XGL Graphics Library XGL_LIGHT_DIRECTION (3)

NAME XGL_LIGHT_DIRECTION − defines the direction of a Light

SYNOPSIS #include <xgl/xgl.h>

Xgl_light light;

xgl_object_set(light, XGL_LIGHT_DIRECTION, Xgl_pt_f3d ∗, 0);

xgl_object_get(light, XGL_LIGHT_DIRECTION, Xgl_pt_f3d ∗);

DESCRIPTION This attribute defines the direction of Light propagation in world coordinates (WC). The attribute applies to Lights whose XGL_LIGHT_TYPE (3) is either XGL_LIGHT_DIRECTIONAL or

XGL_LIGHT_SPOT . XGL normalizes the length of the lighting vector given by the

application.

The light rays for Directional Lights are parallel, propagating in the direction given by this attribute.

A Spot Light radiates light rays from a single point. The ray with the maximum intensity propagates in the direction given by this attribute. Rays lying off this principal axis fall off in intensity with the angle away from the axis when the Light spot exponent is greater than 1.0.

The default value is the vector (0.0, 0.0, 1.0).

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

XGL_LIGHT_SPOT_ANGLE (3)

XGL_LIGHT_SPOT_EXPONENT (3)

XGL_LIGHT_TYPE (3)

modified August 1994 309