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HRESULT NVDisplayDriver::draw()

{

if (StereoSurface)

{ VShader = GetStereoShader(curShader);
SetConstants(“-Separation”, “Convergence”);
SetBackBuffer(GetStereoBuffer(curBackBuffer, LEFT EYE));
reallyDraw();

SetConstants(“+Separation”, “Convergence”);
SetBackBuffer(GetStereoBuffer(curBackBuffer, RIGHT EYE));
reallyDraw ();

}

else

reallyDraw();
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float depth;
VS OUTPUT Render2D VS(VS_INPUT Input)

{
VS _OUTPUT Output;

Output.Pos = float4(Input.Pos.xy * depth, 0, depth);

return Output;

}
1 depthi% F1.0LL LI E
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Pixel shaderp I FitE
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1.

p b AN &S| KVA R ]

NINSCIRIAARI IR E

Parallax = Scale * Separation * (Pos_mono.w — Convergence)
Pos_stereo.x = Pos_mono.x + Sample(StereoFixTexture) * Parallax
SERFAR Y AL RER AW, ZEHRE[-1, 1]

Pos_stereo.xy /= Pos.w
{FHPos stereo.xy MG-BufferfiBlSceneDepthZ & fhiiE

HEHARTENE

1.

B R LIRF LA =AW, BISR

Pos_stereo.xy *= SceneDepth

ERG=RUE

Parallax = Scale * Separation * (SceneDepth — Convergence)
Pos_mono.x = Pos_stereo.x — Sample(StereoFixTexture) * Parallax

A HEPos mono Fljt F 23 (g]
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