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NINJALIGHT

LIGHT

void njCreateLight(NJS LIGHT?*, Int)

NJS LIGHT *ptr
Int Isrc
Isrc ptr

void njDeleteLight(NJS LIGHT*)
NJS LIGHT *ptr
ptr

void njLightOff(NJS LIGHT*)
NJS_LIGHT *ptr
ptr

void njLightOn(NJS_LIGHT*)
NJS_LIGHT *ptr
ptr

void njM ultiLightM atrix(NJS _LIGHT*, NJS MATRIX*)

NJS LIGHT *ptr
NJS MATRIX *m
njCreatel ight m

m

void njSetLight(NJS LIGHT?*)
NJS LIGHT *ptr
ptr
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void njSetLightAlpha(NJS LIGHT*, Float)
NJS LIGHT *ptr
Float alpha
njCreateL ight

void njSetLightAngle(NJS LIGHT*, NJS Angle, NJS_Angle)

NJS LIGHT *ptr
NJS Angle iang
NJS Angle oang

njCreatelL ight

void njSetLightColor(NJS LIGHT*, Float, Float, Float)

NJS LIGHT *ptr
Float red
Float green
Float blue
njCreatelL ight RGB

void njSetLightDirection(NJS_LIGHT*, Float, Float, Float)

NJS LIGHT *ptr
Float dx
Float dy
Float dz

njCreatelL ight

void njSetLightIntensity(NJS LIGHT*, Float, Float, Float)

NJS LIGHT *ptr
Float spc
Float dif
Float amb

njCreatelL ight
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void njSetLightLocation(NJS LIGHT*, Float, Float, Float)

NJS LIGHT *ptr
Float pXx
Float py
Float pz

njCreatelL ight

void njSetLightRange(NJS LIGHT?*, Float, Float)

NJS LIGHT *ptr
Float nrang
Float frang

njCreateL ight

void njSetUserLight(NJS LIGHT*, NJF_LIGHT _FUNC*)

NJS LIGHT *ptr
NJF_LIGHT_FUNC func
ptr func

void njUnitLightM atrix(NJS LIGHT*)
NJS LIGHT *ptr
njCreatelL ight

void njTrandateLightV(NJS_LIGHT*, NJS VECTOR*)

NJS LIGHT *ptr
NJS VECOTR *vetr
njCreatelL ight vcetr

void njTranglateLight(NJS LIGHT*, Float, Float, Float)

NJS LIGHT *ptr
Float tx
Float ty
Float tz
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njCreateL ight tx, ty, tz

void njRotateLightX(NJS LIGHT*, NJS_Angle)

NJS LIGHT *ptr
NJS Angle ang
njCreateL ight ang

void njRotateLightXYZ(NJS LIGHT*, NJS Angle, NJS Angle,

NJS Angle)
NJS LIGHT *ptr
NJS Angle xang
NJS Angle yang
NJS Angle zang

njCreatelL ight

void njRotateLightY(NJS LIGHT*, NJS_Angle)

NJS LIGHT *ptr
NJS Angle ang
njCreateL ight ang

void njRotateLightZ(NJS LIGHT*, NJS Angle)

NJS LIGHT *ptr
NJS Angle ang
njCreatel ight ang

NJS LIGHT * |
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#define NJM_LIGHT_INIT_VECTOR() |->vetr
#define NJIM_LIGHT_INIT_POINT(l) I->pnt

#define NIM_LIGHT_MATRIX(I) |->mitrx
#define NIM_LIGHT _VECTOR(l)  (I->ltcal).Ivctr
#define NIM_LIGHT_POINT(l) (I->Itcal).Ipnt
#define NIM_LIGHT_AMB(l) (I->Itcal).amb

#define NIM_LIGHT_DIF(l) (I->ltcal).dif
#define NIM_LIGHT_SPC(1) (I->ltcal).spc
#define NIM_LIGHT_EXP(l) (I->Itcal).exp
#define NJM_LIGHT_COLOR(l) (I->attr).argb

njCreatel ight
njSetLight....
njSetLight

njLightOff
njLightOff njLightOn

It1 , 112

#include <ninja.h>
I
NJS LIGHT It1, 1t2;

I* */

njCreateLight(&Itl, NJD_SPOT_LIGHT);
njSetLightAngle(&I1t1, DegToAngle(30.f), DegToAngle(60.f));
njSetLightRange(& 1t1, 1000.f, 1500.f);
njSetLightLocation(&It1, O0.f, 10.f, 15.);
njSetLightDirection(&It1, O.f, 1.f, 0.f);

njSetLightColor(&It1, 1.f, 0.f, 0.f);
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njCreateLight(&t2, NJD_LAMBERTIAN_POINT);

