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Cg (NVidia, 2004) 
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HLSL (Direct3D) 
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Справочная таблица: https://www.khronos.org/files/opengl46-quick-reference-card.pdf 

https://www.khronos.org/files/opengl46-quick-reference-card.pdf
https://www.khronos.org/files/opengl46-quick-reference-card.pdf
https://www.khronos.org/files/opengl46-quick-reference-card.pdf
https://www.khronos.org/files/opengl46-quick-reference-card.pdf
https://www.khronos.org/files/opengl46-quick-reference-card.pdf
https://www.khronos.org/files/opengl46-quick-reference-card.pdf
https://www.khronos.org/files/opengl46-quick-reference-card.pdf
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https://www.khronos.org/files/opengl46-quick-reference-card.pdf
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texture ? texelFetch 
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