List of Figur es

Figure 1-1 How X, OpenGL, and Toolkits are Layered 3 Figure 2-1 Display From simplest.c Example Program 16 Figure 4-1 Overlay Plane Used for Transient Information 59 Figure 4-2 X Pixmaps and GLX Pixmaps 77 Figure 6-1 3D Texture 100 Figure 6-2 Extracting a Planar Texture From a 3D Texture Volume 101 Figure 6-3 LOD Extrapolation Curves 109 Figure 6-4 LOD Interpolation Curves 116 Figure 7-1 How Extensions Fit in the Imaging Pipeline 124 Figure 7-2 Convolution Equations 129 Figure 7-3 How the Histogram Extension Collects Information 132 Figure 8-1 Polygon Offset Extension Example 150 Figure 8-2 Sample Processing During Multisampling 157 Figure 10-1 The ogldebug Window After Startup 197 Figure 10-2 Break Selection Panel Menu for Selecting API Calls 201 Figure 10-3 The ogldebug File Menu 202 Figure 10-4 The ogldebug Commands Menu 203 Figure 10-5 The Options Menu and Associated Panels 204 Figure 11-1 Three-Stage Model of the Graphics Pipeline 211 Figure 11-2 Flowchart of the Tuning Process 222 Figure 13-1 Lighted Sphere Created by perf.c 251