = new Texture2D(t.width,t.height);

RenderTexture.active = rt;

outTex.ReadPixels(new Rect(@,0,t.width,t.height), 0, 0);

outTex.Apply();

RenderTexture.active = null;

byte[] _pixels = outTex.EncodeToPNG();
System.IO.File.WriteAllBytes("Assets/Textures/GeneratedWorldSpaceNormals/"+t.name
+"_WorldSpace.png",_pixels);

vzt A vhaats 1605 A2 FHEE o)A phaaE Agste] AP dolol g
ke iingha

o] A dlole] 300] AHg-E 15T}

_currentObj.layer = 30;
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9.15.3 WorldSpaceNormalCreator 40|
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output.pos = half4(input.tex.x*2.0 - 1.0,((1.09-input.tex.y)*2.0 - 1.0), 0.0, 1.0);

output.tc = input.tex;
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output.normalInWorld

output.tangentWorld

output.bitangentWorld
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normalize(mul(half4(input.normal, ©.0), _World20bject).xyz);
normalize(mul(_Object2World, half4(input.tangent.xyz, 0.0)).xyz);
normalize(cross(output.normalInWorld, output.tangentWorld)
input.tangent.w);

z7} HlolH:

1. 225 gAE F7lolA 9= F7re g Hikghcg
2. =5 [0,1] HYE 2AILHFY}

3. g A 922 Y PYd

oS ZE7} o] F BAF Yt}

half3 normalInWorld = half3(9.0,0.0,0.0);

half3 bumpNormal = UnpackNormal(tex2D(_BumpMapGlobal, input.tc));

half3x3 local2WorldTranspose = half3x3( input.tangentWorld,
input.bitangentWorld,
input.normalInWorld);

normalInWorld = normalize(mul(bumpNormal, local2WorldTranspose));

normalInWorld = normalInWorld*@.5 + 0.5;

return half4(normalInWorld,1.0);
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9.15.4 WorldSpaceNormalsCreators C# A3 B E
o} WorldSpaceNormalsCreators C# 223 HE 2] Z =31},

using UnityEngine;
using UnityEditor;
using System.Collections;

public class WorldSpaceNormalsCreator : ScriptableWizard
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public GameObject _currentObj;
private Camera _renderCamera;

void OnWizardUpdate()

{
helpString = "Select object from which generate the world space normals";
if(_currentObj != null)

isvValid = true;
else
isvValid = false;

}

void OnWizardCreate ()

// Set antialiasing

QualitySettings.antiAliasing = 4;

Shader wns = Shader.Find ("Custom/WorldSpaceNormalCreator");

GameObject go = new GameObject( "WorldSpaceNormalsCam", typeof(Camera) );

//Set the new camera to perform orthographic projection
_renderCamera = go.GetComponent<Camera> ();
_renderCamera.orthographic = true;
_renderCamera.nearClipPlane = 0.0f;
_renderCamera.farClipPlane = 10f;
_renderCamera.orthographicSize = 1.0f;

//Save the current object layer and set it to a unused one
int prevObjlLayer = _currentObj.layer;
_currentObj.layer = 30; //0x40000000

//Set the replacement shader for the camera
_renderCamera.SetReplacementShader (wns,null);
_renderCamera.useOcclusionCulling = false;

//Rotate the camera to look at the object to avoid frustum culling
_renderCamera.transform.rotation = Quaternion.LookRotation
(_currentObj.transform.position - _renderCamera.transform.position);

MeshRenderer mr = _currentObj.GetComponent<MeshRenderer> ();
Material[] materials = mr.sharedMaterials;

foreach (Material m in materials)

Texture t = m.GetTexture("_BumpMap");
if( t == null )

Debug.LogError("the material has no texture assigned named Bump Map");
continue;

//Render the world space normal maps to a texture
Shader.SetGlobalTexture ("_BumpMapGlobal", t);

RenderTexture rt = new RenderTexture(t.width,t.height,1);
renderCamera.targetTexture = rt;

_renderCamera.pixelRect = new Rect(0,0,t.width,t.height);
_renderCamera.backgroundColor = new Color( 0.5f, 0.5f, 0.5f);
_renderCamera.clearFlags = CameraClearFlags.Color;
_renderCamera.cullingMask = 0x40000000;
_renderCamera.Render();

Shader.SetGlobalTexture ("_BumpMapGlobal", null);

