Volume Library I nterface
Quick Reference

http://www.3dvolumegraphics.com

This document lists VLI functions and parameters. Constant
declarations are omitted from the function declarations. Full
descriptions of the functions, their parameters and return val-
ues are in the Volume Library Interface User’s Guide.

Based on V1.95 of the vli.h header file.

To include VLI, applications must link using vli.lib and vli.dll.
VLI version numbers are defined as follows:

#define kVLI Maj or Versi on 0; kVLI M nor Version 9

VLI System Init & Config

VLI St at us VLI Open();
voi d VLI d ose(voi d);

VLIConfiguration Class

VLI Confi guration(void);
virtual ~VLI Configuration(void);

i nt Cet Boar dMaj or Ver si on(voi d) const;
i nt Get Boar dM nor Ver si on(voi d) const;
i nt Get Nunber O Boar ds(voi d) const;

i nt Get MaxCut Pl anes(voi d) const;
i
i
i

nt Get VLI Maj or Ver si on(voi d);
nt Get VLI M nor Ver si on(voi d);
nt Get Gradi ent Tabl eLengt h(voi d) const;
VLI ui nt 32 Get Avai | abl eMenor y(
int inlthBoard) const;

voi d Get MaxLockedSi ze(unsi gned int inFornmat,
unsi gned i nt &out Nx, &ut Ny, &ut Nz) ;

voi d Get MaxMappedSi ze(unsi gned int inFormat,
unsi gned i nt &out Nx, &ut Ny, &out Nz) ;

VLI Global Types and Constants

typedef char VLIint 8;
typedef short VLIi nt 16;
typedef |ong VLIi nt 32;

typedef unsigned char VLIuint8;
typedef unsigned short VLI uint16;
typedef unsigned | ong VLI uint32;

typedef fl oat VLI f1 oat 32;
typedef double VLI f | oat 64;
typedef VLI uint 32 VLI Pi xel ;
typedef VLI ui nt 32 VLI RGBAPacked;
typedef int VLI bool ;

#define VLIfalse O
#define VLItrue (!VLIfalse)

VLI St at us VLI Set Epsi | on(doubl e i nEpsilon);
doubl e VLI Get Epsi | on(voi d);
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VLILookupTable Class

struct VLI RGBCol or{

VLI ui nt8 m bl ue, m green, mred};
struct VLI RGBAFI oat {

float mred, mgreen, mblue, mal pha}

enum Si ze {kSi ze4096, kSi ze2048,
kSi ze1024, kSize512, kSize256};

static VLI LookupTabl e*
Create(Size inTabl eSi ze = kSi ze4096) ;
Create(Size inTabl eSi ze,
VLI uint8 inColor[][3], VLI uint16 *inAl phas);
Create(Size inTabl eSi ze,
VLI RGBAPacked *inEntries);
Create(Size inTableSi ze,
VLI RGBAFI oat *inEntries);

VLI St at us
Set Col or Ent ri es(unsi gned int inlndex,
unsi gned int inLength,
VLI uint8 i nRGB[][3]);
Set Col or Entri es(unsigned int inlndex,
unsi gned int inLength,
VLI RGBCol or *inEntries);

VLI St at us
Get Col or Ent ri es(unsi gned int inlndex,
unsi gned int inLength,
VLI uint8 outRGB[][3]) const;
Get Col or Ent ri es(unsi gned int inlndex,
unsi gned int inLength,
VLI RGBCol or *outEntries) const;

VLI St at us
Set Al phaEnt ri es(unsigned int inlndex,
unsi gned int inLength,
VLI ui nt 16 *i nAl pha);
Set Al phaEnt ri es(unsigned int inlndex,
unsi gned int inLength,
float *inAl pha);
VLI St at us
Get Al phaEnt ri es(unsigned int inlndex,
unsi gned int inLength,
VLI uint 16 *out Al pha) const;
Get Al phaEnt ri es(unsigned int inlndex,
unsi gned int inLength,
float *outAl pha ) const;

VLI St at us
Set RGBAENnt ri es(unsigned int inlndex,
unsi gned int inLength,
VLI RGBAPacked *i nRGBA) ;
Set RGBAENnt ri es(unsigned int inlndex,
unsi gned int inLength,
VLI RGBAFI oat *i nRGBA) ;

