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public override void Render(ScriptableRenderContext context, Cameral[] cameras)
base.Render(context, cameras);

foreach (var camera in cameras)

{
// Culling
ScriptableCullingParameters cullingParams;
if (!'CullResults.GetCullingParameters(camera, out cullingParams))
continue;
CullResults cull = CullResults.Cull(ref cullingParams, context);
// Setup camera for rendering (sets render target, view/projection matrices and other
// per-camera built-in shader variables).
context.SetupCameraProperties(camera);
// clear depth buffer
var cmd = new CommandBuffer();
cmd.ClearRenderTarget(true, false, Color.black);
context.ExecuteCommandBuffer(cmd) ;
cmd.Release();
// Draw opaque objects using BasicPass shader pass
var settings = new DrawRendererSettings(camera, new ShaderPassName('"BasicPass"));
settings.sorting.flags = SortFlags.CommonOpaque;
var filterSettings = new FilterRenderersSettings(true) { renderQueueRange = RenderQueueRange.opaque };
context.DrawRenderers(cull.visibleRenderers, ref settings, filterSettings);
// Draw skybox
context.DrawSkybox(camera);
// Draw transparent objects using BasicPass shader pass
settings.sorting.flags = SortFlags.CommonTransparent;
filterSettings.renderQueueRange = RenderQueueRange.transparent;
context.DrawRenderers(cull.visibleRenderers, ref settings, filterSettings);
context.Submit();
¥
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git clone https://github.com/Unity-Technologies/ScriptableRenderPipeline
cd ScriptableRenderPipeline

git checkout Unity-2018.1.0b6
git submodule update --init --recursive -remote
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Unsafe code requires the "unsafe' command line option to be specified
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Unity : https://unity3d.com/jp/srp

UnityBlog : https://blogs.unity3d.com/jp/2018/01/31/srp-overview/
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