F 18T ETYERIER

KLk, BE¥—HEERE “MREERKENE, BAXHHENE” 5%k, XHp—
7 T 5 R T A T SR SR DRk, HLREARAN RS 5 Bt . BEE T RLIR A 3 R ) ok
SR, NATTFAEZ & AT A BN s i R oRE Qe s se i . A —F )\ ER AL, BT
YIIBRYE IR (Physically Based Shading, PBS) B /X7 5| N AR IESW 7, FEATIRE
TAEHICEOB R T RE R R, ST TRMIE JoL & /R, 20, 4Bt T
b S AR A T8 R &P tricks KA B ATER I 2R KRS, 1 AN TR B AR ORI I EEAR AL . Bt
XA TR BN R 7V SE B B AR LR ROR A RN T R i, 2 )5, B
# Mental Ray. Arnold. RenderMan %5i8 Jed3 (1) Hith, JETHE 0S8 RISE R IVEE (BLE
go) T AR T E R,

T 7E SEHT VE e b, AT T X PP T3 ML B AL B R #  7EIX 2 1, Lambert
JEHEAEAY . Phong D't HEA A AT Blinn-Phong Y IR SE L2 SRR 48 1 F iR . SRT, SXMhANH 2 fe
HAPE DGR ATAG 8RN 2 75 EAE S K E I RIS HOAT Eo UHE, RARNREEGA
BHR—NERGE T S8, SR EEATTRDCIRA N ERRRWEN. A, —H
HEIRBE R A T84k, X — VIR S Bk DR, I AR R MOk 38 U6 55 40 2R T 3 Kk I
B R TSR G

Unity f F-7F 2012 E [ (BG4 ) ¢ S04 . Butterfly Effect) ) demo " K& f# A T PBS,
FAE Unity 5 FFIEUE PBS 5 AN B 51 %354 . Unity 5 5] N 7 —4~4 A Standard Shader ff ] 76K
[F BT (@ 56 s, TG G2 A & T DGR . FEERMZ, PBS If
AN TR VE e R ) T — 8 A R —FE LSRR, W, Pixar F1 Disney K& KA A PBS &
G B 52 ], H B AT B0 XU 2 AR A R B B 2R KU AR R 2 1338 sl 2 B F Bl A PBS
TE G R () I T 22 A IR, JRIRAE T X T S M ROR S . i AR — MR F L, WTREAR
K E A2 B O SE—A> PBS /B JHESL, EAEME RG22 KIA IR 2 B A 47 L&A — K
Yo 5 Z MR S0 IR —AE T AR, Rl se R BNR 2 56 T T fi/E PBS i H o
R, (HARKME 7, ARZH PBS SEELH A E R, A RS E+— Shader X 4 1 5
1) 17) 2

WAL, FATE — D B — MR BB SRR Ui E, Unity 5 51 ANMEET WK
ERATERANE Z 1 7 f# PBS 2407 SEILE), #taeHF] & Fh g B T B R SLI— AV RTE Qe 34
R SR B A, FRATR eI I R AT LT S0 7R AR W T 4 M 15 V130 38 3 6 G 21 JIS =2 G ) s 3
1), FAX A FEREI 2 E R OCREA, R e e AT — AR, KMEIE R
Z WAL S SR . AN E —NMEHE B2, BRATEEEE RS EATE G L 7 ## PBS [k
AJRER, AT CASEEL—ANEE T R A2 T B O R T 1Y) Shader. WIHERARXS PBS A H KR E T
Wi, HESAH ORI IE A PBS B JESE, W] DAEA T I St BV 2 9k
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HAHMENSE TR

A, RATE 2R PBS FIFEA R I, 1hi5# TN 53412 51 B2 a4 7 05
JE A WL AN ] o B2, FRATT 2342 MR PBSS [RAH 5 28 2ok S — AN 6 167 B2 (1) 5 T P 387 4+ 1) Shader.
RUEAR BN HA R “ BRI EH Unity”, ERATHEL— SRR S VR Unity 5 51N
() Standard Shader +& {7 TAEM, LAKANMIAE Unity 5 F e MHEAL T BkiE e — N5, &
A B o X e Py 25 KA W (1 PBS 1 — SR &R . WA — MU R BIBLE, RITE4
B T ORI Z 10T YL R BT 468 PBS BHATTE YL, ATHEXZ2AKRNEEBR, FEARE
AT VAT FTF PBS KT,

L1 PBs fmmicAmA s B

TES ] S PBS 20T, FRATHAEH A 2 BK 1 25 T # (17 Y B 25 T () 30 A o o
fille BATA T Z AR — LR SCHORE,  (H 0 FAE ] 52 0 A5 rh i 38 0TI V2 B i — S5O BB AR 1)
LR, XMRERERTEREZEZNSE LR, AT FESH T Naty Hoffman 7£
SIGGRAPH 2013 _E{([¥144 5 Background: Physics and Math of Shading [¥131/{!"'LL & Brent Burley
2 NAE SIGGRAPH 2012 _E1#14% 4 Physically-Based Shading at Disney {3 f?. 7£ Disney i
U, fEE 4 T Disney 2 WHiHE & PRI A T W LB 5 | & FR k45 Gk, 192
¥ /& Disney JE 4«75 >K 1) BRDF SGREAAY, FERLII MBS (LBEA £) (934 : Wreck-It
Ralph) UM FESF . HEZ )5, X4 Disney BRDF FEAUG |2 W FH T~ SEiF /B G4, &% Kk
SR AR - SEEL T % B 1) PBS SRR AL, JORSRF TR EIIE e . A, BRAA
T RER? A4 /& BRDF W ? X & FRATIAEZR SN A . BEAREAG 2L T B
FEREAERL, FRATE Je b A0 1 MR AE LSRRt S b AT 4 DLCE R T 5 % Pk o R AR A B o
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18.1.1 XEMHt4

RN AT — B PGB, (HE R 338, SRR R4, ek A 2 /0 A vl DURRE 2 .
E R, e R —Fh iR . B, el KB BI AR IR B RS ok, SRS S s IR SR
FHAE, —HOLE IR Cabsorption), 1M 5 —LE 4 #L8T (scattering), /5 Y&k — AN R 4%
NI FRATT P HR B D WA R A

i BT R, BATMIEM AL S AT IR BRI (SRR A H
KAL) o JE MR T e a1 AR &, RO MU L&/ 7 . MR
1), B NA S AR E, HBUSERERE T . EXNRERERET, s — > HE
PIRF IR M I3 BT 2R (refractive index). FRATEIE, TEXSIMAH, JeRIFELALER. H
W SCAEAL RIS I AT 5 R R AR 784k, RIERE 7 Mt & R AR . e, Wi 22
KA, B KAETCREUT LA .

SEPR b, fEBSRAEE T, e RIR 2 AR Bl B AR B AR, R RS R FFAAE—
FhOT 3B B R JT¥2s0 AEON TAETE G 0 e R T S, AT AE R B S — Pk i o, BP 5
FEFHANAY R (130 T TR K 9T HAZ 62 18 (optically flat) ). & B SCYR IR A2 TR
FEARI), WARLXEIE N, HADERB KA, TR R NAT T LA R A2 T8 R K L 62
P EIRXFEIRTIR N, SCEEAR RN R AR 29 5 B RAJ7 1 A5 AT 5 5 . T
HZPDHD RSB ES CA—a 28495 7) MEHIEREEZE R (Fresnel equations) >k
TR, Kl 18.1 s,

(HR, I3 5 2 A8 S b S0 F) AR B T — e 380 Exe Y Asm
g7 RUEE R AU, HX TR KOk,

ATEIHR AT DA R Y P I  (E2, W RAE R BT poman—" "
—AEREBORE, RO Ly SR IR R T, Hie Kk

AR Z 2 51 PHRAS AT DL Y AN B . R X A

BUR WA (R TH AN G BOR A S AP AT N, AR — RS
NP PO A B R, b RAS/ N F T

SR B AN R 1) 75 1]

PSR R T B A B i R A 4Tt JB118.1 TEERBASARAL | aTERaTSEE
KRS, A AR, wE 18.2 Fix. SRR A TR
MEIATH— MR B LM E— AL AR RE, REEREAIA B2 M A R |
KR, X SRR TH V228 7 R AR AR /DS, TR, O e SR T I S 106 28 07 Tl AR Al L s /D
WK 18.2 2 TR, ALK I = ' S i BN BT o 1 1 18.2 A5 I A R RS 2 T U AR /2, Hh
IE A5 380 1) 1 6 B S 28R TR

AN/

JE 182 A NBREAHTFEANELARWR) , REFNERTTARMBEN.,
BN FERERERMTFERELZMRK | REVEERNSAEMHEX

fE BT A R, FRADFBCA THE AR R I T 3 B0 . IR ESEHT S BRI N B, —

Eii ibit=
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IR BUBRAT,  — B> XA RSN 8 J@ ARG IR SRR R E, HE, Fra s s
AL L ZIRN, B8 IR B H TR A B A I R & T A 4 @ A o 0 23 [R] I
I H PR AT AN ST T A L R, X S U HH 25 R 06 S N
FRONIR R TE BT S (subsurface-scattered light) . 7 \\
18.3 o, FATVG 1 — 2% TR T 5 506 10 4% 3k ik

£ (anlE 18.3 FroniiEsk, S WS HRH TP

ZED.
BLAE , AT s AR 22 T S5 TF , 40k M IR ot

HRIER KN FEZECSET — ST HEAT N B4, B 1B 183 #HEmEmXIIa0nsT, XLmgtaset

1800 2 AT 52 566 0 16 1T DA DA R 27 A b — 67 i A AL R — RSB | — B> SARRETEI D

RIS, W 18.4 HISEL R (AISHRARIEPREED. Ml (L N
LIRS AL UCR I HUN o 2 WANTE T NS s B AL B AR N B8 F st n ] 18.4 22 I
AN MRS NG BB E AR R RN Z B R R A MR R . I RE R ERTIX L
I BE B PR T FS R A 3K 1 SR T S5 7 2 A PR T DA e, I FRATT A v el vl DAAE SRy R HE AT
Wk 18.4 AR R R BN T IR LSO R B, AT AT L B RIS EAT T, B K
SRR UM ROR, BATT LA R IR AOTE G, 2 I i I UCR T B HE R BoR .«

S s

N\

JE 184 RFEEES. A RRESHEICESMARRT AN RIS . MRXLESENTEERESNG
BEXAN, BBABRHMATLISTEERERR (Bl ). BN, HFEERRRESEEMIA

FRATT R T N A A S SLAE AN FE IR THT S R BRR ,  TT 5 A JR) AR ClE S TR T

18.1.2 [BFJI512

2T 7 BT R B RS, FRATTIIAE SR 5 o el F 0 R E SOk FOR RO REEAL . i
HWE, ATEXOCIXAE M RIS AT & . AT LAUHERSHZE (radiance) KEN . 48
SR BTN . BT ) FOGUR I RRE S B R, B L OREROR, BRSO s AN
PRSPl . EVE G, FRATEE S AOCE NSRS 2 Lok B AR % L, XA E
WAL A ZER (shading) TFE.

James Kajiya 7E4t 1986 E T % & 44 () The Rendering Equation & 45 H T EEHBIIRAR
B, IR EraSetes th 7T IIE Gt U7 Al o 3R AN A 2R — RN B2 A 1) A R
TIE GBI R AR MRAT A A, 0T PAE B 2 B AATTER 2 E 52 % P & FE Y hacks K55 EAT & il
EG, HEETERTEME, AMIATAHBEAZER, MIE TG B, B2
PR G s R SR AT T R

ARG ok A s E G 7 R A S
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Ly(v) = L.(v) + /Q flwi,v)L;(w;)(n - w;)dw;

JRAE BRI T ARG LA, AR, RS EMSEA v, 1277 M) LK 5 2
Lo()S5 T2 sl RS T3 R B A RO R L) BT A NI L) BIIE SR )48
SR AT, & 18.5 45 Y 1 ¥R i U & AN 8 3 R A R

BATMENSELE . 259 ‘
UEERSE. B3OnEE 0T ANREMHMLT

REHTMESH mm’i“ﬁgigﬁﬁ & 0
BT AR Y !
BE KRS MEAS L. . wi
MESH A LT R
l v

~ L(v)+ /Q F(wi, v) L (w;)(n - w3 )dews

\
L,(v)
T

HHRRER. 5 Ll—‘ NS5 AL F X FT R AR
AMERRIBAIR IHX 4 FI R AR B IRARE DGR
HIRABINGI IR

TR NEM

JE 185 ERSESHAIBMER

ERTEETENEEZRZ 0 AR, SEBHEPIE AT Lo)a, FIRFEH S HEE A
15T (Reflectance Equation) . FATA] DU FEHE i e 5 55 50 AR RIRATTEUE Bk SR i 58
M SARS R, RO BNZ SRS 710, % 1 R 5252 1 A2 AR 7 NS48
WERSMEMER. Ko, (0, )RR TAETT RN ZE 5 W ERBE AR, JA14E
XL [R5 [\ ) EERE A 2 (L) 35D LIS 7 ) E R G BIRE (f (o, v)FB5), FIRLLEA]
TEZRIMRLER ()5, fa XAk RIS B 5 s 1 H SRS

TESERER T, HAOGTUR
TE G P I ARTE VLS, R ARy
ANSCEAE R AR5

18.1.3 1EHGIR

ERSEMY B, A OGRS 2 A ARSI, BRI M IR, T i GIR i 6 R
THEE B 2 K& R (8], KA SRR JE g, A8 2 (8 RS #56UR (punctual light sources)
I AU ALL X LETH YR . BT i WL RS I G VR SR B RUORIR . SPATRFI R GAT 55, 1K L 1
FEIFHN AR RN AT IR /N BJ7 M e 1), RERX A& ESLMEE L, HENERZHE
L A RE AR B A N HTE R R

BAUEH L RFBREW T, FH cug BB IBE . FRRFOGRR S RNERET, &
AT RAK K a7 4k T 10 5 5 28 3o AT/ I B A W i Sl B O D4 Iy i vl LA i 22 sk,
HEZG AR, IR T —ANKEOGIE, AT LER T ISR E e AN WL W v B
L S A O

B BB A E RO, BRI Ah, BUSr BN A e S
B4V WS TR LI B AR, TR T i LT

)
7]
H

LO (’U) = ﬂ-f(lcy v)clight (TL : lc)
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A2 AE AR T IR a2~ s R, i A A A —ANRE S8 B 7 TR0 f (L, v) TE R A AR
rERAE, XKML TR RIS EE T2 ML, AT PHEEA1 2 BN L 1
AT AT, RGBT S RARIM AT AT . gt i, St &5 UmT BARI Ak B T 7% 5K

Lo(v) = Li(v) = wf(lL,v)cig:(n - Ik)
=0 =0
W, BULERN R HIRBRR, £ (L, »)IUEATIE? £ (L, v)S2hs F R T 500 5 A 5 A5
JLREAT A FLI : 2440 5 HEAN N7 T B9 NSO I3, 5 25 2> T 4 R b B S A 81 7 5277 1)
RS d, X A0S T, IR YT/ i %L, B BRDF.

18.1.3 N[AR5I2HEEL ( BRDF )

BRDF (Bidirectional Reflectance Distribution Function, X & RANERF S HERE) E&
IR TR — R AT HDGT B ). REZEAENL T, BRDF AJLLH (1, v)RER, HA 1R
NS5 AT v ST ) CRUAI T SO o IXFMEIL T, S5 R IMTEL e N7 MBI 77 1) HEAN
225 BRDF 255, iXFh BRDF #x N2 &M EM (isotropic) [¥) BRDF. 52 X)) U2 & =)
5 Canisotropic) [ BRDF.

HE4, BRDF ZEFRRIIE A 4We? BRDF A P A 7 2 FMEMGRE, Y4BT
NS FE S5 BRDF 1] LAZS tH A H 56 07 ) B 1 s S A SO S 2R IR AR R 20 A0 16 s 38 P B A2
M E Mg (RIS M) J5, BRDF BT LAZE B M FTA N 5 ) 2112 H 56 07 1) (906 28 20 A o
— AN HEEWMEMG S, Y AORRIEE NS T 1 BA R SR, fvnRRTHZ D51
BEHRG R TG v b

NI, ARG — SR A A ) A R 4 —— BRDF 2 Wi 5. W L&, BRDF
W THE O RGEETYHEN ., X7 LLH BRDF & 5 2 ARk 1 W 2 i L 38 i
f# (reciprocity) FIGEEZSFIE (energy conservation).

