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TrianglePatchTess ComputeTessFactor(InputPatch<v2h, 3> patch, uint patchId
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TrianglePatchTess output;

float depth@® = getDepth(patch[@].uv);
float depthl = getDepth(patch[1].uv);
float depth2 = getDepth(patch[2].uv);

output.
output.
output.
output.

return

float uvDiff = 0.001f;

float3 tan =
float3 bit

edgeTess[0] max(int(_TessDivisionFactor * max(depthl, depth2)), 1);
edgeTess[1] max(int(_TessDivisionFactor * max(depth®, depth2)), 1);
edgeTess[2] max(int(_TessDivisionFactor * max(depth®, depthl)), 1);

insideTess = max(int(_TessDivisionFactor * max(max(depthe, depthl), depth2)), 1)
output;

float3(2 * ratio * uvDiff, getDepth(uv + float2(uvDiff, @)) - getDepth(uv - float2(uvDiff, ©)), 0);
float3(@, getDepth(uv + float2(®, uvDiff)) - getDepth(uv - float2(@, uvDiff)), 2 * ratio * uvDiff);
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