
STEP 1 : REFINING THE KEY

The first step is to check your key is working the way you want it to.

First of all, select View.Key to see a B&W/grayscale of the key.  The default is for a median skin tone but 
it will usually need some additional refinement.  You are looking for a fairly solid white in the areas you 
are trying to affect.  The more gray the area is the less effect you will get from the smoothing 
parameters.

Use the Strengthen.Skin slider to get a stronger white in the skin areas.  Use the Strengthen.Not.Skin to 
exclude more from the selection.  You may also want to try adjusting the RGB sliders to get the key 
colour just right.  It’s also worth opening up the Mac Color picker (click on the Key Color swatch) and 
adjusting the luminance and saturation, if you want to get really detailed with selection.

All of this is going to depend on your source image.  Rather than limit you to a particular type of skin 
colour, I thought it would be more useful to give you a broader range of control.  

Please note that this is a proprietary keyer that I have built myself and it to some extent still a work in 
progress.  V1.1 of this effect has a better starting point.

Finally adjust the Key.Blur to soften off any rough edges to the key, but don’t overdo it as the results 
can start to look unnatural.

STEP 1B : ADDING A MASK

There is a 4-point mask built into this effect and you have four onscreen controls for each corner which 
can be dragged around as needed.  It’s probably worth using this in most cases so that you don’t end 
up affecting similar colours elsewhere in the image that you want to leave as they are.  

The mask comes with a default corner roundness but usually you will want to increase this, especially 
with faces.  Use the Mask.Roundness slider for this.

It’s also a good idea to feather the mask to avoid any edges showing up and there us a Mask.Feather 
slider for this purpose.  Although the slider only takes you to 100, you can get a higher number by 
holding down the mouse and scrolling in the number field. 
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STEP 2:  APPLYING THE SMOOTHING PARAMETERS

There is already a small level of smoothing built in by default but you can adjust everything to suit your 
particular requirements.

The first and most obvious thing you can do to smooth the skin is to apply the Gaussian.Blur.  Don’t go 
too far with this and don’t rely on this alone as the results won’t look convincing, but it’s a good starting 
point.

The other trick to getting smooth skin is to flatten the contrast.  In V1.1 there is a dedicated slider for 
this, but you can also do this in V1.0 by adjusting the Contrast slider downwards.

You will notice that as you do so the colour gets washed out and the brightness seems to diminish.  
What you need to do is play with the Saturation and Brightness controls to compensate.  There are 
really no hard and fast rules for this - it really depends on your source image and what you want to get 
out of it.  You will have noticed that a lot of classic cosmetic beauty looks involve low contrast, fairly low 
saturation, and quite a lot of added brightness.

You will probably find that the results of these processes still don’t give you that glowing skin look that 
you’re looking for, so it’s worth playing with the Boost.Skin.Tone slider to get more of that natural 
healthy colour flooding back.  

Again don’t go too far.  The trick with all of this is not to crank everything to the limit but to use just 
enough to get the look you’re going for and no more.  Having said that, as with all compositing effects, 
it’s a not a bad idea to “go too far” and then back off to the point where the results cease to be 
offensive. 

Finally, V1.1 has two more sliders and one onscreen control that aren’t available in 1.0.  

Firstly, the Restore.Detail slider can help to add back in a bit of the sharpness lost through the 
smoothing process.  Don’t overuse this, as you could end up adding back what you were trying to take 
out!  But you will notice it’s especially helpful to get that fine detail around the eyes which is the key to 
getting this kind of effect to look as natural as possible.

And lastly there is a slider called Process.Fade with which you can back off the results of all the filtering 
actions you have applied.  At 0 you will get the full effect, while at 100 you will get no effect at all.

With V1.1 there is an Onscreen Control at the extreme left hand edge of the screen that allows you to 
drag a comparison mask across your image, so you can compare before and after.  It is highly 
recommended that you use this so you can make sure you are keeping faithful to the original tones of 
the image (if that’s what you need to do) and make sure you are not creating unnatural results.
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NOTE

Please note that this effect is distributed for free.  You use this effect entirely at your own risk.

© Tokyo Productions Ltd. 2012
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