SEHHR IR A R v BOfEUR, BRDE KA, B
f(lv) = f(v,1)

171 8~ 1 D) S5 3 i s S Y B A RE R N i 4 . ——
ST
Yk, Bl <
\ﬂ,/ fl,v)(n-Ddw, <1 /
Q
FTIXLEE W, BRDF A LAR T4k iy A A [F] ) 4) \Y%
BPLG . R RS RGRITHUN  $T X7 ELR, BRDF ~J

S E AR R R T A —— W T iR &
T SRR 3 R N S R ST (specular term), L J
AT 3R R T UK ()78 R ST (diffuse term), WK 18.6 =186 BRDF fiARmRIIS. S5R5Es
P %

M2, BATUTEF B AR BT A9 BRDF W ? —F5g
A FUSCIN T7 VA2 A PR B0 PR O 27 A5 28 £ JLSE () D B AL 7 e K bt AT IR, S A M Al
REN SRS 7 1) AU 5 75 70 X8 4 TR 5% 1) S S8 O JEUREA TSR A, AT T LAZ3 208 1) BRDF BB Y e
BN RIS A R ATE T AT R oK A BRDF i, LB LT TN R4 2 # AT 5,

377
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% fn MERL BRDF #{ #& J%& ( http://www.merl.com/brdf/ ) LL 2 MIT CSAIL % ¥ )&
(http://people.csail.mit.edu/addy/research/brdf/ ), XEEESLAFH ) BRDF ¥ [k 17 EATEARFDE
HRADU S A P P IR OL . TEFARSE, FE AT T E 2 B C = B A fr F g 1 — 2
i A ¥ BRDF HU# A58, Skt BRDF Z3 A A5 8 o 1) 16 6 S S TR I8 SR S TRE AT 25 2 . X e
WHFE N 243 ) 1) BRDF #5281t 0] AR FR A 72 40 #r 8 BRDF #5841, iX & BRDF f#ALEHE A8 7 K=
ANERAND G 28 B 0 ESCH 5 ) BRDF B ATEIAT 1) 4 #r1L BRDF LAY gEAT XL, WFSTA
ORI, FSHR 2 M B2 ToVE AT IR ] —Fh 73 47 8 BRDF B8 FT RUF A ok BRtk, ¥F
% OB VI TR I B A8 2k T s SR B K 73, SRR — 83 1) 4 AT 28 BRDF #4484, I
A DURI L SE#F 5 1) BRDF BEGUS v] Ge i . (RS 12, BT B Seth S s AT AR EH =
2, PRIHAR MEAT —Fm] LA A2 BT A7 B SEM BURF P ) BRDF B8, Disney [AIARFFIR T — %0
BRDF Explorer Chttp:/github.com/wdas/brdf) IR, kil FH & vl DLE WX L & Ff 4347 54 BRDF
B 55 B S 45 31 (1) BRDF {8 2 18] (1) 2 5%

A PLIAA, X e & 75 2 1) 5L 55 BRDF 4 =2 W 70\ S1LEE T AR B 5E T4 32 /¥ BRDF St 8
BB R, B 1 2SS R R B S E I AN SR, — N4 B BRDF B R 24 15 ) 545
FIff) BRDF HEAERAIGEZ B FTEE N (BOX s e p D B R T G AH U R IA 7T
BEMY 2 N - Disney 8 X K& B 195 #T 8 BRDF # A 3E1T 5 B, 45 &5 B 52 h 7 i BRDF
B EL, A 7i&E M T Disney 2 JE 44 £ ¥ BRDF B4Y, #45#%°4 Disney BRDF. f£ T
AT, BRATSN 48 RGBS R ST — L85 W1 BRDF #2288, [EI 45 H Disney
BRDF F (AR B 20

18.1.4 BR5IIA

BATZ AT 31 1) Lambert 5784 f 2 f 147 B 002 B ) 72 (1038 ) it BRDF. #E#H
Lambertian BRDF &R~ A:

Cdj
fLambert(l, V) = %

H, ey Rm18 RFCEFT G RIEH], E I8 AR 218 R EE (diffuse color). 53R
12 AT gFd ) Lambert YoM BUACR —#E1 2, Efy7sehs L& — A eEE, BA1% LB R
TR (Rl(n « 1) SERR2 RSB —H 45>, A2 BRDF 1 5. b7 2 Bt DL R
Pha, 2R RERAUER 8 R FAERTA 5 W _E s g # 2 AR R, 1l BRDF ZERAEER N AR
R e PRk, g NSO ) 1S URAE 2 T S A5 e R S AR A

L, (v) = mframbert (1, V) Clight (0 - 1) = €aigs X cright(n - 1)

ALAE L, B BURFRAT B — B B8 SO R A —H . /R4 Lambert B8 B H 5 T
SEL, (HESEH SRR A MBS FIR Lambert FEC2 3R, BRI B A 58 £ 5 B0 . AN, —
ik | AN S VR e 2t T BRI B FE 2 A Lambert SAE N EAT PBS A8 1 1138 I G T,
Bl 4151 % 4 (Unreal Engine 4) "',

i FL SR 5 ) BRDF 288 2EAT 204, WFF N RORILVE 26 AR B A PR I T W SR 1
G SO IR, T HLE 5 R THI RRELRES B2 AT A s ZU I K 2R o LRSS T AE S50 A1 B 2 T Rl — 2k 5l
T A b 3R 1D U 25 5 6 B 6 A0 0 B — SR B 23 o IX 682 Lambert B2 Fr GiE A 1 6] 18.7
TR TIRXFERIET, R B e A RO IR AR
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WE18.7 MEEIG : MBS ERFYCEMERNESERFER | LIk Lambert BRHFER

DRI, V1 22 5k T 3L ) Y 4 12 3% A8 P S0 52 24% FR) 188 S ST T A A 400 B o 30 i IR 36 THI BB 10 485 SR
filtm, #£ Disney BRDFPHt, & 38 [ 5 A «

b /!
fagr@v) = @ (1 + (Fpoo — D1 =1 - D®)(1 + (Fpoo — D)1 =1 - )°)

o1, Fpoo = 0.5+ 2roughness(h - %

Horp, baseColor ZZRHPI, W HEEERFESE], roughness R PIREE . FHIT)E
ST IRE S B8 T TE BT A8 R S T RE ARk, 6T R T SR TH AR B X8 R RS . Disney
T Schlick Jf 75 B3 L5 2SR S HUE Bt it i 10 S St A8 A, [ B A5 PR 2 TR okl — 2515 24
B IXAF AT A 5 T CATE S S A B A S B 6 B B RS, T SOASE AR RE A TR AE B A B R
T T R 2 F R IE 2 Unity 5 P9 3B A998 S 5 0.

18.1.5 =HKREIIT

AT, JUT A MRS 2 B0 F St RIS . John Hable 7EAth ) 3¢ & gk 5
W T Everything is Shiny. {H{EVF 24541 Shader H1, R Z M R & 78RR, WIFEA
WIS E R, XA AFE G R B A4 L RE . fEEE T3 E S, BDRF )&
e B UK 2 Bl 2 B L A T E TR (microfacet theory) HIMEE L. UM CHEIGIAA, Pk
KL 2 HT 2 NIRE AR PRI CA B, BERYER I IEA R P, (HxX SR o
DB RO, Wt 2 U e AT T RAT e RIS . G AN AR R T — sAH A
el b — RPN e A B A R B IRAE 18.1.1 5 & B, A Bl i o AH 2 i
L2 5 B N T 1) R 7 R AT 5 e X BLARAT R T R R A S, T
HLk CAAEZ TR R AT T B T 2R, BRI G R A A B S SR U B — PR AU
i, EWA S, I — SOk 52 TGV 8 A i o B Sk HE IR 1

BBERTNEL N n, XL TCINEL m HAEET o, B, AR G2 E— A5
J7 IR 4R I i BN IR (1) 5 )b o 1 24 FRATT U5 BRDF BF, NS5 1) 1 RDWER 7 ) v #2445 58,
X RE N3 0 JC R S 62k 7 2k N B FRATTI R BE s 335 0 U o 2 1A IR R 2R
WETm vy b, BVEAIRNEL m ST 1/ y B)—F, RN —EERNEMERE b (half-
angle vector, L F} A half vector), WP 18.6 (a) Flizn.

SR, IXES m = h I ROH JC SO B A 225 N3] BRDF 1)iHEd . X2EA, eflHd
— I SLENG A 1 g HARROR e {E (shadowing), WP 18.6 (b) iz, S ENIR
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W v B AR G RS(E T (masking), W1 18.6 (¢) Fian. MEICEREIAN, B Xyl
WP A TC A 2 I B R e RS TSR (PR B AT — e T 2 O SAR S R
MIEF], (HXARERE O R % T ) .
BTk oS AR B85, BRDF 6 s S 550 AT AR T T f038 Fi . ok s
o) = F(,h)G({,v,h)D(h)
pects 4n-D(n-v)

m=h I m=h ! I m=h !
m=h
<.
-
(@) (o)

(©

1[E186 (a) BPE m =hHHMETREFEAG M RS2 v E , REXERSHETTA LRI BRDF A1t

B, (b) —EBOHE (a) RMEITSE 1770 LREMHETTESE | BITEZIER | BILSRmBRY.
(c) FE—BDHRE (a) PHMETTRERTTSE v EREHETEE | Bt | XSO RIS TEAHER

X5k & 3 44 1) Torrance-Sparrow i 1 7645 %1 ) Torrance F1 Sparrow i T W MNMEHZ L4 .
T A A DL, SRhR IR RS AN TN BT BRATZ AT B RIS . D(h) 2T
JCHISEE 52 K2 (normal distribution function, NDF), ‘& F T i 5H £ /b L@ FI 508 7T K%
e m=h, RAAXEAMICA AL 1 TS v B G v, h)ZFBE—E#B R
(shadowing-masking function), &M T THH AL 2L m=h PR CHA 2 /D4l T mAS
WARER, FESH TR G (active microfacets) AT (5 IR, HAWEKRIHUR T4
2RI I8 I B B L 77 0] b o (I, )W) 23X B8 BR AT G I FER /R R 5T (Fresnel reflectance)
BRA, R DA R RATEEANE R R T 28 2 0 NG Z R B S D7 R b, BIROR T RO
L ANGE R, FSL b, BSEAEET LT IA MR SR HIERE R . &5, o8
A(n- D)(n- v)Je FH T3 1E ARRTHD 76 1) S 30 2 [) 2810288 Ak 7 0 2 T 4 i 22 S AR R TR 7«

X BB R 43 ST AATAE AR 2 KA Y BRDF #6578 . 1 2 2 SEVE B 3 B B 4 F(L h)o

18.1.5.1 FEEE RSN

TR RN RO 7O R LT S Ky, R T LT R T A R A
BT =t S SRR LR . e IR SRR R, B8 TiE S Ra i 25
H5MBEARISE. AT EHFRN SR E N B R 25, K24 PBS Stk A
Schlick FEVE H-I A5 3k A5 B3 0 14 SRV AR S S AR -

FSchlick(lv h) = Cspec + (]— - cspec)(l - (l . h))5

Hrh, epec RMBRIEDE AT . B0 FL AR FRIEE, ATABLERM BRI =Dt
S BB AEAE FLBOR, T <o A4 5 4 S R Eu (L A AR N

18.1.5.2 JZ&DTHEREL

TR AT L D)7 13T 2 TR R BiAT 2 /0 BB B e IR 2R A2 m=h, IX WA
AR oA 2B 17 R RS E] v o X T RBEERMERYL, 0 c %45 m A
FEIBI A, T2 BRI T2 B MR INAL n AR B HNE L . VR0 A R B 46 AU F
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bR EAE, EWRE T RGN SEEATRIR, B & SO b R ) — T, — 4
ELWEAZ 10, 4R THRREDRE P52 B, SOZA 5 22 (R AR 70 I THIVE 2R3 /2 m=n., [N MVEZR S AT
BRI BB 1% 7% i 81 2 THRELRS 52 1) 2 )

AT Z 7% 2] ¥ Blinn-Phong A Vil & — Fh AR 81 LA BEAL . Blinn 784t 118 S0 iidk T
Phong A JF42 | Blinn-Phong #4!, {32 S M55 4 1f 7c BRDF #4451, Blinn-Phong H{Y
5 P 1R 28 20 A R 5 D(h)

_gloss +2

Diiinn (R) = — (n - h)dioss

o, gloss & 5RMHKSEA XK SE, ERET LREEIEAE. L7 MEATZ 0
FrULIY) Blinn-Phong #MHFTAE, XEFANEAAERBMAN TIH—WHEF, X2EEAEL S
bR ER 200 A — N 2, BRI BT G R R R TR AR 6 20046 1% X 3k 2 R T R R s AR . (R
IR A AR & H— 1L 1) Phong ¥4k 70 A BB 4L

{H5FR I, Blinn-Phong 15 %4 35 A B8 B 5 Hh S BLR 22 B szt i rp 4R A AROTD JG vk 28 0 1R 9 A
CHSE e R AR AR, Nk, 182 IR 200 R B T Hk, il GoxPl,
Beckmann'%, Beckmann 43 A K5 T WKL RE 0 A A0 — R ELSE, 10 HLAE R BL_E AN Phong 40 Al
WREL, HEMITEHNEZTRREL. GGX i (WHFKN Trowbridge-Reitz L2873 A s £ /& —
FhEE B vk Ak g, EMAXW R

a2

m((a? —1)(n-h)%2 +1)2

D¢ex(h) =

Hr, ¥ a &5 REAREZ AL SE. 5 Blinn-Phong VAL AL, GGX i LA
TR, TR Hie R KR Xk, B R R T — 5l =45 2] 1) 35541 5 1) BRDF 43
i . 7£ Disney BRDF 1, Disney W\ AX TR Z MK, GGX RILH KM Sat AT K.
MATTIEREAS F — AP s AL Ak 2, B Generalized-Trowbridge-Reitz (GTR) %34fi. GTR
AT GGX A ATREML, (HE M7 BE 7 a8 2 2, M2 — ]S4, Disney 8 BN A
[FIFE ) GTR S A E AT GG RO Fr, He 88 — AN it v - T ROREEAR MR )=, 88 A RO A
T EREAMRREABEER. BRIz, MATE R4 a = roughness’ 7] LAFER R 15
BT ANLMER AR . BN, EIEEH roughness {F NS EME 2 3 EUE G M R AU RE M 5 2 (8]
T AFL HA SR PR o A 2 D R RS 11

18.1.5.2 [RS-IEEHEREY

M- IE R G, v, DR A LIRS (geometry function), ‘BRI T EH A EHIEL m
(BT TG LE IR A NS 7 1) 1RO 5 ) w1 AN 2 43 LMD oG R4 AR =6 o 76 734 T G #2128 1) BRDF
o, om W UEAE A E  RRE, FARFRXEA M e SN L ka2l v Eo BT
G(l, v, HFRIR—MRME, FIbErER—NEEE 0 3] 1 ZHFRE. FRAKKTITZ
ST G, v, DI HTIRL, XN 30K 2 @S AE — SSfR AL R T AL L Al . P BRI
JG BRDF B8 S8 G(1, v, )R =06 RS I 0 BE(n - D)(n - v)EB S5 Gk, BIIE G, v, h)BELA(n
“D(n )P S E— I, 1X 2 B RIX AN S 2 # A o i o] WA ¢, A Naty Hoffman
FEAt s BE P RRIX AN A UM AT LT (visibility term) .

— U BRDF BALEPESE 2 0E vl WWAET, BIEZIE BN 1. IXEME, X4 BRDF H1(1)
G(l, v, HFEXEF T
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Gimplicit (l7 v, h) = (n : lC)(n : ’U)

FRE) Goptice SEIA TG AR & (KA W] DUE R & 06 R T 2 BESEATHRVE D, IR H
TE— SRR T bnT DU M IE A A 35 . Bian, 4 B S A AT S B 4 B A N, 1%
g iE T 0, XAMFEIRATINEIN, BN S5 A i 5 i 70 g At S i o 14 1 e 2 2> R
Ko BRI, IXFH Grpricn VTEIL 2B T M FOHKEFE IR0, Sh= — @ MR R SE:, FONRAA
FERS )% T EL A B e B s A R 2

TE, - KA G, v, W T L AT 3 D(h), RUN'E 75 245G D(h)K{r¥F BRDF
RE R STIERIIE . A Y] S-S B8 B — & Cook-Torrance [ 523544 55 %™ (Cook A Torrance
KR T PAMER 4

2(n-h)(n-v) 2(n-h)(n-1)

Get(l,v, h) = min(1, (v-h) ’ (v-h)

)

Cook-Torrance B 521 2 bR K0 AE FE AT ML AN F T AR [, (HE SEbr BT — N E R SE M
TSRS, iy LRI REAS 32 M SR RE B2 (R 8 . 5 oK, Kelemen %6 AU'M2H T — /M4 F Cook-
Torrance [ 534 bR ACIE 7 PRag HAT Rl S B -

Gct(l,v,h) - 1
(n-l)(n-v) ~ (1-h)?

