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void VertexShader(

float4 positionlnModelSpace,
float2 textureCoordinates,
float3 normal,

uniform float4x4 modelToProjection,
uniform float3 lightDirection,

float4 positionlnProjectionSpace,
float2 textureCoordinatesOutput,
float3 color

positionlnProjectionSpace = mul(modelToProjection, positionlnModelSpace);

textureCoordinatesOutput = textureCoordinates;

color = dot(lightDirection, normal);

}
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