Chapter 12 3-point lighting part 1

Hi and welcome to chapter 12.

In this chapter our focus will be on 3 point lighting, this is a quick and effective lighting solution and probably one of the most common lighting setups used in computer graphics.

We are going to use a custom layout so we can see our scene in both player and model window. This will allow us to see the lighting effects and shadows in real-time. Click on the add 3d window icon Crtl Left Click on the title bar of the window that appeared and drag it to the stack view, when a highlight forms around the stack view release the mouse button then adjust the size by clicking and dragging out the border. 

Now load a new scene, let’s remove all the lights in the scene, open the lights library and choose none, Now lets add some objects, load the 3point_object library and add the 2 light bulb objects and the camera. You and it can find in the resources folder in the 3point library file.

So once loaded, we can get started. In the player view select the camera as the active window.

In the top view in the model view let’s add the key light select the spot light tool and click anywhere in the 3d space. Remember to deactivate the light tool by selecting the object tool or you will continue to add lights to the scene.

Next switch to the bottom view we are going to adjust the spotlight, by default in modeler spot lights render with a hard edge scaling this disk softens the hard edge of the spotlight. Lets switch back to the top view, zoom out using the widget, Right click and drag out so the camera and the light are both visible.

Ok now let’s move and rotate the light into position. Placement of the key light should be 15 to 45 degrees to the left or right of the camera and for this scene above the subject.

Let’s adjust the lights parameters. To enable shadows left click and drag and select enable shadows icon. Then right click to bring up the shadow parameters, select mapped shadows this option gives us detailed and smooth shadows so we don’t get any noise or pixilation in the end result, set mapped size to high and set quality to high which will increase the quality of the overall shadow. Back in the main light panel window set linear falloff then set the light intensity to 1.5 and also we will leave the color of the main light white. A note about linear falloff when enabled a projected light path appears, right clicking on these lines will allow you to adjust these manually.

Next we are going to activate the camera as our active window and Right click the object tool and select the camera from the drop down list or select in the Link editor, then click on the camera icon in both player and model view and we are set.

We will continue this lesson in part 2 see you there.

