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SkyLight= FNe7Q7?

SkyLight= CINEMA 4D0f|A Z}dE ofe| EHS 2Igt SEfet 210|E HHS 2T dde 4+ U=S siLict
SkyLight= 012 ARE317| €11, 02 £2 ZAutE 2HS0IELICt. 12|17 SkyLight= 04 HHELICEH

SkyLight= CINEMA 4D2] MoGraph 2=1} XPress .= TE|7|

Z(HIER) 2 siat UELICE

Scene (ZHH):

2IO[SAIARI2 AEX7} Sky REHEN F0{5t Sky DHE{2|Z2| A& (Color) L= F0/EA(Luminance) X201l 2|=
HelL|ct,

ABXH= Sky QLEHEZ HE| Texture tagE Userdatall link fieldoll ZHts| Eeil o E8F & 4~ Ql1, MAESh xji'E
(Color or Luminance)2 &gt 4 UELICE.

SkyLight @BHMIEQ| 2|X|;= CIE RLEMNER} HZA|0{M USH, AFZXk= 0|AS {lsH ofst LEMEL ARZE 4= QU
X|2F 7FE Metst @ BHNEE= S8 Sky REME QlL|CH,

Dk AFZXI7} Sky REHMES 3|IMSHICHH, Skylight 2ENME = 7401 LS| 3|1%1g 4LICt

Icosahedron Sphere :
*HZ 1 |cosahedron2 20Hx|2k= 2[0S 7HELICH ARMAO||IA IcosohedronO| Z4A0| SEE|HI2..

Icosahedron 7= stLo| EHatol EXIZ 7iXl= S5t 7+H QEHMER|L|CY,

0l QERIEL Ut Selo] AZINSR MAEID, matd TN T TAES JHLIC
*HZ 1 homogenous= homogeneous?| QEIRI = M&LILCE

Ol2gt 72== 0| LENIEN| 27{st 2I0|E QUABHAE 2fst 20| SIFIL|CY,

A QIARIA — QPO = offH ZEof| CHEHA] O REE FAshs JHE ARl @A XIF §hct,
HEHO|| O] F1(Sphere)= EEZQI “Spherical - &2|, AHI2” UVHEES 7IXIX| F&LICE.
2= 0| 2|2 CIE WHo = sHZAsHoF Bt §hLict.

Icosahedron Sphere(71)2 71X|11 22|= Radius®t Subdivision F7H2| £ MIEIS MXSH 4 QUELICE,
2Lt Subdivision &2 CHE Sphere EtSn} 20| CHE HEHS 7HEILIC

Subdivision2 £HX| SAHOZ HZAEIL|CE,

AR2XIe| A|AEI |ight QIAEIA £:0]| subdivision A& 29t HeksHof 5HH, 0|22 22
Sl Y2 0 SLELICE

nE

2io|g &7 BES ¥

Number of lights (2}0|E2]| Zi4):

2l0|E QIABIA L= Of2| HO{X|= SAloZ MM(AE)ELIC
Lights=Points=(SubdivisionA2/5X4)/2+2, subdivision A& 57|X| A&l0]| X}S= o2 g0 TL|C},

Types of lights (2l0|EQ| E&):

ALEXI= EE2| SL|(Omni) 210|E2t AZKSpot) 2I0|E2| F7IX| ZF2| 2l0|ES ALEE! 4~ AUSLICH.
FIX| S50 A0 ALEA = M2 MXn| nl2to|EHES ZAE 4 USLICt

0|2 SXIH, m= Z&0| J2IX}, Contrast(CHX/CHH]), Specular(¥tH/HIAD S0| aZILICE

Global Lighting Settings (ZZ=i01-Fxj|=i0l - ajo|Elo] MX):

AA”IOM A= 22X| Global 3718 A85HH, QARAL| E17|= Ol 2HX|= SAof 2l XtS2= HIEL
Ct.

Global brightness/((SubdivisionA2/5X4)/2+2).
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ALEXL EESE F7HX[2] “Cutting Planes” & AFEE &~ U&LICH AFXH= 0[218t HHE(Planes)2| Position(%)1t
Falloff(%)2 M&g 4= JELICE aZi0l= 5 248 Ea21(Horizon Cutting Plane)2t At0|= HE! E2)|21(Side
Cutting Plane)ILICt. AR2XI= H angle A& (Global)zt elevation angle AXOZ AlO|E ZiE! S|Q12 MEs = U
&Lt ESHARO|E ZHE! E2I2 fIXIE T a2l /IX|= HA|ZIQ1(Global) B17| 2440f| ALZELICE O|H2 of2ff 204
Xl= 342 AREEILICE

(Global brightness/(SubdivisionA2/5X4)/2+2)*Horizonpos*Sidecutpos.

