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half halfLambert = dot(worldMormal, worldLightDir) * ©.5 + ©.5;
half ramp = smoothstep(@, ShadowSmooth, halflLambert - _ShadowRange);
half3 diffuse = lerp( ShadowColor, MainColor, ramp);

(0.958, 1.000) axis guides 0.1 v
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A Breakdown of Cel-shading AT S5

A » Generic step(Threshold, dot(Light, Normal))
" can decide if the surface is lit or not
Simply put, if the surface Normal is facing

4
A J .
the Light source, it’s lit. If it’s facing away -
l l more than 90°(the Threshold) , it's not 2 E_E{E

90 Only Three components matter
« Threshold

Light vector 3;%2%75—'-5"

Normal vector
Control them ALL!! FF @2173
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Light mainLight = GetMainLight (input.shadowCoord);
half2 worldLightDir = mainLight.direction;
worldLightDir.x += LightOffsetX;

worldLightDir.y += LightOoffsety;

worldLightDir = normalize(worldLightDir);
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ToneMapping

ZRRZFBToneMapping RIFBACES ToneMapping
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Tips : {{a{Z2ZUnity5 |FARYPackage

Unity5 | FBRYPackageiifELibrary\PackageCachel&i2 T

com.autodesk.fbx@4.1.1
com.unity.burst@1.5.6
com.unity.collab-proxy@1.3.9
com.unity.collections@1.0.0-pre.5
com.unity.ext.nunit@1.0.6
com.unity.formats.fbx@4.1.1
com.unity.ide.rider@2.0.7
com.unity.ide.visualstudio@2.0.11
com.unity.ide.vscode@1.2.4

% % % %

com.unity.jobs@0.11.0-preview.6
com.unity.mathematics@1.2.4
com.unity.recorder@2.5.5
com.unity.searcher@4.3.2
com.unity.shadergraph@10.5.1
com.unity.test-framework@1.1.30
com.unity.textmeshpro@3.0.6

com.unity.timeline@1.5.6



Tips : {{a{Z2ZUnity5 |FARYPackage

Assets
com.unity.postprocessing@3.1.1
com.unity.render-pipelines.core@10.5.1

com.unity.render-pipelines.universal@10.5.1

(&% Packages\manifest.json3Z{4

"com.

com
"com
"com
"com
"com

com.
com.

rom .

unity.
.unity.
.unity.
.unity.
.unity.
.unity.
unity.
unity.

timalina™: "1 .5.6/".

nnitwv

jobs™: "0.11.0-preview.6”,

mathematics™: "1.2.4",

postprocessing”: "file:../com.unity.postprocessing@3.1.1",

recorder™: "2.5.5",

render-pipelines.core” : "file:../com.unity.render-pipelines.core@18.5.1",
render-pipelines.universal™ : "file:../com.unity.render-pipelines.universal@l®e.5.1",
test-framework™: "1.1.30",

textmeshpro™: "3.0.6",
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static const half RRT_SAT FACTOR = ©.96 + ©.2;

static const half ODT_SAT FACTOR = 9.93 + 0.2;
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ToneMapping
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EREBAIToneMapping&iZ% , Hla0Filmic ToneMapping
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SNN Filter

SNN Filter Kuwahara Filter
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X1F= : https://www.zhihu.com/column/c 1215952152252121088

Unity$t[X : https://developer.unity.cn/projects/02-cong-ling-kai-shi-
de-gia-tong-xuan-ran-zhao-se-pian-1
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