H A2 B 2 ) 32 4 52 )02 Smith B 52- 8 06 %% . Smith 5% bl Cook-Torrance 5%y 5 i1
Ko, 1 525 Sk 7 R RS B ANE L AR . JRAG T Smith BR%UE N Beckmann 24k 73 A7
BRI K, T Walter 25 APt 5 K J@ AL, (6 3L AT CADCRCAT VAR A0 A BR 5, FR4a T &F
%t Beckmann F1 GGX 2% 43 17 b 5010 5 0 5 24 (R34 Smith 527 . #F Disney ) BRDF 578,
BB - HE BB 5 G, v, kWA 7 Walter 25 NP8 GGX ¥ it Smith #7 .

G(l,v,h) = 2
1+ \/1—|—a§tan9v2
roughness
a, = (0.5 + L1y
He, 2

FIRAK P 0, KR T7 7] v MIRHTELE n 2[RI I MR 2R A5 LA RO & 75
Zf¥] BRDF EURHIM%E, Disney 7£ Bl s+ i EF B T o, F1 roughness Z B HR, HILAE ]
T NMEMGE FAEZEARE IR R . X Smith B R2- I 08 B )iz N AE AT,
{HADLEH, MET Kelemen 233 )5 Y Cook-Torrance [ 52814 R %L, Smith & 157 & Z 0 2
miRZ .

2k, WACENH5E 75 TYHK) BRDF S8 RFEREE S, JFer i 17— L% LK) BRDF 1
A4, 540 Phong. Beckmann. GGX fH7%ILL & Disney BRDF #AIFsLi4E ., REGFARZETY
FY) BRDF #5484, {H7E 352 B LR B e ) A b, A )7 B DU A A B W] (35 2 2 TR 4 31— A
S, AEAFSCHLE) BRDF BERT DALESR AR N 3 BB R 5 5 AN S8, 1 3O — & B al {5 B .
IR, AR T L EAPEIRA TS A — 2 BRI, 1530 BRDF Al BeA & A% 2L T
YE ) . Disney ) BRDF BB /& — MREF ] 5, S R AT e 8+ B S EORRE
TS G MR A 1 ) P AR B, T HOR LSRR E B RRE W ¥t 0 3 1, itk Disney 23 £ 45 ZEIH
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HHT WS BRDF H A Sy ], {5 G B 52- 30 468 R 50 A A1 ZER e 7 RELRES P2 AR R YR

18.1.6 PBS FAY5EHR

RAEFET W EE G HR LU AUk, (HAE SERR R 26 2 I 00 T 3RAT L s R 7 4% B
THE 20 1 % P A R SLHLAR R () BRDF BEALRI ] SRTAT, AR 15 30 i [ S Ca R yE Qe R, U
XA AR ZTE A, FATIETH LK L PBS M5 DUH (6 .

1 LA A RIRAIC AN TREFOCIR . BEE BT HE RN 1, SE EDGE WA F 2
—ANEE A, #£ SIGGRAPH 2016 |, Eric Heitz Al Stephen Hill 7411144 A Real-Time Area
Lighting: a Journey from Research to Production (13 U 7 il 70 == 17 Q] S 20 S B 1 ' 5 PR v
XA /& Unity ) Adam Demo i FIIH R, 153 0] LAYE Unity Labs 14H ¢ 3C 48 2 4H G 9 2%
FIYERDSEHL . B T LR FOLIESS, BT EBRFIER (image-based lighting, IBL) [F]Ff /2 JF &
LG HOR IR o

T B 6 HEE 45 1 2 1837 55 Pz A 1R DG HEAE A AE SRR S5 G L R B b o 3K SE R A5E
Py DL 7S T A 2 T SO I FR B0, AT Fu VR 3RATT T LR 15 B4 A5 1R e 4045 1 2 5206 HR AL
R 7 Unity 1, IX Pl HRIE 5 /& H I 1 %R %]F (Reflection Probes ) ML RS2 EL Y, FATTAT LALE Shader
R ECY BT B CE B RO IR FEAE TR B A E AT RS AT IR G 2498, FRAT AT LASE I
—EH Y IBL HLl, Sébastien Lagarde 7EARL A ST AL 44 | IBL ) — L8 S 7925 DA K i ]
13 B2 IEM ) R R S MG B 7 v, AEEER —F

FESE bR AOEFE A, A B &R G DL SRR E AR i I S H e ) 2 — 5,
FEARN RAT eIk B2 —Ipkik . MRA PBS MifFibz — i, BATRELFEAN AR
Y DU AT DL SR — 1, AN &R NIRFEZREL RO IBLAL ) “ R de s

18.1.7 Unity sfy PBS ST,

ERHE A, AT 1 Unity o PBS MBI, 75 ZE R /2, BE# Unity (AR,
FLIEFEAE ¥ BRDF A8t 0] G4 &k A48 4k, Bl 4n7E Unity 5.3 Z 1, Unity ] PBS 134k A7
BB D(h)K 2 F0A 12 RO 20 H — 4L £ Phong VE£8 40 A7 sk %k, TIAE Unity 5.3 M2 J5 IR
A CEOIEBIAR T 58 BT Unity 5.6) W, 54k 50 A BRSO R GGX 43 fii o DRI, FRATTX BB 7E
RS TR SERE ) PBS HUFAE AL, AR A T M AT T Unity AR PBS AiTffi H ff) BRDF
BEAY, BATTBRZIER WS 2 80E N B 1) Shader SC{F.

FEZHTRINZE, FATHEE] T Unity 5 /) PBS S2Fr b2 3% Disney BRDFJH & . iX ' BRDF #i%
KIFbZ — AR EW, RFEERAE—ANJIEEM Shader AT LILESEAR A Fidid 3/ > B2 HOkE
et RSB43 WA . FRATTAT BAZE Unity P & ) UnityStandardBRDF.cgine SCAFH 13 2 E 1528

SRS, Unity 5 —3LSzBl 7 Pkl PBS BiAY, —FRi2 LT GGX BB, SH—Fhj 23T 15
—{k[¥) Blinn-Phong R, X PHFAE AL A B T AR 2 2ok T H 55 ' s S 300 (19 28 43 A bR L
D(h)FBASZ-ERE R 2L G, v, k). Unity 5.3 LAHT AR AER A 2 A 26 F )9 —4L )5 1) Blinn-Phong £
RUORSCHLEE TP TE Y, BAE Unity 5.3 K 4RAH, BRKEEH GGX AL, X AR 2 HAh
TR TR R

TEIX P AN, Unity 8 F ¥ BRDF )98 < S Wi #55 Disney BRDF Hf#13% J 5 UAH A,

' https://labs.unity.com/article/real-time-polygonal-light-shading-linearly-transformed-cosines
“ https://seblagarde.wordpress.com/2012/09/29/image-based-lighting-approaches-and-parallax-corrected-cubemap/
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i
BRI
g @9 = P (1 By — 1)1 = m -1+ (oo — 1)1 = m-9)°)
Hep, Fpoo = 0.5+ 2roughness(h - I’
baseColor — B S XA B S EILF R E .
FE G S I A R SE VR H R S eR B F(, )5 Disney BRDF H i —%, B[# A0 Schlick FE7RE
Hir g R,

FEEF RS R
FSchlick(la h) = Cspec + (1 - Cspec)(l — (l . h))5
H, egpee — M B RAF B R DOGEUE T HUE -
Unity 5 Pifh PBS #5884 ) 3 22X ILE T B AT I ade 158 (1092 28 20 A o K00 S T 82 1) ] 5% - 18 44 o

PIAE . T GGX B PBS HIVAZ /i i ECN GGX 734, 24T H—1k Blinn-Phong #7541
PBS VEZR 5 A B EUN 93— 10 5 ) Phong 73 Ao EATII A 4 il an

AR ST AT R :
D¢gex(h) = o’ a = roughness®
CexX = (@@ —)(m k212 “ T
a—+2 2
Dyiinn, h) = -h a, = -2
biinn (R) 2 (n-h)%, o roughness*

T EER MR, A Unity BOARLE R SCH BRI A A, LU roughness (IHEEES 7> 2
A

) 5 -3 478 R R e R S IN AT 2 — 26, #E Unity 5.3 ZRTHIMRAS, JET GGX A —1k
Blinn-Phong 1 %! f¥] PBS [ 52- 14 i 505373 & 8 GGX Fll Beckmann 1511 ] Smith-Schlick £ 7Y
P X (T A= wrs B [ R

Unity 5.3 Z B FIBA R - iR 4«

Geex(l,v,h) _ 1 ko roughness?
(n-l)(n-v) (n-D(A-k)+E)((n-v)(1—k)+k)’ 2
G Beckmann (l7v7 h) 1 — roughness® E
T R (8 ot e ma LR e

JUEAR 22 SCHR R W 4 748 F 3R (%) Smith-Schlick BH §-3 5 55 8, 4R 111, Naty Hoffman! Al Eric
Heitz!"#45 tH, 1XFf Smith-Schlick B 52- 4 58 H& 1 # Schlick X —MHFIRAA [ Smith BEAL
LA R, X &R X 4 Smith-Schlick B 52-JEHE bR KR AN IE T, RN AN RECRIE AT G
PR X SR AR 1 57 E . 7E Unity 5.3 KR EEAH, Unity 36T GGX ) PBS #AIH T
Smith-Joint [ §- 384 28 1", Smith-Joint B §2- 3 B B0 A a0 R

Unity 5.3 BLJE GGX KIRHB- B R ¥
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GSmithJoint(la v, h’) — 1
(n-l)(n-v) (n-D)(n-v)(1+ Alw,) + Aw;)) .
B (n-D(n-v)(1+0.5(—1+4/1+a2tanb,”) + 0.5(~1 + /1 + a2 tan 6;%))
2
(n-1)y/a3 + (n-v)*(1- ) + (n-v)y/a3 + (n-1)*(1 - a3)

2
(n-D((n-v)(1 - ag) +ay) + (n-v)((n-H(1 - ag) +ay)

= hness?
e, Qg = roughness

1 EIRIAT T, A(w,) T A(w) 73 0 PPl 5 77 80 RN SR 7 0] E R B s AR, T3 o 4y
TFHFER A(w,) 1 A Smith #%, Eric Heitz!" 41 %} A(w,) 1 A(w) AR R4 &7 52 7
FiE X B - R B . BRI A UE R 7 — 3 F7 . Height-Correlated Masking and
Shadowing A&7, 2 Eric #WAESSEAEHRN—MT . BT 541 Smith-Joint B 5%-
TEHE R B0 SN AR 545, Ab T PERE DT I 18, Unity 7ESCH B 83848 A B IR0 AL 5 Ffedi i
I AR F AT . SRE R EIXANELA LI IEM, (HMRCR FRE R IEEZT .

REFNCEER 7 RERECAHES MY, e R A 200 T R e 2 kUt vl 5T
R MR, X4 PBS B NEM SRR 2 —. IR EHBELRN T T
P ER P e P B TR S P A3, ) PAS DA 5 (9™ e 1] 5 0 2 - R PR BRIAAT R, 1T Unity
JRARIANE, NE PBS ML RE s R B . BRIEZAh, FE AR TN Tk ST SR AN I A 37 1Y)
Bek R 5 ) BRDF BRI, 3525 i) ORI T F 75 24 8% 5 Unity SEEUAS ) BRDF B3,
JEHEWIR T ZEAERS Bl B 5 T ERTE G, B 1 RCRSMERE R BAT R 2 % 1)z —,
BRI FATAT BE 7 LA X R 3 6 %R A i) BRDF BORUREAT — B0k, 1523 ml DAAEA 3 B9 e 1) 3¢
B R B 2 1 BUR

m 3 : PBS SCi:

BNEENHT AR ZHHEBNE T, IR TF A S — 3 T HEIE Y Shader
T VAT, BATKEAE Unity Shader H52l 18.1.7 5231 BRDF f44 , 2%l LA FL, 8 PBS
L B SR 5 IR AN S — R IR )

AT B F 7SR DG IR 4 ) R VE G 07 1%

L,(v) = L¢(v) + zn: Li(v) = L.(v) + Zn: mf (1%, v)eign (n - 1L)
i=0 i=0

Hrb, LoRBE R, ., v) R NI BRDF B E 7 . BRDF 1756 58 300 7] BL
FH R T A A R Aok R R
_ F(,h)G(,v,h)D(h)
f:S‘pec(l’ V) - 4(” . l)(n . V)
AR, FAT2HH Disney BRDF H 178 s i Schlick FEVE HiLfl% 0. 2T GGX 1
T LR 20 A B R Smith-Joint B 52-18 8 bR 20 /E 8 BRDF YRR SR, 7E22 3] 5EARYT G,
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FATAFRIRLUE 18.7 HAIHCR :

€ Game
Display 1 +|| 600x400 4| Scale Qe 1x | Maximize On Play | Mute Audio | Stats | Gizmos |~
TR

-

1B 187 (FHRBENHETYIBERMNME (LA AMENSEERIR : Standard Shader Gallery® )

7.1.1 S=Ci%

FATHHES TAEI T .
(1) 7€ Unity HOgrg — M5t AR, %545 Scene_18_2. FAME A+ 515
) K 25 4 i EveningSkyboxHDR, £ Window -> Lighting -> Skybox FE 5 BN K= 6.
(2) Fra@m M. EABZEES, XM 5 4~ CustomPBSCubeMat £l
CustomPBSSphereMat.
(3) #H#— Unity Shader. fEAFZYFHH, 1% Unity Shader 44 Chapter18-CustomPBR.
11 Unity Shader W25 58 2 20 iR QI 1M 5
(4) FEG R IRE —ANBREMSLT R, FFEEE 2 5 BRI 5 53 500 R 45 75 A4
(5) RAIFI5.

