*most specific application to the room assignment

Purposes of Lighting:
-setting the mood with color/enhance the drama*

-directing viewers eye to the focus of the scene*
-creating depth through the use of gradients in texture and contrast*

-show the time of day*

-reveal characters personality

-complimenting composition*

-continuity

Light Types:

-ambient/point*

-directional

-spot*

-volume

Direction of Key:

-front (flattens image/loss of texture and form, paparazzi feel)

-side (emphasizes texture, contrast, depth and shadows)*
-back (high contrast, full of silhouettes and dramatic, best way to show translucency)

-top (best for overcast midday lighting, or brooding character)*
-below (rare, usually because of a campfire or candlelight or if you want a spooky effect) 

Style of Lighting:

-high key (comedic, shows action of characters)

-low key (shows emphasis on the visible, moody)

-high contrast (shows unrest, heightens emotions)

-low contrast (shows calm)

Outdoor Lighting:
-time of day (midday, late afternoon, sunset, dusk, night)*

-cloud cover (overcast, open shade, dappled)

Good resource: http://en.9jcg.com/comm_pages/blog_content-art-86.htm
Indoor Lighting:*

-tungsten

-fluorescent

-windows

Shadows:*

-different methods of making them (built in from key, negative lights, shadow key)

-color choices

-placement (size, where, how strong, how many)

-auto refresh when rendering and the difficulties with shadows

Extras:
-decay

-barn doors*

-pooling of light*
-attaching patterns/textures
