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GLAPI void APIENTRY glColordx(GLfixed red,
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2D Textures
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clamp, border_clamp

Texture Borders
Compressed Texture (optional) GetCompressedTeximage
TexSublmage, CopyTeximage
Multitexture (optional) Combine Environment
RGBA / packed formats, L, LA All other image formats
All Filters
in Out
‘Vertex Arrays Begin/End, Edge Flags
Most Geometric Primitives Quads, Quad Strips, Polygons
Matrix Stack Transpose Mult/Load
Viewport, DepthRange TexGen, User Clip Planes
Vertex Lighting Back Matenials
Local Viewer, Secondary Color
ShadeMode!
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Morphing and skinned
meshes are anmalted
 geometry objects

¥ Mesh defines the
* 30 geomelry of 3
3 visible object
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