VLI St at us
Get RGBAENnt ri es(unsi gned int inlndex,
unsi gned int inLength,
VLI RGBAPacked* out RGBA) const;
Get RGBAENt ri es(unsi gned int inlndex,
unsi gned int inLength,
VLI RGBAFI oat * i nRGBA) const;

Si ze Get Size(void) const;

i nt AddRef (voi d);
int Rel ease(void);
voi d *m appDat a;

VLILight Class
const static VLI Vector3D sNegativeZz;

static VLILight* CreateDirectional (
VLI Vector 3D & nDirection = sNegativeZzZ,
doubl e inlntensity = 1.0);

const VLI Vector3D& GetDirection(voi d) const;
doubl e Getlntensity(void) const;

VLI St atus Set Directi on(
VLI Vect or 3D & nDirection);

VLI Status Setlntensity(double inlntensity);

int AddRef (void);
int Rel ease(void);
voi d *m appDat a;

VLICamera Class

VLI Caner a(voi d);
VLI Canera( VLI Matri x & nMatri x);
virtual ~VLI Canera(void);

VLI Matrix GetViewMatrix(void);
VLI St atus Set Vi ewMatri x( VLI Matrix & nMatrix);

voi d Get Vi ewport (doubl e& out W dt h, out Hei ght ) ;
VLI St at us Set Vi ewport (doubl e i nWdth, i nHei ght) ;

VLICutPlane Class
enum Fl ags {kl nside, kQutside};

static VLI CutPl ane* Create(

doubl e inA inB,inC, inD

double inOffset, inFallOf = 0.0,

Fl ags i nFl ags = klnside);
voi d Get Pl ane(doubl e& out A, out B, out C, out D) ;
VLI St at us Set Pl ane(doubl e inA inB,inC, inD);

doubl e Get Thi ckness(voi d) const;
VLI St at us Set Thi ckness(doubl e i nThi ckness);

doubl e GetFall Off (void) const;
VLI Status Set Fal | Off (doubl e inFall OFf);

Fl ags Get Fl ags(voi d) const;
VLI St at us Set Fl ags(Fl ags i nFl ags) ;

int AddRef (void);
int Rel ease(void);
voi d *m appDat a;

VLILookupTable Class (cont'd)

VLI St at us
Set Col or Entry(unsi gned int inlndex,
unsi gned int inRed,inG een,inBlue);
Set Col or Entry(unsi gned int inlndex,
doubl e i nRed, i nG een, i nBl ue);
Set Al phaEnt ry(unsi gned int inlndex,inAl pha);
Set Al phaEntry(unsi gned int inlndex,
doubl e i nAl pha);
Set RGBAEnt ry(unsi gned int inlndex,
unsi gned int inRed, inGeen, inBlue,
unsinted int inAl pha);
Set RGBAEnt ry(unsi gned 1 nt inlndex,
doubl e inRed, inGeen,inBlue, inAlpha);
Set RGBAEnt ry(unsi gned int inlndex,
VLI RGBAPacked i nPacked) ;
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VLICrop Class

enum Fl ags { kDi sabl e,
kEnabl eX0, kEnabl eY0, kEnabl eZ0, kI nvert O,
kEnabl eX1, kEnabl eY1, kEnabl eZ1, kl nvert 1,
kEnabl eX2, kEnabl eY2, kEnabl eZ2, kl nvert 2,
kOr Sel ect, kil nvert Cut put, kSubVol une,
k3DCr oss, k3DCrossl nvert, k3DFence,
kDFencel nvert};

VLI Crop(voi d);
VLI Crop(doubl e i nM nX, i nMaxX,
doubl e i nM nY, i nMaxY,
doubl e i nM nZ, i nMaxZ,
int inFlags = kSubVol une);
~VLI Crop(voi d);

voi d Get Sl abs(doubl e& out M nX, out MaxX,
doubl e& out M nY, out MaxY,
doubl e& out M nZ, out MaxZ2) ;

VLI St at us Set Sl abs(doubl e i nM nX, i nMaxX,
doubl e i nM nY, i nMaxY,
doubl e i nM nZ, i nMax2) ;

