xgl_transform_invert (3) XGL Graphics Library

NAME xgl_transform_invert − inverts a Transform

SYNOPSIS #include <xgl/xgl.h>

Xgl_trans xgl_transform_invert (

Xgl_trans dest_trans,

Xgl_trans src_trans );

DESCRIPTION

Purpose This operator inverts a Transform’s matrix. The numerical accuracy depends on the

Transform’s data type as given by the attribute XGL_TRANS_DATA_TYPE (3).

Parameters dest_trans

The Destination Transform to which the inverse is stored. It must have been created previously with xgl_object_create (3). dest_trans can be the same as src_trans if the application wants the original matrix to be overwritten by the inverse. If dest_trans differs from src_trans, however, they must have the same dimension as given by XGL_TRANS_DIMENSION (3).

src_trans

The Source Transform whose matrix is inverted. It must have been created previously with xgl_object_create.

Execution A Transform may be singular; in other words, it has no unique inverse. xgl_transform_- invert (3) normally returns dest_trans, but it will return NULL if the Transform is singular.

RETURN VALUE Returns dest_trans or NULLif src_trans has no inverse.

SEE ALSO xgl_object_create (3)

XGL_TRANS_DATA_TYPE (3)

XGL_TRANS_DIMENSION (3)

NOTES Do not mix 2D and 3D Transforms with this call.

532 modified August 1994