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Definiendo el mood
del entorno:
Tono y Color
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Direccion:
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UNKNOWN CALLER

Proceed through the Communications Dept.
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El Arte de lluminar
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TIPOS DE LUCES



#3 Back Light Standard

v Three-Point

Lighting

¢ o

#1 Key Light #2 Fill Light







Key Light

e Laluzprincipal enunaescena.
e Sepone a 30-60 grados
Horizontalmente. 30 grados

verticalmente.
e Puede ser usadaen escenarios

Interiores o exteriores.






Fill Light

Reduce el contraste haciendo que las
sombras se suavicen u oscurezcan.

Junto con la Key light crean el
High-key lighting y el Low-Key
lighting.

Se ubica generalmente debajo de |la
Key light.






Back/Rim Light

e Enfatizalasiluetade unobjeto al
iluminar los bordes.

e Separa el objeto del fondo.






Configuracion



LLLLL

LLLLLLLLL

LOOP LIGHTING













“| { BACKGROUND
HAIR LIGHT LIGHT /

FILL LIGHT

SPLIT LIGHTING







;Lf BACKGROUND
HAIR LIGHT LIGHT

FILL LIGHT

1

SIDE LIGHTING




Split
Lighting









Propiedades Fisicas
de las Luces



TAMANO



| Alta

ring Done




ring Done

|
|
|
|
|
|
|
|
|
|
|
|
|
|
|
|
|
|
|
|
\
|
|
|
|
|
|
|
|
|
\
|
\
|
|
|
\
|
|
|
\
|
|
|
|
|
|
\
|
1
|
|
|




llection | Area

ring Done




Detalles



llection | Area

racing Sample 27/32




llection | Area

racing Sample 28/32




/Brush Sculpt

stevenoberman.net










Gradiente


















-',u

3 “ Ny

»m f!




TEMPERATURAY
COLOR



Natural


















M MGN










Skytall | Offizieller Musik- Trader b e ® See T Moenh










Artificial






Sia bPlSlb‘\’-’l}}
[ “Shabu-Shabu
g/

2480

e Wy S

SE

v
B

wl il

g-sauT
A=y

L
-
-




= : B 18 B0 @ - T &

SH THORP







LEGIBILIDAD















i



Glosario de
lluminacion



Light Actor






Static & Dynamic
Lighting
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Shadows/Sombras
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Light bounce/Indirect
Lighting



Indirect illumination
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