Texture2D outTex = new Texture2D(t.width,t.height);
RenderTexture.active = rt;

outTex.ReadPixels(new Rect(©,0,t.width,t.height), 0, 0);
outTex.Apply();

RenderTexture.active = null;

//Save it to PNG

byte[] _pixels = outTex.EncodeToPNG();
System.IO.File.WriteAllBytes("Assets/Textures/GeneratedWorldSpaceNormals/"
+t.name+"_WorldSpace.png", pixels);

X
_currentObj.layer = prevObjLayer;
DestroyImmediate(go);

[MenuItem("GameObject/World Space Normals Creator")]
static void CreateWorldSpaceNormals ()
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ScriptableWizard.DisplayWizard("Create World Space Normal",
typeof(WorldSpaceNormalsCreator), "Create");

9.15.5 WorldSpaceNormalCreator #|0| T E
t}&-2& WorldSpaceNormalCreator Alo]e]e] Z =9I},

Shader "Custom/WorldSpaceNormalCreator" {
Properties {

SubShader {

Cull off

Pass

{

CGPROGRAM

#pragma target 3.0
#pragma glsl

#pragma vertex vert
#pragma fragment fra

#include "UnityCG.cg
uniform sampler2D _B

struct vin

g
inc"

umpMapGlobal;

half4 tex : TEXCOORD®;

half3 normal
half4 tangent
s

struct vout

{
half4 pos : POSITION
half2 tc : TEXCOORD®@

half3 normalInWorld :

half3 tangentWorld
half3 bitangentWorld
¥

vout vert (vin input

vout output;

: NORMAL;
: TANGENT;

3
3

TEXCOORD1;

: TEXCOORD2;

: TEXCOORD3;

)

9 27 29 7Y
FEE FZF 2 B B

output.pos = half4(input.tex.x*2.0 - 1.0,((1.0-input.tex.y)*2.0 - 1.9),

0.0, 1.90)
output.tc = input.t
output.normalInWorld

output.tangentWorld

E}

ex;

= normalize(mul(half4(input.normal, ©.0),

_World20bject).xyz);
= normalize(mul(_Object2World,
half4(input.tangent.xyz, 0.0)).xyz);

output.bitangentWorld = normalize(cross(output.normalInWorld,

return output;

float4 frag( vout in

half3 normalInWorld

output.tangentWorld) * input.tangent.w);

put ) : COLOR

= half3(0.0,0.0,0.0);

half3 bumpNormal = UnpackNormal(tex2D(_BumpMapGlobal, input.tc));

half3x3 local2WorldT
input.tan
input.bit
input.nor

ranspose = half3x3(
gentWorld,
angentWorld,
malInWorld);

normalInWorld = normalize(mul(bumpNormal, local2WorldTranspose));

normalInWorld = norm
return half4(normal

}
ENDCG

alInWorld*e.5 + 0.5;

InWorld,1.0);
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« A4 7] VR.

PlayStation VR.
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< Developer options

Take bug report

Desktop backup password
Full desktop backups are not currently protected

Stay awake

Screen will never sleep while charging

Bluetooth HCI snoop log 0

Capture all Bluetooth HCI packets in a file

Process stats
Stats about running processes

Debugging

USB debugging

Debug mode when USB is connected.

Revoke USB debugging authorizations
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EE PR

void OnPreRender(){
SetUpReflectionCamera();
// Invert winding
GL.invertCulling = true;

¥
void OnPostRender(){
// Restore winding
GL.invertCulling = false;
}

o] 23 E= v|Ql Fhel|gte] x| B ks Ag-she] ubAb Fhelele] $1x] 9 uEke AAFE
ek o % Ao 22 EL 2 0 92 A Alebt v Pelr] )
SetUpReflectionCamera() T8 Ut} o =+ o] &7 A2 A T+ E =% B

F4oh

public GameObject reflCam;
public float clipPlaneOffset ;

Erivate void SetUpReflectionCamera(){
// Find out the reflection plane: position and normal in world space
Vector3 pos = gameObject.transform.position;

// Reflection plane normal in the direction of Y axis

Vector3 normal = Vector3.up;

float d = -Vector3.Dot(normal, pos) - clipPlaneOffset;

Vector4 reflPlane = new Vector4(normal.x, normal.y, normal.z, d);
Matrix4x4 reflection = Matrix4x4.zero;
CalculateReflectionMatrix(ref reflection, reflPlane);

// Update reflection camera considering main camera position and orientation
// Set view matrix