FTFF BT Chapter18-CustomPBR, Mk G AS, FFitirin M.
(1) E4e, BATFHENIXA Unity Shader 2 — 44 F:

| Shader "Unity Shaders Book v2/Chapter 18/Custom PBR"

(2) )5, FATFEAE Properties 15 X P A B PBR Hh 75 2P A M4 50 J& 1«

Properties {
_Color ("Color", Color) = (1, 1, 1, 1)
_MainTex ("Albedo", 2D) = "white" {}
_Glossiness ("Smoothness™, Range (0.0, 1.0)) = 0.5
_SpecColor ("Specular", Color) = (0.2, 0.2, 0.2)
_SpecGlossMap ("Specular (RGB) Smoothness (A)", 2D) = "white" {}
_BumpScale ("Bump Scale", Float) = 1.0
_BumpMap ("Normal Map", 2D) = "bump" {}
_EmissionColor ("Color", Color) = (0, 0, 0)
_EmissionMap ("Emission", 2D) = "white" {}

@ https://www.assetstore.unity3d.com/en/#!/content/58870
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H o, _MainTex #_Color H T #% il 18 J & Wi 1) 4 Jii o0 2 A1 5, _SpecColor Al
_SpecGlossMap ) RGB &3 {E FH T-#HM 5 (1 & 6 R Bt . _SpecGlossMap ) A 183 {E A
_Glossiness Fi T3 [Al 32 H A B A RS E . BumpMap &M 5T IVELRSCHE, 8 A0 T9T 7 R 3 vl AR
4E BumpScale JE M K% H]. F )5, EmissionColor f1_EmissionMap T2 #4411 H & Ei e

3) & X Forwad Base Pass:

SubShader {
Tags { "RenderType"="Opaque" }

LOD 300

Pass {
Tags { "LightMode" = "ForwardBase" }
CGPROGRAM

#pragma target 3.0

#pragma multi compile fwdbase
#pragma multi compile fog

VERG, LE BT AACRS T FRATTE i 3 F #pragma target 3.0 H 35 W {# ] Shader Target 3.0, X2 [
NETYIEG R TBZ AN, I HERZ IR KT, Xrfe2ilid Shader
Target 2.0 Xf 5 240 H HE, DA HFRATTE £48 F 55 %=1 1) Shader Target 3.0

4) R, FATKE LT RS (2

struct v2f {
float4 pos : SV_POSITION;
float2 uv : TEXCOORDO;
float4 TtoWO : TEXCOORDI1;
float4 TtoWl : TEXCOORDZ2;
float4 TtoW2 : TEXCOORD3;
SHADOW_COORDS (4) // Defined in AutoLight.cginc
UNITY_FOG_COORDS (5) // Defined in UnityCG.cginc

bi

v2f vert(a2v v) {
v2f o;
UNITY INITIALIZE OUTPUT (v2f, o); // Defined in HLSLSupport.cginc

0.pos = UnityObjectToClipPos (v.vertex); // Defined in UnityCG.cginc
o.uv = TRANSFORM TEX (v.texcoord, MainTex); // Defined in UnityCG.cginc

float3 worldPos = mul (unity ObjectToWorld, v.vertex) .xyz;
fixed3 worldNormal = UnityObjectToWorldNormal (v.normal) ;
fixed3 worldTangent = UnityObjectToWorldDir (v.tangent.xyz);

fixed3 worldBinormal = cross (worldNormal, worldTangent) * v.tangent.w;

o0.TtoW0 = float4d (worldTangent.x, worldBinormal.x, worldNormal.x, worldPos.x);
o.TtoWl = float4d (worldTangent.y, worldBinormal.y, worldNormal.y, worldPos.y);
o.TtoW2 = float4d (worldTangent.z, worldBinormal.z, worldNormal.z, worldPos.z);

//We need this for shadow receving
TRANSFER_SHADOW (o) ; // Defined in AutoLight.cginc

//We need this for fog rendering
UNITY TRANSFER FOG(o, o.pos); // Defined in UnityCG.cginc

return o;

T i s B TS LT B, AT 2 i 37 vh B AT S SR T 5. O THAE R e
A PR B D) 222 18] R VAR T Tl B e B F 2 18], BRI AR 0 ) A O B A7 £
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T 0.TtoW0. o0.TtoWl Fl 0.TtoW2 . itz 4, FATEAE AN E % SHADOW _COORDS.
UNITY_FOG_COORDS. TRANSFER _SHADOW #1 UNITY_TRANSFER FOG % B fl 115 T [
5N 55 R TR L — LE G AR AR S L

5) FonE A RRATME S, ALK — PP F T2 ERLI:

halfd4 frag(v2f i) : SV_Target ({
///// Prepare all the inputs
half4 specGloss = tex2D(_ SpecGlossMap, i.uv);

specGloss.a *= Glossiness;
half3 specColor = specGloss.rgb * SpecColor.rgb;
half roughness = 1 - specGloss.a;

half oneMinusReflectivity = 1 - max(max(specColor.r, specColor.g), specColor.b);
half3 diffColor = Color.rgb * tex2D( MainTex, i.uv).rgb * oneMinusReflectivity;

half3 normalTangent = UnpackNormal (tex2D(_ BumpMap, i.uv));

normalTangent.xy *= BumpScale;
normalTangent.z = sqgqrt (1.0 - saturate(dot (normalTangent.xy, normalTangent.xy)));
half3 normalWorld = normalize (half3 (dot (i.TtoW0.xyz, normalTangent),

dot (1.TtoWl.xyz, normalTangent), dot(i.TtoW2.xyz, normalTangent)));

float3 worldPos

half3 1lightDir
UnityCG.cginc

half3 viewDir = normalize (UnityWorldSpaceViewDir (worldPos)); // Defined in
UnityCG.cginc

float3(i.TtoWO0.w, i.TtoWl.w, i.TtoW2.w);
normalize (UnityWorldSpaceLightDir (worldPos)); // Defined in

half3 reflDir = reflect (-viewDir, normalWorld);

UNITY LIGHT ATTENUATION (atten, i, worldPos); // Defined in AutoLight.cginc

BAVE S 75 EON G BT AL U P I N B, X e N K 22 RUR T 5 T AR ) AN
e, NS B diffColor A& Y R BB specColor FHLKEE roughness. 525 18]~ Ay 2k
JiTE S SEUETT I BT M) R T IR S o FRATTIEAE A 9 B %% UNITY_LIGHT_ATTENUATION it
BT B AEHR IS atten. BRILZ AN, BATIETH T — 42 & oneMinusReflectivity, X425 &
FHARBATZ AT 2] BRDF PR ENAD &, EFRERN T HHER AN REEE, M 2L
TR FEVE B RO ROR

LRk, AV UG B Y BRDF JGRERIAL . fEIbZ 1, FRAT1 ek & I &AM FE I AR 54
B, R AXPREAD SR, Wnev). (n-0)5%:

///// Compute BRDF terms
half3 halfDir = normalize(lightDir + viewDir);
half nv = saturate (dot (normalWorld, viewDir));

half nl = saturate(dot(normalWorld, lightDir));
half nh = saturate (dot (normalWorld, halfDir));
half 1lv = saturate(dot(lightDir, viewDir));
half 1lh = saturate(dot(lightDir, halfDir));

L EH] Cg Y saturate pREL, FRATHEIXLE GRAE ATE BB 1[0, 11218, SR8 i
FoLi. SRJE, FRATKEH BRDF P18 [ 500

// Diffuse term
half3 diffuseTerm = CustomDisneyDiffuseTerm(nv, nl, l1lh, roughness, diffColor);

6) X T8 )R 411, FA 1k #E(EH Disney BRDF 11138 [ 4F Wi HL, CustomDisneyDiffuseTerm
BRI SEE (MK HE Disney BRDF A1 H38 BT A Z0) Ui K-

inline half3 CustomDisneyDiffuseTerm(half NdotV, half NdotlL, half LdotH, half
roughness, half3 baseColor) {
half £fd90 = 0.5 + 2 * LdotH * LdotH * roughness;
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// Two schlick fresnel term
half lightScatter = (1 + (£d90 - 1) * pow(l - NdotL, 5));
half viewScatter = (1 + (£d90 - 1) * pow(l - NdotV, 5));

return baseColor * UNITY INV PI * lightScatter * viewScatter;

XA SR HCE T, FRAT R I a5 B 1) A SL B RS 2. UNITY_INV_PI 21E
UnityCG.cgine SCAFHE LI AR &, BIIEE 2 o (I3 £ B seid, JOBEMH 1 Cg X
A inline " SKAB R HE B, inline FOE & T4 kg 108 25 12 R AT B A8 FH 9 B6 8 A 10 07 2R
VA Z R, 93D e B0 T

7D NI, FRATIR S = S T

// Specular term

half V = CustomSmithJointGGXVisibilityTerm(nl, nv, roughness);
half D = CustomGGXTerm(nh, roughness * roughness);

half3 F = CustomFresnelTerm(specColor, 1lh);

half3 specularTerm = F * V * D;

B WDV, BRI B 5 - oR R DA D S T 4 BES A S 2 R .
CustomSmithJointGGX VisibilityTerm & ¥ S2Bl (AKIE Eric Heitz!"2'42 4% Height-Correlated
Masking and Shadowing 77 41 & 1) Smith-Joint P 52-EHE RO Wk

inline half CustomSmithJointGGXVisibilityTerm(half NdotL, half NdotV, half roughness)
{

// Original formulation:

// lambda v = (-1 + sgrt(a2 * (1 - NdotL2) / NdotL2 + 1)) * 0.5f;
// lambda 1 = (-1 + sgrt(a2 * (1 - NdotV2) / NdotV2 + 1)) * 0.5f;
// G =1/ (1 + lambda v + lambda 1);

// Approximation of the above formulation (simplify the sgrt, not mathematically
correct but close enough)

half a2 = roughness * roughness;

half lambdaV = NdotL * (NdotV * (1 - a2) + a2);

half lambdal = NdotV * (NdotL * (1 - a2) + a2);

return 0.5f / (lambdaV + lambdal + le-5f);

PR KAATEL AT D, CustomGGXTerm BREHISEHL (IKHBIET GGX HEAL {744k 50 A1 bR
O WR:

inline half CustomGGXTerm(half NdotH, half roughness) {
half a2 = roughness * roughness;
half d = (NdotH * a2 - NdotH) * NdotH + 1.0f;
return UNITY INV PI * a2 / (d * d + le-7f);

a3 B R 5 T F, CustomFresnelTerm % (fKH8 Schlick JEE F i) (sl in
T

inline half3 CustomFresnelTerm(half3 ¢, half cosA) {
half t = pow(l - cosA, 5);
return ¢ + (1 - ¢c) * t;

e R R TR RS V. D A F AR S 45 2R .
8) FENK, AT EIHE B ARG

¥ http://http.developer.nvidia.com/Cg/Cg_language.html
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// Emission term
half3 emisstionTerm = tex2D( EmissionMap, i.uv).rgb * EmissionColor.rgb;

HACIER R R, RATR T EN B RS A7 RAE 3R L B AOE BRI
9 N TARREIEINAESADEH, FATE T E R T KRR IRE 2 (IBL):

// IBL

half perceptualRoughness = roughness * (1.7 - 0.7 * roughness);

half mip = perceptualRoughness * 6;

half4 envMap = UNITY SAMPLE TEXCUBE_LOD (unity SpecCube0O, reflDir, mip); // Defined in
HLSLSupport.cginc

half grazingTerm = saturate((l - roughness) + (1 - oneMinusReflectivity));

half surfaceReduction = 1.0 / (roughness * roughness + 1.0);

half3 indirectSpecular = surfaceReduction * envMap.rgb * CustomFresnellerp (specColor,
grazingTerm, nv);

IBL 573 f) = S JE AR A A4 BORDRE 2 PR B3 05 3547 LOD (Level Of Detail) KA, X K]
D RERE FERROR BB BT, S SR AR PR A58 1 HE S B ASOR 17 3 DA BE e o A 45 G P A () 5 B ) 22 2
S (mipmaps) BEATRAERBAUG R R E, £ 2 Jm SO0 o B SOR sk, B
A EROR]

N T LT EERAE 2 R SO G, FATRA BURRE [ R AN B H (FE Bk s b
ZHEBCN 6), XAEHERY] 7 REAKRE VG N 2 QR SO R R FEE R, XAl
RELRES B2 U1 5 G B 7 vE IR AN & e — 1), 32 A BL{E UnitylmageBasedLighting.cginc 3 1]
perceptualRoughnessToMipmapLevel &% H R BIAH G SEI o AR5, FRATAE FH 1 G s 538 77 1) S ek
IR B b 47 KR . Hor, unity SpecCube0 L& T iZ 044 FE B 24 w36 BRI S R % (Reflection
Probe) HTAL S MIFREENG ] o A A TRAT AL 5 57 T BN CE AT SO R EE, {H Unity 2R
Window -> Lighting -> Skybox T W&, 1E s M — BN SO RS . BT AT HE R
TAEHIRAIAE Window -> Lighting -> Skybox T E | H & XK &, F LK unity_SpecCubel
AL S IR XA H € R B EENGE  W R IRAE S s s E 1 AR SO PR EE , Unity 2>
A AR DG BB AR FITAE R A7 B H B0 ER Bz A S5l (8 — AN BTN ROHR B #4516 45 Shader.
REEZ AR, FATZMEH samplerCUBE 2K 75 B — AN 777 #9118 tex CUBE SKRAE
‘B, fHZ Unity BSOS EPRER 193277 7R G 0 A2 DA —FhoRR gk i) 07 S0 Y, IX 20208 [ E L
4 N AT LAY 4 sampler slots. 327 A LAZE UnityShaderVariables.cginc S 71 #% F] unity SpecCube0
(175 B, Unity 3 %2283 HLSLSupport.cginc 4+ € SN B % UNITY _DECLARE _TEXCUBE
KRS . BT XFEMIREBR M, 75 KA unity_SpecCubeO B F& AT 87 % i A Py B 7% W
UNITY_SAMPLE _TEXCUBE (f£ HLSLSupport.cginc SCFH#5E S0 KRFE. HTEX BRATE
T BN 8 E A 2 R SRR AR, BRI IRATEH B % UNITY_SAMPLE_TEXCUBE_LOD
(£ HLSLSupport.cginc XA F 58 SORSZH . £k, AV R T RAEE AL HE S envMap.

SRIG, N T4 IBL INE I E S SRR B R, AT @6 RSB specColor A5 i 2 £
grazingTerm #E47 JEVR H 46l . 5 5T B4 grazingTerm & B A4 5 HL RS B2 A 2 0 it 5545 31 10
oneMinusReflectivity & [F] ¥ g ). A8 FHE0 A BE AT SRR HAGE I B b2, JRATA] AZE S5 A 15
FEINASLPFEE T SRR, RIS & 7 PO R RIS . Britbz 4, JATIEAEA 1 Bk
R 1+ 515 2 1Y surfaceReduction Z ¥t — 5% IBL f#E{T7121E. CustomFresnelLerp F 2 HUSZ B
I

inline half3 CustomFresnellerp (half3 c0, half3 cl, half cosA) {
half t = pow(l - cosA, 5);
return lerp (cO0, cl, t);

}
B RISEILN 2 BT SEELE) CustomFresnelTerm pREUR ML, AFPZXBEMEHSEH t KBS



18.2 =h¥F : PBS Lk

B, R grazingTerm #f 75 B A 8 —4EH ) half &, 7EfE# 4% CustomFresnelLerp A & & H
B L ¥Rl half3 RAVWAR B, IXTE Cg F 4R N2 " "Smearing" Of Scalars To Vectors” .
10) fla, FRATR T B4 M E Y 7 PR30 BT A T ke >k B AT

// Combine all togather
half3 col = emisstionTerm + UNITY PI * (diffuseTerm + specularTerm) * LightColor0O.rgb
* nl * atten + indirectSpecular;

UNITY APPLY FOG(i.fogCoord, c.rgb); // Defined in UnityCG.cginc

return half4 (col, 1);

TEIR [Pl B e PG BT, AN T 55 30152 . 2 IRAT15E M T Forward Base Pass H!
T S B
1D BT PR AAEZ AR, BATE T E LI Forward Add Pass. Forward Add Pass ]
SEHL 5 Forward Base Pass ZEA—2, A AR, Forward Add Pass A EIFHZ K. H A
1 IBL W34y, R DX g8 75 B4E Forward Base Pass i+ 5 —i I Al . HAbSCILE A FHER., &
I, BATHLTE R T —ANBON TSR3 T 2 VE 4411 Shader
PRAF SRR 5, FREA OSSR AT 43 228U 18.7 AR . & 18.7 wh Wi it F ()44 o
TR AN 18.8 B, B4 IR BL T — /N4 8 S AL S AN — AN SR R Y B 5T o Tl s
PBR W B &FM T SE, HE TSN 183.2 TN A,

CustomPBSSphereMat i CustomPBSCubeMat L
Shader | Unity Shaders Book v2/Chapter 18/Custor~ | Shader | Unity Shaders Book v2/Chapter 18/Custor~ |

Color 7| | color —
Albedo Albedo

Tiling X1 Tiling

Offset X0 Offset

O | 0.75

Specular 12| | specular  —
Specular (RGB) Smoothness (A) Specular (RGB) Smoothness (A)

Tiling Tiling X Y l

Offset Offset X0
Bump Scale Bump Scale
Normal Map Normal Map

Tiling X1 Tiling

Offset X0 Offset
Color Color
Emission Emission

Tiling X1 Y Tiling X1 Y[l

Offset X0 YO0 Offset X0 YO
Render Queue From Shader $ [2000 ] Render Queue From Shader 32000

1E18.8 ABIhYMAERAII RS

TEVER R, BATET ELRIE Player Settings — Other Settings — Rendering — Color
Space FIETZ Linear, BRIt 0], G IXMEA BRORUETRATHTH R R AE LR 2 8] Nk AT 1), H
N . SERPERS A DGR SR IR, X WA RE TS AT R 18.4.2 11,

" http://http.developer.nvidia.com/Cg/Cg_language.html
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RPN ET, TAKE B € LR EEI T —A 2T GGX BRDF #4![1) Shader. SEZPr
I, Unity 24 8HJATLI TIREL BRDF AP RE, FARMNTIRME T IRFE T E AR
Shader, 15l Standard Shader.

m Unity 5 &9 Standard Shader

HIRATLE Unity 5 Hor 68— MR SR BB — /MR, HBAEH & a2 — 1
%79 Standard [f)%5 (4.2% . 1X > Standard Shader i A# F T FA1 2 51 AT k0 25 T 0 L (109 G

Unity SCREF RT3 TR TAEGRE: €BIIER (metallic workflow) ISR & T
fER (specular workflow). FLrf, &8 T/EZBIAT TAERFE, XN Shader A Standard
Shader . 171 41 $ A8 EA8 H 1 )6 SR ARV, 3t 75 EEAEM BT ¥ Shader T HiAEH1 1%+ Standard(Specular
setup). s EEVE RS, WE K, AR TR LSRR SR, R e 25
ARITMNE. 48 TEREAEWRE S RSB RAENM R, &8 TERRK S T RIET EE X
THMBREHNERE CGeeBRUMNIE2IEEBIRAND . SRS TAERK A 7 RIET & A
Pt € R 1S R B (AR BRI &G SO IS AR §9 I @G ) &, FRAAE 18.2 15 sl
(1 5 5 ) PBS bR bt 4% e ) SR ARG 77 20k g S o T AE 42 8 AR X AN B e 75 2
HH 18 SR B AN 4 SR AE AT AR T R o AE SR BRIV AR A E I R b, FRATT AT DAk 5% | O S f e 1) AU
KetilEp s, XEZ RN NS ER RS GRHn] DUE R A A TAER. A sl b,
KA TARR SR b i &2 H Al —% BRDF #i8!, A[E )2 BRDF B8 b &AM N S50k
PEA R 2 o

TE RN, FAT1H Standard Shader K4tk Standard 1 Standard (Specular setup) Shader-.
Unity $#24t/] Standard Shader S0 VFiEFRATT A 8 HIX—Fh Shader K A5t i BIE T (4, 1A
B R AR R m M Bk R SR 555, AT R R IE D FATAN W R HE A4 o S H P A6 9% B ]

18.3.1 EfIRMATLIAY

Standard 1 Standard ( Specular setup) ] Shader JRAA% 7] LLZE Unity P ¥) builtin_shaders-5.x/
DefaultResourcesExtra S H14K %], 1X %L Shader #K#iT- builtin_shaders-5.x/CGlIncludes 3 {3 1
TE ) — e S 0 o IR BEAR SR ) Sk S R 44 FROK 2 28 0T UnityStandardXXX.cgine, g T
FIPBS MG S A BB EL . SR AN 2255 . 3R 18.1 FIH T IR S8k U A FR A BT R A AL .

