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OpenGL Fixed-function
Lighting Equation
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OpenGL Lighting Equation Terms

half-angle - local viewer
\ h — { V?pgi + \_7?6, vps = TRUE, assumption

\_fﬁm +(0 0 1)', v, =FALSE,~_ infinite viewer

distance assumption
attenuation |
, if P Z"S w (]’
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1.0, (/ otherwise,

Inverse square fall-off

spotlight
attenuation
\ ( (Ppli\_/: © 841:)°"y e 7 180.0, Ppl’éc © Sqii > cos(cri),
spoli =S 0.0, cri; # 180.0, Ppl?,"—/: © 8q1; < cos(cpy;),
L 1.0, ¢y = 180.0.