Matrix4x4 m = Camera.main.worldToCameraMatrix * reflection;
reflCam.GetComponent<Camera>().worldToCameraMatrix = m;

// Set projection matrix
reflCam.GetComponent<Camera>().projectionMatrix = Camera.main.projectionMatrix;

¥
o) Yot WAt kel H 3 o W EGAE ARTUL £ v sholeke] H fEG2
o] A8 ukAl M3 worldToCameraMatrixs A A T
2 3ol el ookl 1518 A9 ehel

-

Matrix4x4 m = Camera.main.worldToCameraMatrix * reflection; 3y E}%ﬂ] E]-% A=E=

m[12] -= stereoSeparation;

>

2 o] Ay

Mo

|ZE Z} stereoSeparation< 0.011%3Yt}. stereoSeparation Zt< %<t

RURUBSU
gt -

k>

SHES Q) Fpete] dAste] 33 W $2 w4t sheks] WIS A T,
ct o] 2aYEs] 9% FF FAE BIFU.

public class RenderStereoReflections : MonoBehaviour

public GameObject reflectiveObj;
public GameObject leftReflCamera;
public GameObject rightReflCamera;
int eyeIndex = 0;
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void OnPreRender(){
if (eyeIndex == 0){
// Render Left camera
leftReflCamera.GetComponent<Camera>().Render();
reflectiveObj.GetComponent<Renderer>().material.SetTexture(
"_DynReflTex", leftReflCamera.GetComponent<Camera>().targetTexture);

elseq{
// Render right camera
rightReflCamera.GetComponent<Camera>().Render();
reflectiveObj.GetComponent<Renderer>().material.SetTexture(
"_DynReflTex", rightReflCamera.GetComponent<Camera>().targetTexture);

eyeIndex = 1 - eyelndex;

}
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Unitys Al S22 7heleh 1206 a)2sl7] 918 712 ghe dlele el A13gueh.

_WorldSpaceCameraPos.

AT VRel A= 5% 51 5 shoijele] $12] 7 2 Fuieh. worldspaceCaneraposi 3= 31
$5 iete] 902 Agebd Rach Gepd SaYEg Agolel 33 9 ¢ = Fhvlle}s)
ARE At 2 A5 DY uniform HGFE o]t o 7ﬂ“*oﬂ°]ﬁ Iy}

Aol ellA 7hele} Hx] ARE AL = 3= A uniform H+E AP}

uniform float3 _StereoCamPosWorld;

= gl 5= gl X F AAds] 97 23] 93
o}, w3l Zhee} B = el A A2 5 517
Aol A o e A sk duieh.

o) 5= ol szt g IEY A% Selel 24 HE2 b S AL 2
Urtl FHek Yx]= 9 aELD 20} LA EE AA HEE 223}, gk 7

uniform _StereoCamPosWorldS %3l 4| ]\3‘].‘3‘-'_ KiR=g=RRA=

l

rlr
=
0,

[
=94y}, o}S T =+ eyelndex

E-)

Matrix4x4 mWorldToCamera = gameObject.GetComponent<Camera>().worldToCameraMatrix;
mWorldToCamera[12] += stereoSeparation;
Matrix4x4 mCameraToWorld = mWorldToCamera.inverse;
Vector3 mainStereoCamPos = new Vector3(mCameraToWorld[12], mCameraToWorld[13],
mCameraToWorld[14]);
reflectiveObj.GetComponent<Renderer>().material.SetVector("_StereoCamPosWorld",
new Vector3 (mainStereoCamPos.x, mainStereoCamPos.y, mainStereoCamPos.z));

FE = o5 FdsAwk A 27} mworldToCamera[12]9] 5715 = A o] o} } x}7HE] =

BN
AR Aelel e ket 2ol H ME S Adsts Fol g5Urh
output.viewDirInWorld = vertexWorld.xyz - _WorldSpaceCameraPos;
of Y& AA HEo] A ek % $-k bvleh 9AF AgeHE Yoz AT,
output.viewDirInWorld = vertexWorld.xyz - _ StereoCamPosWorld;
YA AL TS W) wE e $8 22 s AYE o) ¥ £ it bl
$qiog WRAe R A ol WAl SA gL garels] alEsIUe. 7 el e H2A 7}

