Remove mirror reflection in the background
Step1) create a clone of the image
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Step2) open ACDNR and create a mask using the real time preview
After that close the real time preview

Leave the real time preview box ticked in ACDNR window

[image: image2.png]o.

master_ Luminance_DBE_clone

ACDNR Fifters

Lightness | Chrominance

Apply [ Lightness mask x
StdDev: | L5 e
[ ———
tertions:[3 2] [Kemelsaert
reter: [one o
Rob e P ER T S
Structure size: [§ 2]
N Symmetric

Dark Sides Edge Protection

Threshold: [0085 | @—r————
Overdiive: (000 | @———
Eright Sides Edge Protection

Threshold: (0015 | @—r————
Overdiive: (000 | @———

Star protection

Star threshold: (010301

Lightness Mask

Midtones: | 0.04000 |ml————————————

Shadowis: | 0.15000 | s

. Highlights: | 100000 | sy
AmO oD X





Apply this to your clone image 
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You now have a inverted mask which you can now apply to your image and use the invert instruction on the mask tool bar to protect the correct areas
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Next step is to use pixel math operation to smooth the background, in this way the mirror reflection is removed
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Next step is to generate some noise in the background
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And this is the final image without the mask protection
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Now let’s proceed to make the stars round

