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. UNITY Shader
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KEREITR

1 REBEY SIS % FRANE & BRI

%*

K, Rt

e o

2 Maya i L (HIE 37 5 B AP, JECEDE FH T3 5 B9 N BL ALE 55 3 B7 1 s g 2k
W) ARJE T F] UES.

3 AR A A A M S, ARE 8D B itk . (M E e, M landscape
BIRASLA/IN B RS BC A BTEAS, KRR/

4 it AL A 5 DLUS [ 3] maya 4k S22 40 ik ——rp

5 Hil{EA 5T

6 N zrubush FEREVIIA FIVDIRSCE

7 st E A S, B m AT, DL HIAE Niagara $5AK.

8 WEOLE MBI RIEKT.

AR




7K S IR

FETtibA
BRI AR R RN T I 2, IR R SCERPLEL L &I S, FH MPC AT power T

EPEHIEUE, IFH saturate FEHIBUEAE[0,1].

FIH Blend_Oerlay 5 s noise EALAIFLZNL %

SRJE mask A2 B RAEAVE AT alpha (3UE -

FIF lerp 17 AR G UIRE (L, 19 3R AR

EARSU . VRGNS, 3FE B RS R T A S EOT D).

s ey

A



AR fA
WL IR SR It
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oA 1 FESFREE IR 1A, I H R FR R iSO AR S BB T




BBl 2 K FRLAL noise iy SCEEAE Al 1 5 ELR P S EE ARARIZ 1 2E i XL Y iR RD

FEA 7K 4 Jit

CiEh 1 R A XU AR TR AR ) 5
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it et e

TERE TERRSRE
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AURLK B4 I



NHK S I

BATRAN AR (B LD



SRt AT IR
U HIEFIAT sine A1 cosine 45 1 BUBE 5 I [R] A2 AL FRI97T R 5

—
_—

Tiling “F4f (1) 9 s R AR FE

Tiling)

Wave 7R IR 2R R0 38 5
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7t houdini B SGHIE AR, SRJEURINECE . 7 LLYE houdini B3 UES FHiHl At S5 04
TN A IR B A AR B SR, RIS HIE AR S5
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View
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& Grasscards (Z81)
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Options

-033

00 [05C (05 uof

0.786
05 [1.04 (0.0 uf
1.004

HEMRAMAY AR E I, I BRI .
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UNITY Shader

Raymarching shader

I AEBURRE, JIR BB B R B AR

K¢ shader
DU H O S A R A DA B bR e 8, NN B0, = Fhgite (LRG3 i
AR R e AE W, WIedbit, U R,

JKER shader
A UV S R g R 2R S S R A TS A B WAL, uv MR S ASH AL, THEUK
BREUE AN S AR SR TR A o
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TKERYHORL T 2R shader
Fe L8 B %I B B, @it field. field2 F1 outershape PR 7E shader
T B BAR TR

ZF %) A% shader
W sin A cos PR ARSI B E, I BAWIEIR, BEE 2SS WA .

HRA] XS shader
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T AARRE G b A S AGE I, A E SRS B R & B . abs(p) /
dot(p, p) - formuparam FILERTA VB 3 FE 2SS

B2k UK shader

FIF hash BR £ BE AL AE RSOME 75 48 )5~ g F et 8, 5 F th 37 B s ()45 B R Bh 28 A2 R TH
AL, RS ERSR IR A PE o R RS (B B 48 O — e 5 S JE N B2 A E, TG )
L.

E 7 shader
IS ALER CEARF B SRR bR IR IR, BRI T FRIE AR . I e 75 R
. FBM (D IEATEHIED)) DLAFRIE SR & il & B,




F—ARXH Ul RY:

SEPLRR
Ul ) )87 35 7 B R B 1)
% F c BRI, RIS E NFAR G D) UL B0 W o 43 P R 4B AR A7 B 4 A e e

PR FERER ST
if LLlput GetButtonDown(“Squat”) && !isCrouching)
[

P FEER YA R ISR, PG T
Debug. Log ("Squat button pressed, toggling crouch state.”);

targetPosition. vy = originalHeight - lowerHeight;

isCrouching = true; // B AN FikE
isIconToggled = true; // FRidc N T
P E bR

]

1

1

1

i

1

1

]

1

1

1

]

1

1

i

1

1

1

H

i standinglcon. enabled = false;
H crouchinglIcon. enabled = true;
}
e
{
i
i
i
]
i

'/ RorEEFEbR

lse if (Input.GetButtonDown("Squat”) && isCrouching)

P P Y AR TSR, E A
Debug. Log ("Squat button pressed, toggling crouch state.”);
targetPosition. v = originalHeight: WE R RIEAE
isCrouching = false; // BNk Z'EJ A
isIconToggled = false; // fnid AL R

