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© Inspector |

1 penguin Import Settings

Texture Type | Default s]
Texture Shape | 2D ™
sRGB (Color Texture)
Alpha Source | Input Texture Alpha ™
Alpha Is Transparency | |
¥ Advanced
Non Power of 2 | Toldearest o

Read/Write Enabled [ ]

Generate Mip Maps ¥/
Border Mip Maps | |
Mip Map Filtering | Box :]
Fadeout Mip Maps [ |

Wrap Mode | Repeat ™

Filter Mode | Bilinear ™

Aniso Level - EX |
Default | & \ U i &

|| override for PC, Mac & Linux Standalone

Max Size 2048 &

Compression Normal Quality

Format RGB Compressed DXT1

Revert || Apply

penguin

ON25OMRGBICOMpressed DXT1 42.7 KB




© Inspector | =

1 penguin Import Settings @ #
| Open |

Texture Type | Default 4]
Texture Shape | 2D 4]

sRGB (Color Texture) ¥
Alpha Source | Input Texture Alpha 3
Alpha Is Transparency [ |

¥ Advanced
Non Power of 2 Tolearest
Read/Write Enabled | |
Generate Mip Maps [
Border Mip Maps | |
Mip Map Filtering | Box : ]
Fadeout Mip Maps [ |

Wrap Mode | Repeat 2l
Filter Mode | Bilinear sl
Aniso Level () 1

| Default | Ea | D | #

|| Override for PC, Mac & Linux Standalone
Max Si 048

Compression Normal Quality

Format RGB Compressed DXT1

:penguin

pressed DXT1 42.7 KB

tBundle None

DiffuseTexture.shader
[ Shader ' Road/

= Properties {

_MainTex("

SubShader {

CGPROGRAM

surface surf Lambert

_MainTex;

surf (Input IN, inout SurfaceOutput o) {
o.Albedo = tex2D( MainTex, IN.uv_MainTex).

ENDCG

Fallback




© Inspector - = A0>Inspec‘tor |
ﬁ penguin Import Settings @ c Penguin
Open Shader | Studdy Road/Diffuse Texture
Texture Type | Default 3] Texture
Texture Shape |20 +] DiffuseTexture.shader -
" - Tiling X1 Y1
sRGB (Color Texture) |v FShader "Studd"-/ Road fus xt i | Offset X 0 Y 0
Alpha Source | Input Texture Alpha 3
Alpha Is Transparency [ | . . ; m—ry
i i A = Properties { Render Queue | From Shader |"Z000
Non Power of 2 Tollearest

Read/Write Enabled [

Generate Mip Maps ¥/
Border Mip Maps [ |
Mip Map Filtering | Box s
Fadeout Mip Maps ||

El SubShader {

Tags {
Wrap Mode (Repeat i) 1 "RenderType"” = "Opaque”
Filter Mode | Bilinear ™ =
Aniso Level () 1
Default | . D # CGPROGRAM

| Override for PC, Mac & Linux Standalone
Max S 2048

b oression T surface surf Lambert

ompression ormal Qualit
Format RGB Compressed DXT1

r

Input {

Revert || Apply -
uv_MainTex;

D _MainTex;

d surf (Input IN, i - SurfaceOutput o) {

l
AL L : _MainTex("Texture"
o.Albedo = tex2D(_MainTex, IN.uv_MainTex).rgb;

ENDCG

Fallback "Diffuse"

pressed DXT1 42.7 KB

ssetBundle Mone

tBundle Tane
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1 0 0 o0
0 1 0 0
0 0 1 0

o 0 o0 1)

Identity Matrix

(1 0 0 0)

0 cos(d) -sin(d) 0
0 sin(d) cos(d) 0

o 0 0 1)

glRotatef(d,1,0,0)

(1 0 0 tx)

0 1 0 ty
0 0 1 tz

L0 0 0 1,

glTranslatef(tx,ty,tz)

(cos(d) 0 sin(d) 0\

0 1 0 0
-sin(d) 0 cos(d) 0

\0 0 0 1)

glRotatef(d,0,1,0)

(sx 0O 0 0
0O sy 0 O
0O 0 sz 0

0o 0 0 1)

glScalef(sx,sy,sz)

(cos(d) -sin(d) 0 O\
sin(d) cos(d) 0 O
0 0 1 0

. 0 0 0 1)
glRotatef(d,0,0,1)
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* https://www.gamedev.net/articles/programming/graphics/introducti
on-to-the-graphics-pipeline-r3344/

* https://simonschreibt.de/gat/renderhell-book2/




