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Figure 8.1. The stages of
a graphics pipeline.



The OpenGL -
rendering pipeline [

»  Clipping

A

Tessellation ! B3
. A Rasterization
| Tessellation |
i 1 Control :
'l Shader |
i 4
Fragment

—— — — —

Shader

: Tessellator I i _l
1 i S

| Fragment |
I Tests |

i_FTamebl_lﬂ’; 1
| Blending and

r -
| Tessellation |
| Evaluation :

|

— Lozc
s e |
| Geometry ! r
: Shader Write
- - Masking

Write to
Framebuffer

Transform
Feedback

http://www.opengl.org/wiki/Rendering_Pipeline _Overview



