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Hello, welcome to my presentation. | was prepared interesting topics about lighting
atmospheres in VFX.
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Overview presentation

Here you can see everything in my presentation and what topics | will explain in the next
slides.
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Let's get started

It is my portfolio in short

PORTFOLIO

When | 3 years bachelor studies, every school year | made one short author's film, each one
are differently.

LOST created in first year on school that's a really short abstract film
HOME is my second art film where experiment with VFX and cinematography.
TIMELESS is a bachelor project. It is a 9-minute music video in one shot.

Other works

| work on a many projects as a freelancer, but | also work in the Slovak VFX company Blue
Faces where | work on the animated series called The Legacy of Adam, which | will have in
my presentation as an example of multipass compositing.

Sometimes | go to on film set and i VFX supervised because to save more time in
post-production.



MY WORKS
SCHOOL FILMS
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TIMELESS

OTHER PROJECTS

Reference sources

When | start creating every project, | first specify how it will be looking atmosphere. | use
photo libraries for inspirations and searching a reference for visual identity of project.

You find a lot of websites where you can create moodboard - for example PINTEREST or
BEHANCE for visual identity inspiration / ART STATION for CGI artist mostly / VIMEO for
audio-visual creating in motion / and SHOTDECK for filmmakers

When you want to create a moodboard | recommend software called Pureref, where you can
very quickly put together a lot of images.




SHOTDECK

Latest | am use Shotdeck. On this website you can find a large pack of film footages from
film in high resolution, which is possible filtered by mostly everything what you can imagine.
By size, by year, by environment, by color... and many more features. You can save images
in your library too.

Experiment

While | was for 2 years at home, | created an experiment that shot the light atmosphere from
the same place during different times and different seasons.

For lighters or VFX artist in general it is good to compare different light variations and
changes for learn how light works and how you practice the perception of colors, the
intensity of light and how natural elements be related with the atmosphere.



EXPERIMENT
LI GHTI NG ATM OSP H ERES SAME LOCATION / DIFFERENT SEASONS and WEATHERS
> 4

Multi-exposure on film set and compositing

My main interest in the master's degree film is a multi-exposure lighting of scene, which in
compositing has full control of colors, intensities and creating the right atmosphere.

The biggest challenge for me is to create a multi-exposure in motion, that is possible only
with the motion control, which must be set to the same movement several times.



MULTI-EXPOSURE on film set -

LIGHTING PARTS OF SCENE ON FOOTAGE

BG FOREST LIGHT INSIDE CAR LIGHT FIRE SIMULATION LIGHT ON TREE FG LIGHTING

CHARACTER LIGHT CARFILL LIGHT FIRE REFERENCE
FINAL SHOT AFTER COMP
This is a shot of a burning car from a music video, which we created a year ago.

When we were creating a shot, | had to think about how to light parts of the scene to make it
looks good in the final shot.

Every part of the scene is separately lighting as needed. Fire has a specific light because
softly flickering.

The positive way in this process is a can be place light in the shot, and will be mostly easy
masked and retouched in postpro.

I'm planning a similar technology for the master's degree film, but use to high-speed
shooting, so the all scenes will be in slow motion.



FINAL SHOT after comp

CGI Multipass compositing
Together with my classmates and colleagues, we are currently working on a global project
called The Legacy of Adam, where | create similar light atmospheres but in 3D space.

Multipass compositing is a very creative process, where you can change any light layers of
the shot by using multipass layers, which we will explain right now.



CGI MULTIPASS COMPOSITING

THE LEGACY OF ADAM

CHARACTER PASSES MERGE
How to work with all multipass layers in compositing? Character or environment layer are
divided into many light groups.

CHARACTEE%;

PASSES -

TYPES OF LIGHT PASSES CHAR
01 - The first light source is a global light created using an HDRI map.

02 - The second type of lighting is the main light, which is the most intensive light in the
scene, such as the sun.



03 - The third type of lighting is the fill light, which is used as an additional light to part of the
scene.

There are other light layers such as Backlight, but these layers are the basics.

