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Learning Objectives 
 

At the end of this class, you will be able to: 

 Use advanced camera settings to calibrate the shot color and lighting. 

 Create a proper print-size rendering in PSD format. 

 Use layers and blend modes to manage rendering elements from Showcase in a post-production. 

 Add real-world phenomenon to the final image in Photoshop. 

 

 

About the Speaker 
 

I studied industrial drafting before being hired by an engineering firm. Not long after that, I was 
noticed by a company that specialized in training and support in the CAD industries. After doing all 
my Autodesk certifications, I became a full- time trainer. I am now a certified application specialist at 
an Autodesk reseller/training center/certification center/consultant in Montreal. Other than offering 
visualization services , I spend the rest of my time in bringing companies to the latest Autodesk 
technologies by offering  evaluation of needs, implementation of technologies, customized training at 
all company levels, coaching and user support. In the past seven years, I worked on hundreds of 
visualization projects. My software of choice are Autodesk Inventor, MudBox, 3DS Max and  
ShowCase (I’ve been using Showcase since it was called Alias Image Studio).   

I will share my experience in bringing ShowCase renders to the next level with post-production 
workflows. 

 

 

Samuelplante@gmail.com 
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The processes of PRODUCTION are simple.   
 

Pre-production is the development, modeling, texturing, lighting of your scene. So basically, 

it’s the “creation” portion of your scene. 

Production is the processes of creating the desired output; camera shots, render methods, 

render settings, quality, resolution and format and finally the rendering stage itself. 

Post-production is the final stage, where we can adjust and refine our renders, assemble 

and manage elements of the renders and also add additional aspects to the final output. 

 

                                                     

Use advanced camera settings to calibrate the shot color and lighting. 
 

Can’t say “photorealistic” without saying “photo”. 

 Locking the shots. 

 

-What needs to be shown?   

This is important:  the interest of the shot should be aimed at the visualization intent.  

-How will it be shown?    

Early on, decide what kind of environment, ambience and lighting will serve the 
visualization best .This will ensure that the choices you make later on tweaking of the 
setting will be right from the get go. Commit to those choices and build on these to block 
the shots. 

-Blocking shots.   

Save a camera to the desired angle. For post-production, saving the shots is mandatory to be able 
to re-render parts or element of the image. We will need to have everything matching up perfectly.  

 

 Looking for adequate perspective.   

Perspective gives the feel for space and scale. A building shot with a 150mm focal length 
would look very small and toy-like. A wide angle lens on a small part like a diamond ring 
would be an immediate throw off with excessive deformation. Search the web for images 
resembling the one you are trying to achieve if you’re not sure how to set focal length.  
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 Exposure control, direct and indirect light, compensation (GAMA), brightness??  This can be 
so confusing! 

This  can be a confusing subject.  

For today, I will just show you a way that I find to be a best practice when it comes to correctly 
illuminate a scene in Showcase.  

We will eyeball this one with a repeatable method. 

 

Showcase is an “image based lighting” software, this means that the dynamic range image that 
is the environment is dictating the lighting of the whole scene. Therefore, a good practice is to 
start by setting the exposure inside the environment properties. Adjust it so you get the desired 
illumination by comparing with the illumination in the background’s high dynamic picture. 

Then, if needed, adjust direct and indirect light to balance the lighting on your scene with the 
background lighting. 

Sometimes a scene can be unbalanced, everything is properly lite but the textures still are too 
dark or washed out. This is where the compensation setting inside the camera properties can be 
very helpful. Further tweaking can be applied with the cameras highlights, midtones and shadow 
parameters. 

 

 Using depth of field to emphasize the visualization intent. 

 

As of today, Z-depth, (3D distance info in a 2D image) cannot be visualized inside of 
ShowCase. So if anyone wants depth of field,  this is where it should be applied.  

Depth of field serves the visualization intent very well. It not also adds a real world lens effect 
but helps focus on the design intent. 

 

 Bloom. Should I apply it in showcase if I want to do post-production?  

In showcase, bloom is applied to the whole image, including the environment. Once 
published, a change in the bloom setting would involve re-rendering. I definitely prefer to 
apply it in post. But then again, it could be applied here. 