0!

2 Afo|= 2!

1]

ES gole Maoz 2XI0|X| tomM(% MAe| tHAoR), Lk splined| 2l EIlL|Ct

-1*(cos(X*Pi)/2+0.5
0122 20| QIARIAC| M3 IIALS SIsH HUZ 142 SBEMIC

o|2{gt S2|212 2I0|E AUAHAS AQIX| 2= g 4~ GUX|2H, 2l0|E2| H2E 0,0,02 EF5HH 0| 2I0|E= HIH &
X| 42 HYULICE HIEE= B2 Z20l 20} S JdL(C

H o0

>\I

Info Panel (& %):

AFEAH=E 67| ZHEl - AIO|EQ T HEIS E5H5H - MA|Z2I(Global) 87| HEE &2 £ JU2H, Sample
Brightness information S0| 2Z42JLIC}.

Shadow (Z2!Xp):

AEXE= CINEMA 4D2| 2E 2K E/RE AEE + U2H, AEAPZI 22 5h= 2E JFXH 4FS 0IR0M &2
+ UELICL R2l= AZXIl|7| “Soft Shadows™ S A& S HEEILICE
Dtof ALZX}2| HH(Scene)ollM Ofuigt 2XIXQ! SA=(Artifact)S WSITHH, Bias 281t Shadowlt| ¥ES =EY
4 ULct

MH .
*4% : Artifact - HLIQ] artifactis 1&71&0) ZHO = 215 OFy|ek= SiLte| 2HE! ZBoAo] Zatolzkn B 4 UALICE Ofzfet
Z3le EHOR MEHA| B3 U1t 22 HAOR LiERLICY,

Recommendations (ZZ}):

#i] MHof| “Cache map shadows” M2 AI2SHIAIL.

AREXIC| Sky HIE{2|Z0ll HDRI 2 AFESHUAIL.

AR2XK= Sky LEHIEO| compositing tag?| “generate GI"E & 4= USLICE

A= 5Lt Ol4e] Sky REMIES AIEE 4+~ o, 0215t ZL2tH “Compositing tags”& AFRE 4~ USLICE.

SkyLight (A7}0|2}0|E):

Enable (&3}
0| SM2 221 2EHNIE XIH|(2I0|E CIAHESO| MM)Q| ZI0|E QENMES A 4~ QI&L|Ct.

SunLight:

O|H2 AK2XI2] “Sun” EIO|EE I8t link field RILICH AFEXI= 2 EIRIC| ZI0|ES AEE 4~ 1, B E =0 2t
O0|E= SkyLight @EHMEQ| MEIE Sfsll 2}0|E & AILICE, 0|Aofl= 7HEXQI $|X| HHo| n 2lO|E=
Skylight EH(Surface)oll RIXIELICt. 22|17 AFEXE= 82K Azimuth)zt =0|(Elevation) Ii2t0|EISS MHE 4
&Lict.

Azimuth, Elevation
“Sun”2l0|EQ| £{X| MH nlzto|g

SkyLight Global Settings (SkyLight Zix{|={Ql 44%)
THIZQI(Global) Z2] &, 2|Xn} HHZQ(Global) ZX|M &H
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SkyLight radius (SkyLight BtX|S)
SkyLight LEHMIEO| HIX|S
2 MAZ ESH “Cuttings planes”2| 27|2 2IsHM= AR EIL|C

Ico subdivision

2 njzto|E{= icosahedron Z2|0|E|E F(primitive sphere)2| subdivisionS AXEHL|C},

AFZXE= 10~100 At0[2] ZtE oftH Ziol2te MAEet = UX|TH, Subdivision M2 HX| 5 Ao = HAELICH A|A
HIZ light 2IAEA 2=0i subdivision &S 5| Helsl0 s, 0|22 S2H 2}0|g! #17| 32 ¢l FYE i<
EQBILICE,

Points number=Lights=(SubdivisionA2/5X4)/2+2.

Sky texture tag

=2 SI=20lM AKRXI2| Sky LEHIEZ HE] “Texture tag”’S A8 4+ UCH, 0|12 7|2X01 2 wHAIZ AIZE A
elL|ct, 2 El1= “Spherical Projection” 22 Ot AF2&H 4= Q&LICH

22|l= AR2XIe| Sky LEHMEZ HE| “Texture tag”S AI25I== HEELICE

Sky object (Pos/Rot)
SkyLight LEHIEQ| 2|X|= CIE LEHMEQ HAFILIC AL2Xk= 0242 25l oSt LEHIERIE ALZS 4~ QUX|Tt,
71 ®ohst QEHIELE HA| Sky QEHEQIL|CE ARRXIE OUS 2l £ S22 ARRE 4 USLICE

