Macintosh: Determining Video Card Status via Software (2 of 2)
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What follows is an MPW Assenbly listing that denmonstrates, for a given GDevi ce,
how to deternine the m ni mum and maxi mum dept hs that the device supports:

PRI NT OFF

I NCLUDE "Traps. a"

| NCLUDE "Tool Equ. a"
I NCLUDE "Qui ckEqu. a"
I NCLUDE " SysEqu. a"

| NCLUDE "PackMacs. a"
| NCLUDE " Sl ot Equ. a"
| NCLUDE " ROVEQu. a"

| NCLUDE "Vi deoEqu. a"
PRI NT ON

DISCUSSION = - --- - s m e m o e e oo

CGet Scr eenM nMax PROC EXPORT

; PROCEDURE Cet ScreenM niMax(whi chScreen : gdHandl e;
; VAR m nDept h, ni nMode,
; maxDept h, naxMode : Integer);

This nasty little procedure figures out, for a given GDevice, what the
; mni mum and maxi num depths that the device supports. It does this by
; using the Slot Manager to traverse the sResources that are in ROM on
; the video interface card.

St ackFr ane RECORD { A6Li nk}, DECR

Par anti ze EQU *-8
whi chScr een DS. L 1
pM nDept h DS. L 1
pM nMode DS. L 1
pMaxDept h DS. L 1
pMaxMode DS. L 1



Ret urn DS. L 1
A6LI nk DS. L 1
spBl k DS SpBl ock. spBl ockSi ze
sl ot ModesPtr DS. L 1
next Mode DS. W 1
Local Si ze EQU *
ENDR
W TH St ackFr ane, SpBl ock, vpBl ock
LI NK A6, #Local Si ze
MOVE. L pM nDept h( A6), A0 ;Get ptr to minDepth VAR
MOVE. W #$7FFF, (A0) ;Init to MAXINT
MOVE. L pMaxDept h( A6), A0 ;Get ptr to maxDepth VAR
CLR W (A0) ;lnit to zero

; W need to convert the evice's refNumto its unit nunber. Then, we
; can look in the unit table for a handle to a NewDCE bl ock. This
; Will tell us in which slot the card for this display is.

MOVE. L whi chScreen(A6), A0 ; Get the gDevice handl e

MOVE. L (A0), A0 ;Get a ptr to the gDevice

MOVE. W gdRef Nun( A0), DO ; Get the device's ref Num

NOT. W Do ; Get the unit nunber

ASL. W #2, DO ; Tinmes 4 (SizeOX UTabl eEntry)
MOVE. L UTabl eBase, A0 ;Get a pointer to the Unit Table
MOVE. L O(AO0, DO.W, A0 ; Get the handle to the NewDCE
MOVE. L (A0), A0 ;Get ptr to the NewDCE

; We only want to deal with sResources on the card that are for Apple-
; style video devices. (W only care about the data format; it really
; doesn't matter who nade the hardware.) Set up infornmation about the
; type of sResource that we want.

MOVE. B dc 1 Sl ot (A0), spBl k+spSl ot (A6) ; Put slot of device into parnBl ock

CLR. B spBl k+spl D( A6) ;Start with first sResource

MOVE. W #cat Di spl ay, spBl k+spCategory(A6) ;Only want D splay sResources
MOVE. W #typVi deo, spBl k+spCType( A6) ;Only want Vi deo sResources

MOVE. W #dr SWAppl e, spBl k+spDr vr SW A6) ;Only want Appl e-format sResources
MOVE. B #1, spBl k+spTBMask( A6) ; Don't care whose hardware

; Now go and get the first resource that matches our specs.

LEA spBl k(A6), A0 ; Pointer to block in A0
_SNext TypesRsrc ; Get sResource that matches
TST. W DO ; Was one found?

BNE BadExi t ; Nope. Oh wel .

; W now have a pointer to the sResource List (in spBlk.spsPointer). This
; SResource List has all of the nbodes that the card will currently support.

MOVE. L spBl k+spsPoi nter (A6), sl otMdesPtr(A6) ;Save the result



MOVE. B #128, next Mode( AB) ;Start with first video node

REPEAT
; For Apple-style video data, the first video node is 128, and they proceed
; sequentially fromthere, with no gaps.

MOVE. B next Mode( A6), spBl k+spl D(A6) ;Want entry for nextMde
MOVE. L sl ot ModesPtr (A6), spBl k+spsPointer(A6) ;Restore ptr to nodes sRsrc

LEA spBl k(A6), A0 ;Ptr to our paraneters
_sFindStruct

TST. W DO ;Was it there?

