Blue Screen overview

blue/green screen extraction plugins and programs

why bother with the technicalities?

Story about my brother

You will have more tools to solve problems

Whatever gets the shot finished or the client happy

Show it used in After Effects

What’s the difference between blue and green screen?

FG colors

Blue has lots of noise

Blue wavelengths are long

CCD capture – need more time – shutter open – for sensor to register a decent amount of blue

Film – need larger particles to expose properly to blue

Scanning from film to digital is another layer of error!

Compression – algorithms know we don’t see blue well, so compress blue more

Note: http://nfg.2y.net/games/ntsc/visual.shtm
FX houses tend to do only one kind of screen

ILM is Blue Screen only

Made original Star Wars with blue screens, but R2D2 had blue – not worth setting up whole stage just for a handful of shots

Chroma key

Weatherman – not actually blue screen technically

Like “Select Color Range”

Pick target color, pick threshold

Luminance keying

Make all-white or all-black background

In film, if it’s all black, the background doesn’t expose the film

But what about what’s behind the characters?

The background will show through like it’s transparent

“Magic Wand” tool

too much selection

poor edges – too soft or too hard

inconsistent edges - -edges “crawl”

( Use magic wand to make a mask to show what you want masked out

Lasso tool – magnetic lasso tool

Do you really want to do this for 800 frames?

Edges won’t be consistent and will “crawl” frame to frame

Paint by hand

This is what “Rotoscoping” a matte means

Expensive!  In time, and thus in money

So I will say “blue screen” from now on but mean both, since the same things apply to green screen

Lighting for Blue Screens

Light specifically for screen

Even light so very few shadows

Light specifically for characters

Nice lighting to match BG

Good lighting is worth a bad blue screen!

Lighting is the most important factor in making the key work well

Blue Spill

When the light from the blue screen bounces onto FG characters

Avoid if possible!!

Move characters far from the screen – falloff at square of the distance, so even a little distance can make a big difference

Some cases can’t avoid it

characters are close to blue props

or close to the floor

Good lighting on characters washes out the blue

Green spill looks more natural than blue spill

But still has to be eliminated!

Spill suppression

Color artifacts, so less is better!

SO how do you do Blue Screen Extraction?

It is also called “Color Difference Keying”

Two parts to Blue Screen extraction:

Must isolate the FG – remove the blue screen

Must mask out the BG – make a mask the shape of the FG

(Make a quick selection of the FG character

Look at blue channel

It looks pretty close!

Use Levels to make it closer

But not quite enough – some holes where it’s white

Need to plug those holes

Show Red channel – it’s white in the areas we need to be black in the blue channel

Invert it and use Levels to tighten it up

What about using the Green channel instead?

Green is grayer and harder to isolate those target areas

Background won’t go to white or black, so pretty useless

( Make a duplicate of the original and rename to something like “extraction”

So, adjust blue and red then Multiply

Transfer modes – had before in first-level computer graphics [what is this class called?]

Image ( Calculations

Allows you to combine two channels using a Transfer Mode

Transfer Modes cused to only be in Calculations, but hot-shot professionals did some things over and over, and Adobe made those actions into easy-to-use tools for everyone.  So now transfer modes are even in the layer tab, for how each layer interacts with the ones below.

Calculations were used to make drop shadows, glow, etc.,  -- using many multiple steps! -- but Adobe made those into single-button commands

Multiply – the image gets darker

Black ( black

White ( no change

Grey ( darker

Note: this is very different from the Darken Transfer Mode

Screen is the opposite of Multiply

Black ( no change

White ( White

Grey ( lighter

Note to make all menus correct

Layer instead of Merged

This new image is in Alpha 1

It needs to be inverted

Still some dark areas

Fix with Levels

Use this as a mask and see how it looks!

Note, this was done in film before digital!  How was this done?

Levels equivalent

Negatives and stuff

( add notes here!

Steps for Color Difference Keying—write this down!

1) Duplicate original layer – rename to “extract”

2) Garbage matte [if necessary]

This step is often forgotten

Note, if doing the Levels gets hard [needs to be pushed to get good results] then stop and go back to this step

3) Adjust the blue channel levels

FG ( black, BG ( white

4) Invert red channel

5) Adjust red channel Levels

FG ( black, BG ( white

6) Multiply red & blue channels using Image (Calculations

In the Calculations popup, check these things top to bottom:

Layer is “extract” not “Merged”

Channel is red [or blue]

Second layer is “extract” not “Merged” [default]

Channel is blue [or red]

“Blending” is set to “Multiply”

like a good mask with the FG black and BG white

Click Okay

7) Invert matte

8) Adjust matte levels [if needed]

9) Copy original again and use as a mask

This seems to throw people, so here’s the steps

1) Copy the original

2) Turn off visibility for the background and the extract layers so only this copy layer is visible

3) Make a layer mask [you can click the [O] button on the bottom of the Layers tab]

4) Click the Channels tab [next to Layers tab]

5) [In this order] Click the mask “eyeball” so it’s visible

6) Click the RGB eyeball os it’s off [all should go off now except the mask]

7) Click the mask entry itself so it is hilited [people miss this step – the mask channel must be selected as well as visible.]

8) Paste

Did something go wrong?

If it pasted into all channels, you did not click on the Mask channel to hilite it

If it looks like ti didn’t work, then the background layer and/or the extract layer is still visible.  Turn these off in the Layers tab by clicking their “eyeballs”

