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Eo2€I)IL ox—45 API

\ >

V ox—5D7TILEEUER :

D3DXAssembleShader ( strOpcodes, lstrlen(strOpcodes), 0, NULL,
&m pD3DXBufShader, &pBuffer );

m_pd3dDevice->CreatePixelShader ( (DWORD*)m pD3DXBufShader-
>GetBufferPointer (),
&m hPixelShader );

ALV EYEIL S—F DBRE -

m pd3dDevice->SetPixelShader (m_hPixelShader) ;

BRTEHDI)— PyT:
m_pd3dDevice->SetPixelShader (0) ;
m _pd3dDevice->DeletePixelShader (m hPixelShader) ;
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1.1 PRLR &x—4&

Mimic a clip plane

; One texture ; Texcoord as color ; 1 ’_)0) A A
ps.1.1 ps.1.1 ps.1.1 AR T
tex tO texcoord tO texkill tO
; Two textures ; Two texcoords as colors ; Mimic two clip planes ; One texbem
ps.l.1 ps.l.1 ps.1l.1 ps.1l.1
tex t0 texcoord tO texkill tO tex t0
tex tl texcoord tl texkill t1 texbem tl1, tO 2 Oo) AL
AR T
; One texbeml ; Color AR remapping ; Color GB remapping ; Sample and texcoord
ps.1l.1 ps.1.1 ps.1.1 ps.l.1
tex tO tex t0 tex tO tex tO
texbeml tl, tO texreg2ar tl, tO texreg2gb tl, tO texcoord tl
; 3 textures ; Mimic 3 clip planes ; 2 samples & a texcoord ; One texbeml and a texcoord
ps.1l.1 ps.1l.1 ps.1l.1 ps.1l.1
tex tO texkill tO tex t0 tex t0
tex tl texkill tl1 tex tl texbeml t1, tO
tex t2 texkill t2 texcoord t2 texcoord t2
; One texbem and a sample ; One texbem and a texcoord ; One texbeml and a sample
s.1.1 s.1.1 s.1.1
. . . 30D
tex t0 tex t0 tex t0 ARl T
texbem tl, tO texbem tl, tO texbeml t1l, tO
tex t2 texcoord t2 tex t2
; Sample and 2 texcoords ; Three texcoords as colors ; 3x2 matrix multiply
ps.1l.1 ps.1l.1 ps.1l.1
tex tO texcoord tO0 tex tO

texcoord tl

texcoord t2

texcoord tl
texcoord t2

texm3x2pad tl, tO
texm3x2tex t2, tO
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1.1 PRLAR &x—4

; 4 textures ; Mimic clip planes
ps.l.1 ps.l.1

tex t0 texkill tO

tex tl texkill t1

tex t2 texkill t2

tex t3 texkill t3

; 3 Samples and one texcoord
ps.l.1

tex tO

tex tl

tex t2

texcoord t3

; 2 Samples and 2 texcoords
ps.l.1

tex tO

tex tl

texcoord t2

texcoord t3

; 1 texbem and 2 samples
ps.1l.1
tex t0
texbem t1,
tex t2
tex t3

t0

; 1 Sample and 3 texcoords ; Two texbems ; 4 texcoords ; 1 texbem, a sample and a texcoord ; 1 texbem and 2 texcoords
ps.l.1 ps.1l.1 ps.1l.1 ps.l.1 ps.1.1
tex t0 tex t0 texcoord t0 tex t0 tex tO
texcoord tl texbem tl, tO texcoord tl texbem tl, tO texbem tl, tO
texcoord t2 tex t2 texcoord t2 tex t2 texcoord t2
texcoord t3 texbem t3, t2 texcoord t3 texcoord t3 texcoord t3
; Two texbemls ; One texbeml and two samples ; 1 texbeml, a sample and a texcoord ; 3x2 multiply and texcoord
ps.1l.1 ps.l.1 ps.1l.1 tex tO0
tex tO tex t0 tex tO
texm3x2pad tl, tO
texbeml tl1, tO texbeml tl1, tO texbeml tl1, tO
tex t2 tex t2 tex t2 texm3x2tex t2, t0
texbeml t3, t2 tex t3 texcoord t3 texcoord t3
; 1 texbeml and 2 texcoords ; 3x2 multiply & sample ; 3%3 multiply ; 3x3 matrix multiply and ; 3x3 matrix multiply and
ps.1.1 ps.1.1 ps.1l.1 ; reflect constant vector ; reflect interpolated vector
tex t0 tex t0 tex tO0 tex tO tex tO
texbeml t1, t0 texm3x2pad tl, tO texm3x3pad tl, tO texm3x3pad tl, tO texm3x3pad tl, tO
texcoord t2 texm3x2tex t2, t0 texm3x3pad t2, t0 texm3x3pad t2, t0 texm3x3pad t2, t0
texcoord t3 tex t3 texm3x3tex t3, t0 texm3x3spec t3, t0 texm3x3vspec t3, t0
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° 120 tex M ZEEM
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tex t0
texm3x2pad t1, t0
texm3x2depth t2, tO
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Texture Register File

