Information Coding / Computer Graphics, ISY, LiTH

Transform feedback

Att spara pa tidigare operationer

Du maste inte gbra om
vertextransformationer och
geometrioperationer fran borjan
varje gang!
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OpenGL-pipelinen

»| Vertex processing: ».| Geometry » Clip &cul
Transformations ProcessiNgl primitives

Vertices

Y

Frame buffer
operations: Fragment processing:
Z-buffer & stencil [ Sha%ing &F’:exture a Rasterization
Fragments

test, write pixel

Pixels

v
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Klipp av OpenGL-pipelinen och skicka till buffer

»| Vertex processing: »| Geometry g Skriv |
Transformations processing | primitives buffer

Vertices

Ingen fragment shader

Styr om med speciella anrop
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Transform feedback kan goras pa tre olika stéllen

Vertex
shader

Tesselation Primitive Tesselation Geometry

A

Control generation evaluation shader

v v

Transform feedback
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Specifika OpenGlL-anrop

glBindBufferBase(GL_TRANSFORM_FEEDBACK_BUFFER, O,
vertexBufferObjlD[outbuf]);

glBeginTransformFeedback(GL_POINTS);

RITA HAR

glEndTransformFeedback();
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Tillampningar

» Applicera permanent deformation pa objekt
- Andra permanent uppldsningen

» UttOr operationer som sallan behovs for att
spara berakningar

» Partikelsystem och liknande
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