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Lighting



Objectives of Lighting

® Not only to illuminate the scene
® Not only to make a beautiful image

® But most importantly, to help tell the story



Quality of Light



Quality of Light

® Softness / Hardness
e C(Color

® Angle of throw
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Harsh Lighting

g
-~
~N
=
]
0
W
-
% .
s e
2
T
o R R
|53
-~
B
B4
ot
’F i
7

Weegee



Soft vs Harsh Lighting




Specular and Diffuse Light

Specular light is a crisp light
from a small source and gives
hard-edged shadows.

Diffuse light is a soft light
from a large source and
gives soft shadows.

Softness /| Hardness



Basic Types of Light



Point Light






Directional Light






Ambient Light



Shadow Softness









Area Light
emits light rays from more
than one point

The soft region of a shadow is reached by light rays coming in from different
angles




Point Light with
radius > 0
emits light rays from more than
one point




Typical Studio Lighting



3 Points Lighting

Rim/Back Light



















Outdoor Daylight






The scene
comprises of
simply a
directional light
and a skyShader.



® O Render Settings

Edit Presets Help

Render Layer masterlLayer v
Render Using Arnold Renderer v
Common Arnold Renderer System AOVs Diagnostics
¥  Sampling
Camera (AA) Samples: 9
Diffuse Samples : 36 (max : 36)
Glossy Samples : 36 (max : 36)
Refraction Samples : 36 (max : 45)
Total (no lights) : 117 (max: 126)
Camera (AA) 3 '
Diffuse 2 I
Glossy 2 I
Refraction 2 [
SSS 2 (
Volume Indirect 2 [

Lock Sampling Pattern
Use Autobump in SSS

P Clamping
P Filter
P Ray Depth

¥  Environment

Background

Atmosphere

Motion Blur
Lights

Gamma Correction

v v v ¥

Textures

o

Create Sky Shader
Create Physical Sky Shader
Create RaySwitch Shader

Disconnect
Delete

Creating the skyShader



Color Management



Color Management in Arnold for Maya

O O Preferences

LGGITE Mesh  Edit Mesh Mesh Tools Mesh Display Curv

A—F——————————— 2ant Version: /[Volumes/kaho_course Edit Help
Eqitors o O OF O .
Animation Editors GG @ O No Live Surface Categories Color Management: Color Management Preferences
atio General Editors > B Domemaster3D Arnold Interface

Relatlor.\shlp E'dltors = Ul Elements Color Management Preferences
Rendering Editors B VlGIWCUbe

H
Ul Elements > DispTar; v Enable Color Management Make sure
Settings/Preferences > : . . .

Tool Preferences nemarics this is enabled
: . Tool Settings :
e Performance Settings Manipusstors OCIO Config Path:
Outliner g NURBS g Path:
. . Pol
Node Editor "N Hotkey Editor Sst:lgi(\)/zs Color Transform Preferences
Content Browser Color Settings Font
. 1 Py . .
Hypergraph: H'erafc"}/ #A DO Marking Menu Editor Settings Rendering Space: scene-linear Rec 709/sRGB
Hypergraph: Connections O Shelf Editor Animation
Panel Editor Assets : _

Paint Effects e View Transform: sRGB gamma v
UV Editor Plug-in Manager Color Management

Dynamics

Files/Projects
File References
Modeling
Node Editor
Rendering
Selection
Snapping
Sound

Time Slider
Undo

Save Actions

Applications

Input Color Space R/ 'es

Rule Priority . .
Linear Rendering Space

sRGB gamma

Default

Add



Lighting Style



Lighting Style

® Described by the Tonal Range

® Some generalisations:
® High Key
® |[ow Key

® High/ Low Contrast












Low Key Lighting

I NOIF

The Film Noir aesthetics in the 40s and 50s, influenced by the -:"-'!' '
German Expressionism, used Low Key Lighting extensively. |



High Key Lighting

Ramil Sagum Guillaume Schaeffer



High Key Lighting

Kyoko Hamada



High Key Lighting

Rinko Kawauchi



High Contrast Li

Diado Moriyama



High Contrast Lighting

lado Moriyama
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