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Centeral Difference
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Nz=(D5-D1)/Tz
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4.2 phase2
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ps_ 20 // pixel shader version

def 0, 0.f, L.f, 0.0f, 0.f // Vight

def ¢1, 0.0078125¢, O.f, 0.f, 0.f // distance
def ¢2, 0.f, 0.0078125F, 0.f, 0.f // ...between
def ¢3, 0.f, 0.f, 0.0078125F, 0.f // ...voxels
def c4, 0.8f, 0.8f, 0.8f, 0.8f // for

def ¢S5, 0.2f, 0.2F, 0.2f, 0.2f // ...amhient effect
del_volume sO0  // volume data

dcl_2d s1 // pre-integration table

del 0. xyzw // front slice texture coordinates
del tl.xyaw // back slice texture coordinates
tex1d r3, t0, 50 // fetch

tex1d r6, t1, 50 // ...intensity values

mov rS.y, r6 // coordinates for pre-integ. fetch
tex1d r5, rS, s1 // fetch pre-integration table
// WX camputation in Equation 1

sub rl, t0, cl

texld r0, rl, sO

add r1, t0, c1

texid r2, ri, s0

sub rl, r0, r2

mov ri.r, r1

// Ny computation in Eguation 1

sub rl, t0, 2

texld 10, rl, s0

add r1, 10,

texld r2, r1, s0

sub rl, r0, r2

mov r3.g, rl

// Nz computation in Equation 1

sub rl, t0, 3

tex1d 10, rl, s0

add r1, t0, 3

tex1d r2, ri, s0

sub rl, r0, r2

mov r3.h, rl

rum rd, r3 // rormalize the normal vector
dp3 rd, rd, 0 // dot product with light

omp rd, rd, rd4, -rd // absolute value

mul r4, r4, ¢4 // ambient

add r4, r4, ¢S /7 ...effect

mul S.rgb, r4, rS // modulate with shading factor
mov oCO, rS /{ output

% 2. phasel fragment shader 3%

9g 12 vtk 3, 9ol & 9249 gt ol 449
ARG A0A JPLL JteE Rolg Hgstn &
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ps 2 0 /7 version instruction
def ¢7, B.F, B.F, O.F, 0.6F

dcl_2d si //render target texture
del tO.xyzw //polygon

texld r7, t8, s& /
mov r4.x, r7.a

mov r7, c?

mov oG8, r?7

nov oDepth, ra.x

* 3. phase?2 fragment shader 3=

43 phase3
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ps_2 B // version instruction
def c7, B.F, O.F, 0.F, 0.0f

dcl_2d sh //render target texture
dcl tO.xyzw //polygon

texld r7, toO, sh
moy oCO, r7

K 4. phase3 fragment shader 3%
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