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There are multiple layouts that you can use in DAZ Studio. To find them and
change your settings, go to Window->Workspace->Select Layout.

Render Connect Window

: . & Cameras Render

Enter text to fi TEVIEW Ctri+L

ﬂ Customize...

This tutorial will be using the 'Hollywood Blvd' layout. Choosing the same layout
setting will make it much easier to follow along.

Full Service [Beta]

Layout :

Description :

So dream of having your name in lights, eh? Then no more Full Service for

s time to take a peek behind the curtain and start understanding how things |
actually work. This layout uses gen terms associated with movie-making to
help beginning users make a connection between something very new [and
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In DAZ Studio, there are multiple styles that you can use. To find them and
change your settings, go to Window->Style->Select Style.

File Edit Cre: Toolz= Render Connect Window Help

Panes (Tabs)

Actors, Wardrobe & Props F & Cameras

Selectan ltem... | ¥ revi ight: CirisL

A style window will popup. Select the 'Main Street' style, then hit 'Accept' in
order to use the same style that we use in this tutorial.

Style - R

File Edit Create Tools Render Connect Window Help Internal
2 +
Y @ |

Scene Smart Content

B Enter text to search by...

ii‘ Poser Formats (@3 Wy DAZ Library
ii‘ Other Import Formats

ﬁ Products

ﬁ Categories

Version: 462113
Description :

This style is big and bold. It i= comprized of neutral gray tones and a sharply contrasted yellow highlight
that is intended to draw your attention... a bit like painted markings guiding you along the road to
SUCCESS.
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In this tutorial we will be covering lighting and renders in DAZ Studio. You'll
see how to add your own lighting and see how it can change the outcome
of your renders.

Initially DAZ Studio uses a default light to light up your scenes, let's take a
look at that.

Add the Genesis figure to your scene.

-
B wy Library » kil

[ waterials
-
‘hf Poser Formats .
ot (& Mixamo BVH
“ Other Import Formats
E' i [ Foses

B Catcgori
W[ Caicgores [ Presets

F Y

1-1 0f 1

Content Library Location
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When you look at your figures, you see light reflecting off of them. This is
the default lighting when starting a new project in DAZ Studio.

Genesis Figure with Default Lighting
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On the previous image, the back seemed darker, but when we rotate it
around, we notice that now the front now looks like it is darker. This is
because the default lighting will light up what you see of the figure in the
viewport and applies any shading accordingly.

Genesis Figure Backside
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The default lighting does not show up in your Scene tab, so there isn't a
way to edit this type of lighting in your project. However, to customize any
lighting used in your scene, you'll need to add your own lighting object to it,
and I'll show you how to get that done.

=N Enter texttofilter by..

L E.f ﬂ. Default Camera

10
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Types Of Lighte

There are 4 different light objects you can use when lighting your scene
with each having it's very own purpose and usefulness:

Distant Light - This light object is used for covering an entire
scene, it's good for providing the look of natural sunlight.

Spotlight - This light object is used to emphasize certain
objects or parts of an object in your scene; use it to shine on
specific portions of objects in your scene.

Point Light - This light object is a sphere of light that gives off
light all around it; use this light in places where a source of light
would be in your scene such as a lamp.

Linear Point Light - This light object is similar to the Point

Light, but provides some various options for further lighting
refinement.

12
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Distant Light

The first light object we will be talking about is the Distant Light. The
distant light is an abstract light that blankets your entire scene, coming from
a specified direction such as the light from the Sun.

To make a Distant Light, go to: Create -> New Distant Light

File Edit Create Tools Render Connect Window
+=‘ Mew Camera...

+
=N
A

Actor

“# HNew Spotiight _
4z Mew Point Light...
Jew Linear Point Light...
= I,fﬁ Mew Primitive

* Anim .
ay Mew Geometry Shell...

* Figure
() MNew D-Former..

]
aZa New Null..
All |,

&% New Group...
-3 Mew Node Instance
LA O I_‘___

» Anato | -

Mew Node Instances...

» Lights "~ MNew Push Modifier 'I-lFl;ht Node...

