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Image Reprojection Using GPU
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VS_OUTPUT RaySetupVS(VS_INPUT In)
{
OUTPUT Qut;
float4pos = float4(In.Position, 1.0f);
Qut.Position = mul(pos, g_mWP);

float4 a = mul(pos, g_MmW);
float4 b = a * 1.5
b.w = 1.0f

float4 trans_a = mul(a, g_mEyeToRefProj);
float4 trans_b = mul(b, g_mEyeToRefProj);
trans_a /= trans_a.w;
trans_b /= trans_b.w;

float4 RayDirection = trans_b - trans_a
RayDirection = normalize(RayDirection)
RayDirection /= RayDirection.z;

Out.start = trans_a.xyz,
Out.direction = RayDirection.xyz

return Out;
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