Vince Yamamoto

How: to create torch lighting



Goals

» |.earn how to create the lighting for a torch.

» Learn how to create an imagde plane with a
fire graphic.
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Lighting for Fire Complete

» Following steps are for an image plane with
a fire graphic applied to it.

» Fire effiects can also be created using
volumetrics.

» [ he tutorial for volumetric fire can be
found on the Newtek website.
(Www.newtek.com)
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Conclusion

» Created the lighting effect for fire by using 3
point lights.

» Created an image plane with a fire graphic.

» Set up the proper alpha transparency: for
the fire graphic in the surface editor.
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