CS 148: Introduction to Computer
Graphics and Imaging

Fall 2025

Lighting & Camera
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Scene Demo

Going from a scene with no light to a complete project.

Lighting #1 : Cozy restaurant table
e HDRI of restaurant - Visible on glass reflection
e Sunlight - Directional light through windows
e Volumetric rendering - God rays streaming inside

Lighting #2 : Magician’s altar
e Emissive potions - Volumetric rendering
e Contrastive color lights - Fantastical
e Rimlight - Dramatic, foreboding



https://blendswap.com/blend/8909

Lighting : Types of Light
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Point £
Emits equally in N v“

all directions. ; w
Adjust radius to 3
soften shadows.

Localized light

source eg.

lightbulbs,

candles.

Area

Emissive
rectangular/
elliptical surface.
Adjust spread to
focus/diffuse.
Windows,
screens.

Spotlight

Emit cone light.
Adjust radius to
soften shadows,
blend to soften
cone edge, spot
size for cone width.
Flashlights,
headlights.

Sunlight

Lights everything
evenly. Adjust
rotation for
direction, angular
diameter for atmo-
spheric diffusion.
Outdoors, sunlight,
moonlight.




Lighting : Types of Light
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HDRI Nishita Sky Emissive Geometry
Ambient illumination, realistic outdoor and  Realistic sky lighting dependent onsun Creatively shaped glowing objects,
indoor lighting position and atmospheric properties eg. neon signs
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Fill light
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Golden Spiral




Golden Triangle

When using the golden triangle, the leading
lines in the image should form a triangle.
Interesting points may lie where the grid lines
intersect







Centering & Symmetry
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Resources

The Art of Good Images

Lighting

High Contrast God Rays

Sun Rays with Natural Shadows

Underwater God Rays

Forest Fog

Subsurface Scattering for Translucent Objects
Realistic Fire

Camera

Fix Viewport Clipping
Focal Length

Depth of Field
Fisheve Effect

Lens Flare

Motion Blur



https://web.stanford.edu/class/cs148/summer25/materials/art_of_images.pdf
https://www.youtube.com/watch?v=8U-TVkdH_Ps
https://www.youtube.com/watch?v=MQooOGayOQI
https://www.youtube.com/watch?v=mmk09JJNKJU
https://www.youtube.com/watch?v=8gNKFpf9a4A
https://www.youtube.com/watch?v=ItaZUZIiNmk
https://www.youtube.com/watch?v=mh9tyFnzSUw
https://www.youtube.com/watch?v=n8SCdyfmSqw
https://www.youtube.com/watch?v=gEYvT4AIvHY
https://www.youtube.com/watch?v=ahT3P274EMw
https://www.youtube.com/watch?v=F8T8v6rJQfI
https://www.youtube.com/watch?v=nVjsuC4TLTg
https://www.youtube.com/watch?v=GK7KDT5750E

