States current available in MidLevelRender and ElementRender

The are divided in render states and process states. The first ones describe the appearance of an object on the screen and the later describe the behavior of the objects. This states can be attached to any object in the scene. Not every combination make sense. As a note this is still work in progress.

Render states

MLRState
ElementRender state
Notationfile
Description

Texture
Texture
TextureHandle
Defines texture used on object






OneZeroMode
OneZeroMode
Alpha = OneZero
No alpha transparency

OneOneMode
OneOneMode
Alpha = OneOne
Blends background and texture 1:1

AlphaOneMode
AlphaOneMode
Alpha = AlphaOne
Blends background and texture 1:alpha

OneAlphaMode
OneAlphaMode
Alpha = OneAlpha
Blends background and texture alpha:1

AlphaInvAlphaMode
AlphaInvAlphaMode
Alpha = AlphaInvAlpha
Blends background and texture (1-alpha):alpha






NoFilterMode
PointSampleMode
Filter = PointSample
Texture is not filtered

BiLinearFilterMode
BilinearMode
Filter = Bilinear
Bilinear filter

TriLinearFilterMode
TrilinearMode
Filter = Trilinear
Trilinear filter






FogOffMode

Fog = No
Object isnt affected by fog

FogOnMode

Fog = Yes
Object is affected by fog






DitherOffMode

Dithering = No
Texture is not dithered

DitherOnMode

Dithering = Yes
Texture is dithered






TextureCorrectionOffMode

PerspectiveCorrection = No


TextureCorrectionOnMode

PerspectiveCorrection = Yes







WireFrameOffMode
SolidMode
WireFrame =  Solid
Object is displayed in a solid mode.

WireFrameOnlyMode
WireMode
WireFrame = Wire
Object is only in wire frame mode displayed.

WireFrameAddMode
SolidAndWireMode
WireFrame = SolidAndWire
Object is visible in solid and wire frame mode.






ZBufferOffMode
NoZBufferMode
Zbuffer  None
Object gets always drawn and doesn’t touch the z-buffer

ZBufferWriteMode
ZBufferWriteMode
Zbuffer  WriteOnly
Object gets always drawn and writes to the z-buffer

ZBufferCompareMode
ZBufferCompareMode
Zbuffer  Compare
Object get drawn when closer or at same distance

Process states



MLRState
ElementRender state
Notationfile
Description

BackFaceOffMode

BackfaceCulling = No
Backfacing faces are drawn

BackFaceOnMode

BackfaceCulling = Yes
Backfacing faces are not drawn






Priority

RenderPass = #
Defines in which pass an object gets drawn






LightingOffMode
NoLightingMode
Lighting  NoLighting
Object doesn’t get lit at all

LightingClassicOnlyMode
ClassicMode
Lighting  Classic
Object gets per-vertex lighting

LightingLightMapOnlyMode
LightMapMode
Lighting  LightMap
Object gets light map lighting

LightingClassicAndLightMapMode
ClassicAndLightMapMode
Lighting  ClassicAndLightMap
Object gets both lighting types

Cull states (in ElementRenderer only)
Description

BoundingSphere = X Y Z Radius
Defines a bounding sphere around element



OBB = X Y Z P Y R XW YW ZW
Defines n OBB around element

Cull = VolumeCull
Element checks use the bounding volume for cull test.

Cull = AlwaysCull
Element is always culled out.

Cull = NeverCull
Element is never culled out.

Cull = RootCull
Element is the root of the scene.

AlignZUsingX = Yes / No
Element billboards towards eye around X-Axis.

AlignZUsingY= Yes / No
Element billboards towards eye around Y-Axis.