>\.l
mjo

Channel (Color/Lum)

£ &2 0| M8ZH2 Color = Luminancedi] Of THE{2]2! XHZ0| AKSE XIS A&EHICE

SkyLight horizon

2 gt=2o| MXZ2 £ FHE! Z2|Ql(Horizon cutting plane)S A& giLICE,

= Egol2 2 ZajIele] ofzoll U= 2E 2I0|E QAHESS FHojta|H, ORS2| ZHe{s 02 MAEHLCE,
0[2{&t A0l st QAUAEIAE HICjof| F7H|X| 2o JHA| Sto=M HICZ! =7 wapELct,

Ol2{st MX2 AIZXI7t ALZXIQ| EH(Scene)dl|l “Floor Plane”2 At2E! il 0 S8t

ALEXI= EalE[2] &4810] 2Ot w2 MHZS & 5 USLICL

Horizon
2 HE2 £ Z3|21(Horizon Plane)2 74SLICt.

Horizon level
2 nl2to|efs HMIE A|ARI| 7|=8H T Z2|Ql(Horizontal Plane)2| 2! |X|E MAXEi|Ct.
Offsete| 22|22 =M HE7} oL, CFS SAl0ll 2745t S=IL|Ct,

-1*(cos()X*Pi))/2+0.5

5 ZAI2 00llM 1 AtO]2] 1/4 AF2! F{E(Sin Curve) BH2 EAIEHLICE

— O Tl
2 HT2 2}0|E QAUAHASO| MAH(2I0|E AABASO| MAHIHQI ) OAZS ffoH 2HEILICH

Horizon falloff
£ E7J|2l(Horizontal Plane)2| Falloff.
100%= SkyLight @EHIE Alo|=2| Z|cH AAZ lL|C},

Side cutting

£ nf2to|Ef= ARt A|ARIS] I 248! E321(Cutting Plane)2 A&gtLICt,

ARBXI= E Z5j012 FXoz XIQEA| MES! 4= USL|CE

ek ALZXI7 HHF|C| 2l0|EE A7 |E HSICHH, 2 S22 ZASSHXQI FHH| AFRRE 4+~ JUSLICt,
ol2{st &2 Ez|E[Q| &4Igi0o| ECt tif2A| HIHZS & = JUES BiLC).

©w
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Side cutting

2 HES2 Alo|= HE 2BNES £H95} §iL|C},

Angle
HAIZ2I(Global) cor. A|AEIS| Heading 2.
Hx|=21(Global) AIO|= ZHE! E3j|21 3|Te| W2,

Elevation

A= e Z2|210] =0| W= (Elevation Angle)O|H, ARBXK= -90 ~ 90 Afo|2| Zt2 MFE 4 UELICL

Cutting Position
£ mi2i0|Ef= TMIE AJARIY Z27{st Al0|= HE Zj21e] /XIE AL},
Offsete| 2|22 =M HEl7} OfL|H, CFZ SAl0fl 27{5t0] S2IL|C},

-1*(cos()X*Pi))/2+0.5

SAI2 00lA 1 At0[2] 1/4 AFRI F{E(Sin Curve) 22 EA[EHLICE,
M2

=
% —1—- O
Cutting offset

Alo|= RE! Zgj2le]| Falloff.

100%= SkyLight 2EHMIE Alo|=2o| X|c A=ZlL|Ct,

Advanced Lightdome settings
210|E MZ1} MF|=QI(Global) #712] Zi#|=2!(Global) A%

Light type (Omni, Spot)
SLI(Omni) £= AZKSpot)2| 2I0|EL| 7

Global Light brightness

£ nf2to|Ef= Fx(Whole) A|ARIS| Mx[Z{Q1(Global) 210|E B17|E XS Ct,
= ™2 Sun 7| 4™ ofmfst Hefx 0|x|X| ELIct

= AEU2 Ao|E2t =H e S2|210l| AR EIX| EELICEH

Global info data
MHE AR 20|H, AFEXI= 0l2{SH MMZE HAE &~ et A

0

pal
Fl'F
42
N
A
ol

Total number of lights
MME D= BI0|E QIAEIAO| 4~

B £X|= 7|&E(Described) 24l0]| 2}EgtLICT,

Light sample brightness
il 2lo|E ME o 87| (MM HEHE|X| oH5LICH

Brightness - cutting incl.

