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The Study of Lighting in 3D Animation
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Abstract

The purpose of this research was to examine several techniques and problems on lighting and compositing
in 3D animation design process. The results indicated that problems occured from many factors, such as lack of
understanding about the related tools and too limited time in the compositing process. These problems made the final
products incomplete. The results could be used as a guideline to design and develop lighting and composing in 3D
animation in order to understand the process and gain a high quality of work. The results showed that V-Ray should
be used in the rendering process, the Mental Ray could be used to render effect, and compositing could be completed

in the after-effect program.
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