Chapter 14 part 1 Fine tuning textures and rendering

Hi and welcome to chapter 14, so back in chapter 11, we left off adding a HDRI file and a spot light to our scene.

Let’s create a new layer for the sake of argument or visibility, let’s create a new layer and put some lights on it, first we’ll look that layer with the spot light on it and then add the lights here and lock this layer as well.

We need to tweak some of the textures as it looks as though they could use some work, open the material editor and expand it, click on this icon here to open the scene material list, this shows us all the textures in the scene. And here we have a list of all the materials that are used in the scene and we can either export this material library to use in other projects or we can actually click on each of these and load them into the material editor and make changes and load them back in our we can rename the materials so here I will just type out ground metal

OK so let’s sample the plastic housing and check to make sure we are selecting the right one in the material list and that looks like it, so let’s rename this one to plastic housing and let’s expand the material editor. Alright so let’s right click on the reflectance sliders, to bring up the dialogue box and in the shininess change this to 0.25 and in the specular highlights we will change this to 0.4 and then in the material list we will replace, and this will replace all the instances of that material in the scene, rather than having to use the paint over material tool, with each object.

Alright so let’s rename this to cardboard, OK and this material is a bit dull at the moment, and you can change this to white as it is a grey color at the moment, let’s change the luminance to 0.1 and let’s add a bit of shine to this there we go and let’s replace this material, ok.

The next texture we will work on is the package texture, so let’s select that one and load it up into the material editor and let’s rename this one package and let’s change the diffuse to 1 and we will add a bit more specular highlights and change the shine to 0.17 and then let’s remove the bump map and then let’s replace this one in the material list, OK.

Almost there, all right let’s just sample the fluorescent tube texture and make sure we select the right one in the material list editor and load that up and this one appears to be a bit bright so we will reduce the luminance to 0 and we will add a bit more reflection and shininess as well as some specular highlights, turn it up a bit and we will turn that to there, OK, and let’s replace this in the material list and then let’s rename this to glass tube, OK so we are going to stop there and continue on in the next segment.

