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The Pixel Shading on Multi Core GP-GPU with Dual Phase Architecture
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Linear Fog Shader Code
float computeLinearFogFactor()
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void main(void) SNEEe

{ [1] 387, 558 2= 8 7198 H83
HE] A= "E Fo] GP-GPU A A

float fogFactor = computeLinearFogFactor(); 2] Tim Sweeney, Keynote, High Performance

vecd fogColor = fogFactor * u_fogColor; Graphics Conference 2009
vecd baseColor = texture2D)baseMap, 3] ARM, Cortex Al15 MP  Core,
v_texcoord); http:/ /www.ARM.com

[4] Woo-Young Kim, A Design of a Shader
based on the Variable-Length Instruction for a
Mobile GP-GPU
} [5] http://www.systemverilog.com/

[6]Aaftab Munshi, OpenGL ES2.0
Programming Guide

gl_FragColor = baseColor * fogFactor +
fogColor * (1.0 - fogFactor);
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