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https://docs.unity3d.com/2018.4/Documentation/Manual/shader-StandardShader.html
https://www.youtube.com/embed/_LaVvGlkBDs?start=57
https://docs.unity3d.com/2018.4/Documentation/Manual/Textures.html
https://en.wikipedia.org/wiki/Texel_(graphics)?wprov=sfti1
https://docs.unity3d.com/2018.4/Documentation/Manual/TextureTypes.html
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https://docs.unity3d.com/2018.4/Documentation/Manual/StandardShaderMaterialParameterAlbedoColor.html
https://docs.unity3d.com/2018.4/Documentation/Manual/StandardShaderMaterialParameterNormalMap.html
https://docs.unity3d.com/2018.4/Documentation/Manual/StandardShaderMaterialParameterOcclusionMap.html
https://github.com/orels1/orels-Unity-Shaders
https://s-ilent.booth.pm/items/3250389
https://github.com/MochiesCode/Mochies-Unity-Shaders/releases/latest
https://github.com/z3y/shaders
https://docs.unity3d.com/2018.4/Documentation/Manual/StandardShaderMaterialParameterMetallic.html
https://steamcommunity.com/linkfilter/?url=https://docs.unity3d.com/2018.4/Documentation/Manual/StandardShaderMaterialParameterSpecular.html
https://steamuserimages-a.akamaihd.net/ugc/1495711913292323329/75D4B8431D58470EAF4EC37873290D61438996AA/
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https://steamcommunity.com/linkfilter/?url=https://docs.unity3d.com/2018.4/Documentation/Manual/StandardShaderMaterialParameterEmission.html
https://www.reddit.com/r/pcmasterrace/comments/433c5x/can_someone_explain_lod_bias_texture_filtering/czff51z?utm_source=share&utm_medium=web2x
https://vrclibrary.com/wiki/books/standard-shader-and-you
https://steamuserimages-a.akamaihd.net/ugc/1482200421113854513/A1DD2349BF5A2396ABF08904284520318A810947/

(10

(LITITTITITIIT]

Aniso Level[IITIIIT]

T 6[]

OUnity M 2 O 2 O 0T OO T8

[T

(1111
[LTITTIITIT]
[TITTTTIITTITITTITT11K1024%x1024(T]

Crunch [T]

T TR O T T T

Revision #1
Created 25 April 2024 15:09:04 by SKP[T]
Updated 25 April 2024 17:11:12 by SKP[T]