VLI St at us Set XSl ab(doubl e i nM nX, i nMaxX) ;
VLI St at us Set YS| ab(doubl e i nM nY, i nMaxY) ;
VLI St at us Set ZSl ab(doubl e i nM nZ, i nMax2) ;

int GetFlags(void) const;
VLI St at us Set Fl ags(int inFl ags);

VLICursor Class

enum Types {kCrossHair, kPl ane};

enum Axes {kZAxis, kXAxis, kYAXis};

enum Fl ags {kEnabl eX, kEnabl eY, kEnabl eZ,
kEnabl eAl | , kDi sabl eCrop};

VLI Cursor (void);
virtual ~VLI Cursor(void);

VLI St at us Set Type(int inType);

i nt Get Type(voi d) const;

VLI St atus SetWdth (double inWdth);
doubl e GetWdth (void);

VLI St at us Set Lengt h( doubl e i nLength);
doubl e Get Lengt h(voi d);

VLI St at us Set Posi ti on(doubl e inX, inY,inZ);
void GetPosition(double &outX &utY, &out Z) ;

VLI Status Set Attributes(int inMdes);
i nt Get Attributes(void) const;

VLI St at us Set Col or (i nt inAxes,
doubl e i nRed, inGeen, inBlue);
void GetCol or(int inAxis,
doubl e &out Red, &out Green, &out Bl ue);

VLI St at us Set Qpacity(int inAxes,
doubl e i nAl pha);
doubl e Get Opacity(int inAxis);

VLI St at us Set Col or AndOpaci ty(int inAxes,
VLI RGBAPacked i nRGBA) ;
VLI RGBAPacked Get Col or AndQpacity(int inAxis);

Bl

VLIGraphicsContext Class

enum | nf oType {kVi ew, kLi ght, kCut Pl ane,
kMat eri al , KAl };

virtual int TransferBasePl ane(int inBuffer,
unsigned int inNx, inNy, inlX inlY,
VLI Pi xel *i nBasePl ane) =0;
virtual int InmportAttributesToVLI Context (
VLI Cont ext & nCont ext,
I nf oType i nFl ags) =0;
virtual int GetTextureMenoryAddress(
int inBuffer,
unsi gned int inNX inNyY,
voi d *& out Address,
unsi gned i nt out BusAddress|[ 2] ) =0;

virtual int RenderHexagon (int inBuffer,
VLI Vect or 3D i nGeonHex| 6],
VLI Vect or 2D i nTexHex[ 6] ) =0;

VLI Pi xel For mat Get Pi xel Format (voi d) const;
i nt Set Pi xel For mat (VLI Pi xel For mat i nFornat);
virtual VLIbool Shoul dLeaveOnBoar d(voi d) =0;

VLIOpenGL Context Class
Note: To include VLIOpenGLContext class, applications must
include vliopengl.h and vliopengl.dll.

VLI OpenGLCont ext (voi d) ;

virtual int TransferBasePl ane(int inBuffer,
unsi gned int inNx, inNy,
unsigned int inlX inlY,
VLI Pi xel *inBasePl ane);

virtual int GetTextureMenoryAddress(
int inBuffer,
unsi gned int inX inY,
unsi gned int &outStride, &outFornmat,
voi d *&out Virtual Address,
unsi gned i nt out BusAddress[2]);

virtual int RenderHexagon(

int inBuffer,

VLI Vect or 3Di nHex[ 6] ,

VLI Vect or 2D i nTex[ 6] );
CGLui nt NewText ureCbject (int inBuffer);
virtual int Shoul dLeaveOnBoard(void);
virtual int InmportAttributesToVLI Context (

VLI Cont ext & nConat ext,
I nfoType inFl ag);

VLI ErrorHandler Class

VLI Error Handl er (voi d);

virtual ~VLIErrorHandl er(void);

void ErrorNotify(int inErrNum char *inFile,
int inLineNum;

VLI Error Handl er* VLI Set Er r or Handl er (
VLI Error Handl er *inHandl er);

