opengl _wrap.c

$CG__FALSE = GL_FALSE
[ Constant : int ]

$CG__TRUE = GL_TRUE
[ Constant : int ]

$CG__BYTE = GL_BYTE
[ Constant : int ]

$CG__UNSI GNED _BYTE = GL_UNSI GNED_BYTE
[ Constant : int ]

$CG__SHORT = G_SHORT
[ Constant : int ]

$CG__UNSI GNED_SHORT = GL_UNSI GNED_SHORT
[ Constant : int ]

$C_INT = GL_INT
[ Constant : int ]

$CGL_UNSI GNED_| NT = GL_UNSI GNED _| NT
[ Constant : int ]

$CG__FLOAT = GL_FLOAT
[ Constant : int ]

$G__2_BYTES = G._2_BYTES
[ Constant : int ]

$G__3_BYTES = G._3_BYTES
[ Constant : int ]

$G__4_BYTES = G._4_BYTES
[ Constant : int ]
GL_DOUBLE_EXT = 0x140A,

$CG__LINES = G_LINES
[ Constant : int ]

$G__PA NTS = G_PA NTS
[ Constant : int ]

$CG_LINE_STRIP = GL_LINE_STRI P
[ Constant : int ]

$CG__LINE_LOOP = G__LI NE_LOCP
[ Constant : int ]

$C__TRI ANGLES = G__TRI ANGLES
[ Constant : int ]

$C__TRIANGLE_STRIP = GL_TRI ANGLE_STRI P



[ Constant : int ]

$CG__TRI ANGLE_FAN = GL_TRI ANGLE_FAN
[ Constant : int ]

$G._QUADS = GL_QUADS
[ Constant : int ]

$G._QUAD STRIP = GL_QUAD STRIP
[ Constant : int ]

$G__POLYGON = GL_PCOLYGON
[ Constant : int ]

$CG__EDGE _FLAG = GL_EDGE_FLAG
[ Constant : int ]

$CG__MATRI X_MODE = GL_MATRI X_MODE
[ Constant : int ]

$CG__MODELVI EW = GL_MODELVI EW
[ Constant : int ]

$CG__PRQIECTI ON = GL_PRQIECTI ON
[ Constant : int ]

$C__TEXTURE = GL_TEXTURE
[ Constant : int ]

$G__PA NT_SMOOTH = GL_PA NT_SMOOTH
[ Constant : int ]

$G._PA NT_SI ZE = GL_PQA NT_SI ZE
[ Constant : int ]

$CG__PA NT_SI ZE_ GRANULARI TY = GL_PO NT_SI ZE_ GRANULARI TY
[ Constant : int ]

$CG__PA NT_SI ZE_RANGE = G._PO NT_SI ZE_RANGE
[ Constant : int ]

$CG__LINE_SMOOTH = G__LI NE_SMOOTH
[ Constant : int ]

$CG__LI NE_STI PPLE = G__LI NE_STI PPLE
[ Constant : int ]

$CG__LI NE_STI PPLE_PATTERN = GL_LI NE_STI PPLE_PATTERN
[ Constant : int ]

$CG__LI NE_STI PPLE_REPEAT = G__LI NE_STI PPLE_REPEAT
[ Constant : int ]

$CG__LINE_ WDTH = G__LI NE_W DTH
[ Constant : int ]

$GL_LI NE_W DTH_GRANULARI TY = GL_LI NE_W DTH_GRANULARI TY



[ Constant : int ]

$CG__LI NE_W DTH_RANGE = G__LI NE_W DTH_RANGE
[ Constant : int ]

$G__PA NT = GL_PA NT
[ Constant : int ]

$CG__LINE = GL_LINE
[ Constant : int ]

$C__FILL = GL_FILL
[ Constant : int ]

$CG_CCW = G_CCW
[ Constant : int ]

$C_CW= GL_CW
[ Constant : int ]

$CG__FRONT = GL_FRONT
[ Constant : int ]

$CG_BACK = GL_BACK
[ Constant : int ]

$CG__CULL_FACE = G__CULL_FACE
[ Constant : int ]

$G._CULL_FACE_MODE = GL_CULL_FACE MODE
[ Constant : int ]

$CG._POLYGON_SMOOTH = GL_PCOLYGON_SMOOTH
[ Constant : int ]

$CG__POLYGON_STI PPLE = GL_PCOLYGON_STI PPLE
[ Constant : int ]

$CG__FRONT_FACE = GL_FRONT_FACE
[ Constant : int ]

$G__POLYGON_MODE = GL_POLYGON_MODE
[ Constant : int ]

$G__COWPl LE = GL_COWPI LE
[ Constant : int ]

$G__COVPl LE_AND EXECUTE = GL_COWPI LE_AND EXECUTE
[ Constant : int ]

$CG__LI ST_BASE = G__LI ST_BASE
[ Constant : int ]

$CG__LI ST_I NDEX = G__LI ST_I NDEX
[ Constant : int ]

$GL_LIST_MODE = GL_LI ST_MODE



[ Constant : int ]

$G__NEVER = GL_NEVER
[ Constant : int ]

$CG__LESS = G_LESS
[ Constant : int ]

$C_CGEQUAL = GL_GEQUAL
[ Constant : int ]

$C_LEQUAL = GL_LEQUAL
[ Constant : int ]

$CG__GREATER = GL_GREATER
[ Constant : int ]

$CG__NOTEQUAL = GL_NOTEQUAL
[ Constant : int ]

$CG_EQUAL = GL_EQUAL
[ Constant : int ]

$C_ALWAYS = GL_ALWAYS
[ Constant : int ]

$G__DEPTH TEST = G__DEPTH TEST
[ Constant : int ]

$G__DEPTH BI TS = GL_DEPTH BI TS
[ Constant : int ]

$G__DEPTH CLEAR VALUE = G__DEPTH CLEAR VALUE
[ Constant : int ]

$G__DEPTH FUNC = G_L_DEPTH FUNC
[ Constant : int ]

$CG__DEPTH _RANGE = GL_DEPTH_RANGE
[ Constant : int ]

$G__DEPTH WRI TEMASK = GL_DEPTH WVRI TEMASK
[ Constant : int ]

$G__DEPTH COVPONENT = G._DEPTH COVPONENT
[ Constant : int ]

$C__LI GHTI NG = GL_LI GHTI NG
[ Constant : int ]

$C__LIGHTO = G_LI GHTO
[ Constant : int ]

$C_LIGHT1 = GL_LIGHTL
[ Constant : int ]

$GL_LIGHT2 = GL_LI GHT2



[ Constant : int ]

$C__LIGHT3 = GL_LI GHT3

[ Constant : int ]
$C_LIGHT4 = G_LI GHT4

[ Constant : int ]
$C__LIGHT5 = G _LI GHTS

[ Constant : int ]

$C_LIGHT6 = G_LI GHT6
[ Constant : int ]

$C_LIGHT7 = G_LI GHT7
[ Constant : int ]

$CG__SPOT_EXPONENT = GL_SPOT_EXPONENT
[ Constant : int ]

$G__SPOT_CUTOFF = GL_SPOT_CUTOFF
[ Constant : int ]

$CL_CONSTANT_ATTENUATI ON = GL_CONSTANT_ATTENUATI ON
[ Constant : int ]

$CG__LI NEAR_ATTENUATI ON = GL_LI NEAR_ATTENUATI ON
[ Constant : int ]

$CG__QUADRATI C_ATTENUATI ON = GL_QUADRATI C_ATTENUATI ON
[ Constant : int ]

$CG__AMBI ENT = GL_AMBI ENT
[ Constant : int ]

$G__DI FFUSE = G._DI FFUSE
[ Constant : int ]

$CG__SPECULAR = G._SPECULAR
[ Constant : int ]

$CG__SHI NI NESS = G__SHI NI NESS
[ Constant : int ]

$CG__EM SSI ON = GL_EM SSI ON
[ Constant : int ]

$CG__PCSI TION = GL_POSI TI ON
[ Constant : int ]

$CG__SPOT_DI RECTI ON = G._SPOT_DI RECTI ON
[ Constant : int ]