%< 18.1 Unity HE RIS PBS X &N Sk AR FE K3 iR
X o’

78] T Standard #1 Standard (Specular setup) Shader & F I TG M S (w0
_Color+ _MainTex _EmissionMap), & X T T s % € 3 150 N &5 14 1k
UnityStandardInput.cginc VertexInput, 15 7 AH 4 Bl ek O T OX L4 A\ b 15045 2AH S A iR A8
&, Bl Albedo B&%nl LAA_MainTex 1_Color ¥ it 515 51118 = 4 it
Occlusion B %A LM _OcclusionMap H i+ 545 21 3 42445

TE LT R PBS S REAH G 1 &AM 44, 170 UnityLight. UnityIndirect UnityGI
FI UnityGlInput 2

€ X T Standard A1 Standard (Specular setup) Shader f# FH f{T0 &/ F o5 €2 5%
UnityStandardCore.cginc C i1 vertForwardBase #11 fragForwardBase ) « #H % [ 45 ¥ & (
VertexOutputForwardBase #1 FragmentCommonData ) F1 #fi B &8 %t (

UnityLightingCommon.cginc




18.3 Unity 5 A9 Standard Shader

MetallicSetup~ SpecularSetup. MainLight. PerPixelWorldNormal. FragmentGI)

A
=F

EXT WA R T R/ ot B B 3 (Wl vertForwardBaseSimple Al
fragForwardBaseSimple). HICM45 #4114 (41 VertexOutputBaseSimple) F14#H)
UnityStandardCoreForwardSimple.cginc | EA%{ (4 FragmentSetupSimple. MainLightSimple) 2. fEERNEIL T, Unity
2% UNITY_STANDARD SIMPLE (# UnityStandardConfig.cginc 31 i
FES) W0, RIANE X e 4k 5 1R S

GE X T RME G AE AR dE L Bk B MM e S ik %, W
LightingStandardSpecular B8 %1 SurfaceOutputStandardSpecular 2541k, XLk
& X EESE N Unity R HE €S (Surface Shader) ARSI, BRIbZ 4k, E5E X
UnityPBSLighting.cginc PBS ER ¥ M % UNITY BRDF _PBS, Unity &#RfE 4RI FaRESN
UNITY_BRDF _PBS # & AR PEREM % N\ 1, 0 BRDF1_Unity PBS.
BRDF2 Unity PBS 1 BRDF3 Unity PBS %5 Bg [, 1fj iX &b o8 % &2 74
UnityStandardBRDF.cginc SC4H 4% 5 LI

LT Unity AT W ME R AR, F LT BRDF1_Unity PBS.
BRDF2 Unity PBS Al BRDF3 Unity PBS iR %, RELHAF TG FH
BRDF. IXANSCHA4 T 5 ) BRDF B2 ) sEEL 4y, 4518 S ORI i
ST B AT S (A0 DisneyDiffuses  SmithJointGGX VisibilityTerm) FlIAH 9
B4 B B O C R A M O % KR % Powd Al Pows .

PerceptualRoughnessToSpecPower)

& ST ARG BRI UnityGloballllumination BR%Y, %R #{E FragmentGI iR
4 ({£ UnityStandardCore.cginc FH#E XD H#iHA, B2 MARILE. Jai
UnityGloballllumination.cginc PREF . ROMPREF SN S BRI, THE 4 R ' R o g [B) 42208 S e A v
JCRAIBUE, FFAFE UnityGl 25K {4 1 UnityIndirect Z5# 1R 28 b (PIANG
¥4 35 1E UnityLightingCommon.cgine H1 4§ & )

TE ST AR T BB G IR G A S R PR pR B, X e 5 K R AT B B S A 15

UnityStandardBRDF.cginc

UnityImageBasedLighting.cginc A JR IR, B4 Unity GlossyEnvironment R #02 RAE S HRET T 1)
e, ] DA T SR e ok e
UnityStandardUtils.cginc Standard Shader f# F i — S84 B RR 2, K K TT BE &5 3] UnityCG.cgine X4

%t Standard Shader IAHKFEE &, Bl a0ERE L T # F GGX #i A K528 BRDF
C¥f UNITY_BRDF _GGX %4 1)

& T Standard Shader ' “LightMode” & “Meta” ] Pass (] T-HEUEIRLL
UnityStandardMeta.cginc HANA RO AR OB D A MTI S/ oo B s, LU IE A
tH 45 A A

5 X T Standard Shader # “LightMode” A “ShadowCaster” ] Pass (i T#%
SRR RIS A E G, DURCEATTE RN A 45k

UnityStandardConfig.cginc

UnityStandardShadow.cginc

A 1A] AFT FF Standard.shader 1 StandardSpecular.shader SCF K434 Unity J& G0 sE L T4
FRE G SRR YE, XS Shader FAAS 3 A AH [H] BAITHSE LT A SubShader, 25—
A SubShader f H I THE T INE 4%, Unity 358 T HT I8 B4 %40 A GE IR V8 JL 2% 723 F (1) Pass,
DL 45 558 B 52 AN B T AL 5 11 Pass; 55— SubShader tH5E 3L T 4 4> Pass, A4 Pass H
THTAVE SR, —> Pass HH TS5, 55— Pass I THEHOUCHHE, % SubShader FZE—4>
SubShader ) 3= % Xl £ T | — vk 5, Flan At S ZWE L At ER .
Standard.shader ! StandardSpecular.shader 5 KA R 2 A7ET, BA1/E R E BRDF Ffi A4 H
TAF IR ECR B E SN S8 —3 T 4 )8 T/ERN Standard Shader 1§ | MetallicSetup & 40K 15
BENSHL BT Es S TAER ) Standard (Specular setup) Shader 1 il SpecularSetup B8 #K
B . MetallicSetup F1 SpecularSetup B %3 7E UnityStandardCore.cgine XA H 4 E . Kl 18.7 44
H 7 Standard Shader H1H TR [F) V8 Je % 2 ) SR SEHIL, 3K H 6 9 BOCHE I 0 A BT A
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ForwardBase Pass

ATEGS
fragForwardBase
(UnityStandardCore.cginc)

REER
vertForwardBase
(UnityStandardCore.cginc)

VertexOutputForwardBase _,

VertexInput —»
(UnityStandardCore.cginc)

(UnityStandardInput.cginc)

ﬂl

1. fiﬁijSpecuIorSetup‘QMetolllcSetup#ué&;}%tﬁ}EBRDFE’]%JAﬁm

8 VertexOutputForwardBase () & N E B 1E,
Il Epos. SMtkizlex. WHLE L g
eyeVec. HELIRE. 3. JFUNITY_BRDF

KL=, JIAMBROFECES
Tgs‘( ({{UmtyPBSUghtmg cgincXEARE

;& (EUnltyPBSL\ghhng caincX i #E

ForwardAdd Pass

ATEGR
fragForwardAdd
(UnityStandardCore.cginc)

REER
vertForwardAdd
(UnityStandardCore.cginc)

A 4

VertexOutputForwardAdd _,

VertexInput |
(UnityStandardCore.cginc)

(UnityStandardInput.cginc)

N A 1. fE FSpecularSetupg;MetallicSetupss i ¥k 75 BROF R A 2548
1t # VertexOutputForwardAdd i I &M BB 1E, W wFrugmeniCommon ata: y

gggﬁggfs\ SR fRtex. MAhIEeyeVec. 2. 38 Lﬁumwé’m 2 1B BRI ;
= o %{ﬂﬁﬁu ITY (—’[{UmtyPBSnghtmg cginc XX fFHRENX) &
4,
53R

T H’J
’T‘ ;;m;w (ﬁﬂ%ﬁF‘E’hﬁ)
RENRRE.

1B 18.7 Standard Shader FgIEEREERFERM Pass ( E{LiRAHI PBS AT VertexOutputBaseSimple 451
RSRAEERAIEIN )

M 18.7 T LIE H, P4 Pass HIAAL RAEMEIR, HJ& ForwardBase Pass #£47 T 58 £ ) iR
T, Fln, FESREIR. HROEMR, XEH R T EEYRR BN E IR H—IR
Biwy, [RIEA 7 Z4E FarwardAdd Pass FF AR 115 — R, X 5 8RATZ 0022 > 10 1A 78 Je b i) 2006 — 50,

18.3.2 #{nJ{fsEHH Standard Shader

AT HTHEH], Unity 5 ) Standard Shader 3& Fl T % Fh b SR 09044, (H2, FRATTRE 12 i fa] {5
Standard Shader K15 ZIAN [F] B4 57 8 S e 2

BATE SR BB — N, 2N ARG R WA [FWE 23X 7 ZE R R ATAE 18.1
RN . BATRLE, MRAIEHEEE AT LU B s A m R S AN 4y, e 18 s a6
BT IR R THTHUR 45 R ﬁﬁm)‘ﬁfiﬁfﬁ'ﬂﬁf??@ﬁfiﬁfﬁﬁ = S i PO R o % DR E [ Snd ¥ w il
GYHT, FRATAT LS B S AT 1K1 S5 S A i ol S S 1 SR

1. €BMER

o VTR, BRI BRI 1 E e TS AL SRR T X
+ AR A ELRAT

o RSB RETEM, PIE TR R,

2. FLBHIE

o RZEUNL R RATIR R EE LRSS , (LSRR A N DG S 5B S T 22856, BRI



18.3 Unity 5 fY Standard Shader

o DGR B LU R

o BROTMBIGEZMEZR.

HESEMM R ZIRA T BT X ke,
Unity $&fEH TARRAR A 1 7 i 3JA 15
X LA R R U8R . £E Unity B 75 52451
75135 H Shader Calibration Scene® ', Unity #2fit
TN EFASHEMENRAEERK, WK 18.8 Fr
N, AT AR LT 4 S AR RN O R AR
WS EEYEE, KI7ERATE R AR KR
A BOR R S K. B W EAR RN migg Unity $RAtEOROERIR. 7630 : ST/
Assets/Textures/Chapter18/Charts SUAFRIKEIXM  (ampeeseis | 510 - Bovost T /e S MRGREEIE
TR AER A

BATLAE 18.8 By Ar ], BRI J@ AR IRUAE FH AR vk A% 98], ke ff e dan e £ FH X T AR vk 3R A% oK
T8 FRATEEM BT EAB BRI 5 S Scene_18_3 H, FRATIRAE T — AR B 135 SR EARA
[FIA T 25 SR . 1] 18.9 R T i L4 R UL I BIM T . T B R, 10 & SEAE Edit —
Project Setttings —Player —Other Settings —Color Space H1E¥ Linear 77 v] U3 | A1 18.9 1 AH[H
IR, X2 PR R 5 T B ) v e 7 A FH 2R PR 2 (0] (FE DL 18.3.4 719) SKRHATHHGITHE .

AR R R BT T

©Normal Map

et
U set

sE189 FERSETIFRRIARREMME. O  SBEMR  ARRIERE : BRER

fE4 8 TAER T, MR Albedo & S | IR RAREI (S, BB B 2TA TR FH
IR o NSEFE KT, AE 4 JE A T I 5 BE VG L 78 50~243, 1 4 8 A4 i ¥ 7 B — 7 186 255
2], Unity 4 FIRCHERRS (UL 18.8 WA D) HRileh T — ek & @ A1 UM 4@ A4 Al A7
1 Albedo JEMEAA, FRATAT L EFEAE AR LR GMERAE M BB 1 2498, ] DB H— kg0
YEIM T Albedo fH. fEFRAIHIBIFrh, FAESEME (B 18.9 AL RIERA) [ Albedo 15
RERIK A, TR R (B 18.9 A LMER ) ENEES . MR T H T~ — Rt
Metallic, & X T ZYMARME KT EEESIBBIAES IR FIFE, FRA T AT LA A —sk 8k
FEAS 2SR ) Metallic {8, HEHSZSUEEA ) ROGBIEE X T Metallic fH. EFRATREIF, AT
4 B T 1) Metallic 1A 1, REZMIEIL w22 — NSRBI, [FEEEH R ) Metallic
BN 0, BFZIME )L TFEB TS B, Ba— " EZERM R EMZ Smoothness, ‘&2 L —
A @ Metallic (I EE, 2 30T MR _FORBEZRENOGEFEE . RFENEEE Metallic B
s I 2 — 3K S0, AR A X TRAIF ) A B AN. T R 1) Smoothness {8 (ILAF 43K GB i

¥ https://www.assetstore.unity3d.com/en/#!/content/25422
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TE 3 20D o AERATEIEFrh, AT S JE A 5T Smoothness {5 B M ECRH 0.7, RWA1ZE
JE R LR, MRS ) Smoothness H BN 0.4, R IH1Z IR R 0 LRSS .

G RS AR RS B AR AN E R G R TAR A H A E, R T A E S
Albedo JE %, 3718 Specular /% T iR 1) Metallic & 14 . 7556 S TAER A, #5E 1) Albedo
JE S T R HE R AR . N TAESEM B, e EEE TR BV RS, H
X T & @M, Albedo FIMEE AR Hair B GERICIF, SJEAM L A7 K2R HEUH 10
). RS TAEGK Specular J& 1N 5E X T R =G RS . JE& @M B & 8 H — 4
IKPEABTEETE 0~55 MIVRIKEKRAE N Specular {8, RAESEM T S R A E55 . &85
B S AW L)% SR FIBEE e B Specular {6 . Specular J& A MA —AFE M
Smoothness, BE X T ML FRE ZRIPDEIEFEE . M I8 TR, WREH T
— 5K HER A Specular JEPEIRAE, A LH ) RGB @B XN T Specular JE A, A BIEXTN T
Smoothness JB (A . FRATLE 18.2 17 SEILH) H € L) PBS SEBr Bt 2806 1 st A TAER .

IR A 5 R P & T A B R ) Main Maps 57, B T BB E SN, Main Maps i
B T HAWM R, B, YIZRT A N RNELSOE ., BRSO, 3RS . Main Maps
I N HE A — Secondary Maps (1)@ 1584y, XN B4 19 J&8 M2 F ok e SCaA i i1s .
T RE AT 2 B 22 1 /£ Main Maps [ _BTH, SR &AL BE 2 0 R T S04 15 R 0 .