13
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A popup will appear where you can name the new light object. You can
give this new light object a custom name or use the default name. Once
you are done, hit the 'Accept' button to create the light.

3 Creote New DistatignU I i
Please enter a name for the new DistantLight :

DistantLight 1

14
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Like other objects, when you add these light objects to the scene, they can
be found in the 'Scene' tab.

(Enter textto filter by..

oy R B Default Camera
oy Ry »/ ! Genesis

When you add the Distant Light to the scene an object will appear. This
object can be manipulated like other objects, it can be Translated,
Rotated, and even Scaled.

15
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When you look at your figure with the new Distant Light added, you can
see that the direction the arrows are facing on your Distant Light object, is
the same direction that the light is hitting your figure.

Distant Light Emitting Toward Genesis Figure

16
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One important thing to realize with the Distant Light is that the object itself
is not the light source. Because of this, just translating the object does not
seem to affect the lighting on other objects at all. As shown below, |
translated the Distant Light object upwards, and nothing seems to have

changed.

Distant Light Object Above Genesis Figure

17
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As a better representation, | moved the Distant Light object behind the
Genesis figure and the light appears to still be the same.

Distant Light Object Behind Genesis Figure

18
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For Distant Lights, Translating and Scaling the object won't affect the
lighting in the scene. Only rotating the light object will change how the light
hits other objects in the scene.

Distant Light Object Rotated Around X-Axis

Distant Light Object Rotated Around Y-Axis

19
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Another useful thing to keep in mind is to create multiple Distant Lights in
your scene. You can position them using Rotate to give more interesting
light effects onto your objects.

20
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Spoetlight

Next we will go over the Spotlight. The spotlight lights up a region that it is
pointing at. To make a Spotlight, go to: Create -> New Spotlight

File Edit Create Tools Render Connect Window

Actor +=‘ MNew Camera...
a1 New Distant Light...

‘vz MNew Point Light...
Mews Linear Point Light...

MNew Primitive

* Anato
+

. + MNew Mode Instances...
* Anim: .
) «a Mew Geometry Shell...
* Figure

» Hair (gy) Mew D-Former...

MNew Push Modifier 'a'-n=|_:|ht Node. ..

|
& Mew Null...
Al |,
&2 New Group...
* ACCes s
MNew Mode Instance...

*
|
e i

» Lights ¢

Create New Spotlight Object

21
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Once you make your Spotlight, a new object like shown below will appear
in your scene.

Spotlight Object

22
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You can see that when pointing it at a figure, it gives the same effect a
spotlight does, bright in the center and fades at the edges of where it's
pointing.

Spotlight Object Pointing At Figure

23
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You can change the size of the area lit by the Spotlight. You can change
the Spread Angle of the Spotlight by left-clicking on the cube located
inside the Spotlight object and dragging your mouse.

Adjusting Spread Angle

24
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You can also change the Direction that the Spotlight is pointing by using
the sphere found and the end of the center ray coming from the Spotlight.
Left-click and drag it to rotate the Spotlight on its plane of axis. Moving the
sphere closer to/farther from the Spotlight also changes the Spread Angle.

Adjusting Direction and Spread Angle

25
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Pocut Light

The next light object is the Point Light. The point light is a spherical light
source that produces light all around it. To make a Point Light, go to:
Create -> New Point Light

File Edit Create Tools Render Connect Window
+=‘ MNew Camera...

Actor
4 Mew Distant Light...

New Spotlight...

New Linear Point Light...
Mew Primitive...

Mew Null...

New Group...

» Acces
+*

Mew Mode Instance...
» Anato . ew Mode Instance

New MNode Instances...

. +
* Anims
e

> Figure vs Mew Geometry Shell...
» Hair () Mew D-Former..
b Lights - New Push Modifier Weight Node...

Create New Point Light Object

26
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This is what the Point Light object looks like close up.

If we expand our view by zooming out, we can see a big sphere of
influence where the Point Light produces light.

Sphere Of Influence

27
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When we put the Point Light near our figure, we can tell the Point Light
acts like a source of light just like a lamp would in real-life.

