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bad_formatted.shader =

"Test/Formater"{
1

_MainTex("Main Text",2D0)="white"{}
_Cutoff("Cutoff"”,Range(8,1))=08.5
_Color("Color”,Color)=(1,1,1,1}
[Enum{Uve,a,Uv1,1}] WSec ("W Set for secondary textures”,Fleoat) = @
[MaterialEnum({None,®,Fastest,1,Fast,2,Better,3,Best,4,Palm,5)] WindQuality ("Wind Quality",Range(8,5)) = @
[ KeywordEnum({None,Simple,High Quality)] SunDisk ("Sun”,Int) = 2
[MaterialToggle] PixelSnap ("Pixel snap",Float) = @
[Toggle(UNITY UI ALPHACLIP)] UseUIAlphaClip (“"Use Alpha Clip",Fleoat) = @
[MaterialToggle] PixelSnap ("Pixel snap",Float) = @
[ToggleOff] GlossyReflections ("Glossy Reflections”,Float) = 1.8

¥
1
One OneMinusSrcAlpha
¥
1
True RGB off Greater [ Cutoff]
1

Bind "Vertex", wertex Bind "normal”, normal
Bind "texcoordl", texcoord®
Bind "texcoordl", texcoordl

Bind "texcoord", texcoord2

¥
off One OneMinusSrcAlpha 1 Mode off }

{ Color (@, @, @, a) }
1
Diffuse [ Color]
Ambient [ Color]
Shininess [ Shininess]
Specular [ SpecColor]
Emission [ Emission]
¥
"BASE"
[ ZBias], [ _ZBias]
1 Comp Always Zero }
[ MainTex] {
combine texture * primaryDOUBLE, texture * primary

¥
[unity Lightmap] {
matrix [unity LightmapMatrix] constantColor [ Color] combine texture * constant
¥
1
"RenderType"” = "Treelpagque”
"DisableBatching” = "True"
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