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This document is protected by copyright and other related rights and the practice or implementation of the information contained in
this document may be protected by one or more patents or pending patent applications. No part of this document may be
reproduced in any form by any means without the express prior written permission of Arm. No license, express or implied, by
estoppel or otherwise to any intellectual property rights is granted by this document unless specifically stated.

Your access to the information in this document is conditional upon your acceptance that you will not use or permit others to use
the information for the purposes of determining whether implementations infringe any third party patents.

THIS DOCUMENT IS PROVIDED “ASIS” . ARM PROVIDES NO REPRESENTATIONS AND NO
WARRANTIES, EXPRESS, IMPLIED OR STATUTORY, INCLUDING, WITHOUT LIMITATION, THE IMPLIED
WARRANTIES OF MERCHANTABILITY, SATISFACTORY QUALITY, NON-INFRINGEMENT OR FITNESS FOR
A PARTICULAR PURPOSE WITH RESPECT TO THE DOCUMENT. For the avoidance of doubt, Arm makes no
representation with respect to, and has undertaken no analysis to identify or understand the scope and
content of, third party patents, copyrights, trade secrets, or other rights.

This document may include technical inaccuracies or typographical errors.

TO THE EXTENT NOT PROHIBITED BY LAW, IN NO EVENT WILL ARM BE LIABLE FOR ANY DAMAGES,
INCLUDING WITHOUT LIMITATION ANY DIRECT, INDIRECT, SPECIAL, INCIDENTAL, PUNITIVE, OR
CONSEQUENTIAL DAMAGES, HOWEVER CAUSED AND REGARDLESS OF THE THEORY OF LIABILITY, ARISING
OUT OF ANY USE OF THIS DOCUMENT, EVEN IF ARM HAS BEEN ADVISED OF THE POSSIBILITY OF SUCH
DAMAGES.

This document consists solely of commercial items. You shall be responsible for ensuring that any use,
duplication or disclosure of this document complies fully with any relevant export laws and regulations to
assure that this document or any portion thereof is not exported, directly or indirectly, in violation of such
export laws. Use of the word “partner” in reference to Arm’ s customers is not intended to create or refer
to any partnership relationship with any other company. Arm may make changes to this document at any
time and without notice.
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3 T FE 7
3.2 ([ Unity 7 H7a57 97

3.2 {#H Unity s¥ias i
Unity 537 38 A — 251 B R AR BE R A S RE R, SR HRIER A,

WERIRE G — AR, SRBRIEEY) A, HRERDEER DML, IRATDAE 5 R AR o i
FREBOZIMIEIE e AIRIRIEBA B SEMRI O T Rdi 5 — B3R, s R iR iRy
HrasHI%dE,

FESR T Unity 54725

addprofier - Record| Desp Brofle | BrofieEditor | Active profiar | Clear L] curranc)

:2.45ms_GPUI0.84ms
Total | Self| calls| Gt Alloc Self ms|
1 126 0.01

51.5%

H:HH

EEEE Rk R R

RIFRRLCRRRIRRRIINRIAHIE

coooo0oooOREErEENWANDDD

8 3-1 Unity 537

Unity 2 Hrasfe it N2IThRE:
CPU fEHZHiay

CPU RS MaERE /R T CPU HHRNAZEN, HERHARASE (QiEH%.

AR ) B CPU EAEN, GISRIRTE B ks 75, MR B s i i

B R RRELA A TN ] U B R N A 73 B

THE RUCTERE RIS Z I [A] B 0 it 22 N7 RO BRI £

A
TEZHER RS, XEENEEME,

IEESA g
ERDHTEER TR TR, AR RSP ERIN TGRSR, EER R
PR o B 2 AR, SCERIAF THAERIMS B
BrAEBZHIRN. =AU RERNTUS SR, XEREE T ERVEE
AIET

P17 5 as
PIAE A ds R R R 17 3B A RCR DAR IR SR BRI CANAS slibt ) AO%CR, 7
B3R BRI, RERBIE, BIEMEN R rasBda AR 5 N HFER
Ut
a6 ERAGFEARR, R ROBEHAEA IR K, Friad & H SRR
B, FEARUMFSHAGS, IOEREHNLR. Fl, NMaLiizHsEEE g =)
KRB PN R,

100140_0401_00_zh Copyright © 2014-2017, 2019, 2020 Arm Limited (or its affiliates). 3-24
All rights reserved.

BB



3 I e
3.2 #/H Unity 575807

amorrasvhne
BB DAL T A s & L E_EA B SRS, FIZE TRE RS 171 704 2 2 7R
IMEZ KR, Fln CPU AR, [ERENT,

Profiler.BeginSample() fil Profiler.EndSample() 75i%
Unity Srires ] il VRE P Profiler.BeginSample() Fl Profiler.EndSample() ik, TR
A DATERIA FRARIC — XIS, SRS b B SRR, M DX o s 2% B IR 7
s 2, W HATIARME, RATDERECR E RIEBRIE R, TSR R AR IR I,
T 198 TR N7 T FE
void Update()
Profiler.BeginSample("ProfiledSection");

[...]
Profiler.EndSample();

FEER TR
Overview | Tnta|| Selfl Eallsl GC Alloc MM
WaitForTargetFPS 95.7% 95.7% 1 0B 15.06 15.06
¥ ProfiledSectionTest.Update() 2.1% 0.0% 1 0B 0.33 0.00
ProfiledSection 0.33
Bl 3-2 Srbr s
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3.3

Frame Debug |

Draw Mesh Phoenix_Stat

Unity Frame Debugger

3 BRI
3.3 Unity Frame Debugger

Frame Debugger /2 —# Mt LR, RA]CATER — WA I8 EReamiliE H.
Frame Debugger A AMBE ISR HIE
TR RS R & 2R IR FH R

AR R 5 1 A HIA AR HAME R, TLAMRTER DU B 4 855,
TEE/R T Frame Debugger HfJ Phoenix M4 :

B X
& Enable | - 20 | 4 | 3
iam misall Gualc iniLi_Wu L 3 .
Draw Mesh TigerPlinth_001 | RenderTarget: TexShadows
Draw Mesh DragonPlinth_001 RT O ¢ Channels |All| R |G | B | A Levels (] b
Draw Mesh BoarPlinth_001 512x517 RE

Draw Mesh SnakePlinth_001
Draw Mesh HorsePlinth_001
Draw Mesh BullPlinth_oo1
Draw Mesh SnakePlinth_001
Draw Mesh HorsePlinth_001
Draw Mesh BullPlinth_001
Draw Mesh RatPlinth_001
Draw Mesh RatPlinth_001
Draw Mesh HarePFlinth_001
Draw Mesh HarePlinth_001
Draw Mesh HareStatue_001
Draw Mesh Phoenix_Plinth

Draw Mesh MonkeyPlinth_001
Draw Mesh MonkeyPlinth_001
Draw Mesh RoosterPlinth_001
Draw Mesh RoosterPlinth_001
Draw Mesh SheepPlinth_001
Draw Mesh DogPlinth_001
Draw Mesh DogPlinth_001
Draw Mesh SheepPlinth_001
YParticleSystern.RenderSingle
Draw Dynamic
Draw Mesh SheepStatue_001
Draw Mesh MonkeyStatue_001
¥Render TransparentGeometry
¥RenderForwardAlpha.Render
Dynamic Batch
VTRenderTexture ResolveAl
Resolve Color
¥Drawing
YRender.OpaqueGeometry
¥YRenderForwardOpaque . Render
ViClear
Clear (color+Z+stencil)
Draw Mesh MonkeyPlinth_001
Draw Mesh MonkeyPlinth_001
Draw Mesh HorsePlinth_001
Draw Mesh HorsePlinth_001
Draw Mesh RoosterPlinth_001
Draw Mesh RoosterPlinth_001
Draw Mesh SheepPlinth_001
Draw Mesh DogPlinth_001

34
29
29

Event #20: Draw Mesh
Shader: Custom/ctShadowMap pass #0

Phoenin_Stat

Phoenix_5Stat subset 0
3770 verts, 17952 indices

FE 3-3 Frame Debugger

R BEKIERENFEAH IR B A5, K] DATERRAL R &8 s RS R R
TEER T Phoenix X4 :

100140_0401_00_zh
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3 BRI
3.3 Unity Frame Debugger

- + B | oy | I=1 wil Pivot | @ Local ﬂ

i Scene € Game | =
M Mazximize an Play = Mute audia | Stats | Gizmos |~

Free Aspect Frame Debugger an

K 3-4 Frame Debugger Jif &L=
MFEFWH, THEWAFH Frame Debugger SR RIE R0 PAVR I IERE, 162

4.2.9 #5ETE R on page 4-52,
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5 4 FH

(RIRTIE

AREHIHT Unity M HBEF I ZRMEL,
BHEIRE:

4.1 WL PEZSIEE on page 4-29.

© 4.2 GPU {IL1£ on page 4-35.

4.3 ZIRIEIE on page 4-55.

4.4 (O] Mall” BFEE CHIFAS LT on page 4-57.
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4 (LEs7
4.1 A PRSI

4.1 P PRER fLAE
TR TR A FRER AL

EHFECE Invoke()
Monobehaviour.Invoke() ﬁ?ﬁﬁf‘ﬁiﬁ@ii%imﬁwI\Eﬂ@ﬁﬁg‘%ﬁ?iﬁ%3‘3*‘El"]fﬂj&, B1F
TELAT R BR % -

- B CH# RS ESIHATTIE, XL EREE 7T AR g,

R Z =R DS MR AN TSI A

- IRTCIERR A IS8,
THIMKASER T Invoke() BRIEK:

public void Function()

[...]

Invoke("Function", 3.0f);
BUTER LA PME, VMEE 1Enumerator RAYATRREY, FICAEAI%ISK yield return i&
APRHEHIN AR S Unity, VRA] ARG B A RS, ER M Z BT IR B 18
7o
YRA] PUE T MonoBehaviour.StartCoroutine () 715 VE AR

public IEnumerator Function(float delay)

yield return new WaitForSeconds(delay);

[...]
%tar‘tCor‘outine(Function(3.0f));
M Monobehaviour.Invoke() 73‘72%79@%%‘*%, Al ATEAR 1 R A B ER S R 2=
B R AL SR RIE M,
1 T DR AR T S50
AN SRARAE AR TR 22 B — B E IN TR A T30, 1H2211E MonoBehaviour.start() [EIIA
@iﬁ*%ﬁ]m*ﬁ, PAARE MonoBehaviour.Update() [EIEREL (WA TIRE) ©
IR
void Update()

// Perform an action every frame

IEnumerator Start()
while(true)

// Do something every quarter of second
yield return new WaitForSeconds(0.25f);

BE
BRI AT DU SRASE It AL N A PR AR R TCRRIEA R B AN, FFAE kbl
T, RKREN 715 1% %] waitForSeconds () FRIEL,
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4 (LEs7
4.1 A PRSI

bR ICEE SRR hS 1
ARG g A (S IR WA A i R AN A, R RORe e . lan, dnsRaR
BB TR AN, NWICERMESARICATR, 7 BRI RS HIP 5 R,
un:

if(gameObject.CompareTag("Player"))

[...]
}

URA] DN BoR A B A/ RIUARIC T — MRRSE, WS X —1H 0, Bildn:
public class Tags
?ubl%c const string Player = "Player";
if(gameObject.CompareTag(Tags.Player))

[...]
}

B
TRA] BER A A B AP REIbRICZE,  DA—2H ATy R 2N IFrbRic,

M3 A1 S I 2 s D P PR R
] DA3EE B A ] I R0 KRR B T B R T R, J8H, KB P R A ]
TER R, PRA] DASE BRI N
BEINE RIS N AL g BRI, (HR SRRV BT AR,
TR A TS AT IR (A B AS Sk > TLH B > I W),
PEER 7N R E RS

. TimeManager [l #*,
L ]

Fixed Timestep 0.02 |
Maximum Allowed Timestep 0.3333333
Time Scale 1

B 4-1 [ KRR

I3 223 Dol o 2
MRS ELE Awake (). Start() BX update() SFERERAIZSE X, NI EMIFR, X5
FAERNBERITHFE, KON S A R EON Z N 22X e, Blan:

// Remove the following empty definition

void Awake()
{

}
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4 thits#
4.1 WA PEEEE

AL AR E R GameObject.Find().
GameObject.Find() BREUH TIEIRI AR PSR, WREEREPFERMER
1R, NS ELLANTER N, Fla:

void Update()

GameObject playerGO = GameObject.Find("Player");
playerGO.transform.Translate(Vector3.forward * Time.deltaTime);

AT R AE fa s VA GameObject.Find() #?ﬁﬁ%%, Blank et R e Start()
X Awake () BRELH:

private GameObject _playerGO = null ;
void Start()
{

_playerGO = GameObject.Find("Player");

void Update()
{

_playerGO.transform.Translate(Vector3.forward * Time.deltaTime);

=R TT 152 H ] GameObject.FindWwithTag():
void Update()

GameObject playerGO = GameObject.FindWithTag("Player");
playerGO.transform.Translate(Vector3.forward * Time.deltaTime);

B
fEFFRN LocatorManager FILHIZE, BRI AME R ZEBINBUESZEIPITATE RN GG R, HAth3E
A PAERESENIRSS, DAMEEXNRAZPIERZIX,

fifHl StringBuilder & 715 H
BEREE IR, B system. Text.StringBuilder 38, Hj#HEiLHT
string.Format() /774, FHEMERHNAE D@L NS 2B/ T IEER T I NAT:

// Concatenation with the plus operator
string str = "foo" + "bar";

// String.Format() method
string str = string.Format("{1}{2}", "foo", "bar");

System.Text.StringBuilder 2&:

// StringBuilder class
using System.Text;

StringBuilder strBld = new StringBuilder();
strBld.Append("foo");

strBld.Append("bar");

string str = strBld.toString();

TNEER 7T ERERE

StringConcatenationTest, Start()

F 4-2 PRFHiER
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4 LRSI
4.1 P/ PRI
i CompareTag() /7ikUhRicETE

{# FH GameoObject.CompareTag() /71X %% GameObject.tag JE I, CompareTag() F7iEHIIH
EER, HEAS S BCEIM N :

GameObject mainCamera = GameObject.Find("Main Camera");

// Gameobject.tag property
if(mainCamera.tag == "MainCamera")

// Perform an action
// Gameobject.CompareTag() method
if(mainCamera.CompareTag("MainCamera"))

// Perform an action

NEIE/RT compareTag() HIFHTA:

TagComparisonTest.Start()

Kl 4-3 Compare tag

fEHI AR it
QUSRORBIERAG VF 2 RIS GAEISATIS AUEANRR,  WIR] DAE RS TR R, %1%
AR AT i S AE B AS D ORI 2 0 RIN P RESR R
QUERIRANEFT RN RAEEL, We] IERZAEEN R, HEMENATEZNNR, &
FEHN R, IEEERE DR R EAIZN R,
AFRFREREDXRIN, Ra] DR HR =, XA R R EE NIRRT
SN0
BEHRAT UG RO, ISR 7 SE X REE S M. A ERAIRANRITE Al 5 0 5 1 TR £
H, WEEHTINA, $H RN REOF R — MR AT I St

B

RGO FROFINES, IR BTSSR S B BRI NERT B,
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4 (LEs7
4.1 A PRSI

AR R
%17 GameObject.GetComponent<Type> () IR[BIFJLHAFSEHI, P05 B RREC)E FHAE & THFENE
AEo

GameObject.camera, GameObject.renderer BX GameObject.transform FHE MR M
GameObject.GetComponent<Camera>(). GameObject.GetComponent<Renderer>() |
GameObject.GetComponent<Transform>() HIHRFE T

private Transform _transform = null;
void Start()

_transform = GameObject.GetComponent<Transform>();

void Update()

_transform.Translate(Vector3.forward * Time.deltaTime);

}
TEZESZAF Transform.position (IR[EME, BIMETZ C# getter JEME, SEHTIHAE
R B Z A 5 IE A T FE,
BiHH
Unity 5 KERERA S B A7 A,

fH OnBecameVisible() fil OnBecamelnvisible() [BIi# %L
MonoBehaviour.0OnBecameVisible() F MonoBehaviour.OnBecameInvisible () % [01if EREL
FHOR AT SON G IR BH 2R AR B b, U 28 [m] A bR 250K T8 AR A AR
lig%%—?ﬁ?iﬁﬁg@m’fﬁ%ﬂ%%, XL FH RS L LR EE A R R T SRR AR el
o

f#i il sqrMagnitude bRz RiE
WRIREI N R fe B b M R IR, 15 H vector3. sqrMagnitude
Vector3.Distance() X Vector3.magnitude,
HHR Vector3. sqrMagnitude FEANTFEARMIE N N IFEIE A TEAHAREH, (HR2XN T
BARF AT, HAE A E R &R RITE7R,
THIRE TR T EERe B M BR B =R R 77 1%

// Vector3.sqrMagnitude property
if ((_transform.position - targetPos).sqrMagnitude < maxDistance * maxDistance)

// Perform an action

// Vector3.Distance() method

if (Vector3.Distance(transform.position, targetPos) < maxDistance)
// Perform an action

// Vector3.magnitude property

if ((_transform.position - targetPos).magnitude < maxDistance)

// Perform an action

B
QRERIRESCATE R A, NI A B R,
ArrayList fl List REURTEIERE S, ENIXBEREATTRIGBE MG AR, (HREEZEEN
BHAE,
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4 (LEs7
4.1 A PRSI

A58 P P i £ A ol A3 D e
AR FATESG YR QIHREREE) AT FREE, W RPRER T RS RR
SHMUON Planes, FFIRCE E SO A I AT RERATHR AR &, HEHEEUT, RO
Unity $2 6t — R RIS RAE ML 4511

R TR E

"V Callision

| Planes +]
Flanes A GameDbject (Transform) o]

[+]

Visualization Solid ]
Scale Plane 1.00
Clampen 4]
Bounce 1
Lifetime Loss 1}
Min Kill Speed o
Particle Radius 0.01

_Send Caollision Messages [ |
FEl 4-4 nifsEE

FEMESTRGREES (i ERR RS
AR L 42 e DA RSB LA o St e ERE AR I 7 i B el m B R v, B
EHERIFR A,
TRA] DRRFE - MR SERIASF IR S WU 4G MRS TR 2 SR SR X AT EIRER
THARARTEER, RIS ] RIERAR T ST A,
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4 (L%
4.2 GPU 1L1E

4.2 GPU fitfk

AFIHT GPU ik,

AER L E DA T3
-« 4.2.1 JLIT GPU {I1£ on page 4-35.
< 4.2.2 LR FIAT LIRS on page 4-36.
© 4.2.3 ASTC ZPE/EZ5 on page 4-45.
© 4.2.4 Mipmap J#5/5 on page 4-49.
© 4.2.5 K555 on page 4-49.
© 4.2.6 #15Z on page 4-50.
© 4.2.7 LR on page 4-51.
- 4.2.8 &/ OnBecameVisible() #il OnBecomelnvisible() [F]H%¢ on page 4-52.
© 4.2.9 #FETEFRF on page 4-52.
© 4.2.10 [EHRIE TG on page 4-54.

4.21 JLWi GPU 14k
TNEAIH T LT GPU MHRAIEL :

fel RS AL B
ﬁﬁﬁ%@%—@%ﬂ%ﬁkﬁﬁ,ﬂuﬁ&%ﬁﬁ%ﬁ%,Mﬁ%ﬁﬁ%%@%%@
RN
AT AT B Unity DUZBIRYT UATT, ERICIKIEHERETURABRIIN R, K
HREITHIE R,
FASHACFE AT T RR TR AHRIN R, BRI REERE R PG
), hEke ek,
ﬁ%@Umwﬁgﬁé EATHASHUACERIN R, E1E W™ R eiIbnic v

TEER T AL E

M [cube B static -

Tag | Untagged  # | Layer | Default % |

F .~  Transform *
| Cube (Mesh Filter) £,
b g M Box Collider @ #
> H.HMesh Renderer i

4-5 HSHBE

i 4x MSAA
Arm Mali GPU #EfS DARARA I BB T 4x ZERFEREE K,
PRATIAYE Unity i B R 4x MSAA,
TEE TR T MSAA %8

Rendering

Pixel Light Count |4 |
Texture Quality | Full Res |
Anisotropic Textures | Per Texture Ll
Anti Aliasing | 4 Multi Sampling s
Soft Particles -

Realtime Reflection Probes [

Billboards Face Camera Posit[_]

Kl 4-6 MSAA BHE
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4 (LEs7

4.2 GPU fEtt
FEHIAIYT 2R
Unity 5% a] UEM 20 77/5 24 (LOD) SN T [Al— ¥R HOTE FAR S B B B Sk A3 2304
BRI

A RERGE BRI, JURIZERE D IE, FEENREEEk, A7 ERREL 44T
BIPEESIN,  URAT DAEE AP A 5 4
TR iR E LOD 4, DS B A A RS DA RAH B Y BE B YE
2R LOD IR E, 1HIEEE: #malft > |4t > LOD 41,
1£ Unity 5 /1, {RA] AR EHEEAM G LOD EIIRE NESH) LOD, XA PLAHEE
Mz B\, Unity /] DARIEN RV B R ANIRIR SR T, I eEiBs%E ol
HATIR G, RAEE Cash R LAERR S,
TEIE/RT LOD HikHE:

v &/ VM LOD Group g e,

Culled

10%

LODBias of 2.00 active

Fade Mode | Cross Fade ¢ |
Fade Transition Width |! |
Renderers:

Add ‘
Recalculate: Bounds “ Lightmap Scale ]

F 4-7 LOD 4HikHE

EHRAE I SCB i i P B2 PR A
TE9nE HIE RGeS, ISR AT ER RN EECEERE, filan:
© pow().
- oexp().
© log().
- cos().
© sin().
© tan().

422 Y HE G B AT YEER I %
SERERRTF R E SRR S, — I TR BER I WIS E NG R, B e
HRI B TR 2 BRI R S,
XERE RS AT2NSERONEN R, EIRA]DUAERREIEE SNEE, mASEmE
REo
TEERASE IR, B A B A= R R
- BRSO IR T U B RRAS
- BT RIRERE DU ERRS, TR SN,
- TECIRMEEE O ‘AR kR, ke G LD,

EE LRI

- JEFETLAIA,

- OEREED >, DHTIERRE
- ARG

© AR G T A Y BT i R S R el
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4 (L%
4.2 GPU 1L1E

QUIRAERE T RSRIETT, Unity ReBUEIZOEINGIE, FFE LD S EH gt a8 -H I 5

AEPOER AN I ERTIEW, IEgESRIaiTioR, HEERLE, WRIeRME, N
JERSE E LA IEIFIaEIER

TEER 7RI R A5 R LRI

100140_0401_00_zh Copyright © 2014-2017, 2019, 2020 Arm Limited (or its affiliates). 4-37
All rights reserved.

BB



= Lighting |

4 (LEs7
4.2 GPU L1t

Object Scenas

e jix

Lightmaps

Scene Filter:

|\_"A|I | i Lights . Renderers lgg@Tarrains

. ¥ Mesh Renderer
Lightmap Static o

Scale In Lightmap 1
Object's size in lightmap has reached the max atlas size.

Preserve UVs ]

Auto UV Max Distance 0.5
Auto UV Max Angle

Important GI ]
Advanced Parameters| Defauk

89

4 || Edit.

# Baked Lightmap
b Realtime Lightmap

[ Continuous Baking |

9 directional lightmaps: 9x512x51 2px

Biil d -

Pl 4-8 SRR

100140_0401_00_zh
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4 (LEs7
4.2 GPU L1t

TEER 7R B A7 OSSR B TR LR g R de P B R E T, MO EHR A S e IR A
o

- _ - = ¥ -
S 1&-\ = = ) -
B Y Rt e Sl
- —
‘.\ o - “r * .
Pl 4-9 BINKTYE PARERE R A E IR
TEER T UK R H RSO IR E 45 R

P 4-10 RADCHRMERITEI
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4 (L%
4.2 GPU 1L1E

P e
A BN IR X 5, RAUREI DAL

- ARG E UV 7 s,
- BRLAJIRIC O R E R P
- RO I TR E TR
- EIRAIBUER IR BN B,
B
HAEGSARNESH R EE M E, ENPCRIRENERE, FILEEEIAE 7 EmFn
B ROE A TRATITEK.

ARPRICHNEFSHIN EAZE TR E P, EREERAR T DOV RE R 2R E, IRAT AR EYEIR
MRS ER S,

M as T ) SR TR L, PG AR, Sl =g
DL E

-

- EHG I,

TEER TR (T :

Ohject Scene | Lightmaps ]

P 4-11 S P g

R
BT R AL P S LS YRTE SRR G RIS ARSI B, (5 It MBS
TR AR A R E, e — e, n] sE 0 2 IR0
- DU AT AEBURE IS PR E TR AR IS T I SR TR,
- B anSNE T B G CREUEIZOETR,
- S SEIEPT AT RO RAYSER GI, AR GI NEHR,
- AN A AERUEIN ZE e IR A IS TS SR,
- RGO OLREHE, (HEEIBTRAREE, NS RIEHERDLK,

R RFR I EIRB N RS PTG TN B T B IR,
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4 (LEs7
4.2 GPU L1t

SROEI RSN T RN RV E, VR EIR R AR ZE R AR GI

et GI sk,
PBOEIES 7 R 3 T 2k I, IRAT T SGEMIRBEDE IR 2 DA R, R E.
REEETRR R DA P 25

B 5P SR BB U2 M RE 75 T B BB HDAE T, S R AR BB E S R 2 TR L

SPRUCES, RIS 78 X H R AR AR AL 8, AN SR S S IR AR 7E I8 T I B

B, MOETOSPEREARARI TR, U S RAER s 5 e DU, A ek

SRS REOE N & T —HIE,

- EPHRYN GLIEW R, CPU fiRIEIUE XA T PFAG GI EAEBRATALBias
IR, #mf CPU % (E ] DUNPRIEIGAT S NORE, (HR]RESFEMMER, £%

REPEERZRGE, APERERIRZNA LR,

- CBUE GLIEWTR A — T A] DA B R AR LI ISR, Feaay e S

] AREAEON 77 (i 2 [RDA 7 S A 20K, (H IR A B ] s NSO N R

- EHM GLIEW P, TEIEEAE A iR, 1 RORICTE S ACEE Y E ARG [ (i H]
FEIRSEHR, W55 oh R iR R B E ARG, IXRES fEIRAE 1A KN EIRAY IR O
M FRERI AN S SO, AR ORI S MG E E RS B ], T
Al REFE ARG, Baliai@w mtsE TIXAE L, SOy mi, Fal
- NESMERRGE, DERES AOCERIEZT5 M, K, X SRRL M

ENFERizRaln

- AEEMBERRT, SOV R RIELN B M EE, XN A B E SRR =

P,

- JCHRG RN I n] H i AN R 5 IR B PR IR, R

PRIETTAE, WA I T,

TR 7RI A -
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4 (L%
4.2 GPU 1L1E

—_ . . =]
a5 Lighting ]

[ Ohject | Scena Lightmaps

=1 il

Lightrmap Snapshot  |Mone (Lightmap Snapshot) | @
| = |
glect
| . r
Eelact
| =
alart
[ Jcontinuous Baking Build i v]

9 directional lightmaps: 9x512x512px 24.0 MB ‘

Preview

Intensity Directionality

P 4-12 SEIGEL-Rrp R E R

fe s e R G

QU SRARTCIREF R DI P REIR LR, 55 Sh—Rh 75 ik B e ARG B, IXRERS AR
TR SR LRI 0T 8 F TR I A B i S e
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4.2 GPU 1L1E

QIR IR TR LG B ERS AN EE RG], el e e G I, Bahi & il i mtle 11X

FE O
B
T AT 2 HIAANAE, ROV E TR RS AN DA i E M1 R

FERFF AR Eh M G KT R I 2%
ART DA AT SETRN a5 2 5% FH e R [ B 37 s s il — 2B 3l e IR
NERR TR A E

¥ | [ Mesh Renderer o,
Cast Shadows | ©n $ |
Receive Shadows ]

¥ Materials

Size 1
Element 0 U Monkey @
Use Light Probes (]
Reflection Probes | Off ¢ |
Anchaor Override Mone (Transfarm) @

B 4-13 KDGHRIN AR BEE
KTEARIN &5 A REAEA BRI — XIS AOERR, AR RIS SRR B TT, WD ERR AR P

TEBTTH HIAL B AT LR PRI 38 Z 17,
NEER TR S
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4.2 GPU L1t

& 4-14 Selsigsr

ERARRM g2, SelatEEnh, B, RATRERZHLERNE, FORNE Z BAF £
{Ho TEXDEH R MR ZE R A X, IRFREEE Z KT IR AR

SRJE(E AR AL IR 88 R BB HUREA Z MROFEE, S THERMERDER,
INVDTRERTERIES, FF I (T RSB IR IC R A B 2 S H RN W A%
TEER 72 MRS
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4.2 GPU 1L1E

K 4-15 ZACHREH

423 ASTC 8 H:4

ASTC sCH %42 OpenGL #1 OpenGL ES EJE API KB 754 &, ASTC AJ PAJ/ N FHFE 7 Fie
TIINTE AR GPU B MIEHT 5E

ASTC fRELMSCHE R rf R . FRRRAR, M HEHIEtRS. ©RA TAIRHE:
- HERER 8 7475235 (bpp) EIVNT 1 bpp A%, XAIEEIREIASCH RN S R, PAEME

HUASF-145,
CHEE L E 4RI,

- [RIN S F 208577 (LDR) M /E 204552 (HDR) B4,
- 3Z#% 2D M1 3D E1&,

- SFRERARIREH S
TEE/RT ASTC EE:
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4.2 GPU Lt
Default |@|i|u|'i'|a a
[ override for Android
Max Size | 1024 s
Format | REEA Compressed ASTC 4x4 black 1]
Compression Quality | Marmal

¥l 4-16 ASTC H
ASTC IZRE R LA MNRAVNEIT, KA ANAIERES BRIRERILLATB AN, BRAVNER, 12
BRI, N R A SCRIE R BORRER A, W ST R TR
20T B RS B NI ORI, AR EE S B SR BOE T R
L]

- QIERIRAVIRE SR ASTC, TEHIERESE 3D WAHIISEL, WRIRAIZE SR ASTC, 14
AR ETC2,

- PRAZRIX 7y 3D AR ISR GUI TR IS, fERLEMIT, RAFE GUI SERRFFR
JEARIRE, DU A ERIRE,

TEETR TIES AN FESEE RS A A

100140_0401_00_zh
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M ASTC SRR 4 kS X
46 ASTC SN, H1E2EIA] k£,

SRR E R A AN FEREERKS, @59 RGB Ml RGBA, ASTC it X, (H2X
ARSI HIE Unity 1, 8%, SMZGEHTARIAE, G1a0: RESCE, REE, 6
4. HDR. Alpha FI&EREEH, MRS RATRELFRUZER, A IX LSRRI ZA R

AR < 5a e

NEER T EHRE:

4 (LEs7

4.2 GPU L1t
RGE Compressed DXT1
RGBA Compressed DXTS
RGE Compressed ETC 4 bits
RGE Compressed ETCZ2 4 bits
RGE + 1-bit Alpha Compressed ETC2 4 bits
RGBA Compressed ETC2 8 bits
RGE Compressed PVRTC 2 bits
RGBA Compressed PYRTC 2 bits
RGE Compressed PVRTC 4 bits
RGBA Compressed PYRTC 4 bits
RGE Compressed ATC 4 bits
RGBA Compressed ATC 8 bits
RGE Compressed ASTC 4x4 block
RGE Compressed ASTC 55 block
RGE Compressed ASTC G block
RGE Cormpressed ASTC 8x8 block
RGE Compressed ASTC 1010 block
RGE Compressed ASTC 12:12 block
RGBA Compressed ASTC 44 block
RGEA Compressed ASTC 5x5 block
RGEBA Compressed ASTC 6x6 block
RGBA Compressed ASTC 8x8 block
RGBA Compressed ASTC 10:10 block
RGEBA Compressed ASTC 1212 block
RGE 16 bit
RGE 24 bit
Alpha &
RGBA 16 bit
RGBA 32 bit

F 4-17 SBURGHRD
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4.2 GPU 1ttt
& Inspector =
’ Game-Icon Import Settings o,
| cpen |
Texture Type | Texture : ]
Alpha from Grayscale v | Texture
Alpha Is Transparency
Mormal map
Wrap Mode N
Filter Mode GUI (Editor \ Legacy)
Sprite (2D uGUL}
Default
Cursar
M override for Androic i
A Reflection
Format Cookie
Lightmap
Advanced

Fd 4-18 LPREE
TR E DA g sUR AT E S, RSO RGN TR 70 i

FEIH B EREEDH I ERAER A . Unity 8% = UGB G AIRIISEE, %0
PN B TR B —E BCR AR, RSB mgfn] o 5 235000,

TEERTEE —EBHERN GUI 8GEMILE, &M T GUI, Kt sRGB 1 Mipmap
MR C WAL, HEAUSEWE, KBS Alpha @iE, Ait, 5% Alpha B HEE %
Android 771E,

TEER T @R s E:

W =
’ Game-Icon Import Settings #*,
[ open|
Texture Type [ Advanced t]
Mon Power of 2 Talearest
Generate Cubemap [ Mane Ll
Read/Write Enabled [ ]
Import Type | Default : ]

Alpha from Grayscal[_]

Alpha Is Transparen [+

Bypass sRGE Sampl [

Sprite Mode [ Mone Ll
Generate Mip Maps -

Wrap Mode [ Clamp Ll
Filter Mode [ Paint Ll
Default @+ |0+ |& A0

Moverride for Android

Max Size | 4096 4 |
Format | RGEA Compressed ASTC 44 block ™
Compression Quality | Best 4 |

o

Kl 4-19 mREPLsE

AT NIET, RGBA ti% Alpha J@iE, 4x4 BIRATDUEEER) &/ MR
Mo KHRREBER ST RO R AREIF I EIRAR R, B ] MUE FHOERM I R0 TRE BRI
[Al

BN A SO AR Y A 15 B T e i E R o, e e RGN tH LA 20 B SO R
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4.2 GPU L1t

PRERT, FN—IEAR/NA 4 MB, BRPERN 1024x1024, #5305 RGBA (8 fifFiliE)
MBS, Unity "FRTA AT Y ASTC BRAVNFIOR B A AR LR,

% 4-1 JEHT Unity Haf il ASTC SA/DIIRGEH

ASTC B/ | K/ | IR4REESR
4x4 IMB [4.00
5x5 655 KB | 6.25
6x6 455 KB [ 9.00
8x8 256 KB | 16.00
10x10 164 KB | 24.97
12x12 144 KB | 35.93

424 Mipmap Wik
Mipmap W El/2 —IFTRE S [FI N 42 S X BRI RE Y SCRELAR
Mipmap MiEZ AR NISERI I BARA, SNMERNSORR I —NER, BRI
%%z’%’ﬁﬁ—/l\@(@ﬂ@—ﬂéo Unity RE% HaNERGERERNER, MWRERSTE—ERE 1x1 %HR
fiRAR
A ZA R Mipmap M, iHHUT U1
1. TEW H st — a0,
2. KL E BN R,
3. TERLARH S AR Mipmap WFEETDT,

TEE/RT Mipmap ME&ZHE:

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

Kl 4-20 Mipmap Wi E

QUSRS Mipmap WEZS, HEALEIRREERZNIXIR (DMERFoR) NTEERS
i, GPU R4/ NEIE & /MK, B2, iR EeLmlotmhtt, RIEEHIENR
EEG R,

QISREGEEAN T Mipmap WEEZK, GPU i MERFEHIN AR/ Z TR BUE SR EUE PATE AL
B, IXAE s E BRI, R GPU MRS EmIB A&y R TR, I H GPU
NGB Z P TRIEEEESE, Mipmap MEIISHET EFIMEE 33% KINTFRIFIESCHE
B,

Mipmap Ml GUI £(31

PRIEH RFFERT 2D UT HRTH SRR Mipmap M, UL SU8LE H N ZROKET A LA
RrES, EAMUER Mipmap MEH#EHRE—EHR,

HEERNRE, BEBEEE O -0, RS ARSI E SRR, KR E
Hugiat GUI Fifegt GUI, s KU E NG+ 2 AR Mipmap WilEI£DT,
4.2.5 RBE
R FAEH M TR MY g, A2MTETsTRE R,
RAT DARE A B2 7T R ORISR BRI 5, DUKERHI RS &
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4.2 GPU L1t

IXFE RN RS — MR RS, S5EMT R, ARG RNNE. N
TEFNLA A FH R B

HEWBERTE, BEHTE:

1 JEESSL,

2. WERIERRPRICIZE N RSB &

3. EEERIIR S E A,

KA G REANE — e %M FUZ Unity FEEMITLAR FH TAH18SL S R R,
R R RS 2T ERIM R, FHB > RBEECISCIEME, BRIz RIE
FREBEMNKEG, MBI R —ik B,

SORGERAM BUS, REFEARZGHIEF, RIRE@RHEEGTIERESR, AT
FOZEE B 2RI o

4.2.6 FH
PR A B TN st B M SR B LK, AR, ARSI RIRE, THZENS5/HE
EEDN SARBA
FsEBIEATRERARH B2, [ERE I PERAVETRBIRCIN U v tt, TR ERTETR X A BHR IR T
TR AN A 2 2% EE AT 70 83
Unity SCRPR#R IS, AITHRSERBARE,
B
PRI RHR A2 B E X BT R 77 ARG BRI BHR 512 TINTE RIS &
Unity F94%ifa > WHBE > Bk NS 2 N ARZIET, EATRT N e :
BRI /BB R BH 5
BIA AR ENESL, ([HETH RN EEH,
RHRRE
B PRI I R] & 5 RS2 RO B Sk AV BE 25, 3G R RA 2 BE & = 0 i e] WLRA sZ AR,
MR R, B RBARZEE B IE A T IS MG B Fh AR SR B R,  MIashit
R PR,
URA] A BARZ BE B 45N B PR @RS . IX SRR BB LG BN A2 IRE 2 B
R S HIARE
BT IRMG R RN RAS A SEIN AR, e RSS2, GPU HUTHYSEN T
HRtk >,
TEER T EARAZRINEAN:
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4.2 GPU L1t

B 4-21 FRBEZAISMEN

PEE I SEIN IR
SKINBHR AR IEIR M AL, ER eI REIER K,
G L, ERERGIMNESENARROCREE, HREMMYCRME.,

IHE B RN RIMISTERASAN . WRIRAEMER EITHRM SRR, 1A
SRR AR BRI T, X P RRRTE R R T R &

1’TTU\f FRBEEE IR E 2 AR E, Hl:
- B PEAR: (RA]EI  R T D R AT AL RN R

- BARZRERY: PR ORER B RS B SL B R RAERRIIRARE .

- DI LRGSR AL R Z (AR (R, (RA] DORFE IR E NS, 8P, 2k
P R e ADEIR, ARSHER IR R, OB MR, JUbEis, i
AT, (HHANAEERITH,

4.2.7 it El | 3
EERY S BRIAAR PTFE MBS A B XN RGBS S RIS, IXESERII RS>, WA
GPU Ab#ER[A],

B2, SNREEBHBSLMHEARS, Unity & BEhPUTERHIER, RISIRAINAER KRS, AT
RET 7 AEAN AT AN TCATE S LA R

Unity ®&#2h8 Umbra AREFSIFRRSE. HX Umbra EZ(EE, 1§24 Unity XRIHH)
B AIPRE T

FT B BR A B B R T URAGIER XU . FEIRE A Y 1957 R P S HIPR 2 RPERE, B
DA 55 i IR PR
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428 f#ifl OnBecameVisible() fil OnBecomelnvisible() [Bl)8%%

AN ERAYRAF F MonoBehaviour.OnBecameVisible() #l MonoBehaviour.0OnBecameInvisible() [AIifE K

8, MIETRBRIEON 88 NS H BSLAEEIRIN Unity SIEHIURINIIA, SRR N R
& AT/ LA B ) R o

YRA] CA{# H onBecameVisible() 1 onBecameInvisible() iALIESIAAR, FHIU0FSE —MELFIE
GO GO B RS TE S

X R BB LB RA SRR ATER LA EH B IMISOE,  HHEOR e U5, AIHAY
TELENEH, RAFRELE RN AT N TIERS, BIFEAMEN FrEds:

- RS, T HE S AR AL,

© RETTHIET T TCEARASE YR,

IR AT f# A onBecamevisible() F1 onBecameInvisible() [BIVEBREUM S S BTG 2 :

void OnBecomeVisible()

enabled = true;

void OnBecomeInvisible()

enabled = false;

RIMEAETS SRIM BT TRE, R ERNERFEINERAEDL, BIE RS E R EAR]
Mo DREGRIZAMENL, PRAT DA AR 1
Ban, B SRS LT S T ) 2 TR A -
void OnBecomeVisible()
if (inside == false)
return;

enabled = true;

}
void OnBecomeInvisible()
if (inside == false)
return;

enabled = false;

}
void OnTriggerEnter()
{

inside = true;

void OnTriggerExit()

inside = false;

IR AR B S TE SRR AE T AR X, IX TR VR AT DATE T B A N AL o XA
TR

4.2.9 TR TEGYN
FE— s, WNRERT X EREEE EE,
NSAZIE R TE R Z N R, WIATRES I — DA RAETE S 2 Jo B AT Y 5 — A G,
WALR YL, TERPOERN R R R 2R,
A B REAERTRAFRIEFBOARR B BOB N RS A HH IR 2 (HI2, IRA] DA SIX—ififE,
FONRE DR AR R — 5
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H Mali -T600 2512, Arm Mali GPU AT /D i EIR SRR FER RS T Early-Z,
MIRIAT S, Early-Z Be2BERNRS, B BE G mb 2 mitaT 2 ik, a0
R GPU JLiE/EH Early-Z tfk, WITE R EBE (ds 2 G PUTIR NN, HIMERARESRE,
i B BRBGE R IR %, Early-Z RS E NG EINRE B BN E HE TGRS
M. HEGH, B ITIZREBE A, WRSIE = TR, BfE—SEEhS a2,
flan: R EEOIIEITS N gl_Fragbepth BEMBIUGERE, FERECIISGIER discard; B¢
H, WEABHYEENRGH TIRAE Alpha ik, N RGIERRESVCE, EHEM
AfEETEREANERYIR, X TENES NERYRN R 2 S8t EARINIEE,
FERE AT B 7 T8 e — i AR RTRES R & B, QR A — @ E i E YR, X AT RE
SARIER, H T620 2, Arm Mali GPU f2#t 7 —#Fioh a5 E24 /- (PFK) B¥LH], Mali GPU
Bk, FIRCARI—BEFRINPITZ MR, Y25 T HBUTN, 5 Y miAziE sy
T %G ENTE HMZA2NT, PFK RASK EN T2, XS] T TR IR 2RIV,

Unity N2 LS GBS B BT RTHEBAETR, 1EIRESFEE E AT, X 7] DATES Gderhik
B, ARSI B ER %A O, WATE IS REAT DA—ieiER, ERX—ERAT, E
BT ZRERLE, (EIEIASFEZERS,

BINEOLS, Unity #2485 7 —LE505RE00H, ENHZR TSI M KE R TTES:
# 4-2 G B SIHE

£

fid #HiE

EI=X
H

1000

JIRGIELN

2000 BOME, HTAEIHLAIA,

Alpha Jiis

3000 XAEFTA NERWIR IR, B, E
.

B

4000 EAH A IR M SR FTE Ry, DARE
BEIERIRIEE R,

=l

5000 iVRE TINS5 e gitliins B S 9 1 ve
%O

A DAE AR EE, AP AFER AR, IXEAEME—RTIRU(E, /RATDAREFI AT R AR FREE L
B FRERECk e T HAMRAS, ([Ellm, ERRES,

B, YRA]AER FHIHE2 2 —1E Geometry FAFIZ J5. AlphaTest BAFI 2 FijiE Fedt—& i
e

Tags { "Queue"

"Geometry+1" }

Tags { "Queue" = "2001" }

el HI TR M3 42 TP fiE

TEVKIIE R, TR7CEYE T RE A E, HEORIEFRERER ), Rl Eend
RHR o3 AT DA FHE e

FIH Unity Frame Debugger fl Graphics Debugger S HAth T AEFMB X ARG, R
RIMCCEE TERIF I, X TR IIRE S E R,

HZFTHF Unity Frame Debugger, BRI #11 > Frame Debugger, X{RAH
b, TRIE IR T BORTE Gt S X rP B RIZ R, (B A B E RTINS R RETCIE IE #1817, il
an, SRR EA OB TRL B EREE R S — 5k FIVSOE, sirTRES HBUXRIE, DU
NashERIEN LG, YRATLAUS A Frame Debugger, FREXH Unity $h4THIZHIFS1,
FEVK R, 1A N IRShHIE T Ry GRS BIES, ARG, NRERI RS, KOE
QR 7GRS . BRI, —Leig AR RO KRR OBRY . TEIX L E A, B EE
Qi Al PO TR R, RO RS OB RS /K B BT v BB (s,
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4210  {ERIREHEE
IS N R ETE RN K S EAHIRA AL, (EFHFAEZRES NN R ERITF.