Effect Of Point Light

28
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Just like our Spotlight, we can scale down the intensity of the light by left-
clicking and dragging our mouse on the cube control attached at the top of
the sphere of influence for the Point Light object.

Adjusting Point Light Intensity

29
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We can Translate (move) the Point Light, to give us different areas affected
by the light.

Moving Point Light

30
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Rotating the Point Light does not change how the light acts; it still produces
light equally in all directions.

Rotating Point Light {No Affect}

31
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Linear Point Light

The final light object is the Linear Point Light. This light object is the
same as the original Point Light object, but has some minor advances that
we won't be covering in this tutorial. To make a Linear Point Light, go to:
Create -> Linear Point Light

File Edit Create Tools Render Connect Window
-+
New Camera...
Actor B« Ne¥ %
3 New Distant Light..
New Spotlight...

= Mew Point Light...

MNew Primitive...

News Mull...

New Group...

Mew Mode Instance...

New MNode Instances...

_ *
* Anims
e

. ya New Geometry Shell...
» Figure _"*
+.

» Hair @
+, 1

» Lights ~

New D-Former...

MNew Push Modifier Weight Mode...

Create New Linear Point Light Object

32
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The Linear Point Light looks similar to the Point Light.

Linear Point Light

It also has a visible sphere of influence that is a tad smaller.

Sphere of Influence

33
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The Linear Point Light has a much brighter default intensity.

Linear Point Light Intensity

34
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You can also scale down the intensity using the cube control attached at
the top of the sphere of influence by left-click and dragging it.

Adjusting Intensity

35
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Ubern Light Seto

Besides the default lights that you can use in DAZ Studio, the Genesis
Starter Essentials kit also contains Light Sets, specifically Uber Light Sets.
You can use these to quickly create interesting light effects in your scene.

DAZ 3D Store
Product : Genesis Starter Essentials

Materials »
. A ) R Shaders * | Interior
EEEEEHLEE ] Environments » | Exterior
» Anatomy 2
rops »
» Cameras Documents

Umin [

» Environments

Light(s Light(s Light(s Light(s
» Figures -.‘_E'I'J ght(s) -s.'rrJ ght(s)
» Hair . ’ .“ -
2 A

» Materials
- 'UberArealight §'UberEnvironment2 §'UberEnvironment2 dzDistantLight
* Props Baze Bounce (Gl)

» Ready to Render Light(s) Light(s) Light(s) Light(s)
Render-Settings

» Shaping a '
» Transportation

dzPointLight dz5potlLight Light Disc LIGHT Fiery
* Wardrobe Genesis

JUaUO0S Mews

»

» Animals Light(s) Light(s) Light(s) Light{s)

Buideys

» Creatures

» People . - [ ] ———

* Presets
» Scenes Light Neon Light Plane Light Sphere Light Tube

» Sets Light(s) Light(s) Light(s) Light(s)

» Themes

» Unassigned

{10]0n) seoeung

Set Quality 0XLo Set Quality 1Lo Set Quality 2Med Set Quality 3Hi

Light Sets In Genesis Starter Essentials

36
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For instance, add the ''UberEnvironment2 Base' Light to your scene by
double-clicking it or dragging into the scene viewport.

Genesis Figure With Default Lighting

37
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The light cast by this Uber set creates an interesting and unique look onto
your figure.

Genesis Figure Lit By 'UberEnvironment2 Base

38
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Chapter 3: Light Parameters

%
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Now we are going to be looking at Light Parameters. You can adjust your
light object's settings to refine the outcome of your renders and how they
look. First off, make sure your Light Object is selected in the Scene tab.

[Enter text o fitter by...

&y & ‘B8 Default Camera

If you go to the Parameters tab right underneath the Scene tab, you will
see categories of options available for refinement for the selected Light.

8 Default Camera
DistantLight 1 L

All
Favorites

Currently Used

©
i
o
E
o
=
G
i
©
o

40
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Transforme

The first parameter that you can change is the Transforms section under
General. In this section you can Translate, Rotate, and Scale your light
object.

DistantLight 1 v [Entertext to filter by...

