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Elend One One, One One ColorMask RCEA

Blend One One, One One ColorMask RGEA
ZTest LessEqual 2Write On Cull Back Offset 0, 0 ZTest LessEqual EWrite On Cull Back Offset 0, 0

Blend One One, One One ColorMask RCEA
ZTest LessEqual 2Write On Cull Back Offset 0, 0
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Frame Debug 0 O,
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Event #20: Draw Mesh

VUpdateDepthTexture 4
Clear (color+Z+stencil)
Draw Mesh Plane (1)

Shader: Standard pass #0 DIRECTIONAL SHADOWS_SCREEN LIGHTMAP_OFF DIRLIGHTMAP_OFF DY NAM
Blend One Zero, One Zero ColorMask RGBA

Draw Mesh Cube fTest LessEqual ZWrite On Cull Back Offset 0, O
Draw Mesh Plane
¥ Drawing 16
¥ Render.OpagueGeametry 16
VYRenderForwardOpague.Render 16

¥ Shadows RenderShadowmap 10
¥ 5hadows RenderShadowmapDir 10

Clear (color+Z+stencil)

Draw Mesh Plane

Draw Mesh Cube
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¥5hadows .CollectShadows 2
Clear (color)
Draw GL
V¥ Clear 1
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Draw Mesh Plane
Draw Mesh Cube
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Event #18: Draw Mesh

Shader: Standard pass #0 DIRECTIONAL SHADOWS_SCREEN
Bend One Zero, One Zero ColorMask RGBA

ZTest LessEqual 2Write On Cull Back Offset 0, 0

Event #17: Clear (color+Z+stencil)
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Shader: Unity Shader Book/Chapterd Shadow pass #0 Shader: Standard pass #0 DIRECTIONAL SHADOWS_SCREEN
Blend One Zero, One Zero ColorMask RGBA Blend One Zero, One Zero ColorMask RGBA
ZTest LessEqual 2Write On Cull Back Offset 0, 0 ZTest LessEqual ZWrite On Cull Back Offset 0, 0
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. SkyboxMat [ %
Shader | Skybox/6 Sided * |
Tint Color S P4

Exposure —
Rotation [ — D

Front [+Z] (HDR)

Baclk [-Z] (HDR)

Left [+X] (HDR)

Right [-X] (HDR}

Up [+¥] (HDR)

Down [-Y] (HDR)

SkyboxMat
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Sun 'None (Light) o
Ambient Source | Skybox 4]
Ambient Intensity ) |:|
Ambient Gl | Realtime : |
Reflection Source | Skybax : |

Resolution [ 128 4]
Reflection Intensity ) |:|
Reflection Bounces (O
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Rendering Path
Target Texture
Occlusion Culling
HDR

[ Use Player Settings
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Clear Flags | Solid Color : | MirrorTexture 0 &,
Background  — s . o]
Culling Mask | Everything
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Projection | Perspective i J Anti-Aliasing | 2 samples ¢
Clipping Planes Near 7 Depth Buffer | 24 bit depth &
Far 100
Viewport Rect Wrap Mode | Clamp 2
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le= MirrorTexture
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Face size
MipMaps
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Class_Cubemap
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Script i) ProceduralTextureC ©
Marerial @ ProceduralTextureh ©
Texture Width 512 |
Background Color 12
Circle Color I ¢
Blur Factor 2

r ' ProceduralTextureMat (Instance i@ £,
Shader Unity Shaders Book/Chapter? [Sin= |

Color Tint [:] 2

Main Tex
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Tiling X1 Yil :"
Offset X0 Y0 select
Specular _-—
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Right | Left
(+3) &
= a

v -
Top F Bottom
(+Y) {=Y)
Front Back
{+Z}) {=Z)
Face size | 64 ™=
MipMaps -
Linear -
Readable ¥

WaterCubemap

1..'|.":Lt|1-r'C ubemap
odxbd4 ARGE 32 bit 96.0 KB
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| add profiter Frame: 620 / 827

o |

& CPU Usage

e M Rendering

M Scripts

M Physics

W GarbageCollector
B VSync
o Gi

W Others

i Memory

SetPass Calls: 8 Draw Calls: 10 Total Batches: 10 Tris: 3.2k Verts: 2.4k
{(Dynamic Batching) Batched Draw Calls: 11 Batches: 4 Tris: 132 Verts: 264
(Static Batching) Batched Draw Calls: 0 Batches: 0 Tris: 0 Verts: 0

Used Textures: 7 - 7.3 MB

RenderTextures: 9 - 27.3 MB

RenderTexture Switches: 5

Screen: 557x411 - 2.6 MB

VRAM usage: 29.9 MB to 37.6 MB (of 1.00 GB)
VBO Total: 29 - 343.8 KB

VE Uploads: 0 -0B

IBUploads: 0 -0B

Shadow Casters: 8

E]16.2 ERUNityAIMERED TR PRYBERK KRBT RS KT ERRIFIHER

Frame Debug | 00
| Enable | ) [14 | of 14 | 1 | *

Camera.Render Event #14: Draw Mesh
¥ UpdateDepthTexture : 4 Shader: Unity Shaders Book/Commaon/Bumped Specular pass #0 DIRECTIONAL SHADOW
Clear {color+Z+stencil)