B, mRAE—-HNREE ORI RERAS S, MHESKRIUSHEEN B ek, AafLEAsk
MTETTRINGA PRERMERTT R, IXI, WFONIXEN RIGE THESERIT, —8A 5N
ROt X RIERH, PR REE T B SR —&7r, W& PR,

FEAERITEE AR, URAT DA IR PO R D 2R ], TR FOEETE A LA, (EARTEmZE
XS AU, XAHE A il A] WA RHGR R AT MR R AR R P IX, FE I TNEE
JG, JURMABGERTESR,, B2 Early-Z 50K, REZS5MRELT SN KA S ELRE
e, MEATEIOIMITRGE et R, ROVENES DN RIPRE TS G, —RH T
RERMIX, 55— XA TEPRRITESR WERIREIINRAZ A BAR, FF BARRITRE Cuds A HIIN
wE, HERREM,

£ Unity W, #HZN™H BESCE ORI RIVTERINEE, HhE QaSRIIsNEE:

// extra pass that renders to depth buffer only
Pass {

ZWrite On
ColorMask ©
}
TEA X —J@JE 5, Frame Debugger KB RBHERE T IR, EHB—RIEHE, Bt X
R AE .,
B

YRAT DAfE Frame Debugger /& FA SR HIERIRERMXHITER,
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4.3 FIFILE

4.3 BRI
TR T L

SNESSPEER /5 A
ARIRABN SR SO, TEIPARPLE R A BRI/ 5 A B ANEITE B

B IF RS DAY D 221 R R 25
FR BRI 2GR &R, /R0] DAEEF Mesh.CombineMeshes () 7iEKZ MNMIgE
HA— WG, QERATE AR FEAERE], 175 mergeSubMeshes ¥ E N true, DUFE
‘B ] DURAE & FHH R AN RAS A B — T RS
2GS T BRI PRSI B IR -
- Ol ER R 2R
BN TERRIEEERD NRE, JodE, SOOI — R,
WIS FERIA T HERE IR E BB, (HRIXEUR TR S . BRI EALE R
(SRR TR NS, 5T, DEREUERAIRIARS KN,

BRI — R IR AE R P OB RN R, fEHBCN RS FHAIRTE IR
AIRERIAS, SRJE R INE]— A,

ARMEEHIMARNEZ(EE, 1HZMH Unity SC:
http://unity3d.com,

HAEAESh ) FBX PSR | S\ Sl mikih
A FANEEATE LR FBX WS, RA]DAE S A BB RS B R m 8
RIRBE N, XHFEEE, KMEET RN Unity AEAERMRERRZIEH T,
TSI/ N MRS
QUERSCI BN TR Unity AECR B R AGER AR 7 P17 R 53 SMRAE — 1y 2 I
TR HIHATIB A
BT AR ESAER! (RS0 |, ISES AREBRDET R 2RI/ S
ACEHIEL, IZAEARTE S IMRAE — O B A BIA DA & N
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4 tLEs#
4.3 FIRILM

SRR
VRAT DAE FH SO 1 93 /D — 2N 5 i 7 B 2l R 25
SURE I RIE G I — MR SCER SN, 2 N RAlEd —H G ER AR E S A
B0, XA BT Unity =M BRAAN SR B 3G,
WENZE UV SCHEAARE, 5% 8 A B mainTextureScale
mainTextureOffset &%, ﬁ%ﬁu%%ﬁﬁ/ﬂﬂiﬁﬁﬁ, M RIS —FIB T, 1EE
I MeshFilter HAIRENIFSEAE - Mesh. uv B IEE G MG EITTHILHR,

TRIERTS0RREE:
B 4-22 L
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4.4 (E)f] Mali™ ZF4E CHEILIE

4.4 i Mali~ Beks tagmidaniii

&8 Mali B&E tgmiEasiXak TR, RATDVRTIUR. Fr BN RE tadsdmid o il . 1%
gk A HPEMERE i T A,
AER B E DA T3

© 4.4.1 KT Mali™ B262 41775 on page 4-57.

© 4.4.2 74 Unity & (475 on page 4-57.

© 4.4.3 ¥4 158 on page 4-58.

© 4.4.4 X Mali* GPU ik TIEE on page 4-58.

© 4.4.5 DI T E M 777 on page 4-59.

4.4 XF Mali™ BLE O dnites

N FFRF A 88 (E GPU 1847, IXER GPU fESRIN A5G (L aR IR R 2 IR, W0,
HeRRH,

Mali BSLHE (i AR At T8 (L E Mali GPU & — ik Eerh A e A s 100 B ISR 15 B
A R JE e N —MREE GPU, IREEiE I air AT AIETUEEE GPU, 55000053 5 W AR Y
AR ETEEN A GPU, XATHLRIR TRAPIGHISGIHHE EVISEAT &, FFEURIYHE WA G
5t

4.4.2 fiii i Unity &gy

Unity B8 HERARMEIES C for Graphics (Cg) %5, Cg LA C mfEiG 5 mEdat, HM 7T —
iz, WiMEERH T GPU ik,

fERgEtd 2, Unity ¥ Cg ##:9 OpenGL. OpenGL ES 5 DirectX,
K2 OpenGL ES &t g3 H:

1. JEFRIREAE Unity o aYE tads.
2. 1%+ OpenGLES30 = OpenGLES20 1EARE Ny 2 A AR T I B & SCF-H.
3. BRI o Z L

HEFR BB RIS,
B

- Mali B§£i i8S+ OpenGL ES # (df,
© SRR ESE AR08 Android, Unity BRIAHZAE K OpenGLES30 #1285,

TSR A ERSTEM A H #ifdef VERTEX BY #ifdef FRAGMENT 70F@. UNSRfHFH #pragma
multi_compile <FEATURE_OFF> <FEATURE_ON> SFEIN, SCPFrAREA: iz M E s ii,

JEHSAFEZ S VERTEX Al FRAGMENT 843, Unity BaIRIIN FIARFI, 23 BgmI &SNS R,
JE R —TIRER, 2P,

HTHREBCHH OpenGL ES, RA] DUKTILR F B (1 ds AR fil 2 PN ML S,
FI Mali B2 ik amit 1 T4 s

i RHINEI . —gm G tans:

- v AT TR AE AR,

- -fRT A G,

TEER T Mali B4 (i ds i AR
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4.4 (G Mal™ B GHELILIE

No driver specified, using "offline_api™ as default.
core specified, wusing "Mali-T880" as default.

core revision specified, using “rZp0d" as default.

8 work registers wsed, 13 wuniform registers used, spilling not used.

LS5 T_ Total Enuru‘l

11 13 67
11 13 40
11 13 40

s do not include possible stalls due to cache misses.

B 4-23 Mali 252 (0 ook d i HH 20

AHFEIHER

Mali BLE Edmidds =G5 BRI G A A2 SR 1 — T s G 200 B AR & 45

R

GERIIRR AT

© At

- R,

3N

AN ER AL A SREY AR S RUR 2 JE i 25 B R R KRR, IXAER] DAGS T T B A
B/ B R E,

T REERE, BRI RERUEARTUKEREE ., Z8EN— 8=, BEBRRT
Mali GPU,

5 BRI =2 T IEy IS0k, ENREBREFARMHHE, BT RFRHXE
BUyaRLL 1.5, MRS EANESERI Al 455,

X Mali™ GPU ki1 Tiit

Mali BEH (i A E A — /K e (68 A9 R TR 0088 ) S8 oo R T /K e O B
18, BORFTKERAIRERIBHIE NI EHFR, IUC/REIE tas,
Mali GPU & =R PRI K Lk -
- BARHUKE,
- Y EERKR
- BUHUKER,
XEFUKLERFTIBT, B asdH ER IR =Mk,

R
AT BB RIHFERE AU LA T B,
AT RA] AR R UK B 2 R0 75 14
R R R RE, Biln:
— FEFERILAREL
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— BRIk,
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— F3Z,

— R,
© N TFREARER, (FRBAFIZECRITERRTE, BUSERIRE,
- MIEZFEFMEE A, AR,
‘?ﬁ??ﬁ@ﬁ,@%ﬁ$—¢ﬁﬁ3@ﬁ,E&ﬁﬁ%%ﬁﬁﬁﬁﬁﬁ%¢ﬁﬁﬁ%m
T fAlan:

Transpose(A)*Vector == Vector * A

W R] DR S B B RTK R, RN BB TE AT T
- RS — A RS, TREE A, XA N7 K
- fER SR AR IESLECRGE S R — AW BE, XA R 2 SRR,

I/ 17 itk £k

IMEAFEFUKRE TG 28, 5AEE, DRIGAEOSRPIRIX, mg—%mXxt
R AR,

AN R IR FAL T I/ iRk Ze bound HPIRAS, AT PAZRIR NAI75 AN :

- Fa e P I {6 P SO AR R XN GRS

- EARAIBRITREEIE,

- EARER D gt P XA B A

EUPR KR

ViSEN 2RO RS, BRERNFEE, EARSCERRAETE, FNEFR
AR LA T ELXRE AT RE S B N AR RO A R R T

TR SCRRUKERAIMERE, Al T R 22

f#i/l Mipmap W52l
Mipmap MEIFZSEZ @R, FAEHIESERAAAR L F SORN R D #R,
{5 FH SO 4

XA TRERNAFEIHEmE A aTHR, SNEREIBRETY S 2D — DL
=, PRIV RZAS EA 5 %A

e = 2Rl g i S 98
=AM A AT TR S IR ISR AT TR IR E R, RN N, Tl o o X 2
Jii%o
4.4.5 TP KSR IR HLAth 75 T4
A Z A0 T51R ] T8 B K S b o A B JEL SR

BT A7 i

Mali B i ds Al RIRIE AR IR AF 7 de. (BRI 17 deitn H AR RLE H 2 LA
UERELE, BILREEREAT AR,

B A7 A i OB R P S R DU RIS K

S TN < 8

- R,

TR

AR R ERE, WalRERRAEF AR,

B it X5 Mali GPU WIS — L5t — 20 & X R ANERNE (8 ST T o R
PERE, ZfROULRNE, AT D IRIAE (AR S — R BRI R

FEVKIER, #0 & s Bl T ffas i IR0, il
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8 work registers used, 16 uniform registers used, spilling used.

Bl 4-24 BB 7 a0 (k.
/D RIS B R AT RO R, (RTTRESR M tERE. BITan:

8 work registers used, 13 uniform registers used, spilling not used.

4-25 FHFFA A HHAOEE k.

REARAE RIS — 28 BRI

G HE SR Tasi, URATDAREE NI 32 (77 s e 16 -1 e e gt — AL B B HYTE A
R, REERE T i/ IMEMIRKRME, AR B A] ISR A BB AR,

(R R LAt
i i B D,
BARFURE AR B FE IR D, RO g ds i) LOUILIREO A DA S TILAZ I
TORAGE LR RO, IR I T 27 B U

PHMREEAR L 7 okoRIER AR — D e S BUE as R R Bl, 120G tas (A Mali B4E thdw
PEARGRIE T IX,

—AﬁﬂTmﬁﬁﬁmﬁ%w

015 ARM Limited.

o driver specified, using "offline_api™
Mo core specified, wsing "Mali-T

Mo core revision specified, wusing “r2p0"

8 work registers used, 13 uniform registers used, spilling used.

/5 T a E-HHHI'I
10
9
10 41

: do not include possible 11s due to cache mis:

Pl 4-26 172 R8I Gy
B MR IR B 5 17 R B 2 -
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§F malisc -f -V Cn:rrp'i'En:l—liia'-.-er-m'jStaru:Iar‘n:IHa"F.fr"ag

.0
015 ARM Limited.
No driver specified, using "offline_api”™ as default.
No core specified, using "Mali-T880" as default.

No core revision specified, wusing "r2p0" as default.

7 work registers used, 7 uniform registers used, spilling not used.

L/S T atal Bound
11 10 68 .
g 9 £
11 10
s do not include possible stalls due to cache misses.

Compilation succeeded.

Pl 4-27 R R BN A (R
TR R BT, I8y FiEELIEERED T, SR IEFERNSE - LRFEREEL
b, FFHEAF A,
{5 P~ 1 R RSN A S AR R I N PR P R B IR A, 3X AT 32 Mali GPU R Y2& {7 an
rRER, TR T 7 HERE,

Ttk A MR TR SN R

YRAT A A2 TR SN ORI e P R AR, TS s s LTS, m] DRI TRl ik
USRI R TS I 1 A 25 g P o (VAR B S v i

(HIRIERE, RTEEROSTHTEZERNZE, TRRGEMIZER, NTHENR, X&
THREE R ALERT,

AR AT A £ 66 FH Ja) 8 2 TR A £ P il b S 2 TR VR (], ok B i s TR TR i M 1) ] ik D g
PUTHTTHRECR, (R 0N RAERTRL N TR AR e, {55 TR TR [ AN TR A 2
i, (HEMZHESH, HENRICERS), EukERE, 7 HHAR PR RERSK; f#
TS 2 [RITR LR [ m] DUK IR D tuas R 200 ALU Iz B8R, RZH0H IR 3D A T HA]
DABIEE 5 S [RTRZG ], BB VR AT DATE B Sod R rhidnd RO sk A el

100140_0401_00_zh Copyright © 2014-2017, 2019, 2020 Arm Limited (or its affiliates). 4-61
All rights reserved.

EVIE



5%
B 3D EARBAELER: UM ETE

i

AFEFAA 3D BRA— LR Ui . @ Ufitk, ks ek, RSBt
HRAERE BT 6 _E R E G R SA B bR,

CATEAVEN: s
5.1 JLIFEIEE(T 4 on page 5-63.
< 5.2 =HIERIZZIEHIE on page 5-64.
5.3 217X on page 5-70.
- 5.4 HAth) L8R (ESLE€ on page 5-74.
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5.1 JLITEERT 4

5.1 JUTEE AT 2,

JUREIE X2 3012 Mk, 2—4Am 3D MRIGIRKITUR, MM S. 3D MHRATLUZ
A%, R, PABE. AW Tk b o A A AT 2P A BRI

FRK 3D MG UM R =TT R T

Vertices Triangles

F 5-1 #pk 3D MR LEIEK =47 H

T
T RUZHIRR 3D X RK A R

i
MEZEZEMN TR, SRIEE — 5%,

=k
ZABH =AU, X=ATR0EE =R EER, ARy 28 em,
Max, Maya 8 Blender % 3D #&ffrh, M HIULE, 1£ 3D BFEHhlubEERS
BERRIER, (BIEfw LIERN, A 2SR N =AF,
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5.2 =1HIERIZLTERI ]

5.2 =M Z BB
T RACTERIERE, AR IR s F 1 = TS,

RUERE =AY, (84 3D M RoRBIAEITHOTINER, FPl—SOotiE, XX
A,
R TS
RS AIVRR, SRR,
— WEATARNAN, FId= AR B,
— ST/, GPU AT TR D,
— MES SRR, I, AR, SRR,
C ERNATRY, WAV LR, TRURT I EK GPU Hgisi
e

TEHE T 3D MR, — P 584 M=MTF, H—DEM 704 M=MF. MINRIEER
BANEIRAMRAL, B, TERBEREASHEICHIA:

584 triangles 704 triangles

P 5-2 fi B NECR I = fMTEIRT YIS, R

e b, B4 3D MRS a2 il A 65535 N, [Kit, AN ELIUNTIX
MY, I Mali-400 F—2 51 GPU 9 Android ¥ HAESFEX MR A, XERER
RERBAHEZL TR 3D ME,

WIER ATREZ I HAR IS 5 _EAB BN, (X AE FN e BTt A Reda ez itk

R HIAE B
WL, Bahiksiba BN ERSEE N, B, SRR =A% E
EHEAREANL,

TERTR BT BRI 3D MR EEHEZN =M, MAEHREEIZH 3D M4 LR E DK
=i, X—HIEHESESL 24 (POV) R E A i,

NEF, AR T EBRA 3D B, A RsE R 3D SR E RS E] T 2D E R
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Pl 5-3 iR MR L =ML
BRI MAE 3D MR a] AR A = AR, HRRNHBERE B 3D MRiEZ, &
ARRA] DR =AEab, 428, Fw LERr 3D MDY, AR2/RA] PUE R =fTE
NS
Hinia thRES, BT, FIaEH =2 Galaxy S &%, MHILIHFHIRENSOIIE S 2%
EOPARCINE S

AN RBIER TR NETRHP AN, HE VR B A —Mlas A, Rlita] DUER 210128
HRAIEAL, mMENER AR ES I, BTSSR E SR D,

Bl 5-4 =fafBBuR 2Rl
FEINBIRZE— 64 MAIBENRAEHORTUR, ©=fE Unity PR, HPUZESH, A1RZ5)
EAY), SWUEIER TR 21 HDN=ATE, MMESERIEELN 30 M4 (FPS).
B
B Y = A TR R T IEAE B R AR H AR A

AN RBIE R T HEARBORHER N =A R R
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Bl 5-5 sRBlsgR P E R =M R
DR ERRRIN RIS, REE 3000 M=AK, MG T REIRR—E 7.

ANPIRGER T RE) 360 M=, RRZMNTRZT, BMNZAAERIE, AL, MBELALAR
A, \UERHE LBERREN,

K 5-6 LIt ER/h=fiBlua

AE S LN FHR 3
© 5.2.1 TEEZEX B} =17 /F on page 5-66.
© 5.2.2 9T AWM =5 /EAF on page 5-67.
©5.2.3 T AHKHT=15/Z A4 on page 5-69.

5.2.1 fEEE LIX B il = TE

MG L, ZHEMTIEESHFERRR S, BRAMERERENER, NMIZHelmE TR
FUESR T e i o &R A DXk

BT RZER IR RSB, FFHIXE 3D MR —RIRE TR, BHENR/N=F3
JEATHER PR ZH AR W, HIAFH, N RORTEREE RN RIME R RTEAR S 77,
AR

100140_0401_00_zh Copyright © 2014-2017, 2019, 2020 Arm Limited (or its affiliates). 5-66
All rights reserved.

BB



5 LI 3D FEARAR ESLEL  LITETE
5.2 =1HIERIZLTERI ]

Bl 5-7 HERIERRTEIRMSMRIE
f?%%ﬁﬁ%?ﬁ%%@ﬁ,@ﬁ%mﬁim =, i, —WRERRES, B
EEREE T
YIRS, kAT B R =AM, AR, SO P SCH MRS
B
RANGE R — RN E, ERE T B MERERm AL,

N LsK EIRR TR — Rk R, AR TR AT -

Pl 5-8 /INEJHCHS IO A5 FH TR e AN £ B

ZIEMPRESLAABAZIRTERAL, A RAE ., RASECE HAA AL,

(EIXZMIZEAIAETS, FNERERX MsELEEEM, fl, RAVREHPAZEL—
BT AREHE, IR T IR RO, XA MR, (ol th RRE I B MR, SR AE
A EE T,

5.2.2 It 2R = g ALF
WA =MAEMNI=ME, MR R RE T RBREA 2 KT,

HAERBZIMIVH 3D MRIZEEEMBaIN, st HBME=AignE, M =mPmhRiEk
& EXUME 1 5] 10 BERZ AR =T,
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WRI=AEAKITH, By GPU MAUCEFTRIXE =AY, HZ, HTEMNKIEARS, &
AR B I TR A HILE, TRHERIERR, JFHRNERS ERRFZ/h= ﬁaﬂ/
G AP Z AT A

DA PR3 1A R I8 U = n)

- ARG, BV =fAirHk.

- NREAWZEERRIZN =M.

TEER 724 3D MREELANZ BN R =/ PR, ZRERN=fERY, A
TBIE R ZMS B T AR = AT R R R S S 40 -

Bl 5-9 BEEBSLEIERIN R R =M

TEW, &SEXBNARE S = AR, ERE EEARL, R R B R okt
AK:

Pl 5-10 JERE T = fa it

Qg i/ IMEIX A s

WxTMmEYMFIL’I‘%%EE%%ﬁ—IﬂB@
- NTRUESEERERAIN R, EEMR A 7/EA (LOD), EAEME LOD, AJ AR B2
TN, FFRR =R R,

- EHERNR EERRO =/,

- R ZIPAE ERSANANT, MR, N RSENTALNE,

: ;#gﬁﬂ\ﬁ'ﬁ%&f ‘EhAE LB FINTURE =AY, sEE N TR TIA KRMMERI TR

fl:;O
- R KRNI = AP RS RFFE 10 (R FR A LB,
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M 23R R = AR

REDVHAWE=MIPREZ, G2 MRE, 3500:

- GPU RLAUEH A I = fIERITi,  BEEN TN B BRI RBR T K,

- ENSREZEIRLES GPU A, HIAH T NET %,

- TR R ERE IS SIS R, R, GPU LRI R, Fth A ami
ﬁo

5.2.3 I 2K = AL
KA =M AR R B G E e, /NTF 10 MEE, HIR R TSR, K=
A2 i AIARIF 2R BT E @ = AN E 2/ GPU &7,

PHERER TERAR AR SRR SR 7 MZEEN ST BRI, 428, Tl
BRI, AR A

B 5-11 gk =MIExHl

qnn] B/ IMEIX A )

IRA] PURE PA T LA 0 BROR 22 X — ) -

- RATREMFT AN R RMERIA K =MATE, RAERLEE N NX BTN, (BRI
RTT %R TR ERA KN =T,

- AR MK =ATERN R EEHECERENME, KX RSB RING.

© AENREFRRRILN, 477 /EA (LOD) HEBRAK =/,

- MECR BV, R =AM S0 L, FER=ATENEEX T4 = B A E KRR E,

- AR E S RORMERE, &N Attp./www.humus.name/index.php?
page=News&ID=228,
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RN RBIMCKEIEN, Kk, ARM BN SESLIEE A &2 3D MR
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SRR

P 5-12 P42 LOD 5l
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/> LOD B =MEEEN, ERE=ME SRR,
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qn, R SRR T
- DXBERECEE, RRREZ 2.
- {EH SRR E N SRR LOD,

i A LOD

A RAEOUENE S fH LOD, Ban, 18 7{EB LM EFIN R AR # SR A LOD,
WAZLEN RAE A I 2D EA SRR E S M EH LOD,

LOD ZIEMRNFETFHE, FHIEISERN, ATF LOD MASEER LARFENFH, J7 KA
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Pl 5-13 AfEH LOD KIS S pl

Jift 2.8/ LOD?

MNREGEGIE, (RATE RIS RATTRE D, I 20 KGN, R¥EE H—DF 200 D =AY
MRMZA RIS — 1 2,000 D=ATERIRAG R, Fit, E0EERRREZRIFEA
g RMERN =f .
Hth— L F 20

- HTHRECEN =AED, RS EET .

- LOD AT =5 Enim,

IEEE R RN L AP E AR, (HEERZE R, W NEFR:

F 5-14 iz E R LOD /Rl

100140_0401_00_zh Copyright © 2014-2017, 2019, 2020 Arm Limited (or its affiliates). 5-71
All rights reserved.

A



5 3L 3D FEARBRESLEE LT
5.3 HTTEXR

MBS LOD SIS S BUR I =M

WE & LOD AR =P RN, FTEB B TR A

- A LOD EFx AMEFHEIR 50% AR = PR,

- EERMRE) LOD RRRMAM =M, XL IR ES I 4 e a2,

- 1£ LOD WY ZHA PRI THSLAVIEFEE £, % LOD iEIIRAS, BT LOD ik
PR BRORMAERE, XkR, WAENAMANESITRER,

TEER T E MR ERZIAEBR D ZPIED 50% KT 2 IATFMIL:

15 ZijBEuR LOD »fil

&
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NEURBIER T AR 2N R B R RA 21T, ERRE TR 17K LOD e/ &
A AL N AR I T R0 R -
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IE 5-16 LOD #EERHl

LOD =MPEEEZZR N, WRAFEH ML LOD MRM 2R, RIS %2
TR, X 2R CPU ZALFE T 2 T b Z R

QUSRARIE TR MK LOD SR AR, R EI0H LTk & S S R I sk
RIRTHRe IXFAITT SRR BN BRI ARTH AL HIRER AT P SR BRI A,  ATRESBAMIATIE ik
HITTIR I,

TE— MR LM Z/0 LOD A% SBI?

KT PHREERFAZ/D LOD, BABEIE T, XBRTHRIANIEZNE, fian, i
TR NERNR, TR A e ST R TR RS 3 2 A2 i T
F#E 21 LOD 24,

QISREERE LOD BKD, BREE:

- W LOD B2 BINZ LR/ IEEARE K, WM RERE 25 P,
- WRZIBIED A A KRIIBEER, TAE LOD it HERA 4R 28 2R Sk el S8R H IR &
A,
WMERMEHE LOD B AZ, MRSE:
- WY CPU MfAf, RNFEARE R LOD I35 BT T B R A A,
© IR, ROAVRAATEREIX LERTAMNRIIAS, (RIS RN
- BRI, BROKBIARTE TR IEIXLE LOD BAIFTFRE AN R, JCHREXERITT T OIER
BT,
nfrelE LOD Pifs
1 3D AHFah001E LOD MASH, SIBRIAZIASE D 3D MR EMTREL, BRARXEHTE
R BE 22 i, (H AT REAE 2% B K AN E],
HZ0E LOD MASES, N BB Essamr LOD £k, 1EANBEBRERN—R
f5il, 1£ 3DS Max 1, {#H Maya #J ProOptimizer H#EsK Generate LOD Meshes JifE,
1t Unity #5283 LOD

KTUAIFE Unity FFSCBL LOD WS, 18R DA NRERE: 77 Unity #13LI T7ER
on page 10-224,
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5.4 HAth Lol e A SR
TRIE R PAZIRE A IEs ], dE— P taE,
Tl

T IBHE B o TURTELR, € SOAGRITEE H SRR, SRR RIHARER D’
TR, “FERAA B TRATEFIE B,

FIRALEIBALN UV island, EXRMBUERIESASEIN TR, HILHEZEHIMIND, E2AE
B, BRI XPRELEE R T on page 6-76,

£ 3D RAY EHH TP ALERRY, UM 3D B S HIIFF ARG 1%,
NECY IR TR AR A

Bl 5-17 PR R

EEITE DN

FEFA MRS E NN, THICERI LA
- Al 3D BRIEM, THS A IE R EEE RI T,

% <L EZRE 1 e et ﬁ;ﬁﬁﬂuﬂcﬁﬁ)\%ﬁﬁﬁﬁ REREE,

- AEPURTAE 3D BRI EAIESEERNTN, BANEITAN R EERNILSLS, HE
TR BRI,
— DIRBURA B AE] 3D HARIILAL,
— R I SCEAIMA IO 3D ARZL A SN B K

NECAEE A R LA AR S R MRS EAE R B, (IR BUE, ShaEREKE
MMM, X, AP 230 AR T
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Pl 5-18 Mkt

| ZISE S

RS KR — AL T MRS LLIE W GO TR, . EAEMTRIE, R, BEHTS
TRACAE FEE R T VR IEAE B A0 A 2PN XU

o

- BENE R, ARRERIEZIELEGUNIIEIR, SARIRE BT IR e,
o, BARFRCR, XN EERSES,

TEERTERTFHMR. T SRS AR AR ELGIEAT 795, HE RN T is I
T, RS ERIFTEH DRI
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SN 3D EARmAESI R SR

i

AT T ZMBERIILTTIE, (EVRATESEN, I TR,

BEEITRE
6.1 XPEEE, WIERT Mipmap J5EIERPEE2 on page 6-77.
6.2 APELE on page 6-78.
- 6.3 Mipmap J4/& on page 6-82.
6.4 ZPEK/), BT 55 E4 on page 6-83.
© 6.5 UV @#IF, i FIRXPEEE T £ on page 6-86.
- 6.6 Alpha WHERELI E5R ESLEE on page 6-90.
6.7 AL IR 3L EE on page 6-92.
6.8 HHFAFEIZ E on page 6-95.

100140_0401_00_zh Copyright © 2014-2017, 2019, 2020 Arm Limited (or its affiliates). 6-76
All rights reserved.

8



6 SCHY 3D FEARBEL R P
6.1 LEEEE, I JERT Mipmap I [EA PRS2

6.1 SARERS, 8 Mipmap Wi E SRR E
SUHEE 2 —REG, S8 TJUETEE —ENENEGEEE, N2 Mg — D80, me
JUA PR — N B R A SO,
A DATERIWE SR < Al QR SO, X ENE B RESCREISHT UV BIFH), X EAE
BRSO BT SR,
WA AMESIRAIE ARG, ISR ER &SR AESCREE, A1, X RS XN
RARSCHE RS UV island,
BEHH
UV island 2SN & —HMHEZERN 28T,

TEIZE R THRLE 3D X G A R — NS

Texture atlas

Yellow highlight in this image shows meshes that use 1 texture set on the right

K 6-1 SRS RBI

It B E SO

SO G TR =2 S0 SR R A BT 220 AN GO T HEAL E, fE AR /D T 2218 H
IUREL, i3k CPU BRI, HlEmAB D, MHREBRT,

X RPHRICHFSN, Unity Jioks B EAHGEEYIGE, TMEFRFNEHNR, AREZEE,
WESH Unity EM,

S ETEAE i X e RS /D ROV SCHBE TR i, L4686 B TR RSEERI AT
A
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6.2 '8 BURT

ST IEE M TUE R P SRR TR, BRI, WA TS0 E, KE (Bl
AERE) RBELKER, Unity RS0 a8 4E 77L&,

SO IS AR IRCELY, BERIE/D, I8 H RESE T 5

B2, sCEEIRthRRERMRE, FOvEmAEPUER REE 2R, SO iR ] S8
GPU —FRUREFE, R, 32T S fay S A SCBRI 8 s m] ASR/D— 3k I R R RE B

i/ RO I8
MOLFE RS, LA IR R NG R, X ERER, R RARIKISEE
pUR/iN

WENMIS IR SEMNRLAL RIS, GPU MU N RIZILHISGEEITREE, RJEECFEN
FEHER O, SIEAEIERR, EREMEIET, BRIEZEE, BRIED,
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6 SLif 3D FEARREL AP
6.2 KPS jE

Bl 6-2 MRS 38Rl
=Pk R
M ERIT WML I8, (HRTEM ™ Mipmap W& 2R 2 HRINR A RR, @i
£ Mipmap Wi Z [AISCEFEIE I, =2 ug ] DAPRERIG I A BA 2 AT F R,
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6 LI 3D FEARAR L XA
6.2 KPS jE

Texture filtering: Bilinear vs Trilinear

o 2 ¥V EH'F

Sharp cut between mipmap " Blur between mipmap

Bilinear + Mipmap Trilinear + Mipmap

Pl 6-3 TUERNEM =LA S0 B8 LRl

B
LM = LM IERZER M E 2B ER N, FIHSREREZ R,

st ag
H IS IERE SR TR SCHE A I T R, — D SR I 2 Y- T SO
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6.2 KPS jE

L

Sl

Bilinear + Mipmap Bilinear + Mipmap
Aniso Level - 1 - Aniso Level - 2

4

K 6-4 s PEaEd ik Hl

AL UR S Y6 M2
PARI2 Arm Rt OSCHEE B8/ s -
© A5 AR VEREA T o [R) TR PR, AT DARE AR 8,
- REEEEH A RS E, ROVARE T IERMEIT I8, BRI E X,
- GHEHMEH =AM/ Ix SRS IR S, AN 2x SrRtEE A S, X
(7 IR SR RE
- IR AR A R SO RS REEM =T 2 BI(E,
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6 LI 3D FERGR E LR P
6.3 Mipmap 45/

6.3 Mipmap Wil

Mipmap M E & RS N HE R PEREIA,  FILRA] BAAY Mipmap WERELT 27775
A (LOD),

BATTAT ARRAE— N Fr BRI SRRSO ARV, S HOE SRR PR, 2 — PRI 5

Sk, AR PR ASERE ] UK B 7o T8 — DRI BSR, T 3 i R B S
B,

mg i

64 x 64
128 x 128

256 x 256

e

(Original) 512 x 512

Kl 6-5 Mipmap W55 55
b4 £ 5514157

Mipmap MEAMIBERRTHIARMERE, ICRESCEEITR, S50 Z =AM, Mipmap WiEIRESETT
GPU HIPERE, BN T —MEEEESLAIN S, GPU NES R = 7R M RIS

Mipmap WEERER/D AR, HSeEEIGE, HXBIZEEKN, SEgEE A NIRRT

o]

texture aliasing effect
e

No mipmap With mipmap

Kl 6-6 Mipmap W5E X Lbyfl

Unity 2AEFANRIETZ 300013 Mipmap WE, FFEFEHAR 2 007 RISEE,
B8, BV Unity A9/,

100140_0401_00_zh Copyright © 2014-2017, 2019, 2020 Arm Limited (or its affiliates). 6-82
All rights reserved.

BB


https://docs.unity3d.com/Manual/ImportingTextures.html

6 LI 3D FEARAR L XA
6.4 KFEL), BHE S E5

6.4 6L LY N AN R RS YRR
AR PR EOR AN S, HAZRR, RIFREHES 2 ML= a0ER RS
i
LR/

SORA SRR N, D HELETR B DA SO A R INVE B TR 529001, flan, w] DURFE
SO E N 1024x1024, RAFHREECERE MBI 512x512,

R NS D, RER AR B,

28 ekl ]
Adobe Photoshop & Substance Painter % K ZEEUHRMEH sSRGB i =3 AT TAFEFEL
S,

HEFER:
- 1£ sRGB Mtz [Al{d F I8 & S RS0,
- BB AE NG BRI SR AE SRGB Bia A, EEHEARRT, S/, RS ERITELM
A,
— R R IX M R R AR,
— EIXEENEE R #H sSRGB & S8 FAMIek B _EAIEIR,

B
TERARE L sSRGB (BitasP) BrE NG THIREREE, Bamm S, IR S 1,

PAN et feoR 12 sRGB U IRHIN H] T BRS8N 2R 2B 4

/ :
/ . 1
/. \Correct behaviour on material A . Reflection on material look wrong

-

Linear (non sRGB) roughness, metallic map sRGB roughness, metallic map

P 6-7 W] SRGB RSB LL il

EPI 4

SOR R4 —REHG AR, TR SCREHRAT AN, RN R AT et e I E P&, R
o BAMER B S HSOE, F11 TGA 5% PNG, XEAg AR RE 7 #E, FENEBR
LG I A E SN

SEIEGHRAMELL, XTSRRI, A RE R E R I, %
HARGHEAGZMNMEI, HU Adaptive Scalable Texture Compression (ASTC), Ericsson
Texture Compression (ETC) 1 8{ ETC2,
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6.4 KFEL), BHE S E5

SO G b R IR

FATEIIREEH ARM F &) ASTC £iR, ASTC BA LA

- NTER/IMARIRE, ASTC H ETC REE &,

- FMHN, ASTC GEfEH B/ DRINTEIRZIFT ETC AHRIFRUER,

- ASTC WgmtLRTE L ETC &, i BT ErntnE, aRIREREE, okt R
1E R ARERAT AN ASTC,

+ ASTC VPt % B K/ INRAT SR T 2 0], BABA/NEE — PN AR B
H, H—FFER YA/ NEE R 5x5 5 6x6,

A, WRIRBIE B EPOREZWE, A ETC #ATIF R AIReR @B, RATLAEH BA
PRI T A5 B ASTC RMEORERE W RIGE KA AL, gwbdi, R AT Ao R AR /N2 Al
TR, wl-F-iE BRSNS, ASTC R BRI £,

ORETELEXRIN, (ks [ AT OO R, (HR IR AT DOEEERE IR — 1, RS2 T A%
1, EHRMERITIX—P,

AR R AR TR T 1E Unity % A EINERE ASTC FUAIE:

Build Settings n

Scenes In Build

Platform

Don't override
ETC (default)
ETC2 (GLES 3.0)
ASTC

# Android

1y tvos e DXT (Tegra)
' PVRTC (PowerVR)

=ra PS4

';‘ X

Build And Run

[ 6-8 1 Unity fh9esi il ASTC SRS,
TEIERT ETC I ASTC g IR R 2 SfI4 B ISR/
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6.4 XIEA/), BIEESET/EH

B 6-9 ETC 5 ASTC SRS ek
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6 LI 3D FEARAR L XA
6.5 UV &IF. i FISCPEEE 1Tt

6.5 UV JgJF, MSErpdimEOE s T 2
UV W4 2D SOEEEE ) 3D BT, UV RIFZAIE UV IE I,
UV J&JF
SRR UV island RATAEEL

BiW
UV island J2 SO & H—HARE R 238

SRR :
- {18 UV island HAZITH, HEBZEED,
- HIN UV A BRRSEE_E R A RN
- EREEE L, SURSERARE, KNSR K/ NEF Rk EVE R _EERIEDN, B
G UV FTE AT RSRRIG 8 m R,
- AR UV Z2E NP B A, ik UV BRI e 2 E S Y,

R UV BEMAEAKBIRAHLTT . IXFHAE R TIRL, KOS R BB ATREA R SE
WMo B, ELGIEWALTE UV island, ZRIFEMARR—REERE, XA T/RsHEd
OIS B AT ROTELRING &

TNEER TR UV I SR SRS R 751 -

K 6-10 FIHTER UV IR LB RIKR A

MBE ik

HRIREB S IR AU . TR/, IR 28 A UK, AESTERIES
JEIX—o Blgn, T EAEI LFEARNRE T, MATREERZATH 4K 83,
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6 LI 3D FEARAR L XA
6.5 UV &IF. i FISCPEEE 1Tt

AR T (AR5 5 0RO
L] _ \E \@uw'

e
jiﬁ}/"

- ) N T
) | =g - .
B . e .
i ™
B~
'y o o W
« - §
N )
*

256 X 256

Pl 6-11 FEANFRIE &I/ BRI

HUHNTS, (RBEEEERN TRAGHAE, IWRIREEW Y, Hicd, Barrasmas
BUNZE, A, ATREARMELE/ NSCE A IR T sk I Fr A 411,

B ORIZE, RERHA T RS EIF — e, IXIREZE, F:
- PHURERD, RIPEREAT UG 2R SO SEEA S |, DRI AT B 1S U,
- AT DABCRE PR A NE A R S mOE 2 R R, SRR R IR RS 80 .