These lights groups are divided into some light subgroups according to the character of the
reflectivity:

Diffuse - non-reflective type,

Specular - glossy, reflectivity

Reflection - additional all reflections from the lights and from environment

TYPES OF LIGHT PASSES
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ENVIRONMENT PASSES MERGE

The environment passes has the same structure and same light groups as a Character
passes.



ENVIROMENT:

ENVIROMENT PASSE:!

TYPES OF LIGHT PASSES ENV
Here you can see how works individual light sources on environment. Every part of the layer
is possibly editable for a perfect light atmosphere.

TYPES OF LIGHT PASSES

LGTO_GLOBAL_LIGHT LGT1_MAIN_LIGHT
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CRYPTOMATTE

A very useful tool is cryptomatte, when by selecting a specific color ID, | can create a mask
of the object in the scene and just easy edit colors or intensity of these masks. The
cryptomatte is created from the material or the object in the scene.



CRYPTOMATTE

SAMPLE COLOR FOR MASKING EVERY DETAILS

DEEP LAYER

If we want to know the real Z position on 2D Footage, we need a depth map, with which we
can create the correct depth of field from the camera.

And with volume pass, we can add atmospheric haze on the scene and regulate it as
needed.

DEEP LAYER

DEPT MAP VOLUME PASS




FINAL
Here you can see how we got from the playblast to the final version of the daylight
atmosphere compositing.

It was needed to add colored sky from HDRI map and last edit's like
Lens kernel - which soften whole footage, because CGI raw render is had very sharpened
edges.

Highlight reducer for white splotches
and last is film grain which great merge whole shot.

Okay, That's all for me. Thanks for your attentions.

PLAYBLAST




Questions and answers
Anna:

So my question is, what's the difference between filming on set and full cg regarding
multipass compositing?

Kevin:

| think different is a time, because on film set have really less time for production where
placed to light sources. And in FULL CGI you can have a lot of time because you can every
layers sources in your computer inside.

Adam:

I would like to ask, what you think is do you prefer in regards of black screen footage to
create an atmosphere do you prefer rendered footage from a simulation as in like houdini or
do you prefer actual recorded footage from camera?

Kevin:



| don’t like black footage because then not any structures on there and then i try to lighting
any parts of the footage because i have more control of that footage. | prefer to recorded
footages from camera because in houdini simulations not always realistic but of course will
be better in future.
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Dobry den, vitajte na mojej prezentacii. Pripravil som si zaujimavé témy o svetelnych
atmosférach vo VFX.
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PREHLAD PREZENTACIE

Tu moézete vidiet akym témam sa budem venovat’ v nasledujucej
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ZacCiname.

Toto je moje portfolio v skratke:

PORTFOLIO



Pocas troch rokov &tudia na bakalarskom stupni som natocil 3 filmy, z toho kazdy rok jeden.

LOST vytvoreny v prvom ro¢niku na Skole je kratky abstraktny film.
HOME je méj druhy umelecky film, kde experimentujem s VFX a kinematografiou.
TIMELESS je bakalarska praca. Ide o 9-minutové hudobné video na jeden zaber.

Iné diela

Pracujem na mnohych projektoch ako freelancer, ale pdsobim aj v slovenskej VFX &tudiu
Blue Faces, kde pracujem na animovanom seriali The Legacy of Adam, ktory budem mat vo
svojej prezentacii ako ukazku multipassoveho skladania.

Niekedy chodim aj na natacanie a mam pod dohladom superviziu VFX, aby som usetril viac
Casu pri postprodukcii.

MY WORKS

SCHOOL FILMS

TIMELESS

OTHER PROJECTS

Referenéné zdroje

Ked zacinam vytvarat projekt, najprv si uréim, ako bude vyzerat atmosféra. Na in$piraciu a
hladanie referencii pre vizualnu identitu projektu vyuzivam kniznice fotografii.