BT Bk JEYE, ATIER LA Standard Shader %&£ e fdi H AV Ge i 38, BIR 5T T AR b 1
Render Mode % 1l . Standard Shader 32 #F 4 FiiE 44455 3, 43 /& Opaque- Cutout. Fade I Transparent.
b, Opaque HTVEGi s WA IE YA, X2 BROIARIVE BB XT3 B M
FATAT LLILEHE Transparent #Ex0, 7EX/MERBIT, Albedo JEIEM A J8IE H T %44 5 (132 B4
FE . TM{E Cutout JE YR, Albedo &M AHL A BIE SO — MEBSEE, MErFEHE
Alpha Cutoff ¥ /217 #H B Il AR 15 F A B8 . Fade A3 A1 Transparent B2 ZRBUA0, AFEAZ,
£ Transparent BT, 444 )51 K132 WA B AN B BAICIS, & B0 ORISR e R B, 1T 7E Fade AR,
M R B BT B G ORI 2 R B EIR

TEVERENRZ, R4 Standard Shader M 5 AR A VF 2 o] (LR E M, (HIRATAHIEOH
T 5 — S g i 2 X RE S BT . Unity £ )5 &8 T T BRI, 2B BT $i47
FEFEF, Unity 2350 2R L8 J8 VA A 2, RIS 805 B bR-F & 30T A R AL . X 3B 4
SR AT — A CHIIAR SOk B 8 SOM R TR 947 K S50, 13235 7T LAYE builtin_shaders-5.x/
Editor/ StandardShaderGUI.cs "1 48 23X AN SCAH: o 3 /N JHIAS (P A% 0 B AR S K W FH P R B E T 5
— M 5 M Kk 58 S 75T R AL shader feature, Bl40, AR SR R BRSO, A%
At 2= 4% N NORMALMARP [{] shader feature, MTfi7E Shader i% #& Fb Bbid AH I ACHG .

M TP LU, BEARAS BRI BT E e g R, FRATT TR 0 AN [EIM A A 1 1
JEMEAE, NH R —EENEME, #U0 Albedo. Metallic Al Specular. 2448, FELLBEAZFH
ERERS R, THEE TEIOMRNY S, (UEXEMH T PBS MM B2 A, A7
5 B A Unity S AL — L0 B 2R, 40 HDR 4% 3K Skybox. 2Rt RAHRER
JEREERES . HDR FlBf e 5 AL FREE . 00 2 P45 13038 R L AR 3 R 7 e Bl 238 4o



18.3 — NEINEZHIGIF

) — N EIIEZRAIGIF

Fifa, AT —NEmMERN . ETYEERNG AN, Z SR T AR ER
) Scene 18 3. Azl H 02 K2 KIET Unity B 77 7~ 6131 H Viking VillageChttps://www.
assetstore.unity3d.com/jp/#!/content/29140), 5275 1J L £ 528 1) T H K B MR A #2E 2] Unity H
] PBS.

18.10 JE7R T EA DG S A F A4 5
PR . TR B R B2, 138 77 E1E Edit —~
Project Setttings— Player—Color Space HiE#
Linear A 0] LA/ EIFIE 18.9 HAH [F] B &R,
XS R 5 T W BRI T G 75 A FH 21tk = 1)

/ /

(PEDL 18.3.4 719) SkRHATHCTHE . +E18.10 7E Unity 5 sh{EAEFHIIRN
4, HTF YY) Standard Shader J2 414 EMEA |, FEERRNE SRR

55 oA Unity DhReHH HIC & 75 2K FE ) 7 508 ?

18.3.1 RENERIRIRE

BATE e F LA R BRI ARG, Unity 5 h— M@ — M8
NP Skybox. FEAWGIH, FAEH—NH E LK Skybox KRG BIME. ke, FTH Window—
Lighting, 7 Scene FRZE L F4EAHI{# F ) SunsetSkyboxHDR i . % Skybox &1+, #nl& 18.11
PR

A Skybox 18 7 —4> HDR #%2U/) Cubemap, X 53ATZ T4 10.1 T {E Skybox i
SR AE . X T EMR HDR (High Dynamic Range) AHICHIR, FRAVEAE 18.4.3 5 HE N
Y /44 HDR (15 3EFIN H . (EAEXE, FATR FERE, 4 HDR #3X Skybox H LLikIgs5t
H R B RS SE ST, AR T RRAT AT B T AT R EUR

TATE V] DA B 508 I ERR S BB, X B PRI G HE T DS 37 55 b BT A B AR 36 T 7= AR 52
fEE 1811 fon s E iR o, A0 LR SO K IE (Ambient Source &I, 2K H T
Yy A I Skybox, 1028 F#TARAE, TREGR SN B E B . FAT1IE i) DL B PR G IR (1 5 T
(Ambient Intensity Z¥0), 1 R AL 5 (1) T A7 WIAR A EZARAT A BRI, W] DUEIZE ¥R 0.
fEAEH T Standard Shader FIFTHE T, I RIRATC S s rb G FOGIR, FHEMRSE IR BN
0, ystrhIMIRATIIR AT LA 2 — B, ] 18.12 TR e o
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Z Lighting | ®© Inspector

Cobiec IR ovenee ] 9%

v Lighting
Skybox ©SunsetSkyboxHDR | ©

Sun None (Light) ]

v M Precomputed Realtime GI
Realtime Resolution |2

CPU Usage [ Low (default)

v ¥ Baked GI
Baked Resolution (40 | texels per unit

Baked Padding 2 texels
Compressed

2B 1811 JF¢RRMEHR TEY Scene 1R 1B 1812 il BXRAFEFINEEERFHERE RRREIR 0
=
{7 Standard Shader B9¥IMBAAEBEHLIRNER | B8 | EEENER
.
BREREREANT , FENANEZTARANRSIER

T4, XL R R LR WE ? & i e R &t BUAIRSSUE (Reflection Source i 151)
Fe s I Skybox. WHERFRATAAE L7 5t b BRI SZ AT BRI S B R, 1T DU R SR &
B NAE X (B Custom), FFEH & LAY Cubemap 14 B A BT ] (5 —Fh 7 302 B0 548 H
1) Skybox WHE A%, W 18.12 HE /R, HNTHEENIEERERER, RITEF 242
KR . MEVE SR b, B S R A AR 6, Unity 76 N3 47598 21 H ForwardBase Pass
RS B2 AT B G B8 2 008D, A RS IOLIRE BRI RDGIRGE S, P T T K
TEGH R S A LA I WA 28 (Frame Debugger) KRB B E T . FEERENL, XHREE
() RS A BRI S SR, an SRIBRATTE S s idsn 1 HAb R S EREE (Reflection Probes, MW, 18.3.2
), PR TT RE S A oA S AR . A BRI R SR 2 Skybox B, Unity 2 H13% 58 H ) Skybox 4=
&— Cubemap, FATA]LLET Resolution 3% Ik 2 1| & 44N H Y5 7% o

Bk /' Standard Shader #F, Unity i&5I N T —NEERHIKLE — LB £FHHXE (Global
HMlumination, GD Jit/KZk. 1/ GI, s I EA AT L2 HHEOGR I RZmT, ibn] L4 52 4]
FOCRRR M . ARG R 02 0 L B AT A BIWMA R M OGUR, AP im= T+, R
TS ()02 BB IECRE YL e R ik . (BAEILSEAR TS, #2523 R e I r 2 m .
fltn, MR—NLLEREREZNME T — N Ekik, RERBERGAROL, HERESFEIRRE— )2
BV, X2 T AL AR R — e (A G B S B 7 8k1E L. £ Unity o, [REERETRIN
it A2 R e 17 s LA A AR S R I O, X (RO R 2 52 R L ) SR THI AR e 2 i (A9 oz i )
T B LL A )RR ), IX U3 [T 23 7E RO 2RI B 5 2% 10 1S AR N B S G o B O 7E Unity
5o, FRATTAT DA FH X e B ORI ) ' HE R S B o 3 S (AR RECR
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N, FATE SRR E S H BN R ———1F47 6. /£ PBR(Physically Based Rendering)
o, AR EAEVE QORI S RIE, FRATFE EAARUEFAT G R TT M) A1 Skybox H A BH B Atk ' Y5 )
B AR ARG BT LS Skybox HAHWIA . A, BATATRES (A — kBB L
H (Flare Texture) RAEIARBHLENGIER, LUy FATRIAE 75 20 O -FA7 6 77 10 S SOR 7 B —
o SRS AT MBS, FATAZR FEALPAT B a7 A BRI . B0, 7£
K 18.10 By EIrh, I eI S HvR S 70, AT R Bt ks, il 18.13 P,
MAEE 18.10 fA K, S OG RIS E E 50,  BL AT B R i . RATIEAE
Skybox FRIA4 5T I AR b 888 R 25 i A B e B OGJEE, SRI AR I S 5.

FESFAT G TR B MERE 1 0 (BRI Baking) 1, AL T Realtime B, XEIRE, BRbR
AT OGRS MR B A MR 2 AT S OG5, ORI Foh AW AL B e A TS
KA, G IR R b AR . JRTM, SEROEREAT FEBCRM IR AE, X T
B3 & XA SR LB B &, FRATAT LUk Baked B3, BUIN, Unity 98Z06UR B0O6 R K
B B — 5RO SR (lightmap) H, XAEIRATHIA I S2 AW TH R R ARG, T 75 2408
WEFLRFRG DRSS R . R BEREBRCRsh 2T, RS b iR e TS, HEE
FIBISE S IR AR IE AN A AR AR A o IR 3T o Y Mo A5 U o VFFRAT TR 458 Y S P QR gt 05
B, B2y R P RESYE (RUBLEEARRA Static YA KOEHEBUESD L, =
VISR SR B AW S G

Unity 5 51\ TSGR RIEOEII DI, £XARG T, Wt EECR S 5 &Mk
Z AR A g, PR AR R . IEWIRATZ AT VR E, [ EOGIE AT DAL AR e 38 EO GRS
FIAR R RE T DA 52 31— B IME B, IR I e A FE i SO B e Rl B 24—
FILRMNOCIER R RSE, B 5 i) — MR AHZE, 5 — DRGSR Z B 156
MRCAEEOUI . AR I HEOC A ZM A EROCIRE RG, ZWIRIE SR8 Z06E, M
X HAB AR P AL O . G 5120 IR, s 2 BIREOCHR S, Feids
GBI BAT NG, ZOGE R e K XA EOG AR 2 i GI RS iHHATE
BRI . B 18.13 FonPOGIR T AR 1K) Bounce Intensity 2% n] Lk FAT] A 751X 2o [A] H0
MRS . HFATEE BN 0 I, BRE — OGRS M — NS, AR EE S, it
FE Ut W IR R 22 B HHEOGRE RS2 . 5] 18.14 7R T Bounce Intensity 437124 0 F1 8 B,
YR E R, R B R4 .

v » MLight
Type
Baking
Colol
Intensity
Bounce Intensity
Shadow Type
Strength
Resoluti
Bias
Normal Bias
Cookie
Cookie Size
Draw Halo
Flare
Render Mode
Culling Mask
B 1813 (FERIFETE A[E18.14 7581 : ¥ Bounce Intensity 884 0,

MIARESZE RN , AEABRES NI NABRD,
Hi4 : % Bounce Intensity %5 8 , BRSO EIMNBRE
B 7 R A EE A YR (R R B, FRATT R AT DX B AN 37 5 1 TR 0 R i R AT R R
TR R 18.11 B i % BR TR R S o 7E JE RETHIAR 1) Scene #R25E T, FATTHT LA % General
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GI Z % 1Y) Bounce Boost ZHUR 2 il 17 5t v S 5 1) 18] 42016 B B B B2, & 22 BRSO 1 Bounce
Intensity 20K — 45 il (A H G RA 1 SR B BE . BRitbz #b, 48 Indirect Intensity 2401 K [R]#f A PA
HER A EOC R RBREE . FREE R, [HHEOGHCA A Bk 5 — 2 5 KOGk .

18.3.2 MERSIRET

EHZIRATAE 10.1 5 PRI PREEUR, FESERE e, FATEH 28 H Cubemap KAL) 14
(SRR . Blan, FEFEZRIER Y, FRAT 7R N 25 By Bl 7 B {8 S WU R B AR SR E AT T SOk
M. SR, W RFATAGEE FH [E—~ Cubemap, 4, MFEER H ISR RAEBRKBLE, IR
B oI ERESL, RN S BRI S SO AT B G PR AT R A A8 . — Pl e a ik
72 W] DALE JRIAS rh s il i B8 A2 s M 24 1667 B W %2 21K Cubemap, 17 Unity 5 FRATTHRHE 7 —Fh 575
fEgss, B H R SHRET (Reflection Probes). SOFTHREN I TAE R A HEEREL (Light Probes)
FAL, B RFBAVE Serh 1R A0 B _EST AN SRS SO AT KA, JRIERAR S AP a1
ANREF bo R B ORI AR X B PR BT BT 225 B, Unity 218 X BESRIEAREFA76if
(1) J52 S5 45 SA b 25 WA A P ) SR S8 o G SR A A LA AE 2 SO R, Unity B 23 7EIX 26 [ Iff
SER AT HEE, RAF BRI SO RO . SEBR E, Unity 23 7E 5% 808 — BRI SR
B, XA SOMIREHAAAE 158 K Skybox IS 25 IR, KA A S EFREEHE (I 18.3.1 719D,
U SRFRA T LI s R L B A R SO AR, R R T 2 I RO R

FOMRET FEIREAT 3 AL Baked, X PSS ARLIK SOR PR ET 2 8 i 4 5T B R AR B A7 B A8 1)
Cubemap [¥], TEWFARIZITI SO IREN R A7 1) Cubemap JEA S KA. TEERMZ, XFP2E
R SR PRET LE LS I [R) AR R 2 db BRI LL i sk (RIS 475 124 Reflection Probe Static 14
) Realtime, X Ffi 2 74 U £ S 5E 37 2411 1) Cubemap, - H A2 & WAL /& S AP AR IR 520
8K, XN S SR ET 7 AL SR E 2 (G AL R], [RIk, 7R R S JEE N O E AT R
SFIB I, Unity 50 VFFRATT AR AR i o i S AN ff 2 1) S S PR B SE BT s B — 2R 282 Custom,
XA ERER BE AT DAL FRATM G 2% rhoB S &, 0] DLAEFRATTEH — A~ 3 € X Cubemap KAE
R RFTBLSS, AR E E L) Cubemap A2 4 S 58T

BAVEARTEH WG T IE T 3 AN RBHRE, AR A R Baked (HTHERRATIEY 5
TR RAR IR 1 Static) o A ST IRERHT S (00 LE AR U] 18.15 BTk

TEE RN, ECE RARE T, BATEIAL B IFARAE RN . WH KU, R IRET B
A B AR LS AT B B SO I R AR ) 553, B — e M A b R AR I YA SR . A
AE s, AR RS R AT LU I 2 1R SO ORI i AR 5 SRR R R, (Rt
Fort —AN SRR ST 1AL B A JE R . IR TBCE RS 5, BRATBEFE N EATE LA RE
DREME XA, 4 SO AR E N BIXAN X, SRR B2 0 A 8 S S 7= A ) o Gl AR LT
SO PRET (R g e X Sk VAR A P s 8, o, A v i R PR T 1) SO R ET AN 3 AR A (—A
HEARERTT, —MEREETT) IR XIEA PrE S . S, Unity 2R REDEHOEES
X H A IR AE S5y, T4 ke B8 FH 19 SRt st o 4n SR 24 1) B AP & 48 FH 152 SM3.0
S UL R, Unity 38 o] LSS VFIRATIIE X 28 B AH 5 B (1 )R S AR BT 2 [RIEATIR &, SR SEBILSF 22 11 ) 5
AR

R Unity P& RFHRE P — ANk, BATT U EHE &S (interreflections) . X
AT LE 10.1 15 P2 AL S Cubemap 77 5 TIEEA AR R IR . B, & s
PRI EAR DN T 41, AEBRARTE DL R, e A 2 SO B SR T R AR T BE -, 23 S S S T 5%
TR EIG . RERS LA TR, ROt — BT F 2. ZSCIUX MR,
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TEEIB B R R R S, KRG R SRR RSB . Unity 5 5] AKI GI REiLIX ML
RAE T ol g, WATEAR P TEIER Scene 18 3 2 5t /R T IXFERI— M, Wi 18.16 iR .
FATTUIEE 18.16 HER, PINE)E RS IIEGAE T IR BAR R RUR .

JE 1815 il : KEARFRE. AL AERTHET 1B 18.16 (ERARIHRESLIEE RITAIH

RN REIRET TR ENER S EERIER]

1EE 18.16 Fiaiiised, WAVMEG N SBERIALELLBE T — M RFRE, 8 &)E
BRI ) Mesh Renderer 21 71 ] Reflection Probes ¥ & A Simple, XAELRIUEEAT R & & e 115
I —A R RE . BB T, REFRE R SR — RS, iR, s EeERkEHr R
SRE R SR B AU & BB — ORIk ek . (RS ALT, RS kg
Ak SR e 3 G SRR S, X A 32 ) 4 SR BROE BRI« Uity o V7 FRAT 192 A4 A 22 Ta) 3 A oK ] fe
SRR K, X AT DL 2 B 18.11 HR ) Reflection Bounces Z UK. 761K 18.16 fianif)iz 5
t, RAMEIZERN T 2.