All

Favorites

X Translate

Currently Used
¥ 7| DistantLight 1

v [G] General

[G] Translation
[G] Rotation
[G] Scale
[G] Misc
» [G] Display X Rotate
[G] shadow

[G] Light

Z Translate

Parameters

©
i
=
3
-
c
@
vl
c
o
Q

Tool Settings

Light Transforms

41
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You can adjust these values by dragging the slider to the left or right.

==
|i DistantLight 1 [Enterteﬂt-:u filter by... ] 'a\

All X Translate ar & 344 £

Favorites
e 1)
Currently Used |
v 27\ DistantLight 1

Y Tranzlate
¥ [G] General

- W i

,

Or by inserting the exact value you desire into the chosen parameter field.

k=
aad DistantLight 1 [Enterte,ttt-:u filter by... ] Q.

All X Translate SO D &

curenty +
Currently Used |

+
v 7| DistantLight 1
v [G] General
._I_, L @ s

II T P HE Y

42
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Point 42
The next parameter we will talk about is the Misc section. The only option
you'll find in this section is Point At.

DistantLight 1 (Enter textto fiter by...

All

Favorites

Point At

Currently Used
v 7} DistantLight 1
¥ [G] General
¥ [G] Transforms
[G] Translation
[G] Rotation
[G] Scale

R EN
[G] Shadow

[G] Light

43
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If you click on the button currently showing 'None...", you can select an
object from those currently in your Scene that will force the light object to
point at it, then click the Accept button. A light object that is pointing at an
object will continue to point itself at that object, no matter how it is
manipulated in the 3D space.

Select an tem from the scene :

8. Default Camera
-7\ DistantLight 1

None

44
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Let's set our Distant Light to Point At our Genesis figure.

DistantLight 1

All

Favorites

Currently Used
v 7| DistantLight 1

¥ [G] General

» [G] Transforms

» [G] Display
[G] Shadow
[G] Light

[Enter text to filter by...

Point At
F

45
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It will be pointing at the Genesis figure's base.

46
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If we translate the Distant Light object to the other side of the Genesis
figure, you'll notice it switches its direction to ensure its still pointing at the
Genesis object.

47
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Translating your light object parallel to the figure will show this interaction
much clearer. It will rotate itself to ensure it's still pointing at the object.

48
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On the flip side of that, you cannot rotate the light object anymore, because
doing so would make it's orientation not point at the selected object. See
below, the light object won't budge.

49
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Light (olon & Tutensity

If we look at the Light section, you can see we can change the Color of
the light as well as the Intensity of the light.

DistantLight 1 [Enter teat to filter by,

All

Favorites

Hlumination

(.. ]
Currently Used

¥ 2#| DistantLight 1
» [G] General
» [G] Display
[G] Shadow

Intensity

Light Color & Intensity

50
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If you left-click on the Color option drop-arrow, a popup will appear for you
to change the light's color from a color dialogue.

Custom colors
Hue: (—  Red: EFH—
Sat: (J— Green: ETH—
va: EE— Blue: EfH—

Select a color, such as light green, then click the 'OK' button.

Basic colors
|

Custom colors

EEEEEEEN Hue ED—  Red: (D
EEEEEEEN Sat @ER— Green: EED—
; o " Val @E Blue: m;

51
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You can then change the Intensity by dragging the slider to the left or right
to the desired value. For this example, we have doubled the intensity.

Intensity o P 200.0% L3

Now you have a bright green light effect. Use these combination of options
on your light objects to create neat effects for your scene.

52
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Stadows

Shadows are an important topic to touch on because shadows can make
your scene look much better. As you see, for the Distant Light, the default
Shadow Type is None. So by default there won't be any shadows when
using this light.

DistantLight 1 [Enter text to filter by..

All

Favorites

Shadow Type

Currently Used
v | DistantLight 1
» [G] General
» [G] Display 0

Shadow Color

@ Light Shadow Intensity

Shadow Sofiness

0

Shadow Bias

0

Parameters

53
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If we take a look at our Genesis figure with a floor underneath, we cannot
see any shadows.

Default No Shadows

54
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If we now add a Shadow Type, in this case the 'Deep Shadow Map', we
will cast a shadow with our Distant Light.