Najdete tu mnozstvo stranok, kde si mozete vytvorit moodboard - napriklad PINTEREST
alebo BEHANCE pre in3piraciu vizualnou identitou / ART STATION vacsinou pre CGI
umelcov / VIMEO pre audiovizualnu tvorbu / a SHOTDECK pre filmarov



Ak chcete vytvorit moodboard, odporu¢am softvér Pureref, kde mbzZete velmi rychlo

poskladat mnozstvo obrazkov.

SHOTDECK

Najnovsie pouzivam Shotdeck. Na tejto stranke najdete velky balik filmovych zéberov z filmu
vo vysokom rozliSeni, ktoré je mozné filtrovat’ va¢sinou vSetkym, €o si viete predstavit.
Podla velkosti, podla roku, podla prostredia, podla farby... a mnohych dalSich funkcii.
Obrazky si mbdzete ulozit’ aj do svojej kniznice.

Experiment



Pocas dvoch rokov stravenych doma som vytvoril experiment, ktorym som snimal svetelnu
atmosféru z toho istého miesta v réznych ¢asoch a v réznych ro€nych obdobiach.

Pre ludi ¢o sa venuju svieteniu v 3D priestore alebo VFX umelcov vSeobecne je dobré
porovnat rézne variacie a zmeny svetla, aby ste sa naucili, ako svetlo funguje a ako si

precvi€ite vnimanie farieb, intenzitu svetla a ako suvisia prirodné prvky s atmosférou.

EXPERIMENT
LI GHTI NG ATM OSP H ERES SAME LOCATION / DIFFERENT SEASONS and WEATHERS

Multiexpozicia na filmovom nata¢ani a kompoziting

Mojim hlavnym zaujmom v magisterskom filme je multi expozi¢né nasvietenie scény, ktoré
ma pri kompozicii pInu kontrolu nad farbami, intenzitou a vytvaranim tej spravnej atmosféry.

NajvacSou vyzvou je pre mna vytvorit multiexpoziciu v pohybe, to je mozné len s pohybovym
ovladacom, ktory treba nastavit’ na ten isty pohyb niekolkokrat.



MULTI-EXPOSURE on film set -

LIGHTING PARTS OF SCENE ON FOOTAGE

BG FOREST LIGHT INSIDE CAR LIGHT FIRE SIMULATION LIGHT ON TREE FG LIGHTING

CHARACTER LIGHT CARFILL LIGHT FIRE REFERENCE

Zaverec€ny zaber po kompozitingu

Toto je zaber na horiace auto z videoklipu, ktory sme vytvorili pred rokom.

Ked sme vytvarali zaber, musel som mysliet na to, ako Casti scény nasvietit, aby to na
kone¢nom zabere vyzeralo dobre.

Kazda Cast scény je samostatne osvetlena podla potreby. Ohefl ma Specifické svetlo,
pretoze jemne blika.

Jednym zo spbsobov v tomto procese je umiestnit’ realny svetelny zdroj do €asti obrazu z
ktorého je mozné vacsinou lahko maskovat a retusovat’ v postpro.

Planujem podobnu technolégiu pre moj magistersky film, ale vyuzit' vysokorychlostné
snimanie, takze vSetky scény budu spomalené.



FINAL SHOT after comp

CGI Multipass-ovy kompoziting

Spolu s mojimi spoluziakmi a kolegami momentalne pracujeme na globalnom projekte The
Legacy of Adam, kde vytvaram podobné svetelné atmosféry ale v 3D priestore.

Viacvrstvové skladanie (Multipass compositing) je velmi kreativny proces, pri ktorom
mdzete menit’ fTubovolné svetelné vrstvy zaberu pomocou jednotlivych vrstiev, ¢o si prave
teraz vysvetlime.



CGI MULTIPASS COMPOSITING

THE LEGACY OF ADAM

Zlozenie vrstiev postavy

Ako pracovat' so vSetkymi vrstvami pri kompozitingu? Postavy alebo vrstvy prostredia su
rozdelené do mnohych svetelnych skupin.

CHARACTEF;z;

PASSES

Typy svetelnych vrstiev postavy

01 - Prvy svetelny zdroj je globalne svetlo vytvorené pomocou HDRI mapy.



