XGL Graphics Library XGL_LIGHT_SPOT_ANGLE (3)

NAME XGL_LIGHT_SPOT_ANGLE,

XGL_LIGHT_SPOT_EXPONENT − define the intensity profile of a Spot Light

SYNOPSIS #include <xgl/xgl.h>

Xgl_light light;

xgl_object_set(light, XGL_LIGHT_SPOT_ANGLE, float, 0);

xgl_object_set(light, XGL_LIGHT_SPOT_EXPONENT, float, 0);

xgl_object_get(light, XGL_LIGHT_SPOT_ANGLE, float ∗);

xgl_object_get(light, XGL_LIGHT_SPOT_EXPONENT, float ∗);

DESCRIPTION These attributes define the intensity profile of a Spot Light (for a description of Spot

Lights, see XGL_LIGHT_TYPE (3) ). The intensity is at its maximum along the light ray pointing in the direction given by XGL_LIGHT_DIRECTION (3), radiating from the Spot Light position given by XGL_LIGHT_POSITION (3).

XGL_LIGHT_SPOT_ANGLE gives the illumination angle of influence for the Spot Light. The

angle is specified in radians. For example, a value of pi for this attribute would result in a

Spot Light that illuminates a hemisphere.

XGL_LIGHT_SPOT_EXPONENT gives the light source concentration exponent. A larger value

causes the intensity to fall off faster as the angle increases between the Spot Light direction given by XGL_LIGHT_DIRECTION and the direction that points from the light position to the object position. This angle is raised to the power of this attribute’s value, which should be greater than or equal to 1.0.

The default value for XGL_LIGHT_SPOT_ANGLE is π.

The default value for XGL_LIGHT_SPOT_EXPONENT is 1.0.

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

XGL_LIGHT_DIRECTION (3)

XGL_LIGHT_POSITION (3)

XGL_LIGHT_TYPE (3)

modified August 1994 311