FIFXMTIE, RIS (L ae i 5 | S RER THE I A S FIPASE Y EIES
NUTEBR TR T UIARE AT A 2SO R R
PR N \ A\

P : 3
S .7

I 6-12 HUEEISER PRI R
GURATRE, TERAAVMES QAP E ORREEE, XA DT EAENG, ERGREAREE

{Highlights and ambient occlusion baked to diffuse texture %

MEBHEITE T,
TR B RMFIFIRE S TEN R, EIEEEMHEA . RN T BA 15 sl BB e Y

PRHA] DA RGB R,  SR5 W 220 BB €l A SR A T IR
NESER T R T K E SRR A A ERR G
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6.5 UV &IF. i FISCPEEE 1Tt

! BTy B i
s Greyscale texture !" B — o = B Tinted pillar

K 6-13 KIESELRHI

SLEIETT
BB R 2 DS TN — B0, TR

- ATUAB T EEENT, KOWIRA] DA EACK = MEE S — D, XA 2L
{56 I B/ D SCBERAE 2R
. %g&ﬂ@&ﬁﬁﬁ T RopRE L e A Jm 1T 2] — D acinh, Een] U TEacE
Sk tIEIE 7 if AR, SrEOIEEEE B ES AL, X2 T A AIHRRE X Sr
&, T EAIRABUR, BANCHER
- ARSI N EE R e m N E B A E 240, I H ] UK E S CIEE T,
- ONIXEESUHIE B N MR RGB Bt adi], mAZ sRGB Hitadi,

NEER 7SR TERA:
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6.5 UV &IF. i FISCPEEE 1Tt

Bl 6-14 SUBLEEHT R
AN O BIRHHEAIRAE 2B R, Fad X,
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http://hyperphysics.phy-astr.gsu.edu/hbase/vision/colcon.html

6 LI 3D FEARAR EL L XA
6.6 Alpha 18 FIIAELEN KR (£ SLEG

6.6 Alpha JdiE AL E 2
NSRARREAE R P Alpha JEIESUIELIGIE, IR IR E,

f#i[] Alpha j@i#

LEFEPE RSN Alpha J8IE, $INBAE, SROEEFOy 32 (kX Mg sl
FFHIR/D, ISR S BRI N HE &,

55 —HM#{% Alpha EIER)VT AR ARG S B P (A MIEIE, Unity /1, XSGR
I = MEEF RS, BERSEE (G) EEmE (B), RTHY (R) EERTLE B,

1 B HOEIE A7 i Alpha 1889, RATDORE SO SORIRIFIE 16 A7, MRS RNz FR5E
AT 0 ] DATE T8 S S Ul 1] PR adb A T A

N EUA AN AR LT EIEE A7 (NI B G I R 31 -

P 6-15 fELL (s {7 i A ZEWINGIE

TRE R

TRANGE T DAGE 3D X R BB B 224195, %77 @M TAINE/NRIAIT, anakar, R kefnii
TR KRR ARG, T2 A TALI B IR TR A R LR %1

TAER Z BN BRI E (ARG 1, ER AR RAIPERE N, BT FRATER R AR i
s, (mEEIRATRES AR,

BRENHFRRIR, (ERENEWSERERE GPU iR &, HicE:

- IREMEE DRSNS, ERE EIRRE S0, RIS E 2 A O

- IR IRAE R R A LA TSI,

SR, ANSRME ARSI S LR BRR RV =#TE, NIa] DR S TERE,
N ECAAN A IR LM E AN SO A B N R -
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6.6 Alpha & RIZLEN EiR ELE

~
Without Normal Map \f MNormal Map Applied

Kl 6-16 AL ERIEBLRA]

TR T B A ST R

TG RHERE I BRI 3R, (ER TR IR1S @ PR IR BRI A 7T 7R, REBUESMER
2 BahfiEREF. WZN, KA AMRZ DTSRI RIA R RN R, ARG InE R
/N

AR JE RS HEE IN F T HH RIRERIN TT 1), IXAE AT ROR B 7 SRS AN TL SRR
RS RN DB R IR, I ZARTIE KRG EHEL R T, B IEBIEY I B &
I EERY, A RENUREE T -
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6 S} 3D AR AH
6.7 LIRS RE
6.7 RS F R i A IR

TEIRIRBUEH R ARSI R R, A 7RG MR RS Lr 7 R, KA AL R K
el BahfilfEdE -, (B2 IRA] MR ZIDERTIRIBIAHIEIRLM I, SRS RN,

{5 A 8 m] RS BRI UGS I P T BRRERRT T 1L, A0 RIEIFIOR,  IXAE R DA 7 SRR SR
DERIR:

Using Cage Without Cage

_WE:_I 775:7

6-17 JEFE bLiR
T HA_ERARZS O EBRETIR A S AR, W0/ o = 22 I T TR, A RENA i
TR,

WA 28 A T BRAITA LI e e (RS B B, AR EIFR, 27 IE ] DA ORI
b RTRER N % M
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6.7 ELLNIE N iR (L

Lowpoly mesh

Pl 6-18 PIREIERHI

MRS SRR, BB DB AR AR THERS . IXFE AT DAGR MR 01 R Y TR e [ 4% s A 1R A 7]
W, MNRMHES KR, SEIMUE RN R 2R B, %7715 DA AR RS 1E i
[, A&FRUCHCAIFRE,

BRAGZMRICEL RS E 258, 172/ substance3d MiUAK Marmoset Toolbag #(Fz,

QSRICTAVCRC B I PRS 240, IR UIRIRIAG, IR EIRE S TR, DAEALI
AR BIATENRE b, XA BT8R A RSN E B

NESEIR T IEIR SR -

Exploded mesh

6-19 BUIRIKI A TIREBUERI MK R B
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https://docs.substance3d.com/spdoc/matching-by-name-127074308.html
https://marmoset.co/posts/toolbag-baking-tutorial/

6 LM 3D FERLR L P L PE
6.7 AL E R (F L B

W%mﬁ%ﬁﬁTﬁﬁEﬁﬂ FOBPMEAT RS, A, (EREXA B UV, RONTEREDN Fi%
L5 ﬁ%L%ﬁ%oﬂ%MMEhﬁfﬁhT9m*uF BORF HOR E O HAM e, 18
_ﬁﬂhwﬁﬁfﬂ¥ﬁQMUvﬁ%i

TEmﬁT%&UVE@m%L%MﬂmM:

High poly mesh Low poly mesh

UV split on hard edge

Continous UV

P 6-20 Wa% L3 UV Rfl
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6 LI 3D FEARAR L XA
6.8 BN P B

6.8 TR L L
Unity iERA Z ISR ESORILE, ERRERENSOE, DI BRSO E IS .,
YRR E R, 1EICAFE AR LA

S TR HI SRR, T EESCERAE 5 | b DUARRI 75 A E AT

- SUBAR A V0 SRR B 517y AT 2D A,
- KBRS, BT RS

— S E BA ] DURIE TR TR SUE R R E 12 1,
— R E TS SRGB, Alpha Ji. Alpha iZ#H. %5 SR AR Mipmap K.,

- DAL HISCER UV 1975, AT DA RS :

— HECPHZOE, HFATHEERESE,

— B SR BUE B R s — MR
— Bl LI NS HE RN, A EE S TE R,
— B KIRESOEG IR, RERHEEEBUE a4 E R,

- TR TR SO b PR AR S B 75 3
- SRR TS KRS, Resize HiL, M. EB4FIEH Crunch K4,
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7 &=

SN 3D AR : MBNE (Al

X 3

AT T ZRSORRE s 7k, FEIRRFEISTT S =R, i 5 S0

BEE T
7.1 FEEHIHGI T on page 7-97.
- 7.2 I S G TILIE Y 4 on page 7-99.
7.3 TEIEFHIZCEE on page 7-100.
< 74 XHE “unlit” A1 Clit” &G4 on page 7-101.
7.5 IEEREHEIIRER on page 7-103.
7.6 HIHIHEEEENTLB 77 7 on page 7-105.
7.7 BRI Eas R ESLEE on page 7-107.
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7 SLI 3D SERRELECO M ITRIE G
7.1 H ORI

7.1 HasM ST
PHBRIE (B UuE T 3D ARISMIL, R TR A4S B IS AE AR AT AT AL AR B R

Hde—IMEF, EEF GPU AAfE R LAHIN G, DUCIONZN R TR T
B Hds L REERTE 2IM TN

NTEE A, RAEHAMMEANIAES: aREEIES (HLSL) Ml OpenGL ZEIFE
(GLSL),

PRI AR FHEDS el ks b, FRIREN R ERRER, A GaRERIIRE RIS,
A R T RIXE S RO RPERIE, BN, Bith, SCERFIEUE,

AP ER FoR 1 Cuds N R A o O R i 5 5K

K 7-1 Halsmm

Shader (Shader Graph) Material

Kl 7-2 HOSEEAM B R
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7 ST 3D SERBRELLG M IFRIE (04
7.1 HEEBFIMIENH
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7 SLI 3D SERRELECO MR G
7.2 [EHEHX ) G TR s

7.2 EE kPR EE 2 R R W R AN SR b
Unity $2fft— R EATIUERE bt XEH AR T Unity IS5,
RALIGHE S TIREE N B, (BTN IREBIER S & LIRS EFIIIERE. MR, SHRERIER
eI, ATHRSIRER V. BN, &F “color tinting” ZhEE,
PN p et R 1 IR AT DRI 8 TR (s I B :
© Inspector

New Material

Shader ' Lightweight Render Pipeline/Lit

Shaders
Lightweight RendelPineline
Mobile

Nature

447

VAnim_Shader

(Specular setup)

Tiling
Offset X 0

P Advanced

g 7-3 Unity a8 GAgiih g

IR ER TR ERI IR, MRIEM PR R BV thds, Unity QUEIMARNSITIRA, BRE T
RENEA TR S HERI T ErIERE,
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7 SLI 3D ERRELECO M ITRIE G
7.3 LEIFHIRPE

7.3 RALIRI S8R
RS 6 ERATRE D HECH, FOvsrHiz, SOHRRUZE ., MAFEIEz, AT
WU, TN ISA B LA A
TRIFAENAEPRISCEERZ, WA BB SEIN, VRA] DLRAHIRE SRR 52 8 S0 T w2 5
SOHERIEIES, MARERZ MESZRISEE, XMEARTONSERI T, A BT/ > SO i 2K
=8

N ED AT = R SR T R E — M@ P D A R R B

Texture Packing

¥ 7-4 Unity "PrISPET
MNTRLESE, MR, HREEECEEE, IRn] DA REEMARSCE, RAT e, FFIME
R IE R, FHBESE DR R RS,
B
£ Unity 1, DIER tdsHain—ME,

TR, AT “unlit” &GSk [ RSEECR, XN 2R
o E UL,
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7 SLI 3D SEARRIELLCO M TR G
7.4 XPHE Cunit” A1 Clit” EEA

X:‘“:I: “unlit” *l] “lit” %@%&

OIS AR, VK] DUFE M BN YRR B, Bahif R AR RS BE G “lit” HE
FRA “unlit” HE,

Unlit
“unlit” & EEEIEE R R SCENE O, XREAREH TS, FEH
JERY LA 2 R
- RN “unlit” BIRHRREAY HUaHURERIE G,
- IR Z I RHCRNTFRZE, BB, M FEARTE R A B R = TE G
- AE “unlit” B TER, NRIEFEISCERE R, E8EE EHlER
I, X ZARKUAS B (E1F 7 TERY,
Lit

5 “unlit” HasHEL, Lt HOSREEEZHNET, HBE:
- OREREREN Clit” FHdy, [ERE AR R

- XA RERZ S TN R R T RIBAR AR AL,
TEXEET “lit” X85 “unlit” X5:

Lit unit

Bl 7-5 Xtk “unlit” f1 “lit” BEd
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7 SCHY 3D FERRELEC HITHIE A
74X “unlit” F7 Clit” B EA

PEPIASFISCHA IR B, EREANE ORAR, SN “unlit” HEOSREAERN, KR
BRI AR, KR IEREEE, Rl Emikes b,
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7 SCIY 3D FERRELEC HITHIE A
7.5 ERE/TEHTR

7.5 PP RTERCR
RATREME NG B, PRAFLE, 1ERENF 6 Lt i FENIM 5.
[ERSBEIAYIAR R LERAEYRE R E 2/ GPU BiR. HTFZENYARSEaEaTEa
HITERE, JCHIZ LBV IREBINTE R,
[Al—MERAEFR LRHIZ R, SRANBRS RS, dERHR N, FOEHRRES,
ERIBAR G, N TRErEEe, dERHIS™ERIERE,
RN TR AEEARCR, (B RME R AEM B, ORI A E:

|\

4

» f
J Avg FPS: -
| il soldiers:400 | FPS:32.73

-

Fl 7-6 (EHAEDIM B

K, MR, CRd AR RAR, Unity #2480 —MEGS, aIDUARER SPIE RS
filg, ThHEREPEREER 7R
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7 SCIY 3D FERRELEC HITHIE A
7.5 ERE/TEHTR

X
] ¥ .
¢

2Bk s

El 7-7 Unity g B ik
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7 SLI 3D SERRELECO MR G
7.6 S HIHRIHEEENTEL 77 7

7.6 ST EEEEE B 755X

fEE ST ERRERAR, &5 HARZ Alpha WA Alpha B&. B2, EREBAR,
BRTTIER MG IARE, BWIRIGE DTS Z R EREZE R

fEREN 6 L, IRAEA ARM TH Streamline W R &I MERERHE,

Alpha JiAsg#8Y
Alpha MAIEX R BB R E 2 100% B, 2 100% FEH, RA]DUYIEEIRE
HITHE, 1E Unity W, IXFREEURIERR 77 AR E05T,
Alpha {B&
ML, Alpha IRE VM —ERIEHE, fEXNRERRETEN, MiEEerE
BIEEREM, Unity FxXAR S XFOEY],
Alpha IB& LVFHR2ER], 1 Alpha M~ FRETHAESIRER, TEXELT Alpha IRE
1 Alpha JUix:

Texture Alpha blend Alpha test

¥ 7-8 Alpha {R&H Alpha Jix kb

Alpha i
ANRARARAENE R Alpha MR, 1EI0AERL R LA
- BRAFREE, BAFEREA Alpha ISR,
- Alpha MIXEREM BZE 4 100% NEH, Z2 100% BEHH,
- Alpha MIAZAH T GPU RYRLEAUEIIEE, RILBATRIIRE B shF & iz g &
A, BN, EZRILAHTRILLEL % /7 RS Alpha IR & Z RITEREZE 7o

Alpha R&
QSRPRARAE R Alpha B, HICELAT LA
- WA, Unity ZX7E/] Alpha 125, i7F Alpha i, TESSBRMERS, IRMIZ5
Hr EL4s Alpha AT Alpha IR SRR, FOUIXBIRTEANZ, HITEZNE,
- EHEAERET A LREE R Alpha 1R ERLINEY],
- TEGHAT Alpha JREN, 240/ MRS XA 8 35T,

{emnt AR Alpha Sz

L ERER LIRS RO, TR0 %, Alpha IREAMRE LEEL, 5 Alpha MK
—JJUIAEEBIRORAXS L R FfrR
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https://developer.arm.com/tools-and-software/graphics-and-gaming/arm-mobile-studio/components/streamline-performance-analyzer
https://docs.unity3d.com/Manual/MobileOptimisation.html

7 SLI 3D SERRELECO MR G
7.6 S HIHRIHEEENTEL 77 7

Alpha Test Alpha Blend

7-9 Alpha & Alpha MR 5]

SR, fEIZsH M Alpha IRGEMBUR RN, HRATZEFMIIRFELMH, Alpha JIliX
A DABE G AL BRI B B BCRATE RN . (H2 5 Alpha IREMLL, DGR R/ E AR 4
WS GAEBE AR, Ktk Alpha MRS RIS R /2 A] DARSZHY, (E2 B A
KRN Alpha [RETIRTEBEEIN, WREREMBATI T .
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7 SLI 3D SERRELECO MR G
7.7 HhH R E Casir (3L

7.7 HAUA IR Cas eIk
Arm BESRIETIT R A2 A E AT H At A RS B 5

eI AR AR RAIIEOL T, ERATRERILE Cuds, TEZRICLATR R :

- EARATRERERAE AR (BlA0 “unlit” HEER) |, FHFERLEHANBERNIIRE,
- Unity A DL R FIRITHE O, Al ENREFATED SHT %,

- RATRER DI 2R, 8D B HOBCR A /SR INVE B T8 D id 2,

bR aE A
IINSE 2R ALY, B MHAIIRER R G EANE %, FFalRERINTESR,, I, AT
WIRGH T E tuds,

M, Arm @4t T TR, #lan Mali Offline Shader Compiler M1 Streamline, {HJ&, iX
T HFRZIRESES/KERETEAIRN, DUERE—F T GPU I TIEREE, NRZEHRmES G
&, AR MEFIRAF T,

TEWURA g AT R Al REZ ia

EWHY, @B TRE CRNBER @R BRI S RSN E B PCRAY, TR
BRESHATENR, MBREECSNHATENME,

WE, ERERZ TR LTS, XEREGRE QISR A SRIB TMRE S, A
BRI ATRER T RN B RE I BT (88,

Kz BRI UAE CAmE H EAE T Ei L B O SRR B R G Gdd, Rk, BiE
WIH X R—NF77%, BRELAEE—T “tiler” , DIFMEEHCOOMI, SHE—F, 18
ATz a, AR TIE— P RIMERE 2 HT.

Rl sl 2R AisR

IRA] DIESE (a6 B ROk B CHAMNIFIAT N, IXEHELIZ TN — 2R B e sk, N
% WTT. REL NEFIEITR,

XEERAIBEAEMERERA Ty AR, B, EREMNIAE, —ERERsEEE:
sin, pow. cos. divide 1 noise,

HAGRE (Blanmzmseit) HCHEREE R, Ak, 1HRERDRIBIMFIST SR, 5%
[HrYiZe (BIAAEEA GLES 2.0 BYiRes) b, ORFFEURNE RSB R AR,

YREEHETTPERE ST
G TN AR R A B IERIRIAE, Eo TR, VB AT S RIRCR, o
1TMERETI T,
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https://community.arm.com/developer/tools-software/graphics/b/blog/posts/accelerating-shader-programs-with-mali-offline-compiler-7
https://developer.arm.com/tools-and-software/embedded/arm-development-studio/components/streamline-performance-analyzer

8 &

o
Y ZEY N

AL T RA] AR B 2 R s R TR,

b@ S DA ER S
8.1 HE X E 75 on page 8-109.
< 8.2 [ L T IR L E R 4 on page 8-121.
8.3 45 /4T on page 8-137.
8.4 BT/l 7 I BRI 58 AR on page 8-143.
8.5 BT/ HE T IR EIAIYTSY on page 8-151.
8.6 UKICIEAS IR ETSRGTAR on page 8-157.
- 8.7 (/] Early-z on page 8-160.
8.8 MEEELATAR on page 8-161.
© 8.9 JEfF on page 8-164.
810 ZELEAE on page 8-167.
« 8.11 /E 7 on page 8-174.
© 8.12 JKIFRLR on page 8-181.
813 WFEAZE on page 8-186.
© 8.14 F K on page 8-194.
© 8.15 UJZRTHE IR 55 AZe#4 #E T A on page 8-198.
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8 BREIEHA
8.1 HEXEFO#

8.1 HE SCE s

A
A

TAEBE N E G,
o B E AR R
8.1.1 KT HE K 4 on page 8-109.

© 8.1.2 HEHFZEF on page 8-110.

© 8.1.3 41F75< on page 8-111.

© 8.1.4 include J##J on page 8-112.

- 8.1.5 OpenGL ES 3.0 [EJE 7Kk on page 8-113.

© 8.1.9 /T ERE (45 on page 8-116.
© 8.1.10 /A EFF1EHEHE on page 8-117.
© 8.1.11 1 Unity FHIZE (275 on page 8-118.

8.1.1 XTH

e S i

Unity 5 fIE @RA RS ETYIRE @ (PBS) B, BHUM BTSRRI, XA AR

'%

FEERESR, I HREBIEARRDEIGEIF MRS — SRS,

PBS A] DU IAERCAR IS s (. INRBTRIEM R, EXWHESh I EES s,

R

-4

@

I DURAATT AR (ads. WISRBATORIEM B, ERH B EE ds. AR ERA
RN ER d. VRA] DAERMES i (ads DR R, ERTHEARIIT T HNESR
o

100140_0401_00_zh
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8 BREIEHA

8.1 HEXEC#
© Inspector | -
Mew Material £,
J Shader | Standard v
Rendering Mo v Standard n
Main Maps Standard (Specular setup)
@ Albedo Custom 3
@ Metallic FX b —
Smoo GUI b 0.5
@ Mormal § Mohile "
@ Height M Mature ;
@ Occlusi .
CEILSIo Particles b
@ Emissior 0
: Skybox 3
@ Detail M,
. Sprit 3
Tiling prites
Offset U1 b
Unlit 3
Secondary K
@ Detail Al Legacy Shaders [
@ Mormal Map 1
Tiling ®*|1 ¥ 1
Offset X |0 Y0
LW Set | uwo ™=

€ 8-1 Unity PJEH (1%
WER ORI A AE Unity NERHERE], HWUEY Atp./unity3d.comy, %7 FME
T 120 Z2VE SR, IRA] DUEE HE B+ AP X B ta ds sk TR E 25 R

PRIZEEDASN, VFERERICIREE IR Cdescil, B, MRYER LT AN E SC IR S 1
tds. AXREZER, BBM 8.2 [/ 7 I EEH 4 on page 8-121,

£ Unity #, %5 H Qi TRE R AR

il s
HACFRCEMIBHRENS, @ H RS Ca. Unity 2UVRUT S YERBIRIAESC R AL #E
TAE, DAMERGRS HiE K@= E s,

Wiy Bt ds
A B s i N R IE, B2l 5 LB A ST, Unity ShaderLab IR
B G RIREE 2, (HENTRETERUKER EERmEE T, RFHZEEEIFRKLE
PR A . B, TGS BT XU R BoE tds R B,

8.1.2 A

THIRE TR T —MEE R TS A BE ads, BE TRE T BoE B i oRER 73 7T
ES
BEZRPILA Cg 45, Unity EHHEMH TH &SR HLSL 155,
Shader "Custom/ctTextured"
Properties
_AmbientColor ("Ambient Color", Color) = (0.2,0.2,0.2,1.0)

_MainTex ("Base (RGB)", 2D) = "white" {}
}
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8 BREIEHA
8.1 HEXEF

SubShader
{

Pass

{
CGPROGRAM
#pragma target 3.0
#pragma glsl
#pragma vertex vert
#pragma fragment frag

#include "UnityCG.cginc"

// User-specified uniforms
uniform float4 _AmbientColor;
uniform sampler2D _MainTex;

struct vertexInput

float4 vertex : POSITION;
float4 texCoord : TEXCOORD®;
s

struct vertexOutput

float4 pos : SV_POSITION;
float4 tex : TEXCOORD®;
s

// Vertex shader.
vertexOutput vert(vertexInput input)

vertexOutput output;
output.tex = input.texCoord;

output.pos = mul(UNITY_MATRIX_MVP, input.vertex);
return output;

}

// Fragment shader.
float4 frag(vertexOutput input) : COLOR

float4 texColor = tex2D(_MainTex, float2(input.tex));
return _AmbientColor + texColor;

}

ENDCG
X

}
Fallback "Diffuse"

BN KRBT shader, BIGHOIRIEN HBE2/EF . SIRKEMBN, BEATE X ThREH
BRE aRHRA, RGP RYE tas TR e NS B SCE a2kl 7,

Properties{} Bt 7 fEAALAS 1 A] LAY dn B8,  DARIRAT DA TR H SR,

Unity RN E eSS —RY 75 @, Unity ERIEHN, R ERE#HNE G,
FIERERE R R BIBTHSE D raai. FOVARE RS ARE e, XAEa] DI
G GBI ERIT, HREIRRES, Ry GPU M APL (EfEARWTR R, Blan, #RATLA
Mali Midgard GPU N HIRGS T H tads, MIMAIM OpenGL ES 3.0 fUE#HE, 556, wILA
FE B T Cdsrhgn 52 UR ER RIG AL AR EE L5 OpenGL ES 2.0 K B ARAMRAHI T+,
AL pass AT HYARTER IR, Haasn] UUE—DaE 21 pass, 1Ra] DAIEIHREFF
FfERZA pass, REBAFERL

4R Unity TIAAERERS IERTE S LSS IRTE thas EAARIREl Fa @, WeRERES — 1M
Fallback IHA)EE XHIE ds. TEMORGIT, HEdh “BRHN NEEOR.

Cg F2F i BX1E CGPROGRAM Fll ENDCG Z A4S

8.1.3 MR
8IS #prama A HSRIGIBIIFIE L, HIFTECAHERFHRIENE QIR
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8 ERIEIGHEA
8.1 HEXECH
BAMRERRS VAR DEE— M TRIFETRA T BRE OZRINTES: #pragma vertex name,
#pragma fragment name,
EINEMT, Unity & GARHRIFENE OIER 2.0, #pragma target ARIGEE BAsA,
REMMBTEEKR, FEE T EIXFER IR

Shader error in 'Custom/MyShader': Arithmetic instruction limit of 64 exceeded; 83
arithmetic instructions needed to compile program;

R HPUX G, VRIS #pragma target 3.0 18H), K& OEHER 2.0 H N E QIR
3.0, HaaERl 3.0 #H E e IR,

MR 2N MR B aHER R BE G, FRERFEINYIHIR:

Shader error in 'Custom/MyShader': Too many interpolators used (maybe you want
#pragma glsl?) at line 75.

AR BUX RGN, GG IETE R #pragma glsl, ZIE2 P44 Cg 8 HLSL U #E ik
GLSL,

#pragma only_renderers 8%

Unityﬁ%%ﬁl‘iﬁgéyé, Ul gles, gles3. opengl, d3d1l, d3d1l_9x. xbox360. ps3
flash, BRINEWLR, BEEEAENA LIAYE L9E, FRIEIREER #pragma only_renderers f&
LHAMRHIILE T, %62 EIRATERA API HME Z AR A K,

WRAR ARS8 N bR, WIS i dmIEfRHN gles M gles3, VRIEVAHENIN Unity 4
LRESEFIAY opengl F d3d11 JE4LES:

#tpragma only renderers gles gles3 [opengl, d3d11]

8.1.4 include g4
A DUFEE g in Include SUHFDAFI A Unity € RIS A4 B BREL

YRE] PAFE C:\Program Files \Unity\Editor\Data\CGIncludes F#RZEIF] MY include EH], )
4, #£ include 4] unityCG.cginc H, RATIREFE TN T 2 hriEE 205 B R &R 22,
HEMHEN, BEE P EH include,

A% Unity NEZEAHTEESE. BT include S2ff unityshadervariables.cginc

h, IRARER R ETEE @D, F Unity 2 HIPITIHRIE, 2 0F I HEFERT
HER]EREH T E O, YT R EIRNE, DUBRES TIE, flan, e85 B0 rEREEE
HEARET, BARERLAVE, RNSEESI NSRS CELEETE include RSB B,

HfEeEtteE, ANEIESIE CPU R TIE I REERGIEE GPU, MIAMENURE tashxi &5
W TR, BN, JEFMS R RRRBEMRIXAME . XHE N2 Unity AEEHE—
LNES L RNESEMRNREE, NRER T —~EEEN Unity HEaNE(E:

% 8-1 HER Unity HEIHNEE

MNES— R B
UNITY_MATRIX_V U BT[] B
UNITY_MATRIX P M AR
Object2World 2 AR R
_World2Object 2 AT TH SRR I 0 R R

UNITY MATRIX VP

SRR * Rk

UNITY_MATRIX MV

SRR * LR

UNITY MATRIX MVP

SRR * AL BN

100140_0401_00_zh
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8 BRIFEER
8.1 HEXECH

# 8-1 HEM Unity H@MEIE (8)

MBS %R i
UNITY_MATRIX_IT_MV | 4§l * 08 P R 4 1 5 R
_WorldSpaceCameraPos | tH BLARFRZS [RIAY B S B

_ProjectionParams YE R a1 o B A S i A i PAK, 1/farPlane
_Time R Y AT AN 2B (6/200 t. %2 A t*3)

8.1.5 OpenGL ES 3.0 BBk
HITE g TURUE E3e A BUE B FE R UK R I AL E o

TEIE/RT OpenGL ES 3.0 ElJE/K&imfEN R ER, OpenGL ES 3.0 2k AN ETEHEZ R E
KEEH, £ OpenGL 3.3 BUE SRt _EATAE TSR,

Transform
:--} Feedback
i
i
- Vertex ! Primitive ]
m . Assembly - Rasterizer - ---.:
1
1

Per-fragment
operations

Pl 8-2 OpenGL ES 3.0 nl%if 6

EyT
FEETTHEL, FUKSABE TR, W, LU ERR T U ED T BisfT,
Wiyt ds
TEN—NMERRIATGRIE TS, T Ay ORI BR TR i, TG tds R A B T
AR B 5,
Sy
FEETTRACHARE], TR LA ETTh, PR E TR B ) SR8 X IO A 2
LR B
JeHiE

EOA AN AR B B TR R (s BRI B, IR O IE(E, YeiMid R, BT
RO —H R B, IXER B RAR B/ B ik,

A8 R 5t
TR RRENS K TG 5 A S A TG s i s b X, AR AR ETNE
tds. Unity A= ToRIERHE, B2 EEERTENTIAAINL,

Bt s
Fr BUE tasR RE G2 77 TRE A BRBAOE R — B B Hodt A Tis 5
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8 BREIEHA
8.1 HEXEF

B B
FEIR F B, ] DMERD B b 2 B EINA: BERFrA B, 3y
X, BRI AR G0, NI, fERA BB, R BOR i i A Bt
. BAREUREER S AR AR A MR i X

8.1.6 Tt g
TR g m BB T LAHARR N R RIBIT— IR, TR s B RN R BB AR 28 E B
T 3D fr BREH N R 8 2D AL, FHIHE Z P IX AR (E,
BRI A GBSO, B3R 8.1.2 FE45%5/ on page 8-110,
GNSRAE U], et ay ] DU H A S N B, WHIR TR G G ARIREIE, BHE/HERT
HIEE15
Shader error in 'Custom/ctTextured': '' : function does not return a value: vert at
line 36
TELLRI, RS W TR SRR SR AAR (0B B BT b, TS AR
TR Unity N B E SR R R AR FE UNITY_MATRIX_MVP M JE) 82 (Rl 5 #5823 () :
output.pos = mul(UNITY_MATRIX_MVP, input.vertex);
SRR ENZBILIE S BE tds, ([HERXIFAERE ENIREER,
TRERE DLEA 77 MO RS [ B i 22 ), N CRIECE AT AN S HETAR I, TR =1
TORiEL, T AR AE R R ME R FE B, 5 SN e B e, IS (E IR B A B e A+
(IR o a3 R g 2 T SRR B () 0 B S P B Wor1d20bject Unity FHRE, ‘B2 4x4 JEBE, [t
TrnziiEt 3 o EANIELE M AR RAE 4 D&,
float4 normalWorld = mul(float4(input.normal, ©.0), _World20bject);
MRS &N, TRERIMBAE NS &, X0 T7E 55 VYN E 23 A R A AL R O B gl
AR TR S, BV B — DAL,
SR FARbR R CR ALk, AT DABKIE IR E it XK B T RE ds i TIE R, WIERXS
RIS ATRED Unity WEA QIETAR, NWHERHIER, FOYMIERLT, EEfEmEsR
LN AR
REBETRERE R BRE ds h A, (ERIRIA] DIET RS Cas AL E— S5 800R), TV B
EIAR oy BRG], 2 — TR A RIEOR,  BEA5LEIRGE SN Z 10 TE MAs AT, MY
IR, FIANEt A SO FE A S NS ], A ZAE TR G RBU 808, iRzl
BHGE, (RAARIIRIETES #pragna target 3.0, FDW BN T& CAEA 3.0 1, RIEE
AR 3.0, E/DITEII A QISR 4 DNEOEETT, WERIRsRT g ZREH OpenGL &
@y, I #pragma glsl #59, WMRAFARAHMIES, MAERNTIREE BT R
fE:
Shader error in 'Custom/ctTextured': function "tex2D" not supported in this profile
(maybe you want #pragma glsl?) at line 57
TEWUSE tderh, PRIERTAER “IREENE" SR TSR E, VRATR SRR B R T R AR bR
(976 (0 25 HH I )22 2 VI AT R, AR B2 B2 55 — R TR ta ds rh SEIRYZRE,  Unity &
FMEECR, K5 NV A O A s A To s i3

8.1.7 TS g i A
Ti R 0 2 B AP L AR B S5 A E o TEMRBIRYSm AZE AT rh, RGBT T U P AL BRI S
FEARBR,
IRA] DAEE A TR ATE SOE CE 2 B MERIE RN, G105 — SRR, WAL, Bt
Y1k,
struct vertexInput
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8 EREEAR
8.1 HEXEC#
float4 vertex : POSITION;
float4 tangent : TANGENT;
float3 normal : NORMAL;
float4 texcoord : TEXCOORD®;

float4 texcoordl : TEXCOORD1;
fixed4 color : COLOR;

1
B SO A g N B BRI A AT B, REEE XS BIERANGER. RBAUNTEE Bdsi B 2 [H
RN AL BRI EIE X,

WERIREE 7 ARIERAIE X, 41 float3 tangent2 : TANGENTIAL, NI IR RAIIZEAUAGEEIR

Shader error in 'Custom/ctTextured': unknown semantics "TANGENTIAL" specified for
"tangent2" at line 32

N T REERE, IBXTERISE T ER M AT ES . Unity 18 — LS00 M AS5H,
ERTHRE AN ASEHSE: appdata_base. appdata_tan fll appdata_full, UnityCG.cginc
inlcude SCHXIXEELERHEAT T HH, AR T A NGRS appdata_full AR, FEIXFHEH
T, PRIEFHARLEN, HFEAH include X,

8.1.8 Wi gt &

W (g A E LA S TR AR PR R 5 A rhoE Lo FE RAIRGIAR, i Es A fa]
B, R IRA] DA AN H AR

FHMRIEAIH 732 Unity SCRIAVIE X
struct vertexOutput

float4 pos : SV_POSITION;

floatd4 tex : TEXCOORD®;

float4 texSpecular : TEXCOORD1;

float3 vertexInWorld : TEXCOORD2;

float3 viewDirInWorld : TEXCOORD3;

float3 normalInWorld : TEXCOORD4;

float3 vertexToLightInWorld : TEXCOORDS;

float4 vertexInScreenCoords : TEXCOORD6;

float4 shadowsVertexInScreenCoords : TEXCOORD7;

¥
LTI AR BRE FIE X sv_PoSITION T/ Yo WIS, 2N A & DA AEAN R 23 8 iE FTE X
TEXCOORDNn HAEAR B %18 2 By G L avo

WG, Texcoorve (REAMITF UV, i Texcoorot (R EAAIF XM UV, (HRMIE ER,
YRA] DAFE TEXCOORD® £ TEXCOORD7 HHTE NMEARINZ, (RiBss BEE tasfiif, WIER, TN
Has (AMEEMEX) HAEHRE 4 MER. FERIVAZR (ERE) MAZ MEESH, XE
WA, WIRIRRKHEIBAIRENEE XA & floatdxs myMatrix : TEXCOORD2, Unity H{H]
TEXCOORD2 % TEXCOORDS FYFHi{H %

BIANEILT, Unity 206 WIS Cas A F| Fr BUE asiIpTE A TE MM R, X T isid T
Movie vz fl v B =PRI NMER, T TRE G il A Bog tds Z RV k&
FEHMERR P B O AR AL, A2 R A3 TR R AR, DA NI AR PRIV ZR IS,
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8 BRIFEER
8.1 HEXECH

Vi(x1,¥1,21)

X = ).1x1 + AzXz + Ag.X'g
Y= My1+4Y2+ A3y3
zZ = }.121 +AzZz + 3.323

11+Az+ﬂ.3=1

Va(x2,¥2,27) V3(x3,¥3,23)

Pl 8-3 {fifH F L ARFRIEATERPE P
TEER T HEATUSBELL A, SO OSHN=/APE GmES R,

K 8-4 RPN

FAIF TR ELE I TR (s fG I8 2 Bos tds T A 2R &, IX2 —FOhREIER R TR,
EovERCE L EERR. B, aRIRE — P, FF BARZRE O S0 C B
B, ERTD C RABPREIEETUNE s, RTINS C ZRFITER, REHZeE
BB BE s, EEERESINEEE N =ATENE MRS,

AT DLRAEPRS, TELACAT DA PR TSI (E B (B SRR S5, s
B, T B (B R (0 DIE T8 Co BT 0, RRERS IR R B ERE, D50
L5 L BB TN H N T A B8 (L BB T B 4.

(RIS R, SRR AT A L, BOBPERERIP (A SRR R S A X
T, BRE, TR UL B R I S . (AR, Tk
— 1 R

8.1.9 hrBet tads

FrBoE (a2 BT ML S I TR B

T ETEENGRIE RO, LR BL. RAOURHNS MR R BIMTHEBE G
wflid, HTHBRIEEZ TR, FIROIERER BA aiRh TR &,
FERBE tas T, VRBR T AT DASREXE LS R R BeAbbndt, 1R r] DR TR G de S EIRY
BN i E AT (EL
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8 BREIEHA
8.1 HEXEF

1t 8.1.2 ZF 275444 on page 8-110 HHE CIRGIF, FrBoE G EINCR B TR G ds i N
SOHAADR, HHUTSORE R DREAE X AR PR BT (., BRI RIS B B S FFE—E, M
Mr= AR e, 8B BG83 floatd frag(vertexOutput input) : COLOR, 1R
AR AT DU P B, VR AT DATE Fr B s TR,  DUREIFAROR . R B2 RE
WL B B

8.1.10 I e as e AR
{EfAI{E Pass AR By St — 2 B RVEER L Al I T T0URE tas il fr BOE (s
HT o — R RBIIEEE ey T TBL, HFtn] DRgG— R B —fh e T &,
fRA] LAOE PU R 5 A s fe itk — 2 &

- f# 3 Properties .,
- A ARG

Properties HREMELERTERARA AR B 77 e X G — &, (BT Properties B EE R AR
s MM RS, I HSEELERAR.

THIMRIEE R T 5T ctsphereMat HHIEHE 1A 7] Properties HL:
Properties

_AmbientColor ("Ambient Color", Color) = (0.2,0.2,0.2,1.9)
_MainTex ("Base (RGB)", 2D) = "white" {}

1F Properties HLHERARYZHF N Ambient Color il Base (RGB) HJZEE AmbientColor F
_MainTex 735l HHIRAE T A IX LE 44 PRI R P .o

TR T S E R

& Inspector | =
&5 ctSphereMat Q@
S5 chader | Custom/etTextured v || Edit... |

Ambient Color

Base (RGRB)
Tiling Offset
= [1 (4]
y 1 0

F 8-5 Mk dsrhifE Pk

PRI T B AT R BN, (A Properties HUREUIEL A IR NG H, KAVRKAT AL
IBATIN DA 577 N B I B E R

PRA] PR AR B AT N Properties Perpr:

- R

. f;}rjﬁéo

- g 2D,

- MLTTURIGE,

- KI5,

- AR,

WMRTEFRE AT AR SR, SCEREEREN F AL EEHE, W Properties AR —HFIHEHR
A BB TT 5,

A1 L a L BAR Y 59— R 75 TR AR R A i A
MR T 2R R S BRI B (s iy T TR, RIS T i BT TA:
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8 BREIEHA
8.1 HEXEF

2% 8-2 KB BRfL B B 5 R T4

Jiik

SetColor (propertyName: string, color: Color);

SetFloat (propertyName: string, value: float);

SetInt (propertyName: string, value: int);

SetMatrix (propertyName: string, matrix: Matrix4x4);

SetVector (propertyName: string, vector: Vector4);

SetTexture (propertyName: string, texture: Texture);

16 FHMRASH, EESKIEREY R, WSk shweam 2TERAR ENG S FHRLERIEE ST
IS,

X T BRSO E AR, A AT R 77 R I, FARC B Sk e R R
(shwCam.projectionMatrix). TR 2 J ER L R B (shwCam. transform.worldToLocalMatrix) Al
TERIFHEZSGE (m_ShadowsTexture) FHEBE R ETCES,

XEEREEASRTHERN S — TR, HAHHN _shwcamProjMat, _ShwCamviewMat I

m_ShadowsTexture,
TS TR T UEMED) shwMats IR LS BURAERF RIS X 25 s,
// Called before object is rendered.
public void OnWillRenderObject()
{
// Perform different checks.

(._'r"éateShadowsTextur‘e( )
// Set up shadows camera shwCam.

// Pass matrices to the shader
for(int i = @; i < shwMats.Count; i++)

shwMats[i].SetMatrix("_ShwCamProjMat", shwCam.projectionMatrix);
shwMats[i].SetMatrix("_ShwCamViewMat", shwCam.transform.worldToLocalMatrix);

// Render shadows texture

shwCam.Render();

for(int i = @; i < shwMats.Count; i++)
shwMats[i].SetTexture( "_ShadowsTex", m_ShadowsTexture );

s_RenderingShadows = false;

8.1.11 VA Unity "4 @8

£ Unity o, JCiEDMEPEES AR5 R E ds. B2, RAT AR A BE Cuds B9 T
IKMEIE R, 5, IR AR E G,

TEERTNHT 8.2 [/ #5777 IR E LB 41 on page 8-121 Hsthiti s S IR & (g
ctReflLocalCubemap.shader FA A EH R
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i 8-6 A RRATIIHLR S
TERFIFBRAE G, i C Oy 3 — LA & BB IR R A &
return float4(normalize(localCorrReflDirWS), 1.0);
T NF ORISR (TR ER) SUEEL.

HIAR AL B X IR R R N R B A IRGR A X &, W2, eRE s EHEm X Bhym. o6
DX oK o T S EE ) S

Bt DXIRFOR A Z i A (RIR B A MR RS RN B,
FEROXES, mETEEER -Z, BEHORGENAEET R, FRNEDBEEEN 0
NEETR TR F B R HON T — (L B R R B LE S S Tl B R 45 2R -

K 8-7 fiH RIS (uds

EAIFREROETE AN T S AR S L, RREZRALT TR rg, fli, fRAEEEE
IH— LRI R AR Y 7 &

float3 normLocalCorrReflDirWS = normalize(localCorrReflDirWS);
return float4(®, normLocalCorrReflDirWS.y, 0, 1);
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FERXMIGEILT, i A EERE L BT RIR S, b2 Y, BEdiEr Y fhrvasor. b
[FIGEEER SRR E X, Z 1 -Z 7518, FRDVENTPARGTES,

TEER 7R S BRI E s

Pl 8-8 fiH i — R IIAR ta s

w2 B CEIAIBE R ST 0 f0 1 2 H), BOVArAEHMEC BaEE. Araidasiseh
0, MAFAEKT 1HHESHEERN 1,
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8.2 {55 FH JRVR S LT R I 1 S B e S
W FERNLE LIERRST, HETRE 7RG R & 82 RA R,
Unity 5 H15E @ iRA KB T R0z 77 PRI I S 5 SRR S SRS . VR AT DUKE AT 15 H 2R A Y
RETEHE, GNSTINTEIRIY B E X s HTE R R
ZIR**‘B%’FE S AN FER
8.2.1 RATLH 77449783 on page 8-121.

< 8.2.2 1EH BB T IR A K L Y/ 9 on page 8-123.

© 8.2.3 HEHFLH on page 8-125.

© 8.2.4 WE AN /E on page 8-127.

© 8.2.5 YT BT on page 8-131.

© 8.2.6 T [EGH5 Z5MIAR A7 77 RIS T CA5 on page 8-134.

8.2.1 S SEBRTS TR I 83
BT RN R — B XIS IR ER NIRRT 75.

RRICH PRI REZERIEU . I IEREN R BRI SFEOEHRN, EREASEERER
SIS SRR B IR T

TEER 7BRIR BRI

Object |
vertex

Pl 8-9 R LR BEmE
NEER TR BRI DR T 72

The spherical surface is
mapped into 2D:

u = +

S‘w:: 3"?
N = N

-

<
Il

m=2-JR§ + R} + (R, +1)2

P 8-10 BRimi —ZENGIE TR
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WEA 2SS, HRERNEHET, REAFBSEREN S HBIRR, 1999 4, S 137
TR B SREFIDERZE S M. LT RMG EI R T ERFZ BRI R R B, LA AR DUR I3

SR L
FEER T RIS

Unfolded cube

A

t..

3
A\
f,
+X
3

E 8-11 JBIFHIL 5k

N7 VRIS S FR S 7 AR A 7S AN E S TR . SRS S SN 77 IR AN A7 7S NME T T
o, sURITN A SERR NN X, AR NN AR BRI 6 TR E L BTE Y7 =, DA
BRAZTT AN, BT IRRIE LA 90 EERAEAK RN, IREGRHERRAE. RIS ER

REFL PG E T, ZEARTIANKE,
TEER TR

Cubemap

Reflective surface

B 8-12 JE R4

AT ARG BRI SS, TR SRR R R HFIZ KB MZTT AN E _cubemap HHEREX
WK, TR HEEE R E L texCUBE():

float4 color = texCUBE(_Cubemap, R);
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TELR N FIMIER R & D AT G Brdn Bt B i BUE (A aR, 7 BUE e ML 7 PRI [ R ER S
fh:

float3 R = reflect(D, N);
float4 color = texCUBE(_Cubemap, R);

75 TR A RE LT PRI S B B B A A PR FR IE R R A S IR B R T I A T
FEIMER,  BIANEE AN R RS ROR

NEER TANERE S

e T
Pl 8-13 AR R

QRAE R ERERE AR A 1, WIS RIEMI RS, REANERNRERET, ERER
float4 color = texCUBE(_Cubemap, R); H, & B S5REIUMLEMYE, Hlan, WERIRME—MA
BB RN, R EIRTEESN AR B ZERN RS RETRREGBEMER, HHZERIE
;S ﬁ?}éﬁfﬁ{&glﬁlﬁﬁ%% XREAMER BRI TR EZ N, EEENHES O BTN
SN E,

8.2.2 A58 P R B8 S 7 R P A kB 2 5
BEIR IR T T S8 RAERE P Hh 5 J B LA S5 20 DATH R

IR T %2 1E Randima Fernando (M H%R) BEW (GPU f5F¢: L ETEHRFET %, 187
A1) AT T .

TEER TR B BB T R B IE
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Bounding sphere

Cubemap

Reflective V
surface

Pl 8-14 fs IR EERIEATRIFRIZ IE

FLEERR R RE R7 RN 7 s AR, EAME A R & R MALTT R R ARE SO, T2 A
WMIRER o NERWHTIRE, RTEELERNAER R T EMNRERA v & RIS A Bk A
HEMEAZ R P MAERGZTT R B SZ 7T AR EIHUG ¢ B R e, BIE—TDMHIRER . A5
{5 FH M R B ST 77 PRI B AR B SO

float3 R = reflect(D, N);

Find 1ntersect1on oth

Find vector R’ =
float4 col = teXCUBE( Cubemap, R’ );

TR BRI AN RR I~ AR RS R, B2 i SO R RSP R RAE, HT5TER
H—RAET, AT HESUREBRRIME GREEFR ZM ot ki, HdRRE 7,

2010 4, —f R ANRIEIRIR BRI T — DHEGIIMRRTTR, WIRMA: Attp.)
www.gamedev.net, WITEERGEAEF Z AT EEBRIK, MR THORTT IR~ ANAENE
N, AXEZER, WEBM: htp;/www.gamedev.net/topic/568829-box-projected-
cubemap-environment-mapping/?&p=4637262,

TEER TR EE R TREELE:

Cubemap

Bounding volume

N P\’,;,

Pl 8-15 sl I A Pl &3 A 7 SRR A A

Sebastien Lagarde T 2012 4 &A% i — WUk /E Ak RS FIX R 777%, A 2277 (KNG EF—
FREIEDEL T8 277 RN BRI E RIS EAE GPU LERGRS, MM T 58 &2 PR 5
RYIHER, ESH hitp./seblagarde.wordpress.com
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2% 8-3 JCRRARIERSL YT RN P Z IR 22 5

TERRNLTT R JR LT A
FEMATEI, REZEEHSE | - AARARPEIEAEE,
AN, - TR B R,
ST ARG N B AN © JREENT T PRI P B ERE AR ST T (R P B R R A 2 IR S
LTRGBS ERRTCIRAY, e its ARG IESRO i DA RS, A RERE HOE
R BRI

NEEIR 7 R BRI B A R S S 37

4 8-16 IEMST

8.23 Haaygcn
AR AR5 JRy B AL 75 A [ SIS S 3

WREORITE =R, REMENNERERESE R BE s
W B
WLESTT Al
%2k,

IXEAE AT T AR A,
TN TR T % AR R B0 77 ARG [ SRR S, BIE AT Unity,
vertexOutput vert(vertexInput input)

vertexOutput output;

output.tex = input.texcoord;

// Transform vertex coordinates from local to world.

float4 vertexWorld = mul(_Object2World, input.vertex);

// Transform normal to world coordinates.

float4 normalWorld = mul(float4(input.normal,®.0), _World20bject);
// Final vertex output position. output.pos = mul(UNITY_MATRIX_MVP, input.vertex);
Jf ======s=s== Local correction ------------

output.vertexInWorld = vertexWorld.xyz;

output.viewDirInWorld = vertexWorld.xyz - _WorldSpaceCameraPos;
output.normalInWorld = normalWorld.xyz;

return output;
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AR EIRES R DA S R B Fr BUR tde it R IR Y R BRE IR S R B R
B RERLT R E PR AU, 25, VRRFSS & SO S SR AE Rl tH

float4 frag(vertexOutput input) : COLOR
{

float4 reflColor = float4(1, 1, 0, 0);

// Find reflected vector in WS.

float3 viewDirWS = normalize(input.viewDirInWorld);

float3 normalWS = normalize(input.normalInWorld);

float3 reflDirWS = reflect(viewDirWS, normalWsS);

// Working in World Coordinate System.

float3 localPosWS = input.vertexInWorld;

float3 intersectMaxPointPlanes = (_BBoxMax - localPosWS) / reflDirWS;
float3 intersectMinPointPlanes = (_BBoxMin - localPosWS) / reflDirWS;
// Looking only for intersections in the forward direction of the ray.
float3 largestParams = max(intersectMaxPointPlanes, intersectMinPointPlanes);
// Smallest value of the ray parameters gives us the intersection.
float distToIntersect = min(min(largestParams.x, largestParams.y), largestParams.z);
// Find the position of the intersection point.

float3 intersectPositionWS = localPosWS + reflDirWS * distToIntersect;
// Get local corrected reflection vector.