AHEE BEE VR tnfe] 2 ﬂlﬂ% o] Zukgle] Koz gyt

wbAp Ao S S ) Aol whah Elo] BoliA] of3E sk 3
AA L. oA st kA A ol o 2= oAk FARE ZEE A Y
public class IsReflectiveObjectVisible : MonoBehaviour
public bool reflObjIsVisible;
void Start(){
) reflObjIsVisible = false;

void OnBecameVisible(){
reflObjIsVisible = true;
}

void OnBecameInvisible(){
reflObjIsVisible = false;
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void OnPreRender(){
if (reflectiveObjetc.GetComponent<IsReflectiveObjectVisible>().reflObjIsVisible){

}
}
o] Yux] LEL o] if F ko] Sojr}. o] if & )
IsReflectiveObjectVisibles A}-8-3}o] kA WA 7} Bo]=x]
MA| 7} Bolx] ¢kowm HhAz} AAE A gyt
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AlphaToMask On
struct frag_in

{

float4 pos : SV_POSITION;
float2 uv : TEXCOORD®;
half3 worldNormal : NORMAL;

s
fixed4 frag(frag_in i, fixed facing : VFACE) : SV_Target

/* Sample diffuse texture */
fixed4 col = tex2D(_MainTex, i.uv);

/* Sharpen texture alpha to the width of a pixel */
col.a = (col.a - 0.5) / max(fwidth(col.a), ©.0001) + 0.5;
clip(col.a - 0.5);

/* Lighting calculations */

half3 worldNormal = normalize(i.worldNormal * facing);

fixed ndotl = saturate(dot(worldNormal,
normalize(_WorldSpacelLightPos@.xyz)));

col.rgb *= ndotl * _LightColore;

return col;
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Shader "Custom/Alpha To Coverage"
{

Properties
MainTex("Texture", 2D) = "white" {}
}
SubShader
{
Tags { "Queue" = "AlphaTest" "RenderType" = "TransparentCutout" } Cull Off
Pass
{ :
Tags { "LightMode" = "ForwardBase" }
CGPROGRAM

#pragma vertex vert #pragma fragment frag

#include "UnityCG.cginc"
#include "Lighting.cginc"

struct appdata
float4 vertex : POSITION;

float2 uv : TEXCOORD®;
half3 normal : NORMAL;

s

struct vaf
float4 pos : SV_POSITION;
float2 uv : TEXCOORD®;
half3 worldNormal : NORMAL;

s

sampler2D _MainTex; float4 _MainTex_ST;
float4 _MainTex_TexelSize;

v2f vert(appdata v)
{

v2f o;

0.pos = UnityObjectToClipPos(v.vertex);

0.uv = TRANSFORM_TEX(v.uv, _MainTex);

o.worldNormal = UnityObjectToWorldNormal(v.normal);
return o;

}
fixed4 frag(v2f i, fixed facing : VFACE) : SV_Target
{

fixed4 col = tex2D(_MainTex, i.uv);

float2 texture_coord = i.uv * _MainTex_TexelSize.zw; float2 dx =
ddx(texture_coord);

float2 dy = ddy(texture_coord);

float MipLevel = max(0.0, 0.5 * log2(max(dot(dx, dx), dot(dy, dy))));

col.a *= 1 + max(@, MipLevel) * 0.25; clip(col.a - 0.5);

half3 worldNormal = normalize(i.worldNormal * facing);

fixed ndotl = saturate(dot(worldNormal,
normalize(_WorldSpacelLightPos@.xyz)));

fixed3 lighting = ndotl * _LightColor®; lighting +=
ShadeSH9 (half4(worldNormal, 1.0));

col.rgb *= lighting; return col;

}
ENDCG
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https://developer.arm.com/graphics/videos/ramp-vs-stairs-aliasing-example
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(@ Texture external read beats
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Mali Core Load/Store Cycles
© Atomic access cycles

© Full read cycles

© Full write cycles

(D Partial read cycles

@ Partial write cycles

Mali Core Quads

@ Early 25 killed quads
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Mali Core Texture Cycles
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Mali Core Tiles
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Configuration

Hardware: Mali-G76 rope
Driver: Bifrost ri19p0-eerele
Shader type: OpenGL ES Fragment

Main shader

Work registers: 32
Uniform registers: 34
Stack spilling: False

A LS \Y T Bound

Total Instruction Cycles: 4.5 0.9 0.2 2.5 A
Shortest Path Cycles: 1.0 0.0 0.2 2.5 T
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A = Arithmetic, LS = Load/Store, V = Varying, T = Texture

Shader properties

Uniform computation: False

Arm Z4A} ] Afo] Eoll ¥E3l Arm Mobile Studio®l & AHAI FEE
Starter Edition t}+#+ZE% F 82 WS 4 9JdF5Ud. A& 53 Jﬂ——i,]
A0 AgE = 9= Arm Moblle Studio Professional Editione®l] ¥4l o] 3;\% 735
o s} A L.

