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6.1
EERBOIES

A14>—H
Unity ® GameObject iZ{f\ T\ % Transform 2> R —4 > hd Rotation %, FHiOHE (7
VTV TREVER) RREL AT Y =/ O REREERETES (M6.1),

@ inspector  [IEY
M[cube | [static v

Tag [ Untagged % | Layer [Default &

¥ .~ Transform o,
Position /[0 l¥[o lz[o |
Rotation X 0 l¥[o 'z[o |
Scale x([1 [y [1 lz[1 |

K6.1 Transform3>/7R—> > kMRotation

Transform 2 7 A%, FEHETHE A LS. GameObjectiZfThb N TWEET VA
RS LL, BiFE DY ¥ 7 v a—K o Editor/Chapter05Editor.cs 77 A VD a—F% H3 &,
Transform®Rotation|Z &3 E T2 D LA USSR Z MR TN LB EIEAHTHII LL T,
UToa—FpElibsitnd,

rotation = EditorGUILayout.Vector3Field("Rotation", rotation);

if (GUILayout.Button("Apply")) {
Matrix4x4 m = Matrix4x4.identity;
m.SetTRS (Vector3.zero,
Quaternion.Euler(rotation.x, rotation.y, rotation.z), Vector3.one);
matrix = m * matrix;

Matrix4x4 27 7 20D SetTRS AV v RO 2 518UZ. BIERITHE/EK T 572212, Quaternion
I A% ZITMB I L > TS, 22T, 2D 72912 QuaternionZ 7 AD Euler XYy KClH|
LD 720 DA A 5—F (Buler angles) Z z Bl x fill.y B T £ 12 5- 2 TR DORELZ LKL T,
AT = LXK, 3RITC2—2Y) v FZERTORIE (rigid body) DM S %, [HIEEHEIEY D3> DA
EOMTERLIZDDTE, A7 — AU, €7 VEZRLY— VRERL W 20D T 4V HE
EEROMLERMRE. 3 oD AE DML L TEEMITRB TS,

S




—— i

6.1 [EERRROEL

72720, U300 AE X5 257217 Tt BIRIE—RITREL DI TIER WV, BEEFETIC
AN WTHEATE LI AT DT TIEA T L DR HEAI YRR S, 3 RKIT D[l ExihE )
OREIEITHEERER T 2% A, RE2EEMIEZA T2 L BT AL HFEFIZLST,
TEDHDDEERIZ B R L ST DEL D (2XITO BIERATHITIREASF U % O TIRHER IR
T D)o AAT—ATH, FEONHF R CTRITAUER L 572 BRI E 5 TLEI DT, API
DR BRI REEE LB S 2 55 3R LT I Lo v,

AT — A1 MEHEL TRy FOZBHEIZ DAV TWS, K6.21RT XDz, miifkihE
Do alEEEO—Jb (roll), K FiE D D laliEz €y F (pitch), TEED O EHEEI— (yaw)
LIERZEDDHD (x —y —zBle. v— NV —EyF —I—ORIEEMRIMER ). $72z —x —z DX
12, SEH AT OEERZE b T WEIEENFFE AL b T, Zd s, Unity @ QuaternionZ
AD Euler XV vy R, z —y — x DJEHF CORIEEE 4K T 2, m

6.2 O—I.EvF.I—

ARYSZDOEEAR
Unity TIREREIZHWS LW, AR ZOEERAT (Rodrigues' rotation formula) &
SEEHAED O ERE RIS 270 OXMH SN TWD,
RZMVV EBALRZ MVva Tl UCHE 0 12 RS 7z _7 v w i

w =V cosO + (u x v) sin@ + (u - v)(1 - cosO)u

TRIILENTES (X6.3),
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®6.3 ORUTZDEERAT

O RYFAQEERAROF 2513, B R ORI v, BIERHINZ VISP R L TR E
LRI, TEE R 7200 % 2 RIC OS> 22 [ (subspace) ECREIERS 7z LT, BE
THDEERTDENIDDTL,