$CG__AMBI ENT_AND DI FFUSE = GL_AMBI ENT_AND DI FFUSE
[ Constant : int ]

$GL_COLOR | NDEXES = GL_COLOR_| NDEXES



[ Constant : int ]

$CG__LI GHT_MODEL_TWD SIDE = G__LI GHT_MODEL_TWD SI DE
[ Constant : int ]

$CG__LI GHT_MODEL_LOCAL_VI EWER = G__LI GHT_MCODEL_LOCAL_VI EVER
[ Constant : int ]

$CG__LI GHT_MODEL_AMBI ENT = GL_LI GHT_MODEL_ANMBI ENT
[ Constant : int ]

$CG__FRONT_AND BACK = GL_FRONT_AND_ BACK
[ Constant : int ]

$G__SHADE MODEL = GL_SHADE MODEL
[ Constant : int ]

$C_FLAT = GL_FLAT
[ Constant : int ]

$G._SMOOTH = GL_SMOOTH
[ Constant : int ]

$CG__COLOR_MATERI AL = GL_COLOR _MATERI AL
[ Constant : int ]

$G__COLOR_MATERI AL_FACE = GL_COLOR_MATERI AL_FACE
[ Constant : int ]

$CG__COLOR_NATERI AL_PARAMETER = GL_COLOR _NMATERI AL_PARAVETER
[ Constant : int ]

$CGL_NORMALI ZE = GL_NORMALI ZE
[ Constant : int ]

$CG__CLI P_PLANEO = GL_CLI P_PLANEO
[ Constant : int ]

$CG__CLI P_PLANE1 = G__CLI P_PLANE1
[ Constant : int ]

$CG__CLI P_PLANE2 = G__CLI P_PLANE2
[ Constant : int ]

$CG__CLI P_PLANE3 = G__CLI P_PLANE3
[ Constant : int ]

$CG__CLI P_PLANE4 = GL_CLI P_PLANE4
[ Constant : int ]

$CG__CLI P_PLANE5 = GL_CLI P_PLANE5
[ Constant : int ]

$G._ACCUM RED BI TS = GL_ACCUM RED BI TS
[ Constant : int ]

$GL_ACCUM GREEN BI TS = GL_ACCUM GREEN BI TS



[ Constant : int ]

$G__ACCUM BLUE BI TS = GL_ACCUM BLUE_BI TS
[ Constant : int ]

$G__ACCUM ALPHA BI TS = GL_ACCUM ALPHA BI TS
[ Constant : int ]

$G__ACCUM CLEAR VALUE = G._ACCUM CLEAR VALUE
[ Constant : int ]

$G._ACCUM = GL_ACCUM
[ Constant : int ]

$G__ADD = GL_ADD
[ Constant : int ]

$G__LOAD = GL_LOAD
[ Constant : int ]

$CGL_MIT = GL_MULT
[ Constant : int ]

$CG__RETURN = GL_RETURN
[ Constant : int ]

$CG__ALPHA TEST = G__ALPHA TEST
[ Constant : int ]

$CG__ALPHA TEST_REF = GL_ALPHA TEST_REF
[ Constant : int ]

$CG__ALPHA TEST_FUNC = GL_ALPHA TEST_FUNC
[ Constant : int ]

$G__BLEND = GL_BLEND
[ Constant : int ]

$G__BLEND SRC = GL_BLEND SRC
[ Constant : int ]

$G__BLEND DST = G._BLEND DST
[ Constant : int ]

$G__ZERO = GL_ZERO
[ Constant : int ]

$CG_ONE = GL_ONE
[ Constant : int ]

$G._SRC COLOR = G_SRC COLOR
[ Constant : int ]

$CGL_ONE_M NUS_SRC COLOR = GL_ONE_M NUS_SRC COLOR
[ Constant : int ]

$GL_DST_COLOR = GL_DST_COLCR



[ Constant : int ]

$G._ONE_M NUS_DST_COLOR = GL_ONE_M NUS_DST_COLOR
[ Constant : int ]

$G__SRC ALPHA = GL_SRC ALPHA
[ Constant : int ]

$G._ONE_M NUS_SRC ALPHA = GL_ONE_M NUS_SRC ALPHA
[ Constant : int ]

$CG__DST_ALPHA = G__DST_ALPHA
[ Constant : int ]

$CG._ONE_M NUS_DST_ALPHA = GL_ONE_M NUS_DST_ALPHA
[ Constant : int ]

$CG__SRC ALPHA SATURATE = G__SRC ALPHA SATURATE
[ Constant : int ]

$CG__FEEDBACK = G._FEEDBACK
[ Constant : int ]

$CG__RENDER = GL_RENDER
[ Constant : int ]

$CG__SELECT = GL_SELECT
[ Constant : int ]

$G__2D = G_2D
[ Constant : int ]

$G__3D = G_3D
[ Constant : int ]

$G__3D COLOR = G_3D COLOR
[ Constant : int ]

$CG__3D COLOR TEXTURE = G._3D COLOR_TEXTURE
[ Constant : int ]

$CG__4D COLOR TEXTURE = G._4D COLOR_TEXTURE
[ Constant : int ]

$G__PO NT_TOKEN = G__PO NT_TCOKEN
[ Constant : int ]

$C__LINE_TOKEN = G__LI NE_TCKEN
[ Constant : int ]

$CG__LI NE_RESET_TOKEN = G__LI NE_RESET_TOKEN
[ Constant : int ]

$CG__POLYGON_TOKEN = GL_POLYGON_TOKEN
[ Constant : int ]

$GL_BI TMAP_TOKEN = GL_BI TMAP_TOKEN



[ Constant : int ]

$CG__DRAW PI XEL_TOKEN = G._DRAW Pl XEL_TOKEN
[ Constant : int ]

$CG__COPY_PI XEL_TOKEN = G._COPY_PI XEL_TOKEN
[ Constant : int ]

$CG__PASS THROUGH TOKEN = GL_PASS THROUGH TOKEN
[ Constant : int ]

$CG_FOG = GL_FOG
[ Constant : int ]

$G._FOG MODE = GL_FOG_MODE
[ Constant : int ]

$CG__FOG DENSI TY = GL_FOG DENSI TY
[ Constant : int ]

$CG_FOG COLOR = GL_FOG COLOR
[ Constant : int ]

$CG__FOG | NDEX = GL_FOG_| NDEX
[ Constant : int ]

$CG._FOG START = G_FOG_START
[ Constant : int ]

$G._FOG END = G._FOG_END
[ Constant : int ]

$CG__LINEAR = GL_LI NEAR
[ Constant : int ]

$C_EXP = GL_EXP
[ Constant : int ]

$CL_EXP2 = GL_EXP2
[ Constant : int ]

$CG_LOG COP = E_LOFC oP
[ Constant : int ]

$CG_LOG C OP_MODE = GL_LOG C_OP_MODE
[ Constant : int ]

$CG._CLEAR = GL_CLEAR
[ Constant : int ]

$CG__SET = G_SET
[ Constant : int ]

$CG_COPY = GL_CorY
[ Constant : int ]

$GL_COPY_| NVERTED = GL_COPY_I NVERTED



[ Constant : int ]

$CG__NOOP = GL_NooP
[ Constant : int ]

$CG__I NVERT = GL_I| NVERT
[ Constant : int ]

$G__AND = GL_AND
[ Constant : int ]

$GL_NAND = GL_NAND
[ Constant : int ]

$A_OR = GL_OR
[ Constant : int ]

$CG_NOR = GL_NOR
[ Constant : int ]

$C_XOR = GL_XOR
[ Constant : int ]

$CGL_EQUIV = GL_EQUI V
[ Constant : int ]

$G__AND REVERSE = GL_AND REVERSE
[ Constant : int ]

$CGL_AND | NVERTED = GL_AND | NVERTED
[ Constant : int ]

$G._OR REVERSE = GL_OR REVERSE
[ Constant : int ]

$CG__OR | NVERTED = GL_OR | NVERTED
[ Constant : int ]

$CG__STENCI L_TEST = GL_STENCI L_TEST
[ Constant : int ]