10 dp3 t0.r, t0, t4 N
dp3 t0.g, tl1l, t4
t1 dp3 t0.b, t2, t4
dp3_x2 t2.rgb, t0, t3 >>_
mul t2.rgb, t0, t2
t2 dp3 tl.rgb, t0, tO
mad tl.rgb, -t3, tl, t2
_
3 phase
texld t0, tO
t4 texld tl1, tl
texld t2, t5
t5 mul t0, tO0, t2

mad t0, t0, t2.a, tl

/T

texld t4, t5 ::},_
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s0,
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~

sl
sl
sl
sl,
sl,

sl,
sl,
sl
sl
sl,

s2
s2

s2
s2

s2

//
//
//
//
//
//
//
//
//
//
//

1.4 9L x—5D ALU 5

hnE

B

EH

sO * s1 + s2

s2 + s0*(sl-s2)

d = s0

d= (s2 > 0.5) ? sO0 : sl
d= (s2 > 0) ? sO0 : sl
s0-'sl % d.rgba [ZfE®T S
s0-'sl % d.rgba [ZE®T S
texbem [Zfl7=</~0O
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d8 - #8% 8 ThHRE

sat - faRZ 0.1 [CE®E

sat [FEMTH, EODEHFD 1 DEEAE
HETHHEATERE (f=&AIE mad_d8_sat)
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* Bl
dp3 r0.r, t0, t4
mov r0O.g, t0.a

* TOMOHPEERELET
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ps.1.4 @RI RIE -8 ~ +8
e MaxPixelShaderValue THEERT S
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cnd & cmp

° cnd d,s0,s1,s2; d=(s0>0.5)7?sl:s2

s1 F£1=1E s2 O EHfF1=RIN

DirectX 8.1 M cnd (X, s1 Ft=l& s2 DEREZBINTI-HIZ. EXR
BifiiTs0 & 0.5 ZLEEATREIC

* s0=[04,0.5,0.5], -5.6],d =[s2.r, s2.g, sl.b, s2.4]

e cmp d,s0,s1,s2; d=(s0>=0)?sl:s2

s1 Ff=(& s2 D EHFE-IR
s0=[-04,0.0,5.0,-6.3],d =[s2.r,sl.g,sl.b, s2.a]
DirectX 8.1 ML VRS

BXHEIZHR . cmp d, s0, s0, -s0
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BEI/ LS

