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Shader "Custom/SimpleShader" { v I— 7‘\— 73: ) < > T J)k ct 5
Properties {

_Color ("Color", Color) = (1,1,1,1)
_MainTex ("Albedo (RGB)", 2D) = "white" {}
_Glossiness ("Smoothness", Range(0,1)) = 0.5
_Metallic ("Metallic", Range(0,1)) = 0.0

}

SubShader {
Tags { "RenderType"="Opaque" }
LOD 200

CGPROGRAM
/I Physically based Standard lighting model, and enable shadows on all light types
#pragma surface surf Standard fullforwardshadows

/I Use shader model 3.0 target, to get nicer looking lighting
#pragma target 3.0

sampler2D _MainTex;

struct Input {
float2 uv_MainTex;

%

half _Glossiness;
half _Metallic;
fixed4 _Color;

Y- X —T77ANDhE

/I Add instancing support for this shader. You need to check 'Enable Instancing' on materials that use the shader.
/I See https://docs.unity3d.com/Manual/GPUInstancing.html for more information about instancing.
/I #pragma instancing_options assumeuniformscaling
UNITY_INSTANCING_CBUFFER_START(Props)
/I put more per-instance properties here
UNITY_INSTANCING_CBUFFER_END

void surf (Input IN, inout SurfaceOutputStandard o) {
/I Albedo comes from a texture tinted by color
fixed4 c = tex2D (_MainTex, IN.uv_MainTex) * _Color;
o.Albedo = c.rgb;
/I Metallic and smoothness come from slider variables
o.Metallic = _Metallic;
0.Smoothness = _Glossiness;
o.Alpha = c.a;

}
ENDCG

}
FallBack "Diffuse"
}
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Shader "Custom/SimpleShader" {

Properties {
_Color ("Color", Color) = (1,1,1,1)

}
SubShader {

Tags { "RenderType"="Opaque" }

CGPROGRAM
#pragma surface surf Lambert

struct Input {
float4 color : COLOR;

¥

fixed4 Color;

void surf (Input IN, inout SurfaceOutput o) {

o.Albedo = _Color;

}
ENDCG

}
FallBack "Diffuse"

r—K—% DL H>THLD

© Inspector : Lightinc | =
D Custom %,
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Render Queue | From Shader +| 2000
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Shader "Custom/SimpleShader" {

Properties { Properties:
_Color ("Color", Color) = (1,1,1,1) UnityT 5 4 255
) x—H—IZELIWME
SubShader {
Tags { "RenderType"="Opaque" }
CGPROGRAM
#pragma surface surf Lambert
struct Input { ol Y
float4 color : COLOR,; = LERISEEEW
}, 75y b7 r =L,
SubaShader%{E 3,
, ZDOHDEIK ¥z —K—
fixed4 Color; AFEE N3,
void surf (Input IN, inout SurfaceOutput o) {
o.Albedo = Color;
}
ENDCG
}
FallBack "Diffuse" £ DSubShaderTHEIN LA > - BEDRKRY = —&K—

}
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PropertiesiZ;EB L TH 5 SI—R—%DL>THED

Properties {
_Color ("Color", Color) = (1,1,1,1)
}
Unityn o>z —X—ICEL7-WMEZ R %,
ZEHAAMA VAR ZARTAB,B)=T7+I)V }ME
1B, BOBEBREIILITO®EY,

2

Float B4 (A v Ry 23R4, Float) =2#1E EHIE
Vector L (A > Ry ZFKR4, Vector)=(EHE, LB, EHE, EL1E) x,Y,2,w®D 4 D DFloatfd
Color BEE (A v Ry 2FKR4, Color)=(EAR LB, EAR1L (&, EAR L&, IEAR1L1E) Hh7—EvHh—FKRIND
Range EHREL (A > AT ZFKR4, Range(R/IME,RAE)) =& R T4 R—FR
2D B (A v 2Ry ZFkRg, 2D)="white"{} 2DONFXFET U RF v IBE
Rect B (A > Ry ZFRR4, Rect)="white"{} BEYA XTI RFVIEE
Cube EH (A > ARy RFKR4%, Cube)="white"{} CubeT 7 2 F v I8E

ERE IR XT U RF v 2D "white"JIxA%E RS

Properties {

_Float ("Float", Float) = 2.0

_Vector ("Vector", Vector) = (2.0,1.0,1.5,2.2)
_Color ("Color", Color) = (1,1,1,1)

