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(lines and edges and vertices, oh my!)
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(ooh, how ominous...)
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fixed dissolve = saturate(ashColor.a + _DissolveTime); // Dissolve guide stored in ash texture alpha
fixed rounded = lerp(round(dissolve), dissolve, 0.4);
fixed saturation = saturate(0.08 - _DissolveTime);

levelColor.rgb = Contrast(Saturate(levelColor.rgb, saturation), saturation);
fixed4 blended = lerp(ashColor, levelColor, rounded);

fixed4 normals = lerp(ashNormals, levelNormals, nounded),
fixed gloss = lerp(@, levelColor.a, rounded);















P.ST EFFECTS

(it’s alive!?)
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ANIMAT

(actually, don’t do that)
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Quaternions: “Compared to Euler angles they are simpler
to compose and avoid the problem of gimbal lock.
Compared to rotation matrices they are more numerically
stable and may be more efficient.” (Wikipedia)



http://en.wikipedia.org/wiki/Euler_angles
http://en.wikipedia.org/wiki/Function_composition
http://en.wikipedia.org/wiki/Gimbal_lock
http://en.wikipedia.org/wiki/Rotation_matrix
http://en.wikipedia.org/wiki/Numerically_stable
http://en.wikipedia.org/wiki/Numerically_stable
http://en.wikipedia.org/wiki/Numerically_stable
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