D1 Bl b IR

standingIcon. enabled = true;

S RVA 2
4T Eb

crouchinglIcon. enabled = false;
}
Vector3 newPosition = PlayerCapsule. transform. localPosition;
newPosition. y = Mathf. Lerp(newPosition.y, targetPosition.y, smoothSpeed * Time.deltaTime) ;

'/ HiHiPlayerCapsulefl)localPosition
PlayerCapsule. transform. localPosition = newPosition;

st - : ' S W *
s ooy [y, ‘ ‘ — : ] a‘wﬁa’szﬂﬂiﬁémﬁ
Time Speed | (@ EE—— i
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= O - 2 N\ | A : : “
4&_@ suuny ORainy | 7 L L 4 ‘ g ! g 3 | | 3 Zih
Time'11:22:4 @ Auto 7 ! ¥ i ! ‘ i ; (@ mﬁ%ﬂzmﬁﬁl?ﬁ‘?ﬁ
| Time Speed (I geumasesr g 7 Iy AL

o A v AR
F& T BbR AC BRI Y BEE 2 AR BRI AR B 80 . an BAS A B T A P v, 84 & F A7V OnAim
KNS B T EY s I AR S, HENESHRIRS UG R 248/, BT AR iE i .
public void OnAim(bool aim)

(!Interactable)
return;

[
I

1
i
]
1
I
|
1
1
| = = o -
! isAim = aim;

777k OnFire KU HIA IR,

public void OnFire()

if (!Interactable)
return;

if (Time. time < lastTimeFire)
return;

Vector? size = new Vector2(GetCrosshair. OnFireScaleAmount, GetCrosshair. OnFireScaleAmount);
RootContent. sizeDelta = size;
lastTimeFire = Time. time + OnFireScaleRate;

eI ARAT S LU Ul 2738 5 BUR3S
I A T 2% R AR BRI UT AR ) T 7m0 B i
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void FixedUpdate()
{

if (lisInited) return;

/O F R

Vector3 nextPos = transform. position + velocity * Time. fixedDeltaTime;
Vector3 move = nextPos — transform. position;

Eailliap:
if (Physies.

veast (transform. position, move.normalized, out RaycastHit hit, move.magnitude, hittableLayers, QueryTriggerInteraction. Ignore))

P H bR
transform. position = hit. point;
if (hit. transform. CompareTag("Target”))

{

var anim = hit. transform. GetComponent{Animator> () ;
if (anim != null)anim Play(“death”) ;

if (taskIcon != null)

H {
: taskIcon. enabled = false; // FaRiEGE
! 1
H I

if (targetIcon != null)

targetIcon. enabled = true; // ‘7w HbrER

/ VIHRUIERr, RERGH LR, & H iR

if (taskIcon2 != null)

1- taskIcon?. enabled = false; // [&tlalfiflbs

i
if (targetIcon2 !'= null)
i targetIcon2. enabled = true; // WsH b bR
}
}
Destroy (gameObject, 0. 1f) ; // dithja#s rif
return;

% “tab” BUIMBLR ARG, B ANMER, MEHAMEELICHIEAY

FE7577% update HUIFFEEHH G T tab SEAIEE, BOAMET S5 UT S, WRIZT tab SENIZEA
FHF . HFA TG, STFIRIRIE S B ARR B, a0 RO B AR 35 (1AM R ks
JE&THREE ANV HFREIM T, AR 44 B SR A 5T
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public void Updete()

ff Brl Tab S5F T3
if (Input.GetEerDown{EayCode. Tab)} J// WEET Teb &

isAETextured = akTexturedObject. activelnBisrarchy; // BHYEEZTEESSEE

akTexturedbjsct. Setictive (! akTexrturedObject. activeSalf):

if (tebeyPressedOnce) // WWEEENET T &, L8
:

i izScanning = false:

i materiglChengeTime = Tims time + scanDuration;
! RevertMaterisl(): EEEE

! tebEeyPressedince = false: // EXFIC

H

| if (akTerturedObject != nulll

o

!

1

!

i

i

]

i Debug Log {"is4ETextured toggled: " + izAKTextured) :
;

1f (zglobalVelumsObject != null)
I

lobalVolume = globalVolumeObject. izActivedndEnahled: // #FHE Volume BEFBERAES
globalVolumsObject. ensbled = !globalVolumeObject. enabled;

Debug. Log("istlobalVolume teggled: © + ictlobalVolume) -
f (materialChengsTime »= scanDuration}

RevertMaterial () :
/i{materislChangeTime — 0OF:

i,

Debus Log (T8 T Teb &. SETHE. 7).

