After Effects - Channel Effects

Alpha Levels

Longtime users of After Effects will remember the Alpha Levels Effect. This effect was removed in CS4, and its' functionality rolled into the Levels effect. Use this slider to remove alpha, tweak transparency levels or introduce more alpha to a scene. Remember that 100% white represents 100% transparency.

[image: image1.jpg]S Leves | st BB

Hlphs v

v 1 Histogram
> Alpha Input Black 00
» Alpha Input White 2550
» Alpha Gamma 190
» Alpha Output Black 00
» Alpha Output White 2550

® Clip To Output Black offfor 32 bpe Color v

® Clip To Output White. Offfor 32bpe Color v




Arithmetic

The Arithmetic effect allows you to combine channels of a layer with itself using blend modes.

Fundamentally, this effects lets you get in and directly mess with the RGB channels of a given asset. You can exclude certain values, radically modify individual colour channels, etc.

Its' very easy to lose control with this effect and create highly saturated work, so use it sparingly. Works very will when detailing blend layers (ie- yellow-wash blooms, etc).
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Blend

The layer blend modes available in the timeline panel are much more powerful than this effect. Its' simple to use, but not widely respected as the best option available to you for layer blending. Use the Calculations Effect instead.

Calculations

This effect is very, very powerful and you should get to know it intimately. It lets you blend a channel (or the entire composite) of the layer you’ve applied it to with a channel (or the entire composite) of any other layer in the same composition. You can also composite them using any of After Effects blend modes,and can animate the changes between them.
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In the above example, I've applied the calculations effect to the logo's layer. I've then selected a background layer (PreComp_Dust), and set it to the Add blending mode. This is a fantastic because I no longer need to duplicate and reshuffle my layers, create masks/ mattes etc. A real time saver!

Try to remember that you can use this effect to isolate and accentuate individual colour channels (ie- to add splashing rain only in a blue-channel overlay, or slightly multiplying red channels within a given image).

Channel Combiner

Best used in moderation to really punch out and exaggerate colour channels. Works by mapping the entire image to an individual colour channel- very powerful, often very difficult to implement well.
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Compound Arithmetic

The simple version of the calculations effect. Use calculations instead.

Invert

Straightforward filter. Interesting as it lets you invert individual colour channels, then blend your result. In Phase Chrominance is a very effect, so give it a go.
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Minimax

Very heavily used effect used to expand or contract the edges of a layer. Great for masking/ creating mattes, reducing noise, etc.
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Remove Colour Matting

You should always create and save alpha in a pre-multiplied format. If you haven't (ie- you're using interlaced alpha) you might need to consider using this filter as it will often contain colour residues in you alpha channel that you'll need to remove.

Very rarely used- you can get the same result a much easier way- use the Interpretation Settings dialog box in the Project panel.

Set Channels

Lets you nominate unique assets to generate individual colour channels. Very psychadelic, highly rewarding, very difficult to use effectively (Note calculations effect used in example below to blend result).

[image: image7.jpg](Bt 1 < ReoCuang DR 908
v fi Set Channels
 Source Layer 1
© Set Red To Source 1's
6 Set Green To Source 25
Source Layer 3
® SetBlue To Source 3's.





Set Matte

A viable alternate to the track & luma mattes more commonly used in the timeline. This effect is interesting as it lets you select a matte from anywhere in your comp (not dictated by layer order), and source from individual channels, so it frees you up to experiment.
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Shift Channels

The purpose of the Shift Channels effect is to take the channel data from an effect and use it in other channels on the same layer. This is similar to the Set Channels effect, only we’re only allowed to use the attributes of the current layer. This effect becomes remarkably powerful when used in correlation with the 3D Channel Extract effect (not discussed in these notes).

Solid Composite

Presented as an alternative to tedious task of adding solids to your timeline & tweaking opacity. Some love it, some hate it and argue that it doesn't work correctly.
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