100140_0402_00_ko Copyright © 2014-2017, 2019, 2020 Arm. All rights reserved. 13-288
2


https://developer.arm.com/tools-and-software/graphics-and-gaming/arm-mobile-studio/components/mali-offline-compiler
https://developer.arm.com/mobile-studio
https://developer.arm.com/tools-and-software/graphics-and-gaming/arm-mobile-studio/downloads
https://developer.arm.com/tools-and-software/graphics-and-gaming/arm-mobile-studio/professional
https://developer.arm.com/tools-and-software/graphics-and-gaming/arm-mobile-studio/professional

>,
i
-2
ol
>
ot
o
i
oL
i)
i
£

100140_0402_00_ko Copyright © 2014-2017, 2019, 2020 Arm. All rights reserved. HE_A-289
S ZA



SN =A

A.1 HE
EH
o] BE o)A o] A WA F7he Agre A e}
EA-1 HHE 3.0 7} Al
ESvl x| = |
A&7 217 4ol oA Enlighten AH- |- WA 3.0
whA} A 9.3 BIA} A Ho) =] 2] 9-169 #A 3.0
Early-z AH& 9.7 Early—z A8 #°] 2] ¢ 9-192 A 3.0
e WA= 57} 9.8 t/E] dl= &7 o] x]<] 9-193 WA 3.0
o) E Az E 9.9 2lo] E AEZ E F|o] 2] 2] 9-196 #A 3.0
1AW &=} 9.10 ¢} &= HAle]#] ] 9-200 WA 3.0
28 9.11 F+% ] =] 2] 9-207 WA 3.0
e g3 9.12 ¥ &7 so|x]e] 9-214 WA 3.0
Rap 27po]uk 2 0.13 5] 27}o] 2 o) 7] 2] 9-220 M4 3.0
HElEo] 9.14 RWFEE o] H 0] 2] 2] 9-228 #A 3.0
B E 7 -9E F7F s =7, 9.15 HE F-H¥E 7 2 HE 57 0] x| 9] 9-232 | WA 3.0
IE A-2 HM 3.0_01 #HA AlE
B 2 2| x| H
Early-z A4&olA 3 &5 5 AA | 9.7 Early-z A5 3o A 2] 9-192 | {{A 3.0
H A-3 HHE 3.1 HA AlE
i 21l M
713 A o A7 A IV A G 10 7R E Felx]e] 10-239 | WA 3.1
T A-4 HH 3.2°] A Al
e ARl | HBS wE Y
Enlightene AR 2 L2 A dd|o|E |- WA 3.2 3z dex
I A-5 HH 3.39] A Al
2 9%l AYBE e T4
Vulkanel &3 A 71 A ZF 12 Vulkan 9 °] %] 2] 12-275 HA 3.3 Fx g
Mali Graphics Debuggerol &3 & 37} | 4] 2+ 1.3 ARM Mobile Studio 3] %] 2] 13-284 | A 3.3 |z g
H A-6 HHM 3.3_019 4 Alst
i < | BN Aeks Y= e
A 8.32] 238k Q0| E | 2.3 Unity o~ Vulkan &3] dl°]| x| 2] 12-279 | WA 3.3 F H#] L=
100140_0402_00_ko Copyright © 2014-2017, 2019, 2020 Arm. All rights reserved. HE.A-290



H;’Z‘I

Pl

1_

EA-7 HH 4.0 HE Ar

N

HA 21X HH

ARM Mobile Studio & F7}. A ZF 13 ARM Mobile Studio HA 4.0 = D
#|o]z] 2] 13-284

Mali Graphics Debugger®] EE QJ2E2AE o] A A A WA 4.0 #Hz Ll

Graphics Analyzer® A%,

Graphics Analyzer Z¥92Z ARM Mobile A %+ 1.3 ARM Mobile Studio WA 4.0 = D2

Studio A2 o|F o] x] ] 13-284

ARM H.&T) o]n]x] glg|e]E o] B A #A 4.0 Fx D=

EEANA Az BE Fx A o] A A HA 4.0 F & D=

HA by &

A e Er] 2 Ald A F71 A F 5 A7 3D ofE 2 AlE): 2] | WA 4.1 #Hx Pl
L rEz] s|o]z]¢] 5-75

