XGL_TMAP_COORD_SOURCE (3) XGL Graphics Library

NAME XGL_TMAP_COORD_SOURCE − specifies method used to compute texture coordinate values

SYNOPSIS #include <xgl/xgl.h>

Xgl_tmap tmap;

xgl_object_set(tmap, XGL_TMAP_COORD_SOURCE, Xgl_texture_coord_source ∗, 0);

xgl_object_get(tmap, XGL_TMAP_COORD_SOURCE, Xgl_texture_coord_source ∗);

DESCRIPTION This attribute specifies the initial source of the texture coordinate. Depending on a texture map’s parameterization method, this may or may not be the final texture coordinate (this initial source may be processed into the final texture coordinate).

XGL accepts the following values for Xgl_texture_coord_source:

XGL_TEXTURE_COORD_VERTEX

The source texture value is the vertex coordinate value, transformed to World

Coordinates (WC).

XGL_TEXTURE_COORD_NORMAL

The source texture coordinate value is the vertex normal value, transformed to

WC. If a vertex normal is not explicitly defined with the primitive, the calculated vertex normal is used instead.

XGL_TEXTURE_COORD_DATA

The source texture coordinate’s source is a member of the vertex’s floating point data. A separate index indicates the member of the list. If the primitive does not include the floating point data list for each vertex, this texture coordinate value will be set to 0.

The default value is XGL_TEXTURE_COORD_DATA .

SEE ALSO xgl_object_set (3) xgl_object_get (3)

368 modified August 1994