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more subtle lights and higher values produce very intense lights. With Intensity values
greater than 255, the shading on objects becomes progressively sharper i.e. the transition
zone between light and dark areas on the object becomes narrower. It is the shading on
objects that gives the illusion of depth in a two-dimensional picture. Consequently, if the
shading between areas of the object that are light and dark is reduced, the illusion of depth
in a picture will diminish.
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Figure 5-48: Varying the lighting Intensity controls the strength with which it shines: 64 (left), 127 (centre) and 510 (right). Compare these results with the centre render in
Figure 5-46, set at the default Intensity of 255.
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