XGL_MIPMAP_TEXTURE_LEVELS (3) XGL Graphics Library

NAME XGL_MIPMAP_TEXTURE_LEVELS − specifies the number of mipmap levels

SYNOPSIS #include <xgl/xgl.h>

Xgl_mipmap_texture mipmap_texture;

xgl_object_set(mipmap_texture, XGL_MIPMAP_TEXTURE_LEVELS, Xgl_usgn32, 0);

xgl_object_get(mipmap_texture, XGL_MIPMAP_TEXTURE_LEVELS, Xgl_usgn32 ∗);

DESCRIPTION This attribute specifies the number of mipmap levels when an application sets the attribute XGL_MIPMAP_TEXTURE_MEM_RAS_LIST (3). The number of memory rasters in the list should be equal to the number of levels. This attribute is also used by the operator xgl_mipmap_texture_build (3) to generate a MipMap.

Note that once a mipmap is created, changing the number of levels destroys the current mipmap. Thus, after setting this attribute, the application should also set the attribute

XGL_MIPMAP_TEXTURE_MEM_RAS_LIST (3) or the operator xgl_mipmap_texture_build (3).

The default value is 0.

SEE ALSO xgl_object_set (3) xgl_object_get (3) xgl_mipmap_texture_build (3)

XGL_MIPMAP_TEXTURE_MEM_RAS_LIST (3)

334 modified August 1994