1 Debug. Log( materialChangsTime: " + materialChengeTime); // MW materialChangeTime
ShootUL. gameObject. Setdctive(true); // BHF Shootll

ScanUI. gsmelbject. Betictive{falzel: // B ScanlI

lze // B—UET Teb 8. FRAE

E iz8canning = true:

! tebEejPressedOnce = true; // EWMEIZHECETF
Debug. Log("#—#H T Teb 8. FHAR. ")
ToggleMaterial(): // HEES

f (akTextureddbjsct != nulll

1

- Hi

isdETextured = skTexturedObject. activelnBisrarchy: // BHHEETEESZ+EE

akTexturedlbject. Setictive (! akTexturedObiect. activeSelf) ;
Debus. Log("isAKkTextured toggled: ™ + izAKTaxtured) -

e e e Sy

f (zlobalVolumeObject != null)

[

I
i

E ffistlobalVolume = globalVolumeObject. 1sActiveAndEnsbled; // ZREL Volume EHFESEFAHES
| ! globalVelumsDbject. engbled = !globalVolumedhject. enahled:

! Debus. Los("istlobalVolume toszled: 7 + izflchbalVolumel :

/) BB shootlI
B 8caniz

ShootUI. gameObject. Setictive (false);
ScanUI. gameObject. Satictive (trus}:

i

L S S S S — v

[/ REECER. RTSEER

if (!isScemming) { currentFrame = 0; return; }

I RS

currentFrame = [currentframe =+ 1) % CheckFramzeRate:

/f RS EESEREEE

B e e L e Lo

)
i

FIF AN T Volume Global HYJFALFEMCR, BHNKAINL IR AR .
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( =t .
40 Suuny 4y @ Rainy HHE: TR }
_ W A

Time:11:22:4 [
Time Speed (.

NOATHERS, BIRKIRBNRR

IFRAWATTIE, —MERIARE SR TR RS, — MBIt Ral. (M Perlin BefzE
ARCR, MR mAE S B R BENL, BEE SR M. B NRAERIRS S B3 IR . R
BT B SR B R

void UpdateSway ()

float deltaTime = Time. smoothDeltaTime;

shf i Frsway)

movelnput = inputs. moveRealTime;

Vector2 lookInput = inputs. lookRealTime;

bR LA
float swayX = —loockInput.x * swayAmount * amplitudeMultiplier;
float swayl = —lookInput.y * swayAmount * amplitudeMultiplier;

{ = Mathf. Clamp (swayX,
swayY = Mathf. Cla]u;)(swayl&'. -maxSway, maxSway) ;

—maxSway, maxSway) ;

%4
float 1

= —movelnput.y * movePushAmount * amplitudeMultiplier;
float moveX = —movelnput.x * movePushAmount * 0.5f * amplitudeMultiplier;

shakeOffsetY = Mathf.PerlinNoise(l, Time.time * shakeFrequency) * 2 - 1; R —

PN R )
shakeOffsetX *= shakeAmount * moveInput.magnitude;
shakeOffsetY #= shakeAmount * movelnput.magnitude;

HHERERiE e
Vector3 targetPosition = initialPos + new Vector3(swayX + moveX + shakeOffsetX, swayY * 0.5f + shakeOffsetY, moveZ) ;
# 80f, movelnput. x * —4f);

Quaternion targetRotation = Quaternion. Euler(swayY * 80f, —sway)

swayY * 0.5f, moveZ);
vX * 80f, movelnput.x * —4f);

Vector3

rgetPosition = initialPos + new Vector3(swayX

Quaternion targetRotation = Quaternion. Euler (sway

transform. localPosition = Vector3. Lerp(transform. localPosition, targetPosition, deltaTime * positionSmooth) ;

'
|
1
|
H
1
1
1
H
H
H
1
H
1
H
1
H
H
H
1
1
1
H
i
H
H
H
1
1
1
H
|
|
1
H
1
i
H
H
1
i
H
i shakeOffsetX = Mathf.PerlinNoise(0, Time.time * shakeFrequency) * 2 - 1; k-1 81
H
|
H
H
i
i
1
H
i
1
H
H
i
i
1
H
i
i
1
H
i
H
H
H
i
1
H
H
i
|
H
i
i
i
H
i
E
i
; transform. localRotation = Quaternion. Slerp(transform. localRotation, initialRot * targetRotation, deltaTime * rotationSmooth) ;

}

I oy 5 i R AN IBET
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t (transform. position, move.normalized, out RaycastHit hit, move.magnitude, hittableLavers, QueryTriggerInteraction. Ignore))

transform. position = hit. point;
if (hit. transform. CompareTag("Target”))

var anim = hit. transform. GetComponent<Animator> () ;
if (anim != null)anim Play(“death”) ;

