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What makes a good image?
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What makes a good image?

Composition Lighting Color
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Composition



Composition - Where are your objects?




Composition - Where is your camera?
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Composition - Break Down the Image
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Breaking up the Scene
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Rule of Thirds
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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
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Lines and Shapes
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Centering and Symmetry






















Foreground and Background
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Camera Angles
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Negative Space
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Questions?



Practice Composition
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Lighting



Types of Light

Sun Light
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Emissive Objects
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Environment Lighting
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Lighting Strategies
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Three Point Lighting




Three Point Lighting

Back light \
20% ¢

y N .
¥ N

Fill light Key light

50% \ / 100%

Camera

CS148: Introduction to Computer Graphics and Imaging



Key Light

Back light
20%

Fill light v Y Key light
50% ? / 100%

Camera

CS148: Introduction to Computer Graphics and Imaging



Back light \
20% ¢




Fill Light
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Fill Light
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Back Light / Rim Light







Back Light / Rim Light
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Back Light / Rim Light




Natural Lighting
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Contrastive Lighting
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Questions?



Practice Lighting
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Color
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Analogous Contrasting Monochrome
Colors Colors Colors
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https://oklch.com/

Color Schemes

Pale




Color Schemes



https://oklch.com/
https://en.wikipedia.org/wiki/Color_difference

Contrast

CS148: Introduction to Computer Graphics and Imaging



CS148: Introduction to Computer Graphics and Imaging






Contrast
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Questions?



Story















Questions?



Draw composition lines on your own images

You may use an early render (if you have one)
or a rough sketch
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Convert your images to grayscale

You may use an early render (if you have one)

Paste your image into Google Slides, add the Grayscale Adjustment
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Extract the color palette from your image

You may use an early render
(if you have one)

Paste your image into Google
Slides, make rectangles, and
use the eyedropper tool for
fill color
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Group Work: Final Projects