_Range ("Range", Range(0,1)) = 0.0

_2D ("2D", 2D) = "white" {}

_Rect ("Rect", Rect) = "white" {}
_Cube ("Cube", Cube) = "white" {}

}
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SubShaderiZiEHL TH# 3

SubShader {

}

YI—R—%DL>2THLD

IS 2ABN LT ELD T, FHMlL
Unity A~ = 2 77 /L
[OxD2L A= 5L SADYA K

HHEICLTLESIN, TITIHREELREY>OHRBNL £,

0 T 0 HERZ2 M4 7%2EE, UnityD EDNALT54 VIERT 3D Z2RHDBHLLL,
Tags{ RenderType - Opaque } Opaque=FiEBA Transparent=#3#EHH TransparentCutout=1k =
Transparent%{E 5 & ¥, TdDpragmalc [alphal #2113 HENH S

CGPROGRAM CGPROGRAM ~ ENDCG ZoHicyz—4#—%EL
Surfacet EL L TTH—T7 RV — X —THBILEEETS
#pragma surface surf Lambert surfOERH IZFE% K. LambertDER IS4 T4 7 E— FZ2IEE
74 FE—FI3. Lambert=#i#&545¢ BlinnPhongld #Em &k &1k
struct Input { unityr s>z —g—IcEEh B8RS
float4 color : COLOR; : wumo#z4(z oficiiCOLOR) ZE=7> T 142 2 & W5 (COLORIRTESH S — 4 BE%T 3)

5

fixed4 Color; PropertiesTEE L#=Z#%RAKTES, UnityEditord SiESh7-E%HKZ2 &5 IKH S

void surf (Input IN, inout SurfaceOutput 0) { Pagne = L sutace i sz

0.Albedo = _Color; zaoficizAlbedo(hEERE %) i<UnityEditord >E 3 M-~ B2 0E FRELTVS

ENDCG
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Opaque TSR EE L A 1ThH 7R W 2O

Transparent FHEHOWEZIT D =0
TransparentCutout MBOESBT IV ZAF v DIRENH BB 1T GPUIZ L > TIZE L,
Lambert EIN- b

BlinnPhong SR

POSITION BB

NORMAL TEm DR

TEXCOORDO, TEXCOORD1,2,3 TV AF v DUVERR, BFIIAEFEDOT IV AF v akd

TANGENT AR

COLOR BEmh7—

z
Albedo LB half3
Normal TERDERR half3
Emission BHEXESW half3
Specular 5 M = 8¢ half
Gloss fE = half
Alpha EAE half
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float = 77— FEETOEER, T7XFvOUVIER L, EEEABENLERE ZITES,

half e O—hILEZES, mE, HDRAY 7 —74& EICH A,

fixed & 1/256%6%, -2.0~2.0(CUXNE 2MEICFIA, BICFIAIN 5,

int B AT RBEHH, VR=FLTLWAEWGPUAH Z D TER, ENALRIFFEDRWLITZS AR,

fixeddhalf37: & BAICHFEN D IHFEIL.

(fixed, fixed, fixed, fixed). (half, half, half) & L5 Z &,
BILROMFEEZIDP, 4D2EF->TW5 &L D =Bk,
BVYEEEZRLPT L,

rgb. xyz. .rgba, xyzw. D& 5 I[CEHDOEICEEICT 7 & X AJEE,
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Shader "Custom/SimpleShader" { FERBBE TSV —X—%EZS
Properties {
_Color ("Color", Color) = (1,1,1,1) /I Unityfl| TB&Z vk

}

SubShader {
Il #E 247, Opaque=F1EBA Transparent=3$3%B8 TransparentCutout=1k=
Tags { "RenderType"="Transparent" "Queue" = "Transparent" }

/I CGPROGRAM ~ ENDCG ZH(iz—F—%EL<
CGPROGRAM

Il SurfacebELZETTY —TIRVI— 44 —THAEEZEET 5,

Il surfDER 5 (XBEELE . LambertDE D ESA T4 T E—REIRE,
Il 24 E—FI&. Lambert=f58 & 1% BlinnPhong (& 8% E & 515
#pragma surface surf Lambert alpha

Il Unityin oo z—H — (TSN HEE K

struct Input { ﬁif‘ﬁd)ﬁ‘ﬂﬁ%iﬁhﬂ ¢ QE

float4 color : COLOR; // &

|3
/I PropertiesTEE L1=Z# % R4 TEE . UnityEditorM b ESNT-EZKRZ D KIS
fixed4 Color;

Il #pragma TE & L=surfacei#k
I CHOBEBDHEEEH|ZA TERZHET S
void surf (Input IN, inout SurfaceOutput o) {
0.Albedo = _Color;
o.Alpha = _Color.a;

