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global float w[K][16]; §

F rRAS—avER—Y 3 VEM
in float3 VIK]; 3 A
out float3 pos[16]; T wAavrE—LRA Dk

void main() {
float3 p = 0.0; 3
forlinthl o QL s RiitH) Al EAmMAY,HLT
p += V[i] * w[i] [threadID]; |
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pos [threadID] = p;
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uniform int vertexIndex[K];
global float w[K][16];

in float3 V[K];

out float3 pos[16];

void main() {
float3 p = 0.0;
for (int i = 0; i < K; i++) {
int idx = vertexIndex[i];
p += V[i] * w[idx] [ThreadID];
}
pos [ThreadID] = p;
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* FMA - fused multiply add (~= shader mad)
« FMA(A,B,C) -> A+B*C
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+ A*a + B*b > FMA(A*a, B, b) = FMA(B*b, A, a)
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float3 bezierPosition(float2 uv, float3 p[16]) c COT7TO—FRITY RIS 10HIHATED
{

float2 (1 - uv)
float2 3% (1-uv)
float2 3% (
float2 (

ol e sy - FROS—ERMET BICEEOS A ERR

( uv) * (1 - uv);

( uv) uv) ; 2 ”ﬁ77n_7'lt* Ui“

*
*
*
*

return
(BO. p[ 0] + BL. pl 1] + B2. pl 2] + B3. pl 31)
(BO. pl 4] + BL. pl 5] + B2. pl 6] + B3. pl 71)
(B0. pl[ 8] + BL. pl 9] + B2. p[10] + B3. pl11])
(BO. pl12] + BlL. pl13] + B2. pl14] + B3. pl[15])
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+ mad IREMES

float3 w0 =
mad (BO.x * p[ 0], Bl.x, p[ 1]) +
mad(B3.x * p[ 3], B2.x * p[ 2])

float3 wl = BO.x * p[ 4] + Bl.x * p[ 5] + B2.x * p[ 6] + B3.x * p[ 7];
float3 w2 = BO.x * p[ 8] + Bl.x * p[ 9] + B2.x * p[10] + B3.x * p[11];

float3 w3
mad(B0.x * p[12], Bl.x, p[13]) +
mad(B3.x * p[15], B2.x * p[14]);

float p =
mad(w0 * BO.y, wl, Bl.y) +
mad(w3 * B3.y, w2, B2.y)
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[precise] float3 w0 =
mad(BO.x * p[ 0], Bl.x, p[ 1]) +
mad(B3.x * p[ 3], B2.x * p[ 2]);

float3 wl = BO.x * p[ 4] + Bl.x * p[ 5] + B2.x * p[ 6] + B3.x * p[ 7];
float3 w2 = BO.x * p[ 8] + Bl.x * p[ 9] + B2.x * p[10] + B3.x * p[11];

[precise] float3 w3 =
mad(BO.x * p[12], Bl.x, p[13]) +
mad(B3.x * p[15], B2.x * p[14]);

[precise] float p =

mad (w0 * BO.y, wl, Bl.y) +
mad(w3 * B3.y, w2, B2.y);
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// float2 tx[4], tyl[4], tz[4], tw[4];

tx; tx, ty, ty; int i
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tz; tz, tw, tw;
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