$CG__STENCI L_WRI TEMASK = GL_STENCI L_WRI TEMASK
[ Constant : int ]

$CG__STENCIL_BITS = GL_STENCIL_BI TS
[ Constant : int ]

$CGL_STENCI L_FUNC = GL_STENCI L_FUNC
[ Constant : int ]

$CG__STENCI L_VALUE_MASK = GL_STENCI L_VALUE_ NASK
[ Constant : int ]

$CG__STENCI L_REF = GL_STENCI L_REF
[ Constant : int ]

$GL_STENCIL_FAIL = GL_STENCI L_FAI L



[ Constant : int ]

$CG__STENCI L_PASS DEPTH_PASS
[ Constant : int ]

GL_STENCI L_PASS_DEPTH_PASS

$CG__STENCI L_PASS DEPTH FAI L
[ Constant : int ]

GL_STENCI L_PASS_DEPTH_FAI L

$CG__STENCI L_CLEAR VALUE = GL_STENCI L_CLEAR VALUE
[ Constant : int ]

$CG__STENCI L_I NDEX = GL_STENCI L_| NDEX
[ Constant : int ]

$CG__KEEP = GL._KEEP
[ Constant : int ]

$CG__REPLACE = G._REPLACE
[ Constant : int ]

$C_INCR = GL_INCR
[ Constant : int ]

$CG__DECR = G_DECR
[ Constant : int ]

$CGL_NONE = GL_NONE
[ Constant : int ]

$C__LEFT = GL_LEFT
[ Constant : int ]

$CG_RIGHT = GL_RI GHT
[ Constant : int ]
GL_FRONT = 0x0404, G._BACK = 0x0405, GL_FRONT_AND BACK = 0x0408,

$CG__FRONT_LEFT = G__FRONT_LEFT
[ Constant : int ]

$CG__FRONT_RI GHT = GL_FRONT_RI GHT
[ Constant : int ]

$CG__BACK _LEFT = G._BACK_LEFT
[ Constant : int ]

$CG__BACK _RI GHT = G__BACK_RI GHT
[ Constant : int ]

$CGL_AUX0 = GL_AUX0
[ Constant : int ]

$CL_AUX1 = G_AUX1
[ Constant : int ]

$CL_AUX2 = GL_AUX2
[ Constant : int ]



$CG_AUX3 = GL_AUX3
[ Constant : int ]

$G__COLOR | NDEX = GL_COLOR_I NDEX
[ Constant : int ]

$G__RED = GL_RED
[ Constant : int ]

$CG__GREEN = GL_GREEN
[ Constant : int ]

$CG__BLUE = G_BLUE
[ Constant : int ]

$CG__ALPHA = GL_ALPHA
[ Constant : int ]

$CG__LUM NANCE = G__LUM NANCE
[ Constant : int ]

$G__LUM NANCE_ALPHA = GL_LUM NANCE_ALPHA
[ Constant : int ]

$CG__ALPHA BITS = GL_ALPHA BI TS
[ Constant : int ]

$G__RED BITS = G._RED BI TS
[ Constant : int ]

$CG__GREEN BI TS = GL_GREEN BI TS
[ Constant : int ]

$CG__BLUE BITS = G__BLUE BI TS
[ Constant : int ]

$CG__INDEX BI TS = GL_I NDEX_BI TS
[ Constant : int ]

$G__SUBPI XEL_BI TS = GL_SUBPI XEL_BI TS
[ Constant : int ]

$CG._AUX BUFFERS = GL_AUX_ BUFFERS
[ Constant : int ]

$G__READ BUFFER = GL_READ BUFFER
[ Constant : int ]

$G__DRAW BUFFER = GL_DRAW BUFFER
[ Constant : int ]

$G__DOUBLEBUFFER = GL_DOUBLEBUFFER
[ Constant : int ]

$CG__STEREO = G._STEREO
[ Constant : int ]



$G__BI TMAP = GL_BI TVAP
[ Constant : int ]

$G_COLOR = GL_COLOR
[ Constant : int ]

$G__DEPTH = GL_DEPTH
[ Constant : int ]

$CG__STENCI L = G_STENCI L
[ Constant : int ]

$G__DI THER = GL_DI THER
[ Constant : int ]

$CG_RGB = GL_RGB
[ Constant : int ]

$CG._RGBA = GL_RGBA
[ Constant : int ]

$CG__MAX_MODELVI EW STACK _DEPTH = GL_MAX_MODELVI EW STACK_DEPTH
[ Constant : int ]

$CG__MAX_PRQIECTI ON_STACK _DEPTH = GL_MAX_PRQJECTI ON_STACK_DEPTH
[ Constant : int ]

$CG_MAX_TEXTURE_STACK _DEPTH = GL_MAX_TEXTURE_STACK DEPTH
[ Constant : int ]

$CG__MAX_ATTRI B_STACK_DEPTH = GL_MAX_ATTRI B_STACK DEPTH
[ Constant : int ]

$CG_MAX_NAME_STACK_DEPTH = GL_MAX_NAME_STACK_DEPTH
[ Constant : int ]

$C_MAX_ LI ST_NESTI NG = GL_MAX_LI ST_NESTI NG
[ Constant : int ]

$CL_MAX_LI GHTS = GL_MAX_LI GHTS
[ Constant : int ]

$CG_MAX _CLI P_PLANES = G._MAX_CLI P_PLANES
[ Constant : int ]

$C_MAX_ VI EWPORT_DI M5 = GL_MAX_VI EWPORT_DI M5
[ Constant : int ]

$CG_MAX_ Pl XEL_MAP_TABLE = GL_MAX Pl XEL_MAP_TABLE
[ Constant : int ]

$CG_MAX_EVAL_ORDER = GL_MAX_EVAL_ORDER
[ Constant : int ]

$C_MAX_TEXTURE_SI ZE = GL_MAX_TEXTURE_SI ZE
[ Constant : int ]



$G__ATTRI B_STACK DEPTH = GL_ATTRI B_STACK _DEPTH
[ Constant : int ]

$G._COLOR _CLEAR VALUE = GL_COLOR CLEAR VALUE
[ Constant : int ]

$G_COLOR_ WRI TEMASK = GL_COLOR VRl TEMASK
[ Constant : int ]

$CG__CURRENT_|I NDEX = GL_CURRENT_| NDEX
[ Constant : int ]

$CG._CURRENT_COLOR = GL_CURRENT_COLOR
[ Constant : int ]

$CG__CURRENT_NORMAL = GL_CURRENT_NORVAL
[ Constant : int ]

$CG__CURRENT_RASTER_COLOR = GL_CURRENT_RASTER COLOR
[ Constant : int ]

$CG__CURRENT_RASTER DI STANCE = GL_CURRENT_RASTER DI STANCE
[ Constant : int ]

$CG__CURRENT_RASTER | NDEX = GL_CURRENT_RASTER | NDEX
[ Constant : int ]

$CG__CURRENT_RASTER_POSI TI ON = GL_CURRENT_RASTER PCSI TI ON
[ Constant : int ]

$CG__CURRENT_RASTER_TEXTURE_COORDS
[ Constant : int ]

GL_CURRENT_RASTER TEXTURE_COORDS
$CG__CURRENT_RASTER_POSI TI ON_VALI D = GL_CURRENT_RASTER PGCSI TI ON_VALI D
[ Constant : int ]

$CG._CURRENT_TEXTURE_COORDS = GL_CURRENT_TEXTURE_COORDS
[ Constant : int ]

$CG__|I NDEX_CLEAR VALUE = G__I NDEX_CLEAR VALUE
[ Constant : int ]

$CG__| NDEX_MODE = G__| NDEX_MODE
[ Constant : int ]

$CG__|I NDEX_WRI TEMASK = GL_| NDEX_W\RI TEMASK
[ Constant : int ]

$CG__MODELVI EW MATRI X = GL_MODELVI EW MATRI X
[ Constant : int ]

$CG__MODELVI EW STACK_DEPTH = GL_MODELVI EW STACK_DEPTH
[ Constant : int ]

