
Subject: Re: SDL20GL TopWindow handling
Posted by mirek on Fri, 01 Nov 2013 06:33:34 GMT
View Forum Message <> Reply to Message

Sgifan wrote on Thu, 31 October 2013 17:31
Also using VBO seems to help a lot for speed.

Well, my understanding of VBO is that the advantage is that complex vertex mesh data can reside
on GPU between frames - which is not exactly our case here. (Or is it?)

Page 1 of 1 ---- Generated from U++ Forum

https://www.ultimatepp.org/forums/index.php?t=usrinfo&id=3
https://www.ultimatepp.org/forums/index.php?t=rview&th=7874&goto=41118#msg_41118
https://www.ultimatepp.org/forums/index.php?t=post&reply_to=41118
https://www.ultimatepp.org/forums/index.php

