Six Types of Light Sources
Attributes of Lights
Shadows

Shading

Lighting Tips and Tricks



SIX TYPES OF CREATING A NEW LIGHT
LIGHT SOURCES

Modify Create Display Window
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SIX TYPES OF
LIGHT SOURCES

" Ambient
® Directional
= Point

® Spot
®mArea
" Volume

* Light radiates in all directions from a
single point

 ldeal for: Omni-directional sources
 Ex. Lightbulb







mArea







Key Light - main
source illuminating
the object

Secondary (Fill)
Light - highlights

details of the object

Back Light -
distinguishes the
object from the
background




Intensity
Fall-off/decay

Cone Angle
Penumbra Angle

Drop-off
Color




ATTRIBUTES OF LIGHTS

Intensity - how much light emitted from the light source.

Decay - how much light diminishes away from the source
light (fall -off)

Cone Angle - width of the lights cone of influence - area
outside cone not illuminated

Penumbra Angle - fall off at edge of cone angle - more
gives a softer edge to the light cone

Drop-off - how much the light diminishes at the outer




LIGHT CONTROLS

Aim From/Aim At

Fall-off Rate

Cone Radius
Penumbra/Umbra control
Non-linear fall-off

All In One Control
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FALL-OFF RATE
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PENUMBRA/UMBRA CONTROL
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ALL IN ONE CONTROL

spatlighti
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GOOD WAYS TO USE LIGHTS

Look to photographers for good
techniques

Think in terms of balance.
Avoid the overly dramatic.

Look at natural lighting.

Avoid saturated lights and hues
Normally only nheed a few lights.
Avoid disco colors and effects.



http://warpedspéce.org/lightingT/Images/
Renders/Lightintensity/IV6.jpg

Light Intensity from too
Dark to too bright.




TWO TYPES OF CHANGING LIGHT ATTRIBUTES
SHADOWS

List Selected Focus Attributes Show Help

= Depth Map spotlLightl l spotLightShape 1 ] defaultLightSet
m Raytrace spotLight: - Focus
spotLightShapel Presets
[

Hide

Intensity Sample Light Shape

Penumbra Angle O.000 ! -

Dropoff | 0.000 "

» Light Effects
» Shadows

p Fur Shading /Shadowing



TWO TYPES OF
SHADOWS

= Depth Map
m Raytrace

 Under light shape attribute editor

e Less accurate shadows
e Faster render time

» Light Effects

w» Shadows
Shadow Color

- >
w Depth Map Shadow Arttributes
(¥ Use Depth Map Shadows

(M Use Mid Dist

(V¥ Use Auto Focus



= Depth Map




TWO TYPES OF

SHADOWS « Under light shape attribute editor

* More accurate shadows
m Depth Map  Longer render time

= Raytrace

v Use Z- Map

w Raytrace Shadow Attributes
(W Use Ray Trace Shadows

Light Radius (Q.000 w. y

Shadow Rays 1 w. N -

Ray Depth Limit |1 y o

p Fur Shading/Shadowing

p mental ray




= Raytrace -




SHADOW EFFECTS

THREE TYPES OF CHANGING LIGHT ATTRIBUTES
SHADOW EFFECTS S O

List Selected Focus Attributes Show Help

[ H a rd S h a d OWS spotLightl l spotlLightShapel ] defaultLightSet
m Soft Shadows spotLight o | Focus
spotLightShapel o Presets
m Fall-out Hide
Intensity Sample u Light Shape D
Penumbra Angle [O.000 . -
Dropoff | (0.000 S

