XGL Graphics Library XGL_LIGHT_ATTENUATION_1 (3)

NAME XGL_LIGHT_ATTENUATION_1,

XGL_LIGHT_ATTENUATION_2 − define the light attenuation coefficients of a Light

SYNOPSIS #include <xgl/xgl.h>

Xgl_light light;

xgl_object_set(light, XGL_LIGHT_ATTENUATION_1, float, 0);

xgl_object_set(light, XGL_LIGHT_ATTENUATION_2, float, 0);

xgl_object_get(light, XGL_LIGHT_ATTENUATION_1, float ∗);

xgl_object_get(light, XGL_LIGHT_ATTENUATION_2, float ∗);

DESCRIPTION These attributes define the Light attenuation coefficients. These attributes apply to Lights whose XGL_LIGHT_TYPE (3) is either XGL_LIGHT_POSITIONAL or XGL_LIGHT_SPOT .

The light attenuation factor for a specific Light can be computed from the light attenuation coefficients as follows:

Let La be the light attenuation factor.

Let C1 be the value of XGL_LIGHT_ATTENUATION_1 .

Let C2 be the value of XGL_LIGHT_ATTENUATION_2 .

Let Op be the object position.

Let Lpbe the light position.

Then La = 1 / (C1 + C2(norm( Op - Lp))) .

The default value for XGL_LIGHT_ATTENUATION_1 is 1.0.

The default value for XGL_LIGHT_ATTENUATION_2 is 0.0.

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

XGL_LIGHT_TYPE (3)

modified August 1994 307