Chapter 15 – Single light bulb render part 1

In this chapter we will load up the scene we used in chapter 13, for this render. Load up the scene 3point enhanced scene.

Select the camera in the link editor and set it as our view window. Remove all the objects and load in the final light bulb as the scene was based on an older model, center it in the window, and remember the texture for the tube was a little too bright so we will reduce the luminance. Then add this to our scene library.

Ok let’s render the scene, first let’s rotate the model a bit for a better viewing angle and update the library, right click on any of the render icons to bring up the render options first of course and check the options, things look ok, choose render to file, give it a name and choose the Photoshop extension and select render and choose alpha mask in the channels options.

Ok after this renders let’s load the last scene from chapter 14, you will notice the scene is quite dark, as we are using an hdri file to light the scene no worries, we are going to change all the textures to a default grey color and perform some post editing work in Photoshop a little later. So marquee select all the elements in the scene and then open the material editor and reset the color to default grey. Then with all the objects select use the paint tool to replace all the textures, select the ground object this time, remember we had an transparency map applied to this so we need to load this again, load the file circle mask in the transparency map option and paint the plane, and now let’s render the scene using the previous setting from our final render.

Now in Photoshop I have opened the first color image and although it looks good, I see a few things that I can improve on which although I could address them in Truespace I would have to rerender and now that I have 2 files to work on this would take a bit of time, compared to a few minutes in Photoshop.

So let’s duplicate our image, click and drag the layer down to the create layer icon and we get a copy of this layer, now we can work on the copy and not worry about messing up the original. The first thing we see is the spot light we added created a visible edge on the flap of the box, using the magic wand tool set at 32, select the flap by clicking in the green area, now select the foreground color to white and choose a brush tool change the brush size to be fairly large and about 10% opacity and paint in the corner here to add a broad highlight and soften the effect from the spot light.

Now select the polygon lasso tool and select the front of the box and we will paint this area with the same effect in the top right corner.

Ok now let’s add a bright highlight using the line tool, create a line that is 2 pixels wide along the edge of the box. Once we have something we like, right click on the shape mask in the layers palette and rasterize the layer, pick the eraser tool and set the opacity to say 30%, and lets soften this a little to make it a little more natural and fade it off at the end. Now lets hide the original layer and then flatten all visible layers. Let’s stop here and pick it up in the segment.

