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float2 unity_gradientNoise dir(float2 p) %%1&”
1

\ W W p=p % 289;
j ‘ jjjb I IJ Z !: float x = (34 * p.x + 1) * p.x % 289 + p.y;
x = (34 * x + 1) ¥ x % 289;

= frac(x / 41) * 2 - 1;
return normalize(float2(x - floor(x + ©.5), abs(x) - ©.5));

e J )Y RICXYS |
float unity_gradientNoise(float2 p)

% Vn\lL_EL?&gTEZ% float2 ip = floor(p);
o« ERRICIXEFUELEX Flaata fo = fracte;

float d@® = dot(unity_gradientNoise dir(ip), fp);

EL;&%—_’HUFEﬁE,](g_%ﬁFEﬂ Datziéfijﬁi = dot(unity gradientNoise dir(ip + float2(e, 1)), fp - fl

float d1@ = dot(unity_gradientNoise dir(ip + float2(1, @)), fp - fl
oat2(1, @));

float d11 = dot(unity gradientlNoise dir(ip + float2(1, 1)), fp - fl
oat2(1, 1));

=

—% T N T fp = fp * fp * fp * (fp * (fp * 6 - 15) + 18);

e, I O : return lerp(lerp(dee, do1, fp.y), lerp(dile, di1, fp.y), fp.x);

N e B D P B ,

1T ="F f =T void Unity GradientNoise float(fleoat2 UV, float Scale, out float Out)
o T L = - ol b . 1

Out = unity_gradientNoise(UV * Scale) + 8.5;
¥
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Grad Shader Sub Graph
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static double grad(int hash, double x, double y, double z) {
int h = hash & 15; / CONVERT LO 4 BI TS OF HASH CODE
double u = H*i% 3 X - ?1«'. 12| |h==14 7 /,r INTO 12 GRADIENT DIRECTIONS.
L y - == == I . z:
return ((h81) == 0 70 ¢ -u) 1 ((h82) == 0 7 v 1 ~v); S

ne
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((hx8) %M« 0:5) 7% : z

static double grad(int hash, double x, double y, double z)
{

switch(hash & OxF)

{
case 0x0: return x +v; (FHE8Y 7116 B==0D 20q1:
case Ox1: return -x + y; 0. 4375DBEARELNE TR AR
case Ox2: return x -vy; ~a

case Ox3:return -x - y;
case Ox4: return x + z;
case Ox5: return -x + z;
case Ox6: return x - z;

case Ox7: return -x - z;
case Ox8: return y + z; hashit) @ 0.46875
case 0x9: return -y + z; DAENELE
case OxA: return y - z; ne

case OxB: return -y - z;

case OxC: return y + x;
case OxD: return -y + z;
case OxE: return y - x;

case OxF: return -y - z;

}
}
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