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ReflectionfigR

Fragment (Varyings input) : SV Target

half4 trace OAD FRAMEBUFFER INPUT (0, input.positionCS.xy);

// Planar Reflection
if (trace.a > 0.0h) return trace;

if (trace.z < 0.001h) d rd;
// B

half4 output = ResolveSSR(data, LitColorTexture, sampler LinearClamp);
return output;
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