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mUnityO LT NN _1 7)1

e \Vertex and Fragment Shader Examples

1 Shader "Custom/S50lidColor™ [{

2 SubkShader {

3 Fass {

4 CGPROGRLM

5

& fpragma vertex vert

7 fpraogma fragment frag

9 floarc4 wvert (floart4 v:POSITION) : 5V POSTITION {

0 return mul (UNITY MATRIX MVE, w):
fixedd frag() : COLOR {

14 return fixed4(1.0,0.0,0.0,1.0);

15

17 ENDCGE

20
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43 Eﬁ%@@ﬁ

44 , L, N, RV F— 7 &HEFE -

45 .rertexD-.J.tp.J.t vert (appdata base v) : POSITICN
46 {

47 vertexfutput output;

43 it e Fe o ng = o

49 output.pos = mul (UNITY MATRIX MVP, v.vertex):
=W]

51 T o L g

52 float3d N = v.normal;

53 output .H = H;

5_'

55 Faf T

56 output.L = ObjSpacelLightDir(v.vertex):
57

58 return output
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61 B A A

62 LambertShadingdy 54 7 4 7 EBEFT 5

63 floatd frag(vertexOutput input) : COLOR

&4 {

65 BB THE L o~ T AT 5 EEAREL T D& T
b6 float3d L = normalize( input.L }:

7 float3d N = normalize( input.N }:;

69 BN S T ag it

Fy flpatd I a = Ka * _Ambient;
TSI S dEHE

7 float LAN = clamp( dot (L, H), O, 1 }):
7 floatd4 I d = Kd * LdWN * Diffuse;

ELEHY TEHANSEEIFETE

floatd I =1 a + I _d;
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