YA K2.6 [slAttenuation.cppl D—Hp

void setLight ()
{

float lightAmbientO[] = {0.5, 0.5, 0.5, 1.0}; //BEER
float lightDiffuseO[] = {1.0, 1.0, 1.0, 1.0}; //¥aERt
float lightSpecular0O[] = {1.0, 1.0, 1.0, 1.0};//#8mE¥

glLightfv (GL LIGHTO, GL AMBIENT, lightAmbientO);
glLightfv(GLiLIGHTO, GL DIFFUSE, lightDiffuseO) ;
glLightfv (GL LIGHTO, GL SPECULAR, lightSpecular0);
glLightfv (GL LIGHTO, GL POSITION, lightPos);

if (AttMode == 0)
{

constAtt = 1.0; linearAtt = 0.0; quadraAtt = 0.0;

}
else if (AttMode == 1)
{
constAtt = 0.0; linearAtt
}
else

{
constAtt = 0.0; linearAtt

0.0;

1.0 / lightPos[1l]; quadraAtt =

quadraAtt = 1.0 / (lightPos[1l] * lightPos[1]);

}

glLightf (GL LIGHTO, GL CONSTANT ATTENUATION, constAtt);

glLightf (GL LIGHTO, GL LINEAR ATTENUATION,

linearAtt);

glLightf (GL LIGHTO, GL_ QUADRATIC ATTENUATION, quadraAtt);

glEnable (GL LIGHTO) ;
glEnable (GL LIGHTING) ;

0.

0;