F7:. FAF—I18F A—%— (Euler parameters) L WHFHDOMEZ O RV 7 ZAD A ITH TE
OTCHEEERD L, FAAS5——ORYFT AN (Euler-Rodrigues formula) &MIEN 2 Hb1F
92, AT =T A=K =134 DD (real number) TH5a, b, ¢, dI12&>T

a*+b2+c2+dr=1

ERBIEND, FEHEIT, D CERES NS BEE (rational number) EER/NTTHR SN IR
# (irrational number) DFEHR T EBEHDEEZR LKFLT 5, LT TRIOLIITE L,
3XTGa—2Yy REMA DN EREDOEEERT,

BT vu = (uy, uy, u,) TEELTHE O 2T EHRSE DL LT LS,

2
Il
o
o
@
L
N
—

b= sin(

~

c= sin(

N Do N|o
—

d= sin(

~

F.EAORADLE, AT —RIRX—X =%z, B O X7 vEe = (u, sin(%),

u,sin(9), . sin(2)) 5L A7 -~ BFYF ROFEARIE
w=v+2a(exv)+2(ex(exV))

LELZLDITED,
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6.1 [EERRROER

ooy

47— %Il (= 5 2 ERF %7 - 7238 O [alREE ) O []#R) 13, 30 O F THA,
VYT NTORIR TV MELDH D, 1 OMERIZ, P Nay I LT B G0
5EWVIHDTE,

AR, FHANEZ, v A uRT =T LWSEEER T, M L A3 (angular velocity) %
FHHIL TEBEIFE 2T o TV, Ax— 72123 3o Bl E (DOF) 2Hlfd Vv fura—
THERENTED, IEFE > H— 0 3l X5 BT B I B I & H b, 68l EHE D
BB 25 TE2,

Y ATVAT—T DPERIZIET D VNNV EWIEREL B 3ODERMBLIORIEFEH T2, N
M OBNZIMUDBR D BIEIEE) L T EEE 22 ZLI2&oTC, u—V—EyF —3—DXI%3
Tl E B E ORISR LTV S,

LZHD, BHIZ3HOHMEZR > TR RN TELY VN VOBRIELLZEIZLD, 1

FHOMEEE 3FHOREIED 2 5 OflIANTIT—L, BHES2EIPVES N TLEIERLH
E55, 2R Vv vy (gimbal lock) EMEIZNBIRERTE (1X6.4),

J—/0-)b

®6.4 > /N)LOvo

BIZIE, z —x —z DIEFTAAT—AZ/HIHE. x WL z O EETIIIBSETRIZED

Iz

1 0 0
R,=[{0 cosf® -sin0O
10 sinf  cosO |

[cos@ -sin6 0 ]
R.=]|sinf cosO 0
0 0 1

S
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NWENK T T—=F—IIDN TSR T DREDES GOz (AETII T —4F—70O7
TLDIEHT T —ERET D) INET=AEEM. XNUML, FIEEERDT
Th & CT—F—DERDIZODEBCHDIZENDTHBETIIR N BRTE
. —MBRINCT —LT7 TITRHINOND S T =5 —DERICIIHZNHR DO ERE
BHYRAET. GCPUTOTZ IV IANDAYODN—RILEBIRT N, ZD/N—R)b
ZERUMA - ET. GPU LA, BB I —F—Z2Z2 SO ENDAA—JEIEDT
N\BIFT I BIBTRARELDIC, CPUN BN BWEEDGI A SKD IOy —T
HDDITF L. GPUEISHBERBO AT & F DBAIED=hD Oty —T. £
BDOAARN) =0T IA MR TUIET DEEN AT D T — LT TUDEE
DEHT,

