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OpenGL:
Programabilna protocna obrada

——> Vertices " Programmable Unit
—-> Fragments ; -

Dijagram preuzet iz knjige
OpenGL Shading Language book



OpenGL 4.2
Detalji protocne obrade

{ OpenGL 4.2 Pipeline Overview
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Detalji protocne obrade
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Detalji protocne obrade
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OpenGL 4.2
Detalji protocne obrade
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