02 - Druhym typom osvetlenia je hlavné svetlo, €o je najintenzivnejSie svetlo v scéne,
napriklad sinko.

03 - Tretim typom osvetlenia je dodatkové svetlo, ktoré sa pouziva ako doplnkové svetlo k
Casti scény.

Existuju aj dalSie svetelné vrstvy, ako napriklad kontra, ale tieto vrstvy su zakladné.

Tieto skupiny svetiel su rozdelené do niekolkych podskupin svetiel podla charakteru
odrazivosti:

Difuzny - nereflexny typ,

Zrkadlové - lesklé, reflexné

Odraz - dodato¢né vsetky odrazy od svetiel a od okolia

TYPES OF LIGHT PASSES

LGTO_GLOBAI. LIGHT LGT1_MAIN _LIGHT LGT2_FILL LIGHT
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Zlozenie vrstiev prostredia

Vrstvy prostredia maju rovnaku Strukturu a rovnaké svetelné skupiny ako prechadza
postava.



ENVIROMENT:

ENVIROMENT PASSE:!

Typy svetelnych vrstiev prostredia

Tu mdZzete vidiet, ako jednotlivé svetelné zdroje pésobia na prostredie. Kazda Cast vrstvy je
mozno upravovat pre dokonalu svetelnu atmosféru.

TYPES OF LIGHT PASSES

LGTO_GLOBAL_LIGHT LGT1_MAIN_LIGHT

BEAUTY

DIFFUSE

SPECULAR

REFLECTIONS

CRYPTOMATTE

Velmi uzitoénym nastrojom je Cryptomatte, kde si vyberom konkrétneho ID farby vytvorim
masku objektu v scéne a jednoducho upravim farby Ci intenzitu tychto masiek. Cryptomatte
je vytvoreny z materialu alebo objektu v scéne.



CRYPTOMATTE

SAMPLE COLOR FOR MASKING EVERY DETAILS

DEEP Vrstvy

Ak chceme poznat skutoénu hibkovu poziciu v 2D zabere, potrebujeme hibkovi mapu,
pomocou ktorej vytvorime z kamery spravnu hibku ostrosti.

A pomocou volume vrstvy mdézeme na scénu pridat atmosféricky opar a regulovat ho podla
potreby.

DEEP LAYER

DEPT MAP VOLUME PASS




FINALNY zaber

Tu mézete vidiet, ako sme sa dostali od rozpracovanej verzii k finalnej verzii skladania
atmosféry denného svetla.

Bolo potrebné pridat farebnu oblohu z HDRI mapy a posledné upravy
- Lens kernel - ktory zjemnuje cely zaber, pretoze CGI raw render ma velmi ostré
hrany.
- Redukcia bielych prepalovych miest v zabere

a ako posledné je filmové zrno, ktoré skvele zjednoti cely zaber.

To je z mojej strany vietko. Dakujem za va$u pozornost.

PLAYBLAST




Otazky a odpovede
Anna:

Moja otazka teda znie, aky je rozdiel medzi nataCanim na scéne a plnym cg, €o sa tyka
multipass kompozitingu?

Kevin:

Myslim si ze zakladnym faktorom je €as, pretoze na filme je naozaj menej ¢asu na
produkciu, kde su umiestnené svetelné zdroje. Av FULL CGl mbzete mat vela Casu,
pretoze mate vSetky vrstvy zdrojov vo svojom pocitadi.

Adam:

Chcel by som sa spytat, ¢i davas prednost zaberom natoCené z Ciernej plochy na vytvorenie
atmosféry, alebo dava$ prednost renderovanym zaberom zo simulaciami ako napriklad v
houdini alebo davas$ prednost skutoénym zaberom z kamery?

Kevin:



Nie som za zabery bez Struktury, pretoZe tam nie su Ziadne informacie a preto sa snazim
nasvietit akukolvek Cast zaberu, a tym mam nad zabermi vacsiu kontrolu. Uprednostriujem
nahravanie zaberov z kamery, pretoze simulacie v houdini nie su vzdy realistické, ale v
buducnosti budu samozrejme lepSie.



