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RasterizerData
vertexShacaxl vertaxID [ wvezrtex_id 11,
MPLVartey svertexarrzsy [[ bufferx{afP VertexIngutIndexyVertices) 1))

RastarizerData out;

pixelSpaceFasition - vertexArraylvertexIDl.gosition.xy;

itoolipSpacePosition.xy = pixelSpaccPoesitiong
jt.cligdpacePosition.z 1'H

iteelipSpacePnsition.

jt.textureCoordinate - vertexArraylvertexIDl.textureCoordinate;

cut;
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samplingShader(RasterizerData in [[stage_inl],
< > colorTextura [[ texture(AaPLTextureIndexBaseColor) 11)

texturaSampler | t*1inear,
t:1inear);

colprSample = colorTexture.sample (textureSampler, in.textursCoordinzte);

(ecolorSample);
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compute shader:

KRea789 L una

groyscaleKerncl( szcad? inTexturc [l texturciAAPLTexturcIndexInput)1],
- swrites cutTexture [[texturelAAPLTexturelndexOutput)]],
gid [[rrraed_posirion_in_gridl]l)

((gid.x >= outTexture.get width()) || (gic.y >= cutTexture.get_height(]])

inColor = inTexture.read{gid);
gray = (inCalar.rgh, kRea7a%Lumn);
outTexture.write| (gray, gray, gray, 1.£2), gid);
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