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* Analyse a Pass
" Compare Passes

Techniques:

main

v pazzl

debug ur

nﬂ; eve-left, cgfx (PC-0GL) ﬁ_[i eve-left, ogfx (PS3) ﬁ_[i eye-left.cgfx (P53)

* Analyse a Paszs
" Compare Passes
Techniques:

main
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float4 LightPos : Position
<

string Object = "PointLight";
string Space = "Object";
> = {-10.0Ff, 10.0F, -10.0Ff, 0.0Ff};
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:<RemappedSemantic name="myWorldView">
<MatrixMultiply description="World * View'>
<input type="internalsemantic" value="world"/>
<input type="internalsemantic" value="'view'/>
</MatrixMultiply>

:</RemappedSemantic>
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#Python scripting

# Convert any Possible Profile to COLLADA FX
def ConvertToCOLLADAQ):
effects = FXRuntime.Instance.Library.FindLibraryltems(FXEffect)
for effect iIn effects:
for profile 1n effect.Profiles:
1T profile.CanConvertToColladaFX() == True:
profile.ConvertToCol ladaFX()

# Create an effect
def bindMMM(Q):
CmdGroupBegin.Do(*script: assign cgfx files to MMM ™)

SelectRenderPort(*'OpenGL"™)
ForceRedraw()

CmdGroupEnd.Do()
# get the cgfx files to assign to MMM

Tiles = FXEffectUtils.GetEffectFiles()
for pathname in files:
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