Chapter 12 3-point lighting part 2

 So let’s continue where we left off and let’s adjust the brightness and contrast, Under the image tools, then adjustments choose brightness and contrast and raise them up a bit OK let’s save this file as this image is finished.

Our next step is to add a background image, any abstract single color image will do, I am using one I downloaded from morguefile.com and I will supply a link to it. OK select the whole image, using Crtl A , then copy Ctrl C and then switch to our final image and paste using Crtl V. Our copy is now on a new layer. Select the final image layer and load the alpha channel and copy and paste. Move the background image layer below it, just by dragging the layer. Now you can play around with the background image if you wish by adjusting the color, position of by trying different files if you want.

So this is our final product illustration.

In chapter 16 we will create another image this time we will create an image with a sketchy look to it,

See you in the next chapter.Now with the light still selected select the camera view so we can adjust the position a little bit as some of the object is not being illuminated, so we will raise it up to include the whole object, rotate it just a bit and move it back a right click and drag with the light selected will move the object along the z axis, ok that looks alright I am happy with that the position seems to be good lets do a area render to see how well it turned out.

Okay that turned out pretty good.

Ok now it’s time to add the fill light, we could just create another spot light but we will just copy the key light and move and rotate to the opposite side of the scene. The fill light is used to illuminate the shadow areas and to help define the shape of the object and soften the harshness of the key light. Rotate the light so it is parallel to the ground or facing up slightly change the color of this light to light blue in the light panel and uncheck the shadow option, set the intensity to 0.5.

Lets do an area render to see the result.

Now we will move on to the backlight.

This light is used to add a defining edge to the subject, by adding a highlight to the rim of the object and this light is sometimes referred to as a rim light.

Copy the fill light and rotate it so it faces the camera and points at the edge of the object. You may have to move this slightly to make the highlight visible, so we will just move it around a bit. Set the intensity to 1.5 same as the key light. 

A test render is required here to clearly see the effect the light has on the object, so let’s do another test render.

While I tweak the position of the lights a bit let’s recap.

I have gone ahead and rendered the scene for you so we can discuss the final image. I added a ground object, which can be found in the library file we used earlier. So some points to remember about 3-point lighting are, 

The key light is the brightest light and cast the darkest shadows

The fill light is used to add general light to the scene and softens the key light. I choose not to enable shadows with this light but shadows could be used.

The backlight is used to add a defining edge to the subject by adding a highlight on the back edge of the subject and separate the subject from the background. 

In Chapter 13 we will take this scene a little further, so until then practice this light setup with some of your own scenes.

Bye for now.