}
ENDCG

}
FallBack "Diffuse"
}
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Shader "Custom/SimpleShader" { FOORAFYBENTZEBRV L —X—%EZS
Properties {
_Color ("Color", Color) = (1,1,1,1) /I Unityfll caZtvb
_MainTex ("Texture", 2D) = "white" {} // UnityBI TF2RFrE vk
}
SubShader {
/] #E%2 4T, Opaque=F1EBH Transparent=243B8 TransparentCutout=fk=
Tags { "RenderType"="Transparent” "Queue" = "Transparent" }

/| CGPROGRAM ~ ENDCG ZOHIzyz—4—%2<
CGPROGRAM

=1 Ty 3 O o IR
/I SurfaceEZLCETTHY—TIARYVI— S —THAEEZEET 5, ﬁﬁx% o nBﬁ&lEjJu EE
Il surf@ERSY (X BE%R 4 . LambertDER D IS A T4 T E—FEIETE,
Il 24 E—FIX. Lambert={ 50 & 53 BlinnPhong &85 & i 51 7
#pragma surface surf Lambert alpha

/I Unity\o o t—4F —[ZE SN 18 &K
struct Input {

float4 color : COLOR; // &

float2 uv_MainTex; /I PropertiesCE S LI=ZEHM DRI, uv 221152 ET. ITI 7 VRN ERIN - EEEZ TN
Iz

/I PropertiesCE & LT-Z# % R4 TE S, UnityEditorhbESN=-EZFRZ 5 L5124 5
fixed4 _Color;
sampler2D MainTex;

/] #pragma TE § L zsurface B4

I COBRBOPEEESHZ TERERIHT D

void surf (Input IN, inout SurfaceOutput o) {
// tex2DRE %% : UVEEAR(IN.uv_MainTex) ) 572X F v (_MainTex) LOEV I DBEZEHELTRT
0.Albedo = tex2D (_MainTex, IN.uv_MainTex).rgb * _Color;
0.Alpha = _Color.a * tex2D (_MainTex, IN.uv_MainTex).a;

}
ENDCG

}
FallBack "Diffuse"
}
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Shgder "Simp!:e/SimpIeGrassWave" { El, L:%ﬂ 6 E %%ﬁj’ 6 v T— ﬂ\\— % % e ’3
roperties
_Color ("MainColor", Color) = (1,1,1,1) /' Unity il cZ vk
_MainTex ("MainTexture", 2D) = "white" {} I UnityITT VR FvE Vb
_Cutoff ("AlphaCutoff", Range(0,1)) = 0.5 /I UnitylI TT IR F v DIRELNILERE
_Cycle ("Cycle", Range(0.0,5.0) ) = 1.0 I Unity I CEROH A7 L&k
_Amplitude ("Amplitude", Range(0,1.0) ) = 0.02 /I UnitylITIENDEZVE
}
SubShader {
/I Queue #EIE(Background (& 1000, Geometry & 2000, AlphaTest [& 2450, Transparent (& 3000, ZL T Overlay (& 4000, #iFAV/INSWNEE EICHEBEISN D)
/I #E% 47, Opaque=7:EBA Transparent=343%BH TransparentCutout=tk &
Tags { "Queue"="AlphaTest" "RenderType"="TransparentCutout" }
/l CGPROGRAM ~ ENDCG ZOflzyz—4—%E<
CGPROGRAM
/] Surface LB ETTH—TIRYI—4 —THAI_LEEET 5, i
Il surf@EH EEBEVCHEBBEIEE. vertDE D FTERZ VL HBEBMB EIEE. LambertDE R (ETATAU T E—REIEE,
// alphatest:_Cutoff O &N TIHE LIz T ILIFIELY REVEILILOAEET 5L5I1ZL TS
Il 4 ME—RI&, Lambert=## R 5% BlinnPhong (& #E & 51 ¢
#pragma surface surf Lambert alphatest:_Cutoff vertex:vert
I/ PropertiesCTE & L1=Z## R4 TE S, UnityEditorM SiESN - EFRZ K514 D
sampler2D _MainTex;
float4 _Color; 5&'_ I =1 i ﬁ o 7] g
float _Cycle; VIS 5 a) l:lB % LE. u ° E
float _Amplitude;
Il Unity o> —4 —(TESh &K
struct Input {
float2 uv_MainTex;
fixed4 color : COLOR;
5
Il #pragmaTEE LizsurfaceE# BT HLE(LZIIZEL
I COBBDFEEEMZ TERESET S
void surf (Input IN, inout SurfaceOutput o) {
half4 col = tex2D(_MainTex, IN.uv_MainTex) * _Color;
o.Albedo = col;
o.Alpha = col.a;
}
I #pragma TE & L1zvertexBi$t TERZL\LAME(EIIITEL
void vert (inout appdata_full v) {
/I _Timel&ShaderR T7 =A—3 & FTWMzWBIZFIA (X, y, z, w) HY (120, t, tx 2, tx )&% D, DEVYEFEZ (KT DEFEDEELHED
Il & ITv.vertex. yZ RHE T HETRITIFIES ST LA DIENIBEEZREL TS
v.vertex.x += sin((_Time.y * _Cycle)) * _Amplitude * v.vertex.y;
v.vertex.z += cos((_Time.y * _Cycle)) * _Amplitude * v.vertex.y;
}
ENDCG
}
}