VLIEvents

enum VLI Event { kVLI Event Render Done,
kVLI Event Tr ansf er Done, kVLI Event Li ght Map,
kVLI Event Li ght MapChange,
kVLI Event Mul t i PassBasePl ane,
kVLI MaxEvent s} ;

cl ass VLI EXPORT VLI Event Base {
public:int buffer;
virtual VLIEvent Event Type(void) = 0;
vi rtual ~VLI Event Base() {}
VLI Event Base(int buffer); };

cl ass VLI EXPORT VLI Event Render Done:
public VLI Event Base {
public:
VLI Event Event Type(void);
VLI Event Render Done(int buffer);
b
cl ass VLI EXPORT VLI Event Tr ansf er Done:
public VLI Event Base {
public:
VLI Event Event Type(void);
VLI Event TransferDone(int buffer);
b
typedef enun{kVLILight MapTypel} VLI Li ght MapType;

cl ass VLI EXPORT VLI Event Li ght Map :
public VLI Event Base {
public:
VLI Li ght MapType |i ght For mat;
int bytesPerEl enent, nunber Of El enents;
voi d *poi nter ToMapl, *pointer ToMap2;
VLI Event Event Type(void);
VLI Event LightMap( int buffer,
VLI Li ght MapType format,
int eltSize, nElts,
) void *mapl, *map2) ;
class VLI EXPORT VLI Event Li ght MapChange :
public VLI Event Base {
public:
VLI Li ght MapType | i ght For mat;
int bytesPerEl enent, nunber O El enents;
voi d *poi nter ToMapl, *pointer ToMap2;
VLI Event Event Type(void);
VLI Event Li ght MapChange( int buffer,
VLI Li ght MapType format,
int eltSize, nElts,
voi d *MapChangel, *MapChange2) ;
b
class VLI EXPORT VLI Event Mul ti PassBasePl ane :
public VLI Event Base {
public:
VLI Event Event Type(void);
VLI Event Ml ti PassBasePl ane (
int buffer,nultiPassBuffer);
int nmultiPassBuffer;
b
typedef void (*VLIEvent Cal | back) (
VLI Event Base *inEvent, voi d*inData);
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VLIVector3D Class

VLI Vect or 3D( voi d) ;

VLI Vect or 3D( VLI Vect or 3D& i nVec) ;
VLI Vect or 3D( doubl e i nX,inY,inZ);
VLI Vect or 3D( const doubl e[ 3]);
VLI Vect or 3D( const float[3]);

VLI Vect or 3D&
Assi gn(doubl e
Assi gn(doubl e
Assign(float[

doubl e&
X(void);
Y(void);
Z(void);
operator [] (int);

const doubl e& operator [](int) const;

voi d
CopyTo(float *outX, *outY, *outZ);

CopyTo( doubl e* out X, outY, outZ) const;
CopyTo(float outArray[3]);
CopyTo(doubl e outArray[3]);

doubl e
Lengt h(voi d) const;
Lengt hSquar ed(voi d) const;
friend double
VLI Di st ance(const VLI Vector3D& inA, inB);
VLI Di st anceSquar ed(
const VLI Vector3D& i nA, inB);

VLI Vect or 3D& Nor mal i ze(doubl e to=1.0);

VLI Vect or 3D&
operator = (VLI Vector3D& v);
operator += (VLI Vector3D&);
operator -= (VLI Vector3Dg&);
operator *= (double);
operator /= (double);

VLI Vect or 3D
operator + (VLI Vector3D&);
operator - (VLI Vector3Dg&);

X,Y,2);
[3]);
3);

operator - (void);

operator * (double);

operator / (double);

operator * (double, VLI Vector3Dg);
VLI bool

operator == (VLI Vector3D&);
operator != (VLI Vector3D&) ;

doubl e
Dot (VLI Vect or 3D& i nV);
VLI Dot (VLI Vect or 3D& | nA, i nB);

VLI Vect or 3D VLI Cross( VLI Vector3D& i nA, inB);

ostream & operator <<(ostrean®, VLI Vect or3D&) ;

B2

VLIMatrix Class

VLI Matri x(voi d);

VLI Matri x(const VLI Matri x&);

VLI Matri x(doubl e inArray[ 16]);

VLI Matrix(float inArray[16]);

VLI Mat ri x(doubl e in00,in01,in02,in03,
doubl e inl10,inl1,inl2,inl3,
doubl e in20,in21,in22,in23,
doubl e i n30,in31,in32,in33);

