XGL_MIPMAP_TEXTURE_DEPTH (3) XGL Graphics Library

NAME XGL_MIPMAP_TEXTURE_DEPTH − specifies the number of bits required to store one texture element

SYNOPSIS #include <xgl/xgl.h>

Xgl_mipmap_texture mipmap_texture;

xgl_object_get(mipmap_texture, XGL_MIPMAP_TEXTURE_DEPTH, Xgl_usgn32 ∗);

DESCRIPTION This read-only attribute defines the number of bits that are used to specify one texture element. The number of channels per texture element is obtained by dividing the depth by 8.

This attribute is set indirectly when an application sets the attribute XGL_MIPMAP_-

TEXTURE_MEM_RAS_LIST (3) or uses the operator xgl_mipmap_texture_build (3).

Supported depths are 8 and 32.

The default value is 0.

SEE ALSO xgl_object_get (3) xgl_mipmap_texture_build (3)

XGL_MIPMAP_TEXTURE_MEM_RAS_LIST (3)

332 modified August 1994