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Material

Material

VRM [IT unlit ,J standard , MToon []

UniGLTF [unlit [ standard [TT1I]

export / import

support export gltf import
0 Standard(Unity[T)) PBR Standard
v0.xx.0 UniGLTF/StandardVColor UniUnlit [TT10O
0 Unlit/Color(Unity[T) KHR_materials_unlit UniGLTF/UniUnli
t
d Unlit/Texture(Unity[T]) KHR_materials_unlit UniGLTF/UniUnli
t
0 Unlit/Transparent(Unity[T]) KHR_materials_unlit UniGLTF/UniUnli
t
0 Unlit/Transparent Cutout(Unity[T) KHR_materials_unlit UniGLTF/UniUnli
t
0 UniGLTF/UniUnlit(VRMShaders) KHR_materials_unlit UniGLTF/UniUnli
t
[v0.76.0 | VRM/UnlitTexture(UniVRM) KHR_materials_unlit UniGLTF/UniUnli | [TTJ UniUnlit
t
v0.76.0 | VRM/UnlitTransparent(UniVRM) KHR_materials_unlit UniGLTF/UniUnli | 0 UniUnlit
t
v0.76.0 | VRM/UnlitCutout(UniVRM) KHR_materials_unlit UniGLTF/UniUnli | [I1JUniUnlit
t
v0.76.0 | VRM/UnlitTransparentZWrite(UniV | IO gltf 0T MToon []
RM) (OTransparentZWrit
e
m



https://vrm.dev/univrm/shaders/#export--import-%E3%81%AE%E5%AF%BE%E5%BF%9C%E8%A1%A8

support export gltf import

0 VRM/MToon extensions.VRM.materialProper | VRM/MToon
ties
M VRM10/MToon10 VRMC_materials_mtoon VRM10/MToonl

0




UniUnlit

UniUnlit

[ UnLighting [ Unlit [

Unlit

[ 9ITKHR materials unlit [TTTTT1

[TT] Unity [TI1] Unlit [I1]

[ UniGLTF/UniUnlit [TTTTTT]

e [T] Mesh [TIT1T]
e [T] Materia Unlit [J

[(ITITIT] Unlit [ RemoveVertexColor | Mesh MMM TITITIIIT

M color texture vertex_color alpha/cutout no culling

gITF 0 0 0 0
UniGLTF/UniUnlit 0 a0 a0 0
Unlit/Color 0
Unlit/Texture i
Unlit/Transparent 0 blend
Unlit/Transparent Cutout 0 cutout

44 (1111



https://github.com/KhronosGroup/glTF/tree/main/extensions/2.0/Khronos/KHR_materials_unlit

Standard

Standard

Physically Based Rendering [TTTTTTTJPBR [

Standard Shader

UniVRM  [TTTTITIIITITNPBR)IIIIIIII Unity [I1] Standard [T11]

AT [T
Shader [ Standard [JUnity metallic [ smooth [ Unlit/UniUnlit [TTTTTTTTT]

Metallic, Roughness, Occlusion

M gITF material Unity Standard Shader

Occlusion | occlusionTexture R | G| _MetallicGlossMap

Roughnes | pbrMetallicRoughness.metallicRoughnessTextu G | A | _MetallicGlossMap (smoothness =1 -

s re roughness)
Metallic pbrMetallicRoughness.metallicRoughnessTextu B | R | OcclusionMap
re
a4
[] Metallic Smoothness Occlusion [T]]]]]] V0.69.0
[ v0.69.0 [TTTTTTTTTTIIT]

e import[T] gITF [J metallicRoughnessTexture [J occlusionTexture [TTTTTIIITT]
e export[]] Standard [J] _MetallicGlossMap [J _OcclusionMap [TTTTTTTTIT]

v0.68.0 [IT]

e importTTT] MetallicGlossMap []_OcclusionMap [TTTTTTTIT]



o export[J] Standard [J_MetallicGlossMap [J_OcclusionMap [ITTTTTTIT]



MToon

Mtoon [T11T]

MToon

MToon [TTTTITIIITIIITI OO 0 10 7 Lit Color(T) 0 Shade Color([TT) [MIITTITIIIIT]

[ITTITTTITIMToon[3DITIT]

(111

e [ VRM/MToon [T]


https://www.bilibili.com/read/cv35352597/?from=readlist&jump_opus=1
https://docs.vrcd.org.cn/uploads/images/gallery/2024-08/FRj6LjXzQNtN6t1A-mtoon-about.png

e [ITITIM

e Color -> Lit Color, Alpha [ Color->Shade Color [TTTTIT]

e Color -> Lit Color, Alpha Color->Shade Color [TTTTTITIT]
e Shading -> Toony 1 TITTTTTTITITITITTITITITINT]

e Rim -> Additive [TTTTTTT] Spheremap [J Matcap [

e Outline -> Width -> Mode WorldCoordinates None

e Qutline -> Width -> Width [TTTTIITIT]

[LIIT]

e Shading Shift [ 0]
e Shading Toony -> Shadow Receive Multiplier [ 1]

e Shading Shift [T1T]
e [ Shading Toony -> Shadow Receive Multiplier [T]0

(1]

(IIIIITITTKMaterial) VRM/MToon er) [IT]
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Rendering

Rendering Inspector([1T) [II1111

0 Rendering [TTITTITIIIIIT Cull Mode(IITN)[

[TI1] (RENDERING TYPE)

T

e (111 (Opaque)
o [(TITITITIIIIIIIT] Opaque(]

e [T] (Cutout)



https://docs.vrcd.org.cn/uploads/images/gallery/2024-08/RxLu1kwLoFbZRyel-set-mtoon.png
https://docs.vrcd.org.cn/uploads/images/gallery/2024-08/XfxaDYiBxVDrgHRa-download.png

o [ Color -> Lit Color, Alpha [I] Alph: Color -> Alpha -> Cutoff [TT1T111]alpha ITITTTITIIIIITITTITTIT]
e [T](Transparent)

o [ Color -> Lit Color, Alpha [T]Alpha [TTITITITT]

o [ITTIIITIIIIT]

[T17] (CULL MODE)

e Back ([T))
o I
e Front ([T)

Alpha (170
[ Rendering Type([II[ Cutout [TTTTIT]

e Cutoff ( Color->Alpha )
o [T

Color([T))

Lit Color, Alpha Shade Color Lit Color, Alpha [HIPH: Lit Color, Alpha [] Alpha [TTTITTTIIT]

Lighting([T))
Shading Shift([111))

0 Shadow Receive Multiplier O MMM TTITTTITITITTTT]



Shading Toony([T1])

[ Shading Toony (1]

Shadow Receive Multiplier([T11))

0 1 TNNNNWTITIIT]

LightColor Attenuation[I]ITI1T]

O 1 TNNNNNNNINNNTIITITTIN

Rim Additive[TTIT]

(T sphere map(IT) 0 MatCap[]

Emission[I]]T]

LT

Normal Map[IIIIT]

HENRRANNNNRRARNNNNEE

Outline[IIT]

[T

Width Mode[]ITIT]

e None[]T]
o [IT11



e WorldCoordinates[ITITIII1]

o NI
e ScreenCoordinates[TTTIITIT]

o [MITITIITIITIITIITITTTITTT]

Width(I]T]

Color Mode[]TIT]

e FixedColorIIIIT]
o [ITTITITITIT
e MixedLighting[TTTTT]
o T T

Color[[]T]

Color Lighting Mix[TTTITIT]

[ Color Mode([I1[ MixedLinghting(