REBCIIVI—TAIDHODEHE . FDIT—F—|IILDRESAZFITHD
Bho, D= —IJIBNRLEIEZBIET CCETHAED TLDIENTERLD
ThnlI ZBZBIFIDDICETDHHIETHIO TSI, T —F > JIC
BOondERS, 7 L7 T)EESD LTI 100% ER T DNBISEL HRIVA
ZTHERICESDTNIERO N EW SRS ZEH I NITR . ZOL T T—F—IllEN
feo. BIIMITEND T —F—%2SEICT 25 B aHA CRRICEADE RE
DI NEELAATY — L7 TUNIGHET 218 BERBEER,

| S



242

——

$OE JIi—H—

9.1
Unity@ >z —4—

ShaderLab

Unity TO ¥ ==X —I%, HiF T/ L7z ShaderLab &\ Unity O HE R COME D%
FHWTEIZOpenGL ES OWNFRIREEBIEDFBIEZITWV. ZOWMIIZ, GPUILHEENE Y =—X
—ALELT, DY 2 =T AV T EETHE VN =T VIRV 2= X =R T FTT AV Mz =&
—ZHOA LR IS,

Bz X, =%~ 77 ShaderLab TOIEEIFZMU T O LI LD DTZ,

Shader "Custom/Test" {
Properties {

1
SubShader {
Pass {
/| SIS T—F—hMEHIAEND
}
1

FallBack "Diffuse"

Shader D#&IZ, ATy ¥ 2 (/) D AoT:ZRIEANTEIE, TV T NIy ==X —%iET
BRI AT )= TSN TERSEDITES (K9.1),

» . M Mesh Renderer 4,

. TestMaterial 4,
> Shader | Custam/Test ]
B Standard

: Standard (Specular setup)
Custom

FX

GUI

Mabile

Nature
Particles
Skybox
Sprites
0)

Unlit

- v v v v v v w w -

Legacy Shaders 3

®9.1 >I—45—D&HE
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9.1 Unityd>r—4—

Properties iZ1% Inspector L Ca—F =235 fTETEL, Y2 =X —~D AN IRTXA—Z— (%
TIAF % =T L) 70T 4L LT $ %, Subshader 7y 713 #FE 1, Unity 23 E» 5
FEITLTEDT Ty 74— L TETWRLDDOZERT 0T, HT 7y 71— 2T O =
— X =% TENTEITF S, £D Subshader b &HIZEI 22 L WEE1E, Fallback IZIFELTH
2 Diffuse LEWIIRDIEARMN Ly = — X =D HEHEND, Pass iZ 1B OV ENV Y T4 T T4
BEEEERL, MU 7 V=7 e BRIV XV 74 5= F %A (multi-pass) DYz —X—%
VED 7205413, Pass 7 uy 72 83EL,

JI—TAVIEE

GPUM DY =—T 4 7 E5BI3EED 255, KHETHIDIE OpenGL ESOY =—F 47
Z3#5T®H 25 GLSL (OpenGL Shading Language) 72,

iz, NVIDIA BSBF LTl DY = —F 1> 7 EiETH 5 Cg <. Microsoft 3 DirectX [
HzBA¥ L 72 HLSL & Unity L CHIFT&2 (Unity NEBCRl{L S 7z GLSL AT AV —}
END), Unity CEOY ==X —2{El T 2L, CgTHIrNIY ==X —DTED, LiL, Cg
ZOBDIF20124FITHAFKK T L Lo TS T, KETIH GLSL 2 ffio T 7 viitih 35,
GLSLIZ WebGLTHHHENZ DT, WebGL OIFFELHET L WNHFHHDH 2, Cocos2d-xT
7 =07 VBT OHAICH, GLSL Ty = — X —2E LIt T 213 §73,

%7z, Unity 2L CWBIEHED ¥ = — X —F P —T 2 —A > x—4 — (surface shader) &
W ZARUHEL RV DY 2 =X —LiE ST, Unity DY =Y TRIS>TW S EERRBHZEOM
% Unity [l CEAL TUNDEHDT, 2—=F—=23GPU % 100% HIfHIcE Lo b iz, 2——
F Unity il CHES T R EDEN D AHE Cg B EDY = — X —THIB T AT LV, RE T, 2
BEHWNOI:DIZY =T 2= AV ==X — 3T, EON—TFT VIRV 2 =K =TI A b
¥ = —4&—% GLSL T,

