Welcome to chapter 13.

So I assume you have tried this lighting setup with some of your own scenes and have had a look at the example I have provided. Although the previous example is good there are some room for improvements. It is good for lighting a scene with 1 object.

3-point lighting doesn’t mean there has to be 3 lights in the scene as a matter of fact the 3 lights are mainly for the main subject and usually are accompanied by other lights to illuminated the surroundings.

In the final render in our first example back in chapter 12, the lighting is dramatic may not be suitable, the dark areas are too dark and unnatural looking and any objects outside to the cones of light are not covered. As well as the underside of the light bulb could use with a little lighting as well.

To address the problem the fill light could be an infinite light to correct this. So lets address some of these issues by replacing some of the lights with infinite lights and render again.

 So lets load the scene 3-point standard2 in the 3 points library. You will notice there are a few additional objects just to emphasize the changes. 

Now let’s change 2 of the lights.

Ok select the ground object, right click on the object tool and select plane3 from the dropdown list, select render options and set to invisible so we can see all the other objects. Next we will remove the fill spotlight and the backlight. Which can be done from the link editor by selecting and pressing delete.

Now for the fill light, create an infinite light by selecting the icon and clicking in the 3d space then click on the object tool, then with it still selected, choose the scale tool and click and hold the left and right mouse button and scale the light up, I do this so I can see the light easier with infinite lights this has no effect on the lighting. Now let’s rotate it so it is pointing from the opposite direction as the key light and at a lower angle, using the top view and side view will make this easier, keep an eye on the player window as well. Change the color of the light to blue and change the intensity to 0.5.

Next copy fill light and rotate this so it point directly at the camera, and points slightly upward so it doesn’t effect the ground plane, change the intensity to 1.5 and change the color to white. 

And render.

We still have a bit of a problem with the base a it is still too dark, you would expect to see some reflected light from the ground object. So let’s add another infinite light pointing directly up with no shadows so the objects do not cast any unwanted shadows.

Let’s see what we have now.

Now with this setup any object we add will be illuminated fairly well with emphasize on our main subject and for this example works out quite nicely. However you could change the key light to an infinite as well so all objects receive the same light treatment, depending on your needs and mood of the scene. 

For technical illustration sometimes it’s best to make sure all objects are visible within a scene so I tend to use this setup quite often.

To me lighting is perhaps the most important aspect to creating stunning 3d work, without proper lighting even the best models look flat and unappealing, and mediocre models can be saved by great lighting, I would suggest learning as much as you can on the subject as I am only scratching the surface.

With the addition of HDRI and Vray and global illumination we have some help in the lighting department but it helps to know what to look for and still takes a bit of practice to get the best results possible.

