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// Upgrade NOTE: replaced
' (UNITY_MATRIX_MVP,*)' with
'UnityObjectToClipPos(x)'

// Based on Unlit shader, but culls the
front faces instead of the back

Shader "Inside out" {
Properties {

_MainTex ("Base (RGB)", 2D) =
;white" {r

SubShader {

Tags { "RenderType"="Opaque" }

Cull front // ADDED BY BERNIE, TO
FLIP THE SURFACES

LOD 100

Pass {
CGPROGRAM
#pragma vertex vert
#pragma fragment frag
#include "Unity CG . cginc"
struct app data_t {
float4 vertex :
POSITION;
float2 tex coord :
TEXCOORDO;

struct vaf {
float4 vertex :
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