20| E QUAHASO| MH(2}0|E AABASO| HH|ZQI ) OtAZS 2ol JHEHTILICE

Sun 2{0|E7} ZEE|X| 242 TR|ZIN(Global) $1712401H, 2 HEZH2 Eat AE Sai|lof 2=StLIct

(a2 Z3te|x| erLich

Light sample settings

2 oj2t0|elS2 2to| ME(Lighting settings)S AESILIC}H 2E 0[2{S MHZL2

312 4 ALt

Specular (EIA})

CINEMA 4D 2{|m{ZA HiwHoilA]
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2l0|EQ| BE QAEHAESO| Specular M| 2/2= MH

Contrast (CHH])
2l0|EQ| B E CIABIASO| [HH| MAEZto| AX SI=QILICL &2 nl2l0|EHe QEME THO| 2102 ZA A7 |= F&
&Lct.

o

Shadow (none, soft, hard, area)
J2X AH0|H, 0|AH2 7|2%{2l 2|0|E MAnt SetL|Ct 2t U2 MEHE 7| 2I5iA = CINEMA 4D 2|m{=1A o
S ZXSIA|7| HERHLICE,

Inner Angle
ATZHSpot) 2I0|EQ| LHE WZ(Inner Angle)

Outer Angle
ATHSpot) 210|E2| 2|5 WZ(Outer Angle)

Shadow

ZJ0|E J2IXIe| MIELEIOl MXIZ}

£ nf2lo|EE2 CINEMA 4D<| 210|E ul2to|E{et SYLELICE 2ot
IS &ESHAIZ | HIELICE

&2
o
M

i
ne

7| #IsiM= CINEMA 4D 3imEA

Density (XE / HIE)
JIXie| e

Color (244}
JRIRte] At

Transparency
JEXfe| EH

Shadow Maps (Soft)

ATE *JIE—‘?—(Soft Shadow) A&,

2 nj2to|HE2 Hici2! Zntof| ZEHl Jok2 F= MESILICt

Ok ARZXI7H G S0fl ot JZIKte| BASS WS IH, &2 H|+2| oi2to|E|S2 =HsHof §huict,
ATE H=2(Soft Shadow) M ALEXI7t MIZHet ZH(Scene)2| 7|0 w2t o|==QlL|C},

Resolution (X, Y)

H MYZ2 Qaisto| M= W SHAEE FMIoEhLICE,

Hr =2 MEZ2 B0t £2 J2IXIE HEX|TH G 71 #Ic2! A|Zo] @7ELCE

SkyLight A|AEIOfl= HUZ 2 20|E QAEAS0| oM, OZ QI5H AFZAH= 0215 M= M ME|M == 2k
Mxst Lyt giELICE

o

Sample Radius
A= ¥ E212(Blurring)2| ME YIX|S(Radius). ECt B2 HEE 7] 2I8iA= CINEMA 4D HHHA HiFS &
ZSHA7| HIELICE,

Absolute Bias
2 MXZIL AT E 4|2 BiasE M|o{&iL|Ct,
ik AIZX7t HMESHK| 22 MAZE ANSITIH, 7|CHX| 22 =S Za7t LIEFE Zd L},

Bias (Rel)
2 Hjo|0{A mi2to|E= HxIAe! &HH I 7] 2l=MeL|ct, 2t B2 MEE 27| fIsiAl= CINEMA 4D 2|HBA o'F
AH= FIZSIA|7| HERILICE,
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Bias (Abs) (units)

2 HIO|o|A A2 37| MAZte| HoiztE 272 §ct (m, mm, inch)

Shadow Area

ollof2]0] $#I=(Area Shadow) A& S2E2lL|C},

0|23t #1=2(Hard Shadows= OFEI7HX|)= H[O|EH|O|A 4|=20] B3HUYCH, M= ARHo| HASS OIS 7| IR0

SkyLightofl MESHX| 4SLICH 2, ARSXI7tARSXI| AlAHI0]| B2 +=2| 2l0|ES 7IEICHH, M%II‘: ARSESE M=
sl = == UAX|2E, Area Shadows= 2Lt U2 G AZtS 2718 AYLICE

Accuracy (Mgl &ur)

0llof2]0] HI=(Area Shadow)2| MU= M 22|},

B =2 A3z o ZI HEE AZRE @7 EiL|ct, 2Ot @2 HEE 47| 25iA= CINEMA 4D oA fixS &
ZSIA|7| HEELICE,

Minimum Samples, Maximum Samples
F|A MES MZD} X[} 4= MZo| MEZ}

BriH2 ME2 0 2 .EﬂE'I%' AZIE Q7 eiLCE Bot B2 HEE 7] flshM= CINEMA 4D 3mEA HingsS &E
SHA|7| HEEHLICE,

FIIxl=

£ Z{El MX(Horizon Cutting Settings)2| G&ko]| [II= ] EFR

=2 H(Shadow Map) AH9o| Hskof| 2 ZIXIO| AA
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