$CG__NAME_STACK _DEPTH = G._NAME_STACK_DEPTH
[ Constant : int ]



$G__PRQIECTI ON_MATRI X = GL_PRQIECTI ON_MATRI X
[ Constant : int ]

$G__PRQIECTI ON_STACK_DEPTH = GL_PRQJECTI ON_STACK_DEPTH
[ Constant : int ]

$G__RENDER_MODE = GL_RENDER MODE
[ Constant : int ]

$CG__RGBA MODE = GL_RGBA MODE
[ Constant : int ]

$C_TEXTURE_MATRI X = GL_TEXTURE_MATRI X
[ Constant : int ]

$CG__TEXTURE_STACK DEPTH = GL_TEXTURE_STACK DEPTH
[ Constant : int ]

$CG__VI EWPORT = G__VI EMPORT
[ Constant : int ]

$CGL_AUTO NORVAL = GL_AUTO_NORMAL
[ Constant : int ]

$CG_MAP1_COLOR 4 = GL_MAP1_COLOR 4
[ Constant : int ]

$G__MAP1_GRI D DOVAIN = GL_NMAP1_GRI D_DOVAI N
[ Constant : int ]

$CG__MAP1_GRI D SEGMVENTS = GL_MAP1_GRI D_SEGVENTS
[ Constant : int ]

$CGL_MAP1_| NDEX = GL_MAP1_I| NDEX
[ Constant : int ]

$CG__MAP1_NORMAL = GL_MAP1_NORMAL
[ Constant : int ]

$G._MAP1_TEXTURE _COORD 1 = GL_MAP1_TEXTURE_COORD 1
[ Constant : int ]

$G._MAP1_TEXTURE _COORD 2 = GL_MAP1_TEXTURE_COORD 2
[ Constant : int ]

$CG._MAP1_TEXTURE _COORD 3 = GL_MAP1_TEXTURE_COORD 3
[ Constant : int ]

$CG._MAP1_TEXTURE _COORD 4 = GL_MAP1_TEXTURE_COORD 4
[ Constant : int ]

$CG__MAP1_VERTEX 3 = GL_MAP1_VERTEX 3
[ Constant : int ]

$CG__MAP1_VERTEX 4 = GL_MAP1_VERTEX 4
[ Constant : int ]



$CG_MAP2_COLOR 4 = GL_MAP2_COLOR 4
[ Constant : int ]

$G__MAP2_GRI D DOVAIN = GL_NMAP2_GRI D_DOVAI N
[ Constant : int ]

$CG__MAP2_GRI D_SEGMVENTS = GL_MAP2_GRI D_SEGVENTS
[ Constant : int ]

$CG__MAP2_| NDEX = GL_MAP2_I| NDEX
[ Constant : int ]

$CGL_MAP2_NORMVAL = GL_MAP2_NORMAL
[ Constant : int ]

$CG._MAP2_TEXTURE_COORD 1 = GL_MAP2_TEXTURE_COORD 1
[ Constant : int ]

$CG__MAP2_TEXTURE_COORD 2 = GL_MAP2_TEXTURE_COORD 2
[ Constant : int ]

$CG__MAP2_TEXTURE_COORD 3 = GL_MAP2_TEXTURE_COORD 3
[ Constant : int ]

$CG__MAP2_TEXTURE_COORD 4 = GL_MAP2_TEXTURE_COORD 4
[ Constant : int ]

$CG__MAP2_VERTEX 3 = GL_MAP2_VERTEX 3
[ Constant : int ]

$CG__MAP2_VERTEX 4 = GL_MAP2_VERTEX 4
[ Constant : int ]

$CG._COEFF = GL_COEFF
[ Constant : int ]

$G__DOVAI N = GL_DQOVAI N
[ Constant : int ]

$CG._ORDER = GL_ORDER
[ Constant : int ]

$CG._FOG HI NT = GL_FOG H NT
[ Constant : int ]

$CG__LI NE_SMOOTH HI NT = G__LI NE_SMOOTH_HI NT
[ Constant : int ]

$CG._PERSPECTI VE_CORRECTI ON_HI NT = GL_PERSPECTI VE_CORRECTI ON_HI NT
[ Constant : int ]

$CG__PA NT_SMOOTH HI NT = G_._PQO NT_SMOOTH_HI NT
[ Constant : int ]

$CG__POLYGON_SMOOTH _HI NT = GL_POLYGON_SMOOTH_HI NT
[ Constant : int ]



$CG__DONT_CARE = G__DONT_CARE
[ Constant : int ]

$CG__FASTEST = G._FASTEST
[ Constant : int ]

$CG__NI CEST = GL_N CEST
[ Constant : int ]

$CG_SCl SSOR_TEST = GL_SCl SSOR_TEST
[ Constant : int ]

$CG_SCl SSOR_BOX = G_SCl SSOR_BOX
[ Constant : int ]

$CG_MAP_COLOR = GL_MAP_COLOR
[ Constant : int ]

$CGL_MAP_STENCI L = GL_MAP_STENCI L
[ Constant : int ]

$CG__I NDEX_SHI FT = GL_I NDEX_SHI FT
[ Constant : int ]

$CG__| NDEX_OFFSET = GL_| NDEX_OFFSET
[ Constant : int ]

$CG__RED SCALE = G__RED SCALE
[ Constant : int ]

$G__RED BI AS = G._RED BI AS
[ Constant : int ]

$CG__GREEN _SCALE = GL_GREEN_SCALE
[ Constant : int ]

$CG__GREEN BI AS = GL_GREEN BI AS
[ Constant : int ]

$CG__BLUE_SCALE = G__BLUE_SCALE
[ Constant : int ]

$G__BLUE BIAS = G__BLUE_BI AS
[ Constant : int ]

$CG__ALPHA SCALE = GL_ALPHA SCALE
[ Constant : int ]

$CG__ALPHA BI AS = GL_ALPHA BI AS
[ Constant : int ]

$G__DEPTH _SCALE = GL_DEPTH_SCALE
[ Constant : int ]

$G__DEPTH BI AS = GL_DEPTH BI AS
[ Constant : int ]



$CG__PI XEL_MAP_S TO S SI ZE
[ Constant : int ]

GL_PI XEL_MAP_S TO S SI ZE
$C__PIXEL_NMAP_| _TO I _SIZE = GL_PI XEL_MAP_| _TO | _SI ZE
[ Constant : int ]

$C__PIXEL_MAP_| _TO R SIZE = GL_PI XEL_MAP_| _TO R SI ZE
[ Constant : int ]

$CG__PI XEL_MAP_| _TO G SI ZE
[ Constant : int ]

GL_PI XEL_MAP_| _TO G SI ZE

$CG__PI XEL_NMAP_| _TO B_SI ZE
[ Constant : int ]

GL_PI XEL_MAP_| _TO B_SI ZE

$CG__PI XEL_NMAP_| _TO A SI ZE
[ Constant : int ]

GL_PI XEL_MAP_| _TO A SI ZE
$CG__PI XEL_VMAP_R TO R SIZE = GL_PI XEL_MAP_R TO R SI ZE
[ Constant : int ]

$CG__PI XEL_MAP_G TO G SIZE = GL_PI XEL_MAP_G TO G Sl ZE
[ Constant : int ]

$CG__PI XEL_VMAP_B TO B_SI ZE
[ Constant : int ]

GL_PI XEL_MAP_B_TO B_SI ZE

$CG__PI XEL_NMAP_A TO A SI ZE
[ Constant : int ]

GL_PI XEL_MAP_A TO A SI ZE

$GL_PIXEL_MAP_S TO S = GL_PIXEL_MAP_S TO S

[ Constant : int ]
$C__PIXEL_NMAP_| _TO | = G_PIXEL_MAP_I _TO |
[ Constant : int ]

$C_PIXEL_VAP_| _TOR = G._PIXEL_MAP_I _TO R
[ Constant : int ]

$C_PI XEL_MAP_| _TO G = G_PI XEL_MAP_I _TO G
[ Constant : int ]

$C__PI XEL_NMAP_| _TO B = G._PI XEL_MAP_I _TO B
[ Constant : int ]

