VI SUAL AND SCENE GRAPH | NTERFACES ABSTRACT A net hod and system i npl enent ed
in an application programmng interface (API) and an object nodel allows
program code devel opers to interface in a consistent nmanner with a scene
graph data structure to output graphics. Via the interfaces, program code
wites drawing primtives such _as geonetry data. image data, animation data
and other data to visudl&® @%p&e‘é‘@ng Pd?aﬁﬂ?ﬁf%%ﬁ%ce, i ncl udi ng

val i dation visual objects, drawi ng visual objects and surface visual

obj ects. The code can al so specify RBEEBREEmM cli pping and opacity

properties on visuals, and add child visuals to other visuals to build up a
hi er ar chi cal Asdatdaft &t sy sty almmignared rigy et PR aciadre graph to

provide rich graphics data to | ower-|evel graphics conponents. Figure 2.
programming interface (API) and an object model allows program

5 code developers to interface in a consistent manner with a
scene graph data structure to output graphics. Via the
interfaces, program code writes drawing primitives such as
geometry data, image data, animation data and other data to
visuals that represent a drawing surface, including validation

10 wvisual objects, drawing visual objects and surface visual
objects. The code can also specify transform, clipping and
opacity properties on visuals, and add child wvisuals to other
visuals to build up a hierarchical scene graph. A wvisual
manager traverses the scene graph to provide rich graphics data

15 to lower-level graphics components.

Figure 2.
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