Float3 localCorrReflDirWS = intersectPositionWS - _EnviCubeMapPos;

// Lookup the environment reflection texture with the right vector.
reflColor = texCUBE(_Cube, localCorrReflDirWsS);

// Lookup the texture color.

float4 texColor = tex2D(_MainTex, float2(input.tex));

return _AmbientColor + texColor * _ReflAmount * reflColor;

TERTIR Fr BeE B8 ISH, B _BBoxMax F1 _BBoxMin 2 ELEIAR IR A SR/, &
_EnviCubeMapPos /23277 AR QI AL E, 5@ NHIAR X EEEIBEE s

[ExecuteInEditMode]
public class InfoToReflMaterial : MonoBehaviour

// The proxy volume used for local reflection calculations.
public GameObject boundingBox;

void Start()
{

Vector3 bboxLenght
Vector3 centerBBox

boundingBox.transform.localScale;
boundingBox.transform.position;

// Min and max BBox points in world coordinates
Vector3 BMin = centerBBox - bboxLenght/2;
Vector3 BMax = centerBBox + bboxLenght/2;

// Pass the values to the material.
gameObject.renderer.sharedMaterial.SetVector("_BBoxMin", BMin);
gameObject.renderer.sharedMaterial.SetVector("_BBoxMax", BMax);
gameObject.renderer.sharedMaterial.SetVector("_EnviCubeMapPos", centerBBox);

¥ _AmbientColor. _ReflAmount. FLHHDA /7 ANSESOREGRIERE G, ENEE
G
Shader "Custom/ctReflLocalCubemap"
! Properties
_MainTex ("Base (RGB)", 2D) = "white" { }
_Cube("Reflection Map", Cube) = "" {}

_AmbientColor("Ambient Color", Color) = (1, 1, 1, 1)
_ReflAmount("Reflection Amount", Float) = 0.5

}
SubShader
{
Pass
{
CGPROGRAM

#pragma glsl

#pragma vertex vert
#pragma fragment frag
#include "UnityCG.cginc"

// User-specified uniforms
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uniform sampler2D _MainTex;

uniform samplerCUBE _Cube;

uniform float4 _AmbientColor;

uniform float _ReflAmount;

uniform float _TogglelLocalCorrection;

// ----Passed from script InfoRoReflmaterial.cs --------

uniform float3 _BBoxMin;
uniform float3 _BBoxMax;
uniform float3 _EnviCubeMapPos;

struct vertexInput

float4 vertex : POSITION;
float3 normal : NORMAL;
float4 texcoord : TEXCOORD®;

5
struct vertexOutput

float4 pos : SV_POSITION;

float4 tex : TEXCOORD®;

float3 vertexInWorld : TEXCOORD1;

float3 viewDirInWorld : TEXCOORD2;

float3 normalInWorld : TEXCOORD3;
s

Vertex shader {1}
Fragment shader {}

ENDCG
}

X
}

8 BREIEHA
8.2 (/1 7 I LB R

HRAUBRHRZ RN RELERSY, ZSHHRETR IR BRI, B R

S5 BMMHEREIENHE, B20 8.2.5 412465 &1 7% on page 8-131,

8.2.4 SUR/ RV LN ]

{58 P JR B 75 AR Pl S B S S ) HE A — T Sl S 77 RIS RO S, Al e, BT A

AR, MAREBITI AR, IXAEERENS X 3277 A [ B AL DS IR SE B — R

CubeMapGen J& AMD JE LRI TR 3275 PRI B AL i8R T B, #RAT A AMD J1%2 A 52 W

F9kE CubeMapGen, KHEN: Atip:/developer.amd.coms,

AHZH Unity HRYSZTT ARG E E B S S CubeMapGen, RAHERMERTE 5K 277 PRI ]

%, AXREGEETRNIENRE, B2 8.2.6 T L4 A7 7 I E 5 ¢

on page 8-134, I THAMNRENS OIE LT RS E, 1 ELIE AT ze B B R OR A7 4 5K A7 75 1A ]

B,
TRIDITCRE I THRIIIATLAE Asset HXHY Editor SXIFFA,
Qrqep{sE L5 ORI 1 g e T AL

. BN ARG A,

o TR R” SRR BT AR R E TR

- RS AN E R BSLTE R AR

- NSRRI ST ARG E R S I8, TEIE AR B KA

NESEIR 17T A E I TR LA

B W N~
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Bake CubeMap [E]
Set the position to render from and the cubemap to bake.

Script [ BakeStaticCubemap @
Render Paosition A BBox (Transform) o
Cubemap i ctlocalReflCubemap @
Camera Depth 24

Camera Layer Mask | Ewerything

A, ————————————————
Camera Near Plane 0.1

Camera Far Plane 2500

Camera Use Occlusion [

Cubemap Filter Mode | Trilinear

Anti Aliasing 4

Create Individual Images [_]

[ Bake! ]

Kl 8-17 ki CubeMap T.H YL
PRA] LM CubeMapGen A7 75 (R 1] s i 4 5k B 15

MIEFNL TS PRI T2 AR AR R T, RIEIE NINENLT IR R, InEGEfTH &
T,  RTBERENL T PRI A A R 15 IE A

CubeMapGen fEHIEIAY N HSEATH L ANFANIIEIEI, EEIRFRENILISRE, Rt
ISR, A IR, ISR ATRE AL SR B B,  BABURT LT ARG E BTN,
Hﬂ??ﬁﬁiﬁ‘i?ﬁﬁﬁ, BIHAE N EFNL B8 B, TERSLTT ARG E PRIV IRSZ I B, AnERIE RS R
AFEREIBAR,  YRAT DAEEBT RS 75 (R B 2 S 8

?&'ﬁﬁ?ﬁ”ﬂﬁﬁhiﬁﬁiﬂﬁ EE %S A CubeMapGen:

1. JEFREIENE, FEN2 75 (R B IR AR B

2. gz CubeMapGen T H, HH&ME NRIT/RXRIMEL 75 ARSE B,

3. B ARG E R AE D BEAS dds B R X EG . IR EIN A VY, X A] ALEVRTE
{6 PO e B8 TR 3G I B s 77 ARG 1,

4. MRAEFTREN S RNGE B I JERR, BRI RME N L.

5. BT URIG E ERAF AT R

FRE/R T CubeMapGen 1 Unity 3777 (RIS EI 2R EHEEL AN 56 R o
7 8-4 CubeMapGen I Unity 275 PR EIR IHE B0 IR RS F

AMD CubeMapGen | Unity
X+ -X

X- +X

Y+ +Y

Y- -Y

7+ +Z

Z- -Z

TEER T INE KL TT ARG E IS5 H) CubeMapGen:
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Elll CubeMapGen: CubeMap Filtering and MipChain Generator E@

Input CubeMap (512x512): Format ABREGBBE
Thread 0: Ready

1000

Fd 8-18 CubeMapGen
TEER 7 AEN H @ik ARG AR5/ CubeMapGen:
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Output CubeMap (512x512): Format X8REGBBS
Thread 0: Ready

1e+0;

1.000

hod | Pull Hermite

1.0000

.00

Kl 8-19 CubeMapGen {#/R7E IR
TRER T 5 =R a4 &6 H DURRIFE ARBCR YIS T8 88 S 480
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% 8-5 CubeMapGen HHI TR 5™ LM BRI SR

g B &
Hom P
A EE |8
Mip I iE A | 5
Mip jt i f i HEf | 2.0
e Tk
BgeEE |4

NEER I A R RRCR AL T A B A R S

8-20 VPRI 5T
TEVCE T A CubeMapGen TLEX Unity 3275 (RN M I 58 TR R,

Generate the Import individual images Apply filtering in
cubemap and save i) b e CubeMapGen and save

images separately each image separately

I Create an empty cubemap

I # in Unity and fill in each

Use the filtered cubemap as
any other cubemap in your

image with the images from
CubeMapGen game

Bl 8-21 777l I8 T e
8.2.5 kG MR HETE
ARTINEGER S BHZE L,
TR R T SE&TRNEE:
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y =x/1 x=5

I 8-22 HEJFEE
HEJiTE

y =mx +b

2RI EIE AN

r =0+ t*D

Hrr:

o REFHA

p FERTT IR &

t (R&ESHL

TEER TN 5T R R

F 8-23 fEE &
ALEI /N e A FIERK R B 8 S TF L & AaBB,
AABB JE ML T —H 5 AFRHIFATIVE L, AT NI REE SR EE:
X=MA;y=~A;2z=AXx=8B; y=By; z=8,;
AERBIGE S Hh— R EAAMEE R, RFEEXWND TS, fila:
Oy + t,*Dy = Ay
TRAT AR 7T R 5
tax = (Ax - Ox) / Dy
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DAAHTRN 75 205K X M R BT R AT REARE 75 7%

e
Y = (Ay - 0%/ D3
BECRE
£ By - 0% /D3

TR
ta= EA—O;/D
tg=(B-0)/D

XA EZS P (HAZ5RREE SO HRIAE, B2 ETERIEAS R T4 b
TE 2D RER TS SRR

Pl 8-24 GHERTT GHZ —HEFIA
FZREIMN 2 S SRR, RS« PRRIMERIIA RN ERIAEAE S,
tnin = (tax> tAy) ? tays tAy
IRFRLERASE « PRUNIERIFIA R AT E _ERRHR A,
tmin = (tax> tAy) ? tax: tay
WISRARAAFEUTATAE AL R, A IE I L,
TEER TR RS S &
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Y A
tBY tAX B
Ye 1
tAY
YA T
A th
1 | .
| | v
XA Xg X

Pl 8-25 SHERTT EAMFIERIZE

QUIRIRERIE S S T E 4 BBox BHI, RISTHERAIKRIEALT BBox H, MIGAFAEM N5 IZEHZE
RIMHZE A, BACBEEARIB O A th = ik

TEER T BBox HUSERS EAHSE A

\’ A

Y T

YA T
1 | .
1 | Ll
XA Xp X

Kl 8-26 &%)y AR RN

8.2.6 JH T G e B A AR 2 7 75 S P T DR AR
AR AR QR AT DA AR AS A R 75 (A 1

/*

* This confidential and proprietary software may be used only as

* authorised by a licensing agreement from Arm Limited* (C) COPYRIGHT 2014 Arm Limited* ALL
RIGHTS RESERVED

* The entire notice above must be reproduced on all authorised

* copies and copies may only be made to the extent permitted

* by a licensing agreement from Arm Limited.
*/

using UnityEngine;
using UnityEditor;
using System.IO;

/**
* This script must be placed in the Editor folder.
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* The script renders the scene into a cubemap and optionally
* saves each cubemap image individually.
* The script is available in the Editor mode from the
* Game Object menu as "Bake Cubemap" option.
* Be sure the camera far plane is enough to render the scene.

public class BakeStaticCubemap : ScriptableWizard
{

public Transform renderPosition;
public Cubemap cubemap;

// Camera settings.

public int cameraDepth = 24;

public LayerMask cameralLayerMask = -1;
public Color cameraBackgroundColor;
public float cameraNearPlane = 0.1f;
public float cameraFarPlane = 2500.0f;
public bool cameraUseOcclusion = true;
// Cubemap settings.

public FilterMode cubemapFilterMode = FilterMode.Trilinear;
// Quality settings.

public int antiAliasing = 4;

public bool createIndividualImages = false;

// The folder where individual cubemap images will be saved
static string imageDirectory = "Assets/CubemapImages";
static string[] cubemapImage
= new string[]{"front+z", "right+X", "back-z", "left-X", "top+Y", "bottom-Y"};
static Vector3[] eulerAngles = new Vector3[]{new Vector3(0.0f,0.0f,0.0f),
new Vector3(0.0f,-90.0f,0.0f), new Vector3(0.0f,180.0f,0.0f),
new Vector3(0.0f,90.0f,0.0f), new Vector3(-90.0f,0.0f,0.0f),
new Vector3(90.0f,0.0f,0.0f)};

void OnWizardUpdate()
{

helpString = "Set the position to render from and the cubemap to bake.";
if(renderPosition != null && cubemap != null)

isValid = true;
else
isvValid = false;

}

void OnWizardCreate ()

// Create temporary camera for rendering.
GameObject go = new GameObject( "CubemapCam", typeof(Camera) );
// Camera settings.

go.camera.depth = cameraDepth;
go.camera.backgroundColor = cameraBackgroundColor;
go.camera.cullingMask = cameralLayerMask;
go.camera.nearClipPlane = cameraNearPlane;
go.camera.farClipPlane = cameraFarPlane;
go.camera.useOcclusionCulling = cameraUseOcclusion;
// Cubemap settings

cubemap.filterMode = cubemapFilterMode;

// Set antialiasing

QualitySettings.antiAliasing = antiAliasing;

// Place the camera on the render position.

go.transform.position renderPosition.position;
go.transform.rotation = Quaternion.identity;

// Bake the cubemap
go.camera.RenderToCubemap(cubemap);

// Rendering individual images
if(createIndividualImages)

if (!Directory.Exists(imageDirectory))

Directory.CreateDirectory(imageDirectory);

}

RenderIndividualCubemapImages(go);
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Destroy the camera after rendering.

DestroyImmediate(go);

void RenderIndividualCubemapImages(GameObject go)

go.

.camera.backgroundColor = Color.black;
.camera.clearFlags = CameraClearFlags.Skybox;
.camera.fieldOfView = 90;

.camera.aspect = 1.0f;

transform.rotation = Quaternion.identity;

//Render individual images
for (int camOrientation = ©; camOrientation < eulerAngles.Length ; camOrientation++)

{

}

string imageName = Path.Combine(imageDirectory, cubemap.name + "_"
+ cubemapImage[camOrientation] + ".png");

go.camera.transform.eulerAngles = eulerAngles[camOrientation];

RenderTexture renderTex = new RenderTexture(cubemap.height,
cubemap.height, cameraDepth);

go.camera.targetTexture = renderTex;

go.camera.Render();

RenderTexture.active = renderTex;

Texture2D img = new Texture2D(cubemap.height, cubemap.height,
TextureFormat.RGB24, false);
img.ReadPixels(new Rect(@, @, cubemap.height, cubemap.height), 0, 0);

RenderTexture.active = null;
GameObject.DestroyImmediate(renderTex);

byte[] imgBytes = img.EncodeToPNG();
File.WriteAllBytes(imageName, imgBytes);

AssetDatabase.ImportAsset(imageName, ImportAssetOptions.ForceUpdate);

AssetDatabase.Refresh();

[MenuItem("GameObject/Bake Cubemap")]

static

void RenderCubemap ()

ScriptableWizard.DisplayWizard("Bake CubeMap", typeof(BakeStaticCubemap),"Bake!");
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8 HRIEIHA

8.3 #5451
8.3 Ha M

AT HEE AT,

AHS S AT TH5:

© 8.3.1 KT HE /K5 on page 8-137.

© 8.3.2 B RATE EasHIEH on page 8-139.

© 8.3.3 BB SEHT KT on page 8-141.
8.31 KTHERY

BT R BRAL 5 PRI I S 56 7 125 ] DAGE AT 2SR R 75 RS B R e e m 2 s . B2,
FNGIRENER), HSRELTAMEEARARR, 2 EEIEAIE RN,

TRA] DORF RS S S AL I S STARA S, AT R ER L [A]E,
TEER T SIS LA RS A

Reflections from Planar Reflections from

Static Geometry Dynamic Geometry

Use Local Cubemap Use Mirrored Camera
technique technique

All Reflections

Combine both types
of reflections

Pl 8-27 HASMIANAS IR R ST
QUSRS R, PR n] DARE R B Sk A R Eh AR
LOIEBGEEL, ARSI TINTE RS 8L A A BT,
MO TF R, X T BSKAIRE RS R TR
TEER T BRI
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Setting the camera upside

down affects the winding

of the geometry.

B Original
c/ |a geometry

A Mirrored
B geometry

—"

U

We need to reverse
geometry when
rendering with the
reflection camera to
fix the winding order.

8 EREIGHEAR

8.3 #HHE K45
Main
camera
Reflective
surface

Mirrored camera renders

objects upside down
(flippedY)

Pl 8-28 T {E R V- R ST BG BkIT i

ERBIRET, BNk HRA TR A, SEISCHPRIEE T, 724689 SO
ol XA R BSR4 77 sUTE S LA,

%gﬁgiﬁé”éﬂﬁﬁi, RIS EE TGS, RIEHEERRS . ERATERE, MIKRER

TEER T IRE BB STE R TR R

Build world to camera matrix

Calculate reflection Calculate the position of e

m.atrix RefIMat. the reflection caTera: reflCam.WorldToCam =
relative to reflection reflCam.Pos = mainCam.WorldToCam *
plane mainCam.Pos * ReflMat; ReflMat:

Set projection matrix Render reflections:

Set render texture: GL.ReverseBackFacing(true);
reflCam.SetRenderTex(reflTex) reflCam.Render();

reflMat.SetTex(_ReflTex, reflTex);

for reflection camera:
reflCam.ProjMat =

mainCam.ProjMat; GL.ReverseBackFacing(false);

Pl 8-29 By E BRSBTS 1 A 5
PR S S AR R R, {688 FH AR R T AT 530 S B SR B DA T S 2R B SRR R R
NEETR T BRSO AL AR R -
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8 BREIPHA

8.3 A&
(1 - 2n; = 2nyn, —2nn,  —2ngny, ]
_ | —2nyny, 1-2n5 —-2nyn, —2nyn,
R = —2n,n, —2nyn, 1-2n; —2n,n,
0 0 0 1

n, = planeNormal.x
n, = planeNormal.y
n, = planeNormal. z
n, = —dot(planeNormal, planePos)

FEl 8-30 Hilg e S HusEfE

W B SR AR R FH 21 3 B SK AL ERT HH B R B SRR, I N RER A R RSk o B T R =
B SKAERE,
ST B S PR % 5 R R DA JR 3 B S PR 45 i R R AH T
RS SL R I TE R B SO,
ARG REFINEE R, TEIE R RIS (E IR E SO :

- fff Mipmap &,

- OB A I E D = 2l

- R Z ERAE,
HRSOE IS R GTRIE IR IE L, SOEBOR, AT E R E K,

YRAT DA AT P AEFREN B R B SKRIIASR B Attp./wiki.unity3d.com/index.php/
File:MirrorReflection.png.

8.3.2 HE R ORISR
RA] DAZH & 3 B R I R AS IR IR R S R 2175 i S it
PHEECIRPHIRS, RBFUBR 8.2.3 £ #H on page 8-125 HHHRELHYE A HAD,
OISO SIS TN IBI SO BESKTE R T . SUREIE R, kB 5SS
_ReflectionTex fENG — A REIEF| BB T, B lerp() S FHRHFERAS,
BR T 5 REIBIEMHCEARSN, TR C2SIE 2 H N K%L computeScreenpos () HARTIUAY
AR, ERIX AR RR L IB LS B e

vertexOutput vert(vertexInput input)

vertexOutput output;
output.tex = input.texcoord;

// Transform vertex coordinates from local to world.
float4 vertexWorld = mul(_Object2World, input.vertex);

// Transform normal to world coordinates.
float4 normalWorld = mul(float4(input.normal,®.0), _World20bject);

// Final vertex output position.
output.pos = mul(UNITY_MATRIX_MVP, input.vertex);

/] ----------- Local correction ------------
output.vertexInWorld = vertexWorld.xyz;
output.viewDirInWorld = vertexWorld.xyz - _WorldSpaceCameraPos;

output.normalInWorld = normalWorld.xyz;

100140_0401_00_zh Copyright © 2014-2017, 2019, 2020 Arm Limited (or its affiliates). 8-139
All rights reserved.

BB


http://wiki.unity3d.com/index.php/File:MirrorReflection.png
http://wiki.unity3d.com/index.php/File:MirrorReflection.png

8 BREIPHA

8.3 A& RA!
[l =========== Planar reflections ------------
output.vertexInScreenCoords = ComputeScreenPos(output.pos);
return output;
}
FHRMERESCE, 1R BAE OaREER IR A BRI IR, it SR T s AR bR E
L REIBE FBoE s,
fERBE AR

7] S 5 % B A R BB 1E
MJRSERT 75 PRI B RGBSR S S U staticReflColor,

P ER T WA S ST RN (R RNETT %) Sah RS (a7
MBHBBELTTTRER) -

float4 frag(vertexOutput input) : COLOR
{
float4 staticReflColor = float4(1, 1, 1, 1);

// Find reflected vector in WS.

float3 viewDirWS = normalize(input.viewDirInWorld);
float3 normalWS = normalize(input.normalInWorld);
float3 reflDirWS = reflect(viewDirWS, normalWsS);

// Working in World Coordinate System.

float3 localPosWS = input.vertexInWorld;

float3 intersectMaxPointPlanes = (_BBoxMax - localPosWS) / reflDirWS;
float3 intersectMinPointPlanes = (_BBoxMin - localPosWS) / reflDirWsS;

// Look only for intersections in the forward direction of the ray.
float3 largestParams = max(intersectMaxPointPlanes, intersectMinPointPlanes);

// Smallest value of the ray parameters gives us the intersection.
float distToIntersect = min(min(largestParams.x, largestParams.y), largestParams.z);

// Find the position of the intersection point.
float3 intersectPositionWS = localPosWS + reflDirWS * distToIntersect;

// Get local corrected reflection vector.
float3 localCorrReflDirWS = intersectPositionWS - _EnviCubeMapPos;

// Lookup the environment reflection texture with the right vector.
float4 staticReflColor = texCUBE(_Cube, localCorrReflDirkS);

// Lookup the planar runtime texture
float4 dynReflColor = tex2Dproj(_ReflectionTex,
UNITY_PROJ_COORD(input.vertexInScreenCoords);

//Revert the blending with the background color of the reflection camera
dynReflColor.rgb /= (dynReflColor.a < 0.00392)?1:dynReflColor.a;

// Combine static environment reflections with dynamic planar reflections
float4 combinedRefl = lerp(staticReflColor.rgb, dynReflColor.rgb, dynReflColor.a);

// Lookup the texture color.
float4 texColor = tex2D(_MainTex, float2(input.tex));
return _AmbientColor + texColor * _ReflAmount * combinedRef1l;

¥
METHIBITH R GTSFE  ReflectionTex TEESFEHIEE dynReflColor,
15 s _ReflectionTex ARG —2 &,

fEJE L _ReflectionTex, IXTHIREEMSE R CAEIBITI Y E RWUER, MMHESBIWREF &
X% FA MBI T A 1K

FREEOHE, nIGaHARFR, Rl 41&@%*?“?%%*%%%9@%}:_‘/\%$0 PRAT DA FH
Unity PEEER%L UNITY_PROI_COORD() HEATILARAE,

fiF lerp() REAH G FSINE R PRI H ST, HE LTI

[ B
[ RSB
INGEB ) &
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8.3.3

8 BREIPHA
8.3 A& RA!

AT R RSt

FETESFR ST AR R SN, ATREIE A0 FE R B IR BPME R S BN, BRI 5
el P Y M) R 2 T P S 5 o
TEIXFETEH, R & =PRI A -
- REFSIERIRS, EERRRR LA E T,
- REFMENRAFES, EEHRBGELTTA.
- RERZERIRGS, ERERRSRPNEL T RMETT R, S R EAE ML (R E RIS AT
ATREEILE,
TRERARSENIRIR, AR E reflpirws MRZE TR EIREEER, K¥REE
LTS E SR NG — A RARIEE B iR,
B

BN RIERE I,

NIRRT F OIS & R, RN RS T R BN L alpha JEIETER R ATEMH
JE,

FSEAELAA, BCE 1, WEREA UM RS LARsE 2, 2EcE 0. BN, &
alpha JEIEFEH] 0 TEHS & A B SRR,

KRR TTRNGE _skybox TEAG—2 B ILHE1E R,
18 8.3.2 A1 &R 91 E Gasiy L8] on page 8-139 W BB LasAgH, B FHIX &R
// Lookup the planar runtime texture
TEZIERERTRA LU LT

float4 skyboxReflColor = texCUBE(_Skybox, reflDirWS);

staticReflColor = lerp(skyboxReflColor.rgb, staticReflColor.rgb, staticReflColor.a);

AR ESR N 5K E RS &R AHE,
TEER TR RS HE
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8.3 AEKAET
S
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s fi -
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—
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» ; . )
I 8-31 ARIRMIRFHG
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8 BREIFHA
8.4 E T/ sl LT I 50817

8.4 FT R R A E B S X

%ﬁﬁ@ﬁﬁ}%%Kﬁfiﬁiﬂﬁ@f%??ﬁ%?ﬁ%?&%i‘%iéﬁﬁfg%&@o IR TR AR B B R R BH s I 3R
o
AER B E DA T3

© 8.4.1 KT HET L 77 I R 50857 on page 8-143.

© 8.4.2 ZJKHFZ 7 77 1AM E on page 8-143.

© 8.4.3 JEZRZ on page 8-143.

© 8.4.4 A E T I E S BTN A on page 8-147.

© 8.4.5 L IR 77 i 45 4 on page 8-148.

8.4.1 KT R JRARLTT A B Zh SR BIR

TEREI R, BHEERIININ R, ARSI, BRI, IR EE— ik
S UAHATE R BB, X AL EREE SO R R R

777 PRI AT DU 24 LS R IR R 2 bR S SR RIS, BIAN oK e A AR 7R E AR AR
Alpha J#JE th I RRHEA B3 HI L &,

BN R H 2R T 55 EIMNI—Y), XL REE:

- KFH,

. %%%L\‘o

LS

B LT RSO R EIREE N B3 R],  URAT DA — D BRE ads N MR E B SGR, fildn, X
BHE KHTAEEREAE b, (R AT DUARYE MAZT7 PRI IR TR R 31 v B R DEER
&,

Alpha J#ESGE IR A] IFRTRE AN RFR Bk R, TEIRAYI ST, K277 (RS E S 2
FEE A b, X G SRR RIRE Y AR R # SIS N R

8.4.2 A R BHRE S 5 PG

QRIRARAR RO B RS AME O CIR A BHRE B T3 R B EASE, IR MIALE FHF4R, BIan, B
[l e T

7T R ITHT RS T AR R . ARBEZAER, EZE 8.2 [/ il s 77 (RIS
/241 on page 8-121,

OIEERARE L 75 (RN 77 25 QI S S 77 (R I AHTR], B PRIELAATFIN alpha J@iE, Alpha
TEE SO ] DUFRORIE NS AR L &

B RIS AL EORTE Az 77 A B B8N T, TERZEUETE S, X2 R AR E @
0o PRFFEEL A BAERRSLTT AN, IR AUR A B AL gy, MR EMEIER
&, DAMEMILTT RIS EIRBUE ISR,

PRE T 7T RIS E DAL B S, IRAT DOR TR TS 2L 77 (A RS0, PR IC R BRI %E
HIEE alpha @8, —MXEIEREEE, HEARERRDESMZ, WMREHTUTER, W5Ee
B, WEEN, VR DUE A RGB IEIEF SR TR AR, WA G, R,

8.4.3 L )-7
FE TS R PR I ATTURL B A BB — AN/ 22 M ETRAI R B P, SRJS B I R ARG 7 (R U I

B
o

FEERIUEENEGGRHT, 0 psL RENARIMEIE, Arm BIE R B tas Hit TR B LE,
MITIERAS BE AR EIBARE
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8 BREIFHA
8.4 BT/ L 1IR3 B

FHEREEE, ROFITE R BREAER R SRR R e [ AR S @ ML T
RSB AL ¢ B R P S — R, XA RE A TIRIGEN R AR & P,
RFTRLE I ASEOR I R R EB I
_EnviCubeMapPos - 37 7 IR ] i i i E
_BBoxMax - INE R B SN R KR
_BBoxMin - ML G AR/ A
Pi - IR A R B
PiL - T B [ 3 — L EREFDETR R &
HHEREHE cp, XRBIERMABRERRAR, REHEMBIRALTT IR EIREEER,

TEER 7R BEALFRRENREMELE,

fe=— 0y

'\\
W
NN cubema

VR Q

)

\ \\ C

\

A" \.n‘

O shadowed
heN ixel

= == == == == Bounding Box

Pl 8-32 F BEEDLTRR BRI RIZ IE
DHREAESTER T ERTH R cp R

// Working in World Coordinate System.
vec3 intersectMaxPointPlanes = (_BBoxMax - Pi) / PiL;
vec3 intersectMinPointPlanes = (_BBoxMin - Pi) / PilL;

// Looking only for intersections in the forward direction of the ray.
vec3 largestRayParams = max(intersectMaxPointPlanes, intersectMinPointPlanes);

// Smallest value of the ray parameters gives us the intersection.
float dist = min(min(largestRayParams.x, largestRayParams.y), largestRayParams.z);

// Find the position of the intersection point.
vec3 intersectPositionWS = Pi + PiL * dist;

// Get the local corrected vector.
CP = intersectPositionWS - _EnviCubeMapPos;
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8 BREIFHA
8.4 BT/ L 1IR3 B

EH cp REMILTT RN EIIRENEER, LR alpha JEIE TR LT R62a Fr BN F 2Dtk slif
ALY

float shadow = texCUBE(cubemap, CP).a;

TNEER T BEAEARNSIEE:

il

“jf fﬁfﬂl

I 8-33 HAMIIHNRHE
75 ER] AES st P AR A RUIBARE, (BURAT DOEIE RSN R R M PR O o -

- WA
e

RHSZ G i

LT AN IR 75 A AN TR AR BRI RAR . IX TR IATE FELE I 1R 1 EAL T RARZ I S 5
RIS,

SR FAEEIRA R R A S MBS, SRR, AieEikg RS i BLE el
KL ZIRIAAE, GNERAEEGE -00 2| 90 EVEH], ZERmAL T,
PNHIXBAE A] DO TH A

if (dot(PiL,N) < 0)
shadow = 0.0;

DA ERRS SFEEAN =AM RS A YRR, HE i, AR A R:
shadow *= max(dot(P;L, N), ©.0);

Hrr:

+ shadow 2 MFHFZ L 7T ARG EIEREXAY alpha {E.

Pyl B RS A — LR B R TR R

© N ERMEE RS E RS &,

TEER T AT IR PR IEE:
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8.4 E T/ sl LT I 50817

f

Pl 8-34 WA THBEHIRHLE

T
HEBFRG 75T DIAE (i 50 B R O LR

1. ZEpE Mipmap W&, F93277 (RIS SO I E = 2RI I8,
2. MEABREMZRKENKE,
3. RZKEFRMU—1RE

ZARBUBIE A E] Mipmap W 2P OREE BRI IH — (B, IR A] DURSE L A1 Mipmap
MEREFL BT RE Y, SIEIRBIRRT 5 B E SOZ R, XANERAEAERHIRE, (FHE
BIRBIIASE, MMiEEm TR, Fln, vk/IE P ERERECY 6. 08,

YRAT CAEEHT A N R SR IE AT T NS OSSR S A A R BB AR A B Y dist, fE
MR BRI B R A B ETRR RS R S S R B R

float texLod = dist;
% texLod T DAFE B R EL:

texLod *= distanceCoefficient;

PISLPIEAIE, 15 Cg K%L texcuBElod() B¢ GLSL PR%M textureLod() REXSUEAYIER
Mipmap MiEZE%,

FE— veca, HA xvz {REETTAIRE, wo B LOD,

CP.w = texlLod;
shadow = texCUBElod(cubemap, CP).a;

TR R NREI 7 = AR B = PR R AR
TEETR T EAFERERE:
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8.4 E T/ sl LT I 50817

K 8-35 VB

BT IR S R P

LRSS EZENR, WIHE LT AN BRI E TR, X R EAIMY
TE, BEE I, ENIRR AR SR I,

TEER T EA RN RIEE:

" =
A\ ; '// 7/
. 4

Pl 8-36 “F-HFARY
TNEER THE T RIS R A E:
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8 BREIFHA
8.4 BT/ L 1IR3 B

Kl 8-37 B S Eh SRR AE

8.4.5 SETTRS B RIS 75 TR S R

(EREGE T TER, [ERIER A RS, OV EREMNGDHRRSHOCRIMATER B
sk, WA RIISLTT RS EIBARE 7715 ] AT PERE, RN KR 70 72 Pk AR

BT ERIETE TS tH 0 BER, EAE 1080p.  720p FHHAh #7415 AR

FAEL IR AR TR, FrOCERLPRA R AR, IR, 5 AR B,
IR ING Mipmap W R R0 LR 2D TRERAHR MR T . BRHR AR
ﬁk%ﬁ@ﬁ%ﬁ%%ﬁ%?ﬁ,Mﬁﬁﬁﬁi%%ﬂkoﬁ%%ﬁ%%Wﬁ%ﬁ,%u%%ﬁ
PERE,

I SZ 5 RS EIBARE 75 AR S 0 R A RE @RI, e n] DR HIE B RIEMIE, A
i, HNEILS, BT YEMMERSE LR, (LG B 5 TR T RE SR BN ERTId
%o, NI, FraTEARERAE S 2B E IR E,

ST R EIBRRE 75 TR IR TR, RIMEPREE A B9 R R T IE R B ARAT R o R, theEfs
FRERIL S, PRa] MER R AR R < —H PR, mHEAR A RERZ RN,
FERPY 2 — B PERIE AT T B A7 SE, RITRESETHERE,

TR AT T _E SRR M gR iR es, LRAISZRF OpenGL ES 2.0 B AR IR, 4
RARCTE R RLAE AL DAR AR 8 F 2 TR B 75 (R B 7 TR RS, IR AT AR E SC B R SC B

BERARE T %o
B

ZITEREM T RPN U R, B, shESNRMALTTAMEZRAR, Eeqoikmistes
%ﬁﬁ%%@&ﬁoﬁ?%ﬁﬁ%,%@%m%%gﬁiﬁm%,#Eﬁﬁ%M@W%ﬁﬁﬁm
EdEE

TEER T EARRRITKR:
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8 EREIHA
8.4 BT/ L 1IR3 B

£ as

ARMMALE. Y

Pl 8-38 HABHRZIIVKIX

Pl 8-39 HATRHIFZIIVKIR

TEER T EAFRARAKIT:
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8.4 BT/ L 1IR3 B

K 8-40 HAFHEBIZIIUKIR
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8 BREIFHA
8.5 H T AL 7y 1K BRI AT 4T

8.5 ST IR GRS A 4 5
URAT A e 882 77 (R L SE B s U A . thm] DR IBAT IR e 15 [T &
AER B E DA T3
© 8.5.1 KT 747 on page 8-151.
© 8.5.2 SZHIYTST on page 8-151.
© 8.5.3 KT Ttz 77 KI5 EIHI974Y on page 8-152.
© 8.5.4 (BTN /E on page 8-152.
© 8.5.5 HEAFLH on page 8-154.

8.5.1 KTPht
WSO 2 N REHAE TR EEGRAITTE, DHHET SRR, S IRITBbsF-&
ety X—RmOUHERE, FIRFUFAF- i RESC B PR RE,

It TR eI RN U AL AT S B e 5 A BRI, A SRR AR SNE B &
AIJL(IR, 3 SR A0 22 T 2 A B R R

PRPROGE THLE ARG R A AEZIAEERZ M, s BT, ITSHE SR e —Fh
S AR SRIEHN ny) FAG IR BT CHARSRICN ny) AT AR Z i,

W R R A] R TR SRS A B2 51 S A B2 Z AIHI K R
TEER 7R RE AT IR

Refl

Snell’s law

sinf; n,

sinf, n4 \

Bl 8-41 LG A BUEAS — B, SR T s

8.5.2 BT
HMIT RN GG FEAS R —ZIE, Ml —BEZXERIT S, FHVRXMEEE—PHIE
AR EACR AL RN, BATABVDER S BISOR, HIEGAT ST IR 7

MRAERPE TSR, NS RESCIT MBI TTEFE IS TN B A TR, KRBT, RBEER
KA R HERRIER NS, REES TR EaEth, SoRBiTiiReR. %
SRR AR, 7 a] DASRTEST SRR, BIAKIR, BUR, BaEMHEMReR,
IXEEFR A — L SEREMEI ALY, (EZIXAERH fh SO AR BRI R ROZE R, FTDAR AL
FERAREIR SRR R, FEaN, A RIS Bk A A TR e — b 80, RTREFE B 2R
—EEXIRRTCIRERE W, (EIEIRY B, NIRRT EE I
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8 BREIFHA
8.5 HE T/ i LIy MG BT HT 5T

R “SOHERIE” MRARIRZER, S8k, 25 2 MR ERNREGREAR
Eo

8.5.3 KT HT bR LT AN E 7
JRyERALTT R L2 — AR R RAHE RS, AN B3 B 1% 1]t DIOR R FAS L 75 ARG 1 )

I SEBLR SRS
AL, URSRIRTE R FR A A AL 77 ARG B SC IR S AT 5, A AR R RRIBAE, 45 5t
RAIEH.

AR B, 8 N R EME IR RIEREE R, I Ead mEmi. EXNTH3)
RERAIAM, BOVBTTREIRAIR, A L4,

854  EIIRNiIE

Vs T 5 377 DRI, DAEET 5 92 B

BRI, T LTI

1L EEKE T LR

2. WRATRIRTR, F0/5 1 L A ER SRR /7 ORI R A 75
P 1 ST SR

3. FEERLET AT SRR 5 (A

4. TSEITAHFIRAG I, FHREIE SR bR L A2

. 4IRS 8.4 K T ARSI FIIE on page 8-143 PRI, BFARHRE
E,

6. AERR— MR, VTR E T R R IR e B — i R 7 Pk
RS, TR R R,

BATAERITEHAR Ree MAZTT ARG EERIRECGR, T2 ET R S WE SRR P, B
g—ﬁ\ﬁ)\ﬁﬁ{zﬁﬁlﬂi B L C BIZE S P HHTAIR R'ppo (AT — 710 B S 75 (R P SRR S B

float eta=n2/n1;

float3R.¢ = refract(D,N,eta);
PRENZ K P

RENAIR R ¢ = CP;

Float4 col = texCube(Cubemap, R'.f);

NEER 7R LT RS E AT S A R R
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8.5 HE T/ i LIy MG BT HT 5T

cubemap

[\C\ R

Rry

= = - Bounding Box

Fdl 8-42 it aJR i EIE
AT AL R AT AR BREE EOR R, IR D4 S e & 75 Tl ded i B A 3R
PRIER] DAEAE LS P — DR L, ERE™ T EE A4 S 1) & R:
R = refract( I, N, eta);

Hrp:
C I RH— AR AR E,
© N BIH—RIEL A R,
© eta BITHRNEEZE ny/ny.

NEER 7R T RHERLTT ARG E T S 4 g SRR -
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8 EREIGHEAR
8.5 BT B (KRG BRI

Vertex Shader Fragment Shader

P 8-43 BT R RNLTT PRI B AT S € g e Bt

8.5.5 Ao

FEARENS JR A LA S T T L AUECRIN,  PRATRESDRA S (0 5 KA &, BN, SRht
RN AR (R S 5 o

RSO S AR S, RaitcE— PN A AR A B Gds, HrE AR
1BIE, o PSS SRMIR— 3277 A PSRBT Sh At .

AN P BB 1AM A B S S RO SR R 2B s 2 i 2 -

/] - mmm e e Environment reflections ----------------

float3 newReflDirWS = LocalCorrect(input.reflDirWS, _BBoxMin, _BBoxMax, input.posWorld,
_EnviCubeMapPos);

float4 staticReflColor = texCUBE(_EnviCubeMap, newReflDirWS);

[/ ====--mmmmemeo- Environment refractions ----------------

float3 newRefractDirWS = LocalCorrect(RefractDirWS, _BBoxMin, _BBoxMax, input.posWorld,
_EnviCubeMapPos);

float4 staticRefractColor = texCUBE(_EnviCubeMap, newRefractDirWs);

[] =----mmmmmmm - Combined reflections and refractions ----------------

float4 combinedReflRefract = lerp(staticReflColor, staticRefractColor, _ReflAmount);

float4 finalColor = _AmbientColor + combinedReflRefract;
FEL _Reflamount 1E NG — L BALEE 7 BE (udf. HIFH L R BT S 545t 5 FeZ IRl
i, YRA]ATFZhYA%E _Reflamount K15 H A BRI R

PRAT DAFE R TDXMEE HHRE] Localcorrect FRETE R ST EINSEEL: Atip:)/
community.arm.comy/groups/arm-mali-graphics/blog/2014/08/07/reflections-based-on-
local-cubemaps.