$C__PIXEL_NVAP_| _TO A = G_PIXEL_NMAP_| _TO A
[ Constant : int ]

$CG__PI XEL_VAP_R TOR = G__PI XEL_MAP_R TO R
[ Constant : int ]

$C__PI XEL_NMAP_G TO G = G._PI XEL_MAP_G TO G
[ Constant : int ]

$CG__PI XEL_VAP_B TO B = G._PI XEL_MAP_B _TO B
[ Constant : int ]



$CG__PI XEL_VAP_A TO A = G._PI XEL_NMAP_A TO A
[ Constant : int ]

$CG__PACK_ALI GNVENT = GL_PACK_ALI GNVENT
[ Constant : int ]

$G._PACK LSB FI RST = GL_PACK_LSB FI RST
[ Constant : int ]

$CG__PACK_ROW LENGTH = GL_PACK_ROW LENGTH
[ Constant : int ]

$CG__PACK_SKI P_PI XELS = G._PACK_SKI P_PI XELS
[ Constant : int ]

$CG__PACK_SKI P_RONS = GL_PACK_SKI P_ROWS
[ Constant : int ]

$CG__PACK_SWAP_BYTES = G._PACK_SWAP_BYTES
[ Constant : int ]

$CL_UNPACK_ALI GNVENT = GL_UNPACK_ALI GNVENT
[ Constant : int ]

$CG_UNPACK_LSB FI RST = GL_UNPACK _LSB_FI RST
[ Constant : int ]

$CG_UNPACK_ROW LENGTH = GL_UNPACK_ROW LENGTH
[ Constant : int ]

$CG_UNPACK_SKI P_PI XELS = GL_UNPACK_SKI P_PI XELS
[ Constant : int ]

$CG_UNPACK_SKI P_RONS = GL_UNPACK_SKI P_RON6
[ Constant : int ]

$CG_UNPACK_SWAP_BYTES = G__UNPACK_SWAP_BYTES
[ Constant : int ]

$CG_ZOOM X = GL_ZOOM X
[ Constant : int ]

$CG_ZOOM Y = GL_ZOOM Y
[ Constant : int ]

$C_TEXTURE_ENV = GL_TEXTURE_ENV
[ Constant : int ]

$C__TEXTURE_ENV_MODE = GL_TEXTURE_ENV_MODE
[ Constant : int ]

$CG__TEXTURE_1D = G__TEXTURE_1D
[ Constant : int ]

$C__TEXTURE_2D = G__TEXTURE_2D
[ Constant : int ]



$C_TEXTURE_WRAP_S = GL_TEXTURE_WRAP_S
[ Constant : int ]

$C_TEXTURE_WRAP_T = GL_TEXTURE_WRAP_T
[ Constant : int ]

$C__TEXTURE_MAG FI LTER = GL_TEXTURE_MAG FI LTER
[ Constant : int ]

$C_TEXTURE_M N_FI LTER = GL_TEXTURE_M N_FI LTER
[ Constant : int ]

$C_TEXTURE_ENV_COLOR = G__TEXTURE_ENV_COLOR
[ Constant : int ]

$C_TEXTURE_GEN S = GL_TEXTURE_GEN_S
[ Constant : int ]

$C_TEXTURE_GEN. T = GL_TEXTURE_GEN T
[ Constant : int ]

$C__TEXTURE_GEN_MODE = GL_TEXTURE_GEN_MODE
[ Constant : int ]

$CG__TEXTURE_BORDER_COLOR = GL_TEXTURE_BORDER COLOR
[ Constant : int ]

$C__TEXTURE_W DTH = GL_TEXTURE_W DTH
[ Constant : int ]

$CG__TEXTURE_HEI GHT = GL_TEXTURE_HEI GHT
[ Constant : int ]

$CG__TEXTURE_BORDER = GL_TEXTURE_BORDER
[ Constant : int ]

$CG__TEXTURE_COVPONENTS = GL_TEXTURE_COVPONENTS
[ Constant : int ]

$CG__NEAREST_M PMAP_NEAREST = GL_NEAREST_M PNVAP_NEAREST
[ Constant : int ]

$CG__NEAREST_M PNMAP_LI NEAR
[ Constant : int ]

GL_NEAREST_M PMAP_LI NEAR

$CG__LI NEAR_M PNVAP_NEAREST
[ Constant : int ]

GL_LI NEAR_M PVAP_NEAREST
$CG__LI NEAR_M PMAP_LI NEAR = GL_LI NEAR_M PNAP_LI NEAR
[ Constant : int ]

$CG__OBJECT_LI NEAR = GL_OBJECT_LI NEAR
[ Constant : int ]

$CG__OBJECT_PLANE = GL_OBJECT_PLANE
[ Constant : int ]



$GL_EYE_LI NEAR = GL_EYE_LI NEAR

[ Constant : int ]
$CG__EYE PLANE = G__EYE_PLANE

[ Constant : int ]
$G__SPHERE_MAP = G__SPHERE_ NAP

[ Constant : int ]
$G__DECAL = GL_DECAL

[ Constant : int ]
$G__MODULATE = GL_MODULATE

[ Constant : int ]
$CG__NEAREST = GL_NEAREST

[ Constant : int ]
$CG__REPEAT = GL_REPEAT

[ Constant : int ]
$G__CLAWP = G_CLAWP

[ Constant : int ]
$G_S = G_S

[ Constant : int ]
$CAL_T = G_T

[ Constant int ]
$G_R = GL_R

[ Constant int ]
$CA_Q = GE_Q

[ Constant int ]

$C_TEXTURE_GEN R = GL_TEXTURE_GEN_ R
[ Constant : int ]

$CL_TEXTURE_GEN _Q = GL_TEXTURE_GEN_Q
[ Constant : int ]

$CG__VENDOR = GL_VENDOR
[ Constant : int ]

$CG__RENDERER = G._RENDERER
[ Constant : int ]

$G__VERS|I ON = G._VERSI ON
[ Constant : int ]

$CGL_EXTENSI ONS = GL_EXTENSI ONS
[ Constant : int ]

$CG__I NVALI D_VALUE = GL_I NVALI D_VALUE
[ Constant : int ]



$CG__I NVALI D_ENUM = GL_I NVALI D_ENUM
[ Constant : int ]

$CG__I NVALI D_OPERATI ON = GL_I NVALI D_OPERATI ON
[ Constant : int ]

$CG__STACK_OVERFLOW = GL_STACK_OVERFLOW
[ Constant : int ]

$CG__STACK_UNDERFLOW = GL_STACK_UNDERFLOW
[ Constant : int ]

$CG_OUT_OF_MEMORY = GL_QUT_OF_MEMORY
[ Constant : int ]

$CG__VERTEX_ARRAY_EXT = G__VERTEX_ARRAY_EXT
[ Constant : int ]

$CL_NORMAL_ARRAY_EXT = GL_NORMAL_ARRAY_EXT
[ Constant : int ]

$CL_COLOR_ARRAY_EXT = G_COLOR ARRAY_EXT
[ Constant : int ]

$CG__| NDEX_ARRAY_EXT = G__I| NDEX_ARRAY_EXT
[ Constant : int ]

$CG__TEXTURE_COORD _ARRAY_EXT = G._TEXTURE_COORD ARRAY_EXT
[ Constant : int ]

$CG__EDGE _FLAG ARRAY_EXT = GL_EDGE FLAG ARRAY_EXT
[ Constant : int ]

$CG__VERTEX_ARRAY_SI ZE_EXT = GL_VERTEX_ARRAY_SI ZE EXT
[ Constant : int ]

$CG__VERTEX_ARRAY_TYPE_EXT = GL_VERTEX_ARRAY_TYPE_EXT
[ Constant : int ]

$CG__VERTEX_ARRAY_STRI DE_EXT = G._VERTEX_ARRAY_STRI DE_EXT
[ Constant : int ]

$CG__VERTEX_ARRAY_COUNT_EXT = GL_VERTEX_ARRAY_COUNT_EXT
[ Constant : int ]

