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#1f _SubPassMSAA2
#1f SubPassMSAA2 | | _SubPassMSAA4 float4 col = UNITY READ FRAMEBUFFER INPUT MS(®, @, input.positionCS) * ©.5 + UNITY READ FRAMEBUFFER_INPUT MS(@, 1, input.positionCS) * 0.5;

#elif _SubPassMSAA4
UNITY_ _DECLARE_FRAMEBUFFER _INPUT_ FLOAT MS(9); floatd col = 8-
R [unroll(4)]

for (int i = 0; i < 4; ++i)

{

col += UNITY_READ_FRAMEBUFFER_INPUT MS(®, i, input.positionCS) * @.25;

}

float4 col = UNITY_READ_FRAMEBUFFER_INPUT(@, input.positionCS);

#endit
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final.ConfigureResolveTarget(new RenderTargetIdentifier(backColorTexture.Identifier(), @, CubemapFace.Unknown,
final.loadStoreTarget =

new RenderTargetIdentifier(BuiltinRenderTextureType.None, 0, CubemapFace.Unknown, -1);

final.ConfigureTarget(new RenderTargetIdentifier(backColorTexture.Identifier(), @, CubemapFace.Unknown,
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QCOM_texture_foveated
https://registry.khronos.org/OpenGL/extensions/QCOM/QCOM_texture_foveated.txt

C#im ~ACommandBufferd &y £f mi 8 YL 242

foveatedRenderingEnabled = 5
(TryGetFoveatedRenderingParameters( ] ureF edParameters param))

[
1
PICO_VIDEO_VRS_EXTEND2_SUPPORTED
cmd.EnableTexFoveatedFeature(textureID, param.foveationMinimum, subsampledLayoutEnabled);

cmd.EnableTexFoveatedFeature(textureID, param.foveationMinimum);

cmd.SetTexFoveatedParameters(texturelD, 9, s_FoveatedRenderingFocalPoint.x, s_FoveatedRenderingFocalPoint.y, param.foveationGainX, param.foveationGainY, param.foveationArea);
foveatedRenderingEnabled = R

0id ApiGLES::SetTexFoveatedFeature(GLESTexture*

C++i il it CommandBuffer ATexturedt £ 5 i
inline void SetTexFoveatedFeature(RenderingCommandBuffer * 1t , 1

{

#if PLA DROIL
GLES_CALL glBindTexture, tex->target, tex->texture
GLES_CALL glTexParameteri, tex->target, GL_TEXTURE_FOVEATED_FEATURE_BITS_QCOM, feature
GLES_CALL glTexParameterf, tex->target, GL_TEXTURE_FOVEATED_MIN_ PIXEL_DENSITY_QCOM, foveationMinimum
GLES_CALL glBindTexture, tex->target
#tendif

}

ShaderlLab: :FastPropertyName rtName; rtName.index =
->SetTexFoveatedFeature(rtName, Ox1 | ( ? x4 : Ox2),

void SetTexFoveatedParameters(RenderingCommandBuffer *
0oid ApiGLES::SetTexFoveatedParameters(

GLESTexture* 5

1

2

ShaderlLab: :FastPropertyName rtName; rtName.index
->SetTexFoveatedParameters(rtName,

size t i i tex->layers; i

GLES_CALL glTextureFoveationParametersQCOM, tex->texture, i, focalPoint, focalPointX, focalPointY, foveationGainX, foveationGainY, foveationArea
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SubsampledLayout
https://registry.khronos.org/OpenGL/extensions/QCOM/QCOM_texture_foveated_subsampled_layout.txt
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https://registry.khronos.org/OpenGL/extensions/QCOM/QCOM_shading_rate.txt
FHELTFREVFFERAE A, QCOM_shading_rated Ji& VT X 3 — Ik CommandBuffer$ie 28 B AR IE AT PR A I3 $E HE G4 3805%

cmd.SetShadingRate(Shad)

m_ActiveCame = ShadingRatelevel.ShadingRatelxl

=3 ShadingRatelevel.ShadingRatelx2 /// \\\\
2X2

=3 ShadingRatelLevel.ShadingRate2x1
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