The OpenGL
Pipeline

(and a selection of commonly
used OpenGL commands)

Image Data
Specification

RGBA Pixels

Y

Texture memory

Geometry
Specification

Per vertex:
Texture Coordinates
Normal (lighting active)

RGBA Color (lighting inactive)

Transformations

Note: inthisillustration,
parts of the pipeline have
been omitted for clarity.
The list of commands

is not exhaustive.

Visit
http://www.opengl.or g/
for more information.

Per vertex: Lighting ..o
RGBA Color
Texture Coordinates

o

Rasterization

Fragments (RGBA+depth)

Depth Test

Y

Alpha Test

Y

Stencil Test

Y

Color Blending

RGB Pixels

Framebuffer

(Window)

( gl GenText ures
gl Bi ndText ure
gl TexPar anet er

4 gl Texl mage2D

gl Dr awPi xel s
gl Bi t map
\

( gl Begi n/ gl End
gl Vert ex
4 gl Nor mal
gl TexCoor d
L gl Col or
( gl Mat ri xMode
gl Loadl dentity
gl Pushiatri x/ gl PopMatri x
gl Transl ate
gl Rotate
< gl Scal e
gl uLookAt
gl uPer spective
gl uOrt ho2D
\ gl Vi ewport

gl Enabl e( GL_LI GHTI NG
gl Li ght

gl Li ght Model

gl Mat eri al

gl TexEnv

gl Rast er Pos

gl Enabl e( GL_TEXTURE_2D)
gl Enabl e( G._DEPTH_TEST)

gl Enabl e( G._ALPHA _TEST)
gl Al phaFunc

gl Enabl e( GL_STENCI L_TEST)

gl St enci | Func
gl Stencil O

gl Enabl e( GL_BLEND)
gl Bl endFunc

gl d ear



