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_MainTex
_Amount (' ' ,» 9.1)) = 0.005
_Speed ("¢ ), 20)) = 18

"UnityCG.cginc"”
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function GetPlatformPath ()
platform = APPMAN:GetPlatformInt ()
if (platform == 1) then

return

end

if (platform == 2) then




return "Ma

end

if (platform == 3) then
return "Android"

end

if (platform == 4) then
return "iOS"

end

return "Other/"

function onloaded ()

platform = GetPlatformPath ()

assetbundleHash = 7 ETMAN:LoadAssetBundle ("modules/"..
platform .. "/rgbshift")

_mosaicMat = ASSETMAN:LoadMaterial (assetbundleHash, "RGBShiftMat")

postEffect = CAMERAMAN:GetPostEffect ()
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_postEffect = CAMERAMAN:GetPostEffect()
_postEffect:SetMaterial( mosaicMat)

:SetFloat(® Amount’, ©.01)
:SetFloat(" Speed’, 10)

L:SetEnable(

GBShift.shader

RGBShift.shader

_MainTex ("MainTex", 2D) = ""
_Amount ("A ", oe(@, 9.1)) = 0.005

_Speed ("Speec 3 3, 28)) = 10
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