
CLASS A4 Assigned:
Due:

Feb 2, 2018
Feb 14, 2018
Before class

Assignment #1:
Form Follows Emotion
Your first assignment in this class will summarize everything that we have worked on so far:

● main principles of  visual symmetry (figure/ground, hierarchy and balance),

● image compositing (photo montage) in Photoshop, and

● camera and object manipulation, lighting and basic materials in Rhino.

Task Summary
Your task is to create a 3D composition in Rhino and carefully set camera and lights. Then you 
should render the composition and use that as a base for a photo montage in Photoshop, to create 
an image that illustrates an emotion or feeling of your choice.

You can choose any feeling or an emotion (loneliness, anger, fear, ecstasy, shame, peace …) or an 
emotionally charged situation (departure, dominance, overpowered, vertigo). That emotion should 
guide both the composition of your spaces in Rhino as well as the composition of the image itself. 
The best way to imagine that you are creating a set for a theater or film, and should illustrate it in one
image. 

Please read carefully all the technical requirements below:

Technical Requirements
Final Deliverables:
- One image, black/white, size of 2700x1800px saved as .jpg, uploaded to the website.
- Same image printed to fit A4 photo paper. You can decide to cut out the white borders, or keep 
them (you choose the aesthetic, but if you keep them I suggest you make them all the same). Bring 
the print to class.

- Deadline: February 14th, 11h.
You must upload the final image to website , and bring the printed image to class.



What Should Your Image Include:
- Composition in 3D, similar to the ones you’ve done for A3 homework, but more elaborate, and 
more thoughtful to respond to the emotional effect you want your image to create. You can use the 
modules to create your compositions, like in the A3 homework, or you can add your own models if 
you know how (suggestion: it’s really easy to create boxes, and extruded 2D shapes, just pay 
attention to how to position your CPlane.  This gave you enough clues on what to Google for :).

- Context. As opposed to the A3 homework, which was all on one flat plate, the space you create for 
your assignment must have a context, a site. Placing your composition into the appropriate 
context and making both work well together is one of the main goals of this exercise. You will 
add environment in Photoshop as a background photo behind the transparent render (see related 
tutorial). When looking for a good background photos, pay attention for the following:

• Image size: Image size for your background photo should be pretty big, almost the same 
size in pixels as your final photo, or bigger. If you use the smaller background image, when 
you stretch it out in Photoshop it will look blurred or pixelated.

• Perspective: You have to make sure that the perspective of your background photo is 
matched nicely by perspective of your camera in Rhino. To do that, as in our tutorial, you can 
add “Wallpaper” to your camera viewport, to be able to see your photo in the background, 
behind the model.

• Environment scale: This is not about the image size in pixels, but about the size of the 
objects (trees, houses, whatever…) that are inside your background photo. You have to make
sure that the scale of your “building” matches the size of your photo when placed inside.

• Lighting: As always, you should analyze the lighting conditions on your background photo 
and match it in your 3D model. Does the photo contains sharp Sunlight, or only the soft 
diffuse sky? Look at how shadows look at the photo and try to tweak the directional light we 
use to simulate Sun to get the similar angle.\

- Entourage. Entourage is all the cut-out content that you place in Photoshop over your rendering: 
people, trees and plants, other objects, dogs, cats. etc.... Similar to what you’ve done for A2 
homework, only now you are using your render (with a site photo in the background) as the base, not
the photo of our school Campus.
Note: Unlike your A3 homework, you should not use 3D people in your final work – all the people 
must be taken from real cut-out photos inserted in Photoshop.
Tip: In order to get the correct scale and position for your people in Photoshop, I suggest you first 
place 3D people in your composition where you want them. This way you will easily know how big 
persons should be in each spot. Then, before rendering the final image, turn off the People layer, and 
do not render them. Instead, add them in Photoshop, but now you will know how big to make them 
because you can see them in 3D in Rhino.

- Overlays. You can choose to add texture to your photo by using Photoshop overlays, so that you 
add a bit of concrete grain in some spots, or posters, or even effects like neon lights, according to 
our tutorial. Just make sure that whatever you add makes sense in scale and perspective, and that is 
nicely masked.



Progress Deliverables:
This is all the visual content that you should also post as you work, and will be evaluated.
You should also keep track of your progress in the posts for sessions A4 and A5. You should post the 
progress material while you work on it, and not in the end. This way you can get comments on your 
progress which will help you work faster and get much better results. This material can include the 
following:

-Moodboards.  Ideally you want to start your work on the assignment by looking for inspiration, and 
collecting the inspiration in the form of Moodboards. You will find explanation of what moodboards 
below. Find online photos or renderings that will serve as inspiration for you, and upload them to our 
website so that we can talk about those and how these can help you in your assignment. You can 
add the images to post manually (as you’ve been doing before), or you can embed the Pinterest 
board (see explanation on how to do it below). 

- Test renderings or viewport screen captures. You will likely try to run a lot of tests, whether by 
rendering previews of your view, or simply outputting what you see in viewport using 
ViewCaptureToFile command (the little camera icon). I encourage you to upload these images and 
ask for your professor’s comments.

- Hand sketches. Best way to quickly investigate ideas is by using quick small sketches drawn by 
hand (as small as just a couple of centimeters). You can use those sketches to test composition, 
brightness, perspective, etc:



Practical Tips
How To Get Started?

Work in reverse.