» Light Effects
» Shadows

» Fur Shading/Shadowing



SHADOW EFFECTS

m Hard Shadows




THREE TYPES OF
SHADOW EFFECTS

B Hard Shadows
m Soft Shadows
m Fall-out

SHADOW EFFECTS

 Under Depth Map Shadow Attributes,
increase Filter Size

w Depth Map Shadow Attributes
(V] Use Depth Map Shadows

Resolution '512 =

(V] Use Mid Dist

(W] Use Auto Focus

Focus 90.000

Filter Size 19




SHADOW EFFECTS

m Soft Shadows




SHADOW EFFECTS

STI-II*ARI;E(I)EWTYEFI,:I;::?E(?TFS « More natural looking shadows
 Select checkered box by Shadow Color
®m Hard Shadows EETICIA8 T 0]

m Soft Shadows
= Fall-out

s
Shadow Color - y

w Depth Map Shadow Attributes
[ﬁ Use Depth Map Shadows

Resolution §12 o )
(M Use Mid Dist

(M Use Auto Focus

Notes: spotLightShapel

Select




SHADOW EFFECTS

THREE TYPES OF
SHADOW EFFECTS

" Hard Shadows
m Soft Shadows
= Fall-out

* Remove middle color (green) by selecting
[X] on right

e Select top color to be white

e Select bottom color to be black




SHADOW EFFECTS

THREE TYPES OF  Invert bottom and top colors by selecting
SHADOW EFFECTS colored dots on the left

" Hard Shadows
m Soft Shadows
= Fall-out




SHADOW EFFECTS

THREE TYPES OF  Invert bottom and top colors by selecting
SHADOW EFFECTS colored dots on the left

m Hard Shadows
m Soft Shadows
= Fall-out




SHADOW EFFECTS

= Fall-out




SHADOW EFFECTS

THREE TYPES OF « Can also change softness of light from top

SHADOW EFFECTS attributes
m Hard Shadows * Penumbra angle
* Dropoff
= Soft Shadows
m Fa"_out @Emit Diffuse [EI Emit Specular

Decay Rate | No Decay

Cone Angle 54 _498

Penumbra Angle 3.028

Dropoff  14.036




SHADOW EFFECTS




combination of the
basic material of an
object and any
textures that are
applied to it

In our presentation, we will discuss Materials.
Textures will be covered by the Modeling group.



MANY TYPES OF
MATERIALS

m Blinn
mlLambert
=" Phong
mEtc.

Go to:

Windows->Rendering
Editors-
>Hypershade

USING HYPERSHADE

MAssets Animate Geometry... Create D... Edit Defor... Skeleton Skin C
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Animation Editors
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Render View

—| € & & !
> Render Settings

¥ Renderer Pay mental ray >
=2 !' Attribute Editor Render Layer Editor
Outliner Custom Stereo Rig Editor
Hypergraph: Hierarchy (| :
Hypergraph: Connections (| Rendering Flags

Shading Group Attributes
Paint Effects
UV Texture Editor

Multilister
Hardware Render Buffer

Playblast

View Arrangement
Saved Layouts
Save Current Layout...

Frame All in All Views
Frame Selection in All Views

Console Window...
Raise Main Window
Raise Application Windows
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Select desired
Material type from
left-hand panel

or from the

Create -> Materials
menu

USING HYPERSHADE

Hypershade
£ Edit View Bookmarks Create Tabs Graph Window Options Help
Al em™ o @@ aaG BE e SIT SROw
(Tfeﬁﬁ' Bins ! -0 [ Materials ] Textures | Utilities Lights Cameras | Shading Groups | Bake Sets

w Create Maya Nodes

Surface .

Anisotropic
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Blinn
Hair Tube Shader
Lambert
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Ocean Shader

[ work Area )
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Ramp Shader

Shading Map

Surface Shader

0000000C 0000

Use Background

Volumetric

Displacement




Double click on the
Shader to open
Attribute Editor

Modify attributes such as
color, transparency,
shine, etc.

Factors beyond these
basic attributes that
determine the
appearance of an
object’s surface are

defined by textures
(discussed in the Modeling
presentation)

® 0O 0O

ATTRIBUTE EDITOR

List

Selected Focus Attributes Show Help

Color Chooser

B win =

wWheel

wSliders

¥ 360.00
£ 0.000
vV 0.500

HSV

Accept Reset

' phongl l
=
phong: F
] ocu
phongl o Prese
|
rial Sample

—

Material Attributes
Color

‘ransparency

mbient Color

candescence

mp Mapping

Diffuse 0.800

fransliucence 0.000
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