SR, IEWIAT — UGB 200, A ROHREHE A S TR B 2 R TR ), IR SePREFSEfR Bl
BT E FHCE—MEGHL, KIEFAFE]— Cubemap. WIHTRAHE R E IR E R,
B SERNER, A EREHR AT Re il B RE . 5 2 JC T T LAk S SRS DU E I =i )
FHE, ST LAZ L Unity 15 77 FMF Chttp://docs.unity3d.com/Manual/ReflectionProbes.html) .

18.3.3 FEMER

AT RN LA ERE IR, BATTRENG S R € &3&E M . 2RI 12,
BT YR BRI A B — € ERG IR  FSE R RCR . BT E Qe 2 (b e T, v RAE
AT AL PR AR B NI R HIRCR, AR A5 B B H R B i 240

£ Unity o7, ZARA R, RERE SN B DR R P &k 2 A E RS R,
T EAH ] Unity N & [ Standard Shader. FATEZAAE 18.2.2 F1rf 2% 3] T anfa &1 5 A [H] 28 53 A4 4
KR EAUE M TR ARG T, RAVEH 7 HEERMEERAEA, S5k H T Unity &
Ji 715 H Viking Village. X865 0] LA HIE B MRt — 223, #ila, st
G YR EAE T Bt 40 (Specular Texture) MEFSZHE (Occlusion Texture). 2k £ HE
(Normal Texture), — 5L FH 1477 SORKEEHETE 2 (4015 R I o

37



872

$18E ETFYENER

1834 Zi4=/a

FEASE I3 T W) 3 BVE e T R TE G BN I 5, RATROZ A H 21 =5 18) (Linear Space) K133
RIFITE R OR o BRSSO T , Unity 23 N5
7% 6] (Gamma Space), W15 ELg FH 4 14 25 [A] (19145 ,
A7 ELAE Edit—Project Settings—Player—Other
Settings— Color Space H %+ Linear &I, 5] 18.17
SR T I3 BIAE B A 2 R AN B 23 18] TR 3 5 R v 4y

a5

N i AE 1817 mif : EEMTRTHIERER,
MK 1817 FrrCLEH, &= mr B 0 END S TR E R

FREINE LR RCR . HERSRGET, TE—
SEREPE ST RER LA T 5, (H— e a0 1 X e SR A . XAEOL T, BAMEER GEIR
SRR, Rl 23 A BEAT Ve Qe ATt 5

W2, Lethaia, m 2 B R ARS8 Jtta gk a3 18] ] DA S0 30 SE A ROCR W ?
R T ENAMBRIE (Gamma Correction) AR NE 7o SEFR L, HIATEEINAI M S 2 A
FHEMTEGAT SN, BT T AR R AR, SEUR 2 R AR AR A ] N HEAT Y
KRB RANE BN EE RIS B . BRILZAh, T I B0 25 R R 48 1) 5
AN BOREI 2 S TR Gl R R R A, B R A SR R AR

JEAE Unity s 3RATAT LS 2 5 it (0 B LR B 4 23 (AT IE 4%, Unity 2EH 5
NBAEBLS — Y1, A5 7 0 5 AR IE A SR B BATE A Gt H A AR R B, B AT LA 18.4.2
TR 2 AR

I sy

f£ BT A AT, FATEENG T PBS SLOLAIBCE MBS LA, JF 1 S MEHE T Unity
Standard Shader fJSEHLREE, AR AATAE A & RN A FIR M M AR & & e MM RS 8. B
Ja, BATEE —ANEME RN F, RERWAE Unity PEHABDER, SERDEIR. RN RS
LS Standard Shader SKid e — N3 T W BRIE G 37 5%  (HIBA TG , B £ B8 Jn A IR 2 W %,
HIEBINAHBETE, FATRAEE ST S S AT R IT o AEAT h, JRATRE XS — S 5 SR
REAT IR AR .

1841 HARERIR

fE B A A, AT BRI R e O R B st e eSS RA B X A R ENEM . 2/
Jel, R EAUR RO LR TR R PR, AU FIEME RO R SIR, B IHE
JCEE AN R B A 2R T B A T 7P AL B TRV R o 7R T T B (o BRI, e ek B —
R, AT E A2 I ERVE Y I & SO BIWEETT R NS OC R DRSS R, XAt
TS T EEOLIRAR O .

HHORYE, XLERBOCIR AT RO AR RN Y, EE A HAESEHE . — MEGHTT
FARMADELIEER, RIBE R p R — R EE D ML R ADELIEERREMREI AR h
FO TR, AL, KB N AE s RS AR b o (R, IR AP VEAE AT 75 SR BN 8] 4 BE A5 21—,
FFEASREW L SEI R

Unity %] T Enlighten fi# 77 S8R AL 2 FOEIRREW £ % F0-F & LA AN ROTERER I sk
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I, Enlighten t8 .28 5 B 7E E 4) 51 ¥ (Unreal Engine) ", € &R L 3A KIEFHEIL T H
SR KMEREE /] SRk YE, Unity A 1 SERM+F00HE B 7 2ok B0 s R . Hod,
SEI G HR A T RO L B OB IR s R, SRR Eh e, DR a2 KA. HIE
WARATTZ BTG, SR GG At 2 IR IR . O 145 B0 I B0 S R VE B ROR
Unity X 5| N T WHEGHR I 54, 15 42 5 ' IE B 2 78 — S8 5y viig 1) 7% 20 15 & bt mT DL 31 5 i
R

TTH RO B T FRATE WIS, R Fa 3RATE IR 17 55 v A A4 R 6 R OR
PEATHLAS B — 5k SR L T, ARG IR KOG IR SO HAENE X e R 2R i, SR BB IR .
RGO T BB R, 65 7R hYik RS2 EEOC . HZ, X
S IR SO TE VAL RIS AT IS AN T SR, R U, BRI A A s
SRR OB T — MR . D ERBIREH AR ZEHEH IR AZR, Hreo
ZAE SR TAE RS 17 e,

FH T 7 25 110 06 REURE R TGV A8 6 IR SR A SR I BT AR R D ESOR , BRI, Uity {8 T TR
AT 2 FHH IR (Precomputed Realtime G A FE M 7 —AMEHRIEE, KA A 5L 1
B RGBS R IEIATZATE BN, XA ECRIRA TR Lk Sorb iR e 4 14
JCHSUR, BN 2 RS, IF HOX Sevh-SRET A2 SR, ] ABEAE SRR A A4 (0 8% Bl kA2 AR
o XA FH BT I S S RE BURE S 4 8 BT TE VR SR

W4, XN SEELAIE ? EATTSEbR EESRIH T — ANk — BRI A B
g 7, XSRS 2R 1 e 55 A% DA R 18 SO G IR (AT IR 118 S S O JELE &N T7 Tm) 1R 40 A1 2
FAFEIRD o2 E ), a2 U ARG LG OGN . DRk, FRATTA] LAE H Tt 57 V5 R A X 24
PR TA) R0 RARTT VRS ok, MAE SRR A7 I, RBOGIE AL B OBIR K 2 nT DLSE I AR )
AR, RIE SR 7 ORIRBE AN R . WM R (R R IE RS AT B AOEHH SRR, IXEEE
B —EAM, AFESENEH. £ EM B, Enlighten 2 7EH A #ASYIEE R 75
HEATTRIAL I “JegkiB iy ” . EX i FEd Enlighten 23 H BB R0 BIRIBZ AT 248, ©IF
AR N T RBEMIDCHRACR, MRA T HAG SRR KR FETENLZ, XET
HERAEFSYE BT, Bk, A TRAH ERBBUEE %, BAORSTFEEY S0P —A
YIRFR RN Static ( 2/ 75 EHE Lightmap Static 4)i% F) . —/MANEMIARI &GRS, X2
BHU AL B AR, Unity (g RTT 22 RO REE, IR 10 E BRI X T3 3)
AR, FRATTRT U F G R ER ST SR E D IR ER B . L, ZESCIZAT I, Unity 2 H 1
THEAZIME ERITEOLIRE R, IHEEANAEEDIMNE SR . LIRS B Cubemap H1,
AU AAAL T AT 0 EERDE IR R, 19 B 5 BITE B RUR .

Unity 42381 142 J5 G HE A o 75 S8 v] AR R $ sy — B6 2T PC/IF AR ML EE T & 1) K 2R Uit 2 1) 1 T
i, HUREARDT G AR EIRE DO, — K TR AN IE S8 X R
BB RMNET WEIES, Ak, Unity 276 RS RA R RFEE DAL . 10 HLBE3E T LR
K, RRIERIT-G FREMEH PBS DA REAT] LB T . HEZ KT Unity H4a )G
FINZE, 33 0] AAE Unity B 5 P2 BYEER (http:/docs.unity3d.com/Manual/GlIntro html) —3CH
KL L NE, KERENY RSN ey 2 15Tk

18.4.2 HARMBIRIE

PATHE 18.3.4 bR, ZARTE YL AT & H OB 937 57wl 75 2 AL 2 W) T
Unity BRA 2 (B0 22 6], AR5 2 [8) N AT Ye o S EUR 2 A2 M2 8 R A TH5, AT 5T
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TR ZE BN S (R e B S ], R TN B4R IE (Gamma Correction) .

AE IR Z 3 U S B XA 208, EXT TSR IE &4 M AZEAE. EAfH
AR IRZ 5 MR D —im kiR St 2. @, Sz RE LT

Loy=L7

ForP R BCH 7 R B RN Sy o S AR I, NATIASE A A S il 28 Sk ) 40 B 1) R 3 T N S
Ymt5 (gamma encoding). FiF [ K 1T LA AE B SR EE R4t — sk I Uik . S8 LI 5 8 ]
DA, $EE N B8 Sk IO ER S g UG (9l — 5K JEPG) W 3R . A RERIN =
JEA 0, BEm R 0 SRR 1, BB 1 52 0.5, RFMZ 0.5, WIRIRATAA 8 fL s kA7
EE R BAETE ), XEWRE 0~1 X[EA] DR 256 FAFERREME. HE, FRAMNEK
W, NIRE —NE IR, sl e RBUEEARR R ERA—FN . EIEFRLRAMET,
N HEL 56 45 B DX 3k P A8 A0 B o, an & 18.18 Fiow s

18.18 YL T — 1, =% _FpI& A bk A HR
R AEIEYI SR . Youtube £ —4~4°4 Color is Broken
AR A R, fEX AN, fEE A T — AR A <« HEHEE —> <— HEKEEN —>
TR B ILR . 24— 2 F B JEHE R — 30T 1S 2
PR ST AR i, N HE R 3 oo B A e ) R 1 B2 328 KT I
101 AT 102 JAT IR, A B E K 13X 7 il
IR RME . W4, XMZATPHHaRE 4R
We? WIRAEH 8 ML RGN EIE R, RAIPRIE 1B 1818 ARESZRAEEIPXEATE
0.5 EHRMDRAE R 0.5 PR EE, TB-4 I EB A 350 DXIRFRAT] .
FAEH T 128 FEE kRN, (HSERR b, X X X 4 2 B R A IR O . — FhEE LI
T, FRATRAZICHTE 2 (1) 23 (A R A7 58 2 DS 30 X 48, IR A A7 2 1) 3 v DA 78 43 1 S ok
T BECW A WRAT R T 8 AL A SR A A 11, 2 K258 0.45 I 4mAD i SR X N 1
FEEAT et , 33 —ak il 5 M EHR . Bk, B 0.5 R 3B LR B HSE A 0.5, Tk
218 0.22. R N:

«—— FERRERERN —>

0.5~0.22°%

W BT L, 6B B AR (A B G b A5 45 FRAT T 1T L7 2 R R A7 g s B o (H A3 1
TR RN gs BRI, AT AZ G AT — I R, 84 B St ) S B AN A B 1)
FERFFE MR XB, AMTRM T — AT WHT 6 ——CRT B A S L& el 74
fRADHRAE | X AT IR ? 76 B3, CRT (Cathode Ray Tube, FIMRSIZRE) JU P =2mE— EoR
W, RERRERERIHE, TH-MHEERLERFS LN—MEE, XNEEST RS,
BAVE AT LA ZIEUL T o {2 CRT SoR#s A — MR, BRI B R AR IR HR S R R AR LR
PR, Wt WRIAER AN BRI S PA, BRI AREGPHM . AT RRE X
MM ML NERMS (diplay gamma). JEH I EHZ, CRT FE M E KLt 2 gl i
LB, CRT R nat P FRRME, IEFAME T BRI & M S ih 22, A48, “Rmy, K
T BAVASTE BT AT R Bt T DALk F 4 R AR B i R R SRR R B —FE T 1 BARIIAE CRT
WA T, I H G R RR & A A E RS S h e, (B2, AWIERA LT
TR ANE . B 18.19 R T guhd i AL /x5 78 B G i FE A B os i 7 o



18.4 EFERRR

BEMN BoRe

ZRIDINS 2RI m
E—* GRRE——> RFE- -7 > BRE—> ERHRE -—>

1E 1819 RIEBMSIEBRMND

B, e A, EIRAt T sSRGB Blta s [MArdE, DRSS E RN 2.2,
%maa%MEEMQﬂTu%ﬁmFMQE&ZETumEﬁ@(lﬁszMNUo%ﬁ%
BN PC FMATEPHLERAEH T HiA ) sSRGB brifk.

BLRIBAE, S ATREIL R PN, XFELAHAKRR? BEXERLARK. FHLE, BT
TERR S DASK R A 70 S A% I [ )8, 3 Bl 1 FRATTIE S SR (R xR s R B LTI, R R
SEHFEAE . BT g S AR RN S AEAE, BAT— AN R AT BEAE SR LR 1 25 18] N AT OB
B AT B G R AEE

M?%&%m,m%&mgﬁﬁmﬁ%%%ﬁfﬁﬁﬁﬁ&@ L I IR 28 1 R A b
5, 2SFHEGREEmE, HIKREFPRI . TATEARFTIEN Scene_18_ 4 2 a &ox TS xd
t%ﬂ%m@moﬁﬁﬁ&mgmjgj¢,&MWET ANERAR, FEE PR EDC RN
é%Eﬁ$ﬁ%%ﬁmﬁﬁﬁMLﬁE%%ﬁﬁm%ﬂﬁ%ﬁ%%ﬁﬁ%%ﬁ%@&%ﬁﬁo
K] 18.20 R 7R 73 (R R 2R P 2% (8] R HVE e b

ME 1820 R LAEH, = @F%ﬁ%%%%%ﬁw — G HL A YOI R TN IE
o BRI, SZBRULAS B )5 FE RN ERTH (06 B &5 ROF A R &R Bk LA — S A, &
LR AGE T A % 60°, A —ri B, BERNELMNL TR 90°. 4, 7E Shader H1it 58 %
FHEHRS, BRAMSMHH A 2 (0.5,0.5,0.5), BRHHZ (1.0,1.0,1.0). £ 18.20 14 K
o, BRATEAHATMSRIE, Fit, BT EBREAESRMGHIIN TIRLMERR, Wil A
MRS B RER—F, MANEHN 1/4. - 1820 A RY, FRAMEH 7L
], Unity fEIEME 3R B NBUEZ T HTET — RN SR IE, SKRHUH b Bon S e, 43
B R T A R AR IR R R EE R

My AL IR 23R A RN . £ 5 Scene 18 4 2 b HE R | —ANj B 37 5 ok i B X
MG . 1E3 5 Scene 18 4 2 b, AVKE T 3 NEAHESZ MG, TAVEH FA 5 N B
FEHRAEMB, FHEH T — NSRBI 0 BRSO . 3 5 e S 2 [ F0 14 25 18] T [ 280R
K 18.21 k.

m

1B 1820 b : DT ETRIESRER | AE18.21 EL M= THRE:
Gl EMEETRERER ESATHREER

R 18.21 AR EIM A3 18) N, 3RATAT BLA RIS ORI 20t (IR A 4 A A B 1 AN IR
(Y HE E T8 o T TR (VR G 4 R RLZ R W 1 18.21 A5 1 I BT/ A AN 6 B 21 €5 (1 3 A% Rt 2 41,
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AT AT LA B A 18.21 il ¥ 28 i SR ARG 1. X2 FRTEIRA G AT e, &
e IR NN 5 B s A B AR