BNE NoMor eModes ; Nope. W' re done.

; spBl k. spsPoi nter now contains a pointer to the node information
; structure we just got.

MOVE. B #mVi dPar anms, spBl k+spl D( A6) ; W want the video parns data

LEA spBl k(A6), A0 ; Pointer to param bl ock
_sGet Bl ock ; Get the video parnms data
TST. W DO ; 1t shoul d al ways be noErr!
BNE. S BadExi t ;1t's not. Bail out!

; spBl k.spResult contains a pointer to the video parms data bl ock. Now
; we check to see if we have a video node that QuickDraw can deal with.

MOVE. L spBl k+spResul t (A6), A0 ; Get pointer to video parns
MOVE. W vpCnpCount ( A0), DO ; How many conponent s/ pi xel ?
CWP. W #1, DO ;Can only handle 1

BNE. S a :Don't count this node

MOVE. W vpPi xel Si ze( A0), DO ; How many bi t s/ pi xel ?

CWP. W vpCnpSi ze(A0), DO ; Does it match conponent size?
BNE. S @k ; Nope. QD can't handle it.

; DO now contains a valid pixel depth, and next Mbde(A6) contains the
; mode that has this pixel depth. Update the mi nDepth, maxDepth, and so
; on variables if needed.

MOVE. L pM nDept h( A6), A0 ;Ptr to user's minDepth
CWP. W (A0), DO ;1s this node | ess than m nDepth?
BCE. S @ ; Nope. Don't update.

; The pixel size in DO is less than the pixel size that we have stored in
; minDepth so update m nDepth and store this nbde into m nhbde.

MOVE. W DO, (A0) ; Updat e m nDept h

MOVE. L pM nMode( A6), A0 ; Get pointer to user's m nMde

CLR W D1 ;Start with an enpty word

MOVE. B next Mode( A6), D1 ; Get this node

MOVE. W D1, (A0) ; And save it to user's m nhMde
@

MOVE. L pMaxDept h( A6), A0 ;Ptr to user's maxDepth

CWP. W (A0), DO ;1s this nbde > maxDept h?



BLE. S a

; Nope. Don't update.

; The pixel size in DO is greater than the pixel size that we have
; stored in maxDepth, so update naxDepth and store this node into

;. maxMode.

MOVE. W DO, (A0)

MOVE. L pMaxMode( A6), A0
CLR. W D1

MOVE. B next Mode( A6), D1
MOVE. W D1, (A0)

a
; Either QuickDraw coul dn't

MOVE. L spBl k+spResul t ( A6)
LEA spBl k(A6), A0
_sDi sposePtr

ADDI. B #1, nextMbde(A6)

BRA. S REPEAT

BadExi t
; Somet hing went wong. Set
; return.

MOVE. L pM nDept h(A6), A0
CLR W (A0)

MOVE. L pM nMode( A6), A0
CLR. W (A0)

MOVE. L pMaxDept h( A6), A0
CLR W (A0)

MOVE. L pMaxMode( A6), A0
CLR W (A0)

BRA. S NoMbr eModes

NoMor eModes

; Updat e nmaxDept h

; Get pointer to user's maxMde
;Start with an enpty word

; Get this node

; And save it to user's naxMode

handl e this video node, or we're done
; updating the mnDepth and maxDepth vari ables. Now we have to di spose
; of the video parns bl ock we just got.

, spBl k+spsPoi nt er ( A6)

al |

; Pointer to our param bl ock
; Rel ease this bl ock

; Try the next node

of the user's variables to zero and

;Ptr to user's mnDepth
;Set to zero
;Ptr to user's m nMode
;Set to zero
;Ptr to user's maxDepth
;Set to zero
;Ptr to user's naxMode
;Set to zero

; Standard cl ean-up

; When we get here, _sFindStruct couldn't find the node that we were
; for, so there nust not be any nore. W' ve |ooked through all of the

; nmodes so we' re done.

UNLK A6
MOVE. L (SP)+, A0
ADDA. L #Par ant5i ze, SP

IMP ( A0)
DC. B " GETSCREE"
END

Copyri ght 1989 Appl e Conputer,

I nc.

; Rel ease | ocal s

; Get return address

; Pop input paranms off stack
;And return to caller

; Name of routine for debuggers

; The pointer to vidParns
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