© monolizm LLC




LP607 7 U

RICEh2EZREITSH -4 —%2EI D

© monolizm LLC



BOENZRIRT 5
I—X—%EIS




LF 87 7V

. . BOBNERRT Sz —X—%ETS
Shader "Simple/SimpleWaterWave.shader" {
Properties {

_Color ("MainColor", Color) = (1,1,1,1) // UnityfllcBztyt
_Cycle ("Cycle", Range(0.0,5.0) ) = 1.0 // UnityfITiEROY 1YL EEYE
_Amplitude ("Amplitude", Range(0,1.0) ) = 0.02 // UnityfliciEhOEZ Uk

b

SubShader {
// Queue ##EE(Background I 1000, Geometry (& 2000.AlphaTest [& 2450, Transparent (& 3000, ZLT Overlay [& 4000, $FA/NSWNEERICHESND)
// ¥EAR4A4F, Opaque=FEB Transparent=3&8 TransparentCutout=fkE
Tags { "Queue"="Transparent" "RenderType"="Transparent" }

// CGPROGRAM ~ ENDCG CZOHIZz—F—%EL
CGPROGRAM

// SurfacebZELETTH—IIRVI— 4 —TCHAHLEEET S,

// surfOEBREEEVLIERELEEE. vertDBAFTBERZVCLEHMABEIEE. Lambert DR (ESA T4 Y E—FERE.
// FALE—FIE. Lambert=#igk /R4t BlinnPhongldEEmE 4T

#pragma surface surf Lambert vertex:vert alpha

// PropertiesTEELZEHERLTEE, UnityEditornbESh-EZkZ5K5124H5
float4 _Color;

float _Cycle;

float _Amplitude;

// Unityh o z—4—(TESNDEER
struct Input {
fixed4 color : COLOR;

// #pragmaTEELfzsurfacefi# €ICEIT HME(FIIITEL
// COBEBOPEEERZ CHEREHET S
void surf (Input IN, inout SurfaceOutput o) {
0.Albedo = _Color;
o.Alpha = _Color.a;
}

// #pragmaTEELfzvertexB# THAZWLAMLEIXZIIZEL

void vert (inout appdata_full v) {
// _Timel&ShaderRT7 = A= 3 FTW=DEEICHIA (x, vy, z, w) A (t/20.t.tx2,tx3)EM5, DFEYYEFZISTZDEFEDEELS
// sinBA#ATv.vertex.x&v.vertex.zz2REH I ELTHADMEICL>TIMENDZI(ZIVIEZEZTND
v.vertex.y += sin((_Time.y x _Cycle * v.vertex.x * v.vertex.z)) *x _Amplitude;

¥
ENDCG
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BZZH 1

RNAYZ 2T - —%FL
https://docs.unity3d.com/ja/540/Manual/ShadersOverview.html

NAXZaT7I Yz—K—=—T+xvt
https://docs.unity3d.com/ja/540/Manual/class-Shader.html

NAYTZaTI Y—Tz2A R z—X—Df|
https://docs.unity3d.com/ja/540/Manual/SL-SurfaceShaderExamples.html

N2 T7IL L&Y B
https://docs.unity3d.com/jp/540/Manual/SL-SubShaderTags.html

NANYZaT7ILGPUA Y REV VT
https://docs.unity3d.com/ja/540/Manual/GPUlnstancing.html

OxXD2LA=E-ETLL
http://marupeke?296.com/UNI main.html

MATips
http://tips.hecomi.com/entry/2014/03/16/233943

Unity> = —&X—t<v>r T4 0RFEDH
http://qgiita.com/sune?/items/fabd50d9ea9bd48761b?2
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