Elend One Zero, One Zero ColorMask RGEA
Draw Mesh Cube (2) end One Zero, One Zero ColorMas

4
l

Draw Mesh Sphere ITest LessEqual ZWrite On Cull Back Offset 0, 0
Crhwnamic Batch
¥ Drawing 10
¥ Render.OpagueGeometry 10
V¥ RenderForwardOpague.Render 10
¥5hadows RenderShadowmap 5
¥Shadows . RenderShadowmapDir 5
Clear (color+Z +stencil)
Dynamic Batch
Draw Mesh Sphere
Dynamic Batch
Draw Mesh Sphere
¥ RenderForwardOpague.CollectShadows 2
¥5hadows.CollectShadows 2
Clear (colar)
Draw GL
¥ Clear 1
Clear (color+Z +stencil)
Dynamic Batch
Draw Mesh Sphere

Sphere subset 0
515 verts, 2304 indices
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€ Game
Free Aspect

€ Game
Free Aspect

Maximize on Play | Mute audio | Stats | Gizmos A

Maximize on Play | Mute audio | Stats | Gizmas x|

i= Hierarchy ] -
_il Create ™ | "Q'.-".l!

¥ Objects
Sphere
Cube
Cube (1)
Cube (2)
Main Camera
Directional Light
Point light

= Hierarchy ] -
| Create ~| (oAl

¥ Objects
Sphere
Cube
Cube (1)
Cube (2)
Main Camera
Directional Light
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€ Came = =Hierarchy | =
Free Aspect = Maximize on Play | Mute audio | Stats | Gizmos |~ | Create '| ”(_Z;‘_'_J'LI_I_

¥ Ohjects

Teapot
Teapot (1)
Teapot (2)
Cube

Main Camera

Directional Light

Paint light
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O |nspector | B =
& Teapot @Stam-__vl

Tag| Untagged s | Layer| Default s |
Prefab | Salect | Revert | Apply |
¥ .~ Transform £,
Position X -1.87 |Y|-L5 |Z 097 |
Rotation X 270 Y 33L307 Z O |
Scale X2 |¥ |2 'z2 |
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Combined Mesh (root: scene

Combined Mesh (root: scene)
1203 verts, 1668 tris, 4 submeshes uv,uv2,uv3

El16.9 g SHA IR Unity = EHFIEWRIRA/ “Static” AR




SetPass Calls: 2 Draw Calls: 4 Total Batches: 4 Tris: 1.7k Verts: 1.2k SetPass Calls: 2 Draw Calls’ ~ TotalBatches:4 Tris: 1.7k Verts: 1.2k
{Dynamic Batching) ‘Batched Draw Calls: 0 Batches: 0 Tris: 0 Verts: 0 (Dynamic Batching) Barched Draw Calls: 0 Batches: 0 Tris: 0 Verts: 0
M ing) ‘Batched Draw Calls: 0 Batches: 0 Tris: 0 Verts: 0 (Static Batched Draw Calls: 3 Batches: 1 Tris: 1.7k Verts: 1.2k
Used Textures: 4 - 7.3 MB Used Textures: 4 - 7.3 MB
RenderTextures: 4 - 16.8 MB RenderTextures: 5 - 18.9 MB
RenderTexture Switches: 0 RenderTexture Switches: 0
Screen: 514x364 - 2.1 MB : Screen: 514x364 - 2.1 MB :
/i g g 10 26 28.9 MB (of 1.00 GB)
VBO Toral: 72 - 0.5 MB
1B Uploads: 0 -0 B
Shadow Casters. 0
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© inspecror [ A |

- mtl_O_c Import Settings [ %,
| open |

Texture Type | Advanced s
MNon Power of 2 [ ToNearest ™
Mapping | Mane ™
Convolution Type | None ™

Fixup Edge Seams [ |

Read /Write Enabled [ ]

Import Type [ Default + ]
Alpha from Graysci[_|
Alphals Transpare [ |
Bypass sRGB Sampl[ ]
Encode as RGBM | Auto
Sprite Mode l Naone

GCenerate Mip Maps [

In Linear Space [ |
Border Mip Maps [
Mip Map Filtering | Box s |
Fadeout Mip Maps [ ]

Wrap Mode | Repeat
Filter Mode | Bilinear
Aniso Level =)

Default | ] | L 2 | D | i1 |
Max Size | 2048 L
Format | Automatic Compressed $ |

mtl_0_c

2 RGEBALG, bit,, 0.7 MBS
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Imported Object

S | Unity Shaders Book /Chapter 17 /No £,

Surface shader | Show generated code |
Compiled code T Complle and show code | = |
Cast shadows Yes

Render queus 2000

LOD 300

lgnaore projector no

Disable batching no

Properties:

_ColorTint Color: Color Tint
_MainTex Texture: Base (RGE)
_BumpMap Texture: Normalmap
_Amount Range: Extrusion Amount
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TisfEse: v2f_surf vert_surf (appdata_full v)