"2 29 Abg S=71 A 6 A7 3D ofE 2 AlE: g5 | WA 4.1 F 2 LY
2A 7 so] 2] 9] 6-90

HElE d W dlojy 2 A F71. A 7 A7 3D ofE 2 AlE o] | WA 4.1 3z e
E/2] Y7} 4jo]r] Ho]x] ] 7-111

23 VR 233 7|9y & F7} & & 11 Z5F VR 2= 7] % WA 4.1 HZx Y=
Alolx],l 11-252

HE A-9 HHE 4.2 HF AlEt

HH X &

go)g = AL A 71 A ZF 8 HAZF 3D ofE BB Al Z | WA 4.2 #HE DX
7 9| o] ] 2] 8-123

A 24 A Qe E. A Z 3 Fo 4 Hel 2] 3-22 WA 4.2 32 LY

Arm Mobile Studio & ¢dl°]E. # 2} 13 ARM Mobile Studio WA 4.2 Hzx dgx
Hlo] =] ¢] 13-284

100140_0402_00_ko

SN =A

Copyright © 2014-2017, 2019, 2020 Arm. All rights reserved.

25-A-291



	Unity 개발자를 위한 ARM® 설명서 모바일 게임 그래픽 최적화
	목차
	서문
	설명서 개요
	제품 버전 상태
	대상 독자
	설명서 사용
	용어집
	인쇄 규칙

	추가 정보

	사용자 의견
	이 제품에 대한 사용자 의견
	내용에 대한 사용자 의견


	1 : 소개
	1.1 : Unity 개요
	1.2 : ARM® Mali™ GPU 정보
	1.3 : 최적화 정보
	1.4 : 얼음 동굴 데모 개요

	2 : 응용 프로그램 최적화
	2.1 : 최적화 프로세스
	2.2 : Unity 품질 설정

	3 : 성능 분석
	3.1 : 성능 분석 정보
	3.2 : Unity 게임 사례 프로파일링
	3.2.1 : 예시 장면 분석
	3.2.2 : Unity에서 프로파일링
	3.2.3 : 스트림라인을 사용한 Unity 프로파일링 기능
	3.2.4 : 워커 스레드
	3.2.5 : 스트림라인 주석
	3.2.6 : 효율적인 Unity 프로젝트 설정


	4 : 최적화 목록
	4.1 : 응용 프로그램 프로세서 최적화
	4.2 : GPU 최적화
	4.2.1 : 기타 GPU 최적화
	4.2.2 : 라이트맵 및 라이트 프로브
	라이트매핑 설정
	방향성 라이트맵을 사용
	게임 내 동적 객체에 라이트 프로브를 사용

	4.2.3 : ASTC 텍스처 압축
	ASTC 텍스처에 대해 올바른 형식을 선택

	4.2.4 : 밉매핑
	밉맵 및 GUI 텍스처

	4.2.5 : 스카이박스
	4.2.6 : Shadows
	실시간 그림자 사용을 절제

	4.2.7 : 오클루전 컬링
	4.2.8 : OnBecameVisible() 및 OnBecomeInvisible() 콜백 사용
	4.2.9 : 렌더링 순서를 지정
	렌더링 순서를 사용하여 성능 향상

	4.2.10 : 깊이 프리패스를 사용

	4.3 : 에셋 최적화
	4.4 : Mali™ 오프라인 쉐이더 컴파일러를 사용한 최적화
	4.4.1 : Mali™ 오프라인 쉐이더 컴파일러 개요
	4.4.2 : Unity 쉐이더 측정
	4.4.3 : 통계 분석
	4.4.4 : Mali™ GPU 파이프라인에 대한 최적화
	산술 파이프라인
	로드/저장 파이프라인
	텍스처 파이프라인

	4.4.5 : 파이프라인 사이클을 감소하기 위한 추가 기법
	레지스터 스필링(spilling)을 방지합니다.
	varying 및 uniform 변수의 정밀도를 감소
	정적 객체에 대해 월드 공간 노말 맵을 사용



