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/'l shader begin
vss. 2.0 /'l shader version 2.0
dcl vO /1 declare input color
def cO0, 10.0, 0.0, 0.0, 0.0
/1 constant describing a shift
dcl vPos. xy //decl are fragnent position
/1l register
add r0, vPos, cO // add 10 pixels to the

/'l x-pos

mov vPos, r0 Il set new fragnent
/'l position

nmov oC0, vO /1set fragnent output

/1 color
/1 shader end
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/'l shader begin
vss. 2.0 /1 shader version 2.0
dcl _2d sO /1 define sanpler
dcl tO /1 define texture coordinate

dcl vPos.xy // declare fragnment position
/'l register
def c2, 0.0, 0.0, 0.0, 0.0 // set sone
/] constants
texld r0,t0, sO // |oad texe
mul r1, r0.x, cO0.x /1 conpute |um nance
mad r1l, r0.y, cO.y, r1 // of texe
mad r1, r0.z, c0.z, r1l



mul rl, r1, cl.x // map to correspondi ng
/1 bin

mov rl.yzw, c2.x // zero y position

mov vPos, rl // set new fragment position

mv r2, cl.y /1 set counter increase E
mov 0oCO, r2 /! write counter increase
/1 shader end L
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