~VLI Matri x(voi d);

VLI Matri x&
Assi gn(doubl e i nArray[ 16]);
Assign(float inArray[16]);
Assi gn(doubl e in00,in01,in02,in03,
inl0,inl1,inl2,inl13,
i n20,in21,in22,in23,
in30,in31,in32,in33);
voi d
CopyTo(doubl e out Array[ 16]);
CopyTo(float outArray[16]);
voi d
Tr ansf or nPoi nt (VLI Vect or 3D & n, &out ) ;
Transf ornVect or (VLI Vector 3D & n, &out);

doubl e* operator [] (int);
const doubl e* operator [] (int) const;

VLI Matri x&
operator *= (VLI Matrix&);
operator = (VLI Matrix&);
VLI Matri x
operator * (double) const;
operator * (VLI Matrix& const;
operator * (double, VLI Matri x&);
VLI bool
operator == (VLI Matrix& const;
operator != (VLI Matrix& const;
VLI Matri x

Transpose(voi d) const;
I nverse (void) const;
Adj oi nt (voi d) const;
doubl e Determ nant(void) const;
static VLI Matrix
I dentity(void);
Rot at e( doubl e i nDegrees, VLI Vector3D & nAxis) ;
Scal e (doubl e inSx,inSy,inSZ);
Transl at e(doubl e i nTx, i nTy, i nTZ);
LookAt (VLI Vect or 3D & nEye, i nAi minUp);
VLI bool
I sSi ngul ar (voi d) const;

ostream & operator <<(ostream& VLI Matrix&);

Helpful Hints
To change view:
pContext-> GetCamera.SetViewMatrix(

VLIMatrix::LookAt ( VLIVector3D (0.0, 0.0, 10.0),
VLIVector3D (0.0, 0.0, 0.0),
VLIVector3D (0.0, 1.0, 0.0)

) )

VLIVector2D Class

VLI Vect or 2IX() ;

VLI Vect or 2D( VLI Vect or 2D&v) ;
VLI Vect or 2D( doubl e x, y);

VLI Vect or 2D( const doubl e[ 2] ) ;
VLI Vect or 2D( const float[2]);

VLI Vect or 2D&
Assi gn(doubl e
Assi gn(doubl e
Assign(float[

doubl e&
X(void);
Y(void);
operator [] (int);

const doubl e& operator [](int) const;

voi d
CopyTo(doubl e *x, *y) const;
CopyTo(float[2]) const;

CopyTo(doubl e[ 2] ) const;

doubl e
Lengt h(voi d) const;
Lengt hSquar ed(voi d) const;
doubl e
VLI Di st ance( VLI Vect or 2D& inA,inB);
VLI Di st anceSquar ed( VLI Vect or 2D& inA inB);

VLI Vect or 2D& Nor mal i ze(doubl e to=1.0);

VLI Vect or 2D&
operator = (VLI Vector2D& v);
operator += (VLI Vector2D&);

X, ¥);
[2]);
2]);

operator -= (VLI Vector2D&);
operator *= (double);
operator /= (double);

VLI Vect or 2D
operator + (VLI Vector2D&);
operator - (VLI Vector2D&);

operator - (void);

operator * (double);

operator / (double);

operator * (double, VLI Vector2D8) ;
VLI bool

operator == (VLI Vector2D&);
operator != (VLI Vector2D&);

doubl e
Dot ( VLI Vect or 2D&) const;
VLI Dot ( VLI Vect or 2D& i nA, i nB) ;

ostream & operat or <<(ostreang, VLI Vect or 2D%) ;
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VLIVolume Class

enum
Layout {kSliced, kBl ocked};
ReadMode { kReadOnly, kCopyOnWite, kReadWite};
VLI AccessType {kVLI AccessNoControl,
kVLI AccessReadExcl usi ve, kVLI AccessReadShar ed,
kVLI AccessWite, kVLIAccessWiteExclusive,
kVLI AccessW i t eShar ed} ;
const VLI uint32
kVLI Voxel For mat Ul NT8;
kVLI Voxel For mat Ul NT12L;
kVLI Voxel For mat Ul NT12U,

