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// Add-alpha pixel shader. To be used in conjunction
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// with the blend factors {One, InverseSourceAlpha}

float4 addalphaPS(

float4 vertexColour : COLORO,

float2 uvFrameO : TEXCOORDO,

float2 uvFramel : TEXCOORD],

float subFrameStep : TEXCOORD2 ) : COLOR

// Fetch both texture frames and interpolate

float4 frame0 = tex2D( FXAtlasSampler, uvFrameO );
float4 framel = tex2D( FXAtlasSampler, uvFramel );

float4 tex = lerp(frame0, framel, subFrameStep);

// Pre-multiply the texture alpha. For alpha-blended particles,

// this achieves the same effect as a SourceAlpha blend factor

float3 preMultipliedColour = tex.rgb * tex.a;

float3 colourOut = vertexColour.rgb * preMultipliedColour;

// The vertex alpha controls whether the particle is alpha
// blended or additive; 0 = additive, 1 = alpha blended,

// or an intermediate value for a mix of both

float alphaOut = vertexColour.a * tex.a;

return float4( colourOut, alphaOut );



