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3D Modeling & Animation Volume lighting refers to the effect of “seeing the light as it passes through
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space’ as in a movie theater when you can see the beams of lights as they come
through the projectionists booth. Volume lights add a degree of realism to
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1.Create a“Target Spot light” yourscenesa dare easy to setup
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IMOdiﬁet Lt B 2.Make sure“Shadows” are turned on.
— 3.In the modify panel, click“Add” in the Atmosphere & Effects sub-panel
4.Select“Volume Light”from the menu that pops up.
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5.You can changed the color of the light, the density of the volume and

Setup I—— other paameters by selecting the Volume Light and clicking “Set Up”