$CGL_NORMAL_ARRAY_TYPE_EXT = GL_NORMAL_ARRAY_TYPE_EXT
[ Constant : int ]

$CGL_NORMAL_ARRAY_STRI DE_EXT = GL_NORMAL_ARRAY_STRI DE_EXT
[ Constant : int ]

$CGL_NORMAL_ARRAY_COUNT_EXT = GL_NORVAL_ARRAY_COUNT_EXT
[ Constant : int ]

$CG_COLOR_ARRAY_SI ZE_EXT = GL_COLOR_ARRAY_SI ZE_EXT
[ Constant : int ]



$CG_COLOR_ARRAY_TYPE_EXT = GL_COLOR_ARRAY_TYPE_EXT
[ Constant : int ]

$CG__COLOR_ARRAY_STRI DE_EXT = GL_COLOR _ARRAY_STRI DE_EXT
[ Constant : int ]

$CG_COLOR_ARRAY_COUNT_EXT = GL_COLOR_ARRAY_COUNT_EXT
[ Constant : int ]

$CG__| NDEX_ARRAY_TYPE_EXT = GL_| NDEX_ARRAY_TYPE_EXT
[ Constant : int ]

$CG__| NDEX_ARRAY_STRI DE_EXT = GL_| NDEX_ARRAY_STRI DE_EXT
[ Constant : int ]

$CG__| NDEX_ARRAY_COUNT_EXT = GL_| NDEX_ARRAY_COUNT_EXT
[ Constant : int ]

$CG__TEXTURE_COORD_ARRAY_SI| ZE_EXT = GL_TEXTURE_COORD_ARRAY_SI ZE_EXT
[ Constant : int ]

$CG__TEXTURE_COORD ARRAY_TYPE_EXT = GL_TEXTURE_COORD_ARRAY_TYPE_EXT
[ Constant : int ]

$CG__TEXTURE_COORD_ARRAY_STRI DE_EXT = GL_TEXTURE_COCRD _ARRAY_STRI DE_EXT
[ Constant : int ]

$C__TEXTURE_COORD ARRAY_COUNT_EXT = GL_TEXTURE_COORD_ARRAY_COUNT_EXT
[ Constant : int ]

$CG__EDGE_FLAG ARRAY_STRI DE_EXT = GL_EDGE FLAG ARRAY_STRI DE_EXT
[ Constant : int ]

$C__EDGE_FLAG ARRAY_COUNT_EXT = G._EDGE_FLAG ARRAY_COUNT_EXT
[ Constant : int ]

$CG__VERTEX_ARRAY_PO NTER_EXT = G._VERTEX_ARRAY_PO NTER_EXT
[ Constant : int ]

$CGL_NORMAL_ARRAY_PO NTER_EXT
[ Constant : int ]

GL_NORMAL_ARRAY_PO NTER_EXT

$CG__COLOR_ARRAY_PO NTER_EXT
[ Constant : int ]

GL_COLOR_ARRAY_PO NTER_EXT

$CG__| NDEX_ARRAY_PO NTER_EXT
[ Constant : int ]

GL_1 NDEX_ARRAY_PO NTER_EXT
$CG__TEXTURE_COORD_ARRAY_PO NTER _EXT = GL_TEXTURE_COORD ARRAY_PO NTER_EXT
[ Constant : int ]

$CG__EDGE _FLAG ARRAY_PO NTER_EXT = GL_EDGE FLAG ARRAY_PO NTER_EXT
[ Constant : int ]

$G._NO ERROR = (G__FALSE)
[ Constant : int ]



$CG._CURRENT_BIT = GL_CURRENT_BI T
[ Constant : int ]

$G_PAONT_BIT = G._PONT_BIT
[ Constant : int ]

$G_LINEBIT = G_LINEBIT
[ Constant : int ]

$G_POLYGON BIT = GL_POLYGON BI T
[ Constant : int ]

$G__POLYGON_STI PPLE_BIT = GL_POLYGON_STI PPLE_BI' T
[ Constant : int ]

$CG__PI XEL_MODE BIT = GL_PI XEL_MODE BI T
[ Constant : int ]

$C_LIGHTING BIT = GL_LIGHTING BI T
[ Constant : int ]

$G_FOG BIT = G_FOG BI'T
[ Constant : int ]

$G__DEPTH BUFFER BI T = G__DEPTH BUFFER BI T
[ Constant : int ]

$G__ACCUM BUFFER BI T = GL_ACCUM BUFFER BI T
[ Constant : int ]

$CG__STENCI L_BUFFER BI T = GL_STENCI L_BUFFER BI T
[ Constant : int ]

$C_VIEWPORT_BI T = GL_VI EWPORT_BI T
[ Constant : int ]

$CG__TRANSFORM BI T = GL_TRANSFORM BI T
[ Constant : int ]

$CG__ENABLE BIT = G_L_ENABLE BI T
[ Constant : int ]

$G._COLOR BUFFER BI T = GL_COLOR BUFFER BI T
[ Constant : int ]

$G_HINT_BIT = G_C_HNT_BIT
[ Constant : int ]

$G__EVAL_BIT = G_EVAL_BIT
[ Constant : int ]

$CG_LIST BIT = G_LIST BIT
[ Constant : int ]

$CL_TEXTURE_BIT = GL_TEXTURE_BI T
[ Constant : int ]



$CG_SCISSOR BIT = GL_SCISSCR BI T
[ Constant : int ]

$CG__ALL_ATTRIB BITS = G._ALL_ATTRIB_BI TS
[ Constant : int ]

gl d earlndex ¢
[ returns void ]

gl d earCol or red green blue al pha
[ returns void ]

gl d ear mask
[ returns void ]

gl I ndexMask mask
[ returns void ]

gl Col or Mask red green bl ue al pha
[ returns void ]

gl Al phaFunc func ref
[ returns void ]

gl Bl endFunc sfactor dfactor
[ returns void ]

gl Logi cOp opcode
[ returns void ]

gl Cul | Face node
[ returns void ]

gl Front Face node
[ returns void ]

gl Poi nt Si ze size
[ returns void ]

gl LineWdth width
[ returns void ]

gl LineStipple factor pattern
[ returns void ]

gl Pol ygonMbde face node
[ returns void ]

gl Pol ygonsSti ppl e mask
[ returns void ]

gl Get Pol ygonSti ppl e mask
[ returns void ]

gl EdgeFl ag fl ag
[ returns void ]



gl EdgeFl agv fl ag
[ returns

gl Sci ssor x y wi dth height

[ returns

gl d i pPl ane pl ane equation

[ returns

gl Get d i pPl ane pl ane equati on

[ returns

gl DrawBuf f er node
[ returns

gl ReadBuf f er node
[ returns

gl Enabl e cap
[ returns

gl Di sabl e cap
[ returns

gl | sEnabl ed cap
[ returns

gl Get Bool eanv pnane par ans

[ returns

gl Get Doubl ev pnane parans

[ returns

gl Get Fl oatv pnane parans

[ returns

gl Get | nt egerv pnane parans

[ returns

gl PushAttri b mask
[ returns

gl PopAttrib
[ returns

gl Render Mode node
[ returns

gl GetError
[ returns

gl Get String nane
[ returns

gl Fi ni sh
[ returns

voi d

voi d

voi d

voi d

voi d

voi d

voi d

voi d

GLbool ean

voi d

voi d

voi d

voi d

voi d

voi d

Gi nt

G.enum ]

GLubyte * ]

voi d

]

]

]

]

]

]

]

]

]

]

]

]

]

]

]

]