DistantLight 1 [Enter text to filter by..

All

Favorites

Shadow Type

e T
Currently Used
S : Mone
¥ 77| DistantLight 1
v [G] General Raytraced (Software Only)
¥ [G] Transforms
[G] Translation
[G] Rotation
[G] Scale
[G] Misc

* @ Display Shadow Softness

Shadow Intensity

[G] Light

Shadow Bias

Parameters

Shadow Type Choices
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Now if you look at a Render, you'll be able to see the Genesis' shadow on
the floor.

Genesis Figure With Shadow

56
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Dioplay

Another section to mention is the Display section.

Visible in Render: This option determines whether or not the Light Object
will be used in the rendered image. By default it's On.

Visible: This option determines whether or not the Light Object is visible in
the Scene and Render (the same as the 'eye' icon in the Scene tab).

Selectable: This option is useful to turn off if you have setup your lights to
be a certain configuration and do not want to accidentally adjust them.

Distantlioht 1 | v | (BRI

All

Visible in Render

Favorites
- on @
Currently Used

¥ 7| DistantLight 1
Render Priority
¥ [G] General

* [G] Transforms

[G] Misc

Visible

[G] Shadow On .
[G] Light

Selectable

Dn.

57
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You can start rendering your scenes using the menu bar under Render.
The Render option immediately renders the scene, whereas the Render
Settings option brings up a popup to refine your render parameters. You
can also make a quick render by pressing 'Ctrl + R' on the keyboard.

A7 Studio 4.6

File Edit Create Tools Render Connect Window Help

Actors, Wardrobe €8 Rencer Ciri+R

Render Settings... Ctri+=Shift+R
E-f Render Editor...

Render / Render

59
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This is the Render Settings popup. Once you are done configuring it, you
can hit the big green 'Render’ button to render your scene from here.

Render Settings

Dimensions :

Preset: tom

Picels: 2048 x 2048

Constrain Proportions

Render To :

MNew Window Image File :

EEI- Erter a name for the ima. .. ]
] Ll Choose a directory for the..

Render Engine :

Progressive Rendering

Bucket Order - [T

Render / Render Settings / Render

60
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By default, a new popup will appear after you started rendering your scene.
Once it's finished rendering, you can save the rendered image anywhere
you like.

REWCEE Enter a name for the image... png
' Choose a directory forthe ima_ ..

Rendered Scene To Be Saved

61
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You can also go to the Render Activity tab at the top of DAZ Studio.

4 DAZ Studio 46 Pro

Fie Edit Create Tools Render Connect Window Help

- .

Actors, Wardrobe & Props Pose & Animate Lights & Cameras Render

When you click on the Render tab, you will have your scene framed with
the Aspect Frame. This frame is useful for telling exactly what will be
shown in the Render, anything inside the frame is captured in your Render.

Aspect Frame Mode

62
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Render Settingo

On the left side of the viewport, you will see the Render Settings tab. It
looks just like the Render Settings popup.

Quality vs. Speed

Image:
ware Render=3Delight

FY

Render Style :

s e | Default

Dimensions :

Preset: =131

Pixels: 2048 X 2048

sBujpyes Japuay

Constrain Proportions

Render To :

New Window Image File :

LEUEE Enter a name for the image.. png | v
E— i
Ml Choose a directory for the image...

Render Engine :

Adedq] Japuay

Progressive Rendering

Bucket Order : |7
Bucket Size : "F
Wax Ray Trace Depth : "F

Pixel Samples (X) : ﬂ

Render Settings Tab
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Renden Style

In Render Settings, you can change the Render Style using the Shader
type. You can switch between the Default shader or the Cartoon shader
by using the drop-down menu.

Dimensio.,..

Default Shader

Cartoon Shader

64
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@. ¥ !

You can change the dimensions of your Aspect Frame and rendered
image so that it captures at a different resolution. Currently the Dimensions

are 2048x2048 and the Aspect is 1:1, which means your Aspect Frame will
be a square shape.