	5 : 실시간 3D 아트 모범 사례: 지오메트리
	5.1 : 지오메트리란 무엇인가
	5.2 : 삼각형과 폴리곤 사용
	5.2.1 : 관련 영역에 삼각형 분배
	5.2.2 : 마이크로 삼각형이 나쁜 이유
	5.2.3 : 길거나 얇은 삼각형이 나쁜 이유

	5.3 : Level of Detail(LOD)
	5.4 : 추가 지오메트리 모범 사례

	6 : 실시간 3D 아트 모범 사례: 텍스처링
	6.1 : 텍스처 아틀라스, 필터링, 밉맵 텍스처 아틀라스
	6.2 : 텍스처 필터링
	6.3 : 밉매핑
	6.4 : 텍스처 크기, 컬러 스페이스, 압축
	6.5 : UV 언랩, 시각 효과, 텍스처 채널 패킹
	6.6 : 알파 채널과 노말 맵 모범 사례
	6.7 : 노말 맵 베이킹 모범 사례
	6.8 : 텍스처 설정 편집

	7 : 실시간 3D 아트 모범 사례: 머티리얼과 셰이더
	7.1 : 셰이더와 머티리얼 소개
	7.2 : 모바일 플랫폼용 최적화된 셰이더 사용
	7.3 : 텍스처 최적화
	7.4 : 언릿 셰이더와 릿 셰이더 비교
	7.5 : 투명도를 사용할 때는 주의하십시오.
	7.6 : 프로파일과 투명 비교 구현
	7.7 : 추가 머티리얼 및 셰이더 모범 사례

	8 : 실시간 3D 아트 모범 사례: 조명
	8.1 : 조명 소개
	8.2 : Render Pipeline
	8.3 : 라이트 모드
	8.4 : 최대한 정적 라이트 사용하기
	8.5 : 최대한 베이킹하기
	8.6 : 라이트맵 최적화
	8.7 : 최대한 속이기
	8.8 : 라이트 프로브
	8.9 : 메시 렌더러 설정
	8.10 : 실시간 라이트 및 라이트 유형

	9 : 고급 그래픽 기법
	9.1 : 사용자 지정 쉐이더
	9.1.1 : 사용자 지정 쉐이더 개요
	9.1.2 : 쉐이더 구조
	9.1.3 : 컴파일 지시문
	9.1.4 : Include
	9.1.5 : OpenGL ES 3.0 그래픽 파이프라인
	9.1.6 : Vertex shaders
	9.1.7 : 정점 쉐이더 입력
	9.1.8 : 정점 쉐이더 출력 및 varying 변수
	9.1.9 : 조각 쉐이더
	9.1.10 : 쉐이더에 데이터 제공
	9.1.11 : Unity에서 쉐이더 디버깅

	9.2 : 로컬 큐브맵을 사용하여 반사 구현
	9.2.1 : 반사 구현의 역사
	9.2.2 : 로컬 큐브맵을 사용하여 올바른 반사를 생성
	9.2.3 : 쉐이더 구현
	9.2.4 : 큐브맵 필터링
	9.2.5 : 광선-상자 교차 알고리즘
	9.2.6 : 큐브맵을 생성할 편집기 스크립트용 소스 코드

	9.3 : 반사 결합
	9.3.1 : 반사 결합 개요
	9.3.2 : 반사 결합 쉐이더 구현
	9.3.3 : 원거리 환경 반사 결합

	9.4 : 로컬 큐브맵을 기반으로 한 동적 소프트 그림자
	9.4.1 : 로컬 큐브맵을 기반으로 한 동적 소프트 그림자 개요
	9.4.2 : 그림자 큐브맵 생성
	9.4.3 : 그림자 렌더링
	그림자 내 후면
	부드러움

	9.4.4 : 큐브맵과 그림자 맵 결합
	9.4.5 : 큐브맵 그림자 기법의 결과

	9.5 : 로컬 큐브맵을 기반으로 한 굴절
	9.5.1 : 굴절 개요
	9.5.2 : 굴절 구현
	9.5.3 : 로컬 큐브맵을 기반으로 한 굴절 개요
	9.5.4 : 큐브맵 준비
	9.5.5 : 쉐이더 구현

	9.6 : 얼음 동굴 데모의 반사 효과
	9.7 : Early-z 사용
	9.8 : 더티 렌즈 효과
	9.8.1 : 쉐이더 구현
	9.8.2 : 스크립트 구현
	9.8.3 : 더티 렌즈 쉐이더 코드