GLSL

GLSLIZCERELIZIEFUIET, BEIEELCEMEES 35, 12720, RAv2—BI3 7%
W BNZIE A4 A NVEE Z Y R—1352,73 4 RTCRI Mvvec?,vecd,vecd <. 2,73,/
4ARIJGIEH TF I mat2, mat3,/ matd L E7 T 7 497 AHA TH 25D DI > T\ b, ILEDE
NANVGPUIXVLIW T L AL 7 =7 0Ly F —DdDHE DT, vecd [flt: D FH I3 HEEL
EETOBIT2II DXV THNZ ZAD [ JHA T TORTFT 7 A, FIRZbVEIR T, B
B, struct CHEERDERE TED, N7 MVAL O HEFICL 2 /E OEHA L, Koo
HACRROIZIVELD) (NEORERBAL T —L LD ERT2), THI TV T X< — VK
(Hadamard product) &% %, IEMILENTWBRZ ML EREAT LA, BRI T
DT, FERDRZMVORSE 1 ZZ 0,

S
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OpenGL ES[A)1J @ GLSLCT# % GLSL ESIZiZ N—Ya v 3H D, OpenGL ES 2.0 Tl
GLSL ES 1.0, OpenGL ES 3.0 Ti% GLSL ES 3.0 23 23, ##1# 11, Khronos Group 2% [ The
OpenGL ES ® Shading Language] £ LT/N—Y av BlIcAEEEE #idfi LT3, GLSL ES 3.0
D FEHHIT

#version 300 es

EFWTKHIS 5, GLSL ES 3.0 TIRIELTAITLWTHIL LT, B 21X 3 X 4475175 mat3x4
LEDTPNBINS NIz, GLSL & GLSL ES @2 BUZFLAMIZ Unity 23 = — & —a ¥ A VIR
%W?‘Zﬁ)’( Unity ZFIH 320 E0TROFVEM T 2L EE LTV, KFHTH, GLSLEEL

HiE, JFHIFIZGLSL ESHEO TR T L1275,

%SE'C-&.’?’T‘LK varying % uniform &\ 5722 \%(“\@Taibi CEFBIZBIT 5 const DXD
TfEHiF (qualifier) T, int = float %L E QBB E DOFNTE S, ZEOMRFHITCIRBE W15 7E
T2, %97}%]\‘)—0)/\‘—?\77;«\‘/::—5?“—#6}3‘551/73777X\/Iv‘/:—ﬁ? —IZIELT2WME]
Fvarying %, & TOY = — X —ClFNIZHEE F 2 EIZIE uniform 2 2 1T X, Iz, THRZE
IS N DR AIABZERE L Cattribute 23 %, GLSL ES 3.0 Tl varying % attribute I3 B 1k
SN ARDVITHEAT =YD AN % in, % out L5ES 2,

V== EBIIR T2 =V M) — R A ME main B E LTEL 2 —F —EHBE L E
TS, BIBIEEICinZ2IEET 2 LEIEL, out THIUTZRIEL TC# @ out [[{HE, inout TH
L CH D ref AR DIEFEBOSIRIEL L LD,

