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General - Visible Light (
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Visibility
Fallof

Detail  Falloff

Custom Color
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Inner Color )
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Edge Falloff Color Edge Falloff

Custom Color + Falloff

Custom Color

Custom Color + Falloff+ Edge Falloff Custom Color + Falloff+ Edge Falloff + Colored Edge

Falloff

I Falloff 100 % [~ Custom Colors
v Edge Falloff |; _Duter4|

[ Colored Edge Falloff Inner I
Inner Distance E;}m—
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I Owter Distance Y |: 0 m 7 Adapt Brightness
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4 Mode Edit User Data
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4 Mode Edit User Data

¥ Light Object [Light]

b8

Yisibility | Shadow |

Details
SCene

Basic Properties
*Mame |Light
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Visible in Editor
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4 Mode Edit User Data

< Light Object [Light] 68

General | Details | Visibility | Shadow |
SCene

Color v R P [100 %[

G ¥ 7% @
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Brightness P @

Type (Spot(Round) ~ [e]

Shadow

Vigible Light (Mene 11

Noi

[] Ma Light Radiation [*] Show llumination
Show Wisible Light [ Show Clipping
Mermory Requirernent: Low

Render Time: Mediurm

“Light Object [Light] @B
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HCEne
Details
[#] Usze Inner

Inner Angle {3894 @
Cuter Angle [B6.239 3
Aspect Ratio @3
Brightness E
Contrast NES

Inner Distance [Tm Ny
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] Ambient Numination [ Mo Diffuse
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4 Mode Edit User Data

“FLight Object [Light] @B
ral | Details | Visibility | Shadow |
s | &cene
Visibility
Uze Falloff
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Use Edge Falloff

Edge Falloff B0 % (&
Colared Edge Falloff

Inner Distance 138,277 ni@
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Dithering 0% @3
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4 Mode Edit User Data
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¥ Light Object [Light]
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Details | Visibility | Shadow |
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Caustics
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Energy I
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Energy % &
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Cuter Distance [T000 M (&

Ak

“?Light Object [Light]
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Details | Visibility | Shadow |
Scens

Type [Soft Turbulence [+ |

Octaves il &

Yelocity 70 % ]

Brightness 0% (&

Contrast 0% @

Local

Yisibility Scale (0 @[00m @00m @
Numination Scale [4 (&

Wind [MTm @ [0m @ (0 m &
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4 Mode Edit User Data

¥ Light Object [Light] o B | “Light Object [Light] @B
Basic | Coord, | General | Details | Visibility | Shadow | Basic | Coord, | General | Details | Visibility | Shadow |
Caustics | Moise Lens | Scene Caustics | Moize Lens HCEne
Lens Effects Scene
Made Exclude *
¥ Objects *

Glow Inactive

Brightness IS
&spect Ratio

Setting Edit, ..

LLd

&Ld

Reflexes | Inactive

.

Brightniess o %
&spect Ratio

| e

Edit, .,
Scale I
Rotation 1] :
Reference Size m [&

Use Light Parameter
Fade if Behind Object
Glow Distance Scale

Fade if Mear Border
Fade if &pproaching Object
Reflex Distance Scale

Pyrocluster lurmination
Pyrocluster Shadow Casting
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