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Fragment vs. Pixel

= OpenGL terminology
= Pixel = on-screen RGBA+Z
= Fragment = proto-pixel

e RGBA + Z + Texture Coordinates + ...

* Multiple Fragments per Pixel
= Depth Complexity
» Supersamples
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Graphics Data Organization
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Sort Last
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Distribute by object




Sort Middle

S
Distribute objects or vertices

Merge & Redistribute by screen location




Screen Subdivision
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Sort First

‘a

Distribute objects by screen tile
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