XGL Graphics Library xgl_context_get_pixel (3)

NAME xgl_context_get_pixel − gets the color value of a specified pixel

SYNOPSIS #include <xgl/xgl.h>

Xgl_boolean xgl_context_get_pixel (

Xgl_ctx ctx,

Xgl_pt_i2d ∗position,

Xgl_color ∗value );

DESCRIPTION This operator gets the color value of a pixel located at position in the specified buffer of the Raster associated with the Context ctx. The buffer to be read from is specified by the attribute XGL_RAS_SOURCE_BUFFER (3) of the raster attached to the context. The retrieved color is stored in the location pointed to by the parameter value.

When reading from an image buffer, depending on the color type of the Device attached to the Context, as specified by XGL_DEV_COLOR_TYPE (3), the color returned is either an index or a true RGB color (that is, of type XGL_COLOR_INDEX or XGL_COLOR_RGB).

When reading from a Z buffer, if the depth of the Z buffer is less than 32 bits, then the most significant bits are zeroed out in the returned values.

If the pixel position occurs at an obscured location (as may happen in the case of overlapping windows), the value of the hardware pixel cannot be guaranteed and the function returns TRUE. Otherwise it returns FALSE.

RETURN VALUE Returns a boolean that indicates whether the pixel is obscured by an overlapping window.

SEE ALSO XGL_3D_CTX_HLHSR_MODE (3)

XGL_DEV_COLOR_TYPE (3)

XGL_RAS_SOURCE_BUFFER (3)

NOTES When reading from an image buffer, 4-bit and 8-bit Indexed ( XGL_DEV_COLOR_TYPE (3) is

XGL_COLOR_INDEX ) Memory Rasters store their pixel values as application-defined color

values (that is, the index stored in the Memory Raster is in the application-defined color space).

This operation on a Z buffer is supported on a 3D Context only. During this operation,

XGL_3D_CTX_HLHSR_MODE (3) should be set to XGL_HLHSR_Z_BUFFER . The Z buffer is

created when XGL_3D_CTX_HLHSR_MODE (3) is set to XGL_HLHSR_Z_BUFFER for the first time.

modified August 1994 423