
Quiz 2 Notes - QUIZ Sept 23, 2010
Excerpts from Essential Lightwave v9 and online sources.

Best way to think about the whole 3D process is to equate it to building scale models and then 
photographing them. The best-looking work seen is from 3D artists who were thinking as though 
they were “doing this in real life” 3D is just a tool to give you a rent-free, unlimited soundstage 
space.

Lighting Teminology
Key Light: main source of light in a scene to light your subject
Fill Light: booster light used to lighten up areas that are too dark on your subject
Rim Light: normally placed behind the subject to give them a bright edge or rim. This light 
source can be brighter than your key light
Three Point Light Rig: a lighting system that includes a key light, fill light, and rim light.

Light Types
Distant Light: default light. Parallel, directional light. No source. Only rotation of the light is 
important
Point Light: Also known as omni light source. Light emanates from a central point in all 
directions from a define location. Acts much like a light bulb. 
Spotlight: Creates a spotlight that is easy to position. Position(location) and rotation are 
important. There are also additional settings to adjust the spread of light - known as the cone 
size. Behaves much like a flash light in the real world.
Linear Light: a line of light. Size, rotation, and location are important. Creates an effect similar 
to a fluorescent tube.
Area Light: a panel of light. Closely relates to linear light, but is different in that it has a physical 
area from which the source of light is generated. The area light mimics light bulbs, fluorescent 
tubes, and even the sun. This light is useful when trying to achieve realistic lighting in CG.

Various Ways to Render Light
Global Illumination: Takes into account not only the light which comes directly from a light 
source in the scene, but also subsequent cases in which light rays bounce off other surfaces in 
the scene. Adds more realistic lighting to a 3D scene but increases rendering time greatly. 
Global Illumination includes other lighting effects such as caustics

Radiosity: is a global illumination algorithm which often lends an added element of realism to a 
finished scene 

HDRI: High Dynamic Range Imagery - Using a HDRI as an environment map(a background 
image that wraps around the entire scene) the software uses the data within the HDR to light 
the scene. Essential using a HDR image the software looks at the various intensities and colors 
of light from each pixel in the HDRI and projects that down on to the 3D scene. Normally the 
higher the resolution of the image the crisper your shadows will be. The 2 most common file 
formats are .hdr and .exr.
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