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cruscarp
¥ cruscarp_skel
¥ Bone
¥ Bone.001
¥ Bone.003
Bone.003_end
¥ Bone.002_L.001
Bone.002_L.001_end
¥ Bone.002_R.001
Bone.002_R.001_end
¥ Bone_L.001
Bone_L.001_end
¥ Bone_R.001
Bone_R.001_end
¥ Bone.004
¥ Bone.004_L.001
Bone.004_L.001_end
¥ Bone.004_R.001
Bone.004_R.001_end
¥ Bone.005
¥ Bone.006
Bone.006_end
¥ bubble
bubble_end
¥ Bone.008
Bone.008_end
¥ Bone.010
Bone.010_end
¥ Bone.012
Bone.012_end
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FlShader "Test/FishAnimationShader™ {
= Properties {

_MainTex ("Texture"”, 2D) = "white" {}

_Length ("Length", float) = 1.0

_PivotY ("PivotY", float) = 1.0

_Offset ("Offset™, Vector) = (0.0, 0.0, 0.0)
_SinOffset ("SinOffset", Vector) = (0.0, 0.0, 0.0)

b
R

= SubShader {

Pass {
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vertOutput vert(appdata v)
= {

vertOutput o;
fixed4 offset = Offset * cos( Time.y * Offset.w);

offset.x += SinOffset.x * sin( Time.y * SinOffset.w + (v.vertex.y + PivotY) * SinOffset.y);
offset *= (v.vertex.y + PivotY) / Length;

v.vertex += offset;

o.vertex = UnityObjectToClipPos(v.vertex);
o.uv = TRANSFORM TEX(v.uv, MainTex);
return o;
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Offset * cos(_Time.y
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offset.x = SinOffset.x * sin( Time.y * SinOffset.w + (v.vertex.y + PivotY) * SinOffset.y);



offset *= (v.vertex.y + PivotY) / Length;






FIShader "Studdy Road/Bending Tree" {

= Properties {

_MainTex("Texture”, 2D) = "white" {}

_BendAmplitude("Bend amplitude"”, Vector) = (0.0, 0.0, 0.9, 0.90)
_BendSpeed("Bend speed"”, float) = 1.0

[+ SubShader {
}

Fallback "Diffuse"
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v.vertex += BendAmplitude * sin(_Time.y * _BendSpeed);
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v.vertex += _BendAmplitude * v.color.r * sin(_Time.y * _BendSpeed);






v.vertex += BendAmplitude * v.color.r * sin(_Time.y * _BendSpeed + v.color.g);



CGPROGRAM

#ipragma surface surf Lambert vertex:vert addshadow

struct Input {
float2 uv_MainTex;

¥
sampler2D MainTex;
float4 BendAmplitude;

float BendSpeed;

void vert (inout appdata full v, out Input o) {
UNITY INITIALIZE OUTPUT(Input, o0);

v.vertex += BendAmplitude * v.color.r * sin( Time.y * BendSpeed + v.color.g);

void surf (Input IN, inout SurfaceOutput o) {
o.Albedo = tex2D( MainTex, IN.uv MainTex).rgb;

}
ENDCG