ST U A2 AR RI, A7 SR B S S A LE R T R P A2 2
NEER T BFERA T EET ST R E T -
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8 ERIFEER
8.5 HTF G5 m 1k &R HT ST

Bl 8-44 BEIHGMLT LI T 077 RS b5
FEEERTH—EE, CEERRERIT AR IER TR,

EILTT% WIE, B AT A S N 58 @AY Alpha RE, {UESR T IEMH,
- RS IEE, %WﬁxT@%ﬂﬁ%ﬁ#ﬁﬁ FIEWPIR, FTFIERSIFRIED, R)ETE
Pz, EICERISE, (RVESNERNS, FTAES AR,

ﬁ%ﬁ%@%ﬁﬁﬁﬁ%,W%ﬁ%ﬁ%ﬁ%\ﬁﬁﬂﬁﬁ%ﬁ@ﬁ%&ﬁé,%E%Em
HATR S,

- R TmEE, MRS MEAIBRERER, W TIERAEERAIIRRERIT, FRIRES AN
KM, RSRS8O BAIR S, ML, 5 @E-PEHT S meE
AOTESSEIN T B, REEATS C 2 ARHERCR,  IRATDABRIE 2P 3%,

- ERZIEIET, (RERAERAEIG S 5 —EIERAT Alpha RA,

PRTERAHON B RURSEEL T 2T R R ARG AT 5, PEER THERBCR,
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8 ERIFEER
8.5 HTF G5 m 1k &R HT ST

TEER 7B RUE S

I 8-46 “FiZWIRVEBI;
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8 BREIFHA
8.6 LTI I BEETIR ST R

VRO S SRR

PRIRBER AP R BEE SRR ZAIA Blinn Bl AR &R, AT DU AARGF R4S
TNHMRASER 7 A A Blinn £005 SEEUER A S SRR :

// Returns intensity of a specular effect without taking into account shadows
float SpecularBlinn(float3 vert2Light, float3 viewDir, float3 normalVec, float4 power)

float3 floatDir = normalize(vert2Light - viewDir);
float specAngle = max(dot(floatDir, normalVec), 0.0);
return pow(specAngle, power);

Blinn 55— M T SR A FATRES L RIERIO T, I, B o
AT R AR

NESER 1A B R SRR IR X ORI

Pl 8-47 BREIXI
NEER T BRI B SRR ARG, X R R A
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8 BREIFHA
8.6 LTI I BEETIR ST R

Pl 8-48 A HE DR B R S BCR BT X 5

PR T XA I S RCRAR B, X2 IERRY:

g

ARMMALI" S8

-

Pl 8-49 H A IER B R BOREDESE X IR

BHFZI 2 2 S B S T BOR A58 L AR SR B2 5,  RARHUR T BIA B IR ek, VKR
2R T BIEHEIRAMSCRRENAER, FTAEE RSN A S, HTRAEMERECR
RUPRSENL T (A R S B S AME . RGB EE & T RIS, Alpha @& & H
TRARBIANEIE, VRATCAGEA Alpha J@IERAE Bam /S5, (K2 Alpha JEIERE TR
FREIEYESL. Alpha JEIE R I A] HI TR CR BT S SRR N HI B e S R G B9 2R i
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8 BREIFHA
8.6 kT PHIBEET AR

Mk, FEEALE T EGE s BB IE R AT MR R AE SRR, RO BIE S ST RE R E L
BE, EBBM 8.2 [/ 5507 7 I E LA 41 on page 8-121, {5 FH bk 8 M SZ 75 (R R S 0
KB RGBA 4%

// Locally corrected static reflections
const half4 reflColor = SampleCubemapWithLocalCorrection(

ReflDirectionWs,
_ReflBBoxMinWorld,
_ReflBBoxMaxWorld,
input.vertexInWorld,
_ReflCubePosWorld,
_ReflCube);

2% sampleCubemapWithLocalCorrection() BREUE XINHEZAEE, TESM 8.2 [/ 5507 ik
I ELBE /ST on page 8-121,

reflColor 72 RGBA #%3, Hr RGB 7y &M &M T RNHBCEAE, M Alpha t#1E N &5 Em
RESSURABRE . (EoK7 R, BV Blinn £I53HT1HE, Alpha 885 T 5400 R B

T
half3 specular = _SpecularColor.rgb *
SpecularBlinn(
input.vertexToLight@1InWorld,
viewDirInWorld,
normalInWorld,

_SpecularPower) *
reflColor.a;

specular {EfURRARIBIME AT A, RAT LR IARIEDE R,
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8 EREEAR
8.7 &/H Early-z

8.7 i Early-z
Mali GPU €& TH#UT Early-Z BiERIYIRE, Early-Z rlidid 5 FRid BELHIR BRI T RE,

Mali GPU JEH X KER DN AEAT Early-Z 5K, (AL HN 7 RFFIEME, AUTIZE
%o XATREELEAELI Unity PERINCAZI, ROVERHEIT Unity 5% DU g i A2 AT
Mo A, FRe]POEE — S5 R ML T fi#,

N agIEIRIE thds, HEEHNM, WRIRITE QA HIL R :

A AR
R, HOSLEENTHRSBELERIRE, REZRITZE A Esr4E
AFERIEER, XIEH 2 H TIRIE a2 5 AFHEERIBR/S ANFRITIX, 05 G
Eﬁ%%@lﬁﬁ%@i@l{%o fian, anRpReTEEIE B TR M B ERERY S thds, el
EITEM
LR IRNEEAYS Al (DR
- HIRAEIA,
- HAEIHGRIX,
- AR RFER AR

R discard()
QR F B AR e THAR AT DA discard(), A4 Mali GPU K35BH Early-Z, iX
RN, FEE e ] DAEFLRT A B, (BREEZATE Early-Z MiAE%, X2
p/Rey Ui

JiH Y Alpha-to-coverage
WREH T Alpha-to-coverage, NIfBE Bas ARG 7E X alpha i i AAIEL
o
Bian, FEES— AR, BB E SRRy, ISR REE R AR AN X I
BB RANE, REAT Early-Z, IR&SIREANEMIIGER, BT RE—H2 0]
RESSH1Z T T A 25 BH R 0

TRV FAS ] B R 2
TR E MR A IR AR AR B TUSE (df. QSRR BUE 188 5 AF
gl _FragDepth, Mali GPU JEik#fT Early-Z i,
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8 BREIFHA
8.8 EBFAACR

8.8 WEBE LR
R AT DA FH I 5 Sk SRR AINE R A, el 5Bt R BOR e,
YRAT DB AR B ERARFN ) A 77 ZORSEIIIE S S ORI URIE &8t &

VKR, AESSRRRAE — NI RE R D IS ashSC IR, 1% tds e sl BiE g —
NIRRT ARR R RPN, PHIOIE R 58 8 — AL 4 1% T ds.

2 AR TE AT A IR LT IRER IS B R I B, (BTN alpha JRE 77 RiERI%IYILTE,
AER L E DA T3
© 8.8.1 HEHFLH on page 8-161.
© 8.8.2 JHIARSLHY on page 8-163.
© 8.8.3 LA (5 CHY on page 8-163.
8.8.1 A
A ANEERSLE L d.
WNTFTAEEELE a2 BEIRRD, BB W 8.8.3 MitLE (4314 on page 8-163,
THIFE SR ictE R 2 R IATEAE AT A ANEBR ) LA LA HAERYI R 2 JTE 3

Tags {"Queue" = "Transparent+10"}
BEIEH NS ERIRERMNIXE N, XA AR 1934 TR E fa T 8 AR -
ZWrite Off

TEREME, FBE s SmEmXheaGEmaRE.,

& esteE T INE & 282! Blend One One, TEIX—IREIAH, RIFEM HIrE TEE floats
(1.0, 1.0, 1.0, 1.0),

IXAR & 2ANEH TR RIS K IEEE I B AR,
&= THIERA ZTest, DARRIGLTERIEBSOLR IR,
VORI EAL AR E S, T DATIURE tads FRR S R A T A R
FrBEE O NSRRI, F I A5 ORI R 7
TEER T AEIERL CRICREE I 2 R IA TSGR R E
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8 HRIEIEHA
8.8 FHIIACR

Il 8-50 VkINHHUR PR SOLRBORAE T S BE

TEER T kR R BRSO R RCR 2 BRI,

ARMMALI

B R AR O B Sk AR B A7 IR :

——— - g
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8 BREIFHA
8.8 EBFAACR

8.8.2 JHIAR 3
—AME ARSI AR RIS, BRI E] B AR R T
THIE AR T Start B EIPLAIE MRS :
zoid CreateQuadMesh()

Mesh mesh = GetComponent<MeshFilter>().mesh;
mesh.Clear();
mesh.vertices = new Vector3[] {new Vector3(-1, -1, @), new Vector3(1, -1, 0),
new Vector3(1l, 1, @), new Vector3(-1, 1, 0)};
mesh.uv = new Vector2[] {new Vector2(@, ©), new Vector2(1, 0),
new Vector2(1, 1), new Vector2(0, 1)};
mesh.triangles = new int[] {0, 2, 1, 0, 3, 2};
mesh.RecalculateNormals();

//Increase bounds to avoid frustum clipping.
bigBounds.SetMinMax(new Vector3(-100, -100, -100), new Vector3(100, 100, 100));
mesh.bounds = bigBounds;

b
QI IZMAENT, HIDFUROBEE, DAORMEEARE AN ST, RIER A RSSRIZE D AR
N

AT RS IE N 7, FRERIEE|  BUE tuas, XA Bk B RBH MR AN S Sk Al A A 2 A
A, HBSLIEX KRR, ZRCRA58E A E] A,

AR TR R R TR

Vector3 cameraSunVec = sun.transform.position - Camera.main.transform.position;
cameraSunVec.Normalize();

float dotProd = Vector3.Dot(Camera.main.transform.forward, cameraSunVec);

float intensityFactor = Mathf.Clamp(dotProd, @.0f, 1.0f);

8.8.3 JUEs Sk A g g
PR /2 DirtyLensEffect.shader FfXA5:

half3 normalInWorld = half3(0.0,0.0,0.0);

half3 bumpNormal = UnpackNormal(tex2D(_BumpMapGlobal, input.tc));

half3x3 local2WorldTranspose = half3x3(input.tangentWorld,
input.bitangentWorld,
input.normalInWorld);

normalInWorld = normalize(mul(bumpNormal, local2WorldTranspose));

normalInWorld = normalInWorld*@.5 + 0.5;

return half4(normalInWorld,1.0);
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8 EREIGHEAR

8.9 K
8.9 YerE
SAERIURBE, RTHE BRI, BT T N R A= S,
AER B E PAR TR0

© 8.9.1 KT EFE on page 8-164.
© 8.9.2 JRILIFFHEMILEE on page 8-166.

8.9.1 STkt
TEVKE R, SEAEAAEL T IR TTEE I AL S A TR BT IR FH 2R
FEIER T KRR :

8-52 kyIHARHREE
FERERBLAHR — DT EHER, X HERERBE LA 7T, H5 R W OR B HEAA R L #R A2
Eo
TEER T EERRTUTRIR, H:

©a WoREHEREA T LT AR B A TOR AR P9 M A [ A
- b EoRH MREEAY R, HEIRE KEIME 0 ZR1G — s i B e LA,
¢ SR BRI ORRREE, NIRRT 7T KRS AL
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8 BREIFHA
8.9 JLH

¢ - Truncated cone aligned

a - Basic cylindrical geometry b - Truncated cone o direct:
with sun ray direction

Pl 8-53 ek Lk
—MNAAR KB E H 5 R SIME:
- BIHECR MR RIIEEE, R TENEAENAE O
- BERS AL 7T A FLE
Wi Cas ik T I BRI A fe,  FEYCAE R R AR, AR F BT ) LA R AR T
FEIESOCAERS, THRE R R = 20 HH LA %, ZIRRX—HIY, RS0
JEE B IR A BT

TEER TS0
Fl 8-54 YeAkgrl, FMDyEESOH, Al uyeaaoH
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8 BREEA
8.9 JEfFE
8.9.2 AL HER 2%
TESBIEPATHFE S, RIEESLS TR, SAOEHREL,
TEWURE tdeth, Rk BRE 2 L.
Fgidt— M DB &, R e RE)d— 1k,
R R STURELRI R, RERERIETH e,
Redhi AN BALEE F BoE tuds. X TR R,
T RE W aR1E i A 7 42 (LCS) FREHTIXEE L,
DA R TR B tads
// Project camera position onto cross section
float3 axisY = float3(e, 1, 9);
float dotWithYAxis = dot(camPosInLCS, axisY);
float3 projoOnCrossSection = camPosInLCS - (axisY * dotWithYAxis);
projonCrossSection = normalize(projoOnCrossSection);
// Dot product to fade the geometry at the edge of the cross section

float dotProd = abs(dot(projoOnCrossSection, input.normal));
output.overallIntensity = pow(dotProd, _FadingEdgePower) * _CurrLightShaftIntensity;

PRE] BT 2280 _FadingEdgePower VEYEAT I IR,
AL IEZREL _CurrLightShaftIntensity, XS AT ERSLEEIT BN H,
RAMREGIE R T — NIRRT R LR, EIEd AR B N RS0 :
void Update()
float localOffset = (Time.time * speed ) + offset;
localOffset = localOffset % 1.0f;

GetComponent<Renderer>().material.SetTextureOffset("_MainTex", new Vector2(e,
localOffset));
¥

A BE B ERBOCRANE ESCE, AefHEERFRENHE:

float4 frag(vertexOutput input) : COLOR

{
float4 textureColor = tex2D(_MainTex, input.tex.xy);
float textureMask = tex2D(_MaskTex, input.tex.zw).a;
textureColor *= input.overallIntensity * textureMask;
textureColor.rgb = clamp(textureColor.a, 0, 1);
return textureColor;

}

SRR URHALR R NEUAA Z )5, 1EIERAASIFRTERE,
EAE IR SR A B B 5 g i X FR AN MR R A

T OSSR APRIREZMXE A, DEAERHAMR R,
B E R E N -

Blend One One
Cull off
ZWrite Off
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8 BREIFHA
8.10 ZFE1LAR

8.10  ZFH{LRCR
BUARA TR, IR B0 BRI, RIS ORI 22,

$%ﬁ@au?%%ﬁ
8.10.1 FKTZEMHFH on page 8-167.
© 8.10.2 WFELEIFZE on page 8-167.
© 8.10.3 AHFEEHIZEIFZE on page 8-168.
© 8.10.4 774725 on page 8-169.
© 8.10.5 FIMHEFZE on page 8-169.
© 8.10.6 fE/HFFHIEFNZE on page 8-169.

8.10.1 KTFR

ISR, RBASEE, PO, A —ETWEERAREFZNXAMRCER, el
%Hﬂ‘{ﬁfﬁﬂuﬁ%ﬂ AR LB m LLXUR N

IXEISAE TGRS UL, P DATETR R SRR ] DA 37 S AR SR

AT PRI AR B SRR
- BETRTFIEE,
YRAT LA R I AR . oKX AR RN E A T X A5 7.

8.10.2 BN 5

WPR REEEBZ, HP B 2 i e St B BUE thdshscIxX — B s, RA]
DATE Fr Br e RN 25 0 £ 2[R (56 P i B e A L

NTIRBIAEETER 7B T Bk B A TR s R RS S, G L B AL

FrBoE (s,

output.fogColor = _FogColor * clamp(vertexDistance * _FogDistanceScale, 0.0, 1.0);
Hr:

- vertexDistance JE M EH-kIEFE,

_FogDistanceScale BfE NG — AL EAGH 25 AR T
_FogColor IRE XHIEMES B, (FNGi—LELIH

Eﬁﬁx%@%ﬁﬁj, e input.fogColor 5 R B output.Color HAE,

outputColor = lerp(outputColor, input.fogColor.rgb, input.fogColor.a);

100140_0401_00_zh Copyright © 2014-2017, 2019, 2020 Arm Limited (or its affiliates). 8-167
All rights reserved.

BB



8 FREEIER
8.10 ZLAR

NEER TRE R HIRIGHISE R :

P 8-55 KT HEEIILIESS

B
fEE O ESRT I AZEWE KA TR ERITEM BN G BRSO,

RIERRATREZ BCREH B~ DME O, BZ, SuERaErteE, KBt EaEnThe
SRR IRATRELLATREE tuadisdiv o0 i Bl B 23l 3E,

TRAT DAET R (e B R B s h T S it B, 1B BoE s h it S Er), (HFREE
ZHEMNEE, FveRxa iR BitEn,

WUE as R AR, AR, FVEIERE— TR E

8.10.3  HAmEMLIES
FAE RPN, URe] DGR E SR, e AR,
R TIRE, BREERSEURE, (RA VR REEE, DO TR,
PEER T AT RS LS
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8 BRIFEER
8.10 Z1LAF

Il 8-56 AT R BRI EIIZESS

8.10.4 5%
FEAERIIIN, RA] ASIA A, RS RER NS N,
RAT DANE F e s SO B AR Y 5 22

ARG EIE AAIRCR, IERT AN A2 MG A, IEEMTDARRBRERS, B0, B
I R SO R P S R 18 T B B Sk B A SO,

YRA] AME— N tads i — MsiE N 22 NS, AR R R S e AU,

8.10.5 Pkt
RAIE B R ERIE T, RA] DU E RS RS0, IX A PARERAT AR A HH IR,

8.10.6 IR FAUARIZE
RAT DASE FPRL FREUUATAZE . X ] UL B R A4 ER

Rk TR IR IME, RS 22z, RSN ERERTEZ A AR, ZXEH
BRHIRLY, TAZONREEZMRT

FEVKTERA, —IREH THRZ 15 DRLT

JURITABAR 2 B b 4
Rk 7 RGTE RN EOMRS, AEEHAER, K2R, ZREGHIRRCR, SR T4
ITREALIERS o

TR TR SCHAR T LA
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8 BRIFEER
8.10 Z1LAF

Il 8-57 BAH SRR T

NEEOR 1A SRR T LA A

ARMMALI' o

8-58 i HEBLHIRL T

TEER 7N AR T RIS
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8 ERIFEER
8.10 Z1LAF

P 8-59 ANHIPRL ¥ HILPE

FREIRALSCR
IR TR T BEA A BRI, AR DR WERIRANRAFIR R T, Kris
WAL,

THREIARIETER T HUTHRARI TR (s
half4 vertexInWorld = mul(_Object2World, input.vertex);
half3 normalInWorld = (mul(half4(input.normal, ©0.0), _World20bject).xyz);
const half3 viewDirInWorld = normalize(vertexInWorld - _WorldSpaceCameraPos);

output.visibility = abs(dot(-normalInWorld, viewDirInWorld));
output.visibility *= output.visibility; // instead of power of 2

A2 output.visibility TER T 20 LiiE, 1Eh BE ishiBUtE, HNH—EH &
HIIERHE
AR T E RSB R
half4 diffuseTex = _Color * tex2D(_MainTex, half2(input.texCoord));
diffuseTex *= input.visibility;
return diffuseTex;
THYRL T
BRI, A Y PR
1. RERLF-TE SN TN B e 1 B T To
Tags { "Queue" = "Transparent+10" }

AFIHHIELT +10, BRI GER IR RITETE S T 9 D HAREAYIER,
2. WHEELHRAEIN,

e O AEERITk, A REDX —1T:

Blend SrcAlpha One
3. ZEHEAE z X,
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8 BREIFHA
8.10 ZFE1LAR

W R X 17

ZWrite Off

¥ R/ARE
TEER T UK RIER TR T RS E

t Animation

Il 8-60 K E vk HORIRL ¥ RAES L

;E%Tﬁzﬁi*ﬁ?ﬁ‘]@ﬁ?o X G R T HERR, % HEE Unity N RGHNENE
IETE X
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8 FREEIER
8.10 ZLAR

Pl 8-61 A pohi ¥ BB ¥ 75 HEE X
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8 FREEIER
8.11 Eotmtit

8.11 [y it
vt TP A SE B SRR SR A R I PR RIRSCR et EHSS R M B 5 (X 38
JEBARURZ L, EE M Sk AT R 58 e AR AR
TERR TAEVKTSER IR RN DA S

1 Uity 1) - BumeoflyManSe et uridy - Euftcfly_Srial - FC, Mat & Lirren Standilene” <0001 = | o i
e (ot Asate GamaObject Composant Window  balp

Layers | [aerews | [doosunt - |
8 Laspector 3
Enn fapack = [~} B Sorebinem (Eetr] T srabc
=4 49 | mcaggad o] Laper [Bisem '
ARMMALI . -
Paainn A |v[Eas Hr .
Bonatien ¥ [SeEeon |z Timio
Scale £ ¥[8 21
¥ | Plans Geem 1RIWILING (Mash Filts £
Hesh W Plane Geoml s TWILEVE s
(o Henh Renderer ("
Cast Shadams £
Roceive Shadom o
* Materialy
Une Lt Proten (u]

¥+ il Infe To Sprite Blaam Shader
Sarga S InfaTaspeneBlacmshader

Sus Ligh Sus
Fresne X Ro
Fresre ¥ Rat
Fresee I Roa
Skt Fram Cester D —— | O
£
Blaas Cabar =
Han ety ——
C [E3
Hax Disance. —_— 17
State Paret =
Paraban ot Asgh 180
Shit 3 Rt o
ShL Y et o
Skt Z Ret o
Falny Aaghe (e [ §
........ 1oght s Tap Level  FlICBoamasEatrance Tap e
Hight Ban Hiddle Lewed  FliGBoamitasEn ante &
Hight dhas Bomem Level [ICB0amiasEaranceBomam &
P gl L1 —_——li
Wi gt L. Semoath 1 e [T
Fha Haght L1 —_——3
TpT FUL PP — —
Drarrimmy gt - DummpLiphti mrance (Light} a
Sprte@loomEntrance | Instanoe) ["E°3
uuuuuuuu Spreileen =

P 8-62 vkyXIE R AT SEERIMIT RN CIAL I S e th
EOGCE ERCRE WTHELGL R, FNENTRTE N, SRt Gk OeE R, —L8&%
SRANTH, TEEUGSEBITE R — MHS AR, HRCRTERER 2 160 il AT, (HEsEE
SRS,
AER L E DA T3
8111 LHED I 1504 on page 8-174.
© 8.11.2 B BT I TR FHIA on page 8-175.

© 8.11.4 /TR €45 on page 8-175.
© 8.11.5 IEIE BT AR on page 8-176.
© 8.11.6 LI E I E on page 8-179.

8.11.1 SRR e R
BHE, B SRS — RS A BRSO, DUX RN A R T RESTHFE R BINE S, A
X FEARE T AR, W SR IR AG vk R — R T2 8 22000, s 240
It
AR RINER M — M A, KSR Z AE — Nl % FE S AEL
S, RSB B S AL BN AT I SR 3 SR A
WS DU AN AE S R, SN B A U A E R AR B, AR TR
g, A DT 5 EELADEIR A TR B RO —DNR T, vk Qs R E P E N T
X—F %
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8.11 Eotmtit

NERR 7 P RS L HRCR -

= o

Bl 8-63 ~F-mif F AL BRI

8.11.2 ElfE Y Al H RIS ER VRN
XSFF R T ] DAGEFH IR AT TR, MR 2 T3 Sk A B IR IOR A A O oGt O
Bilgn, NAURA T T bR AR SF R
// Light-plane
normal-camera alignmentVector3 planeToCamVec = Camera.main.transform.position
- gameObject.transform.position;
planeToCamVec.Normalize();
Vector3 sunLightToPlainVec = origPlainPos - sunLight.transform.position;
sunLightToPlainVec.Normalize();

float sunLightPlainCameraAlignment = Vector3.Dot(plainToCamVec, sunLightToPlainVec);
sunLightPlainCameraAlignment = Mathf.Clamp (sunLightPlainCameraAlignment, ©.0f, 1.0f);

X FFAF sunLightPlaneCameraAlignment (EIEEIE ds, DAVETIATE SHUE ELY5RE,

8.11.3 I[=E SRR
Tﬁﬁ%@%&%ﬂ&z sunLightPlainCameraAlignment [KI-F, FH(d FH & 17 FviE Qi e i t i ea iy
R
TR A G ] MVP JERE, ReaUHARFRGIE S FrBog tudy, PR H TR AR BT,
THIMEETER T RS T
vertexOutput vert(vertexInput input)
vertexOutput output;
output.tex = input.texcoord;

output.pos = mul(UNITY_MATRIX_MVP, input.vertex);
return output;

8.11.4 BBy
FBE G ARR ISR currBloomColor PR ELHATIENY, [EHE NG —L EIHITEIR,
XFFRT AT, REEE,
AR T IR AR T 7T 2K
half4 frag(vertexOutput input) : COLOR

half4 textureColor = tex2D(_MainTex, input.tex.xy);

100140_0401_00_zh Copyright © 2014-2017, 2019, 2020 Arm Limited (or its affiliates). 8-175
All rights reserved.

BB



8 HREGHA
8.11 Eotmtit

textureColor += textureColor * _CurrBloomColor;
return textureColor * _AligmentFactor;

At AR ATA RE LAMA 2 5, 1EERNGIRIEY, E5GOasT, #H NYIRASIFRIC %
EE G

Tags { "Queue" = "Transparent"” + 1}

v P T A BRI — X — TR &SRB, R BRI C A7 il R MR i X iR X B B 3R AREH
Bo ZEOBRMMMNIES zurite off ZAINRERMXNE A, #SHARNZASPOER,

TR T UKRERR R TRt HBCRISOE,  RHTEREER:

Pl 8-64 W RBESHE ANIEWIAE ¥ el X IR 5

8115  BIEmDLREINBCR
AP E i HBCR AR A &, S aRahE, Am, S 4ot hE ek e
A AE GRS, ERtICiEr L WIS R, VRATDAGE ATE I AT IE,
ANIEWI IR 75 BT ORI A A iR R ISR B AR BT R e, (R, TRAR
AT i T E AT A E S R .
NEFPERELE R AR AR E S R ARG RIEIE:
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Bl 8-65 SR fEAIEMIRALE ERIHEBR DR R

NBIIE HIX LR, K] DMESOT RS 7 RURIA, (e B — DR NG R, X — i
R0 P R B SR8 B AN 5 B Tt RCR A DX, X R X I B B BN I E N E, I
W 5T 4G, RIXEAE EZRFrmERhF, HEXESEmTRNE, #Ers
{ERBTEHCHIN R NIRRT IX — %

IntensityFactor = alignmentFactor * occlusionMapFactor
T UK GERBEL ] IE=NEE - B Hf8a), BRI T =1 KEME, %885 AR

&, BREOIORE, A DOEEIG E K 73R DO 57 A S RSN E, @t ity itk
R, FTDASRE ST FTE T, mei RO ,
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8.11 EDL

TEER T HSE R occlusionMapFactor:

Pl 8-66 HbF- i i H 1 e

B
I e v T ) S e e DX N IE A 1 SR RO DX, AT 1R B T A e tHSOR

P B 7T Hopayx B8 EREER SR, X R F R e s E e, RS
7~ 7 HISEE E 7Y occlusionMapFactor:

P 8-67 HbT-1mi BA_b- ) e Hh s 4 P
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8 BRIFEER

8.11 E i
RFEE Hpin N, BISEE 77, SR e 2R, X RN N 77 17 G g
PANGECh 2R, I T ARk, SRR, NEER THISEE R AR

occlusionMapFactor:

Pl 8-68 Hb~T-1ii LA ) m yEiid Hh s 4505 P

8.11.6 AT Pl i L
%Wﬁﬁ%$,Wﬁﬁ%ﬁ*%¢%%&ﬁﬁZDWﬂM@L%XZ&%,#%%%H*kﬂi
—Z A,
ARBER AR T Hinin 805 T Hpay, EHIE— (/S HAPR AR — WG AR (L B, a0 2R B
SKEEAE Hinin M1 Hiax Z 18], AP/ B R € A T4 fEL
WA AE AT DA AN IR] & B R R 11 - A 3
gﬂ?ﬁﬁ‘\@'ﬁﬁﬁ GetPixelBilinear() PRI EIZRINER (11, Itk R £5CH I R A REDIR [ R A

float groundOcclusionFactor = groundOcclusionMap.GetPixelBilinear(camPosXZNormalized.x,
camPosXZNormalized.y)).r;

{56 FH e T GBS P 0 [ R AR LEPESEE AT N B R A IR & wciitt, FEIER T AR,
YR AFIREITR, AR OEANBIETRIETT, MM B ERE et

TEETRESE AANE AL T 5SS X IR )
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P 8-69 HEAAEWIHE ¥ vl R 51X I
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8.12

8.12.1

8 FREEIER
8.12 KRR

TKBARCR
TEVKTGE R, A7 kS B T A RO ROR . ACRARAG, B9 = G NSNS
RIS
AESTEE AN FE
© 8.12.1 KT UkIFEH on page 8-181.
© 8.12.2 IBAIA &AL E LARZ N < 4 on page 8-182.
© 8.12.3 MAFIHNELRI E B/ 5T on page 8-184.
© 8.12.4 TERGHENT g HEIE IE on page 8-185.

PSR RUSES
VKB —RHELE IR 0T,  ROIEERMAR TR BOTR, BURT KRN, KOa] U2 e

AR, SERKER), sATWRE 2 KTERER TR, HEIAT —MIEBESRE
HSLR,

TEER 75 ARBCRIIUKI S E{#ER -

Kl 8-70 vksiERA
NEER T IERCRIRS
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ARMMALI

Pl 8-71 H RAFBERAGUKBRIE 5%

8.12.2 (B E TR LA Rt

DRI FR I S S ROCRAE 1 TE V)22 AT 5 I T B TSR A AR R A TR MG 1], KX P ARRIG [
H—ERasds, g T ERPIIRER,

EEEW%%MEEQﬁREEW%%MEOEWﬂE%¢,ﬁﬁ%ﬁ¢%ﬁ%%ﬁ%?
0.3-0.8 JEREIAN, FEIEIR T UK R AT AR IE D)2 TR TR R R R AR TR 1 -

""\-\.- h]‘ l ".T__ Ty \'\. ::.

N ¢
.: ,ﬁ'..{l" '*-\‘L \\;\‘Q\

R o

Bl 8-72 I MITRLR M PRI FE M A TR R 1l
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8.12 JKIZRF

D IE D)3 AL

PRTCERAE ] T IEY) 2 ATELG I, KO BT RRR K EEE RN, IXERE, "LE
TES 5 ARG B IE V)23 (R TR

55— METERAE YA S RITESNG &, XS BA S IEY) 2 IR AR R, RIS
N TOCIRAIE, Kb, AR IR LRI R FR R EVE KR, TCIEAETE e R AR AT
FIERH . FEER 7IXARICR :

F 8-73 PiAZEMITAEIM R AR LS8R

FERR AL E P Al FE W

IR L ARSNGB (N BB F RIS, MBI e A Z R,  rNEE AR R
T {5 P 78 S S BRI PR SRAB AR B FE ARG [, B PA RS A S R 12w HE B 5 ) st 75 ) A
FEFITRERIG Y alpha 73 &{H,

;@E%T%?Wﬂﬁ%ﬁﬁ%ﬁ%@&%&@%@,u&ﬁﬁﬁ%ﬂﬁﬁ@%&%MEN%%
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Pl 8-74 EWIXISIIT8 S S SRR Ml 4 A MR i 1

8.12.3 DA R TR 250 1 ekt e S

ﬁﬁ%Tﬁ%ﬁ%%ﬁ@%%&%@ﬂﬁﬁ%ﬁ%@ﬁ@é,ﬂmﬁ&%ﬁﬁ%¢@%%&%ﬁ

VERE T A B B K A TR LR NG ] bumpFake FIEIETEZRNGIE] bumpNorm #%2 LLBIZH &, XA BN
ERECSEER

half4 bumpNormalFake = lerp(bumpNorm, bumpFake, amountFakeNormalMap);

SRR, (ETICH SR, RO EERE TRERM %S, ER7HAESXE, %38
FoR A TR AR,

TN 6 FH R PEE REAR TR IR BSOCR,, IR O iRkl i, LB, fRERRLmERN=
Mo BRENNKEEAS, FKGERT, XD AR T (0.3,0.3,0.3) 2 (0.8, 0.8,
0.8) YuFE M, AR 5 B BRI, BT i RS R — N 717,

EEANTAL B T, BRSO 0 2 1 JERINAEZ#RE -1 5 178
B, AAN, ER =2 * H - 1, WAKXERTEE&NE, HE e85 fERS 2 HitH
R A, BCEFRAMER A, Hlan, RESEEED&E (0.3,0.3,0.3), WAERKKITEL N
(-0.4, -0.4, -0.4), HIEEEEASE (0.8,0.8,0.8), MARIIELN (0.6, 0.6, 0.6).

ZHE] -1 2 1VuE)E, MEEASG reflect() HEL MHREGRH VA — LM E TIE,
EERXNEIFH, AR IR AR L NI YRR T & s WL reflect () /Y
T

R =reflect(I, N) =1 -2 *dot(I, N) * N

IR ERE, SRS KE/NT—RARA— e NiELR A BIEILE RN, 2 SBURS A&
ERERHIRR I U,

MR R RIET 0.5 I, RETFERIIBRERE AT, B, RSG5 ARG E R
GBI AMENLTT PRI E R ORRIER Sy I D)8, 5275 PRIV P A DS B 55 10 Y 3 € X
I8, B LAY E RSO, BT REEATAENGE b S BUE IR TR A FTAEC AT
ggﬂﬁa{%ﬁiﬁﬁ%ﬁﬁ RIENRANAENXIK, QS T AR [HERPcR. TERER T
ISR :
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ARMMALI'

Pl 8-75 VK S 5 LRIz
IR AR RO AERAE AR L clamp B BCE BRI TRERATTE, AR BA X
RE RREENER, REXENERIFFER, MEERTERA clamp BrEh 4 RrIssR:

ARMMALI®

Kl 8-76 ¥eAHEE clamp B BFvKkm 2 54

8124  fERSHPREHIRFRIBIE

[ 52 S5 ) B2 7 P A5 L ] 372 v SO R SRR, ISR LB IE, RO A S G —H
BE%E B Sk BRI, T HskMimteahm s, WIERantt,

HIH1FE
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8 ERIFEER
8.13 WK &

8.13 HEREZR
VKTER R, PARAEAIS A L, SR 7Rl B Ry S 7 RN [ SR B sl S B B2 8UR
A EE AN FE:
© 8.13.1 KT UFELETE on page 8-186.
- 8.13.2 BHPEE on page 8-187.
© 8.13.3 JEZ A on page 8-188.
© 8.13.4 JRIEFFLLIEHI AN on page 8-189.
© 8.13.5 FZHAST on page 8-191.
8.13.1 KT RE
TSNS ERCER, FEHE MYILER:

- —MMERERHTARH,
- RREREEN—RINRMRZEET RLTTAME,
- REBRANLTTRME,

T AR A BHFIAENZ B 25 oS0 AT QAR T S RA ) 7 R T U RCR
TESR T REGER—MIUE:

,.-1 q

P 8-77 vy A - U R BHTE S

URTEORBE T A TT AN AL TS ARG ESRAE, IXA] DU — DR RERRE & T, Mk,
SETR 7 FLITRBR 6 A P

MR ATER, BESPORE LREE IR S, ERES AR T,
TEER T H A ETE R RS &,
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8.13.2 BHEHR

8 FRIEEIER
8.18 WX E

Pl 8-78 FH PlifE IR S &

RGP Ci AR B — N TS R B, DU PR, — s bl S AT
KEEA AT,

TR ZIIA S E R HME :

- RECRTEEHE R BRASE,
- BREERKRNK,
X, AR BT A E R TIR G, e RS SRR BN R ARISE, A
JETEGE AR FETE RN R IX LSO IR 57—k,

NWELCE, VKTUERER T Unity Hds2RIRE, XK, R DIE A ESCE, miaft
RREFHRIFTE R ORER, TYMEX T 7 iE0R:

Shader.
Shader.
Shader.
Shader.
.SetGlobalVector (ShaderSunParameters, _sunParameters);
Shader.
Shader.

Shader

SetGlobalTexture (ShaderCubemapl, _phasesCubemaps [idx1]);
SetGlobalTexture (ShaderCubemap2, _phasesCubemaps [idx2]);
SetGlobalFloat (ShaderAlpha, blendAlpha);

SetGlobalVector (ShaderSunPosition, normalizedSunPosition);

SetGlobalVector (ShaderSunColor, _sunColor);
SetGlobalTexture (ShaderCloudsCubemap, _CloudsCubemap);

B

R RRMEES LB AG 5E e AR A ISR,

IR HHET T U NI E:

< LT R EI O FRE, 1 idx1 AT idx2 FEEE RN AR E,
- =/ blendAlpha A, 1E& thds I TIRA M NI AN E,

- DNEERERFAN B AR, HTTERRHER A,

- KIAZ 25,

100140_0401_00_zh
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8 BREIFHA
8.13 WAL H

- KEHAYZ A,
- BHNLFERMGE ., shaderCubemapl Fil ShaderCubemap2 H43 B & 4% HRFERSE B4, A
':F', HHIIRIEZRT RSN _SkyboxCubemapl F _SkyboxCubemap2,

N TR OSRPIXESEE, (ROER NI E]:

samplerCUBE _SkyboxCubemapl;
samplerCUBE _SkyboxCubemap2;

AR VR EE FISIFRE SR RH B ORISR (. BT S — DB BOd AT E
KB EALIBE A thds, MM IERAIBEBTE SRR
WG TSR E Unity AP & RenderSettings.ambientSkyColor:

RenderSettings.ambientSkyColor = _ambientColor;

BB AR & Al (T M FORTS IEFR ARSI, EUKTUER,  IRCR 7 R ARIE — R Ay
M TR] 7 B HE B AR B C EE A

IEEIN

TERRM, (RIS B thds b RS RS — MER 2 S AT KRR E RS,

Nk, BRI R FERAE R F AR BV — (ORI B 85 0 — L 75 T R R Y
=UiN

PEER TRHTER, 1A R ENRRHA B R SR TiE  BOgiE RO R =S (P2) I8
EEFNAK (P1),

PZ%\

\ P ——
viewDir viewDir /
\ /s
VA
\ /2
f,’_SunPomUon

1y

Pl 8-79 HHLAR
i C# A, FIH RPN E R B RIEEE s,

- MREERERTREBIE, BRIZENKHIZIG,
- ARG FE/NTIZBIE, BRREENRERHIEG,

R AT A 3E H I R BHID SR AL IS5 R

half _sunContribution = dot(viewDir,_SunPosition);

TEER TR ORFEALE
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8 ERIFEER
8.13 WK &

Pl 8-80 WEHIRZFAF PRI RKPITE S

8.13.4  BMLRRL)SAIAK
IR AKFHER P RERR, SFE— MR, X, EREFLEEHER,
NENEIX—RCER, SLTTAMER) alpha EIEH T706(H o (WRSGENERS) MfE 1 (WRYK
2RERUD

FEIERAPHRS, SORPCRAE, H alpha AT EKHERLEERL, RESEAZERETT
B, FENSCECHRAE TEREAELL,

Rt ] DA A G skl B A 5 25 XA alpha, 3] DU 2EFHYEAE S RS HIRCR,
B LPATRZEHE TR,

R IEAR ] TN R QR T S ARA R BR A T~ R T B SBCR
JEAR IR B TS ARG 73 P RS/ NH,

- TR E S REFIRELL . H alpha {HIROM 0 (R M1 (BED o
- j‘;—éﬂﬁﬁ%ﬂﬁ@@@i%% H alpha EHETLRXIBHIEN 0, RIEREE RAZLHTIRHHIY
# 1,

TEER TRILSEE, #RLUAY alpha {69 1, MERZEHIED 0:
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8.13 WK &

4 8-81 Hfilig(Bl

EnARTEY, SHXIEE alpha E8 0, Az KIRRE#HZEN 1. H alpha @E-FE
WAk, WRRZHPN TS EANER, TEER 7RA alpha RAE0E:

K 8-82 maLBE
B OAH TN LA
L AR KA L A TR B BRI R 2 B TR A
2. MRAEH C# AT ERREES R FRAMAE TG,
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8.13 WAL H

M AAR S AT RAE
¢ alpha #58 2 B S B4R BERS,
¥k alpha AIRZ & alpha mEl—i,
VA — N ROk T EORBHE N 2 i G R AR A
K58 6 mERAETIR AN RT &S aAam sl —iE,
i
PRATDARERZS, BRLRI AR — D REEW, X~ ENERTGERPZ I, B
FESEAIN AT DUR A 7 A B SR ZE B A%

NS kW

813.5  yIkmiml
YRAT LA TR I RCR, SRR alpha (5 B RS IRBHEIEAL,

IS, KA TR RS I, HOAUNS AU, BINTRE 2= R RS i B Al e
TRERAEHIEL, B IR R ERMARRHGT HEELR, 222 TRILEVHE R,

RPN, ESH eI, B R E B RGN .  HEERAT SRR
AEERSHITT A ANVRAVERAG . 31X AT AERRH 245 FESEFR AR,

PRI E R F R AR SRR — IR «
half4 sampleSun(half3 viewDir, half alpha);

half _sunContribution = dot(viewDir,_ SunPosition);
half _sunDistanceFade = smoothstep(_SunParameters.z -(0.025*alpha), 1.0, _sunContribution);
half _sunOcclusionFade = clamp( ©.9-alpha, 0.0, 1.0);

half3 _sunColorResult = _sunDistanceFade * _SunColor * _sunOcclusionFade;
return half4( _sunColorResult.xyz, 1.0 );

PRI ZE0 9 viewDdirection DA I alpha (Bl alpha fIRZ2 & alpha E|—i#E/515
FIWME o

KEARZEAALA 7T AR AR T E - PR E T, EHTRRGAMERS KO,

_sunDistanceFade & H i smoothstep() PRECKREE I M A RHHLE K23 1D b i i 58 i ~F- 2%
FRETAS, IXA] PMES RKFHIERE ST AN IR, AN ITASAEL 3% T O R

R EA—NET alpha MR, WBAXZHNE alpha 5 e, JUREINITE
_SunParameters.z £ 1.0 N, fEMLIEH, _SunParameters.z fF C# IAAH#IGEL N 0.995, &
XMW FELHN 5 ERRH, Bl cos(5 degrees) = 0.995,

RPUCERRR R U S = Ae, WK RE] 13 &, SKIESL R AN KA ER
_sunOcclusionFade [AlF F TARME MEFLLIFI ZASRIGFHTELY, R RBHHI/EFMEDZHTZ /N
NEER TR AT AR :
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P 8-83 KBHARW = Al

TR T AR -
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P 8-84 KBH# = Al
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8 ERIFEER
8.14 #HKH

8.14 K
BB —RUAER KR, UK A SR IS A i
AHRIIELE PAR TR0

© 8.14.1 KT 5 KHH on page 8-194.

© 8.14.2 HKHIE A on page 8-196.
8.14.1 KT KR

K NI R

- EIBTTI SR R
- AT BRI R AT X SRR 2R

XN EAE C# IIAHEIE—E, RIS B K RIIZEhIF HE e TG 2,

PEER 7P E KR

Kl 8-85 ikt
B RTHIPEE A Unity SRR T RGBSR K RIS,
TEER T AR R AR Unity K RARE:
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Particle System W £,
Cpen Editor..,

Firefly 1
' "

L

1.00

Time

Tirme Particles

er Lifetimea

er Lifetirme
Lifetime
Lifetirne

er Lifetime
peed

al Forces

Billboard
1
® FireflyParticles

Maone

ting Layer Default
erin Layer [u]

Reflection Probes off

Kl 8-86 Unity ki FR&EKE
MRABVRAEEARIGHIZAR, VRAT DA Unity Trail Renderer SKE2 LB 1% BIHY BRAR.
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Trail Renderer N —EHIBERKEN =MAF, VRA] OB &L Trail Renderer B/
P ERER = ATENEE, BERIE R RESTE IR 5 H B A P & iU B ARNE S,
ot /INVE R P B I T R ) T s TR e/ NBE S, 35 OB A BRI T = AREE, (B
Hh £ 2 BN

ARG Bk R, RIFIZEI T WL rl RESE R 5 H S EE, XBSEA
RETEEER =AM =R E,

NESERTHESHILSHIEE:

Kl 8-87 HAHIBKH
ASMEN TR e — DR RO, s — e R R,

8.14.2 0K AR R AR A

i K AR i P A ] DUE R CRI O, RS EEHTEl. eEaMTEHRR C# il
A, PARHF RS8Ok R ias) 23 Al 1 & AL 25

AR SR e K RSB BN SR, R AAHIERa s K BN R, (ENSE, BT EK
RAEREE ZNREYIZS), BRI IRGIE BT R K Rizsl s i — M E e E N, XA E K
HARRRIRUBALTT I,

NAERBENIZE), FEH— DB IR RHERE R BT R SRORRHRETRR M 7 —F

. ERRIRE, BRI ARE R B IEIZ T, SRS — T A RSB, B
DAV SRR L AZ AL

XA E AR ZAE R S — MERI, I N RO A M2 BT ElT2RE
LR, RAIA AT DAL (v = PR SR S D) S, B P B — S8 il B Bk B8 — 1%
Ml IR, (E RS RS =42 ROk E S8 — il Ik,

TENNEUN, Ay — a0 K BAE R CAR L

- WIENIE,

- WItE7im, R Unity BR%Z Random.onunitSphere () £
RHRESTER T a0l g1 aa fb 42 il i -

_fireflySpline[i*_controlPoints] = initialPosition;

Vector3 randDirection = Random.onUnitSphere;
_fireflySpline[i*_controlPoints+1] = initialPosition + randDirection;
_fireflySpline[i*_controlPoints+2] = initialPosition + randDirection * 2.0f;
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AR RE— SR E b VISP 2R

//The tangent for the first point is in the same direction as the initial direction vector
_fireflyTangents[i*_controlPoints] = randDirection;

//This code computes the tangent from the control point positions. It is shown here for
// reference because it can be set to randDirection at initialization.
_fireflyTangents[i*_controlPoints+1] = (_fireflySpline[i*_controlPoints+2] -
_fireflySpline[i*_controlPoints+1])/2 + (_fireflySpline[i*_controlPoints+1] -
_fireflySpline[i*_controlPoints])/2;

NFERRE K BRIAM, VR EE K BRI, DU Y AR Al & 4R B2 R
FEF—WLE, AR TGRS T RESROKRHRE, A5 e D e KR E
// t is the parameter that defines where in the curve the firefly is placed. It represents
// the ratio of the time the firefly has traveled along the path to the total time.
float t = _fireflylLifetime[i].y / _fireflyLifetime[i].x;

//Hermite interpolation parameters

Vector3 A = _fireflySpline[i*_controlPoints];
Vector3 B = _fireflySpline[i*_controlPoints+1];
float heo = 2*Mathf.Pow(t,3) - 3*Mathf.Pow(t,2) + 1;
float h1e = Mathf.Pow(t,3) - 2*Mathf.Pow(t,2) + t;
float hel = -2*Mathf.Pow(t,3) + 3*Mathf.Pow(t,2);
float hll = Mathf.Pow(t,3) - Mathf.Pow(t,2);

//Firefly updated position
_fireflyObjects[i].transform.position = he® * A + hl@ * fireflyTangents[i*_controlPoints]
+ hel * B + hll * _fireflyTangents[i*_controlPoints+1];

QR K RSB T R R EE B 2, AR A H RITES AR Y28 AR B — Bl RO RN LS 12 -

//t > 1.0 indicates the end of the current path
if( t >=1.0)
{

//Update the new position

//Shift the second point to the first as well as the tangent
_fireflySpline[i*_controlPoints] = _fireflySpline[i*_controlPoints+1];
_fireflyTangents[i*_controlPoints] = _fireflyTangents[i*_controlPoints+1];

//Shift the third point to the second, this point doesn't have a tangent
_fireflySpline[i*_controlPoints+1] = _fireflySpline[i*_controlPoints+2];

//Get new random control point within a certain angle from the current fly direction
_fireflySpline[i*_controlPoints+2] = GetNewRandomControlPoint();

//Compute the tangent for the central point
_fireflyTangents[i*_controlPoints+1] = (_fireflySpline[i*_controlPoints+2] -
_fireflySpline[i*_controlPoints+1])/2 + (_fireflySpline[i*_controlPoints+1] -
_fireflySpline[i*_controlPoints])/2;

//Set how long should take to navigate this part of path
_fireflylLifetime[i].x = _fireflyMinLifetime;

//Timer used to check how much we traveled along the path
_fireflylLifetime[i].y = @.0f;
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8.15 DR A AL TR
ik a2t a3 Ak Lk e T HH C# IARNTE (i, Z THATE Unity mfEdrhELZ&is
17, A mIREE A B TN P RE,
Zlif‘fﬁ%@ SPARTHB 5
8.15.1 FKF LSS F H R ZH#% # T A on page 8-198.
© 8.15.2 C# 1A on page 8-198.
- 8.15.3 WorldSpaceNormalCreator 7 €14 on page 8-201.