RGB DE A D RGNENELELSD

e HE TV

* BRI LA

. HE7

c "E—=bIT=F¥" OUERFRADYVEERAL-EETREKE/ERL
THD

— A7 8% E (& Lum = .3r + .59g + .11b

ps.1l.4

def c0, 0.30£f, 0.59f, 0.11f, 1.0f
texld r0, tO

dp3 r0, r0, cO
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IyORHI4ILE

* Roberts VOXBEI1ILE

ps.1l.4 1]0 o1
texld r0, t0 // HRDAYT 0]1-1 -11 0
texld rl, t1 // &ATF

texld r2, t2 // ETF
add rl1, r0, -rl

add r2, r0, -r2 t0

cmp rl, rl, rl, -rl t2 tl

cmp r2, r2, r2, -r2

add x8 r0, rl, r2
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Ao—hoD BB

def cO0, 0.30f, 0.59f, 0.11f, 1.0f

texld r0, tO0 /] RROAYT
texld rl, ti1 // BT

texld r2, t2 // ETF

dp3 r3, r0, c0 // RBEEZHETS

dp3 rl, rl, cO

dp3 r2, rl, c0

add rl, r3, -rl /] ERERETS
add r2, r3, -r2

cmp rl, rl, rl, -rl // #*{E

cmp r2, r2, r2, -r2

add x8 rl, rl, r2

phase

mul r0.rgb, r0, 1-rl // JT® rgb TEMTS
+mov r0.a, c0.a

1.4 Pixel Shader - ATI Technologies



No—hoDHE

DA A= MEHEL-OR
T =Fa—FE#T=LD

1.4 Pixel Shader - ATI Technologies




539yTDT5— I24)LA3

ps.1l.4

def c0, 0.2f, 0.2f, 0.2f, 1.0f
texld r0, t0 // FRDEYT
texld rl, t1 // &TF

texld r2, t2 // ETF

texld r3, t3 // &kt g2l |t
texld r4, t4 // BL
add r0, r0, rl

add r2, r2, r3

add r0, r0, r2

add r0, r0, r4

mul r0, r0O, cO

/T

t3 t4
0
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E Ry &SI
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* LEWMEREL-TF— AA—CERDI—VIZEHTS

A *— : Debevec @
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L7 2414

LEWMEREBL-AA—DZTDI—VIZERT S

W

A +*— : Debevec @)
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E7 E#REAR

ps.1.4
def c0, 0.30f£, 0.59f, 0.11f, 1.0f
texld r0, tO

dp3 r0, r0, c0 // BEEIZEHRLTS
phase

texld r5, r0 // HEREFRAEY
mov r0, r5

1D OEEISEET TvIA

/T
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S—THBDT —EMNBRE—kLT=. FDOT—41% 3D DERAEEER
ME[ZEH->TULVE

Z0=H. R)IVIZKBRBRIIFEETS . EENGR)2—L LIS
Yo% BLTT—ADEEE "BIEE" $50ENRH-TI-

MELE. ATl [ RADEON™ T DirectX 8.0 DR 1—L THRFvEHE
BALTChETEVARN—2a0 LT
ESa7)E—130NAS =T D ELESFEBOD 1 DD, T—4
GRABIXANT—) 2RBIZTYT T 5 FHAH BINELOMNEELLY) &
FERTAHOFEMNRLESNESELTINS

BIH®D 1D EE7 w97 ELUVE—k 5 =Fv vy I TR DO H
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 THRFYITHEFRALT, RYa—L TORFYEFUYICLE=SZILOT
HDRAFw TvTEERT S

HeEE L& VolViz o)L
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A EARTATRE

EORIVEGGES kK DEIRIJVEAL (N-H)X

* R—RX IV I RHHEMN RGB
THRBTILDF

o HZ#ETVTIE xyz A RGB Tk
NF7ILI7

*N-Hx k v

 IVIIZRT—ILEINAT R%EH
HAL.EYtIL Sx— 5 CRIBES:
EHFIATHELLRELRIET

1200 —

100
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RGB ADRHE  FII7HOKER

RGB ww,ﬁﬁ FILI7ZRD k
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EOtILBERZER k

p bl =«
BTEFSK

BAIVICIE
B3EF¥S K

k DESEL EVvIVERESD K
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EHvII Sx—F142
H2 T 4
o tat)bﬁuﬁﬁ k DEVJLEAL (N-H)X

R—R/I1\>F 2D EE t0
o BEEN—ITFTUTII2
o EERMSAF RUKIL IS

ps-1.4

texld r0, tO i N\oT k RVTEHLTYIYT
texld r2, t2 ; H OIERIE

j mmmmmmmmmmmmmmmmmmeeee REHRO®DY

dp3 r2.r, r0, r2 ; N.H

mov r2.g, r0.a ; k FYRIVETST

;T e m e "FRLR vx—5" O#HY
texld rl, tl1 ;o tl = R—=X

texld r2, r2 ; t2 = (N.H) "k

texcoord r5, t5

N N.H % k RTHEBHEHBRYOKDY

dp3_sat r0, r0, r5 ; t0 = N.L
mul r2, r2, rl.a ; t2 = ((N.H)*k) * iR
mad_sat r0, r0, rl, r2 ; #EBR = N.L * R—X + (N.H)*k * ¥R

