XGL_TMAP_T0_INDEX (3) XGL Graphics Library

NAME XGL_TMAP_T0_INDEX,

XGL_TMAP_T1_INDEX − define the indices into the vertex data array

SYNOPSIS #include <xgl/xgl.h>

Xgl_tmap tmap;

xgl_object_set(tmap, XGL_TMAP_T0_INDEX, Xgl_usgn32, 0);

xgl_object_set(tmap, XGL_TMAP_T1_INDEX, Xgl_usgn32, 1);

xgl_object_get(tmap, XGL_TMAP_T0_INDEX, Xgl_usgn32 ∗);

xgl_object_get(tmap, XGL_TMAP_T1_INDEX, Xgl_usgn32 ∗);

DESCRIPTION If XGL_TMAP_COORD_SOURCE (3) is set to XGL_TEXTURE_COORD_DATA , these attributes are pointers to the list of data values to use as u, and vtexture coordinates. t0 is equal to the u value, and t1 is equal to the vvalue.

The values of u, and vare specified as real numbers in the vertex array. The coordinate space of the texture map that t0 values correspond to is a space that places 0.0 at the left edge of the texture and 1.0 at the right edge of the texture. For t1, the coordinate space of the texture map that vvalues use is a space that places 0.0 at the bottom edge of the texture and 1.0 at the top edge of the texture.

If u and vvalues are not assigned to polygon vertices in a linear way, that is, if there is no linear transformation that maps u,vcoordinates to the polygon’s vertices, then a textured polygon may look different when rendered on different graphics accelerators. This is because some graphics hardware devices break up more complex polygons into triangles, and if the mapping is non-linear, the triangles won’t all be textured the same from device to device.

The default value for XGL_TMAP_T0_INDEX is 0.

The default value for XGL_TMAP_T1_INDEX is 1.

SEE ALSO xgl_object_set (3) xgl_object_get (3)

XGL_TMAP_COORD_SOURCE (3)

378 modified August 1994