
Chapter 1: Using Post-Processing with URP 
 

 

 

 



 



 

 



 

 



 

 

 



 

 



 

 

 



 

 

 



 

 

 



 

 



 



 



 



 



 



 

 



 



 

  



Chapter 2: Creating Your First Shader with Shader Graph 
 

 

 

 



 

 

 



 

 



 

 

 



 



 

 



 

 



 

 

 



 

 

 



 

 



 

 

  



Chapter 3: Working with Surfaces 
 

 

 



 

 

 



 

 

 



 

 

 



 



 

 



 

 



 

 



 

 



 

 



 

 



 



 



 

 



 

 

 



 

 



 

 



 



  



Chapter 4: Working with Texture Mapping 
 

 



 



 

 



 

 

 



 

 



 

 



 

 



 

 



 

 



 



 

 



 

 



 

 



 



 



 

 



 

 



 



 

 

 



 

 



 

 



 

 



 

 

  



Chapter 5: Enhancing Realism: Unity Muse and Physically Based 
Rendering 
 

 

 



 

 

 



 

 



 

 



 

 

 



 

 

 



 



 



 

 



 

 



 

 



 

 

 



 

 



 

 



 

 



 

 



 

 

 



 

 



 



 



 

  



Chapter 6: Using Vertex Functions 
 

 

 



 

 



 

 



 

 



 

 



 

 



 

 



 

 



 

 



 



 

 



 

 

 



 



 



 

 



 

 

  



Chapter 7: Using Grab Passes 
 

 

 



 

 



 



 



 



 



 

 



 

 



 



 

 



 

 



 

  



Chapter 8: Optimizing Shaders 
 

 

 

 



 

 



 

 



 

 



 

 



 

 



 

 



 



 



 

 

 



 

 

 

  



Chapter 9: Creating Screen Effects with Fullscreen Shaders 
 

 

 



 

 



 

 



 

 



 

 



 

 



 

 



 

 



 

 



 

 



 

 



 

 



 

 



 

 



 

 

  



Chapter 10: Gameplay and Screen Effects 
 

 

 

 



 

 

 



 



 



 

 



 

 



 

 

 



 

 



 

 

 



 

 



 

 



 

 

 



 

 



 

 



 

 



 

 



 

 



 

 

  



Chapter 11: Understanding Lighting Models 
 

 

 



 

 



 

 



 

 



 

 



 

 



 

 

 



 

 



 



 

 



 

 

 



 

 

 



 

 



 

 



 



 



 

 



 

 



 



 

 



 

 

 



 

 



 

 



 

 



 

 



 

 

  



Chapter 12: Developing Advanced Shading Techniques 
 

 

 



 

 



 

 

 



 

 



 

 

 



 

 

 



 

 

 



 

 



 

 

 



 

 



 



 



 



 

 

  



Chapter 13: Utilizing the HDRP 
 

 

 



 

 



 



 



 

 



 

 



 



 



 

 



 



 

 



 


