Chapter 14 part 2 Fine tuning textures and rendering
Hi and welcome back to part 2 of chapter 14.

Let’s continue where we left off, so now let’s load the metal texture we have for our plane and I want to add a little more reflection to it, so let’s change the reflection to say 0.21 and then we will replace this as well in the material list, and replace.

Ok now let’s load up the chrome material that we have on the light bulb and let’s change the shininess to 1 and we will change the diffuse to 0 and we will replace this one, and let’s rename this to chrome base.

Ok so now our textures are now complete and they look fairly convincing, I will just move the material editor for a minute and right click any where in the material list library and we can save this library out so we can share it with other scenes, so I will just call this light bulb materials and I will put this in the resources folder so you can have access to it. There we go and I will just close the material list and the material editor.

All right so now that’s done, be sure to update the materials in the scene from chapter 10, if you are going to use that one, and right click on any of the render tools will bring up the render options in the stack view, we are going to set this up for our final render. Ok so we will just move this a bit so you cab see all the options.

Ok and usually I stick with anti-alias of about 2 or even adaptive but for this we have a fair amount of detail in the textures, so I will choose 3 x and for the background I’ll change this to black, 3x anti-alias will add a fair amount of render time so be prepared for a fairly long render and make sure lightworks is enabled and then remove the extra lights we added in part 1. Ok so make sure the Global foreground environment is active, so it loads our HDRI file for lighting.

Ok That’s about it, Let’s select the render scene to file button which is here, in the render options and select the Photoshop extension, and give it a name and a resolution of 640 x 480 and select render, the dialog box that pops up is actually Ipak which is now part of Truespace 7, Under channels let’s select Alpha mask, and select ok this will create an mask of all our objects so we can easily separate the objects from the background in a graphics program like Photoshop.

So here is our finished image, and don’t forget to add this scene to our library and I will see you in the next chapter

