XGL_CTX_STEXT_PRECISION (3) XGL Graphics Library

NAME XGL_CTX_STEXT_PRECISION − defines the precision used when rendering stroke text characters

SYNOPSIS #include <xgl/xgl.h>

Xgl_ctx ctx;

xgl_object_set(ctx, XGL_CTX_STEXT_PRECISION, Xgl_stext_precision, 0);

xgl_object_get(ctx, XGL_CTX_STEXT_PRECISION, Xgl_stext_precision ∗);

DESCRIPTION This attribute specifies the minimum precision used when rendering stroke text characters within the Context ctx. When using the XGL stroke text operator xgl_stroke_text (3), an application can ask for a given level of precision. This attribute ensures that a precision better than or equal to the precision requested by the application will be used to render stroke text.

Text precision is related to the way a string of text is clipped when falling outside the clipping boundaries. The following values are allowed to define the text precision:

XGL_STEXT_PRECISION_STROKE

Gives the best results, making sure that the stroke text is clipped with pixel precision.

XGL_STEXT_PRECISION_CHAR (not currently supported)

May render text faster, but any character partially outside the clipping boundaries is completely clipped.

XGL_STEXT_PRECISION_STRING (not currently supported)

Means that if any character of a given string is even partially outside the clipping boundaries, the entire string is ignored.

The default value is XGL_STEXT_PRECISION_STROKE.

This attribute is pushed by xgl_context_push (3).

SEE ALSO xgl_object_set (3) xgl_object_get (3) xgl_context_push (3) xgl_stroke_text (3)

NOTES XGL_STEXT_PRECISION_CHAR and XGL_STEXT_PRECISION_STRING text precision clipping modes are not currently supported by XGL.

250 modified August 1994