
Chapter 1: Shaders and its properties 

 

 



 

 



 

 

 



 

 



 

 

Chapter 2: Surface shaders and texture mapping 

 

 



 

 



 

 



 

 

 



 

 



 

 



 

 

 

 



Chapter 3: Understanding lighting models 

 

 



 

 

 

 

 



 



 

 

 

 

 



 

 

 



 

 

 

 

 

 

 

 

 

 





 

 



 

 

Chapter 4: Physically Based Rendering in Unity5 

 

 



 

 



 

 



 

 

 



 

 

 



Chapter 5: Vertex modifiers 

 

 



 

 

 



 

 

 

 



 

 

 



Chapter 6: Fragment shaders: water and glass 

 

 



 

 

 



Chapter 7: Mobile Shader Adjustment 

 



 

 

 

 



 

 

 

 

 



 

 



 

 



 

 



 

 

 



 

 



 

 

 

 

 

 



 

 

Chapter 8: Screen Effects with Unity Render Texture 

 

 



 

 

 



 

 

 

 



 

 

 



 

 



 

 

 



 

 

 

 



 

 

 

 



 

 

 

 



 

 

 



 

 

 



 

 

 



 

 

Chapter 9: Gameplay and Screen Effects 

 

 



 

 



 

 



 

 

 



 

 

Chapter 10: Advanced shading techniques 
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