Subject: Re: spam..
Posted by -=X=- on Thu, 09 Apr 2009 20:42:25 GMT

View Forum Message <> Reply to Message

ENB is junk. Like | said. Best to wait for something better.

Why mess with bloom anyway? There are so many other things to break.

File Attachnents

1) Untitled-1.)pg, downl oaded 810 ti nes
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OUT.Position = mul (floacd (IN.Position, 1)  matWt

OUT.TexCoordd = IN.TexCoordl;

= mul {(float4 (IN.Tangent,1l) , matWorldI]
= mul (float4 (IN.HNormal,l)  matWorldIT)

y = eroas (T, N} ;

) objToTan = fleatc3x3 (T,B,N);

fFloatd worldVertPos = mml (floatd (IN.Position,
OUT.EyeVector = mul (matViewInverse[3] .xyz — wt
OUT.LightVector = mul (lightDirection.xyz,objT:

float dist = OUT.Position.z;

OUT.Fog = (fogMode == FOGMODE NONE) +

1 / exp(dist * fogDensity) *

1 / exp(pow(dist * fogDensity,

saturate | (fogEnd — dist) /

recturn OUT;

{fogMode =
2y) *
{fogEnd — foght

{fogt
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