- 8.15.4 WorldSpaceNormalsCreators C# 4 on page 8-202.
- 8.15.5 WorldSpaceNormalCreator 7 € 451{#5 on page 8-204.

8.15.1 KT UL a5 2 ) e 1T H

XHUKTERAI TR,  HERFUKEAR A — MRS, WA, vKTUERR A2 A 2k
WA T RS LAIE,  TiARTIZezs RITAZI

DL RTRSNE ] T ahE RIS SN &, (HTR M THRRIERE MR PR IRLR,

T UK IR AR R 70 ) LM Z S HY,  TREMG B R i T A2 TR LG B, IX Al IR N SR
RERUTEEREL AL (SR 2 P R, e 5 34 i D DASEER, 2Nk — N EE
SR EERRHERY, T Unity SRS ts i D12 R TIRZ K,

e TR DU
- CH# A, T EgmE s rh IIIHTE D,
- B, ATHITERR

Z T BAE Unity Jafias 7 EL0alT, ASRIIRIHRATS T PERE,

8.15.2 C# A

(RN C# IAMIE Unity Assets/Editor Ht, XA EIIAN Unity 4858
GameObject REFIIFANEDL, WRAFEMER, HETAE,
THMRBSTER T 4MALE Unity gwEas P asinide

[MenuItem("GameObject/World Space Normals Creator")]

static void CreateWorldSpaceNormals ()

ScriptableWizard.DisplayWizard("Create World Space Normal",
typeof (WorldSpaceNormalsCreator), "Create");

FEER T AT GameObject SEHIETR,
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[Game[}bject] Component  Window Help

Create Empty Ctrl+Shift+M

Create Ermpty Child Alt+Shift+M

30 Object 3
2D Object 3
Light b
Audic k
u1 r

Particle System

Camera
Center On Children

Make Parent
Clear Parent
Apply Changes To Prefab

Break Prefab Instance

Set as first sibling Ctrl+=
Set as last sibling Ctrl+-
Mowve To View Ctrl+Alt+F
Align With View Ctrl+Shift+F

Align View to Selected

Toggle Active State Alt+5Shift+A
Dump All Cubemaps

Render into Cubemap

Render into Depth Cubemap

Render into Depth Vector Cubemap

Fel 8-88 JHIAHE MM GameObject 3% HLiE

C# A E XHIZIRA: B Unity scriptablewizard 2, JFHABTREH—LLME, MIHEIR
A2 AT DA AR AR ) S iR e ) S8 BB SR T T T,

1£ onWizardUpdate ﬁ@ﬁp, helpString AR A7 A S I R Y i R R BT R

isvalid X G & XARIREF T ArE IEHRI S, DA AT ] {5 F A%, AR,
_currentObj B EMHEH, FILREIRAA IR,

6] S & LR BORIZRRI AN R, FEAGIF, HA _currentobj B AR, KtASEH A

— MK
THEERT BEXASED:
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Create World Space Normal @

Kl 8-89 HE XM 'SH N
R TSI B T OEEHE, RSUEVE A onwizardcreate() BREK
OnWizardCreate() FRIEXHIT R 2 T1E,

NEEHIRL, ST RAE MR EEL, HESCREHTAT T R S EIRLTE R E] RenderTexture,
i, BEKPIRENIERKRK, NRVEZRESOIREANER, XFHRE, ErPLEITERIZN
%, BMEEEER=— 7.

AR IER T Al Bk

// Set antialiasing

QualitySettings.antiAliasing = 4;

Shader wns = Shader.Find ("Custom/WorldSpaceNormalCreator");
GameObject go = new GameObject( "WorldSpaceNormalsCam", typeof(Camera) );
renderCamera = go.GetComponent<Camera> ();
renderCamera.orthographic = true;
renderCamera.nearClipPlane = 0.0f;
renderCamera.farClipPlane = 10f;
_renderCamera.orthographicSize = 1.0f;

int prevObjLayer = _currentObj.layer;

_currentObj.layer = 30; //0x40000000

IR E T AT RE A G s

_renderCamera.SetReplacementShader (wns,null);
_renderCamera.useOcclusionCulling = false;

BB G X AT B LR RAEMHE RS ERIATRI A BRI A S E S

_renderCamera.transform.rotation = Quaternion.LookRotation (_currentObj.transform.position -
_renderCamera.transform.position);

NTAREN R ML, MAEIL _Bumpmap S0, WAL E VA A G a8 2R K ERE
o AR A RIS,

THRIEIZEN (0.5,0.5,0.5), KA HIIELMI T TT M,

foreach (Material m in materials)

Texture t = m.GetTexture("_BumpMap");
if( t == null )

Debug.LogError("the material has no texture assigned named Bump Map");
continue;

}

Shader.SetGlobalTexture ("_BumpMapGlobal", t);
RenderTexture rt = new RenderTexture(t.width,t.height,1);
_renderCamera.targetTexture = rt;

_renderCamera.pixelRect = new Rect(9,0,t.width,t.height);
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renderCamera.backgroundColor = new Color( ©.5f, ©.5f, 0.5f);
renderCamera.clearFlags = CameraClearFlags.Color;
renderCamera.cullingMask = ©0x40000000;
renderCamera.Render();

Shader.SetGlobalTexture ("_BumpMapGlobal", null);

BEKER TRE, BEEGER, HREN PNG B,

Texture2D outTex = new Texture2D(t.width,t.height);

RenderTexture.active = rt;

outTex.ReadPixels(new Rect(@,0,t.width,t.height), 0, 0);

outTex.Apply();

RenderTexture.active = null;

byte[] _pixels = outTex.EncodeToPNG();
System.I0.File.WriteAllBytes("Assets/Textures/GeneratedWorldSpaceNormals/"+t.name
+"_WorldSpace.png",_pixels);

BELAIPRIE R A A IR (RS RR) e EERVEZ.
ABIFRfER TR 30:

_currentObj.layer = 30;

HA-7xut g0y 040000000, FAERIEE 30 Ak 1o

8.15.3 WorldSpaceNormalCreator &3}
IR R AR R BART 1, eI TR, TR TR RIS AR bR F A H AL
B, XESNREE—A 2D FH f, S5E0MERAEF,
HfiE OpenGL Hi/KEIEMIZE, UV AEARMARIER [0,1] ERIRSE] [-1,1] JEH, FHEUR Y 4
Wro AR Z 2868, FrPAER] PURE N o BRI ANFIIZAL BT U - H A A AEAA{H -

output.pos = half4(input.tex.x*2.0 - 1.0,((1.0-input.tex.y)*2.0 - 1.09), 0.0, 1.0);
output.tc = input.tex;

Bk, VISMRISAETURE tas iR, FHEEE A BoE tads DA THe.:

normalize(mul(half4(input.normal, ©.0), _World20bject).xyz);
normalize(mul(_Object2World, half4(input.tangent.xyz, 0.0)).xyz);
normalize(cross(output.normalInWorld, output.tangentWorld)
input.tangent.w);

output.normalInWorld

output.tangentWorld

output.bitangentWorld
*

FrBE s

1. RTREM DL R RO i 5 s ]
2. BELGINE [0,1] UM,

3. RpRgkhm i EHr S,

HMREER AT TR

half3 normalInWorld = half3(0.0,0.0,0.0);

half3 bumpNormal = UnpackNormal(tex2D(_BumpMapGlobal, input.tc));

half3x3 local2WorldTranspose = half3x3( input.tangentWorld,
input.bitangentWorld,
input.normalInWorld);

normalInWorld = normalize(mul(bumpNormal, local2WorldTranspose));

normalInWorld = normalInWorld*@.5 + 0.5;

return half4(normalInWorld,1.0);

TEER 7B AT D)L AT LG A -
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TEER T TR Rt 52 R TR -

P 8-91 ZEpRify i 5t 2 Ml AR 1l

8.154  WorldSpaceNormalsCreators C# JHiA
PAR /2 WorldSpaceNormalsCreators C# A I{CAS

using UnityEngine;
using UnityEditor;
using System.Collections;

100140_0401_00_zh Copyright © 2014-2017, 2019, 2020 Arm Limited (or its affiliates).

All rights reserved.

BB

8-202



8 BREIEHA
8.15 LA AR LS AL e/ TR

public class WorldSpaceNormalsCreator : ScriptableWizard
public GameObject _currentObj;
private Camera _renderCamera;
void OnWizardUpdate()

helpString = "Select object from which generate the world space normals";
if(_currentObj != null)

isvValid = true;
else
isValid = false;

}
void OnWizardCreate ()

// Set antialiasing

QualitySettings.antiAliasing = 4;

Shader wns = Shader.Find ("Custom/WorldSpaceNormalCreator");

GameObject go = new GameObject( "WorldSpaceNormalsCam", typeof(Camera) );

//Set the new camera to perform orthographic projection
_renderCamera = go.GetComponent<Camera> ();
_renderCamera.orthographic = true;
_renderCamera.nearClipPlane = 0.0f;
_renderCamera.farClipPlane = 10f;
_renderCamera.orthographicSize = 1.0f;

//Save the current object layer and set it to a unused one
int prevObjLayer = _currentObj.layer;
_currentObj.layer = 30; //0x40000000

//Set the replacement shader for the camera
_renderCamera.SetReplacementShader (wns,null);
_renderCamera.useOcclusionCulling = false;

//Rotate the camera to look at the object to avoid frustum culling
_renderCamera.transform.rotation = Quaternion.LookRotation
(_currentObj.transform.position - _renderCamera.transform.position);

MeshRenderer mr = _currentObj.GetComponent<MeshRenderer> ();
Material[] materials = mr.sharedMaterials;

foreach (Material m in materials)

Texture t = m.GetTexture("_BumpMap");
if( t == null )

Debug.LogError("the material has no texture assigned named Bump Map");
continue;

//Render the world space normal maps to a texture
Shader.SetGlobalTexture ("_BumpMapGlobal", t);

RenderTexture rt = new RenderTexture(t.width,t.height,1);
_renderCamera.targetTexture = rt;

_renderCamera.pixelRect = new Rect(0,0,t.width,t.height);
_renderCamera.backgroundColor = new Color( 0.5f, 0.5f, 0.5f);
_renderCamera.clearFlags = CameraClearFlags.Color;
_renderCamera.cullingMask = ©x40000000;
_renderCamera.Render();

Shader.SetGlobalTexture ("_BumpMapGlobal", null);

Texture2D outTex = new Texture2D(t.width,t.height);
RenderTexture.active = rt;

outTex.ReadPixels(new Rect(©,0,t.width,t.height), @, 0);
outTex.Apply();

RenderTexture.active = null;

//Save it to PNG

byte[] _pixels = outTex.EncodeToPNG();
System.IO.File.WriteAllBytes("Assets/Textures/GeneratedWorldSpaceNormals/"
+t.name+"_WorldSpace.png", pixels);

}
_currentObj.layer = prevObjLayer;
DestroyImmediate(go);

[MenuItem("GameObject/World Space Normals Creator")]
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static void CreateWorldSpaceNormals ()

ScriptableWizard.DisplayWizard("Create World Space Normal",
typeof(WorldSpaceNormalsCreator), "Create");

8.155  WorldSpaceNormalCreator # 131\
DA N2 WorldSpaceNormalCreator % g1,

Shader "Custom/WorldSpaceNormalCreator" {
Properties {

SubShader {
Cull off

Pass

{
CGPROGRAM
#pragma target 3.0
#pragma glsl
#pragma vertex vert
#pragma fragment frag

#include "UnityCG.cginc"
uniform sampler2D _BumpMapGlobal;
struct vin

half4 tex : TEXCOORD®;
half3 normal : NORMAL;
half4 tangent : TANGENT;

s
struct vout

{

half4 pos : POSITION;

half2 tc : TEXCOORD®;

half3 normalInWorld : TEXCOORD1;
half3 tangentWorld : TEXCOORD2;
half3 bitangentWorld : TEXCOORD3;

}s
vout vert (vin input )

vout output;
output.pos = half4(input.tex.x*2.0 - 1.0,((1.0-input.tex.y)*2.0 - 1.9),
0.0, 1.0);

output.tc = input.tex;

output.normalInWorld = normalize(mul(half4(input.normal, ©.0),
_World20bject).xyz);

output.tangentWorld = normalize(mul(_Object2World,
half4(input.tangent.xyz, 0.0)).xyz);

output.bitangentWorld = normalize(cross(output.normalInWorld,
output.tangentWorld) * input.tangent.w);

return output;

float4 frag( vout input ) : COLOR
{

half3 normalInWorld = half3(9.0,0.0,0.0);
half3 bumpNormal = UnpackNormal(tex2D(_BumpMapGlobal, input.tc));
half3x3 local2WorldTranspose = half3x3(

input.tangentWorld,

input.bitangentWorld,

input.normalInWorld);
normalInWorld = normalize(mul(bumpNormal, local2WorldTranspose));
normalInWorld = normalInWorld*e.5 + 0.5;

return half4(normalInWorld,1.0);

¥
ENDCG
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© 9.1 Unity JEPSLAEIF 57 on page 9-206.

* 9.2 Unity VR FEF7TFE on page 9-207.

- 9.3 BHEE VR INFFEZEHI/H T on page 9-210.

© 9.4 VR 19/ %7 on page 9-212.

9.5 Z5% on page 9-216.
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9.1 Unity /g BISEHEIE 1

9.1 Unity FEIHSIRELE <5
2RI AP (VR) BEF A Unity 3085, Unity FUESCR 26004, D@ it
A — e HL A 45 3
R AAJRE Unity VR 3%, SOl ae s s T (G RS04, IX2E N Unity
JIBAIRAE Unity VR SR & S8 T IERRAL.

& BARA Unity VR S

- Oculus Rift,

- Samsung Gear VR,

- PlayStation VR,

- Microsoft Hololens,

TR AEd i F SR Unity VR:
- Google Cardboard,

- Moverio,
- HTC Vive DA SteamVR & X HH A%,

Z R H i A RSB A Unity B 77B# AL (OSVR) il F32 55,

-
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9.2 Unity VR BHijifs

FEAE B AR P Bl 2 R A2 Unity VR 2 — 2 BB,

Pt AR Unity VR N TZHIH B -

1. &% Unity 5.1 8CHE@ERA, Unity 5.1 F18E SRR AESCHE VR,

9 BB
9.2 Unity VR Bt 72

2. HAWME, AIMIESHIMETRIRE IR & A X, FRRERAN RS BRI,

X TFIZATUK7UER I Samsung Gear VR, IR\ Oculus FFAE M Attps:)/
developer.oculus.com/osig, Samsung BEEHIEZ X AITH Plugins/Android/assets

SR

3. 1 Unity i, JEEFTIFCPE > MR > fE I E, N SR ildsi BE 0, £ “Hib
RE” #Worh, FIIT SRRSO T,

TEER T I H S,

Settings for Android

Icon
Splash Image

Other Settings

Rendering
Rendering Path*
Auto Graphics API
Graphics APIs

— QpenGLES3
— QOpenGLESZ

Static Batching
Dynamic Batching
GPU Skinning*

Multithreaded Rendering®

Virtual Reality Supported

Resolution and Presentation

| Forward

(]

EREERE

B 9-1 RRAABEEEN

4. WEBSKHIRR, A Bk 0% BARN T I Bk AR AR E I A,
5. MR, RBLEHE VR SKECE B Al iiocEk,

6. XF Android &%, 1EEMIFREIRWS AT USB ik,

TEER TR BRI
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https://developer.oculus.com/osig
https://developer.oculus.com/osig

9 BB
9.2 Unity VR BEfEin#e

# 3+ @ Tl 22%2 1412

< Developer options

On « )
Take bug report

Desktop backup password
Full desktop backups are not currently protected

Stay awake

Screen will never sleep while charging

Bluetooth HCI snoop log 0

Capture all Bluetooth HCI packets in a file

Process stats
Stats about running processes

Debugging

USB debugging

Debug mode when USB is connected.

Revoke USB debugging authorizations

Pl 9-2 JFRHFIEIE N
7. ARV, HRELREREE L,
8. JEEIN AR,

£ Samsung ¥& RSN HARFN, ERERREIZEMACKERE, RE&MAMET VR
HER, TRIERIREEML T Samsung VR K,

AEEE AN FH
- 9.2.1 j7/H Samsung Gear VR -4 2 #z( on page 9-208.
9.21 JiH Samsung Gear VR JF & # i
TP & EAE A AT R E AL 2B TH) VR MR, WAL VR SKEZEE,

MRz AT B4 VR MR, WAJJEH Samsung Gear VR FFEEHEN, R FiAZR
N ERS VR NHERF, BRE—IE%5% VR MHARRF, DUEGES IS,

JA I & E R
1. {f Samsung ¥ I, EHFEE > MBS > Gear VR JIli%5,
2. IEPEE PRI,
3. mith VR RS RA7SIX,
4. HREAWMRER, R ERIFRERIITR,
B
I & BTG AR LAY RSN (], (RO E 278 o H B Sk B A AN I AL 1%

Ho

TESRTRE Samsung Gear VR FF&# B E A7k BUF R B
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9.2 Unity VR BEfEin#e

I 9-3 1t Samsung Gear VR JFRHEBIAHISTTH VR BRI REH 76
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9.3 BHEF VR IN#E% EA/&

9.3 ] VR IN T35 1B )8
VR GIi& 75 HA R AR RN R RS, IXERE — &G H T1E VR MR s
SREIIREE X VR T4
R LACARRE A AR R, FIWT AT SR AR, iR P IR ETIE,
FEAE VR i i B A5 Skl E AT RE 2[Rl — iRk VR IRAHS ARG, Filan, 3 VR Bk
AEAHRNBESLNERE R, #oH PO EI MG, RN, JUHRR N5 km
JEREBNIN . RBRIEALCAT DU 0 E X R E AAET IRAVIASS,
AE VR N AR AT DO IS FATLAY fidife b sl i A LR BE T H2I,  T7E VR MR R R ek
SCHIX LS HIALAL, BIa0, BRAGhRA VKT SER A A TR Sk, TIXAE VR &4 L
HUREIAT, RN PG il bR, vkoX VR BRI AT PATE Samsung Gear VR iz
17, HOKECEE — B A i, (0 b AR AR A% e, BIVRT R I R

FEE/R T Samsung Gear VR SKEZEE Iz,

P 9-4 Samsung Gear VR Sk #% F flds i fir 8

MFARER LI, —41EdFE VR MAREFFIERRSERE VR N AR T BLER, B,
IE VR BRoKTBRER 7 — MEBSOCRHOER, ERRIESL S KIS TG A5, 1F
VR FRINARCRATH P A B E SRR, A LB ERER,

AER B E DA T3
©9.3.1 BELHISFE I 85257 on page 9-210.
9.3.1 BRI B Fatilil]

VR A] AN H A5G TR S KB R 7T 15k e, Hrh—&0 A ES S8, BARPURT
R R B RS AR

Al AGER RS, @SR El]S VR &EERE, NEIX—m, KGERER T — MR
Unity DIREM B E dfE, 13 TREMAFL Android IEF Sh, IXLEH il & B SLIE50,

NEER TR T KRR A R
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P 9-5 Fiilk IR A P 2%
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9.4 VR #9451

9.4 VR H1i) e 5

ST VR WA RERE R, BISCH R A2 SOOI, A DATFRE N AR 7 At
MEA, SMAMZEEIAR .

VR RS A] DAL SEiE i IR AR RS, (Eitin DMERL, e RERSEL & - B 2/Y
VANt el

BRI RS A] DALE N FH R BRIl R A G BEANE L, HATUR. A0, £ VR SR
I LN [

AER B E DA T
©9.4.1 [ EE IR ERY /ST on page 9-212.
©9.4.2 AE AR T on page 9-212.
© 9.4.3 7714 on page 9-212.
9.4.1 {55 SR N5 R I ) s S

RAT DA FH Ja) 832 77 (RN [ Bl S S, XAy il o 17— A1 S S AU, T2 AT CTE SR
LT RI EER IS S SO, 75 EEARIE S 7 (RN [ AR RO BRI = L R, X S S e B )
HMBIE, %S R RIRIUE RIS,

{56 P JRy B AL 5 AR I A A S S AN R IR SR AR BUE R INE, TR TIN Ny — i sl
I RTRE XA IXFERY AL,

HRBER RIS RN RN EZER, WS 8.2 /155507 77 (R LR T
on page 8-121,

9.4.2 HEA R e 5t

e AR RO A AREEYS,  MITAR S BRI PERERTRSCR s BLRTR BN — AP BT S 3%
HRTEAR, AR S R EFIH S N RO SIE R AN, UK AN R S A A 45 R S 1E
—itg, AREEILH A ILBHIZE R,

AXREGARRMEIEER, ESW 8.3 215 /<41 on page 8-137,

9.4.3 NALYE )

fEAE VR ik, JAE—PMEEAR, E VR 4, B RIRIEHE MBI XEIRE, &
R 3 S HRH B R S A0

aniR ey U HRES 2EAERI RS, B2 P RIS SERE A RA R, X5
7T, FIRERBIMTITTRE, 45 VR RS H TR E AR A R,

NBIEMCRR, AU EH TR AN S, RIS ARSE A 7R T A LS I 5 X ARFS A9 A2 B A PALE
W%,

N T VKT GERP SIS R G, ER D RS TR B a SN REG i R, FHERMD
N[5 4 Jay A T 5 B3 e B I — IS RSO0 G S B0 o P 14 JRy B S 75 R P SR B S

[RESATRERANASEFF SN R, MR EHT ~HARER, A HEE VR B LI,
£ Unity VR PSB85
fE VR R AR SEIRAZ AR S SR A AE VR A T — L%,

I, TRICHORTE Unity H/E M 7 REUIISE SRS, Ohitt, TRIEEEVEE > REN I E >
HABVEHE, A SR RIS S %A,

IO AT L
BNAS R BRI T — L B, T RS ZE BRI FF ISR
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RGBT DNk, FFE NS DB ZE RN BARSCE, ZERMANEsk, HERER
AR IIT R, MRS SIRIA,

void OnPreRender(){
SetUpReflectionCamera();
// Invert winding
GL.invertCulling = true;

¥

void OnPostRender(){
// Restore winding
GL.invertCulling = false;

}

LA A5 FH = B Sk B RN A A s S B Sk A B AEA T, ik, EXE
SetUpReflectionCamera() Igliﬂl, B A RS ERER A, NIRRT I RS2
F e

public GameObject reflCam;
public float clipPlaneOffset ;

private void SetUpReflectionCamera(){
// Find out the reflection plane: Position and normal in world space
Vector3 pos = gameObject.transform.position;

J/ Reflection plane normal in the direction of Y axis

Vector3 normal = Vector3.up;

floatd = —Vector3.Dot(normaf, pos) - clipPlaneOffset;

Vector4 reflPlane = new Vector4(normal.x, normal.y, normal.z, d);
Matrix4x4 reflection = Matrix4x4.zero;
CalculateReflectionMatrix(ref reflection, reflPlane);

// Update reflection camera considering main camera position and orientation
// Set view matrix

Matrix4x4 m = Camera.main.worldToCameraMatrix * reflection,;
reflCam.GetComponent<Camera>().worldToCameraMatrix = m;

/| Set projection matrix o . ) o )
reflCam.GetComponent<Camera>().projectionMatrix = Camera.main.projectionMatrix;

}
I PR SO SRS S B S MR BRI B AR R, B ORAE T SR, DA 2 3 B Sk A AR P R R

worldToCameraMatrix,

MR EFHIRIEHELAE, AR TP EERINE

Matrix4x4 m = Camera.main.worldToCameraMatrix * reflection; X—AT/GH:

TR

m[12] += stereoSeparation;

AR

m[12] -= stereoSeparation;
FAI{E stereoSeparation N 0.011, stereoSeparation {E 2HREE 73 EER—3F,

R o5 — AR ANE L83k, DAERIZEA D R BESRATER, NHIRBS IR T AR ks
B,

public class RenderStereoReflections : MonoBehaviour

public GameObject reflectiveObj;
public GameObject leftReflCamera;
public GameObject rightReflCamera;
int eyeIndex = 0;

void OnPreRender(){
if (eyeIndex == 0){
// Render Left camera
leftReflCamera.GetComponent<Camera>().Render();
reflectiveObj.GetComponent<Renderer>().material.SetTexture(
" DynReflTex", leftReflCamera.GetComponent<Camera>().targetTexture);

else{
// Render right camera
rightReflCamera.GetComponent<Camera>().Render();
reflectiveObj.GetComponent<Renderer>().material.SetTexture(
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" _DynReflTex", rightReflCamera.GetComponent<Camera>().targetTexture);
eyeIndex = 1 - eyeIndex;

}

IEIATE T 55K onPreRender () 10118 BRI AL AL /o 45 I B8R SKINTE S, Soxt 2 AR VA FH b A A —
R, MENGIRVEHA—R. eyeIndex ZE NS N RATE Sk ELIERITERINT, IR ERT RS
NI F 5L NRIE, 55—z EIE RSN, e N2 LR, X2 Unity WA
OnPreRender() FERIFE,

KA 2 ARG FH A R SRR

G RHIA BT SRS IEFAE BANE TE R, X — AREZ,

MR S N IRES TR T IERSOH:

S
1. HEIA, EER eyeIndex [EIF NG —X B EHE|HE (185,
2. X RESERER MM, 2T eyelndex {Ho

QUSRIRAREIAS IEH TAE, HEHRSOT T, HErh SR 7D AR R E RS T AT IARAS Y
o

Pl 9-6 IEmR St B RS B R B

LiFSRALIFE)

PRA] DAGEFISZ 5 ARG IR, e ROt AR B #SYMARRINLAR ST ME—REAIE T, IR
AR TEEMSLTT R EIREIREGER, 0 Al T RS

Unity $2fit 7 —PHNERE, ATEE ORI RER AR R R B E
_WorldSpaceCameraPos.

B VR 1, T, ARNEKIINIE, WorldSpaceCameraPos TLiEFR M. AN SLAINL
B, Kk, PROFUERBIATEL, G NESKIINE, HFRBRERIEASR D RIZEEE AR,
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FER] AME B A B S BRI E tas H A BT S — 2 &

uniform float3 _StereoCamPosWorld;

WHEE, GRS BN RE TS| E8SLAAR A, RODIXA] DIRFAT ) 355 Sk A0
%Elgio ?’yUﬁ@ﬁﬂ—?Eﬂm@ﬁ eyeIndex = e‘lﬁ%i&f?ﬁtfiﬁfo

REE T F 55 LA E R R, Hix%ﬂ%)%ﬁﬁﬂ:ﬁﬁ?mﬁﬁﬁﬁﬁ FEIRN B T AL BLARBR
o T DABEEPOYAERE, EIRESL BB S —40 & StereoCamPosWorld (&I E%E fds,

Matrix4x4 mWorldToCamera = gameObject.GetComponent<Camera>().worldToCameraMatrix;
mWorldToCamera[12] += stereoSeparation;
Matrix4x4 mCameraToWorld = mWorldToCamera.inverse;
Vector3 mainStereoCamPos = new Vector3(mCameraToWorld[12], mCameraToWorld[13],
mCameraToWorld[14]);
reflectiveObj.GetComponent<Renderer>().material.SetVector("_StereoCamPosWorld",
new Vector3 (mainStereoCamPos.x, mainStereoCamPos.y, mainStereoCamPos.z));

ﬁﬁ%ﬁﬁﬁﬁ*ﬁﬁ, BR T NAKR B 2 mWorldToCamera[12] *H?@iﬁﬁﬂ%, AT,
ERE T, RLAERE N EX—17, BRI EAE A E:

output.viewDirInWorld = vertexWorld.xyz - _WorldSpaceCameraPos;
ey NEIX—17, DM@ R AR RAET e, AR LA
output.viewDirInWorld = vertexWorld.xyz - _ StereoCamPosWorld;

SCEL T SRR, ERAEN AR iR Ia TN TR, RO RS S BT e AR A
RN A AR T AR, Izﬁﬁlﬂk’ﬁ“ VR & EARTIL, RO RIS A 1 A RIS,

R AL ST L
RAMEE DA, SRR IR IGZIETT, XEWRE, AR IR AP A2 TR
2o

FEX RN A BT LR 2/, BARE RN REZ G A WD, ik, PRI BIRTR
AOFRRD BN S R Lo

public class IsReflectiveObjectVisible : MonoBehaviour

! public bool reflObjIsVisible;
void Start(){
) reflObjIsVisible = false
void OnBecameVisible(){
reflObjIsVisible = true;
}
void OnBecameInvisible(){
) reflObjIsVisible = false
¥
TEE X TIZAERNE, ERINESFESKAIMA PR DUT 1f 1860, (EEERSN RA] LN A
TSR AT TR
void OnPreRender(){
if (reflectiveObjetc.GetComponent<IsReflectiveObjectVisible>().reflObjIsVisible){
}
}

HAMMREBRAZ if 186N, I if IBA){#H IsReflectiveObjectvisible R K EI X E 2
Bl HARN, WARTHE G,
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9.5 ZiR

9.5 gER

B TAERIEE T UREGIHERE VR oA, ESRRZARN A TSR, $E&% AR VR ;I
K%, BEBONALAR G AT DURIESE T P AR, X2 DY, WRALH, AMSERERE D
R,

TEER T OkREREIT R EF R AIBITIN BB R, ERoR 1A SSBIRISZR ST,

P 9-7 vksiERahmiE
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riZk VR BB,

AENE T AT S R RBLL N R P B R RIS AR

BEEITRE

© 10.1 #45 on page 10-218.
10.2 ZFRFFER A H on page 10-220.
10.3 Mipmap #4/& on page 10-221.
10.4 2 77/Z¢X on page 10-223.
10.5 Zita55/H on page 10-226.
10.6 ZPEL & on page 10-227.
10.7 Alpha &/ on page 10-229.
10.8 E{X1%71 on page 10-232.
10.9 €77 on page 10-234.
10.10 [“I%J#5/4 on page 10-236.
10.11 $H# on page 10-238.
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10 &K VR EIEFELT
10.1 #EHF

101 iR

(ELCCTEYI IR, JEIO R RIS, MBI, £ SHOR
B S AR — AT AL T T

AEREITRTOLAISS, 78 25 S A B T SRR LA U BN B BT (3 S N 2 B
o FERER RS TR LA 577, B DL

XA MR TRE RS, RN, DA TPV ARRI IS LIRS TR A
LR, A TEIY, HOSR, REE S TR R R B I £ U AR
B, TSRS RGN, S DL .

(EFT LA R, NSRBI BEK ST R RS RO B ISR MR A B, e M
BORPBEIGR QI 1 LTSI IR,

VR SRS, A PTRIRSAIIRAOTE 2D AR LT AR AR O,

47 BRSO SR 6L BT S, TR 5 RAEAA BT A0 G FEA Y, 1
CETRIRS L0 2 BRI, L5 B

TERSEHEERIN, IXAME IR IE B LRINE, ESERRMBAEN T, £ FEHPE MR
LT (i % b AT DA 23R LT 4 A7 5] -

Pl 10-1 LA A Rl

K 2 0 TPEUR 2 RS TE BB PR Bonds BN, B TSREEN LME RN 2R ER, &
A%, RHXAER MO AET U, KRENZDEERE RENILZ, HHEILFR
HBRAERREZDY, XRFHEZHHEL,

FfE, =MbEER SIS GPU HHHTEIMLATRBERAS, XZ2RNER GPU 1£) LA
BB TARZ AW, BILAER/D, TEBNREE R ARG, 1A, GPU fESEHHE) LA
1A EAe 2RI 22 B R TR ] 5T R B s i IR D . IXZ2 A GPU e 2R IR %
FASARSEHHE LA, AR T A B s,

BIME N RAEBCRBOS RSN 2R “N" 8 “HiH” WY, IS4 SO A,
IXAE A B R EARRAE A FMUZ PRI G ER,  RITE— b BB I S SRR T AE R — A
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10.1 #EHF

HELBEH R ROR . XA RRSCR L P2, RO E R B IIRER S, stz
RIFREH P AR TR, T ERSSEE PR 5 oR 1 B RS R A

Pl 10-2 i 52 9 i il

LRI A ROR  (BIAEBICRIE) BT RS RERS, FMERSFa EART; 5, R
B ZERIFDHE ST (MSAA) BER RO, ABLO T UAEARIER, B TR AN ER
RFAERE (BIAnsim s ath) Joiko

HTHENER Otz VR) I ESMERINEEL, KIS MT RRE MR R

1
Ao
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10 &K VR EIEFELT
10.2 ZERIFRIFL

10.2 ZH R A
ZHERIER AL (MSAA) 22— R LSRR ST S HR, BICRFEEN ER SRR T
MEMGEITHEE O, 4/ BT RAPERZAT, PSRN PR E L B,
MSAA IEFITIRGE S, BREHESMEESR AR, [ FAEARZNE ST TN,
WAL FAEAED T SR, WIS TR BB, 5 BUE S A7 i 78I 7 25 i
BAFREARH,
RE MSAA HIBER TR =AU A IS, (eSS MEE T IR B
t, R ESCRAEE SR
4x MSAA /D T ZAIIO%H “HEia~ , HOUBIINSL N FFE R R N R i 7 H
HFEME T, NIZRATREM A,
i 4x MSAA B}, Mali GPU &t e EEE, R R =M RIS s ssh A B
T R RERZ AR /N
AR EE AR R
© 10.2.1 7F Unity H1EBZ HRIFER 7 on page 10-220.

10.2.1 & Unity HseBl % FERFE R PE A
£ Unity #, WEREEH URP, WEEHER7m/kEE (URP) & B E =2 EZRIERFEL
(MSAA), &N, 7 H 5T R i3 ik i,
f#iF URP il F MSAA:
1. A=,
2. FERSMEE IR, HEAN “TRET FhIER,
3. MW RHE IR MSAA 29,

[ 10-3 URP-MSAA BBk

TEW H i B B AR 5 F MSAA:

1. BEAGH > VHBHE,

2. EEUR, RIAIFTOTIH R B B iR,

3. EFRRYEA TR, NEIEFRENIRE, WNRATRE, BRIAER 4x ZERM,
B

TR PG B Z O B R R A

Rendering
Pixel Light Count 3
Texture Quality | Full Res ol
Anisotropic Textures | Per Texture al
|m1ti Aliasing | 42 Multi Sampling A|
Kl 10-4 MSAA B8
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10.3 Mipmap J4/&

10.3  Mipmap i

Mipmap MBI T3 @ 0 PR SCEATIR 4/ M8, BRI ES0 Mip ZPERRRT—

BRERIIIY ) < —, IXERESEE N HFTE LT Mip Frf iR NANEE RGN 1.5
1o

Mipmap ME R HERITFENAEK, WATHEHEAER, H& EER GPU, A5, GPU MNIEFE
PUTHSRARILERRIE S Mip, MRV Mip BJOHATRIEA B TR AR E R DS gE, £/

Rk ESCHRYIEME, FEPIEfEIZA R IR SR %,

=

Bl 10-5 512x512 RS 9 MK 1x1 ) Mip J2Zk
FE BN SOREIE 762 MESIHY Mipmap WERENE, DAUEHE, KO HELRTE SN AT

REZ HIELALNE [R] L
TEMLTE S IR BB B DA SE A B o P S R BT . MR Z AN XK, B85
BRIARKEK,

Y DAFEAE D PERIER— DRI, TMRAMY 7> 2 — 3 PERIERAERE BN, BRI, XEREH
RRATEI B MR EHT Mipmap W ERAELE,

RAEIE & I — N AR, BN, SECHEI SRR NGRS HAHRSUR M 2 —iEn, ArREs
R NS E 1 AR B S0S .,
Z5R, AT ARITEM X IR E SR R MEMG R 2RI B 2, @Y RSCEATILS
DASETE U 12 5 1\ X S5 [ 1 S B 25 T R AT DA o b ) R,
KIS IS FE

- 10.3.1 7 Unity #¥#17 Mipmap Ji4/& on page 10-222.
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10.3 Mipmap J4/&

1t Unity Hi#f7 Mipmap W5
Mipmap & H 314 R REEARARE 15 .

AEA N Mipmap W&, TEHRITLA TR
1. FETH & CRBEIRER I — DA, FTT8BRME .

10.3.1

N
. N
2. B4R Mipmap W5 EEDT,
¥ Advanced
Non-Power of 2 Tollearest
Read/Write Enabled L)
Streaming MipMaps -
IGenerate Mip Maps @
Border Mip Maps -
[Box |

Mip Map Filtering
Mip Maps Preserve Coverage ||

Fadeout Mip Maps L]

El 10-6 4k Mipmap P 1% E

10-222

Copyright © 2014-2017, 2019, 2020 Arm Limited (or its affiliates).
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10 &K VR EIEFELT
10.4 HTEX

104 QIFER
AT /EA (LOD) 52— RiBEHE X R 5 WS Z [A]1Y EE S B T e 1200 R B9 AHT9 A A2 2 E RO
Ao

I LOD, XMRIEMEE FELN ZI LR UL, Kk, XRELRREI MR,
SRR EFHEN, = EUHRERERAMTRIER, M Son g S B RABRL,

NN

~ .cs-..u}“-‘. ‘;7.5";-

_ A

i 10-7 ARSI =R LOD

FERATL I R IR (LOD) BA W REFAL:
- BRI LR R BRI RTRENE, MR K E,
- BT EE CTURESE, Mg tERE.

BT JLAEZAR/DN, flE LOD IS LOD 2RI T SEE BEER, MM ANE
I RAE
% LOD MEMUS R, BB /LR ELEZ T on page 5-70 H1HY LOD #45.

{#7R LOD ZOR I mi i i
DA E GRS TSI s B £ AL, LOD 2N TIERY:
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10 B VR [FEHETS
10.4 T /EAL

P 10-8 5% LOD TE%4RHl
DA PIAERERE R — DI, R SEEPIAR, SRS =72 LOD KRBl M5
B, RGHEYIARGE, wBEEE S NIZAE ARSI, mELama A TEa
NI

https://developer.arm.com/graphics/videos/level-of-detail-example

AER B E DA T3
© 10.4.1 7F Unity HRIFA 77 /Z X on page 10-224.

10.4.1 1t Unity HeR 2R
PRA] (PR S B TAE Unity W3R 4777524 (LOD),

SO LOD, EHUT DL R RE:
1. JERRAT R,
2. ARG AR AT,
3. IEBEEY
4. REEE LOD 41,
4 10-9 M%)/ LOD 41
%8 LOD #lG, TS EMmiRT Y LOD HE 1, Al UG AR LOD ERAG RIEY %

Wik, FELURR]DOESERAFTTRE AL, IRl AAEA]H LOD ERATA/D, BARBRT
VRA BN A P AE (T Ak #5485 LOD,

v o7 /LoD Group B
Fade Mode [Mone 4

Recalculate Bounds ][ Recalculate Lightmap Scale ]

¥ 10-10 LOD ¥Z#E
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10 B VR FIEHTT
10.4 HTEX

IR, AR E N Cross Fade 5t SpeedTree, MRAEX SN IR, #HiZHAE
RAJTEE AR TIANE AR F. IRERFRISLEL LOD Z A EER A

Unity 3¢ Fi5 s LOD, SCFFRYE shader. globalMaximumLoD B Shader.maximumLoD >4 Hii{E
N FARFI A (s 88 thav B IE,

% 3% LOD A LAN A B8 S A0 (dy, (B RIIIX LA G g AR 5 SRR &,
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10 B VR FIEHTT
10.5 ZiEaH

105  Bitassm

AU ARUE 1 o BLss A B E,  BRES RS TE T M G e AR IR R, DA
B A Z /DL,

BRAPEAEM BB S AP TR, HAMER S, BFOVERESR T BRS¢ s\ 1,
FE R E HEE Bonas b 2R, T 200 A T 4RI,

baE 2 77 PEaE R (PBR) R, ELBZNELEF O FPRTIESR, XA THZ
JEIRHRAE RS g P B, RSO E R, T 0 S2 Eas [R] Fh s A AT E A
£, IXFPASIEY EL BN,

RSN 2 (R P TE A B TR DS RO i t, I B B 24040, TRl S s A iE i
i, R RE S SFEON R PR R H G, MWMSFEERE SR ASCR, R e s
DEFEREANE, ELEFOSEF, NRSLEER, DFHIEXSRPUEEH, [R5
TR 5 U7 ER XU

AESTEE AN

© 10.5.1 YIA7E Unity HEEZIE 55/H on page 10-226.

10.5.1 aifE Unity HiEREBi a3l
E Unity H, FHELEWH B3 B Ik B s (Al

ZRHEMEB S E, EHITEL N ER:

1. B > JHBE,

2. JEFERETAR DATTIT IR H R AR Ve B i

3. Rl ARV E > HABBEEIEWT, FTOTB e M N ROETT,
4. (ETEHZRXIR, N RISE R AP R I,

Rendering

ICnIm’ Space* | Linear B \I
Auto Graphics API (]

Graphics APIs

— OpenGLES3

+

K 10-11 BitaadmiE

BLW
N R BRI 2 FN, AU B APLIZE OpenGLES 3.0, ZEERFIERAI
API, TEBRAZNEE APLIET, AEMEMANERY AP IR OpenGLES2, WHIH5
FER/N APL Rs iz /D% & Android 4.3 “Jelly Bean” . API 22 18,
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10.6 XFELLIE

10.6 A8 U
SO U8R — A TR SO RAEE AR R A R A B 75 7K.

SR SR RTE SN R BN, WRIRTE R EIERAER A2 2 TSERNRIER R L,
KA, MR, HTSEREIG BRI GO TIMREm S A TERERENA, BRI E—
AR B A RS,

RSEHRR (MFRAER) M EIRE RN, Al HIPRIE, —MREUR SRR T R G
=, ERXME N RIUR SR/ N EN B R, 5 —MAalREERIRILR SR/ T &
=, (EXMEN T O E 2 NEER IE RN A5 R,

SO AR IRRAEE _HARHT Mipmap W&, X2 ENEBOMR, ZRESGEREEKIZA
RIS, HE, EgNIREF, BEIENRmEtEs), BN DB EEI—MER
o ERXAMROLS, WK NAER, RERESIH LRGSR, X0 T GPUMS
KIEA KR T o

M IR RIE B PY IMEAR,  (HIX R FEON I TN AR RRAE, Mipmap W& AT DAve iR
X, HI70R AR/ ST RS R, HIAEN ST, GPU A MEVINIZL
BRST,

BRI IR IR M, =S m R g iE, BN REXHIERAE T2
2. WA ARELER DN IEE AR R A T Mipmap &,

BRI IETTIERIMERE A S AL, R, e A B I BB SR AR ATURIE BRI I, FE It
dREd, MRS I 7T IERRIPERE AR 5 H A R AL L2

fn, =M IR AN IER RIS, EMREESEHF AR M5 I, R R
B AT RN SR, M, B 2x A Mol ng, KOvX i 5875 @ H a] DR At
G IR o R S PR RE

ARSI IR, LIRER AR, EZ, mTNBIEIEREA N, IR
M AEARRER, JTHRAE/\ P EE AR, MIZH, WiiksiEa THRERmrseE,
AL AR,

N —HEBRER TARRRIRSEE IR 2 R 2ER, FlEERERE, B 2x AR R
HugiE, WEMM =4 I8 2 MR X AR TCTEX i, (EZ2 MM =4I I8N S THFEE Z /95T
S
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10.6 PRV %
No Filtering
Bilinear Filtering Trilinear Filtering
Bilinear and 2x Anisotropic Filtering Trilinear and 2x Anisotropic Filtering\

Pl 10-12 ARISPEIETT 40 bk

BREGEHBHMS R, WES W AR L 77 on page 6-78,
AFR B DU 5653
© 10.6.1 7F Unity HRIFXFEJEN on page 10-228.
10.6.1 £ Unity HRHSPEIENE
£ Unity W, VRATTEIR H 5 5 BLAR - I% B SRR,
ZAE Unity HOVSCHAC ESORIER L E, 1HHITLU NP ER:

M

EREIRH B E,
Ve, DAFTITI H R B B AR,
MIZE 7S B e i e RSB,
S IEpuS RN R Al

Rendering

Pixel Light Count |3 ]
Texture Quality | Full Res al
|Ani:otropic Textures | Per Texture |

Pl 10-13 ARSI B SR B A

RIE, FEBH & ORBEIRER MR NS, MFTITEERIE . & 03T G, MIZaEiR
B ISR R PEE R,

¥ Advanced

Mon-Power of 2 | Tolearest

Read/Write Enabled

Streaming MipMaps

Generate Mip Maps
Border Mip Maps
Mip Map Filtering | Bax
Mip Maps Preserve Coverage | |
Fadeout Mip Maps

OoRo0o

Wrap Mode | Repeat al
Filter Mode | Bilinear |
Aniso Level — F |

Pl 10-14 hEBLERFEBIIEN B E
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10.7 Alpha 54

10.7  Alpha &%
Alpha &0 —FEEIG S B REGHESE, DUERERZEIIININ G REGIER,
Alpha M2 Alpha & —FZRH7 X . HE, By Alpha @EZ2BAHTH, STEX
LIS AT ENEERCR, TG MIRARE.
M GG NMERIUBT IR, R BRI AER, S0 FHEARIREIMERE Alpha
1B, JERL%SE R,
Alpha IREZ—MENRT R, H2, WRREHTZUEAT, BEMSKM, SBOSRERHE
R AR, B FHEE AR S BRI TERE,
Alpha to Coverage (ATOC) 2—F RN Alpha &RITE, BT HER, ATOC ¥ B

% ez Alpha Ao E S, JERES MBS &, )5, ATOC (EH]
“H7 R, RERgE 57 #ENGE,

37 Alpha R Alpha T 05701

PAR g I USRI R 1 ARt Alpha NS EE 75 20R14 M Alpha 78 35528077 2 8]
X A

K 10-15 Alpha &pG5RHI
https://developer.arm.com/graphics/videos/alpha-compositing-example
] ATOC A] DIRKREARHE AN HRILR o

KIS U FE
© 10.7.1 7E Unity ##77 Alpha & /% on page 10-230.
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10.7.1 1t Unity Hi#f7 Alpha &%
ATOC MHF Unity H .

