Grade 12 Computer Graphics: Design a Gaming Signature
http://planetrenders.net/
>Renders Gallery

Note: set up an account with a user name and password.
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Tutorial Steps:

1.  Set the background to transparent.
2.  Fill the background with a dark grey colour (not black)

3.  
A)  Make a new layer >Filter >Render >Clouds


B)  Set the blending mode to Overlay

C)  Press CTRL+F to change clouds and pick the one you like

4. 
A)  Open an abstract 4D or 3D render and place it over the clouds layer.


B)  Set the blending mode to Lighten 

5.
A) Find a game render Picture of a character and place it over the abstract render layer


B)  Duplicate the picture several times by pressing CNTRL+J (turn off all but one picture layer)

C) Select the Smudge tool >Wet Media Brushes > Select size #28

D) Open the brush pallet and change the brush tip shape



>Spacing 70 >Use Scattering >Shape Dynamics, adjust roundness and angle jitter



>Have fun smudging picture layer 1


E)  Picture Layer Copy
>Set blending mode to Overlay




>Use the adjustment layer Colour Balance to adjust match the colour




>Use the Eraser tool to remove unwanted colour parts





>Use the adjustment layer Curves or Levels  to adjust the lighting


D) Select the next Picture Layer Copy 2 >Filter >Distort >Ripple, size: small, set to 400




>Filter >Sharpen >Sharpen





>Blending Mode: Lighten, opacity 42%

6.  Make a new layer
>Image >Apply Image 




>Blending Mode: Dissolve, opacity 10% (gives you dots to paste around image)



> Or, >Filter >Noise >Add Noise / >Filter >Texture >Grain
7. Fun with Adjustment Layers  

    
A)  Open another abstract 4D or 3D render, move the layer around to see what happens


>Image >Transform >Rotate, or CTRL+T for Free Transform

B) 
>New adjustment layer >Photo Filter (for example try a cooling filter)



>Try using clouds on the adjustment layer >Filter >Render >Clouds

C)
>New adjustment layer >Gradient Map (select 2 colours in the image)


>Blending Mode: Soft Light
8.  Make a new layer 
>Select White >Change Brush >Brush over Picture and Abstract Renders



>Blending Mode: Saturation, adjust to a low opacity

9.  Add another adjustment layer >Gradient Map >Change from solid to noise and Randomize

 >Blending Mode:  Soft Light or Overlay

 >Then add another Gradient map doing exactly the same thing with different randomized colours

10.  Make the next Picture layer visible (Copy 3) >Set blending Mode to Overlay so it blends in
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11.  Use another abstract render image >Blending Mode: Lighten, turn down opacity


>Then Feather out parts you don’t want 


>Select Square Marquee Tool


>Set feather to 20  

>Cut or feather Marquee by press CTRL+X
12. Use another abstract render image >Blending Mode: Lighten, lower opacity


>Drag layer below Picture Layers


>Try adding another adjustment layer >Curves or Levels
13.  Make a new layer
>CTRL+Shift+Alt+Press N




>Image >Apply Image >Filter >Distort > Ripple, size: medium, set to 300



>Blending Mode: Lighten, turn down opacity




>Erase unwanted spots
14.  Make a new layer
>CTRL+Shift+Alt+Press N




>Image >Apply Image >Filter >Brush Stokes >Angled Strokes



>Blending Mode: Screen, opacity 25%




>Drag below Pictures

15.  Try adding 3 more abstract render images, altering them with adjustment layers, and dragging them around the layers pallet to see different results.

16.   Darken and Colour Cast the Entire Image

>Adjustment Layer: Brightness/ Contrast


>Remove unwanted layer with Mask (brush black to remove, brush white to restore)

>Try Adjustment Layer: Channel Mixer

17.  Add Text and Border

>Add text >Try Layer styles such as Drop Shadow or Stroke

>Place Text Layer behind some layers 


> Add stylish lines around the text with the Pencil Tool (click and hold shift for straight lines)

>Add a border
>New layer >CTRL+Shift+Alt+Press N


>Or Flatten Image
>CTRL+A to select all


>Edit >Stroke >Set Width (for example 3) >Location Inside 


>Repeat again with a smaller stroke width (for example 2) >Location Inside 

Note: Location of Adjustment Layers














Evaluation Guidelines:


Your final Gaming Signature will be evaluated by the following criteria:





1.  Composition (flow of images and text)


2.  How effectively you have used layers, blending modes, and brushes


3.  The skill involved in melding images together to avoid a cut and paste appearance


4.  Colour Cast (all the elements are linked together in a unifying colour or light)
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Resolution for internet: 


350x120 pixels, Resolution 72 dpi





Resolution for print:  


525x180 pixels, Resolution 150-300 dpi





Before Starting Visit Planet Renders and download several of the 3D and 4D abstract renders, Fractal Renders, and Game Renders. 10-15 images will give you a good amount to work with. 
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