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FHTTEEE i rr i rrirrrrri
/| depth.vsh
FHTEEEEE i rr i rrirr

vs.1l.1

/1 c0 : Rasterization offset
/[l cl-4 . Wrld*ViewProj. matrix

dcl _position vO

/1 Qutput projected coordinates
mdx4 r0, vO, cl
mad oPos, rO.w, cO, rO

/1 Qutput depth via diffuse color register
mov oDO, r0.z

FELEEEEE i rr i irirrirri
/'l sanpling v.vsh
FHTEEEEEr i r i rr i rrirrrrri

vs.1l.1

[/ cO : Rasterization offset
/[l cl-4 . Wrld*ViewProj. matrix
[/l ¢c5-7 : World matrix

def ¢c8, 2.0, -2.0, -1.0, 1.0
def c9, 0.5, -0.5, 0.0, 1.0

dcl _position vO




dcl _normal vl

dcl texcoord v2

/'l Scale and offset texture coordinates
/1 to [-1, 1] range for render target
mad r0.xy, v2.xy, c8.xy, c8.zw

mov r0.zw, c9.zw

/| Qutput coordinates for rasterizing
mad oPos, rO.w, cO, rO

/'l Project vertex coordinates
mix4 r0, vO, cl

/1 Qutput depth via diffuse colour register
/'l (for consistency with depth pass)

mov oDO, rO0.z

/'l Scale and offset projected coordinates
/1l for depth map | ookup:
/1 x' = x*0.5 + 0.5*w

[y =-y*0.5 + 0.5*w
[l z2 =0
[l W = w

mul rO, r0, c9
mad oTO, rO.w, c9.xxzz, r0

/'l Cosine weighting: max(N.s_i, 0)

/'l Note: sanple direction s i is world z axis
dp3 r0.z, vl1, c7

max r0.z, r0.z, c9.z




/1l Qutput weight, to be split via ranp | ook-up
nmov oTl.x, r0.z

mov oTl.yzw, c9.zzw

FETEEEEEE i rrrrirrirrrrni
/'l sanpling v.psh
FHTLEEEE i rrrrirrirrrrni

ps. 1.1

def cO, 0.0, 0.0, 0.0, 0.508 // Depth bias
def c1, 1.0, 1.0, 0.0, 0.0 // Sanple mask

tex tO // Depth
tex t1 // Wight (R& G, sanple (B & A

/1 Conpute depth difference, with

/'l a bias added for cnd (0.5 + epsilon),
/'l plus a bit extra to avoid acne/aliasing
sub r0.a, t0.a, v0.a

add r0.a, r0.a, c0.a

/1 Qutput weight and sanple (zero if occl uded)
mul r1, t1, cl
cnd rO, r0.a, t1, rl
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2 PRT

FHTEEEEE i i rr i rrirlrd
/'l sanpling _prt_v.vsh
FEEEEEEE i rr i rr i

vs.1l.1

/'l cO : Rasterization offset

/[l cl-4 . Wrld*ViewProj. matrix

[l ¢c5 : Sanple direction

/'l c6 : Packed SH basis terns:

/'l . tO*scal eO, tl*scalel, biasO, biasl

def ¢8, 2.0, -2.0, -1.0, 1.0
def c9, 0.5, -0.5, 0.0, 1.0

dcl _position vO
dcl _normal vl
dcl texcoord v2

/'l Scale and offset texture coordinates
/1 to [-1, 1] range for render target
mad r0.xy, v2.xy, c8.xy, c8.zw




mov r0.zw, c9.zw

/1l Qutput coordinates for rasterising

mad oPos, r0O.w, cO, rO

/| Qutput coordinates for depth result |ookup
nov oTO, v2

/'l Cosine weighting: max(N.s_i, 0)
dp3 r0.z, vl, c5

max r0.z, r0.z, c9.z

/'l Sample = B(s)*[V(s)]*Hn(s), scaled and
/1l biased to [0, 1] range

[l V(s) is evaluated in the pixel shader
/1

/'l The follow ng val ues are passed through
/1l a pair of 2D split ranps:

/'l Scal ed and bi ased sanples in x and y
mad oT1.xy, r0.zz, c6.xy, c6.zw

mov oT1l.zw, c9.zw

/'l Biases in x and y (for occluded case)

/'l Note: these are fixed, so with care a pi xel
/'l shader constant could be used instead

nmov oT2. Xy, c6.zw

nmov oT2.zw, Cc9.zw

FHTTEEEEr i rrrrirrirrrrni
/'l sanpling prt_v.psh




FITIIIIITIL LTI AL
ps. 1.1

tex tO // Depth test result
tex t1 // sanpleO, sanplel
tex t2 // biasO, biasl

/'l Use depth test result to mask packed sanpl es
cnd rO, t0.a, t1, t2
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