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Introduction to 3d game engine design using
directx-9 and c#(10)
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PixelShader/tf:

sampler2D TextureO;

sampler2D Texturel;

float blur_factor;

float4 ps_main( float2 texCoord : TEXCOORDO ) : COLOR
{

float4 colorl
float4 color2

tex2D( TextureO, texCoord );
tex2D( Texturel, texCoord );

/146MH
return lerp( colorl, color2, blur_factor );
5 B huredRT i H B B B A] (3% UiX BN % BN —MPassify, Bfirfli, HEZABIuredRT Bos 3 &

PO, TTULERIRCR T
&Directl 9.0 Frev

d 0 AR T)

I ANHEATS B

AR BRSO TAE S B2 B, A AT AR () 1] B3 R IR R RAT TR R
FATAT I ! |
=] | A130001303033000330000 ]
TR REVFL :
(BT s i Ol L, SR (eE /\ )\m ?zé?)\ YR =
BRI b AR AR e B W | (CREE
VAR BEAEVAIL: |

() TR g, sy rh A N RN i 4 AT DGk



B

Copyright © 2004-2007 il A (L) HERZAF ANl rights reserved.
OGDEV.NET -- WZ% IR & M dnfhr #1024 <768