I* */

njSetLightColor(&1t2, 0.5f, 0.5f, 0.5f);

njSetLightintensity(&1t2, 0.f, 1.f, 1.f); // 1f 1f,1f
nj SetLightRange(& 1t2, 100.f, 1500.f);

10/01/97

I
while(-1)
{
I* It1, It2 */
njDrawModel(...);
I* t2 */
njLightOff(It2);
I* It1 */
njDrawModel(...);
I* t2 */
njLightOn(It2);
}
It1 It3
I* It1 */

njSetLightColor(&It1, 0.f, 1.f, 1.f);

I* %
njCreateLight(&It3,NJD _ DIRECTIONAL_LIGHT);

I* */

njSetLightDirection(&It3, 1.f, 0.f, O.f);
njSetLightintensity(&It3, 0.f, 1.f, 1.f);
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while(-1)
{
I* It1, It2, It3 */
njDrawModel(...);
}
It
I
void

userfunc(NJS_ARGB* argb, NJS POINT3* pnt, NJS VECTOR* nml, NJS_LIGHT PTR light)

1l

deg = - nml->x * NJM_LIGHT_VECTOR(light). x
- nml->y * NJM_LIGHT_VECTOR(light).y
-nml->z* NJM_LIGHT_VECTOR(light).z;

argb->a= deg* NJM_LIGHT_DIF(light).a;
argb->r = deg* NJM_LIGHT_DIF(light).r;
argb->g = deg* NJM_LIGHT_DIF(light).g;
argb->b = deg * NJM_LIGHT_DIF(light).b;

niCreateLight(&It, NJD_USER_LIGHT);

I* It userfunc */
njSetUserLight (&It, userfunc);
I* It */

njSetLightColor(&It, 0.f, 1.f, 1.f);

I
while(-1)

I* It */
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DrawModel(...);

}

LIGHT
Softimage Ninja | [NJS_MATERIAL 1 | [NJS_LIGHT_ATTR ]
[ specular ] argb or rgb intensity _spec
[ diffuse] argb or rgb intensity _diff
[ ambient ] (argb or rgb :pending) intensity amb
[ exponent ] exp

specular Softimage RGB

diffuse Softimage RGB

ambient Softimage RGB

exponent Softimage

HSV
NJS LIGHT

struct {
BOOL stat;
NJS POINT3 pnt;
NJS VECTOR vctr,;
NJS MATRIX mtrx;
NJS LIGHT_ATTR attr;
NJS LIGHT_CAL Itcal;

} NJS_LIGHT;

<stat>

#define NJD_LIGHT_ON
#define NJD_LIGHT_OFF

NJS LIGHT ATTR

struct {
Int Isrc;
Float ispc;
Float idif;
Float iamb;
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Float nrang;
Float frang;
void* func;
Angle iang;
Angle oang;
NJS_ARGB argb;

} NJS_LIGHT_ATTR

<lsrc>

#define NJD_SPOT_LIGHT
#define NJD_DIR_LIGHT
#define NJD_POINT_LIGHT
#define NJD_AMBIENT

#define NJD_SPEC DIR
#define NJD_SPEC_POINT
#define NJD_LAMBERTIAN_DIR
#define NJD_LAMBERTIAN_POINT
#define NJD_PHONG_DIR
#define NJD_PHONG_POINT
#define NJD_USER_LIGHT
#define NJD_BLOCK_LIGHT

<ispc, idif, iamb>

SPECULAR(R,G,B) x ispc + DIFFUSE(R,G,B) x idif + AMBIENT(R,G,B) x iamb

<near, far>

NJD_POINT_LIGHT NJD_SPOT_LIGHT

nrang Af

frang :65535.f
<iang, oang>

NJD_SPOT_LIGHT

iang :(DEG)10.f
oang :(DEG)30.f
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iang

=S =S

near
far
nrang
y
frang
NJS LIGHT_CAL

struct
{

Float ratten;

Float ipd;
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Float nrr; nrang * nrang
Float frr; frang * frang
Float cosi; COS* cos
Float COsg; COS* Cos
Float idev;
Float odev;
Float rate;
Float intns;
Int exp;
Int reserve;

NJS _POINT3 [pnt;
NJS VECTOR lvctr;
NJS VECTOR  Imvctr;

NJS ARGB atten; inths* argb
NJS ARGB amb; iamb* atten
NJS ARGB dif; idif*atten
NJS ARGB SpC; ispc* atten

} NJS LIGHT_CAL;

<exp>
material
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