/T
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BRAESAT1T

¢ ﬁ’?ﬁ‘sfﬂﬂfb‘él_ﬁﬁj’a‘&lﬁiﬁﬁ??_")'T’ Z6ckler et al
WIS 2 ETAHAEE, 2 BATEZ{TL.
FOHRREFEALT 2D THRAF /BB DIE
BB ESRITHAHETHS (Banks,
Zockler, Heidrich)

o ZMIFERBATTIRAFYTHZEERALT
THhni-

s EVRIBMORNBEEERETIAFHAI
YIZE>T.,. COEFNEBEE S ILEAMTE
TL. Y THORAFEDFRERETES

Heidrich et al
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EOCVBEMRAES (T4

—DTI=IITIELUT DALY T4T1—
ABFUVARFISHRAZEHT S :

FT4721—X: J1-(L-T)?

e ZOM2MEMOAFEIL, texm3x2* S ZEFALT
EJvIEGTEHETSH., 1.4 LLEOBE#ETIE
B(Zdp3 % 2 EEFLTEHETSES

. Z0 2D FHRF T EEEERLTRRYY T IA Ty REMF. EDR
BEFET 5
o %[Lc_:fzom T.hERYTIVEBMOEHIRIVERFGL O MIBELT
: J.:__*.:r?«% BREESHIL S 1—AHEIDE YL B s L TEES
TLy
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EVVBNMRAESAT1T

. %ﬁg#&wfﬁl:&éﬁﬂ&d)iﬁﬁ?‘yj’&ﬁ

s BRI EERTS

o T3, AREIL-EEEFERAL. EVEILE
RTEZSHE3S

o EEZTERID V EL L. BEAXETELT
EOvIIESOBEBESRT—TILET S

/T
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EOIVBEHMRAES AT

RGBAH DT14721—X TFILITFPDARXS
1.0 ——

V-T

+1.0 — +1.0 v

) L-T > « L-T g
-1.0 +1.0 -1.0 +1.0

/T
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BAEESAT12T DH -
ADEE

e BRAMITVIOARIZEIVTERITSAEYTS
EotIl o x—45T
HESNT-
INATA MR
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N TRATYELY

BROALTHHS

* DX6 R24 )LD EMBM

s BIETIVRFYERZERGLDICTHHR
* DX6 RAAMILTHTEHMMEELT= 2x2 1TH%EEA
o HEARHEIL, 3x3 DREFETL. MBLIEHEXL—T wvTE
BICFSURIA—LTBHEVRIVEGDAE

o IFIFLGRRICWLT, TRTEEFRHATHYED
o BREOERBEFTSOEODEEGTYIOEREHENTREICALH/
o EERIISSVoERAMIEERNEGLLES, TRT "EKETIRFYHRARY"
[SRY ., PV —2avEdHARBEDI I IMIEST "HEIE" EHIELT-
HLODPHISRIRT S
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$E3E D EMBM

* 2D D7—RLEKARELTHIRMENRHY . GRS

o "{REE" THB=0IZ 2x2 ITTHRFRE(ZLE-T=C & T, SHIZHHIND
BHRIZ%D

° BR.E.HEEOBMNEHERFAIVTIIZHREMN

o BIFORBITET (BIK. BGLE)
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/T

NoTHEX1—EvOBETYELSY
3x3 {THZ#ET 5. ChiXEZRMIALF1—T v
TEEBADMSORITH—LERT

EBEH TG L., X3 TFHIZELOTRSUR
TA—LTF5

FIURIA—LLIZEREERALTT4T2—X Ty
THEYT)TT%

FEBZFELTHRARNINLERML, ARF1S5LIRIE
N T ot S T i TS Tis 1190 B

M%7
EJtIVBEMILRIVIEETLURT S !
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EotIL x—T127
H2T)L 3

o X3 EETIDOMAEICKIEVCIVEENVTRHERFDF1—TRIE
RYELTADATIIRfFIT
ps.1.4
; BZEMALF1—T IVTEMADINURT+—LDOHE
; t0 IF 3x3 EEMTHDIT 1
;o tl & 3x3 BEETIDFT 2
;3 1% 3x3 EETHDIT 3
;€3 FREARTRL
; t5 [FR—R ¥vT (passthru) THRFYEREZ

