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|G Volume Lights
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}

half3 RayMarching(float3 start, float3 end, int step, half noise)
{
half maxLen = length(end - start);
float stepsize = max(_MinStepSize, maxLen / max(1, step));
float3 marchingDir = normalize(end - start);
half marchinglLen = 0;
half3 lightColor = 0;
[loop]
for (inti =0;i < step; ++i) {
marchinglen = (i + noise) * stepsize;
if (marchinglen <= maxLen)
{
float3 samplePos = start + marchinglLen * marchingDir;
float4 localPos = mul(unity_WorldToObiject, float4(samplePos, 1));
half4 c_xy = SAMPLE_TEXTURE2D_X(_BaseMap, sampler_BaseMap, localPos.xy + 0.5);
half4 c_zy = SAMPLE_TEXTURE2D_X(_BaseMap, sampler_BaseMap, localPos.zy + 0.5);
float4 shadowCoord = TransformWorldToShadowCoord(samplePos);
half shadow = MainLightRealtimeShadow(shadowCoord);
lightColor += c_xy.rgb * c_zy.rgb = shadow;
1
}

return lightColor;
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https://docs.unity3d.com/Packages/com.unity.xr.arkit@4.1/manual/index.html
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|G Face Sync solution
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# Scene W Asset Store » Animator OB Game @ Inspecter  FaceAnimCurveEditor Lighting i
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