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Thistutorial will give you some basic instruction in the use of shadowing ascene. It's
not meant to be a complete authority on shadowing, just a basic guide for you to follow.

The scenein thistutorial isavery basic one. | use 3 lighting sources, all spotlights. Each
one uses shadowing to give the studio effect | desire.
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L oad up your scene.

As stated in the preface,
thisisastudio scene. |
will use 3 spotlights, one
for theright, one for the
center and one for the

| eft.

The following pages
show me doing this.
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| already know that

[spotLight 1

Spotlight 1 will be
the left, Spotlight 2
the center and
Spotlight 3 will be
theright side so |

don’t rename them.
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Once the first spotlight is created it is defaulted in a position below the main =~ =
scene. | will adjust that later. | will go ahead and install all spotlights. —

Thereason | will install all of the spotlightsisthat together the three will
overwhelm the scene with light and | would rather deal with them together
| than one at atime.
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Making sure that
Spotlight 1 is
highlighted in the
scenetab, | will go
ahead and adjust it
up in the scene using
the Y trandate.
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Y ou can see the outline of _
Spotlight 1 just behind the |
woman. | am now going to bring [© _
it toward the front using the Z

trand ate.




Okay, now it'stimeto
view the world through
the Spotlight’s eyes.

Click hereto get adrop
down window and select
the spotlight you are
working with.







Selecting Spotlight 1. g




| want the model in
the center of the
screen so | will make
adjustmentsto the
Trandate and
Rotation scales.




Close enough for the
moment. Now | want to
make the spotlight project
shadows, soften the
shadowing and intensity of
the light.

Scroll down to the
adjustments location.




| am using Raytraced
for my shadow type,
a shadow softness of
roughly 10 % and at
thistime | do not
adjust the intensity.




After each step of
adjustment to the
spotlights | go back
to the Default
Camerato see how
the scene has been
affected.




Going to see the world
through Spotlight 2's
eyes and make the
appropriate movement
adjustments.




Asyou can seeg, 2
spotlights on the
model with 100%
intensity overwhelms
the scene with an
almost cartoonish
look.




| use Raytraced
Shadowing, a
Shadow softness of
around 10% and
reduce the intensity
to around 50%.




Spotlight 3







Back to Default
Cameraview to see
If the scene looks
okay. If not tweak
and peak the
spotlight fields of
view and/or intensity.




Rendering theimage. | render the
Image to verify al iswell. | amthe
type of person that has to see an
Image by itsalf so that | can see what
needs done to improve the scene.

I’ m the type that has to read the book
in my hands and not from a computer
screen.

With the three sets of shadows
Incorporated in the scene this render
took over three hours. Keep in mind
that the more difficult the sceneis
with shadowing involved, the more
time it takes for the render.




Hereitis. | don't
think | did half bad
on the first go round.




