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float3 worldNormal = normalize(i.worldNormal) ;

float3 lightDir = normalize(_WorldSpaceLightPos0. xyz) ;

float NdotL = max (0, dot (worldNormal, lightDir)):

fixed4d col = _Color * NdotL * fixed4 (_LightColor0. rgb,

1.0);
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float3 worldNormal = normalize(i.worldNormal) ;

float3 lightDir = normalize (_Wor |dSpaceLightPos0. xyz) ;

float3 viewDir = normalize (_Wor |dSpaceCameraPos - i.wor |dPos) ;

float3 reflectDir = reflect (-lightDir, worldNormal) ;

float NdotL = max (0, dot (worldNormal, lightDir));
fixed4 diffuse = _Color * NdotL * fixed4 (_LightColorQ.rgh, 1.0);

float RdotV = max (0, dot(reflectDir, viewDir));

fixed4 specular = _SpecularColor * pow(RdotV, _Shininess) * fixed4 (_LightColor0.rgb, 1.0);

fixed4 ambient = _Color * _AmbientIntensity * fixed4 (UNITY_LIGHTMODEL_AMBIENT. rgb, 1.0):

fixed4 col = ambient + diffuse + specular;
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