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Lighting Ramp
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Chapter 2, Using Textures for Effects
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R Channel G Channel B Channel Alpha Channel Packed Result
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R Channel anne B Channel Alpha Channel Packed Result
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Normal Map Instensity = 1 Normal Map Instensity = 3
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Chapter 3, Making Your Game Shine with Specular
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Chapter 4, Reflecting Your World

Sampled Point

View Direction

reflection vector = viewDir - 2.0 * normal * dot(viewDir, normal)
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Chapter 5, Lighting Models
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Eill CubeMapGen: CubeMap Filtering and MipChain Generator =AnE X
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Thread 0: Ready Load Obiject Sphere
Load CubeMap(.dds) ColorCube
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B save l

Zxport Image Layout:  D3D Cube
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Output CubeMap (128x128): Format ASR8GBBS Load B
Thread 0: Ready Load Ok
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BRDF Examples
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Chapter 6, Transparency
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RGB GUI Texture Sheet Alpha for Texture Sheet
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Chapter 7, Vertex Magic
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Chapter 8, Mobile Shader Adjustment
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Effect of using noforwardadd in a shader’s #pragam statement

Page 179



Selected: Camera.Render
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Chapter 9, Making Your Shader World Modular with
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Not using #define HalfLambert Using #define HalfLambert
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Chapter 10, Screen Effects with Unity Render Textures
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Brightness = 0.5  Saturation =2.0 Contrast=1.75

Page 217
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Blend Mode = Multiply  Opacity = 0.5
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Blend Mode = Multiply  Opacity = 1.0
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Add Blending Mode
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Overlay Blend Mode
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Chapter 11, Gameplay and Screen Effects
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Layout

Listener
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