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KIFERIGim

Degrees
Kelvin

Indoor (3200k) Outdoor (5500k)
Color Balance Color Balance

Type of
Light Source

1700-1800K

Match Flame

1850-1930K

Candle Flame

2000-3000K

Sun: At Sunrise or Sunset

2500-2900K

Household Tungsten Bulbs

3000K

Tungsten lamp 500W-1k

3200-3500K

Quartz Lights

3200-7500K

Fluorescent Lights

3275K

Tungsten Lamp 2k

3380K

Tungsten Lamp 5k, 10k

5000-5400K

Sun: Direct at Noon

5500-6500K

Daylight (Sun + Sky)

5500-6500K

Sun: through clouds/haze

6000-7500K

Sky: Overcast

6500K

RGB Monitor (White Pt.)

7000-8000K

Outdoor Shade Areas

8000-10000K Sky: Partly Cloudy

Based on information from the book [digital] Lighting & Rendering
Chart and colore (20032 leremv Rirn for www RdRender com
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Point Light Attributes
Type Point Light
color NG
Intensity 20.000
v llluminates by Default
v/ Emit Diffuse v/ Emit Specular
Decay Rate Linear b
Light Effects
Shadows

Shadow Color




color NN
Intensity 1.000 |
v llluminates by Default
v/ Emit Diffuse v/ Emit Specular

Shadow Color |




X1zk5%6

¥ Area Light Attributes
Type Area Light

color NEGEG
Intensity 2.000 l
v llluminates by Default
v/ Emit Diffuse
Decay Rate No Decay v
» Light Effects
¥ Shadows

Shadow Color | | [ |

v/ Emit Specular
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IBL - BkFENGE

https://threejs.org/examples/#webgl_materials_cubemap_dynamic2




IBL - IE/5{FNSE]

https://threejs.org/examples/#webgl materials envmaps

http://davidscottlyons.com/threejs/presentations/frontporch14/#slide-
107


https://threejs.org/examples/#webgl_materials_envmaps
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PRSZAUEMR

The Following Application Sketches All Have Shadows Cast By Parallel Light Rays  [89]
Parallel To The Observer's Face

Therefore, the principles developed on the previous page will be evident, Note: Arrowed lines are light rays used
to locate important shadow points. Dotted lines are temporary guide lines roquired to Jocate shadows.




PRSZAUEMR

The Following Application Sketches Have Shadows Cast By Local Light Sources  [95]

Therefore, the principles developed on the previous page will be evident.

Note: Single-arrowed lines are diverging light rays used to locate shadows.

Dotted lines are guidelines which “project” the light source onto the various surfaces (walls, floor, table top, etc.).
They originate from the light source and are drawn perpendicular to the surfaces. (The projected light sources are
marked by asterisks.)

Double-arrowed lines (originating from the asterisks) are the guidelines that determine the directions of shadows
cast by shade lines perpendicular to a given surface.
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