xgl_mipmap_texture_build (3) XGL Graphics Library

NAME xgl_mipmap_texture_build − generates a mipmap pyramid

SYNOPSIS #include <xgl/xgl.h> void xgl_mipmap_texture_build (

Xgl_mipmap_texture texture_obj,

Xgl_mem_ras in_mem_ras,

Xgl_texture_boundary u_bound,

Xgl_texture_boundary v_bound );

DESCRIPTION

Purpose This operator creates a mipmap pyramid using the in_mem_ras as the base of the pyramid. The number of levels generated in the mipmap is dependent on the attribute

XGL_MIPMAP_TEXTURE_LEVELS (3).

Parameters texture_obj

The already created texture object.

in_mem_ras

The memory raster that the application wants to turn into a mipmap within the texture object.

u{v}_bound

These input fields are used as hints during the mipmap generation. Using these fields, an application provides information on how texture borders are treated for wrapping or clamping. XGL accepts the following values for Xgl_texture_- boundary:

XGL_TEXTURE_BOUNDARY_CLAMP

Finish texturing using a constant value.

XGL_TEXTURE_BOUNDARY_WRAP

Repeat the texture.

XGL_TEXTURE_BOUNDARY_TRANSPARENT

Finish rendering as though texturing were not being performed.

XGL_TEXTURE_BOUNDARY_MIRROR

Reverse texel sampling creating a mirrored alternating pattern.

XGL_TEXTURE_BOUNDARY_CLAMP_BOUNDARY

Use a color specified by the closest boundary texel.

RETURN VALUE Nothing is returned.

SEE ALSO xgl_object_get (3) xgl_object_set (3)

XGL_MIPMAP_TEXTURE_LEVELS (3)

460 modified February 1995