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struct SurfaceOutput

{

fixed3 Albedo; // 85

fixed3 Normal; /] Y1k %s A gk £k

fixed3 Emission; // BRX

half Specular; /] BETHE SRR, R 0 -1
fixed Gloss; /7 BT 5 9

fixed RAlpha; // i W3
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struct SurfaceOutputStandard
{
fixed3 Albedo; /1T B,
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half3 Emission; //H %M
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