GLSL iAoy "7 St 2 Fio DT, IVBEHML CH# EFELHEML T 51T,
GLSL OHf#IZ 7203 WIE 372, CgX HLSL b, flAAAEBALRD LB 13D 4E ST DT
5HWT, BEBERIIZIZ R L T2 E W E K. GLSLIAARIZC/C++ BEBITMTWL DO TRr BRIz
SEFEDOFMEELLWIESL ) Ml VWEETE 2, Hl2I1X Ceg b T fixed £\ 12 ¥y MEITE
NS B ORI H 525, GLSL ES TIEEIEE T (type qualifier) @ highp THRAK 16 Ev b,
mediump THAK10E Yk, lowp THRAKS Y FDOIFE LR ETED, 72721, £ GPUBY K-
T 2EBRDOIEEE L OpenGL ES API® glGetShaderPrecisionFormat THSF LW Eb 2B
DT, MLy ==X —TGPUMBIHHEFE RSB L > TLEIHEIE IR T E L TH
LIV EREE CTHEALTIEI A IEHS TH DD, ¥ = — X —035mil It L 2356 5% W (Ff
27 7T AV MY 2= X —THRIKEN),

GLSL TIEN—=Ya ko TUTBHE /NMIANZ ¥ AN TEL VO TOR 1 TIEXL0.01.00
INTEIPLVELT DK EL D, AN T —E R MVOEHEFERIEF bIFER T RS2,

Ve—X—=7akyY—0ariECPUITIZHARBEIHWIZHE, T —2ORFLED 5
72DIT, VYRR =D XS Ga—H V)Y — AT L WK 235 2, ARIRAREES LTV &) Y
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9.1 Unitydor—4—

—Z2DERINTFELTEIRTE, OpenGL ES 2.0 THAUFTGLSL ES 1.0 LT T ol %
’Dvcll\éo

const mediump int gl_MaxVertexAttribs = 8;

const mediump int g1_MaxVertexUniformVectors = 128;
const mediump int g1 MaxVaryingVectors = 8;

const mediump int gl _MaxVertexTextureImageUnits = 0;
const mediump int g1_MaxCombinedTextureImageUnits =
const mediump int gl MaxTextureImageUnits = 8;

const mediump int g1_MaxFragmentUniformVectors = 16;
const mediump int g1 MaxDrawBuffers = 1;

83

5 Z 1 X varyingZE R D e K gl MaxVaryingVectors 1% 81 T% ). gl MaxCombinedTexture
ImageUnits I N—T Y IRY ==X — /T 53T RV ==X =W EbLETDOTIAF+—2 ]
DEARBT, 8L L >T0D, ZOEFHITCGPUKEL DT, GPUILL 5 TE b o L EWMEAE
EINTWEHEL D5,

Unity 1242 GLSLOHEREL T, IS 7Y Fuky Y —<7uRflBUE 77 A VIcEED T
BFAHT2ZLDTED, Unity bINS L IA T IV EHRHELTEYD, 1ZEA LT CgFREMIT 7225,
GLSLAJ b ® 5, Windows TH 2L Unity 1 > A b— VL7235 D Editor¥Data¥CGlIncludes
LI, Mac TH U Contents/CGlIncludes L FIZE Y = — XA —SEECTOEBIFAZIEHH
DAYINV=FI7ANDBDHZDT, Y==K —=7u/ 7 LHT

#include "UnityCG.glslinc"

EEWTAYIN—RT DL, EFNVEHLTH] Object2World &, AV 7NV —R7 74 VD NEBIZ
EFINTERENHTE2,

Editorg&

Microsoft Windows ¢l Unity Editor T GLSL %15 7: & OBRELE%E H DI E % 5 (Mac D
BE 1, M D OpenGL ES TOFEATHER L MWD IZ R 2 5EME 0 H 5 05, PC D OpenGL
TGLSL%ffiz3),

Unity 5.1 225 GL VY& 7= —# &, PC_L:® Unity Editor T OpenGL ESD ¥ = —&
—% Android £ 10S D FEL FFITFETL THER ZHERE TS 2 X512 % 572 (Unity 5.1.2K (T
& Windows ® AFEEEINTWS),

File 2 =2 — Build Settings 25 PlayerSettings Z &, Automatic Graphics APIDF =y
%4 LC Graphics APIOYARD + %##FL OpenGLES3 2B H1LT»5 OpenGLES3 # Koy

S
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