XGL Graphics Library XGL_TMAP (3)

NAME XGL_TMAP − a Texture Map object

OVERVIEW XGL_TMAP is the type of an object representing an XGL Texture Map object. It is used in texturing of surfaces (polygons, triangle strips, etc.) rendered through a 3D Context.

When a Texture Map object is no longer needed in an application, it can be explicitly destroyed by calling the xgl_object_destroy (3) operator to free the resources associated with it. After creating the Texture Map object, using xgl_object_create (3), an application can inquire about the value of its attributes by using the xgl_object_get (3) operator.

A System State object must have been created with the xgl_open (3) operator before any

Texture Map object can be created.

A brief overview of the attributes follows. For more information, see the man page for each attribute.

XGL_TMAP_COORD_SOURCE (3)

Defines the coordinate source for mapping texture onto a 3D surface.

XGL_TMAP_DESCRIPTOR (3)

Defines a texture descriptor.

XGL_TMAP_DOMAIN (3)

Defines the domain to use in texture mapping.

XGL_TMAP_PARAM_TYPE (3)

Defines different parameterization methods for mapping texture onto a 3D surface.

XGL_TMAP_T0_INDEX (3)

XGL_TMAP_T1_INDEX (3)

These attributes are indices into the vertex data array (specified in the point list), and they indicate which of the data values to use in texture mapping.

XGL_OBJ_APPLICATION_DATA (3)

This attribute allows the application program to store its own data with an object.

XGL_OBJ_SYS_STATE (3)

This read-only attribute returns the System State that was used to create the object.

XGL_OBJ_TYPE (3)

This read-only attribute defines the type of an XGL object.

modified August 1994 367