Mipmap WiPEfR ¥ % - F Unity 2017 &

Mipmap W& fr B B s TUGH T AR R TR B9 Mipmap MR, (RATESPIR
S LI,

Advanced

Bilinear
L

10 B VR EEI%T5
10.7 Alpha &%

Kl 10-16 HF Unity 2017 K Z a4 Mipmap WP 8 ¥4 8 5%

ZAE Unity 2017 SCE @A S ATOC, fRAATESE(E “BiH" &P aldE— MG o
#r, RJEMA LU G g s :

B

RzE as N TR, FRZMBOENTZE Alpha SRHEIAN R,

AlphaToMask On

struct frag_in

{

float4 pos : SV_POSITION;
float2 uv : TEXCOORD®;
half3 worldNormal : NORMAL;

¥
fixed4 frag(frag_in i, fixed facing : VFACE) : SV_Target

/* Sample diffuse texture */
fixed4 col = tex2D(_MainTex, i.uv);

/* Sharpen texture alpha to the width of a pixel */
col.a = (col.a - 0.5) / max(fwidth(col.a), ©.0001) + 0.5;
clip(col.a - 0.5);

/* Lighting calculations */
half3 worldNormal = normalize(i.worldNormal * facing);
fixed ndotl = saturate(dot(worldNormal,

normalize(_WorldSpacelLightPos@.xyz)));

col.rgb *= ndotl * _LightColore;

return col;

T Unity 2017 2 RiiftifiAs
ZAE Unity 2017 ZHiHIRRAHEH ATOC, REFRZLEE G IRMN—1 Mipmap ME

BHHRE, SURLE Unity 2017 SESRAHR—FF, (ROHUE SCAEDTH & Al — P E @
e ARSI E Eashs:

B

RZzE Cas M TAMR, HRZMBOKENTRZE Alpha SREHIN R,

Shader "Custom/Alpha To Coverage"

Properties
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10 &R VR EEHTT
10.7 Alpha &%

MainTex("Texture", 2D) = "white" {}

}
SubShader
{
Tags { "Queue" = "AlphaTest" "RenderType" = "TransparentCutout" } Cull Off
Pass
{ :
Tags { "LightMode" = "ForwardBase" }
CGPROGRAM

#pragma vertex vert #pragma fragment frag

#include "UnityCG.cginc"
#include "Lighting.cginc"

struct appdata
{
float4 vertex : POSITION;

float2 uv : TEXCOORD®;
half3 normal : NORMAL;

s

struct va2f
float4 pos : SV_POSITION;
float2 uv : TEXCOORD®;
half3 worldNormal : NORMAL;

s

sampler2D _MainTex; float4 _MainTex_ST;
float4 MainTex_TexelSize;

v2f vert(appdata v)
{

v2f o;

0.pos = UnityObjectToClipPos(v.vertex);

0.uv = TRANSFORM_TEX(v.uv, _MainTex);

o.worldNormal = UnityObjectToWorldNormal(v.normal);
return o;

}
fixed4 frag(v2f i, fixed facing : VFACE) : SV_Target
{

fixed4 col = tex2D(_MainTex, i.uv);

float2 texture_coord = i.uv * _MainTex_TexelSize.zw; float2 dx =
ddx(texture_coord);

float2 dy = ddy(texture_coord);

float MipLevel = max(0.0, 0.5 * log2(max(dot(dx, dx), dot(dy, dy))));

col.a *= 1 + max(@, MipLevel) * 0.25; clip(col.a - 0.5);

half3 worldNormal = normalize(i.worldNormal * facing);

fixed ndotl = saturate(dot(worldNormal,
normalize(_WorldSpacelLightPos@.xyz)));

fixed3 lighting = ndotl * _LightColor®; lighting +=
ShadeSH9 (half4(worldNormal, 1.90));

col.rgb *= lighting; return col;

}
ENDCG
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10 &K VR EIEFELT
10.8 FEA Rt

10.8  ERi%it
REASMEART DR R &, BRI TR B g i R B R B R E
B, R PR TREE X EEMEORIRRTT REZR 2R, RIERRET TR ZEIE JUR,
A RERAFAE B RIR s D Ptk

N QIR T U IR, 50 INVOX IIAIA LA TR, DO ARBLBRTLRTI %, filan, 4niR
WB B HELSA, WA LS00 % FEI G == A e ik

SR, Y MIZAEEHERERS, Bl A S el RER LRI RR, MEWRERD), Mgkt
B, BREMEZR T NFRHTHERERIN R,

B i R AR E I 7 2 B AN R R R 1)

B 10-17 PERAFISHE RGO b

XF EERERRRIPEE B A R R LA
T B A AR AR SR TE P 7 A B AS [R5 s 25 Al A AUAT S 51 -
https://developer.arm.com/graphics/videos/ramp-vs-stairs-aliasing-example

RATRECE AR R AR A MDA s IR, HNAEER, LSRR E R
ERHETERIR, XRF VRN BTESRONERS, ERTERIR.
IR G EM R, MRBEDSEIMER, RASRYARIRRN S ERmPCR, =k
HENEEHREENMING, WM SBEEEIR. Fit, &R,

T%ﬁﬁ?@%ﬁﬁﬁﬂ%ﬁﬁﬁﬁ%%ﬁﬂ%o@%L¥%ﬁ%$ﬁﬁﬁ,?¥%%ﬁ%ﬂ%
I]EI]Z\/ o
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10 B VR FIEHTT
10.8 FEA Rt

Pl 10-18 EJEMIMNEEH BN LE

EEER IR, ROV AT R EIR AN R BB CeR, IXAER AT RE R SRR
BAVBRIE RN E . BEmRCRAEM U [ BRAITE RN, TERIPRBUERT “NER” Bls |,

N G EAERERY SN IRAATHR, FRRDIRIIRE (i) BUHEE, IRA] DAEAT R SN e
BUERIH, ZSCBIXNHEE, e irealiett, SEHE TR H R ZRAD R S ik o
K ERIEIA

ARXTER I G BT ATl (O PRHR IR, IXME 6 H ISPt B A LA,
SEHE WKL, TEEMNOREDEISE PRI, RS R R SR T R Sk i
HRMA KR, B, SHCRAHAMRMER, N THREGRERNINR, AR R AR
FISLTT ARG EEOR, RO St T DA eE S PMEE I T A

A DR I 5 8 35 S5 R T RSCR R R T, X2 K DR — B T REEOE TS S B UEOR, R A
T8 5 I AL O R 5 TS AR 47

TE, GEER T IR RCR S 75 R D R

F 10-19 BhRE+ROR TG b
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10 B VR FIEHTT
10.9 &7

109 i

TR ERFMERM NN TR EN, MLy, ERDEIsT, BRI
PO NGl sk S e 1 RS E A= Dt

HTHPTTREZ S, XEOHERDISE R RIE, Rk, MAPRSRSIEN s RegoK
o MEAEAT IS, CATRLEMALE 7, MRFERZ O, B 2BRIET ZAME N AMFE 2L
HIYELoK T, XM TETRIEEEDT o

ZIREIR - £lah

BHa 2 Regers 5| N Bie s & HE R, @ s, R RIIBIR, Z15 A
T,

A ASIAVFZARRIRIRR RS, DR 2N AR FRTE AR, 2R AR R B 75 5 AT

NIRRT o AN, AALERSE SR R AT, T AR M L 5 BT L A SCBE Fp kA T
FKtto

RIRTA - Ciamst

RS RO R — D TR, K A27E72# (HDR) BUEFHNE G FEASEE HDR 4 L
g%%ﬁﬁ&%ﬂ@mﬂﬁ@oéﬁ%%@mﬁﬁﬁ@UD%ﬁ@ﬁ@ﬁ&%@%%@ﬁ%ﬁ

KAt S 25, ORI B SO AR B 5 & S BB AV R RERE S 2D
AHR B E DU T o0

- 10.9.1 7 Unity #2R/#45) on page 10-234.

- 10.9.2 7F Unity F2R/H BT on page 10-235.

10.9.1 1t Unity HR £

Unity FEEENE R i@ G B ES R, RIS E iz, 8, el DA @M
THRRKRER A B, A B RRCR,

LR MEE, BHPITLAT P R:

FER OEF B, &R EOE , REEZE, WORIREAER AR 2.x,
FEUTH & A O SR BRAC B SO, 7202 I H B 1 P B i
FERIET, R BEAC B A,
g%%%ﬁﬁ%*,ﬁ%%¢%%Hﬂ%ﬁﬁﬁ%%m—¢E%EWﬂ%#ﬁ—¢E%@E
/_ﬁ o

5. f&la, MaMEBRIARIAR, ARG E X IFR B BCE X .

b=

100140_0401_00_zh Copyright © 2014-2017, 2019, 2020 Arm Limited (or its affiliates). 10-234
All rights reserved.

BB



10 &K VR EIEFELT

10.9 &7
V(; ¥ Post Process Volume (Script) @ = %
Is Global
Blend Distance [i]
Weight Q|1
Priority (8]
IPrnfiIe  PostProcessing (PostProcessPrd @| Mew | Clone ||
Overrides
» & Color Grading B=
[ Add effect.., ]
"'(; ¥ Post Process Layer (Script) kS
Volume blending
Trigger . LeftEyeAnchor (Transform) o This |
Layer | Mothing m
£\ Mo layer has been set the tigger il never be affected by valumes.
Anti-aliasing
Mode | Mo Anti-aliasing 4]
Stop NaM Propagation ¥4
Directly to Camera Target [

» Toolkit
» Custom Effect Sorting

il 10-20 BEE)RAEPEACE I

EARBRRRIRTR, 1E Unity ROEHTERERKRS S, /R0 VS Bk E0:
1. AEBSKARRIER & L PRI BIEhER 7>, ARG A BRAE EAE,
2. g, WEHTITRIRENEIEE,

Default Renderer (ForwardRenderer) =

Mone

i 10-21 4nfp)sisiskeiah

10.9.2 £ Unity Hg FH Gipms
7E Unity Fb T @ a2 R B S A B,

T AR, 1E T AU A

C EERAPIEREERS, ERELEM, ARzt WIRRIREEEARRAE 2.x,
Tk, EUHE eI G A BIACE S, 77 R H B s dia B,
FEQUET, o) PIic B S,

BEZE % R A BRAC B S

TERARER T, EEEAIBUR -

£ Unity &, &4 Unity Bitaspgl, R/ RBiaiLmiis &on e .,
LGB IO R IEE, REEHEHEHIER ACES,

MEBELER D HR AT, s R E G RN BRI — DR BA A R —
JRAE B,

e, MeAEBRARI, e AR A BRAC B SRR E L BT

¥+ Color Grading =
All Mane off

I.r' Mode | High Definitian Range &

@ﬂ?WA¥WPJH

R

Tonema pping
[v mode [Aces |

B 10-22 BEE G
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10.10 [/ 1054

10.10 [T

(11T 5 P 2 — el P T 80D RS TR BOR,,  RAS O RAR IR RS A A4, anle £
TR E AT, @RI RATELR P TR

BIRTEANG B2 — G SR BN HRIEOR, EAERIIISEH, RIONBR A] DU 5 I 2 TR A &
SR, RIFFAKER EEMEEARRE S EM AR, FILRESESETHE

BEAh,  BROMIRERAUMN— PR AR, TRLRING B IC TR SR RIS Sk B A TR A i3k, 31X
B, S HIRISEEZ FREATRL, (B AIRESRIXR A LR,

Xk EEAS ] 1M1 5 75 TR A3

DA USRS T TR P AN 22 2 05 [ 7R 81

https://developer.arm.com/graphics/videos/bump-mapping-example

RIRTIA - IR
TREMG R M G P B i DR SCBE, 2 R R B A WA 1) v 22 L TERRA R R 2 3B TE IR A
R, MEZIURAR T RN E, RSN HITASBE IS A I TR [ SR,

JER, FrBOE as WAL R, MRIERIHEA KI5, Re R A RANEL S RZ LR
MIREIAEA S, BRETEIRAN MR, #55, RSREmgrREmAT, mAREERIX
LEAITT IS D TR

BIRTEENG EE RSB T A AA R, ERIREM EA LM BE AR, TTHZER
W s rh R AT AN IETALI AL BRI O R,

RIREOR - 2L

PZE R NE B SIEENG R L, SR, FBahSURARKRI, 022040 15 e T R E AR T 2R H
IR AR

Rk, WA BERER, SCOHAATMRBREERE &, XA ERFHAR R U,

PRZE RN E T RIEFEIR R At ARTEM S AT DAREIE R0 IV i B R IX AR, RO AN
DRAERKA,  BEBROT SR WA 2244 G 1 RIS A bR D

AER B E DA T3

© 10.10.1 7£ Unity FRAZEZEN5 /A on page 10-236.

© 10.10.2 7F Unity F1 THEZEELIGE on page 10-237.

10.10.1  f£ Unity HRHIELME
£ Unity FI¥FZ2 N B & GasHE8 Rl DA 2 Bl

NP ARSI, TEHRITA P8R

1. FEVR H % H ARt o,

2. TP BUGAERIIR, FFIERE— D CRRALG AR s, BIAnhRiE, T8 RTE SR K &M
iR GERTHIIFER) .

3. BRJEREMTRIIREM S,
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10.10.2 1§ Unity HEfTRE 220

. CobbleStoneMNormal
v Shader | Mabile/Bumped Diffuse

10 BR VR FEHLT
10.10 /Yl 1&

&=

Basze (RGB)

Tiling x[1 J¥ [1
Offset X0 l¥ o
Normalmap

Render Queue
Enable GFU Instancing
Double Sided Global Illumination

PRI Unity BINESS s TILZ G
ZONM A G ], TETAIT AR PR

1. FEVR H % H ARt o,

Select

[ From Shader 3 | |zo00 |
O
O

P 10-23 #iALns - o

2. FTUPA BRI AR, FFIfeRe— SR T8 RO MRS (ks BN, priEss tuds,
3. WIAIREMTRARIEE, RSN D MRS,

. CobbleStoneParallax @ = #
v Shader | Standard -
Rendering Mode | Opaque ™
Main Maps

[ oAlbedo 12
 oMetallic O I
Smoothness QL |
Source | Albedo Alpha al
[ Janarmal Map ’1—|
@Height Map 0.0z ||
P 10-24 b BT AR 2 e £ s
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10.11 Bi7%

1011 By
SR 7 AR AN B R, DI T MO A s, M S
MR R,
Bt Faiss EROPRE B IOE R SR, 3 LR T, Wi, PREEasiAn
KBRS, ORI Sk S, SRREE M,

TR R T AL IS Blob AR Z [AIRY HLAL:

P 10-25 BHREWSEIFI Blob BHEERIbLER
T MESHE BB ARSI . SHRISEIARE, BRI AT ERIMITERIEE,
I, e AR RS S AT T4 S BH R B SO A,
MR — Blob [
VR HfEE R R R AT Rek R e fHs . (B2, DR NI R E e g s, Al
DIAEA R R HTER Blob H., 5 ARG EISORMHEL, Blob BHRZ KIRERERHE 5, RN
i T 1ERE,
AE S LN FHR 3
© 10.11.1 7 Unity FR/H Blob 7% on page 10-238.

10.11.1 7 Unity #RA] Blob B
Blob [ /2 Unity 7 =4, VRAT M BEIRRG M %2 2R EREL
K H Blob BHRZEIH RN T :

1. M Unity B5ERES A Unity SrESER,
2. # A BlobShadowProject fiifilff, HE&Z B > bfEviiR > BERWH > fillff,
3. ¥ BlobShadowProject WifilfF#E 22, 1ENFRE Blob AN R FI A,

v &} shadows2
., Directional Light

b by OVRCamera Rig >
¥ iriRock Blob Shadow
*BIanhadnqujemnr )l

. Ground

K 10-26 BHE TR
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REME, SRR Blob [, SEMI%E Blob BHFZHISERANT
1. YrEFHIPRET, EFIRIZE T Blob B SIESHXBAR AN RN AL E,
2. EFHSIAR NS, RIE R EHBIRETIE K,

¥ .. MMesh Renderer @ =
b Materials
Light Probes | Blend Prabes al
Reflection Probes | Blend Prabes al
Anchor Override |None (Transform) | @
|Cast Shadows | off 4l
10-27 J QBN BB
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Vulkan

REA A Vulkan JIH G775

Vulkan /2 Khronos Group f2#tH)— 155 EJEMITHHE API, 5 OpenGL #1 OpenGL ES
tb, ERERELIFZILE, XEELBE:

- REhA. RS, WHla. RSB AXRGHRME — G —H API AEZE,

- BEEMIIRE, AR AESCRR,

- REREIXENRFIEFE, FB) Arm Mali GPU S Bl =i RE,

- MR RIIREE 25 GPU MR B IR A7 IRIA R,

- JR/D B AR BRI,

S T =257 I EZ SN

R 2 R AL R

- [EREH TE @ ESHY SPIR-V HENES, BB TN A% SR 3N HL

- TR G as TR,

- N FACHRERTHAETEAR, WSHREEHEAT TR, P T EZ A LEES, RIREFEER,
BEE IR

« 11.1 FF Vulkan on page 11-241.

© 11.2 X7 Unity 749 Vulkan on page 11-243.

« 11.3 7 Unity #e/H Vulkan on page 11-244.

- 11.4 Vulkan FPIHF7c on page 11-245.
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11 Vulkan
11.1 2F Vulkan

*F Vulkan

Vulkan /& Khronos Group HJE5 & EEFITHE APL
5% IHK OpenGL #1 OpenGL ES #frifHEL, Vulkan #IERZEH:

i—Halfh
Vulkan A NSNS, SERE, FRPIMIRA SRR — 15—/ APTAESE,
CRIMEZ MR TR, FFal T 2R R,

e L
Vulkan fFHIHIIRBNFE 7 S faf 81, AT R PR sk D IR IR e T8, SEARA B A B = Y
BCREWRE, S OpenGL ES 3.1 WM FREFFAHLE, FEA Vulkan FR R 1ERE

I=Jo
B B A IR BAR P R D B R AL BRI,
TREN FHRE P HITR IR ERE, I T ERN GPU MEATIRGIE i,

EZ22TlIE e
Vulkan SCRFES 2R AT ACFRER L 22 2A%, JEISIXDNINRE, KRR AR A 221 R T Ak
Bilgs, MIMFERACER AN RERE,
TRE . PR A2 AR E BT [R5

T RMX
TRAT DA 2 AR DT T O SR P X QI a2, BhAh, IRIE ] DA B4 52
LA A LRI XN a2 BRI
PRA] AR, TR DMA 6 &% mIX,
AFEREE. DMA M ERAFILEIRA] LR IE SR,
BB 22, RAIVHIRENSES 2NN FACEIgR NiZIZ1T, MMt mtEae,
%;\ DABARIN 3Ia A TR AL S (MR — DI s m AL as) ] REAIX
REFE,

SPIR-V
Vulkan i/ SPIR-V TGS, ©SHHRME A IE S Fii.
SPIR-V 2—fEH FHTHEMERNZ AP HEIES., COfERzdl. EEMHT
HHEEH,
BRI ATEANL EFRIR Vulkan & f83f1 OpenCL PAZIRIES
2GR LME R — SPIR-V Hijdiidm B R A4 B iR 1% 5 e,
fiiH SPIR-V EMKE Vulkan Wahiefy i A Bimdwite e, I AKahier Eiae, &Hi
L IES U R ER PN
RIS S ERAE RIS R E R G, 1A, B TR R
RS GBI S RS

AIMER I
feiBh Vulkan, #RA]DAFEIT RIS RE AR ANEER P = POEAT I AT 1L
RAT DARSER A T A7~ RO EAER R, BT DAPREY B i R 7= A O3
EZLBENEEL
ZIBIETER R —MEEROEE P IRATE T N EREOR, KA DU FIEETEE A
FREIH, FAREMBERAE i,
fEg2iEE, — D rEEPRIGERA LA AFE—GRAE AT — EEREER, M
MENAE R Al DOEAT A, JEILIXAN T, m] DOR R E AN PO EF s, Mg
IR, MIARIESE T BT GPU (4 Mali GPU) EHERL,
2 IBIETE AR A A B B -
- KLY
N1

TEERT Vulkan )5,
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Application

« Allocates memory.
* Manages threads.
* Generates command buffers

11 Vulkan
11.1 &F Vulkan

with multiple-threads.
* Submits work to multiple
queues.

A 4

A 4

Front-end compiler

|

SPIR-V
pre-compiled
shaders

A

Low-overhead driver
with direct GPU control

A

A 4

Mali GPU

Loadable layers for
debug and validation

B 11-1 Vulkan &4
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11 Vulkan
11.2 £F Unity #9 Vulkan

1.2 3&F Unity ## Vulkan
£ Unity i Vulkan L5,
;qulk%n HIF 2 LA ER IR B IXFE—AN 5L, Bl Vulkan B3XE0F2F Lt OpenGL 1 OpenGL ES #
M £
B2, XWAATE—LLX, RIRHR S E B AR A N AR e bt A0, X AR Z ViRl ik
IS AR 7 2w 5 B8N 2%,
Unity 2RI REPIXETAE, FrPA, REIRFFRRK B 305258 T Vulkan ROSESRIERE,
;;’E Unity #, RFFEMAISEZ R Vulkan #8012 Unity AT H TAEER FHARFHIETE APT 5115

Vulkan kb OpenGL ES # &34, B Al ARRREEAEIFIE K Rt Aran, R, eilH /@ Earik
B, WHLANEN, EFEMA Vulkan:

- IRTEEE R F R A BRAR M RE,

© PRE R R P32 B F AL PR AR R BRI

- RMEE OpenGL 8¢ OpenGL ES JXzhF2F51K T A,
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11 Vulkan

11.3 7 Unity #/5/H Vulkan

11.3 {£ Unity #Jg3H Vulkan
PURAMAAE Unity 5.6 H1/8 A Vulkan I,
Ja A Vulkan F255%:

1.

RS > A KE -

2. TR COMIEHED, 1% NREBGRVEE - 145

ok W

6.

TERRRARBEE S R, IREH A BEE R Y,
WERAIE T EHEhEIE API 2IEAE, IXIEIREEW FahikE APL

208 Vulkan #0109 APL, 3% K +, DUKEET API dsinE%2, b0 Vulkan, Vulkan #

ARG — N ED,
T Vulkan & E RN FE API, 1Ei%A+ Vulkan, FEEHEFEZE51E R,

WAE, Vulkan EREHESHI T2 APL W NEFTR,

Other Settings

Rendering

Color Space® | Gamma

Auto Graphics API -
Graphics APIs
— Wulkan

— DpenGLES3
— DpenGLESZ2

Multithreaded Rendering™ [_]
Static Batching [+
Dynamic Batching o
GPLU Skinning* -
Graphics Jobs (Experimer[_|
Virtual Reality Supperted [
Protect Graphics Memory ||

I 11-2 Unity API %8¢

TRAT ARSBREAMA S APL, it Vulkan SCONME—/) APL
M, IEIEE A APL, FEER - EHEBER,
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11 Vulkan
11.4 Vulkan ZAIHFs5

11.4 Vulkan ZHIF5
Wisk & A 5] Infinite Dreams @l Vulkan 12514 fE.

MEhifEIT % A7) Infinite Dreams JF& T {7483k Sky Force Reloaded, Sky Force
Reloaded RAFEMNEIVIAE, RITABEINRIEIE, X HALHE GPU FZREIR S, Sky
Force Reloaded &4/1i#id % H OpenGL ES K Unity #%,

 11-3 Sky Force Reloaded

Sky Force Reloaded fifk

I ZAE— TR ANE E TR FE B, T—FrBot 2.
ZIERAE R T HARE S 2%, PR L2FN S RR2ENE, FIEIA SN ZE TR 77
SURIHFER, TR A A EUE H AT DU R i g2 b DX ) 70 3R R R R,

B2, TEMMIZRERROPERERIE, RS EIIERE R, B Smikes b, thoARn]
REURZ NG A POMEEL (FPS) 4ERFTE 60, HIPAKR BRI T KR BLHIAA, A, Sy
V215 1000 1,

FASHIE RS BT, NI T KBS 2R E R R, XHSK
OpenGL ES JXahFE P M AL FEERE K IN M N — BT T GPU #eseidiE, Fit, BIEERA
IR e, MRS TIRERIEAE T,

N T AT, PR B i KPR s Dl A 85, O O T8k, DU IFERR S |0
HATHEAN, (B2, XFER R I2 SR i &,

WA Vulkan

AT T Vulkan, ffiTREEE Vulkan REEHE S IERE,

£ Unity #, Vulkan H2—/ME4 API, i Unity ST E EEN TIE, KEBNAFRE
Unity 0% Vulkan, BIRIEERJEE,

N TN OpenGL ES 5 Vulkan Z[RINZESR:, ZBIRAGT T KT, MAITAI, 1R
1BHE 72—, OpenGL JuiESEH 60 FPS, 29 Till& OpenGL ES 5 Vulkan Z RIFMEREZE
5, FEREIBDRIEIXER 7 N A G T — N E R

ZAEELE APT {ERER R, MR APT AT — UL,
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11.4 Vulkan ZAIHFs5

£ REH, fREKEIL Vulkan GELEKES 7> IS [E R 60 FPS, 1 OpenGL ES RAEMENIX — o
5 OpenGL ES tHLEk, Vulkan FUEMAMERERR AT 15%, HEZF| Vulkan R2—1MEE API, %
BB AIX A G5 R 5 FAR,

TEE/RTXE OpenGL ES #1 Vulkan HYE/FENIIREE R -

Sky Force Reloaded, Stage 7
70
—— Vulkan —— ES3

80

30

Time (s)

Kl 11-4 %ttt OpenGL ES il Vulkan [f) Sky Force Reloaded JHEA
A Vulkan e fRPERE

IS Vulkan SESSTEKHIHI I {RES 60 FPS HOIB(THILIR, IABATFAEFS Vulkan a1 i
PERERRI ).

RN BT RN — L0 R sm 25 -, B2 Vulkan HIE7ASLH 60 FPS, XS

OpenGL ES 5 Vulkan Z [AINZER#H —SY KT, FHME, Vulkan A#E L OpenGL ES
P 32%,

TEER TXEE OpenGL ES #l Vulkan BUESHEMIASE R, N7 RAPEIN T —264R:
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11.4 Vulkan ZAIHFs5

Sky Force Reloaded, Stage 7, increased workload

60
—— Vulkan —— ES3

45

FPS

30

50

Time (s)

B 11-5 #5251 Sky Force Reloaded 2:HEMiA

S —LERRA M PERE AT DUII AR, BRI T AT 4678 R AT e b Al P X L BN LT
IR T EZE, K. NRMENE, ZEN R IMAIRELL TR E A EREFE, RN
REPREF 60 FPS, ANHKZRETRLEERIS UL IRCR, 24154 T Vulkan,

Vulkan #5504} kb

BRI LE, ViR Attps./www.youtube.com/watch?v=VCSkp-QZ37Ms,

ZASTHEHEE R LT Vulkan fRAS OpenGL ES FRARIMERE, =ML FIH 2 OpenGL
ES. HMEEEAE A Vulkan, PIAMRA IS TIREERZ &R 60 Wi,

FEFRIFERIMDEZR R, Vulkan REIEHAYE 2EE L OpenGL ES fRARZ /55, FoEZ %,
f#iH OpenGL ES I, JEZAMHFIEEIN RS BAEE R R NSRRI F%, 7EFRFERT
RN, 5 OpenGL ES #tk, Vulkan SZHHRIAFEREGRINE 2 TLATE.

NEEIR 7O FEA A R
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11 Vulkan
11.4 Vulkan ZAIHFs5

¥ 11-6 *ftk OpenGL ES #1 Vulkan i) Sky Force Reloaded i

Vulkan REFE

Sky Force Reloaded J&—#k M FACFIEEA GPU BRI, A LEHi R £ 2 AR IFEXFE HIE
FER PR, ZEAAT AR PR 2 B 222250, Fr A &%, HEE Vulkan BER
REEESE), MR Vulkan #4T TINK, DIEBEEREGREIKRERE, MMEKEMAEd, 15
Unity "5 A Vulkan BEGEREAX 10-12% HIREFE, MIMEEL 10-12% Z3FHAITERRIN [H,

BRI L, ViR https:/www.youtube.com/watch?v=WI7nXq800zw
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312 =
Arm Mobile Studio

AREHNBETE 51 Streamline T.H,
CATEAVEN: s
12.1 Arm Mobile Studio FJ1£# on page 12-250.

12.2 KT [EJE77Hr#45 on page 12-251.
12.3 X7F° Streamliine on page 12-259.
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12 Arm Mobile Studio
12.1 Arm Mobile Studio HI1L%

Arm Mobile Studio B{EH

Arm Mobile Studio 2 —MRIFEM:, TEIRGEDS BN A 2 s sl b I AE O P RER
7o Arm Streamline WAIHEN, SR 1E M B o0 as B B N HIAE e R ER D RE W 2 TE AL BRI &
LRI B

JiE root BRI E2RABEE

Arm Mobile Studio HFHIFTE THANRHNAIERH root WAL HEE L TR, IXHE—K,
TRICTHTRE IR E RIVA] 3 e AT I X

BRI

/] Arm Streamline EWIMIEF RSFHIIERERUE. 2 T R ATEY BIVR N B bR a5k £
REEN—HIHEE:, WA AREFRRERER, FHERERROEE. Bahis (B
5 64 (rigss) UMRREE R, i ENLS A E R POERE RRIERESUE 55 CPU 8 GPU
AR, WISRMERERIELS CPU 2K, RAIDAMEAEFIREIAHE TR, BEEZRIToHIRA,
PR A B TR R X A5

UM i

1 F I i e &5 B N A FE I AT . APT VA G . #HAERER OpenGL ES 1 Vulkan
APT AR, FFBmi v R H B AR PR RE B RIRCR . % T EAMIREE MR IR AL,
PR A DRI BTSSR, JFERER S BRI LR APT BEOR A, 8RR HIE k%
HilasR, PAEENHRET WU AR, B BREARE NN R 7 R BT EREE,
R IMEFMERRE TR 2R HITE o

#HL Arm Mobile Studio

TRA] AN R EHE N E Arm Mobile Studio 488 Unity 223 %R: Attps.)/
developer.arm.com/unity/, #8274 Arm Mobile Studio FIEE, &R Attps:)/
developer.arm.comy/tools-and-software/graphics-and-gaming/arm-mobile-studio,
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12 Arm Mobile Studio
12.2 X TFEJE 48

122 XTHEEIE

B T fse —FE A F OpenGL ES, Vulkan 1 OpenCL 9 APT BREFAIEIR TH, ©rT AT
BOYRUAI B PR AR 5 AT RE A7 7E RO [

Ko as iRt 7 —4H TR, 1EIREESS MR AIF i B AR P VIS,

B LB RN RS BAGETH8E, AT & IR VR SN AR 7 BB T RN PR L, R AT
DA B A= B A R A AR P BRI RE L
NERUNEE s

7 Mali Graphics Debugger - x
File Edit Debug Window Help

BRSSP aa PP PCGH B[O 1) = Frame24 = Renderpasc ) = 126149 [ | | @ OpenGLES + EGL
= Timeline 32 | = 8]
20 I — —i
8% Trace Outline 57 = O || Tracing_ChessRoomShadows_Unity_56.0p1_OKmgd |l IceCaveAllFeatures.mgd 5% | = O ||k Statistics 52 |09= Function Call|  Bufters| = Vertices| = Unitorms | | Target State =20

Show Only Fr s 2l |lee # Retumn. Function Call Bookmark Notes + Name Value

126129 g1BindFramebuffer (target=GL_DRAH_FRAMEBUF.. . || Total number of API function calls 126155
: : E 126130 glBindFramebuffer (target=GL_READ FRAMEBUF... 2
. mE 126131 27215053
5 R /126132 000
> B 126133 R
: : ; 126134 Average o
= 126135
ERn - General | Charts | Memor,
4 126137 ElBindTextu & y
» iy EhiniieeRls(lociion-o; ivi-e) e @ Assets | ) Renderb.. |81 Framebu... £3 | o3 Render . | i@ Textures| % Frame O.. | [ Shaclers| 41 Automet.. | = O
» 126139 glDisable(cap=GL_BLEND)
ML 126140 £1Disable(cop=GL_DEPTH TEST) [—] =

s e R Framebufer0 Ignore Alpha

126142 g1Disable(cap=GL_STENCIL_TEST) I 2560x 1440

126143 ci1Funcseparate (face-GL_FRONT,
126144 enc: rate (face [ —"
126145 enc: r ce ]
126146 enc: rate (Face-GL_BACK, I ——
126147 giStenciliasic(mask-255) .
b E 126148 l8indBuffer(target-GL ELEENT ARRAYBUFF... S
. I sioxsre
e 126150 ‘18indBuffer (tanget-GL_ELENENT_ARRAY_BUFF-..
> SR 126151 E18indBuffer (target=GL_ARRAY_BUFFER, buff...
>0 126152 ElVieuport(x-0, y=0, width-1280, heignt-720)
-8 126153 EGLSUC... eglGetError()
g %6154 EGLTRUE  eglSwspBuffers(dpy-ox7abseeze, surfacesox.. 0 I3

v @ & Trace Analysis 52 | B Console| - Bookmarks| L] Saipting =g

Framebufier 8
Message Count s
@ APl call returned an error code. 174
» @ Renderpass 3{FrameBuffer 8) 1 o isa
» @ Renderpass 4(FrameBuffer 1) 161262 vertices 142 drans, 4567
» @ Renderpass 5{FrameBuffer 0) 1 ca1s 7
» @ Renderpass 6{FrameBuffer 2) | g i‘;,
¥ @ Renderpass 7(FrameBuffer 0) & vertices, | dra, | instan it
-/ giDrawElements 126149 & veriices e
Framebufier 8

K 12-1 EEHds

BXREZER, WESMW https./developer.arm.comy/tools-and-software/graphics-and-
gaming/arm-mobile-studio/components/graphics-analyzer,

AEEE AN FER
12.2.1 FJE77¥r#52)6E on page 12-251.
12.2.2 JFHEJE 7B 75 on page 12-253.
12.2.3 7ELE/] Vulkan HIFR5EH )5 /1B 57 BT 45 on page 12-256.
12.2.1 B hiasdiae
BTG bt a2 L 2D RE AT Bh VRV 51 B B #2 F AT RE A7 7E Y )

EBEE I ds, (REEVSERER APLIAHN], JF 7 EHAEN HREFHRUBWOSCR, HAh, EienT B
R TR WK APT (A1, FFERBEMERERHEIL,

BT oot as B LA DOREMIESS -
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12 Arm Mobile Studio

12.2 XFEIE ¥4
HiE: API VAN
BV 20 B B TR LS 228 V8 FIAH DS R, 2R A0 ilE H R H AL el
I
Z~0

VRATDAEIE 240, IE). #EF2 1D fiZkf2 1D BREF OpenGL ES. Vulkan, EGL 1
OpenCL API I,

EMN—IFERL A DU T 27 IR EE, B HZMGERIR, CRAEMRYGE, a2
FESZHF,
B S EREAL R (ERREW B BRI B 3hafT—RIREEIE i dsan <.

KL

RYRE SCFFIRIEMESA A TR, DA TRIMRLELR I A B A R LT, e m] A
IERPIE T I E A EE R, i, S5 E bR,

ARSI

H ARSI AT PA2e 75 (7 e BRI AR FR AR — s B S ARSI B il b4k, fRIE
A DA e R RS B A TR AN 75 3K

FFRAERR BRI E BT APT I, RAESHES B, XA BT 1 At B PERE )
i) S

RA] DATE RN E R ER ER AL I TR I stk %, A B TR T &,
PRERGEH 7B

TRA] DA AT ERER, DAESRHE WA s ES) .

BT ot as e A SR BRER A B AR B 2271V F 2| e S

AN, B dE RTEIRERALE R H oA ) APT AL, DAUE R APT B,
iR E TERR L

FEfRERREAHITA MG, B Hres S DR RS — & MR AR TRUR e s, @
W B IEMGE—E, IRA] AEE USRS 1R X R, (RA] DO AT T 04T,
DA E HAE N HIRE R B TR

G MEERG —H, WEREESR. FERERIEE,
T PEAL B B R R T, AT A R T o B

X RSP )
SOEHALE LR A] AEE N AR P RISCREE IGO0,  FEBIVR A B4R S Bl sE 2k 2CHY
=

HER PR IR gesm R P X 2L, RTINS, IXIEIREEDS e APLIA
P2 AT RN 22 X

R A SCHET DU A8 70 PR IE,  IEIRA] DA ESERRI RS, A CHIZRAY,  IEAh,
TRERT LA RIATA RBIG IR (B SRR X Msas) |, DUETIE,

Haarh g s
A ARG AR R BB IR 1 MR LE TR Fr BOE taas iU TH R FER .

ARGUR RN AR R EE Gd, NTRREEMH, BEOhRsitEE Gdh
TR, FFHHE R ARGEHHEERE,

%5 2@t Mali Offline Compiler B T4, JXAEA] DUBI #7875 Xt
#r, DR GPU BLRAHEL BN TAEF 7 asfigt—ar (7 ae VLU,
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12 Arm Mobile Studio
12.2 XFEIE ¥4

LA 3Bt

B o pfras i] DA ey, DAER T 2228 FIT TS8R

BIRIATRAIAR G, REUES MRS WM XA D PR R, PRI AE B hRik
& AT, BIRORA] DOR RS B R O B #5b oS 2 A,

AN, PRIERTDAS IR B B, HEAT BRI,

HCEHIEL

B o pfras B & 2 Ml AR BRI AT & RIS, /RAT DORFE AT T SE TR R
UETHE/ R

AR
FERART, M RAE ORIt TES,
LA

W ELARIR AR R WS AN B, (k] DUEE BB AH KRG
EREARER W BRI G EO D 2 b X A RZ L

HaEBL
R OREET, RAERORIBRNARAIE, JX0]PARRERAE M
FR AR s B

Fr B

FERBATEEEUT, RAXIEONEGDMAEEIIATE A B, XA PAAIR R —1
AN [R] #R 70 IR Fr B

1222 RUHEBHS
ABUILE Unity 58 BT SH7 58 LT OpenGL ES R FIEFF.

EIE e B E M E] Unity Ho fRAT OB R B 2 880 Unity BC& 6 SR IT
OpenGL ES 27,

ZIRHEE O Hrds, VRHRZME R

- 15 Unity 5.6 S ShA,
- fRIY Android Z& AR H Android 4.2 B ERRA,
- WAEBHIR Arm Mobile Studio, RIMPARAIEIRE: Attps./developer.arm.com/tools-

and-software/graphics-and-gaming/arm-mobile-studio,

- ¥H Android #H#H 4 T A (SDK),
- R PATH WAFTELEE adb —REHISCERRORR AR,
- RS BARIZEEESL AR ADB &R, ADB MWHREIRIENEZEN ID, HIXAMIREIR, [F

IHRDIRBEI T ARE Y. AREZER, BRI Android %X,

- PRI EAR S LA VFEN R 5002 LA T TCP/IP JE(E,

2 Unity MW AREFAINER oM s, 16806 LN ER:

1.

RENEE D Hras 2Bt Rk, REE S B d: Android MAIFER AGA. apk I X3k

target\android\arm\,

344 AGA apk ZEEFIIREEST Unity IR FIRFH0 Android B4 b, AL
A

< .

adb install -r AGA.apk

BT e ZEE R HHY target\android\arm\unrooted\armeabi-v7a\ R
1ibMGD. so JFE,

£ Unity BLHH, AIEF XK Assets\Plugins\Android\, ¥ 1ibMGD.so FEIRETE AL,

100140_0401_00_zh

Copyright © 2014-2017, 2019, 2020 Arm Limited (or its affiliates). 12-253
All rights reserved.

BB


https://developer.arm.com/tools-and-software/graphics-and-gaming/arm-mobile-studio
https://developer.arm.com/tools-and-software/graphics-and-gaming/arm-mobile-studio

12 Arm Mobile Studio
12.2 XFETEF T4

Assets » Plugins » Android

libMGD

libMGD .50

P 12-2 4% 1ibMGD. so & illF] Unity WiH
3. {E Unity ZERIRERTEHER /8, WErhIFRAEBGET, XA E1ER Unity K 1ibMGD. so %
T apk /1, FHAETHLIRE LIBTREITINE.

