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// Clamp UVs to texture size
// PSSubSampleRTCurrRatio is the fraction of the render target in use.
float2 clampedUV = min( unclampedUV, g_PSSubSampleRTCurrRatio.xy );
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DynamicResolution::SetScale

// Now convert to give integer height and width for viewport
m_CurrDynamicRTHeight floor( (float)m_DynamicRTHeight * m_ScaleY / m_MaxScalingY );
m_CurrDynamicRTWidth floor( (float)m DynamicRTWidth * m_ScaleX / m_MaxScalingX );

// Recreate scale values from actual viewport values
m_ScaleY = m_CurrDynamicRTHeight * m_MaxScalingY / (float)m_DynamicRTHeight;
m_ScaleX = m_CurrDynamicRTWidth * m_MaxScalingX / (float)m_DynamicRTWidth;
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MIP LOD
Microsoft* Direct3D* 11 3D -0.5f D3D11_SAMPLER_DESC

MipLODBias
: D3D11_FILTER_MIN_LINEAR_MAG_MIP_POINT
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