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glTexImage2D(target, level, internalformat, width, height, border,
format, type, *texels);

E.g.:

— target: GL TEXTURE 2D

— Level : 0 (for no mip maps)

— Internalformat: GL RGB

— Width,height: 2"m+2*b, 256 by 256 with b=0
— Border b: 0

— Format: GL RGB

— Type: GL INT

— texels: HIERISOHEEE
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#+: glParameteri (GL TEXTURE 2D,
GL TEXTURE MAG FILTER, GL NEAREST);
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glTexEnv(GL TEXTURE ENV, pname, param);
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#]+: glTexEnv (GL TEXTURE ENV,

GL TEXTURE ENV_ MODE, GL MODULATE);
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