TR EE — AL
TR fER s 81

| B Hmse: fixedd frag_surf (v2f_surf IN)

Hitb ez
2, BIIED

=% Al =
PILyta:o] /
Py

fi AV2f_surfra
HEHFEInputi R
/ \ struct

- SurfaceQutput ~
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ForwardBase Pass

VertexInput

MR EE
vertForwardBase

= . —
(UnityStandardinput.cginc) (UnityStandardCore.cginc)

A

RTE®ESE
VertexOutputForwardBase _, fragForwardBase
(UnityStandardCore.cginc) (UnityStandardCore.cginc)

A

it # VertexQuiputForwardBase $ #1 &~ 81,

A @pos. fridtrtex. WALKE
eyeVec. [AREFS,

1. {# fSpecularSetupsi MetallicSetup & & £ FEBRDFEYIH A 8540
ﬁsFrogmentCommonDoiu

2 SN, AR, . SRAMEER, HIEMABROFMAE;
3. MAUNITY BRDF PESEE (FEUnityPBSLighting.cainc i i
) AR R R
4. T FUNITY_BRDF_GIlea 35 (ﬁUmtyPBSUghhng cgincX FiEE
) & JJD%H)’EHEH’]T?&

5.F A &R
. i Hﬂim (IR ERIE) ;
7. RO AR R REE.

ForwardAdd Pass

e Sget
) VertexInput ) vertForwardAdd
(UnityStandardinput.cginc) (UnityStandardCaore.cginc)

A

RuaEs
VertexOutputForwardAdd _, fragForwardAdd
(UnityStandardCore.cginc) (UnityStandardCore.cginc)

A
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it VertexOutputForwardAdd R ) &2 @4, 0
mgfrfipos. LURfdirtex. #AafifieyeVec.
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1. {#E FSpecularSetupai MetallicSetup % & £k FEBRDFAYE A & #
ﬁsFrOgmentCommonDOtu

2. ROERFIHESEE, A HBROFMCES
3. FUNITY BRDF PBS (FEUnityPBSLighting.cginc st E ) &
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SHADER CALIBRATION SCENE
METALLIC VALUE CHARTS

SHADER CALIBRATION SCENE
SPECULAR VALUE CHARTS

HON-METAL 3068 RANGE 50-243 HOR R METAL EXAMPLE VALUES GEMERALLY BLACK

999999992

ALMIOST ALL HOM-MIETALS =

ALMOST ALL METALS =

1 BORHMER CF A SLEEACT METALS
b Crnral | OF T FTALLIG Mk

= ‘'R R R R L LT T

20999999999 290999999999

SMOOTHMNESS A

E(18.8 UnityiRHAYRIERS. AE : S BTIERDERIRERE. B8  BXREITIER
{EFRIIRERTE

MetalMat e NonMetalMat @
v Shader | Standard * | |w Shader | Standard -
Rendering Mode _Opague Rendering Mode _Opague
Main Maps Main Maps
o Albedo 12 o Albedo |- 2
© Metallic o © Metallic O——00
SMOOthNEess e— (.7 SMoothness = r— 04
© Normal Map © Normal Map
© Height Map © Height Map
@ Occlusion © Occlusion
© Emission B 0 © Emission . 0
@ Detail Mask © Detail Mask
Tiling x[1 Y1 Tiling X1 Y1
Offset X 0 Y |0 Offser X0 Y 0
Secondary Maps Secondary Maps
@ Detall Albedo x2 © Detail Albedo x2
© Normal Map © Normal Map T
Tiling x[1 ¥l Tiling X1 1¥[1
Offset a 0 Offset X0 Y0
UV Set o UV Set L
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- Lighting | @ Inspector =
¥  Environment Lighting
Skybox '@ SunsetSkyboxHDR | ©
Sun 'None (Light) o
Ambient Source | Skybox s |
Ambient Intensity s |1—|
Ambient G | Realtime s |
Reflection Source | Skybox ™
Resolution [ 128 s |
Reflection INtEnsity s—————————— |1—|
Reflection Bounces (r———————— 1 |
7 [ Precomputed Realtime Gl
Realtime Resolution |2 texels per unit
CPU Usage | Low {default) : |
¥ [ Baked GI
Baked Resolution |4CI—| texels per unit
Baked Padding 2 texels
Compressed [+

Ambient Occlusion (Cr——————

Final Gather -

¥  General Gl
Directional Mode | Directional s |
Indirect Intensity o — ]
Bounce Boost (—— 1
Default Parameters | Default ¢ ]| Edit... |
Atlas Size | 1024 ™

> [lFog

b Other Settings
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v n [ Light
Type
Baking

Color
Intensity
Bounce Intensity

Shadow Type
Strength
Resolution
Bias
Mormal Bias

Cookie
Cookie Size
Draw Halo
Flare

Render Mode
Culling Mask

G
| Directional Ll
| Realtime al
l P

— . [1 5
= —

| Soft Shadows Ll
..—[;] 1
| Use Quality Settings ™

(.05
e | (34

Mone (Texture) o
10
L]
Mone (Flare) o
| Auto Ll
| Everything ™
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