Subject: Re: Porting SystemDraw to Frambuffer
Posted by kohaitOO on Thu, 08 Jul 2010 16:46:16 GMT

View Forum Message <> Reply to Message

thanks mirek

Quote:
it has little to do with planned framebuffer target.

ofcorse, but i need to know which stuff will be nessesary and which one is optional, and just
wanted to be sure i got the underlaying layer to understand right (to spot and fit the interface).

step by step we go...
just a question aside: is there *anything* concerning format conversion or bitblitting in Painter ? (i

asked it already maybe).
or is the one and only supported method: RGBA throughout Upp..

Page 1 of 1 ---- Generated from U++ Forum


https://www.ultimatepp.org/forums/index.php?t=usrinfo&id=787
https://www.ultimatepp.org/forums/index.php?t=rview&th=4614&goto=27262#msg_27262
https://www.ultimatepp.org/forums/index.php?t=post&reply_to=27262
https://www.ultimatepp.org/forums/index.php