 

 White point (Kelvin). How to set it right? 

Temperature color can set the mood of a scene, but a good start is to balance the whites 
first, then, a cooler or warmer tone can be dialed in if need. 

 

*Although colors and levels can be manipulated easily, it is more efficient and realistic to get it 

right at the source.  
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Create a proper print-size rendering in PSD format 
 

*It’s not possible to discover any more information in the image than already exists. 

 

 Real-time VS Ray trace. 

When rendering with the real time renderer, the materials and objects in the scene only 
react to the image base lighting.  

If a scene needs to take into account reflection and refraction, or needs to have its lighting 
as physically correct as can be, then ray tracing is the way to go. 

*When outputting a final render, I always take the time to ray trace the final output. 

 

 Save an image versus publishing an image. 

While ray tracing, saving an image will only save your viewport resolution. Publishing, on the 
other hand will let you set the parameter for the image. 

 

 Delivering the right size and quality for the purpose of the render.  

On many occasion I’ve had clients not specifying a resolution or purpose. Scaling up or down the 

images size will degrade the quality; pixelate, banding of colors, hatching effect, artifacts etc.… It is 

not possible to discover any more information in the image than already exists. By increasing or 

decreasing an image size, its quality inevitably suffers.  

 Why output to PSD format? 

 

The PSD format will separate the background, ground shadows and scene on separate layers. 
This will give much more latitude when going into post production. 

 

 What is a proper resolution? (PPI) 

 It has become commonplace to refer to PPI (pixel per inch=input screen resolution) as DPI (Dot per 
inch= Printer resolution). Good quality photographs usually require 300 pixels per inch, at 100% 

size. 

Once again,  knowing the purpose could define this setting. However, I find that 300 PPI is 
the most common resolution.  

 

 

 

 

 

http://en.wikipedia.org/wiki/Dots_per_inch
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 Anti-aliasing. 

 

Anti-aliasing will smooth jagged lines by rendering more pixels at those points. Mostly the jagged effect 
will happen at high contrast area, mostly on edges and silhouettes.  

 

 Alpha is just another word for opacity. 

 

Alphas define the cutout of the different elements,  but can also define the transparency level. This 
parameter can be toggle on and off. 

 

 

 

Use layers and blend modes to manage rendering elements from Showcase in 

a post-production. 
 

How to work with layers? 

 

Quick Adobe Photoshop over view. 

 

 Workspaces. 

 Navigation. 

 Tool bar. 

 Color selector and color picker. 

 Menu: Image, layer, select and filter. 

 Layer browser. 

 

Photoshop layers make it possible to stack elements of an image on top of each other, enabling the 
manipulation or addition of a specific aspect in an image. What do we get from the output of ShowCase is 
a great Start? The background, the shadows and the model are on their respective layers. 

 

 

 Alphas ranges from 0% to 100% opacity, it’s a blend mode in its own. 

 What are render elements? 
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 Add a layer.     

Menu/layer/new/add layer or CTRL+SHIFT+N 

 Work takes effects on active layer.  

The active layer is highlighted in bleu. 

 Use the selection tool to limit effect on a desired area. 

Marque, Lasso and Magic wand. 

 Selection Boolean modes.  

Union, add and subtract. 

 Merge layers. 

 

 What are blend mode? 

 

Layers are stacked on top of each other, which defines their draw order. The blend mode 
defines how a layer is affecting the layers below it.  

 

 Remember these modes: multiply, screen/add and overlay. 

Multiply blend mode multiplies the numbers for each pixel of the top layer with the corresponding pixel 
for the bottom layer.  

Screen blend mode the values of the pixels in the two layers are inverted, multiplied, and then inverted 
again. This yields the opposite effect to multiply. 

For our compositing purposes just remember that: 

 

Multiply, multiplies the white value, pure white will become 100% transparent and pure 
black will be opaque, while any shade of gray in between will have a transparency value. 

Screen and add multiply the black in the same manner. Add will differ by rendering 
brighter. 