	9.9 : 라이트 샤프트
	9.9.1 : 라이트 샤프트 개요
	9.9.2 : 콘 에지 페이드 아웃

	9.10 : 안개 효과
	9.10.1 : 안개 효과 개요
	9.10.2 : 절차적 선형 안개
	9.10.3 : 높이 포함 선형 안개
	9.10.4 : 비균일 안개
	9.10.5 : 프리베이크된 안개
	9.10.6 : 파티클을 사용한 입체적 안개
	빌보드 대신 지오메트리 렌더링
	앵글 페이드 효과
	파티클 렌더링
	파티클 시스템 설정


	9.11 : 블룸
	9.11.1 : 블룸 구현
	9.11.2 : 블룸 조절 인수 스크립트 만들기
	9.11.3 : 정점 쉐이더
	9.11.4 : 조각 쉐이더
	9.11.5 : 블룸 효과 수정
	9.11.6 : 오클루전 맵 간 보간

	9.12 : 빙벽 효과
	9.12.1 : 빙벽 효과 개요
	9.12.2 : 반사에 영향을 주기 위해 노말 맵 수정 및 결합
	탄젠트 공간 노말 맵을 사용하는 이유
	노말 맵의 일부에 투명성 적용

	9.12.3 : 다양한 노말 맵에서 반사 생성
	9.12.4 : 반사에 로컬 수정 적용

	9.13 : 절차적 스카이박스
	9.13.1 : 절차적 스카이박스 개요
	9.13.2 : 일중 시간 관리
	9.13.3 : 태양 렌더링
	9.13.4 : 태양을 산 뒤로 페이드
	9.13.5 : 표면하 산란

	9.14 : 반딧불이
	9.14.1 : 반딧불이 개요
	9.14.2 : 반딧불이 생성기 프리팹

	9.15 : 탄젠트 공간-월드 공간 노말 변환 도구
	9.15.1 : 탄젠트 공간-월드 공간 변환 도구
	9.15.2 : C# 스크립트
	9.15.3 : WorldSpaceNormalCreator 쉐이더
	9.15.4 : WorldSpaceNormalsCreators C# 스크립트
	9.15.5 : WorldSpaceNormalCreator 쉐이더 코드


	10 : 가상현실
	10.1 : 가상현실 하드웨어의 Unity 지원
	10.2 : Unity VR 포팅 프로세스
	10.2.1 : 삼성 기어 VR 개발자 모드 활성화

	10.3 : VR로 포팅 시 고려할 사항
	10.3.1 : 카메라의 외부 디바이스 제어

	10.4 : VR에서의 반사
	10.4.1 : 로컬 큐브맵을 사용한 반사
	10.4.2 : 다양한 유형의 반사를 결합
	10.4.3 : 입체 반사
	Unity VR에서 입체 평면 반사 구현
	동적 입체 평면 반사
	각 눈에 서로 다른 텍스처가 사용되는지 확인

	정적 입체 평면 반사
	입체 반사 최적화


	10.5 : 결과

	11 : 고급 VR 그래픽 기법
	11.1 : 에일리어싱
	11.2 : 멀티 샘플 안티앨리어싱
	11.2.1 : Unity에서 Multisample Anti-Aliasing 구현

	11.3 : 밉매핑
	11.3.1 : Unity에서 밉맵 구현

	11.4 : Level of Detail(LOD)
	11.4.1 : Unity에서 LOD 구현

	11.5 : 컬러 스페이스
	11.5.1 : Unity에서 컬러 스페이스를 선택하는 방법

	11.6 : 텍스처 필터링
	11.6.1 : Unity에서 텍스처 필터링 구현

	11.7 : 알파 합성
	11.7.1 : Unity에서 알파 합성 구현

	11.8 : 레벨 디자인
	11.9 : 밴딩
	11.9.1 : Unity에서 디더링 구현
	11.9.2 : Unity에서 톤 매핑 구현

	11.10 : 범프 매핑
	11.10.1 : Unity에서 노말 매핑 구현
	11.10.2 : Unity에서 패럴랙스 오클루전 매핑 구현

	11.11 : 그림자
	11.11.1 : Unity에서 블롭 그림자 구현


	12 : Vulkan
	12.1 : Vulkan 정보
	12.2 : Unity의 Vulkan 정보
	12.3 : Unity에서 Vulkan 활성화
	12.4 : Vulkan 사례 연구

	13 : ARM Mobile Studio
	13.1 : Arm Mobile Studio 정보

	A : 버전
	A.1 : 버전


