Chapter 10 Adding Lights and HDRI part2

Now lock this layer and create another layer and add the chapter 10 main light, may as well stick with an infinite light, intensity is 0.6, color is slightly orange, this will help bring the highlights forward to create some depth, mapped shadows are enabled and the parameters are 512 for map size again more is better, but cost you in render time, 1.7 for sharpness for a shaper edge to the shadow and a quality of 9 this is pointing from over your shoulder so the light is pointing at the corner of the box. This light will be our main light and will be the brightest in the scene, can be known as a key light and this will help create the brightest highlights and prominent shadows. Again lock this layer.

Again let’s create a new layer, Now the overall lighting is a better, but the box isn’t being lit very well at the moment, add the chapter 10 spotlight this will place a beam of light at the corner of the box to help high light it, we added some falloff here so it doesn’t affect to much of the surrounding area, basically this means we will adjust how far into the scene the light will travel also how far the light will spread, we gave this an intensity of 1.36 and left this white, enabled mapped shadows again, sharpness is 4.6 to spread the shadow a bit and make a really soft edged shadow with a map size of 512 and quality is 9.

First I will close these windows, right click on any of the render icons and select color and click on the background and change to black. Let’s open a new window, doesn’t matter which one, select the camera in the link editor and make this our active window and now we will render.

Select the render screen icon, and while this renders, you may be asking why we locked the layers as we added the lights, using the light library will cause the lights to be replaced, and locking the layers prevents this from happening.

Although we did texture our objects earlier and things looked OK, the light setup you choose ultimately dictates how your materials look and may have to be adjusted.

Don’t forget to add this scene to our library and we will rename it to chapter 10 render.

In the next chapter we will look at HDRI and address some issues we have with our textures. 

See you then.