texld r4, t5 ; ERTYTOYTIT
- RIS DBDY

dp3 r0.r, t0, r4 ; TRIEEDIT 1

dp3 r0.g, tl, r4 ; TTHIEEDIT 2

dp3 r0.b, t2, r4 ; ITHIEEDIT 3

dp3_x2 r2.rgb, t0, t3 ; 2 * (N dot Eye)

mul r2.rgb, r0, r2 ; 2 * N * (N dot Eye)

dp3 rl.rgb, r0, r0 ; N dot N

mad rl.rgb, -t3, rl, r2 ; 2 * N * (N dot Eye) — Eye * (N dot N)
;ommm e EREAHERY

texld r0, r0 ; TA471—X Fa—JBETYIOHTILY
texld rl, rl ; ARFaS Fa—JRETYIOYLTILT
texld r2, t5 i R=R IVFIDYITIT (FLIFOREE)
;ommmmmm - Ho3— %

mul r0, r0, r2 ; TA47a1—R * R—R

mad r0, r0, r2.a, rl ; (TA471—X * R—R) + (ARFaTF * §0OX)
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E v )VEHL EVwIEE/NDT EotIVEGI
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/T

IR b

=2y

SRIVFTIATFYE
ETINVTHTES

E4tIL x—5 ORR
e JULVHILHEELT, x—AIFTRTS

=25 )

EE=.—II[EJ:U

o Lx—HEREERICIRET BIZIX, ShadeLab D &S

E)—IEERTS

o WHE @TE)‘—?“/I—’)“ DIESIZEYEIL x—5FDEH
BRI —FLERILLARILVTERE
d)FnﬂEEl_iT&&'?'é-_&b‘Z\El-&éo

AL, RED
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Shadelab

A3 ShadeLab =10] %]
Eile
— Diffuge (vO] Constants [overnidden by def instructions)
£ Bolors & it | | o500, .00, 0.00, 0,00 []etfroo 10010100 [ ] c2fos0.020.010.000 | |esfors.oonoonoon | |
[ Specular [v1) c4 |0.00, 0.00, 0.00, 0.00 D ¢5[0.00,0.00,000,000 [ | ¢6/0.00,0.00,0.00,0.00 D c7[oonno0 000,000 [ | Sh“ffb
" Colors £+ Lit
~Tewure Maps—— — Texure Coordinates — Pirel Shader Code —HaL Rendered Results (ps.1.4)
Open.. | Save.. |
tes: ATLTGA [2D Tex Coord =l
:Diffuze only :I
ps.1.4
texld 10, t0
tex1: Blinn tga |2D Tex Caord j mov 10, 10
tex: charset. TGA |2D Tex Caord j
texd: frezneltga |2D Tex Coord j
texd: rumwayl.tga |2D Tex Caord j
tex5: ATI.TGA [2D Tex Coord =] & futo
Change Device. .| View Fullzcreen |
| o aesal
—&ssembly Fesult
Success ;I
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DX9 A0)3E

* 1.4 [%.DX9 OEYEI o x—FIZDL\T
MAT=HD K NEfE

s Fi—Shi-@mHtyk

s KUSELREE

e RYFLTH-T., H5—TIEALN
o MK EFETIVAFYHRAHIY
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=D

Eo€IL O1—5FDBE
e 14EHEIL Vx5
 #H—hi-stvhk
o RELKETIRAFHARY
o AA—TINIE
e 3D ARYa—LDREIE
e IDH—IJTARADII7xHk
o EVRIBENSATA4T
* EJRIELILRIVIE
o NVTREZTYEVS
s EVEIBERSRAUIAT1VT
* ShadeLab *YV—JL
o YPIBRA LD T—FNBIZET
c BVt Ox—FICRYRADAERIT—F a—F2FRBERTS
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WWEBTRT o3y

° 1.4AE DI x—FhNREEIN=5. fERK
IAHI5—LIZIT1LA4EDEI x—F%#FE

32 I g

* VI—HFEVTHFDN—Da U REITT—
By D—EIZEBECAET, x—50)
EREZHMERIETS

o« SRIXICHDETIIZHH-TEYEIL Ox—
FEELZD, DX THEELEIFZZECT
H5

/T
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 Chris Brennan. John Isidoro, €L T
Chris Oat O REETE A TIUVITHEE
=R LET
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