Chapter 10 Adding Lights and HDRI part1

In this chapter we will discuss lighting our scene, so let’s load the last scene we were working with, I made a few adjustments to the layout and moved the camera a little. You may have already noticed some color banding while viewing these videos and I would like to mention that this is due to the compression used when creating the streaming videos, I would encourage you to have a look at the rendered images I have provided for you in the resources folder to see the final output quality. When placing the lights I will turn off the layer with all our objects on it where we need to see where the light is and have an unobstructed view, I also will be doing a render each time I add a light.

Now to create the illusion of depth in our image there are a few things to remember, cool colors such as blue and green tend to fall back into the image where as warm colors like reds and oranges tend to come forward, as well as areas with high contrast, say areas that have bright highlights and dark shadows attract the viewers eye and areas that have tones around the same value fall back into the image as well.

So unlike the Vray renderer,  Lightworks doesn’t have global illumination, so we have to create this ourselves using lights and also doesn’t take into account the bounced light within a scene unless you use a radiosity calculation, however it does have High Dramatic Range Imaging which is new to Truespace 7, which uses a HRDI image as a light source. Which we will look at in chapter 11. 

First thing we will do is load the default light library and choose none to remove all the lights from the scene, then we are going to use a revised version sunrise light setup in the lights library I have provided. So load this up now, let’s create a new layer and hide the layer with our objects then add the chapter10 ambient lights. I changed the light intensity of all the lights to 0.1, and the colors are about the same, this will give us a good starting point with a soft over all light as this light setup is made up of many infinite lights pointing from all different directions. In chapter 12 and 13 we will learn more about lighting and what all the options are, if you find lighting confusing at the moment. Infinite lights create a parallel light through out the whole scene and are great when used for outdoor scenes, as all the shadows are parallel. They also don’t have to be on the ground line you can move them up and this doesn’t change the lighting at all.

OK with the ambient lighting set although very dark still, we need to add some lights to create some dramatic lighting with highlights and shadows to create some interest and bring our objects to the foreground. Lighting for technical illustration is a little different than creating other types of illustration or artwork, typically for this type of work all objects should be visible without the shadows being to strong, now lock this layer and move on. Make sure to lock this layer here.

Let’s create a new layer and add the chapter 10 fill light, this is a fill light with a blue color. This points slightly towards the camera, the intensity is 0.35 shadows are enabled using mapped shadows, map size is 512 the larger this number the more accurate the mapped shadow will be, sharpness is 3, this refers to the blurred edge of the shadow the smaller the number the crisper the shadow and quality is 9 refers to the quality, a low number may result in color banding, OK this should create a nice shadow underneath our objects and help to ground them. Mapped shadows create soft shadows or a blurry edge to the shadow where raytraced shadows have a sharp crisp edge. This light will help illuminate the scene or fill the scene with a general light and is known as a fill light. 

Let’s stop here and continue in the next segment.