A apk,

Pl 12-3 b “TPRAER” B
4. ZHE Android B BLAESIRHEE a0 Unity AR, BRA:

adb install -r YourApplication.apk
5. BRI HrasEd USB RIS IERF, IBEIN LBTU T am<:
adb forward tcp:5002 tcp:5002

6. TEEN _EESNER 8% Android N AR, FRE M )E B EE 08T 7
(GAD), #4225l 1ibMeD. so FERY Unity MR H,
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12 Arm Mobile Studio
12.2 XFEIE ¥ 48

= .l 100% W 17:27

oC

Enable MGD Daemon:

1 traceable app found. Select application to trace:

ShadowsGLESMGD

Linked with libMGD.so

12-4 B Y r iy
7. EAmRE LEAE e, it & EIbR, USRS HF TR ER

BRI 2R ER R A\
8. && LIVEIE 2 ds Android N ARER S5 H IR Z iR FHREF. AGA £ R H]
P& HEIFTE OpenGL ES #1 EGL V8 IR ZIETE o #rés LN AR

TEER T EE 2 as e A OpenGL ES ) Unity HYId#2:
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12 Arm Mobile Studio

) .
12.2 X T B4
s Debugger T 5o
File Edt Debug Window Help
EN= L= A ®O AR R > H W& & = comARM.ShadowsGLESMGD (0) | [ | (@ OpenGLES + E6L] T Vulkan
[ Timeling 22 =
I Lo = = = L - =
= B | *1> Capluring Terget@/127.00.1:5002 52 = 5 |[1& Statistics 52 |09 Functian Call|  Buffers| = Vertices| = Unifarms| | Terget State =
B || # Retum Function Call Bookmark Notes Value
= 149077 g1BindBurfer (tanget-GL_ELEMENT_ARRAY_BUFF. .. 150000
149078 OxdSdc20ch glMapBufferRange (target-GL_ELENENT_ARRAY_... )
149979 €1F1ushitappeddurFerRange (target=GL_ARRAY_. .. 008120
149980  GLTRUE  glnmapBuffer(t: ARRAY_BUFFER) 000
149981 €1FLushitapp (target=GL_ELEMEN. .. s
149982 GLTRUE  glUnmapduf ELEMENT_ARRAY_BUF ...
000
149083 g18indText ure(target=GL_TEXTURE_2D, textu... ~
149084
LD % Render... | [ Textures| (2 Frame O...| ) Shaders| 4 Automat.. | = 5
149986
149087
Name Value

’ 149988
149989
149990
149991
149992
149993
149994
149995
149996
149997
149998
149999

N

oxdsfracce

oxdsac1fc

‘get=6L_ELEMENT_ARRAY_.
g1FlushMappedBufferRange( target=GL_ARRAY_.
GLTRUE  glUnmapBuffer(target=GL_ARRAY_BUFFER)

g1F1ushtiappedsuf ferRange( target=GL_ELENEN. .
GLTRUE  glunmapBuffer(t:
No content in table
glVertexattribP

o Trace Analysis 22 | E Console| - Bookmarks| L] Seripting
Count
A, se it buffers ha outdated.
A e ut bufers
A\ Required asset object of type Renderbuffer not found 3
A\ Required asset object of type Program not found 28048

B 12-5 EEaHrdsilEsR i OpenGL ES [ Unity

FEfE M Vulkan RFREEHE HEE 0Hias

ERAAIAER A Vulkan B Unity )8 B 24788,

B i g S B s MERE Vulkan APT T4 B EE R FHFE R HEA TR,

ZAE Vulkan AN AHRERF, HEAEZEBESTNBARSENZ, ER2 e aiEeT A
7k Vulkan EH A,

T ERINEIRT Vulkan i Unity Android N FIFER, VRLA0E 2 S Hil2I 01 H S

Assets/Plugins/Android/libs/armeabi-v7a,
TR R ETE oA de i Vulkan N R, PRIV B 730 ds e 2 il 2 [ — g9,
PR A Vulkan ) Unity j&3 FHEE 70rds, VREEEEHE DA &4
#E Unity 5.6 53 ShRAS,
PRI Android &V A Android 4.2 80 ERRA,
WEBRHRER e, FIMCURALEIRE: Attps./developer.arm.com/tools-and-
software/graphics-and-gaming/arm-mobile-studio,
#H Android #0474 T AH (SDK),
PRI PATH W7 ELHE adb b SCHFRIERAR,
YRS HFREE AR ADB %8, ADB WJEEIR A& ID, HZEMNREEIR, [F
NRLAREPI T . BXREZER, ESHIRE Android B85,
VR H PRI 0 Se VFESR 1 5002 3T TCP/IP J&(S,
PO Vulkan &) Unity N AR FEINETE 228 SR DRE, 1EEE A NP5
1. BN ETE e LR,

a7k target\android\arm\,
S BL & B o iies Android N HFERF AGA. apke
S apk ZAEFIRFTE T Unity s AP H) Android &8 b, IERAMMGS:
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adb install -r AGA.apk
2. EEES e R target\android\arm\rooted\armeabi-v7a\ XAF 2| &
SrHresZE 11bMGD. so.

SHILE, FHRHEEMN 1ibvkLayerMeD32. s0,
K HEHIF] Unity Ui H 2K Assets\Plugins\Android\libs\armeabi-v7a {1,

Assets » Plugins » Android » libs » armeabi-w7a

[ libVkLayerMGD32 .50

Kl 12-6 %% 1ibvkLayerMGD32.so &Eifil#] Unity JiH
3. 7£ Unity ERBURENTEER Hrh, EHIFRERIET, XS8R Unity fE1S1TEH
Vulkan E#lfil, 1ibvkLayermaD32.so FERWHTEMS “FFRAMK” HEIURASTLHRKM apk,
ARK apko
4. JEIDEITL R @S2 R
adb install -r YourApplication.apk

5. EEEEoihesEd USB BRSSP Er, BETH BT Fame
adb forward tcp:5002 tcp:5002

6. TN LEBIEEHrds Android MR, FHIEEESHZH G HER 2 rés 27,
7. ERAEESHEE Vulkan B, EEALNGL:

adb shell
setprop debug.vulkan.layers VK_LAYER_ARM_MGD
a2 RHE R Vulkan JEFEF INEA4 9 vK_LAYER_ARM_MGD 12,

8. fESImiE LRBER S, adg & EbR, PUEEEIEARHITRIRER, 1% NER oHrds
H A EARERER, FESE “Vulkan” .

EIE It as 2R ERERA A
9. MRS LN AT, EESHres Vulkan 25 Vulkan AR ZRAEIE M8, EE
TR TR A

TESRTEE 2 HresikER A Vulkan 19 Unity B3 F2:
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Edit Debug Window Help

CEHBSAS B 2@y 2 R P CGGH 3w &= comnARMShdowsVulkanValMGD (0) [ | @ OpenGLES + EGL
[ Timeline 21 | =0
Process 0 (com ARM ShacowsvulkanaimGD) B ==5]
a0 ) 2 E i s o s .
£ Trace Outline 5 | = O |[E*1> Capture Target@127.0.0.15002 |1 2> Capturing Target@/127.0.0.1:5002 5 | = O || Statistics 2 |0~ Funetian Call |, Butters| =0
Show Only Frames With Features Enabled &) |[[re. # Retum Function Call Bookmark Notes + Nome Value
1 | | [ || oic! e of APLfunction calls 26471 7
> B Frame 0 1 render o 1 VK_SUCCESS vkCreatelns tance(pCreatelnfo=( nenbers. . Total number of frames 208
: : E’”‘E; j '*“js' P 2 xdb79125 . Average vertices per frame 000
rame 2 ren 3 oxdb792001 rocaddr (instanc
v B Frames e 2 n Average instanced vertices per frame 000
b B Framed 1 rend Average draw cals per frame 000
H oxdb79397d
> W Frame 5 1rende . U Average memory allocated per frame (MB) 000
> B Frame 1 rend : General | Charts | Memory
> B Frame 7 1rende 7 Bxdb793471
> B Frame 8 1 render p. 8 exdb79356d rocAddr{instanc . @@ Assets 32 | B Frame Capture | (3 Images |+ Automated Trace = a
> B Frame 1 render pass 9 e —
> B Frame 101 rerder o Name. Value
Frame 101 e 10 oxdb7Befad rocaddr(instanc
> B Frame 111 render pass
> B Frame 121 render pass " i 5
> B Frame 131 render o 12 oxdb793a7d ]
» B Frame 141 render pass 3 axap791ce1 . £
b B Frame 151 render pass 0, s blocked i 6xdb793eb9 i £
> M Frame 161 render pass, 15 xdb793099 rocaddr (instanc =
> B Frame 171 render pass s oxdoroncer
> B Frame 181 rerder o 5 ——
> B Frame 191 render pass, 000 b7
> B Frame 201 render oz 8 oxde7BE7AL
> B Frame 211 render pass 19 Oxdb7Bects i
» B Frame 221 render pass, 000612 0 oxab7909c9 rocaddr (instanc
» B Frame 231 render pass, 0002650 = = R . No content n table
> Frame 241 render pa 2 VK_SUCCESS kEnuneratePhys icalDevices (instance=6xdbd. . .
> B Frame 251 render oz -
b B Frame 261 render pass, & Trace Analysis 2| E] Cansale|  Boakmarks| L] Seiping | =0
> B Frame 271 render o Messane B
> B Frame 281 render pass
b P 281 e o 000 /& Sending input buffers has been disabled. Buffers shown i the buffer view may be outdated.
» B Frame 301 render psss, 0002481 seconds blocked /& Sending output buffers has been disabled. Buffers shown in the bufer view may be outdated.
» B Frame 311 render pass, 000 s blocked /i vkCmdCopyBufferTolmage effects are not emulated for cals with more than one region 16
> B Frame 321 render pa s blocked
» B Frame 331 render pass, 0004792 seconds blocked
> B Frome 241 e rlerionss A00608 secqnes ke,

 12-7 EEaHiasiEs® M Vulkan [ Unity
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12 Arm Mobile Studio
12.3 & F Streamline

12.3 *F Streamline

Streamline & — 2 AigMERE M TE, & Arm Mobile Studio (AMS) AL FIE IR T B
EMFR—E557

Streamline MZ S &I N RIFWEEAEATIE T HAFRIMERES AR, I RIS A RILE %L
R AHIEER, WAL B BRI R RS RE TR R, DA R R — i TRl
EARERIE R,

PAN Bt PRI /R 7 I IRAL S, AL R 800 iz h A A -

4 InfiniteTerrain E@l = 8
B Timeline | &7 cal Pamsl @ Functions | &) Codc|\'§- Log ‘

W . s .

TN M MUY & @ & soms ~ [— ) VIO

55 585 58.5 595 " m2s 1m2.55 1m3s 1m3.5s 4 nd.5 s 1mE
» Cycles (Cortex-A53) = = R =
@ CPU Cycles

» Cycles (Cortex-A73) % = R
@ CPU Cycles

Mali Core Cycles i =

@ Compute active

Q Execution core active
© Fragment active

@ Fragment FPK active

Mali Care EE Instructions E- 3 |

@ Divarged - = o 8 0.00 Min structions
@ Executed N Vs .70 Minstructions

Mali Core Internal Bus Read Be... £f m [
@ Load/store external
© Load/store intarnal
Q) Texture extemal
@ Taxture internal

Mali Core Internal Bus Write B... % W 0
@ Load/store internal - © 804 kbeats
@ Tile buffer interna PP @ cc0 koeats |
Mali Core Load/Store Cycles Bl 1| 1 wissues
@ Atomic @ 0.00 Missues
@ Full read Q© 0.02 Missues
L 0 0.40 Missues M o x

4 I »

Ty CIOTe0gTap #2563 1
UnityGfxDeviceW #25621
UnityMain #25581 A
UnityMain #25582

UnityMain #25586
UnityPreload #25626

Worker Thread #25587

Worker Thread #25588 |
Worker Thread #25589
Worker Thread #25590

@l e e e e seaqg [

G

J Heat Map [H] ¥ | Row Filter Annotaticn Filter CPU Activity =

[ 12-8 Streamline I )l RE P
AE S LN FHR 5
© 12.3.1 W PI75% on page 12-259.
12.3.2 Unity FHIZ#7 on page 12-261.
12.3.3 {E/f] Streamline 7#7 Unity HJ6E7] on page 12-262.
12.3.4 T FZFZ on page 12-265.
12.3.5 Streamline /Z/# on page 12-269.
12.3.6 H&LE Unity J7H on page 12-270.

12.3.1 N7
PAR IR P AL R, BB SREA e 2 s 3 S HEE .

Gy sEih, B EAULIZA R PER, MIBREI AT DA 5 0 S A% M Rl i R B HERS R SR
RN, RGHBSHRIEH, FritfErEsOdE thaeig, REVINERSIN, M4 SO ERE
Z IR,

NIRRT, SPEPULGH DRI EESR, RSN EBREIAN:
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12 Arm Mobile Studio
12.3 & F Streamline

Tile resolution: 32x32
Tile scale: 20x20x3
Generations: 0 of 8

P 12-9 JEG B

FIAE I EI R B RRAIR S, 0 T E KRR EHFRIRTH R A, RAH Unity Job Scheduler
(UJS) FTF M IRAEEN Unity FLFE5emIN G G L&A2,

JXRERT AR OR FH P (R SG 2UARE MR, 38 S0 A R AR BGHT HI T IR 8 £ R0
RBFERHIBITI AR, XM SAERCRAER, HRE R E PR AR,

WNEFR, B HRVEZEE DRI A K, NP E LN EE PR B PISER, —
PMHTROME, —METEAHE, —DNHTKIE TSR A B A SR SR,
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12 Arm Mobile Studio
12.3 & F Streamline

P 12-10 HeJEEIBR PR

P9I E T

K 12-1 PR E B A

Yok | TERHEE | HETE B PR/ | HETE S0 B8 | RN ZE iR b 2
1 |3 20x20 32x32 8
2|3 20x20 32x32 1
316 10x10 16x16 8
4 |6 10x10 16x16 1

£ 2017 IiR%EN P10 FALEHEAT 00T, 408 P10 #EH7 ERLEE 960 B, 5
- 4 NEERE Arm Cortex -A73 CPU ¥,

- 4 NERArm Cortex -A53 CPU N,

- 1 Arm Mali -G71 MP8 GPU,

12.3.2  Unity 5

PRI T Unity PRI aR. (EATREHEMEEASF SR, Kk, (Ra] DUER] Unity
HH T AR RS B L %5 Streamline 0 —H 7347,

Unity W Hras TR rEXL R RERS Rl 28T, oodrds ANEoRAl i CPU 8% GPU BRAYTA4l
T, WAEREE PRI O

RN AR RIREIRE 60 MG4EF) (FPS), (HINEHAMXEMMREST, 45 CPU BOF|HEM
GPU M8E(5 B, Streamline 7] FHT Wfa o< B X I,

PEER T Unity WE T s R IR BRI (S B RIESR
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12 Arm Mobile Studio
12.3 & F Streamline

/€ 12-11 Unity 528

12.3.3 il Streamline 43#7 Unity (IRES)
Streamline $2HtZ N WTIIRE, FEBIRIESARSA EARA R FFR P4 RE,
BEAL R EABRCNTE Streamline H# A T =ARFEIEBIN R, IXLEHRA:
1. BRI - RicSE— A T 7E I TR P T3 ) B 85 ) B P ) 5o
2. JWIB - JEIELE NSRRI — 1715 R,
3. HEX G (CAM) - CAM A] DA RAFTE B 200U RN A2 s, &4 CAM #B DA
— T I E BT A AR E (UT) B FE853

PAT B A PR R 7 AU R 7 IR LRl ] L 38R -

[ InfiniteTerrain EXI = B
'Timeline ﬂ Call Paths| @ Functions| Cude|%'— Lng|
‘A‘-\\?:”sn AP @ Q sms ~ ( 9)(2m3.330s @) Svpv@a®

» Cycles (Cortex-AB3)
@ cPU Cycles

» Cycles (Cortex-A73)

@ cPU Cycles
B 12-12 iz

FEER, WA TR, &S CPU WZFE R EMNRAZTES, Wi R,
Aia b, PEERESEET, A, XSRS P AR — 80, X2 —MEfs/ID
p=SiNl
Streamline FAYIN I HIALIE 73 9N HR 70, TREBARIEI EoRtabn Bk, HEE0 BRSMAFERY
faii. MEFE TR TEFEBEDN RGN AIE . VRADS TREN RIAE T8, MR
ROAHE TR E sG55,
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12 Arm Mobile Studio
12.3 & F Streamline

BTk RE Unity 3468, REEREATE TIEERE, Ratnl AEERE, Rr]PIEE] Unity 34k
FERIE LA AR P Y SRR 2 A X 7> CPU T&BhIY,

TEN Unity 18R/ CPU fIGLHY R, Cortex -A73 CPU _EFERBRAES):

o InfiniteTerrain 23 l = B
B mimeline | # call Patr's| [FFY Functions| &t} Code | & Log |
‘A‘.\\}:usrl AUy @ EQsms v ( 9) (2m3.330s O) A Y AR NC)]

29s 2.9'53 35 3.05s 3.8 3.15s 3.is 3.25s 3.3s 3.35s

» Cycles (Cortex-A53) %=
F@ CPU Cycles

» Cycles (Cortex-A73) %=
F @ CPU Cycles

4 {11}

UnityGfxDeviceW #25621 I I _I =

UnityMain #25581 A

UnityMain #25582

UnityMain #25586
UnityPreload #25626
Worker Thread #25587
Worker Thread #25588 | | | |
Worker Thread #25589 | |
Worker Thread #25580
Worker Thread #25629

J Heat Map [H] ¥ | Row Filter Annotation Filte CPU Activity v p.g

@l e e e e e e el

4

I 12-13 Unity $:£f% i) CPU fidt

TRy TAERFET G 2ef2 LY CPU f&i, £ef23RPH Cortex -A73 1 Cortex -A53 CPU _E1FFER
DRSS

o InfiniteTerrain 23 l = B
B Timeline | @ cal Patr's| [FFY Functions| [&) Code | & Log |
VR ATV @@ o ~ [ 9 Ems30:0) NG
285 2955 ﬁi‘-ﬂm 308s 34s s das 3.265 BEs 5385 Dﬁ.ﬁ IIIIII 345 355 3555 36 3685 373
» Cycles (Cortex-A53) %= =
F@ CPU Cycles =
» Cycles (Cortex-A73) %=
F @ CPU Cycles
4 111 —_ _ _ _ »
@  UnityGixDeviceW #25621 | 1 | =
» & UnityMain #25581 A
& UnityMain #25582
& UnityMain #25586
&  UnityPreload #25626
@  Worker Thread #25587
@ Worker Thread #25588 | | | |
@ Worker Thread #25589 | | .
@  Worker Thread #25590 =
@  Worker Thread #25629 -
J Heat Map [H] ¥ | Row Filter Annotation Filte CPU Activity - u‘ﬂ
Fd12-14 TAELFER CPU it
PUR B I B R 1 ORE Y Unity BEERRAVILIE, FreatiEM, /£ Unity REERSHE
M, B A BEbR, FRFTE Streamline /F#FEE (SAC):
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12 Arm Mobile Studio

12.3 27 Streamline
[ InfiniteTerrain EXI = B
B mimeline | # call Patr's| [FFY Functions| Code | & Log |
‘A‘.\\}:usE AN @ EQ ms - ( 9) (2m3.330s O) A Y AR NC)]

II'IS 3.1|2§ 3.13s 3.14s 3.1|b§ 3.1|6§ 3.1|.-'S 3.1IBS 3.1|‘3§ B.FS 3.21s 3.2‘23 3.23s 3.%43 3.%53 3.263 3.%/3 3.%8‘.
Iy

» Cycles (Cortex-A53)
F@ CPU Cycles

» Cycles (Cortex-A73)
F @ CPU Cycles

@ UnityGfxDeviceW #25621

¥ @ UnityMain #25581

Scene

TerrainController

S v assee
&  UnityPreload #25626
S Vit Tt F22588
@  Worker Thread #25589
J Heat Map [H] ¥ | Row Filter Annotation Filter CPU Activity v p.g
4 12-15 J#K Unity 3:£k#%
TR A B R A A B Pl 3R P9 1 Streamline JEJE, HRUEIE R RN =IEEHLT,
FESRIEFEHITRIRAZ 20x20, 32x32 5, TERFEEN 3, H 8 NMEARIFTIB T,
M A RE TR E B A BN E Unity 2£6f2 Fiaf7, BEEaIUWRICHIBE e R E
BT, SRt HbRIC S B TR SO st AL B,
AR EEAE TS ER R L TR L SE I e S5, FR A & MItG, REmAZIT 5,
URATEEN R E LAR, Kot RRBITERE R BB N, ERIEA Streamline H1 Y-~ RARICHFE I [A]
XIGHEAT 47
TEFRIFEERE, BORNFMESMERFR, TR BT, AR shEE T -5
Hif e SR BT 3 e A -
[ InfiniteTerrain EXI = B
# call Patr's| [FFY Functions| Ccdc|\3>' Log|
AN S @ EQ ms - ( %) (2m3.330s ©) T @ a®@

» Cycles (Cortex-A53)
F@ CPU Cycles

» Cycles (Cortex-A73)
F @ CPU Cycles

H | L
.
! 2,rd |

TerrainController A Completing | Completing | C mpl Completing | Completing | Completing | Completing [l

@ UnityGfxDeviceW #25621
¥ @ UnityMain #25581
Scene

& UnityMain #25582

& UnityMain #25586

&  UnityPreload #25626 I I .

@ Worker Thread #25587 | [

@  Worker Thread #25588 I |

@  Worker Thread #25589

J Heat Map [H] ¥ | Row Filter Annotation Filter CPU Activity - u‘ﬂ
Kl 12-16 Streamline R
EVHBERAE T, IRATA T RAE R ROBRII REEIN, SRR, AR T Unity
IL2CPP A 7, SAEB T EA Mono ML, AP E 215 R,
DA AR IE R T Unity N IL2CPP A5 vm AT TR A -
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12 Arm Mobile Studio

12.3 X7 Streamline
| InfiniteTerrain EXI = 8
B Timeline | # call Paths | @ Functions| &) Ccdc|§}' Log|
o s [ENEICY =Ye)
[Process]/{Thread}/Code - Total | Self (#/%) | Process (#/%)
= @ Runtimelnvoker Void t1185182177(void{*}{), const Methadinfo®, void®, void**) 45.20% o 0.00% 80 45.207
=+ @ TerrainController_FixedUpdate_m1873429968 45.20% 0 0.00% 80 45.20%
= @ TerrainController_ensureCorrectTerrainsAround_m293680782 45.20% o 0.00% 80 45.20%
=} @ TerrainData_completelfNeeded_m319511 42.94% o 0.00% 76 42.94%
- @ MNativeArray_1 _ToArray m742320006(MativeArray_1_t2442962241".. 15.82% o 0.00% 28 15.82%
t @ MNativeArray_1 _ToArray m1183478507 (NativeArray_1_t400904618... 9.60% o 0.00% 17 9.60%
- @ MativeArray_1_ToArray m3295854532(NativeArray_1_t323767847.. 7.91% 0 0.00% 14 7.91%
t @ Mesh_RecalculateMormals_m467587154 3.39% o 0.00% 6 3.39%
t @ Mesh_SetTriangles_m3871477336 2.26% o 0.00% 4 2.26%
t @ Mesh_set_uvZ m2840654016 2.26% o 0.00% 4 2.26%
t @ Mesh_set vertices m2084450642 1.13% o 0.00% 2 1.13%
t @ Object_get_name_md4211327027 0.56% o 0.00% 1 0.56%
Function Mame - Samples (&%) Instances Location
@ InitializedTypelnfo(ll2CppClass*) a 10.53% 10 licilZcpp.so
@ GC_mark_from 7 9.21%) 7 libil2cpp.so
@ Vector2USBUSD_t1457185986::SetAt{unsigned long, Vector2 t2156228523) 6 7.89% 2 licil2cpp.so
@ CalculateMormals(Stridelterator<Vector3f=, const unsigned®, int, int, Stridelt... [} 6.58% 1 libunity.so
@ il2cppivm::Class:Init{lI2CppClass*) 5 6.58% 9 ligil2cpp.so

P 12-17 Unity IL2CPP A G5

12.3.4 T eekis
GRERAE P B (TR RAR s Z e B RSz, WIATDAR# Streamline HH3E 2 I6E,

HigE, WRiERZ ) \PIHTELAIMTE, rTEE)\ DI LR, RIS, Cortex-
AS3 SEHESHFRRIT G ] B S DAY R IR,

|ad InfiniteTerrain SX] = B
! Timeling gé’ Call Paths| o Functions| Code | ss Log |
‘A‘-\\?:”sn AP @ Q 2ms ~ [ 6.7245 9] (2m3.330s @) vreyae

6.52s 6.54s 6.56s

¥ Cycles (Cortex-A53)
F@ CPU Cycles

¥ @ UnityMain #25581
Scene

TerrainController
UnityMain #25582
UnityMain #25586
UnityPreload #25628
‘Worker Thread #25587
‘Worker Thread #25588
‘Worker Thread #25589
‘Worker Thread #25590
‘Worker Thread #25629

@ e e e e e e e

J Heat Map [H] ¥ | Row Filter Annotation Filter CPU Activity + u‘ﬂ

12-18 JEJFI Cortex-A53 RLPRESREEE
Mg ieflgsEE PSR FRIEE T R IHIE ., B ToRE2ITE RO ERES), AREEE
PRSP EE SR OS], A TEFSEPOEXEE R, BT RIER Unity 32k
2, RILfEXEeE R ARR F RS,
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12 Arm Mobile Studio
12.3 & F Streamline

Bt R 58 - 107, BRI ERS B G HAINE 24, H—RHeEZH— M E
He:

[ InfiniteTerrain EXI = B
! Timeling ﬁ Call Paths| o Functions| Code | Q Log |
% N N y P
A\.\\}:usE AP @ Q2ms ~ ( 9)(2m3.330s ©) MY ARG
s 32.62s Ezﬁ‘fﬂ-ﬂ-ﬁu'&ss ﬂtﬁi‘-ﬁ 32,95 ﬁfﬁws 32945 ﬂ?’“ﬁiﬂ 32.985 33s ﬁ.}:zs 33.045 33063 33085 33.1s 33.125 33.145
¥ Cycles (Cortex-A53) % m =
F@ CPU Cycles o =
™
1
||
F1
[
3
=
4 1] »
¥ @  UnityMain #25581 ) -
Scene A
TerrainController A
& UnityMain #25582
&  UnityMain #25586
&  UnityPreload #25626
@  Worker Thread #25587
@  Worker Thread #25588
@ Worker Thread #25589 A
@  Worker Thread #25590 =
@  Worker Thread #25629 -
J Heat Map [H] ¥ | Row Filter Annotation Filter CPU Activity + u‘ﬂ

Bl 12-19 55 AT IS
AL R H I
1. T RETI RN A A TSR EEEL 2 WIRE, Ktk CPU iEshib,
2. MOEREARATERE, HEVE T, HTEARRGER M, FtED 7 ELRE ERRZE
ijJO
[FIRE, R Aral 5 (0B NE B S = M7 st AT HE:
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12 Arm Mobile Studio

12.3 27 Streamline
| InfiniteTerrain EXI = 8
B mimeline | # call Patr's| [FFY Functions| &t} Code | & Log |
‘A‘.\\}:usrl AP E @ Q 2ms ~ ( 9) (2m3.330s O) A Y AR NC)]

1m5.04s 1m5.06s 1m5.08s TmS5.1s 1m5. 283 Tm5.3s
I ol = =

I LIINHIL)

Tm5.12s Tm5.14s 1m5.16s Tm5.18s Tm5.2s im5. 225 1m5.24s 1mb5. 263
L [ L [ [ [ = [

1mb5.32s Tm5.34s
I =

I |

1mb5.36s
ol

I

¥ Cycles (Cortex-A53)
F@ CPU Cycles

¥ @  UnityMain #25581 -
?E:;?n(:ontrollor :
& UnityMain #25582
&  UnityMain #25586
&  UnityPreload #25626
@  Worker Thread #25587
@  Worker Thread #25588
@  Worker Thread #25589 3
@ Worker Thread #25590 3
@  Worker Thread #25629 -
J Heat Map [H] ¥ | Row Filter Annotation Filte CPU Activity - u‘ﬂ
B 12-20 H=1%
WIEENK) CPU TS5 L AR, FEARHIVIEEse M TAFRIE R, [’k M TH— 15,
MUHEARE T, EEAEEZ, RIS ORI A BOER 5 5 K TE Y 75 AT RS R —
o
BN EA/NER, I B —RAGIsT — PP RES, B, B8R T ER BT
MUEER, (HEFROREA SRR PR, RENSIR REESKAVEE, YL B IUg s g 5l
i, FHA—E AR — 5
| InfiniteTerrain EXI = 8
B Timetine | @ can Patr's| [+ Functions| 5} Code | & Log |
‘A‘\\?f”s, AP @Q 2ms ~ (1m53.714s 9] (2m3.330s ¢ v reae

1m53.5s 1m53.52s Tm53.54s 1m53.563 Tm53.58s Tm53.65 Tm53.62s Tm53.64s m53.68s Tm53.7s 1m53.72s Tm53.74s Tm53.76s Tm53.78s mS

S R I

153.46s Tm53.48s

¥ Cycles (Cortex-A53) Eell | 500 mHz
F@ CPU Cycles L

11182

Bl 500 MHz

Ll 500 MHz

Ll 500 MHz

-
»
¥ @  UnityMain #25581 I 1 1 1P
Scene A 10%10, res16, rds, t1
TerrainController A .. .-H
& UnityMain #25582
& UnityMain #25586
&  UnityPreload #25626
@  Worker Thread #25587
@  Worker Thread #25588
@  Worker Thread #25589 3
@  Worker Thread #25590 3
@  Worker Thread #25629 -
J Heat Map [H] ¥ | Row Filter Annotation Filte CPU Activity - u‘ﬂ
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12 Arm Mobile Studio
12.3 & F Streamline

Tile resolution: 32x32
Tile scale: 10x10x3
Generations: 1 of 1

| G S
=5 b

K 12-21 Bl NG5

HHRN TR LA THATHIA R, 1B “BE XTEIMGE" o B4 B E ESIETE
FEN TR BRI — NI :
UnityPreload #25626
Worker Thread #25587
Worker Thread #25588
Worker Thread #25589
Worker Thread #25590
Worker Thread #25629
M | Heat Map [H] | | Row Filter
" v ll) Heat Map [H]
88 Core Map [C]
8 Cluster Map [U]
= Samples [S]
& Processes [P]

. Terrain Generation [E]

L o) el e e e

P 12-22 EsE g ahiFE

EREHBAERAE S, B MBE RIS S RTHARIE LN FE R R — MO, R R
TRIZHP IR IR AR, HS SN R] DA SE A RIS (R, B A PR 2R e Mali GPU b3
TR E TR DU BEE OB B WoR AR E 3 KA GPU &3, % m IR AERES — MR
FF&SHL&?E& YR RNAR T\ KRER, 75 RS2 ESEHTI UT RN SRR S
GPU K [AZ3 A :

100140_0401_00_zh Copyright © 2014-2017, 2019, 2020 Arm Limited (or its affiliates). 12-268
All rights reserved.

BB



12 Arm Mobile Studio

12.3 27 Streamline
[ InfiniteTerrain EXI = B
!Timclinc ﬁ Call Paths| o Functions| Ccdc|s§‘- Log|
‘A‘-\\?:”sn R PP§ @ @ soms » (0255 %) (2m3.330s O) vreyae

» Cycles (Cortex-AB3)
@ CPU Cycles

» Cycles (Cortex-A73)
@ CPU Cycles

Mali Core Cycles
@ Compute active
@ Execution core active
0 Fragment active
@ Fragment FPK active

TerrainJob

TerrainJob

TerrainJob

TerrainJob

TerrainJob

TerrainJob

TerrainJob

TerrainJob

TerrainJob

TerrainJob

TerrainJob

TerrainJob

TerrainJob

TerrainJob

TerrainJob

TerrainJob

Terrain Generation [E] ¥ | Activity Filter [C]shaw all connections |

B 12-23 R TR

VM7, BT RUNEBRIZ IR ERR, Witk GPU iEah BT B, —IR{0a1T
—MHIEAENL, BTEBRIVNED, SMELERERE,

[ InfiniteTerrain EXI = B

B mimeline | # call Patr's| [FFY Functions| &t} Code | & Log |
A:: Y PP S @ Q soms ( %) (zm3.330: @) T @®a®@

L LT LR LT LT S 1T 1 7 L B 1 | - — LT LT LT LR L LR L
IIIIIIIIIIIIIIIIIIIIIIIIIIIIIIIIIIIIIIIIIIIIIIIIIIIIIIIIIIIIIIIIIIIIIIIIIIIIIIIIIIIIIIIIIIIIIIIIIIIIIIIIIIIIIIIIIIIIIIIIIIIIIIIIIIIIIIIIIIIIIIIIIIIIIIIIIIIIIIIIIIIIIIIIIIII
® Cycles (Cortex-AB3) Bl 1 iz

@ CPU Cycles

» Cycles (Cortex-A73) Eel 1 Gh:
@ CPU Cycles

Mali Core Cycles % mE
@ Compute active
@ Execution core active
Q) Fragment active
@ Fragment FPK active

TerrainJob

Kl 12-24 HPUA R CPU A

12.3.5 Streamline ¥fi#
Tfi# Streamline {EMERE S, TAEFEBPULUMATTE Unity EH, XAREZ,

%F Streamline 1@

i N RN, RS LIsiT— NS N AR EAEERA P HSHERE, FRO8 gator,
gator MERIEE ARG TS 8, 10 Mali GPU f1 Arm Cortex -A CPU, FHH¥FEFRILE
PN, R A2 (I —F Streamline TERRRIALEIE B CURIFRICRTES bRfE A 2T
BFEbRH,
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12 Arm Mobile Studio
12.3 & F Streamline

[ﬂ Your Game] ﬁggre Srudio
'Annotaﬁons

arm gator

[# 12-25 Streamline [ T{Epi5

4ufurfE Unity Fpf Streamline {Ef#

Streamline Ef# AR EMNY, H Arm Mobile Studio WE —MHER C 28, T 75 b
M Unity WAHAER Streamline {Ffi#, FTHE—LRESE C LM C# #2588, A RS
AR PR FRR C SEMEAE Unity IR, RRIM Attps:/github.com/ARM-software/
Tool-Solutions/blob/master/mobile-application-profiling/mobile-studio-with-unity/
ArmMobileStudio.unitypackage’raw=true £ F#,

TEGEIREL, FHARYE Unity 2 LR WA AN B HETRE S AZWRNIE H, FRUH, 15
2 https.//docs.unity3d.com/Manual/AssetPackages. html,

ZEIRE arm fi S BIEA0 T#715, VRA] DAMEILAE B T H HEFAEA Streamline i
fi#o VRATTEVIRELNAY README .md SCPFINERE APL SCRY, Attps:/github.com/ARM-software/
Tool-Solutions/blob/master/mobile-application-profiling/mobile-studio-with-unity/
InfiniteTerrain/Assets/Arm %20Mobile %20Studio/README.md,

12.3.6 FARAPEE Unity Wi H

R DAMER] Streamline BCEINH ., AAIARIC, IRINEIE, (M BE OG0 ERIBERACE X
o

FLERER) Android FEERIZE, DMEPOER M Android kiAk:

Fd12-26 RCEPEE

WfR IL2CPP MEIAIA G, FFHF C++ ZiasiCE IRE NI, XA EACCRIAIA w13
A REG LIRS ELFRIMERE, RIS Streamline FILAEBRWEEE, FMERELEILE B FH %

AR PRI RREL
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12 Arm Mobile Studio

12.3 F Streamline
¥ ERARGEHIEE N ARM64 (BRI ARMVY7) , iS5 KRZEBNEEEE 64 Lily, Rt
FE RS 5T &2 ¥ o
whmpRid

PRCR R 7 M, AR R PRI R T, BN, N T BoRak R hibn
g, NI RABER T LA MU (B E S —IX update() 7575 o

void Update ()

Arm.Annotations.marker("Frame " + Time.frameCount, Color.green);

}

AissE

WEM S T, B, QIEEE, FHEEmERIR, REEEN ST R R R 2
B, fan:

channel = new Arm.Annotations.Channel("Scene");

channel.annotate(sceneDescription, color);

THICE, EEPATEREER— NN R, BEETE T — MEMZ RIS R, EEH end() 77
%o Blan, 15 FELAEPHUTHIE 7E iR B2l 85 R 0 T T

// Begin annotation
channel.annotate("Completing"”, Color.blue);

Mesh mesh = obj.GetComponent<MeshFilter>().mesh;
mesh.vertices = job.vertices.ToArray();

mesh.uv = job.uv.ToArray();

mesh.uv2 = job.uv2.ToArray();
mesh.SetTriangles(job.grassTriangles.ToArray(), 9);
mesh.SetTriangles(job.sandTriangles.ToArray(), 1);
mesh.SetTriangles(job.waterTriangles.ToArray(), 2);
mesh.RecalculateNormals();

// End annotation
channel.end();

S B sl
EE %A (CAM) HUgiEE B S —2, 15 CAM HhElEBIE /i, Z/e4 CAM i,
LRHE T INTERER 7T 2R T 4@ N
e, AR CAM BB RN
terrainCAM = new Arm.Annotations.CustomActivityMap("HIfE 4 K");
terrainTracks = new Arm.Annotations.CustomActivityMap.Track[16];
for (inti=0; i< 16; i++)

terrainTracks|[i] = terrainCAM.createTrack("TerrainJob " + 1);

SR, RXAMEE — PR, 1 Unity (R RGHIBITHIE L ARE S S H At AR i
TRZMZE, RAMTRFSREL e, Fit, EELHEETaRIELRNE, K55 ELREE
FEALIY, 1E CAM HEMHELRYES],

C# BEREARIRME 7 — D] WL N2 I FI IR &Y, X EL DA Streamline MR ZATAE IR
[E] =4 AT A

UInt64 startTime = Arm.Annotations.getTime();
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[FIE ELAZRI, EFEEAPE (EPEREE, WRKEES, N URBRIRA S
B, HREEMRENZEUE . HA, job.timings Z— NI, HIEAES, BEEL
AT G T 2 LR TR

track.registerJob(obj.name, Color.grey, job.timings[@], job.timings[1]);

1£ Streamline "I JEAS e B S 1
£ Streamline KRR E S BRI :

B, MBAUREERZH R# Arm Mobile Studio Starter ) Windows, Mac 8¢ Linux %khf
A: https.ydeveloper.arm.comy/tools-and-software/graphics-and-gaming/arm-mobile-
studio/downloads?_ga=2.211441174.2077719384.1568032571-433518899. 1564491901,

- W gator fEIBTTINGENE I MRS B LRI AR,
B R] DU B R MRS R B RN T B A,
FEHRESE — RINK AP FRENRE AL, ERAR TR TS

- MARFEIARN (32 F788 64 ) o WIERIRIZIEATTHEIFUERH A ARMe4 JEITAE Unity J£3K,
MR AR PR N T 64 4

- NMHABEFRZEASY (E Unity Android #EERREHEE) o TN ARFRNLERSLN
com.Arm.InfiniteTerrain,

- GnAIERER gator —iHIScf, fEVR Mobile Studio L4 streamline/bin/arm (32 i)
B} streamline/bin/armed (64 i) XHEFFEL Arm,

T%LJJE. BUE, T2 NPT o

- WY AR RIS b,
- fH Android adb T E &M L& O M3 & & 21817 Arm Mobile Studio FIRSIA
i Lo

- M adb Kf 32 78k 64 fZHY gator (BMARBURTIRIIN FHRET) HEXSRE L, RSN
FIRE R 22 B 4)81T gator,

- Ja3)) Streamline, FFRFHIERFIRZIL adb B LB AIA MG 1 b, JEFEZERRITERETTEL
o

- NARFERSES LRSI, Streamline SX7E 3 HTEHE SR FHIAUCER B,

gator Ia1TIN, FIDVZAEHCARIN P, EahfifEik Streamline HHUTHEZ 0, MR
H#T/E3) gator,

RNTREMCIERE, EM https./github.com/ARM-software/Tool-Solutions/tree/master/
mobile-application-profiling/mobile-studio-scripts £ N# gatorme BIA, {5 FIZHIARKL &
FHIZ1T gator Ml adb, XFHENREIBITIY gator ISR RIEAR, NP 22284 DN
FH AP Mali GPU, a15R gator A IR TIRINGARERE HAEH B 2WF GPU, ARafdft
HERSAMED, X—HALHITHEMZ NP, DI RIXM AR 28R E LisiTR
af, #Eﬁﬂ% gator 1E 53 Hr SE BN TE RS A,

gatorme SCRUMRRE AT, (HRIXEAIGI TR T APK ZAAERE BN, aifal o4

InfiniteTerrain &
Bk, EamTHIETT gatorme:
$ ./gatorme.sh com.Arm.InfiniteTerrain G71 ./mobilestudio-macosx/streamline/bin/armé64/gatord

HAE 58l Streamline FHIMUF AR RS, $4HRUN ML E )54 Streamline:
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https://github.com/ARM-software/Tool-Solutions/tree/master/mobile-application-profiling/mobile-studio-scripts
https://github.com/ARM-software/Tool-Solutions/tree/master/mobile-application-profiling/mobile-studio-scripts

12 Arm Mobile Studio

12.3 J¢F Streamline
® o Capture & Analysis Options
Capture & Analysis Options
Choose the options for a new Streamline session.
_Connection
Address: |localhost:4242 o

& Before establishing connec s using ADE, you may need to set up ADE path.

rtapture r
Sample Rate: | Normal Set the address to localhost:4242
Buffer Mode: | Streaming (gatorme is forwarding this port to your device)

Working Directory:

Command: " | Stop Capture

Enargy Capturs

$ Device: Port:
Tool Path: ©
Channel O: o Resistance: m{l
Channel 1: Resistance: mgl
Channel 2: Resistance: mgl

Analysis

Process Extra Debug Information (when available )

Resolution mode: MNormal

Program Images] Script Search Paths |

] ﬁ:ﬁ.:l: ELF image...
Lse Mame Symbols Debug Infe CFl Remarks
InfiniteTerrain.apk » ] ]

Add your APK here
(Streamline will pick up the debug symbols)

Impart... Export... Cancel m

[ r

El 12-27 JF R4l Streamline % H
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WEN, HENEE O /EESBIRA S gatorme 1EM FIFEF X AR EEHETT, M Unity
HiEWEFIZTT, HIRBREZ M Streamline 158,

A Apache 2.0 FAIIE, #RATLAM GitHub F#; InfiniteTerrain /RBIIEMAS, B RE
JEARES, 184 https./github.com/ARM-software/Tool-Solutions/tree/master/mobile-
application-profiling/mobile-studio-with-unity,

AN TR EREE, F— 1440 ArmMobileStudio.unitypackage ¥ Unity HE TR
8, RAIM https:/github.com/ARM-software/Tool-Solutions/blob/master/mobile-

application-profiling/mobile-studio-with-unity/ArmMobileStudio.unitypackage?
raw=true N,

Unity $24t 7TH KU, IESROmEZESAZWRE AW ES, DA AR E A
Streamline 1£f#, HXUH, ESM https;/docs.unity3d.com/Manual/
AssetPackages. html,

TR E T ERA N InfiniteTerrain.apk, 1HViIAl Attps./github.com/ARM-software/Tool-
Solutions/blob/master/mobile-application-profiling/mobile-studio-with-unity/
InfiniteTerrain.apk’raw=true, ZhRAN 64 i) Android Fr&hA, CkEegmtes, wlRAES
BE&E LIRS N
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fiisx A
By

AR TR AR T RATIRA Z A2
BHE IR
- A.1 517 on page ff3%-A-276.

100140_0401_00_zh Copyright © 2014-2017, 2019, 2020 Arm Limited (or its affiliates). Ff5%-A-275
All rights reserved.

TR



BT

A EIT

A1 15T
A AR B RATIRARIG RN R
FA-1 3.0 RIPBEHENE
WMIBNE i MR A
TEBE B B EA Enlighten | - 3.0 ik
HE 8.3 415 /<47 on page 8-137 3.0 ik
i Early-z 8.7 &/ Early-z on page 8-160 3.0 ik
B SRR 8.8 MEFFLALAR on page 8-161 3.0 hR
b 8.9 J##F on page 8-164 3.0 it
ZALRR 8.10 Z1EA4 4R on page 8-167 3.0 kR
[y i) 8.11 /E i Hf on page 8-174 3.0 iR
VKEERIER 8.12 JKIERCAR on page 8-181 3.0 ik
HRRXEE 8.13 W FEAES 5 on page 8-186 3.0 ik
B 8.14 # K on page 8-194 3.0 iR
YIkzS [E 2 R S [E R T A, 8.15 LRSS IHZE 7554261 1A on page 8-198 | 3.0 hR
#FA-2 3.0_01 hrpyAE s
2 P ZREMAFRIRRAS
M “WH Barly-z” FMilR T — 1313k 8 | 8.7 f&/H Early-z on page 8-160 | 3.0 fix
FA-3 3.1 hREE
gy 1] e R IRRA
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#FA-4 3.2 R E

gl P

SZEE MR RRA

S 7 Enlighten Z5400( A5 |-

3.2 RE R AR

FA-5 3.3 iR H

gl (DALY SZREMARIR A
I T A% Vulkan ME TS Z 11 Vulkan on page 11-240 3.3 RE A
I T A% Mali BEREIRSRIIETNT | 2 12 Arm Mobile Studio on page 12-249 | 3.3 MUE IR &R

¢ A-6 3.3_01 iRy

gL
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SN A
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