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Light Properties

v On ¥ Targeted

Targ. Dist: 0,342

Shadows
~ On Use Global Settings

Shadow Map v
Exclude...

Light Distribution (Type)
Spotlight

¥ Distribution (Spotlight)
Light Cone
Cone visible in viewport

[SRFP R [ R——

Texture Environ  Mapping:  Explicit Map Channel

Map Channel: 1
Use Real-World Scale
Offset Tiling Mirror Tile Angle
U 0,0 = 0,2 v Ul 0,0
V. 0,0 1,0 v Vo 0,0

® uv VW WL W: 0,0

& Blur offset: 0,0 Rotate

152
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Keys Tangents  Show

wl )
Wi Cameral0l
Transform
- Position
- X Position
¥ Position
|__ 7 Pasition

1 Camera Selected _.‘ 8 B xoss 3 v: 2,127 & Z: 0,116 4 Grid = 10,0 44 «ll b-‘ ||

35 40 45 0 35 &0 ﬁﬁ 70 5

o Time 0:00:03 % Enabled: ® @ |51 Add Time Tag 1» (66 '@
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[+] [Front ] [Stands

Render

Renderer: Quicksilver Hardware Renderer " Sawe File

View to Render:  Quad 4 - Camerad0l

Common
¥ Common Parameters
Time Output

® Single

Active Time Segment:

Range: ]

Render Elements

Every Nth Frame:
0 To 100
To 100

File Number Base:

Frames:

Area to Render

View

Output Size
Custom

Width:

Height:

Options
¥ Atmospherics
Curves v Effects
¥ Displacement

Video Color Check

Auto Region Selected

Aperture Width{mm): 3a,0
320x240 720x486
640x480

Pixel Aspect: 0,9 =

Render Hidden Geometry
Area Lights/Shadows as Points
Force 2-Sided

Super Black
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