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texture texO: /9H L& HEse AYsid
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float4 PS(

float4 Diff : COLORO,
float2 Tex @ TEXCOORDO) : COLOR

float4 tpos = float4(Tex.x * 1280, Tex.y*x1024,1.0):
tpos=mul(w,tpos);

Tex.x= (tpos.x / tpos.z)
Tex.y= (tpos.y / tpos.z2):
Tex.x= Tex.x/1280:
Tex.y= Tex.y/1024.

return tex2D(Sampler, Tex);
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