VIS 201 Day 6 Class Notes -- 

Lighting

--Open church.jpg

--Create adjustment layer (copy photo layer)

--Go to Filter>Render>Lighting Effects

--Choose Flood Light

--Position the oval so that the front part of the church under the arc is more illuminated.

--Make the changes as seen below:
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--Click ok.

--Create new copy of original photo

--Go to Filter>Render>Lighting Effects

--Choose Blue Omni

--Choose a yellow color instead of blue. 

--Make Changes seen below:
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--Click ok.

--Create new copy of original photo

--Go to Filter>Render>Lighting Effects

--Choose Soft Spotlight

--Use elipse to create a halo effect around the front of the church. Feather the ellipse selection tool 100px. Select a circle within the halo and delete. 

--Make Changes seen below:
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--Click ok.

--Create new copy of original photo

--Go to Filter>Render>Lighting Effects

--Choose Flashlight

(pretty straight forward)

--Make Changes seen below:
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Converting color images to black and white

--Open glacier.jpg

--We’re still in RGB mode so the color sliders have an effect on the tones.

--Create 2 new copies of the photo layer.

--On the second layer go to Image>Adjustments>Desaturate

--On the first layer go to Image>Adjustments>Black & White

--Adjust each of the sliders to control the lightness/darkness of each color

--Add a slight tint at the end

--Compare to the desaturated layer. 

Vanishing Point (3D)
--Open cube.psd and rocks.jpg.

--In the cube image. Select the cube layer. Go to Filter>Vanishing Point.

--Choose the grid tool and draw points to create a grid over the top plane of the cube. 

--Hit the apple key and drag the plane down to cover the other planes. Adjust as necessary.

--Hit ok.

--in the cube image create a new layer. 

--Go to the rocks image. Select all. Copy 

--Click on the empty layer to activate it. 

--Go to Filter>Vanishing Point.

--When the planes have been selected. Paste in the rock image.

--Use the transform tool to adjust the image to the appropriate size.

--Move the image around until it meets our expectations.

--Make the cube invisible.

--Select the top plane. Add an adjustment layer and reduce the brightness of that section of the image.

--Repeat this process for the right plane. 

Apply Image trick

--Open metal flower.psd and texture.psd

--Show final version. A texture is going to be placed over another image and shaped to its contours.

--Make a copy of the flower layer

--Make a copy of the texture layer

--With the texture copy layer active, go to Filter>Distort>Displace. Set H & V scales to 8 and check stretch to fit. OK.

--A new box opens. Select the metal flower file and the flower layer as the source for the displacement map.

--Select all of the distorted texture image. Copy and paste into the metal flower image.

--Activate the flower layer. Go to Image>Apply Image.

--For source, choose the metal flower file and the distorted texture layer.

--Check the invert box

--Change blending to Color Burn.

--Adjust the opacity if the effect is too strong.

--Make sure to check the preserve transparency box.

--Turn off visibility of the texture layer.

--Create a new layer and fill it with black and move it to the bottom of the layers panel.

--Give the original flower layer a slight outer glow.

Creating your own brush

--Open brush_start.psd

--Copy the shape layer.

--Go to Edit> Transform Path>Flip 90 degrees CW.

--Merge the layers.

--Open the layer style dialog box

--Add a drop shadow. Blend mode: Multiply. Choose a color. Opacity 75%. Angle 103. Use global light. Distance 0. Spread. 8. Size 7. Check Layer knocks out drop shadow. 

--Add a bevel/emboss. Change altitude to 42 and the highlight/shadow opacities to 100%. Add woven texture. Scale: 51. Depth: +99.  

--Add Satin. Opacity: 26. Angle -70. Distance: 84. Size: 2. Contour: ring. 

--Add Color overlay. Pick color. Blend mode: darken. Opacity: 100%.

--Add Gradient overlay. Blend mode: screen. Opacity: 66%. Gradient: white to black. Check: reverse. Style: radial. Align with layer. Angle 90. Scale 150. 

--Add Pattern Overlay. Blend mode: Luminosity. Opacity: 32%. Pattern: . Scale 55%. Link with layer. 

--Rotate the image using the free transform tool so it looks like an X. 

--Go to Edit>Define Brush Preset. Name it myBrush.

--Make the brush image invisible. Choose the paint brush tool. Go to the brush pallet and find your brush. Paint with it a little. 

--We’ll make some more adjustments to make it better.

--Open the Brushes pallet. 

--Make sure your new brush is selected.

-- Check the other dynamics box.

--Check Smoothing.

--Check shape dynamics. Set minimum roundness to 25%. Roundness jitter, angle gitter and size jitter should be set to Pen Pressure. 

--Check Scattering. Set to 445%. Control: Pen Pressure. Count 1. Control: Off.

--Check Color Dynamics. Foreground/Background jitter: 100%. Purity: +83%.

--Finally go back to Scattering: Set to 194%. Control: Pen Pressure. Count: 9. CountJitter: 50%. Control: Pen Pressure. 

--Go to document and paint to see results. 

Liquids effects

--Create a new image that’s 11in x 11in. Resolution 300ppi and 8-bit color. Background color: white.

--Select the type tool and open the character palette from the options bar. Use a marker like font. (Comic Sans MS works).

--Font should be 250pt. Leading should be 36pt. The vertical scale should be set at 80%. The font color should be a darker grey (in the #666666 range).

--Rasterize the type layer and then use the brush tool to create various sized dogs around the text. About 6-7 dots will do. 

--Open the channels palette and duplicate a channel. The blue channel will work fine. Go to Image>Adjustments>Invert.

--Open the Filter menu and select Blur>Gaussian Blur. Blur the channel at a 25 pixel radius. Then blur the channel again at a radius of 15 pixels. 

--Turn off the Blue copy layer but don’t delete it. We’ll need it in a moment or two. 

--Go to Filter>Render>Lighting Effects. Set it up as shown below: Be sure to choose the Blue copy channel as the Texture channel.
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--Duplicate the layer and go to Filter>Sketch>Chrome. Set Detail to 4 and Smoothness to 2. 

--Open the Layer Styles dialog box and select Bevel/Emboss. Set the depth to 400%. The size to 38px. Soften to 4px. Altitude to 25. Gloss contour to ring (anti-aliased). Highlight mode to screen (white 75%). Shadow mode to Soft Light (grey color 95%). 

--Right click the text layer to generate a selection, then use the following images to make a Curves adjustment layer and levels adjustment layer
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--Fill the background layer with Black.

--Turn off the background layer and merge all visible layers.

--Select the splat layer and go to  Filter>Liquify. Use the Bloat tool to expand or warp the areas of the text. When happy with the distortions, click ok. 

--Now open up texture_blur.psd and copy the text layer. Then paste it into the texture_blur image. 

--Copy the texture image and put the new layer above the text. Change its blending mode to Soft Light.

--Copy the text layer. Change the blending mode of the new layer to Color Burn. Set the layer’s opacity to 71%. 

--Done.
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