VLI Vol unme*
Creat e( VLI ui nt 32 i nFormat, voi d *i nVoxel s,

unsi gned int inSizeX inSizeY, inSizeZ

Layout inLayout = kSliced);
Creat eFronFil e (char *i nFi | enane,

int inFileType =

ReadMbde i nReadNbde =kReadOnl y) ;

VLI bool | sReadOnl y(void);

voi d Get Si ze(unsigned int& nXVox, nYVox, nZVox) ;
VLI ui nt 32 Get For mat (voi d) const;

Layout GetlLayout (void) const;

VLI Matri x GetModel Matrix (void);

VLI St at us Set Model Matri x (VLI Matrix& inhodel);

voi d Get Acti veSubVol uneSi ze(
unsi gned int & nNX, & nNY, & nNZ) ;
VLI St at us Set Acti veSubVol uneSi ze(
unsi gned int inNX inNY,inNzZ);
voi d Get ActiveSubVol umeOri gi n(
unsi gned int & nNX, & nNY, & nNz2);
VLI St at us Set Acti veSubVol uneQri gi n(
unsi gned int inNX inNY,inNzZ);
VLI St at us
LockVol unme(voi d) ;
Unl ockVol urme(voi d);

VLI bool |sLocked(void) const;

VLI St at us
MapVol une( VLI AccessType i nAccess,
voi d *&out BaseAddr ess,
unsi gnedi nt &out Sx, &out Sy) ;
MapSubVol ume( VLI AccessType i nAccess,
unsi gned int inAtX inAtY,inAtZ
unsi gned int inNx,inNy,inNz,
voi d *&out BaseAddr ess,
unsi gned i nt &out Sx, &out Sy);
UnmapVol urme(voi d) ;
VLI bool |sLoaded(void) const;
VLI St at us Updat eVol une( VLI ui nt 32 i nFor mat,
voi d*i nVoxel s,
unsigned int inTargX, inTargY, inTargZ,
unsi gned i nt i nNXVox, inNYVox, inNZVox,
Layout | ayout = kSliced);
VLI AccessType Get AccessControl (void) const;
int AddRef (void);
int Rel ease(void);
voi d *m appDat a;

A2

VLIContext Class

#defi ne VLI Li near G adi ent Ranp 0

enum VLI Coor di nat eSpace {kVLI Obj ect Space,
kVLI Camer aSpace, kVLIWr | dSpace};

int kVLI MaxRenderBuffers = 16;

static VLI Context* Create(
VLI Lookupt Tabl e *i nCol or = 0);

VLI Caner a& Get Caner a(void);
voi d Set Caner a( VLI Canmera & nCan ;

VLI LookupTabl e* Get LookupTabl e(voi d) const;

VLI St at us Set LookupTabl e( VLI LookupTabl e *i nLUT) ;

voi d GetRefl ectionProperties(
doubl e& outDi f fuse, out Specul ar,
doubl e& out Em ssi ve, out Specul ar Exponent)
const
VLI Status Set Refl ecti onPr operties (
doubl e inDiffuse, inSpecular,
doubl e i nEmi ssi ve, i nSpecul ar Exponent );

voi d Get Specul ar Col or (

doubl e& out Red, out Gr een, out Bl ue) ;
VLI St at us Set Specul ar Col or (

doubl e i nRed, i nGreen, i nBl ue);

VLI St at us AddLi ght (VLI Li ght *inLi ght);
VLI St at us Renoveli ght (VLI Li ght *inLi ght);
unsi gned int GetLightCount(void) const;
VLI Li ght* GetLi ght(unsigned int inl);

VLI bool Get CorrectOpacity(void) const;
VLI St at us Set Correct Qpaci ty(VLI bool inOn);

VLI bool Get Gradi ent Opaci t yModul ation();
VLI St at us Set Gr adi ent Opaci t yMbdul ati on (
VLI bool inOn);

VLI bool Get Gradi ent Specul arl |l um nation
Modul ati on(voi d) const;

VLI St at us Set Gradi ent Specul arl || um nation
Modul ati on (VLI bool inGM Mspecul ar);

VLI bool GetGradientDiffuselllunm nation
Modul ati on (void) const;