Jimensions :

Preset: r ' i

Preels: 2048 x 2048

Constrain Proportions

65
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You can change the aspect of your render by left-clicking the Preset drop-
down menu and selecting from the list. The height will automatically
change to match the selected aspect ratio from the width value.

Display Standard / Cine 35mm (4:3)
Aspect:

Dizsplay Wide (5:4)

Widescreen (16:9)

Sguare (1:1)
Render Tc

Academy Flat (1.

Anamorphic Scope (

Panocrama / Cinemascope (

QTWR Panorama (13:4)

Legal (17:28)

IS0 Paper - Portrait (1:1.4142)
Render En IS0 Paper - Landscape (1.4142:1

A—— Photo / 35mm Slide / VistaVision (

Super amm
18mm (18
Super 16mm (5:3)

65mm (11:4)

T0mm (45:21)

WMax Ray Technizscope (47:20)

Aspect Ratio Presets
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An important Preset to take a look at is the Active Viewport Preset. This
preset captures the entire area you currently see in your scenes viewport.

Dimensions

Prezet; |

|

Aspect: 503

Constrain Proportions

As you can see, the Aspect Frame is gone because the Render will now
capture everything you see in the viewport.

67
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We can also select Custom Preset to use your our width and height
values. With Constrain Proportions checked, when you change one
value the other will automatically change to match the displayed ratio. You
can turn off the Constrain Proportions checkbox in order to input any
values you wish.

NOTE: If you change the Pixel fields, the Aspect values will change, and
if you change the Aspect fields, the Pixel values will change.

Jimensions :

Pre=et: {

Piels: 1024 x

Constrain Proportions

You can also save your new Custom Preset by clicking the Save Preset
button, then you can name it with the popup that appears.

Preset, @

Constrain Proportions

Render To :

Enter a name for the new preset:

New Window

Name :
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Zender o

The default setting is for your Render to popup in a 'New Window'. You
can watch it being rendered then you can save it to your computer.

Render To :

Mews Window Image File :

CEIGER Enter 2 name forthe image... W '
Choose a directory for the image...

You can instead select 'Image File' and set where you want the Render
saved to. If you don't select a destination, a new window will popup for
selecting a destination when you hit the Render button.

Hender To :

Mew Window Image File ;

UGB Enter a name for the image...
] A
o £l Choose a directory for the image... -
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Renden Engine

You can choose which render engine to use for your Renders. Initially DS
uses the 3Delight engine which will process your scene for the Render.

Render Engine :

Progressive Rendering

Bucket Order :

Bucket Size :

Max Ray Trace Depth :

Pixel Samples (X) :

Pixel Samples ¥} :

Shadow Samples :

Gain -

If instead you want just a quick preview of your scene, you can select the
Preview Render option. This will create a fast Render, showing essentially
the same quality of your scene as what you see through your viewport.

Hardware Assisted Render

Delight

cripted 30elight
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Lighting Toedels

One additional thing to add depth to your Render's look is to add a specific
Lighting Model to your objects, making them look more the way they
should. You can find that under the 'Actors, Wardrobe & Props' Activity
tab on the 'Surfaces (Color)' tab.

Actors, Wardrobe & Props Pose & Animate Lights & Cameras

Shader : DAZ Studio Default
All

Favorites

[Enter texd to filter by...

Currently Used (26): Refraction Strength

(26): Index of Refraction

(26): Horizontal Tiles

(26): Horizontal Offset

JUBIUOD Lews

(26): Vertical Tiles

Buideys

(26): Vertical Offset

(26): Lighting Model

(40]09) saosepng

(26): UV Set
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By default your objects will use the Plastic Light Model.

(26): Lighting Model

You can however choose between 6 different Light Models that will give
your object a different look when light hits them; useful when you are
consciously lighting your scene.

(26): Lighting Model

Metallic

Skin

Glossy (Plastic)
Matte

Glossy (Metallic)
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Plastic Metallic

Skin Glossy (Plastic)
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Matte Glossy (Metallic)
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(Concludion

Now with all the lighting you've done in this tutorial you can start lighting
your own scenes. There can be multiple lights in a realistic scene, so don't
hold back from using as many lights as possible to create the perfect
looking scene.
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