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Default Framebuffer

BIRR, BIEOpenGL Contextht, MM I
ChoosePixelFormattIFHE% E T iZzdefault framebufferB 4
ZMX, %L,

OpenGL ContextfllESERAT, BOARELRBERHERSE,
LR AT LUARAgIBindFramebuffer(GL_FRAMEBUFFER ,0)3k
FHMHBERBALTERBR. GERBHR: HRIEILMKE
FAMMTT) o EBgBindFramebufferfBE= N &80, REHN
Fh2default framebuffertiHandle.

BE, RNEH#HIT-LEHPRNELN, BERERIFES (A
default framebuffer) FREBFLLT . (BERBIHMEZEFH—L
EERE M BUEREARR ., BIIAIFXAA. deferred shading.
Shadow MapZEEMutiple Pass Renderinght, FREEZHIT
Offscreen Render (BLE%:) . AT EE LI LEH|R]—
Migrt8framebuffer £, MAREZRLHZEIFRE L, XMEER
1IRAFBO (Framebuffer Object) FikZEIB#r.

GL_FRAMEBUFFER

Framebuffer Object (FBO)

FBORZHOpenG LA B Framebuffer. BANANEZIZMEH
OpenGLiE#Default framebufferm @, IRVBO, VAOE
OpenGlL Object—#£, FBOHGen, Bind, Delete =##1E.
BLA R IR default framebuffer, TBLFLRLIZE RIERFTAKE
MEHX, XEZAXZFERINBSEERR (X—KKGen,
Bind. Deletet@{EER) . XL MXBIETIBRIRenderBuffer.

BH LN ZRenderBufferfe? BRI TIFA. HX
FBOEWRenderbufferfFTLIRRR —IEBE R (mage) . TEIE
ANE R BERERE. HIaGL_ RGBAREIAILLS FBORY
GL_COLOR ATTACHMENTI#8ER{EER B & HX.
GL_DEPTH_COMPONENTHIRIE /AT LS
GL_DEPTH ATTACHMENTHREEAREZEAX. FF. o o -

PR T 5RenderBufferiiE, WALAS—IRSEESE. SUEET
=—MBE R, S5Color RenderBuffertiXAZ2: HAVEREIFET
SIBEMFBO, ERMERERELIEY, FTEREAT—Mpasshy
HIRARAE

Targets

GL DRAW FRAMEBUFFER
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GL_COLOR_ATTACHMENTO
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GL_DEPTH_ATTACHMENT

GL STENCIL ATTACHMENT

GL DEPTH_STENCIL ATTACHMENT
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