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With just a Vertex and Fragment shader,
“varying” means two different things

“varying”: per-vertex, one at a time

“varying”: per-fragment, one at a time
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“varying”: per-vertex, one-at-a-time

“varying in [ ]”: per-vertex, collected into an array

“varying”: per-fragment, one-at-a-time

“varying out”: per-vertex, one-at-a-time,
latched by EmitVertex( )
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Primitive Assembly

With a Vertex, Geometry, and Fragment shader,
“varying” means four different things
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Passing information from a Vertex Shader to a Fragment Shader
can only happen via a Geometry Shader
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varying vec4 gl_Position;
varying vec4 Color;

varying in vec4 gl_PositionIn[3];
varying in vec4 Color[3];

varying vec4 OColor;

varying out vec4 gl_Position;
varying out vec4 OColor;
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Primitive Assembly

gl_Position = gl_PositionIn[0];
OColor = Color[0];
EmitVertex( );
. . .

Already done for you


