Chapter 11 HDRI setup part 1

Hi and welcome to chapter 11, we are going to talk about HDRI setup this image was the final render from chapter 10, and this render is the HDRI lighting setup we will create in this chapter, let’s load the scene named chapter 11 from the library and you may notice I have removed all the lights in the scene except for the spot light, we will leave this in place for now and we will now look at using a HDRI image to light our scene.

So the scene I have provided for you was the scene we were working on in chapter 10 and includes a layer with some simple shapes painted with Caligari phong reflectance and settings are 0 for luminance, 1 for diffuse, I have a few painted objects with no specular highlights as this setting simulates reflection of light sources, and this is really not required with an HDRI setup since HDRI creates an array of light sources and this may cause a series of highlights on the objects which may not work very well for example with a high specular setting the highlight may in fact be a large sphere on the object when the highlight should be a square window generated from the HDRI image, if you use little or no specular settings.. This scene will allow us to test our HDRI setup without getting bogged down with rendering and the amount of detail contained within our scene.

Ok I am going to load the HDR file now, which I have provided for you, as this will be used in the final render. So click on the Global environment foreground icon, which can be found in the light tool bar, right click to bring up the parameters, if it doesn’t launch and in the global environment box let’s add our secluded lake 2000 hdr file, which you can find in the resources folder, like so.

All right we will render the scene, actually first let’s open a new window, let’s make the layer active and select the camera in the link editor and select it as our active window, then hide this layer again and center this and then we will render. And you will notice immediately we can see that the file contains a lot of blue and the main light is coming from the left. I think I want to change that, under the saturation here, a setting of 1 with the lightworks renderer will cause all the colors in the HDRI image to be oversaturated, so let’s change this to zero which in fact is the normal setting, and we will render again the saturation level only effects the lighting color and doesn’t effect the brightness of the scene, you will notice the blue effect has been reduced quite a bit. But still it is a bit much for my taste, currently so let’s change this to a negative number, let’s try –0.75 and render again. Looks like most of the blue has been removed from the scene, as a setting of –1 is actually uses grayscale only in the lighting. I like that, that’s good. 

The intensity is a bit much so let’s reduce this a bit, let’s change the light intensity to 1 this controls the brightness of the scene, let’s also change the back intensity to 0.65 this controls the strength of the reflections seen in reflective objects and now we will render again. Good all the shadows are a bit darker and the scene is not overly lit and now let’s change the samples, the samples refers to the quality of the light settings, including shadows a higher number will create better lighting and smoother shadows and a low setting may cause some artifacts and you may have to adjust this depending on your image and the textures of the objects, so let’s enable shadow maps and change the mapped shadows size to 512 for map size, 3 for sharpness and 9 for the overall quality, we may need to fine-tune later on, but this will do for now and we will render again. This actually might take a few minutes; the more samples add more render time. Almost done here and we can see the effect is a little more natural looking, and as you can see the objects with the high specular highlights have multiple highlights on them. 

That is more what I am looking for, so with that done we are going to stop now and we will continue on in the next part of this chapter, 

Bye for now.

