XGL_CMAP_DITHER_MASK (3) XGL Graphics Library

NAME XGL_CMAP_DITHER_MASK − defines the dither mask associated with a Color Map object

SYNOPSIS #include <xgl/xgl.h>

Xgl_cmap cmap;

xgl_object_set(cmap, XGL_CMAP_DITHER_MASK, Xgl_usgn32 ∗∗, 0);

xgl_object_get(cmap, XGL_CMAP_DITHER_MASK, Xgl_usgn32 ∗∗);

DESCRIPTION If an application’s Device color type (see XGL_DEV_COLOR_TYPE (3) ) is XGL_COLOR_RGB and the underlying hardware is indexed, XGL will use a color cube (see XGL_CMAP_COLOR_-

CUBE_SIZE (3) ) and dithering to convert the application’s RGB colors to the display’s

indexed colors. This attribute permits the application to specify the dither mask (or dither matrix) that is required for the RGB-to-Index conversion.

The XGL Color Map dither mask size is fixed at 8 × 8. To change the mask to 2 × 2 or

4 × 4, replicate the smaller mask into an 8 × 8 mask, and set this attribute to point to the new 8 × 8 mask.

SEE ALSO xgl_object_set (3) xgl_object_get (3) xgl_object_create (3)

XGL_CMAP_COLOR_CUBE_SIZE (3)

XGL_CMAP_COLOR_CUBE_GSIZE (3)

XGL_CMAP_COLOR_CUBE_BSIZE (3)

XGL_CMAP_DITHER_MASK_N (3)

XGL_DEV_COLOR_TYPE (3)

NOTES The dither mask values should be in the range of 0 to 255.

140 modified August 1994