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CONTRAST IS GOOD!
Cinematography I



SPILL IS THE ENEMY!
SPRING 2004


170 FINAL NOTES

Why Light

Illumination – how much you see of a subject

Enough light to see what you are shooting
Depth – how you perceive a subject

Form

Modeling – representation of depth and solid form

In photography created with light and shadow

Light areas are high points, advance

Dark areas are low points, recede

Lack of modeling equals silhouettes, “cut out” shapes

Mood – how you feel about a subject

Light, Sight and Perception

It can be transmitted, reflected or absorbed.

More specifically: Electromagnetic radiation that travels in waves at 186,000 miles/sec.

Incident Light

The amount of light falling on a subject.

Reflected Light

The amount of light reflected from an object.

Percentage of Light reflected

100%

mirror

95%

snow

82%

white paint

45%

white cloth

35%

light skin tones

20%

dark skin tones

5%

black paint

1%

black cloth

.3%

black velvet

Grey scale, Tonal Range and Contrast Ratios

Picture quality is dependent upon reproducing the tonal range of a scene.

Cameras can only reproduce a limited contrast range, so changing exposure, or supplemental lighting of the shadows will reduce your contrast ratio and allow you to capture the full tonal range want to.

HUMAN EYE contrast ratios 1,000:1

FILM contrast ratios 200:1

VIDEO contrast ratios 40:1

Good contrast gives good illusion of depth and modeling.

Too high amount of contrast can look harsh.

Too low amount of contrast can look muddy or washed out.

White light is a combination of all the colors of the visible spectrum.
Additive Color

Colored light

Red light + Green light + Blue light = white light

Subtractive Color

Paint, fabric, printing, etc..

Red paint + green paint + blue paint = black

Lighting Equipment

Tungsten-Halogen [Quartz]

Most common studio lights

Halogen Metal Iodide [HMI]

daylight balanced
Expensive
Fluorescent

Flicker can be a problem at certain shutter speeds
Greenish color if not color corrected
*don’t touch lamps with bare skin – oil will create hot spot and burn out

LIGHTS

Named by wattage

e.g. 300, 650, 1K, etc..

Hard Lights

Direct, hard shadows

-PARS 

-FRESNELS – cocentric lens focuses light.  Most control of light beam, soft-edged

-BROADS – rectangular

Soft Lights

Indirect, diffused, soft shadows

-SCOOPS – semispherical bowl

-SOFTS – internal reflector

-BANKS – multiple lights grouped
Grip Equipment

Non-Electrical equipment used to control the intensity, pattern and quality of light.

Two categories: Controllers and Diffusers
CONTROLLERS

On The Light:

Barn Doors- Restricts/Cuts off light

Egg Crates- Helps focus soft light

Snoots- Creates narrow circular beams of light

Off The Light:

Flags/Gobos-Blocks or restricts light  [Long, narrow flag is a Cutter]

Cucoloris [Cookies]-Irregular shaped cutout

DIFFUSERS

All Diffusers: 

Limit intensity, reduce and scatter light

Scrims

Single = 1/2 f-stop, double = full f-stop

Nets

Silks

Soft Boxes

Chimeras, etc.

Umbrellas, Reflectors, Foamcore

Century Stands [C -Stands]
3 Point Lighting

Key – sets primary light direction and exposure.  Can be hard or soft.

Fill – fills in shadows without creating unwanted new ones.  Usually soft.

Rim – separates subject from background.  Usually hard.

Falloff – transition from brighter areas to darker areas

Tone – brightness, greyscale

Atmospheric Lighting

Ask yourself:  

What look, what mood, what feel are you going for?

What is important to show or obscure?

What is important to emphasize or de-emphasize? 

What is appropriate for the subject matter?

Do you want:
High Key – mid tones to light tones dominate, happy, light and airy

Low Key – mid tones to dark tones dominate, moody, mysterious

Do you want:
Hard Light – dark, hard-edged shadows.  Emphasizes texture, age, edginess.

Soft Light – light, soft-edged shadows.  De-emphasizes texture, smoother and younger.

Do you want:
Illuminated – light, and lots of it, conventional 3 point lighting

Naturalistic – realistic [but true realism is often undesirable/unflattering]

Atmospheric – more moody, mysterious

Stylized – exaggerated, abstract, unrealistic

Start with no lights, and add as necessary – don’t assume you’ll need more lights.

Use a Field monitor

Contrast /modeling = visually interesting

Lighting For Texture

Texture results from contrast on a micro scale  

Therefore:

Keep contrast ratios in check

Don’t overlight

Don’t underlight

Usually:

High intensity soft light will keep contrast ratios in check while still revealing texture.

The more shallow the lighting angle, the more texture is revealed.

Small differences in lighting angle/camera angle/object angle make large differences in the appearance of an object.

Transparent Objects [glass]     Transmits light and images
Try lighting background or bouncing soft light instead.

Translucent Objects [smoke, fog, mist..]     Transmits light only

Direct, backlighting usually works best.

Darker backgrounds are more effective than light ones. 

Opaque Objects [stone, cloth..]     Does not transmit light or images
Beware of specular highlights on extremely shiny surfaces.

On the other hand, a little kick will help many dark surfaces.

Exterior Lighting

Variable and Unreliable

Quantity

Direction

Angle

Quality

Color Temperature
What you can’t change:

Where the sun is

Whether the north side of an object will have sun on it

What you can:

What time of day you shoot

Midday sun – 10am to 2pm – is horribly harsh, overly bright flat light

Best light for modeling and color is 1-2 hours after sunrise, or 1-2 hours before sunset.  

Magic Hour and Golden Hour 

Mornings: typically more clear, crisp, yellow

Evenings: typically more hazy, warm and softer, golden orange to red

DAY TIME

3/4 or backlit sun looks best – frontal sun = flat modeling and squinty talent

Use HMI’s or daylight balanced tungsten lights to supplement – or shoot with a tungsten balanced filter.

Use Diffusers to soften light/lower contrast

NIGHT TIME

Night for Night

Typically directional with little or no fill

Semi-soft light with a slight bluish tint

Wet pavement

Day for Night – also known as “American Night”

Not used as often as it used to be

Stop camera down 1-3 stops                     

Slight blue filter [or use tungsten [wrong] white balance setting]

Shoot towards the sun, or at least side lit

Allow blacks to crush, don’t use fill

Shoot mid-day or shoot at dusk, after the sun has gone down

Avoid shooting the sky – it will be the brightest part of your shot

ANY TIME

Scout Locations!!

Find out light direction, shadows, power availability

Chiaroscuro – the arrangement and balance of light and dark areas in a composition.

Contrast /modeling = visually interesting

