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Multi-Channel Ramp.
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1alfirim = fresnel (V, N, RimExponent, RimIntensity, 0.0):
eol.rgb += EnvMap * rim * lightmap. b;
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° V = normalize( WorldSpaceCameraPos. xyz ~ 0.0bjPos) ;
offset = (dot (V, uWorld), dotiV, vWorld), dot(V, eyeForward))
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StrandSpecular , /, , exponent,

H = normalize (L+V) ;

dotTH = dot (T, H);

sinTH =sqrt (1. 0—dotTH*dotTH) ;

dirAtten = smoothstep(-1.0, 0.0, det®H) ;
dirAtten* pow(sinTH, exponent) * stremgth;
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ShiftTangent T

shiftedT = T + shift * N;
normalize (shiftedT) ;
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