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) speed = Time.y * float2( _FogXSpeed, FogYSpeed);

noise = (tex2D(_Noise, i.uv + speed).r - 0.5) * NoiseAmount;

f = (_FogEnd - worldPos.y)/( FogEnd - _FogStart);
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T1me y k floatZ( FogXSpeed FogYSpeed)

t noise = (tex2D(_Noise, |[i.uv + speed){r - ©.5) * _NoiseAmount;

f = (_FogEnd - worldPos.y)/(_FogEnd - _FogStart);
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