DirectionallLight

# _position: Homogeneous3

# _half vector: Homogeneous3
# _ambient intensity: Color4
# _diffuse_intensity: Color4d
# _specular_ intensity: Color4

+ Directionallight (position: const Homogeneous3&, half vector: const Homogeneous3s,
ambient_intensity: const Colords, diffuse intensity: const Color4s,|
specular_intensity: const Color4ds

<<const>> addressOfSpecularIntensity(): const GLfloat * const
<<const>> clone(

+ setPosition(position: const Homogeneous3&): GLvoid

+ setAmbientIntensity(ambient intensity: const Colords): GLvoid
+ setHalfVector (half vector: const Homogeneous3s): GLvoid

+ setDiffuselntensity(diffuse intensity: const Color4s): GLvoid
+ setSpecularIntensity(specular_ intensity: const Color4s): GLvoid
+ <<const>> addressOfPosition(): const GLfloat * const

+ <<const>> addressOfHalfVector(): const GLfloat * const

+ <<const>> addressOfAmbientIntensity(): const GLfloat * const
+ <<const>> addressOfDiffuseIntensity(): const GLfloat * const
+

+
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