XGL Graphics Library XGL_3D_CTX_LIGHTS (3)

NAME XGL_3D_CTX_LIGHTS − list of Lights in a 3D Context

SYNOPSIS #include <xgl/xgl.h>

Xgl_3d_ctx ctx;

xgl_object_set(ctx, XGL_3D_CTX_LIGHTS, Xgl_light [], 0);

xgl_object_get(ctx, XGL_3D_CTX_LIGHTS, Xgl_light []);

DESCRIPTION This attribute is an array of Lights used by the 3D Context ctx. The number of Lights in the list is given by the 3D Context attribute XGL_3D_CTX_LIGHT_NUM (3). The 3D Context has a corresponding list of switches given by XGL_3D_CTX_LIGHT_SWITCHES (3) for turning on and off the individual Lights.

An application can set XGL_3D_CTX_LIGHT_NUM to the required number of Lights, and then get the list of Lights. This gives the application access to the individual Lights used by the Context as given by XGL_3D_CTX_LIGHTS.

Alternatively, an application can explicitly create its own list of Lights with the operator xgl_object_create (3). The number in this list should be the same as the value of XGL_3D_-

CTX_LIGHT_NUM . Then the application can set XGL_3D_CTX_LIGHTS with its list. XGL des-

troys the Context’s list of Lights (provided that no other 3D Context is using these Lights) before setting XGL_3D_CTX_LIGHTS to the list specified by the application.

The default value is NULL.

This attribute is not pushed by xgl_context_push (3).

SEE ALSO xgl_object_set (3) xgl_object_get (3) xgl_object_create (3)

XGL_3D_CTX_LIGHT_NUM (3)

XGL_3D_CTX_LIGHT_SWITCHES (3)

NOTE When an application sets the light list in XGL, the array of light objects is not copied by

XGL. The context updates an array of pointers which point to the light objects in the

Xgl_light array which was passed in the Xgl_object_setcall. This differs from other lists like the list of clip rectangles (XGL_RAS_RECT_LIST) where XGL makes an internal copy of the clip rectangle list.

modified September 1995 77