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using UnityEngine;

@Unity X2 T+ @ HO71Ey FSEB) 10 EOSEE
v public class ProjectionMonoBehaviourScript : MonoBehaviour

[

[SerializeField] Material material = default!;
[SerializeField, Range(0.0f, 100.0f)] float Amplitude = 2. 0f;
[SerializeField, Range(0.0f, 1.0f)] float Frequency = 0. 1f;
float Angle = 0. 0f;

@Unity A vE—210 EDSEE
void Update ()
{

Angle += Time.deltaTlime;

float x = Amplitude * Mathf.Sin(2.0f * Mathf.PI * Frequency * Angle) ;
material. SetVector (“_Probe_Center_Bias”, new Vector3(x, 0, 0));

}
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6 v void Start()
7 {
8
9 }
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