Your first impulse to start this task would be to think “Ok, what emotion I want to illustrate?” then 
spending some time finding the emotion, and then trying to actually create an image for it. Nothing is
wrong with this approach, except that it will probably not be very productive.
What is suggested to first look at many examples of photos in books and online (look for 
architecture, theatre and set design), then save the ones that you like and think of what kind of 
emotions these images evoke in you. This analysis will give you some visual material to get started 
with and then based on that you may realise that you are naturally more attracted to one kind of 
images/emotions than others. These will probably be easier and more enjoyable for you to work on.
In other words: you can start from emotions and create an image, or you can create (or sketch) an 
image and then think of appropriate emotion for it.

Inspiration And Moodboards.

Probably the best way to start is to look for inspiration, as suggested above, and create 
“Moodboards” that contain all the images that have visual elements you may want to use or emulate.
Moodboard is a collection of all the visual material that you look for to serve as an inspiration. Ideally 
you put it all in one place so you can quickly look at it all the time (Pinterest is a perfect tool for 
creating mood boards).  It’s perfectly fine to find an image and say “I want to make something like 
this”… Almost always you will take some elements from one image (“I like the how the shadows look 
on this one”) and other elements from other image (“I like the perspective, or 
environment/background photo” on this one).
You may want to create several Pinterest board, to group visual elements you like (ie. one board for 
“architectural composition”, one for “lighting and shadows”, one for “textures”). See below how to 
easily include Pinterest boards into your posts.

Great artists steal.

When you find something you like, do not be afraid to emulate it. Of course, you can’t just copy the 
exact image and call it done, but you can for example try to recreate the architecture you find 
inspiring in 3D. Or try to come as close as possible to the shadows in the photo you like. Especially 
when you are a young and aspiring artist, taking inspiration from what was done before is a great 
way to get started. Keep in mind that nobody ever did something that is 100% original – it was 
always inspired in some way by something that came before.



Think visually and use your hands.

Do not spend time sitting (or lying down) in front of the empty screen or paper, while idle thinking of 
what to do or how to get started.

Instead, get your hands moving: sketch things on paper, look for inspiration online, move stuff in 3D 
in Rhino until some idea comes.

User timer and be quick.

Forcing yourself to do things quickly is the best way to get productive AND creative. Give yourself 
tasks like  “I need to collect 20 images for background inspiration in 15 minutes.” Then put a timer on,
and complete the task. Ideally use short timers, between 5 – 15 minutes.

Create many options. You will often get a creative block when thinking of how to make that one 
perfect idea/composition/project, whatever. Whenever you feel blocked, instead of trying to make 
one perfect thing, try to make 5 or 10 “ok things”.  The idea is that you will feel less pressure and will 
work more freely. Also ideally use timer, such as “I need to make 5 compositions in 3D in the next 20 
minutes”. Again, it’s easier to create 10 options that are “ok” than to make one that is perfect. So start 
with easer thing, and once you have the experience of making all those options, you will find it easier 
to use those options to create the final composition.



Post Progress And Ask Questions
This is simple – do not wait for the last moment to do everything, because you will get stressed, and 
run into many problems that could have been easily solved. Instead, try to think about this and 
advance your assignment on as many days as possible – ideally break it down in small tasks that you
can complete in 15-30 minutes and then post to ask for comments.

The single biggest factor for the success of this (or any) assignment for this or any other class is 
how often you talk to your professors about your work, and how willing you are to apply (or criticize) 
the feedback you get. So take advantage of our website, post sketches and inspiration, and ask for 
help and comments.

Tips On Composition
It’s useful to first think about the composition, both of what you want to create in 3D as well as the 
visual composition of the final image itself.

Symmetry or asymmetry? What is the emotional response your image should provoke? Is it calm, 
peaceful or dynamic, exciting? This may affect your decision to choose symmetry or asymmetry both
for your 3D composition and the image itself.

Scale and shape of space. Think about the size and scale of the space you want to create in 
relationship to the human figures. When we say “space” we refer to the empty space between your 
3D objects, because this is what architecture is all about.  Is it about huge space with people lost 
inside, or is it a combination of many small “private” spaces? Is the shape of the space itself 
horizontal, vertical or diagonal?
Is your space, and 3D objects that create it, complex or simple? Note that simple spaces require 
more attention to detail in every way – minimalism is a very difficult style to accomplish!

Materials. You probably want to create several different materials. While all of them should be 
grayscale (still not working in color!) you can use materials to create a play of shapes of different 
brightness and contrast to create your visual composition. You can also add textures and details in 
Photoshop (using layer blending modes, see related tutorial).

Camera And Point Of View.  As always, try to position your camera to simulate the point of view of a
person actually standing somewhere in your space, rather than a bird flying around. Position of 
camera is the best way to make a viewer “feel” like we are there. Ideally, you want to experiment with 
different camera positions, as well as different camera lens (wide angle , telephoto, etc…) to see what
works the best. It is very useful to save all those positions a Named Views, and/or output them to 
files (and upload to the website), so we can  take a look, compare them and comment on them).

-continued on the next page-



Mood boards: How To Post A Pinterest Board
If you decided to collect all interesting visual material into one or several Pinterest boards, you can 
very simply include it in your own post.

Simply open the webpage of your Pinterest board, for example:

Take a loot at the entire webpage address of your page, click to select it all and CTRL+C (CMD+C on
a Mac) to copy it.

Then paste into your post, but make sure you put the [pinterest] and [/pinterest] around it. It should 
look like:

Now when you Publish or Preview your post you will see the entire board in the format similar to 
this one (note that you will not see the Pinterest images in Editor itself) :



If you don’t see your board, probably the problem is one of the following:

• You didn’t write correctly [pinterest] and [/pinterest] tags around your web address. Note 
the “/” character in the second tag.

• You didn’t copy and paste entire web address of your Pinterest page.

• Your Pinterest board is set to “Secret” (not publicly shared). 