I8 i A U (O 2R
(1) Billboard Btk —/Niii A S MR & M, ARE VLRI LED OR . 15 R A7 R H AL

RERHIE T Distortions ¥ DistortPower 5], SR S SUFRIK) UV Abtn, IS5l
3N I R AL R

LED 25l LED 403 sfetbidt), 454 LEDGlow SZIENAS 1 & Je AR . it #54i GlitchIntensity,
T DAL LED (%) A R B e s R
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Wk (Glitch) S, 3 Glitchl M1 Glitch2, 454 LEDGlow [IENAASIK, b 45 Mer T4E
IO RN . GlitchIntensity ¥ T IX s R R ISR, A oRALSE L AT R B N MR RR

(2) Moive #EBUM o3 45 25 il 1

{4 FlipBook J7¥%, Animation Z{¥E454 Columns F1 Rows #f LN AR/ NE NN BA N
FOoRBE W, (ER UV R E AT T f T 0 Y . B 1 3 E0E B EH MovieSpeed #% il JE I
AL [R) AN UV A%, S I U D R

REAR ARSI FEA billboard a5
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RSEHEAS (GERAT URP)

S [ 42 1]

24 /NI PEIR IS [R] R GG BERE , IRBGIR e, BB

i 771 AutoTimeEnabledChanged () 2k “ HZh” Wik . iR iE H BB RNR L, € BB T
IR H B e ek .

771 RotateDirectionalLight () 3XA™ B HOMR A o [B] AN 15 B A 2, AR E R AL, e s € Im) .
RPN secondsAngle * TimeSpeed A FEREHIGIRAIIER:, FHAAORA OIS 360 FEIN HH A 0
FEITAR

public void RotateDirectionalLight ()

I
L

'/TimeSpeed? = TimeSpeed2 * 0. 1f;

float adjustedAngle = secondsAngle % TimeSpeed * 0. 1f:
HHiT B Hr A T )

totalTime += Time. deltaTime * TimeSpeed;

/) BP0, 25F FE
currentAngle += adjustedAngle;

if (currentAngle »= 360f)
i currentAngle —= 360f; // Hiid 360 FERfEETM 0 H4f
}

FH light [FIliess
directionalLight. transform rotation = Quaternion. Euler (currentAngle, 0, 0);

R BRAGEE 60 I, G/ AL, IFER ORI R 24 /NI R YO EA

KA

BN, RIG 2 A A S5
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Shader Graphs/testSkybox 2

CloudHeight
loudHeight (1

loudEdge




T A%
RS IR, T R RS AT R A
FRRT RS (VFX) B3R

¢l e ’ q .
& OsSuuny . @Rainy
Time: 03:30 O Auto

Time Speed SIS . ‘

29



(S}

A& @ suuny O Rainy
Time: 09:23 O Auto
Time Speed EP I

| \ LR : 4 ) :
)5 shader fi1E (3 EfFH shader graph 8 HI1E)
KRG B8 IE# e B (it
JoR-.\ 4 @ *E : gEe —ofi =
N e o fi. ‘ = W i
Time Speed | { = i

3

R D AR WA 5
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[\ \ 24 L o ! l
& @ Suuny 4/ O Rainy | 2 gl 1 : A

Time: 17:11 O Auto
Time Speed  EEENQE. | -

ks

FSAD T R IS T A 52 A

LA F ARG B R BORSE) IRETHRRIIAL, SRR I K 2h 42 1k

R R £1ipbook——V)H— 5K SUEE R SLEL ) LMY et — WURRA R A B, @il
WARGLE . A B A unity A BN ] S2H

BIIEM 5 7% (Triplanar Mapping)
TriplanarSamplingCNF: FT RAEELE, TFHESEEEEMEBIAT . ZRBLE S T RIEEL
FIEAETT ), 8 AL 7 [ SR A K.
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Inherit

Inherit

TriplanarSamplingCF: FMIZ=[AREE, IHHERMAEEREMN. ZRBEEET L2 )7 Mg E
HATIRA, $RATEG R RM .

Inherit
Inherit

i/ Mask Clip Value {E1E edge 7 siiEAT & M RERTT, QUEER XIS, A8 I ARA T 2 1 A5
S, JF B AR A R
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e

VIR7IESS
RN ECT SR
TimeSpeedSlider: —N UL &bk, F-F &I 6] OB
AutoTimeCheckBox: —NEIEHE, VIt A& B Zhiik .
DayNightSlider: — AN, T FaIBCER A, 8 75 E RGOk S .
TimeOfDayText: W7 AT ] CNEFIEH) BOSCARE.
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