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RWStructuredBuffer<FragmentLink> g_fragment_buffer;
RWTexture2D<uint> g_ray_bundle_header;

vold CreateRayBundlePS(const PS_INPUT input)

{
/! PEEEE
const float3 color = ....;
// Fragment/ N\ T 7Moo AEVHER / VIELEZ
const uint new_index = g_fragment_buffer.IncrementCounter();
InterlockedExchange(g_ray_bundle_header[input.pos.xy], new_index, old_index);
// LWV —F
FragmentLink node;
node.data.depth = (input.is_front_face * 2.0f - 1.0f) * input.pos.z;
node.data.color = color;
node.next_index = old_index;
// LinkedList MEIEIZFHL LN/ — FZHEA
g_fragment_buffer[new_index] = node;

3
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for each Y27 LA {
V=B KETREITAX;
for each A< YT TOEIL {
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The polygon models are courtesy of Robert W. Sumner, Jovan Popovic
(http://people.csail.mit.edu/sumner/research/deftransfer/data.html)
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