Sefr b, EYR AR N B W REORIE SR SR .. N T ARG, KRG
SCHEEREEAT TIRATEIRLIE, BIEAEH T — RS S R R D (HX RS AR IR
(17, GnRIATE Shader B2 M8 F SR RAE AR 238 R AE AR R MR 25 [ 1 U 550, A 7545 SR A B s it
TS5 A — 3. RATEAE FH 2 Z04mE 803 (mipmaps) B0 75 80 &, W RGOS e SR Lk e
[, BALETHH 2 R SRR SRR A M B R . BT 2 g SO R R R
THH—— AR R, TENEAN T XN G RICEE, RSB IRMER. E
B A s FRATT RO AR 2R 1 1) 0B 2 46 B 2 1 25 () 5 P11 57 22 sz S0

wn ERTUL, NS AR RAVIR S 5 13 B AR LM 25 (8] FRVE Yo 45 51 . TR RIE S, FAT]
LZARAE BT AT AN S5 40 ) T e 2 (B R, FRAERME A 8] N AT SRR L, B TER
I — A G A 0 S R4 700 S A% IF 5 P HE BB 22 phrf . Untily [ 230 €025 1) 460 B ok ] DA A2 3R
TR A TERM D 2 [N, S2br Bate “HUER”, A%} Shader [% N REAT AT AT b
H, BT RE R AR IEN AKX R R TR, XEWEMBNGEESSL R
I i 0 S A 45 S5 49 BV AE TR 00 7, T8 R BN REAN 3% 5 4 LAt B IR o Mk PRk 1 23 R B
Unity 25 NS B v sSRGB B, EIX AN, A7 X SO AT KA I 22 F 30k JL A%
FLktE 2 a s JE H, GPU 27 Shader 5 NEUEALE M AT H S HEAT M 5 A% 1E B2 (R FF 4 14 75 )i T ik
AT AR IE, XEGR T YA E RS .. R EATIFE 7 HDR (W 18.4.3 %) 1iE, EYuml &8
F—/MNF RSN . XS R R A R B RA T AT SR IE, sl AT MRS
HBE R Je AL B S R 2 M S 18] N AT I o M e 5E R BN R R % 5 % 220 X (back buffer)
B, BT — R NS AR IE . iR BATEA M H HDR, H4 Unity #4028 00 4 & il sRGB
B, XA R Z i — B SO — R, BB NG RE TN SR IE, e
B T T — R R . R BER TS TIR S (RIRATZATHIARES), ERUGR AR, k4
T S 2 € G b P A B AR e B (R 2R v s (R v, SRS TS S TR TR S, eSS
AT SR IE, BEERIERMRGEREANBGEN . XEFETE, EHEERASS
s R Em

SR, Unity MIZR 123 (B AR BT G #RSCFER), fln, B3~ &t ik 2kt =5 . ik
i, AT T A7E Shader AT DAL IE . X E LR 1k 4 AN SO AL IEAR IS 8 H 40 R

| float3 diffuseCol = pow(tex2D( diffTex, texCoord ), 2.2 );

FEf e B A, r i A B B R IR A 3 4 4 T XA«

fragColor.rgb = pow(fragColor.rgb, 1.0/2.2);
return fragColor;

B2, F I REITMS R IESEME ARG B S, XEFN, RIESFEEAN
PSR N B AR LR PR, XARIR At R A AR s B . — Bl ik, R aliHE
B AN B AT N S R T, (RFE ARG F7 AT — AN B e o A 34 Rox e i ) oh AT
M RZIE, a2 B IRAT 75 BRI S A I R AR G — 2, (HX A REa i — e i
REARFE

PREUL, AN IX AR, AT ABRHER DL e e ? WA — R IBAT EUE 1047 i == (R BE 5 K
KIEF, 8RR AN A 8 Ay, Bl 32 fuh, MSWiFstaiEe. BA, BITE L% 20
gt [ nf LRI, AT ESR T 780 R AE 2 g T N S g () TAE 7o X B2 FRAT N 2k
f) HDR.
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1843 4R HDR

FEASE F B T 3R VE G i), FRATT 48 4 22 W 31— > 44 17 5t /2 HDR . HDR /& High Dynamic Range
M4E, Blmaisl, 5202 Es17555EE (Low Dynamic Range, LDR). Hi41X /N3
BHERTRA AW ? @K, 20370 Bl 0502 5 s IR SR i 2 FE AR T A U ABL . 7E B 5K
S, — NI e SRR R B DX IR Y L o] DR O, e, OKBH A H G AT B EE L 3 s
AT LR R B RS L, X e [z i o S B R A B e R M YE . G
ER AR B B b B EE RN 8 AL, EWERMNABEHIX 256 A E =
KFRESLM AP AR EE, Bk, EXANEES —E S — MRk . B
WA H IR BRE A0, A 10 ot 2 R 0 i 42 2 1) UG 04T S i, R AT R 78 4 R X e A
BRI 23 8], X S FRATT AR AE 18.4.2 Tififad 1. 4R1M, HDR M I AT K T # A,
HDR i iz & T 8 AL R (1 32 A1) SKidsksw B B, (ERERATT ARR@BIE 0~1 Wi
SEREAE, AT AT LA S IOk At R B B SE ) R IR . RV BRAN S I8 R TR EAEAE B R B EOR
WA P LDR N, {H R a] @) oH S A0 a] DALEFRATT A3 21 50 0 32 58 vl A5 80U « Nvidia ¥ 82518
F HDR HEATER I : ik iR n] LIRS =, i n] DL R R I, [RIE XaT B
BRI E A4 .

{81 F HDR SKAFGif (0BG AON E A G B (HDRD), #i4n, A4 18.3 b2 i A
7 —5k HDRI B RAE 51 Skybox. XA Skybox R LA N B S Hb iz W47 1 Jo 6L ) 34 855
TG 75 3158 N B SE B SO 0 . ANMX N, HDR X 5SSt g Ew mEE/ER . R
st AR 2 6IRBGR IR TR EIR K, A —AMRAE L IS 2 O BRTE 4L 8 I S 2453 3 D R
SR RE SIS 1. WRBA A HDR, XM 1 a4 dlE 1, /1y sERT
1R 2 2 X477 (R IF S 17 HDR, A5 T DAOR B X S ok Ja [l e R R, RS RS
AR 5 AR EAV %4 2] LDR 47 7R, (HIRA TR LU H B iBBRET (tonemapping) A K%
IR AN (R R, ATTT oV BT 85 K B 2 b R P 75 e P A

HDR )8 F R PA S Vi BRATTE B e S A B o 4 A 50 22 (R 4% I A o 9 2, AT (5] B { F HDR
A1 Bloom #UR. FRATEAE 12.5 TR 7 Bloom FFAUFSEHLEHE, Bloom 5 75 E Al bt %5 rh 5%
FER T HEABHA G 2, ARG AT B8, 1235 B T . B2, W AEH HDR
g, AT HANT | BRMEREIRFEEZW G R, (R ZAHEIRATSEPR b &SRR
WL X, BN EXRBHB R E ROt . T A 8 HDR, XSS sk AR n] ge A E—
S P8 i 11 1) X3 L — A, 38 RS B Xt 2 B2 R . an SR AT 148 4 HDR, x4k
AR DA T, FRATT R T A R I 1 1 R R R SR IR R S X IR AT

SEKL, FH HDR 0] PLEFRATA 2 F 2% e FE KO B i, $R 45 1 5 LS i e R AR,
FERN— R E AR T F2 R HEE /1. 2 HDR F A BRIGS, B0t TR TF 8%
MRAEE RS B, AMYTR T R BAF ], B2, Rtz b, —SRifREAse
¥F HDR. 1fi H— B A 7 HDR, AL A AR Piss i hag. 5L b, 78 Unity TR
TR 4T T 7 B4 B4 4 ({E Edit — Project Settings — Quality — Anti Aliasing ¥ 7F) FlHk{4
ML) HDR, Unity 23 & H & & RIERBATH TS THidaih, Fit, ok HDR & K&
I, FRATTAT DA 2 T B e S A B B PO U R E R R AN X — A

£ Unity 1 HDR HAEH a8, AT LAFE Camera ZHAF AR H$TH HDR IEBIRP ] .
B, st 2 PE 3] — A HDR BB, X ASS2 ks BEVa I o) DLz il 0~1. &5,
FRATV AT DA FH — > €0 8 WS 1) 57 5 J5 A0 3R A< ok 4 HDR & 85 46 31 LDR BREAT oo 303
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AfLAYE Unity B 7 FMH IS shSTEEESR T (http:/docs.unity3d.com/Manual/HDR.html) DA%
A FE A e W I B R B B 2 BN 2.

18.4.4 HB4 , PBS EE{TARRIIEK

FEAE PBS G124 R BRI H 2 A, FATHR EA — N E RS . T BRI E 2,
PBS AN e Wk 5 {0t X ) T 75 B8 SRR 7 — BRSO . s b, R URAA TR 2R XiE
KRG — R E SR, RN PR RSERZ MIFA R k. PBS ML RAET, RITAFE

ANJIRER) Shader BT LAE G 24— K& KA ROM B, 10 A2 B AR S8 A N B A IR S —
FiE ) Shader. [FII, PBS W LARIEAE S FOGHEEAE R, MBHAT LA B SR ADEIR AT 52 1., ffﬁ
AN T BERRA S S M R B T S

SR, AEAEA PBS I A IR 258 B M R, W0 L3RI, PBS fEER EH R Ik
FOCIRRC &, PR R A8 G IR ST MR PR 545 . T H. PBS 7 27T J3 HDR DAz — L2 b ANA]
DR RRRRG BIInGUHE DG . Bloom AN B, dn SRIX LG B FE AR RAO0 24 AT oK U 7 O e
ZTERE, A4 PBS SiAE & HHT IS, BATRZME LS Shader RIE G K. L H] PBS
XS TN GO UL R RE A Pk SERBEIR AR I REAIE A% 48 4 Shader AR KANE, I )%
L+ R RN SO A G A FREN, BATH LR EMBEE R SEE, OFEEESCE. &
JeIR ST . FRERE AU S, ﬁiﬁT\aﬂfﬁﬁﬁ%ﬁ%ﬁ’]éﬂﬂ*ﬁ&ﬁﬁ%%i‘ﬂﬁ‘iﬁm%%EI’J‘ZHEI%“
Rif. B 1A E R e Gl BTk oh, X S SO ) i £ i LR BV ) TR R 22,
#1401 Allegorithmic Substance Painter 1 Quixel Suite.

[T reEms

Unity 5 77824 TR £ % >) PBS % kL. 1€ Unity B 7 EFREF/AB 3, &0
BT AR TT R fERAMPIRIEE . /v4] 1 Standard Shader FHIVEAIVE R F I, 1
Unity T J7 ZUFE 1) Graphies 737507, AR Z KT PBS MZRE, #illn, fEWHHESLH GI ¥ &4
EOH, AT Unity 5 (1) Enlighten R8P Flvh 5 S2 iy G SEB 53], DAR i) 1E 3 40 & 5
ﬁﬂfﬁilﬁﬁ*%fmﬂuﬁx&%#H"\X JEI IR /E Unity 5 BOEBBHEESECH, /47 Unity 5
fEF R M4 /6B RIR; 7E Standard Shader FIALITEFE ", Unity /448 T Standard Shader
B DA S RN 6 e 2 TR FRTC & o

B0 H W RAR L 2% 2] kL. Unity R T 5 T 5 B 2510 7R 1 H Viking Village P&
PN /N 791550 H Shader Calibration Scene Al Corridor Lighting Example K75 5 A 48 Wi fi
F Unity 5 ¥/ Standard Shader M4 R K45, FHid Unity 5 BRI H LS Unity 5
HI/E R B 25 A The Blacksmith EN 5% %), R Unity %H A 2B TR, HEFL xR
BRI SEIBCE] T OEURR S B, Flan, A6 B Shader. Sk A& fE A ) Shader. AYIFR
KARBUREE . 5ZRUUMIEH Adam FAHCEHE", XEEHGRAEE L5 2 POkl 1338 v DAE

¥ https://blogs.unity3d.com/2014/09/18/global-illumination-in-unity-5/

" https://blogs.unity3d.com/2015/02/18/working-with-physically-based-shading-a-practical-approach/
" https://blogs.unity3d.com/2014/10/29/physically-based-shading-in-unity-5-a-primer/

@ https://unity3d.com/learn/tutorials/topics/graphics

' https://unity3d.com/learn/tutorials/topics/graphics/introduction-precomputed-realtime-gi

" https://unity3d.com/learn/tutorials/topics/graphics/lighting-overview

@ https://unity3d.com/learn/tutorials/topics/graphics/standard-shader

" https://blogs.unity3d.com/2016/11/01/adam-demo-executable-and-assets-released/
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Asset Store 48 F| I T HX LLH .

I4EK, Unity 7£ Unite f1 SIGGRAPH %5 K< 7 A /D 56T PBS MIE AR TR, £ Unite
2016 =, Mathieu Muller fEAth 1)}k A Step by Step Guide to Making a Scene That Looks Like The
Adam Demo H &2/ 43 7 Wil 8 A Unity F780H K1 Adam B5E7E Unity 5 H— 20 2078 4 AL
FR— /N ; E Unite 2015 L) Advanced Global Illumination in Unity 5 JEiJF, &5 A G fi
BANE T AR B A EME S DL Wi H Enlighten K75 31 & i & 1 SENE 208 K H
Allegorithmic f1# A A\ SA7E Unite 2015 #7475 PBR Workflows & Guidelines for Unity 5 [¥]7#
B, A2 T AT A Substance FR A7 R HIVEIE S T PBS 1S iR M &l /£ Unite 2014 231X
=, Anton Hand fEMA#E E (4 FK: Best Practices For Physically Based Content Creation) W25
H AR Z T e 1) g PBS Hh A 1 5% U 1) 5 4 55 Bk 5 Renaldas Zioma 1 Erland Korner MU 7E Unite
2014 EyHE T WAl 7E Unity 5 5 58 10F 2k f# . PBS( 44 #% : Mastering Physically Based Shading) .

1 SIGGRAPH 2016 I, Eric Heitz 1 Stephen Hill 7E411/14% & Real-Time Area Lighting: a
Journey from Research to Production [¥]75 #1735 1 Wifa] L3 SES T E YR TE 4, X 72 Unity
) Adam Demo " H [FJFi K ; Sébastien Lagarde /£ SIGGRAPH 2016 /43T Unity [FE AR A 5
AU HI{E 45t HDRI B4R (4 %%: An Artist-Friendly Workflow for Panoramic HDRI); 7&
SIGGRPAH 2015 I, kH Unity WEARANRE T The Blacksmith FJHEEHIELFE (ZHK:
Authoring of Procedural Environments in “The Blacksmith”); Renaldas Zioma 7Lt [) SIGGRPAH
2015 ¥t Optimizing PBR for Mobile H' /47 | Wi E#8 5~ &5 3 H A fli 4k PBR.

AR A B IR 5] PBS MUERIR IS, R AE I R 1Y SIGGRAPH PR B3R FHE
HHEER TR SIGGRAPH H 2006 FiEIT 46 HBLS PBS HICHIRRE, 1885 4 (2012~2016) {E
%N Physically Based Shading in Theory and Practice [{]1F2 H B K Q%j((ﬁﬂk \ T LA R 1)
FARN R A 14E PBS Sz Blinde 2012 S0 B, Disney AR 1 AIT7E B8 2k v et
fF i) BRDF #22, X 52 Unity 81R 23 51 S H (1) PBR IELIR IR 7 2013 1OiRAE L,
Brian Karis £ 44 4 Real Shading in Unreal Engine 4 [1)7# 1 /3 = T JE 4] 51 % 4 (Unreal Engine 4)
i PBR Sl fE 2014 FfUURFE I, Sébastien Lagarde F1 Charles de Rousiers /£ 44 Moving
Frostbite to PBR {7 Jf " U A 44 7 %€ 76 51 % (Frostbite) ") PBR 528, Kostas Anagnostou £
A SCF O B T AR 2 0T PBR AR ®, BHERRAT] BT I SIGGRAPH ¥iFE, 3RFU
BEYUH PR 1 2 — %

Bl P AR DG TR AR X 520 o SRR ALY KlayGE 512+ 5] X T PBS, 5 T R¥IH Tk
fia] A e R L P O FR AR Rl 7650 % 4 Behind the Pixels® 1, {E# XTI A T =Rk T3
THHEE O RS E: FOXhunt 78l 1) L2 30 & M B B X ez FE R " B E AR — O L
ELACE A by 188 1) 77 s REAAE S 7 BRDF AR AL A 11 % b 2 30F1 A 2

1Y) s
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