]



gl Fl ush
[ returns void ]

gl H nt target node
[ returns void ]

gl d earDepth depth
[ returns void ]

gl Dept hFunc func
[ returns void ]

gl Dept hMask fl ag
[ returns void ]

gl Dept hRange near_val far_val
[ returns void ]

gl d ear Accum red green bl ue al pha
[ returns void ]

gl Accum op val ue
[ returns void ]

gl Mat ri xMode node
[ returns void ]

glOrtho left right bottomtop near_val far_val
[ returns void ]

gl Frustumleft right bottomtop near_val far_val
[ returns void ]

gl Viewport x y wi dth height
[ returns void ]

gl PushMat ri x
[ returns void ]

gl PopMat ri x
[ returns void ]

gl Loadl dentity
[ returns void ]

gl LoadMatri xd m
[ returns void ]

gl LoadMatri xf m
[ returns void ]

gl MultMatrixd m
[ returns void ]

gl MultMatrixf m
[ returns void ]



gl Rotated angle x y z
[ returns void ]

gl Rotatef angle xy z
[ returns void ]

gl Scaled x y z
[ returns void ]

gl Scalef x y z
[ returns void ]

gl Translated x y z
[ returns void ]

gl Transl atef x y z
[ returns void ]

glIsList |ist
[ returns GLbool ean ]

gl Del etelLists |ist range
[ returns void ]

gl GenLi sts range
[ returns GLuint ]

gl NewLi st |ist node
[ returns void ]

gl EndLi st
[ returns void ]

gl Cal I List Iist
[ returns void ]

glCallLists n type lists
[ returns void ]

gl Li st Base base
[ returns void ]

gl Begi n node
[ returns void ]

gl End
[ returns void ]

gl Vertex2d x y
[ returns void ]

gl Vertex2f x vy
[ returns void ]

gl Vertex2i x vy
[ returns void ]



gl Vertex2s x vy
[ returns void

gl Vertex3d x y z
[ returns void

gl Vertex3f x y z
[ returns void

gl Vertex3i x vy z
[ returns void

gl Vertex3s x y z
[ returns void

gl Vertex4d x y z w
[ returns void

gl Vertex4f xy z w
[ returns void

gl Vertex4i xy z w
[ returns void

gl Vertexd4s x y z w
[ returns void

gl Vertex2dv v
[ returns void

gl Vertex2fv v
[ returns void

gl Vertex2iv v
[ returns void

gl Vertex2sv v
[ returns void

gl Vertex3dv v
[ returns void

gl Vertex3fv v
[ returns void

gl Vertex3iv v
[ returns void

gl Vertex3sv v
[ returns void

gl Vertex4ddv v
[ returns void

gl Vertex4fv v
[ returns void



gl Vertexdiv v
[ returns void

gl Vertex4sv v
[ returns void

gl Normal 3b nx ny nz
[ returns void

gl Normal 3d nx ny nz
[ returns void

gl Normal 3f nx ny nz
[ returns void

gl Normal 3i nx ny nz
[ returns void

gl Normal 3s nx ny nz
[ returns void

gl Nor mal 3bv v
[ returns void

gl Nor mal 3dv v
[ returns void

gl Normal 3fv v
[ returns void

gl Normal 3iv v
[ returns void

gl Nor mal 3sv v
[ returns void

gl I ndexd ¢
[ returns void

gl I ndexf ¢
[ returns void

gl I ndexi ¢
[ returns void

gl I ndexs ¢
[ returns void

gl I ndexdv c
[ returns void

gl I ndexfv ¢
[ returns void

gl I ndexiv ¢
[ returns void



gl I ndexsv ¢
[ returns void ]

gl Col or3b red green bl ue
[ returns void ]

gl Col or3d red green bl ue
[ returns void ]

gl Col or 3f red green bl ue
[ returns void ]

gl Col or3i red green bl ue
[ returns void ]

gl Col or3s red green bl ue
[ returns void ]

gl Col or3ub red green bl ue
[ returns void ]

gl Col or3ui red green bl ue
[ returns void ]

gl Col or3us red green bl ue
[ returns void ]

gl Col or4b red green bl ue al pha
[ returns void ]

gl Col or4d red green bl ue al pha
[ returns void ]

gl Col or4f red green bl ue al pha
[ returns void ]

gl Col or4i red green bl ue al pha
[ returns void ]

gl Col or4s red green bl ue al pha
[ returns void ]

gl Col or4ub red green bl ue al pha
[ returns void ]

gl Col or4ui red green bl ue al pha
[ returns void ]

gl Col or4us red green bl ue al pha
[ returns void ]

gl Col or 3bv v
[ returns void ]

gl Col or3dv v
[ returns void ]



gl Col or3fv v
[ returns

gl Color3iv v
[ returns

gl Col or3sv v
[ returns

gl Col or 3ubv v
[ returns

gl Col or3uiv v
[ returns

gl Col or 3usv v
[ returns

gl Col or4bv v
[ returns

gl Col or4dv v
[ returns

gl Col or4fv v
[ returns

gl Colordiv v
[ returns

gl Col or4sv v
[ returns

gl Col or 4ubv v
[ returns

gl Col or4uiv v
[ returns

gl Col or4usv v
[ returns

gl TexCoordld s
[ returns

gl TexCoor d1f s
[ returns

gl TexCoordli s
[ returns

gl TexCoordls s
[ returns

gl TexCoord2d s t
[ returns

voi d

voi d

voi d

voi d

voi d

voi d

voi d

voi d

voi d

voi d

voi d

voi d

voi d

voi d

voi d

voi d

voi d

voi d

voi d



gl TexCoord2f s t
[ returns void

gl TexCoord2i st
[ returns void

gl TexCoord2s s t
[ returns void

gl TexCoord3d s t r
[ returns void

gl TexCoord3f s t r
[ returns void

gl TexCoord3i s t r
[ returns void

gl TexCoord3s s t r
[ returns void

gl TexCoord4d st r g
[ returns void

gl TexCoord4f st r g
[ returns void

gl TexCoord4i st r g
[ returns void

gl TexCoord4s st r g
[ returns void

gl TexCoor dldv v
[ returns void

gl TexCoor dlfv v
[ returns void

gl TexCoordliv v
[ returns void

gl TexCoor dlsv v
[ returns void

gl TexCoor d2dv v
[ returns void

gl TexCoor d2fv v
[ returns void

gl TexCoord2iv v
[ returns void

gl TexCoor d2sv v
[ returns void



gl TexCoor d3dv v
[ returns

gl TexCoord3fv v
[ returns

gl TexCoord3iv v
[ returns

gl TexCoor d3sv v
[ returns

gl TexCoor d4dv v
[ returns

gl TexCoord4fv v
[ returns

gl TexCoord4iv v
[ returns

gl TexCoor d4sv v
[ returns

gl RasterPos2d x y
[ returns

gl Rast er Pos2f x y
[ returns

gl RasterPos2i x y
[ returns

gl Rast er Pos2s x y
[ returns

gl Raster Pos3d x y
[ returns

gl Raster Pos3f x y
[ returns

gl RasterPos3i x y
[ returns

gl Raster Pos3s x y
[ returns

gl RasterPos4d x y
[ returns

gl Raster Pos4f x y
[ returns

gl RasterPos4i x y
[ returns

voi d

voi d

voi d

voi d

voi d

voi d

voi d

voi d

voi d

voi d

voi d

voi d

voi d

voi d

voi d

voi d

zZ W
voi d

zZ W
voi d

zZ W
voi d



gl RasterPosd4s x y z w
[ returns void

gl Rast er Pos2dv v
[ returns void

gl Rast er Pos2fv v
[ returns void

gl Raster Pos2iv v
[ returns void

gl Rast er Pos2sv v
[ returns void

gl Rast er Pos3dv v
[ returns void

gl Rast er Pos3fv v
[ returns void

gl Raster Pos3iv v
[ returns void

gl Rast er Pos3sv v
[ returns void

gl Rast er Pos4dv v
[ returns void

gl Rast er Pos4fv v
[ returns void

gl Raster Pos4iv v
[ returns void

gl Rast er Pos4sv v
[ returns void

gl Rectd x1 y1 x2 y2
[ returns void

gl Rectf x1 yl x2 y2
[ returns void

gl Recti x1 yl x2 y2
[ returns void

gl Rects x1 yl1 x2 y2
[ returns void

gl Rectdv vl v2
[ returns void

gl Rectfv vl v2
[ returns void



gl Rectiv vl v2
[ returns

gl Rectsv v1 v2
[ returns

gl ShadeMbdel node
[ returns

gl Lightf 1ight
[ returns
gl Lighti 1ight
[ returns

gl Lightfv light
[ returns

gl Lightiv light
[ returns

gl GetLightfv |ight

[ returns

gl Get Lightiv |ight

[ returns

void |
void |
void |

pname param

void ]