Overlay with blend and burn the color values with the layers under it. 
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 As of today, there are no render elements in Showcase…But there are turns around. 

 Extracting ambient occlusion. 

Visual style/ analysis/ ambient occlusion + plain white background. Add as layer and use the 
multiply blend mode 

 Reflections 

Add material alternative and add all materials, then add a second alternative and globally 
assign a black reflective material. Render the image with alphas,  and add the result in a 
layer in screen blend mode. 

 Mattes 

 Isolating an object and publishing its image with alpha automatically renders its alpha.  
Matte can be used as mask or quick selection. 

 

 

 

 

 

 

 

 

Add real-world phenomenons to the final image in Photoshop. 
 

 
A typical start in post-production involves calibration.   

 

*If any at this point, changes should be very light, if you ever need to do drastic changes, you might 
consider going back to your render setting and re-render. 

 

 Levels/exposure. 

Menu/ image/ adjustment 

 Saturation. 

Menu/ Image/ adjustment/ Hue and saturation 

 Sharpen and blurs, to enhance or soften an elements. 

-Tool bar/ sharpen & Tool bar/blur brush for small localized touch up  

-Menu/ filters/ Blur & Menu/ Filters/sharpen for globally applying the effect. 

 

Now that adjustments are done, let’s go a step further toward photorealism. 
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Sometimes,  it’s a hard choice to make, but production images need to be, believe  it or not, dirty, blurry 
and distorted! This is something photographers are trying to avoid, but something we are trying to 
achieve.  

These are the small things nobody notice, but make a huge difference. 

 

Let’s see how we can mimic these phenomenons on our renders. 

 

 Blurs.                                                                 http://en.wikipedia.org/wiki/Focus_(optics) 

 

Can be used to remove noise artifact or add depth and movement to a scene. 

 

 Depth of field.                                                  http://en.wikipedia.org/wiki/Depth_of_field 

 

Having no z-depth image, D.O.F it should be applied inside of showcase. The effect can also be 

faked by blurring the background and utilising some localised blurs. 

 

 Chromatic aberration.                                    http://en.wikipedia.org/wiki/Chromatic_aberration 

 

Split and offsets red and blue channel.  

 

 Glares and lens flares.                                    http://en.wikipedia.org/wiki/Lens_flare 

 

For the glare, duplicate the desired layer and use the level adjustment to find to brightest spot 

of your image. Then,  add a heavy blur filter on that layer. To complete the effect, add a screen 

blend mode to that layer.  

 

For the lens flare, add an empty layer, use the paint bucket to fill that layer black, go to Menu/ 

Filter/ Render/ Lens flare/, add the desired effect. Screen the layer and position the flare. 

 

 Barrel and pin distortion.                               http://en.wikipedia.org/wiki/Distortion_(optics) 

 

Menu/ Filter/ Distort/ Spherize 

 

 Vignetting.                                                        http://en.wikipedia.org/wiki/Vignetting 

             Menu/ Layer/ New fill layer/Gradient/Radial   black to white= Might need reverse 

 Digital noise/film grain.                                  http://en.wikipedia.org/wiki/Film_grain 

http://en.wikipedia.org/wiki/Focus_(optics)
http://en.wikipedia.org/wiki/Depth_of_field
http://en.wikipedia.org/wiki/Depth_of_field
http://en.wikipedia.org/wiki/Chromatic_aberration
http://en.wikipedia.org/wiki/Lens_flare
http://en.wikipedia.org/wiki/Distortion_(optics)
http://en.wikipedia.org/wiki/Vignetting
http://en.wikipedia.org/wiki/Film_grain
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Add a layer, fill black with paint bucket, add a noise filter and screen. Adjust opacity for amount 

settings. 

These lens artifacts are adding depth to renders, but remember, subtlety is the key here. We don’t 
want people to notice these at the first glance.  

Look at your renders on a variety of screens. 

The time spent working and looking at your work alters your perception sometimes… Don’t be afraid, 
ask for comments and feedback; others always have a valuable opinion.  

Communities are growing and active, be sure to check out The Area & Facebook product pages and 
get feedback there. 
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Thank you ! 
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