VLI St at us Set Gradi ent Di ffusel || unm nation
Modul at i on( VLI bool i nGM MDi f fuse);

doubl e* Get Gradi ent Tabl e(voi d);
VLI St at us Set Gr adi ent Tabl e( doubl e inTable[]);

enum VLI Bl endMode{ kVLI Bl endM P, kVLI Bl endM NI P,
kVLI Bl endFTB} ;

VLI Bl endvbde Cet Bl endMbde(voi d) const;

VLI St at us Set Bl endMode( VLI Bl endMode i nhode) ;

VLI St at us AddCut Pl ane( VLI Cut Pl ane* i nPl ane);
VLI St at us RenpveCut Pl ane(

VLI Cut Pl ane *i nPl ane);
VLI Cut Pl ane* Get Cut Pl ane(unsigned int inl);
unsi gned int GetCut Pl aneCount (voi d) const;

VLI Crop& Get Crop(void);
VLI St at us Set Crop( VLI Crop & nCrop);

VLI Cur sor & Get Cursor (void);
VLI St atus Set Cursor (VLI Cursor & i nCursor);

voi d Get Super Sanpl i ngFact or (
doubl e& out X, out Y, out Z) const;

VLI St at us Set Super Sanpl i ngFact or (
doubl e inX inY,inz);

VLI Coor di nat eSpace Cet Super Sanpl i ngSpace(
voi d) const;

VLI St at us Set Super Sanpl i ngSpace(
VLI Coor di nat eSpace i nSpace);

enum Accunul ati onMbde {

G owBasePl ane, Bl endBasePl ane} ;
Accumul at i onMode Get BasePl aneAccurul ation();
VLI St at us Set BasePl aneAccunul ati on(

Accurul at i onMbde i nMbde) ;

enum VLI Pi xel For mat {kVLI Fi r st Pi xel For mat,
kVLI Pi xel For mat RGBA, kVLI Pi xel For mat RGBAS,
kVLI Pi xel For mat BGRA8, kVLI Pi xel For mat ARGBS,
kVLI Pi xel For mat ABGR8} ;

VLI Pi xel For mat Get BasePl aneFornmat () ;

VLI St at us Set BasePl aneFor mat (
VLI Pi xel Format i nFormat) ;

VLI St at us Descri bePi xel For mat (
VLI Pi xel For mat i nFor mat,

out RedW dt h, out RedOf f set,

out GreenW dt h, out GreenOf f set,

out Bl ueW dt h, outBl ueOrf set,

out Al phaW dt h, out Al phaCf f set) ;

VLI St at us Fet chBasePl ane(int inBuffer,
int &out BaseW dth, &out BaseHei ght,
int &outl mageW dth, &outl nageHei ght,
VLI Pi xel *&out BasePl ane,

VLI Vect or 3D out HexGeonetry|[ 6],
VLI Vect or 2D out TexCoor di nat es[ 6] ) ;
VLI St at us Rel easeBasePl ane(int inBuffer);

VLI St at us Render BasePl ane(
VLI Vol une *i nVol une,
int inBuffer);
VLI St at us Render AndTr ansf er BasePl ane(
VLI Vol ume *i nVol une,
int inBuffer,
VLI Gr aphi csCont ext & i nGC,
VLI Vect or 3D out Hex[ 6],
VLI Vect or 2D out Tex[ 6] ) ;
VLI St at us Render ToGr aphi csCont ext (
VLI Vol ume* i nVol une,
int inBuffer,
VLI Gr aphi csCont ext & i nGC) ;

VLI St atus Abort(int inBuffer);

VLI St at us Wai t For Event (
long inTimeoutM 11| iseconds,
VLI Event Base* &out Event ,
voi d* &out Dat a) ;
VLI St atus Set Noti fyCal | back(int inBuffer,
VLI Event inEvent,
VLI Event Cal | back inNotify,
void *inData);
static VLI Event Cal | back
kVLI Event NoCal | backRout i ne;

i nt AddRef (void);
int Rel ease(void);
voi d* m appDat a;
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VLILight, VLICamera, VLICutPlane, VLILookupTable on Al.
VLICrop Class is on B1.
VLIEventHandler Class and VLIEvents on B1.
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