pname par am

void ]

pname par ans

void ]

pname par ans

void ]

pname par ans
void ]

pname par ans
void ]

gl Li ght Model f pnanme param

[ returns

gl Li ght Model i
[ returns

void ]

pname par am

void ]

gl Li ght Model fv pnane par ans

[ returns

void ]

gl Li ght Model i v pnane par ans

[ returns

void ]

gl Material f face pnane param

[ returns

gl Materiali
[ returns

gl Material fv face
[ returns

gl Materialiv face
[ returns

void ]

face pnanme param

void ]

pname par ans
void ]

pname par ans
void ]

gl Get Material fv face pnane parans

[ returns

void ]

gl GetMaterialiv face pnane parans

[ returns

void ]



gl Col or Vateri al face node
[ returns void ]

gl Pi xel Zoom xf act or yfactor
[ returns void ]

gl Pi xel St oref pnanme param
[ returns void ]

gl Pi xel Storei pnanme param
[ returns void ]

gl Pi xel Transferf pnanme param
[ returns void ]

gl Pi xel Transferi pnanme param
[ returns void ]

gl Pi xel Mapfv map mapsi ze val ues
[ returns void ]

gl Pi xel Mapui v map nmapsi ze val ues
[ returns void ]

gl Pi xel Mapusv nmap napsi ze val ues
[ returns void ]

gl Get Pi xel Mapfv map val ues
[ returns void ]

gl Get Pi xel Mapui v map val ues
[ returns void ]

gl Get Pi xel Mapusv map val ues
[ returns void ]

gl Bitmap width height xorig yorig xnove ynove bitnmap
[ returns void ]

gl ReadPi xel s x y width height format type pixels
[ returns void ]

gl DrawPi xel s wi dth height format type pixels
[ returns void ]

gl CopyPi xel s x y width height type
[ returns void ]

gl Stencil Func func ref nmask
[ returns void ]

gl St enci | Mask nmask
[ returns void ]

gl Stencil Op fail zfail zpass
[ returns void ]



glCearStencil s
[ returns void ]

gl TexGend coord pnanme param
[ returns void ]

gl TexGenf coord pnane param
[ returns void ]

gl TexGeni coord pnane param
[ returns void ]

gl TexGendv coord pnane parans
[ returns void ]

gl TexGenfv coord pnane parans
[ returns void ]

gl TexGeni v coord pnane parans
[ returns void ]

gl Get TexGendv coord pnane par ans
[ returns void ]

gl Get TexGenfv coord pnane parans
[ returns void ]

gl Get TexGeni v coord pnane parans
[ returns void ]

gl TexEnvf target pnanme param
[ returns void ]

gl TexEnvi target pnanme param
[ returns void ]

gl TexEnvfv target pnanme parans
[ returns void ]

gl TexEnvi v target pnanme parans
[ returns void ]

gl Get TexEnvfv target pnane parans
[ returns void ]

gl Get TexEnvi v target pnane parans
[ returns void ]

gl TexParaneterf target pnanme param
[ returns void ]

gl TexParaneteri target pnanme param
[ returns void ]

gl TexParaneterfv target pnane parans
[ returns void ]



gl TexParaneteriv target pname parans
[ returns void ]

gl Get TexPar aneterfv target pnane parans
[ returns void ]

gl Get TexParaneteriv target pnanme parans
[ returns void ]

gl Get TexLevel Paraneterfv target |evel pnanme parans
[ returns void ]

gl Get TexLevel Paraneteriv target |evel pname parans
[ returns void ]

gl Texl magelD target |evel conmponents w dth border format type pixels
[ returns void ]

gl Texl mage2D target |evel conmponents w dth hei ght border format type pixels
[ returns void ]

gl Get Texl mage target |level format type pixels
[ returns void ]

gl Mapld target ul u2 stride order points
[ returns void ]

gl Maplf target ul u2 stride order points
[ returns void ]

gl Map2d target ul u2 ustride uorder vl v2 vstride vorder points
[ returns void ]

gl Map2f target ul u2 ustride uorder vl v2 vstride vorder points
[ returns void ]

gl Get Mapdv target query v
[ returns void ]

gl Get Mapfv target query v
[ returns void ]

gl Get Mapi v target query v
[ returns void ]

gl Eval Coordld u
[ returns void ]

gl Eval Coord1f u
[ returns void ]

gl Eval Coordldv u
[ returns void ]

gl Eval Coord1fv u
[ returns void ]



gl Eval Coord2d u v
[ returns void ]

gl Eval Coord2f u v
[ returns void ]

gl Eval Coord2dv u
[ returns void ]

gl Eval Coord2fv u
[ returns void ]

gl MapGi did un ul u2
[ returns void ]

gl MapGi d1f un ul u2
[ returns void ]

gl MapGi d2d un ul u2 vn vl v2
[ returns void ]

gl MapGi d2f un ul u2 vn vl v2
[ returns void ]

gl Eval Point1 i
[ returns void ]

gl Eval Point2 i |
[ returns void ]

gl Eval Meshl node i1 i2
[ returns void ]

gl Eval Mesh2 node i1 i2 j1 )2
[ returns void ]

gl Fogf pnane param
[ returns void ]

gl Fogi pnane param
[ returns void ]

gl Fogf v pnane parans
[ returns void ]

gl Fogi v pnane parans
[ returns void ]

gl FeedbackBuffer size type buffer
[ returns void ]

gl PassThr ough token
[ returns void ]

gl Sel ect Buf fer size buffer
[ returns void ]



gl I ni t Nanes
[ returns void ]

gl LoadNane nane
[ returns void ]

gl PushNanme nane
[ returns void ]

gl PopNane
[ returns void ]

$G._EXT blend _color =1
[ Constant : int ]

$G._EXT blend_logic_op =1
[ Constant : int ]

$G_EXT _blend_minmax = 1
[ Constant : int ]

$G._EXT bl end_subtract =1
[ Constant : int ]

$G._EXT_pol ygon_offset =1
[ Constant : int ]

$G_EXT vertex_array = 1
[ Constant : int ]

$GE._MESA wi ndow pos = 1
[ Constant : int ]

newfvd a b c d
[ returns GLfloat * ]

setfvd fvabcd
[ returns void ]

free { void * }
[ returns void ]

Const { int }
[ returns int ]

system { char * }
[ returns int ]

1. Array Qperations

array_int size
[ returns int * ]
Creates an integer array of size elenments. Integers are the sane
size as the Cint type.



get _int array_int index
[ returns int ]
Return the integer in array_int[index]

set_int array_int index ival
[ returns int ]
Sets array_int[index] = ival. Returns it's value so you can use
this function in an expression

array_doubl e size
[ returns double * ]
Creates an array of double precision floats.

get _doubl e array_doubl e i ndex
[ returns double ]
Return the double in array_doubl e[ i ndex]

set _doubl e array_doubl e i ndex dval
[ returns double ]
Sets array_doubl e[index] = dval. Returns it's value

array_float size
[ returns float * ]
Creates an array of float precision floats.

get _float array_float index
[ returns float ]
Return the float in array_float[index]

set _float array_float index dval
[ returns float ]
Sets array_float[index] = dval. Returns it's val ue

array_byte nbytes
[ returns byte * ]
Creates a byte array. A byte is defined as an unsi gned char

get _byte array_byte index
[ returns byte ]
Returns array_byte[index]

set _byte array_byte index val
[ returns byte ]
Sets array_byte[index] = val. Returns it's new val ue

array_string size
[ returns char ** ]
Creates a string array. Astring is array is the sane as char **
inC

get _string array_string index
[ returns char * ]
Returns character string in array_string[index]. If that entry is
NULL, returns an enpty string

set _string array_string index string
[ returns char * ]



Sets array_string[index] = string. string nmust be a O-term nated
ASCIl string. If string is "" then this will create a NULL pointer.



