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1 float3 Expand(float3 Vector) { return (Vector - 0.5)*2.0; }

2 void main ( float3 TexCoor : TEXCOORDOQ, // Texture Coordinates
3 out float4 oColor : COLOR, // Output RGBA
4 uniform sampler3D RGB_NormalMap, /I Voxel Normal, Tex2
e L L e TP 5 uniform sampler3D DistanceMap, // Distance, Tex3
__| Dot Product (L N)_ [ Diffuse | ! 6 uniform sampler3D vg_Map, /I (v, @), Tex0
e | ' 7 uniform sampler2D TwoDimTF, /I User Defined, Tex1
"""" ! 8 uniform float3 Lightv, /I Light Vector
1 9 uniform float3 Halfv) { // Half Vector
! 10 float3 Normal = Expand(tex3D(RGB_NormalMap, TexCoor).rgb);
: 1" float Diffuse = abs (dot (Normal, Lightv)); // Diffuse Color
ffffffff : 12 float Specular = abs (dot (Normal, Halfv)); // Specular Color
e Depondent Tourd 3 13 float Power8 = pow(Specular, 8); // 8th Power of Specular
P “ o (v, 2 C(v, g ' 14 float3 Specularf3 = float3(Power8 , Power8 , Power8 );
1 Alpha 15 float3 vg_Tex = tex3D(vg_Map, TexCoor).rgb;// (v, g) of Each Voxel
M‘ R 16 float4 TwoDim_RGBA = tex2D(TwoDimTF, float2(vg_Tex.x, va_Tex.y));
! 17 float4 DistanceTex = tex3D(DistanceMap, TexCoor); // Distance-Based o
77777777777777777777 ! 18 oColor.w = DistanceTex.w*TwoDim_RGBA.w;

Register Combiners 19

oColor.xyz = (Diffuse*TwoDim_RGBA xyz + Specularf3)*oColor.w; }












