3D data import Q)0 B 0 &

Import Library Project  Animation KeyShotVR  Render

AFSH
=
0

= Al2ot7| &lol AW[O]A HES =7
| ©

@1 QIE{T|O| A 2h= FHLUICE

KeyShot™ 2 Ofeliet 22 3D AlS Z|ELC

= =<
- OBJ - Rhino - STEP
- Solidworks - SketchUp - 3DS
- Pro/ENGINEER ( Z|® 0|4 ) - IGES - FBX
“Mac AF22}: Solidworks 2} Pro/Engineer E4l2

Ot4] A1 A=|2| pFa Lt



rt *.sldasm *.ps

All Formats (*.bip *.ksp *.0bj *.skp *.3ds *.fbx *.sld

ALIAS (*.wire)
AutoCAD (*.dwg *.dxf)

Catia (*.cgr *.catpart *.catproduct *.catdrawing)

Inventor Part (*.ipt)

Inventor Assembly (*.lam)
KeyShot (*.bip)

KeyShot Package (*.ksp)

Maya (*.ma *.mb)

Creo Part (*.prt *.prt.*)

Creo Assembly (*.asm *.asm.”)
Pro/E Part (*.prt *.prt.*)

Pro/E Assembly (*.asm *.asm.”)
Rhineo (*.3dm)

SketchUp (*.skp)

ScolidEdge Part (*.par)
SolidEdge Assembly (*.asm)
SolidEdge Sheet Metal (.psm)
SolidWorks Part (*.prt *.sldprt)
SolidWorks Assembly (*.asm *.sldasm)
Parasolid (*.x_t)

Unigraphics NX (*.prt)

IT (t)

3DS (*.3ds)

FBX (*.fbx)

IGES (*.igs *.iges)

0OBJ (*.obj)

STEP AP203/214 (*.stp *.step)
STL (*.stl)

Collada (*.dae)

| Keep Individual Parts

[¥] Center Geometry
Snap to Ground

Orientation

Advanced

[ ok




20| FHASED 0FRA Q2% HES 22| 51 23| 0|5 S48 M

Select Material

Apply Selected Material
Apply copy of Material

Unlink Material

Add Material to Library

‘ Move Object

Show All Parts

Show Part in Scene Tree

Show only

Look At
Look At Object Center
Center and Fit Object

Delete Part

L ———. :
(Transiate | (Rotate] [icale ]
axis: (TS Coba

I[Jranslaie-,] EROGt&] [Scale | [Snap to grou & T ' g @ o) \Cy

L

I Axisi™"ocal © Global @ sort Library Project Animation Screenshot Render
https://cgi.tutsplus.com/tutorials/create-a-stylized-strawberry-character-with-zbrush-and-keyshot--cg-27187

| —N




QOO = == 2 atoj=ayaz

TE7| M S 0|8l 28E = USLIL,

Shift + 2/22] o2 2§28 Metstn
Shift + S22lo2 DHS 22I510f 2§20

&

import
22gLch
| HgEuct
SRR

MZEO HEd ZE€= H==2=0ol8 ME

&L LY

Library

Project

© O &

Animation  KeyShotVR  Render




Edit Material
Select Material
Apply Selected Material 4a
f—upmﬂwrm ial :
Unlink Material » .
e Edit Material Edit Material
- e —de om0l r -
B ) Select Material Select Material
Move Part Apply Selected Material Apply Selected Material
Move Object Apply copy of Material Apply copy of Material
Hide Part Unlink Material ;’::"h'; Mafezia' o
Show All Parts Add Material to Library bt Aty
Show Part in Scene Tree ‘ Move Part Move Part
Show only Move Object Move Object
Look At f Hide Part I Hide Part
; r—
Look At Object Center TS . Show All Parts
Center and Fit Object Show. Partin Scene Tree Show Part'in Scene Tree
Show onl
Delete Part Show only :
Look At ook
Look At Object Center Poniic DbjecE Contar
Center and Fit Object Cemegand e Objec
Delete Part

Delete Part




HEHe| 3|

ctrl + left click and drag
cmd + click and drag (mac)

271 WEY|S 0|85 2HY 4 UL
29 & 234 HI510], 4-5ts S0

ctrl

+ R

import

-~

Project

O O &

Animation  KeyShotVR  Render




. 1. Diffuse parameter
= O

- ME2 E4ZEHAM 0l Diffuse 2= TS CH2FE WEEIZHAM 22 & £ Rl= S48ELICL

Specular “s B 'z 7i=xo2 0 Diffuse Bhs S DISHEIRT HES BRRD HAS ST
> Roughness (m O
[ ] 2. Specular parameter
- Specular 8L O E M2 7HN S THEEIRRHM & = Sl &4 Z SHL=LICH
¥ Advanced
Specular = BFAIE] SEESHAME BB0| IHEE HEE=E WEHAM 20I= BHALE 2I0(ELICH
Diffuse Transmission O - (EHEEALTE QHLIEE = REAR 01 R M ECH= 20IZLCE)
A dESMc2 QELM U= GRADH 0|2 A Bl s 2 S350 2=
Specular Transmission Lm - 100% HEARSHCHS 201 2ILICE
Refraction Index (m 15
[
(v Fresnel

3. 22 & (Refraction index)

Olgfzr 2= 20l M2 OHE W2 & SorE [ 2dcts 22 52500 =0 2ds= =1 2L
Oi2iEt 2BEZ 22 1.33 /el 1.5, NINZEE 2.4 .. S22 22 =42 BIEIO, 0l ES2HHM

=
Y S8 12 210 A HE =AELICH (FEl= 20l @S ZHEC0H 150 =2/ AIL2HCHE 2I01=ZLICH)



A& Jl (Roughness parameter) (glossy)
- HED| 2 HHEE| = Roughness 485 HAIHA T2 BIRHAM & == 2= THE2]

Jm

HgLICH
AHE Hael 2ol J2X gH=E= H0IZE =225 20| Jisg 28 W& £388 280|Ct)

OlahatAl= H O &5 SLICH Roughness 28 7RI 20l ME2 EBHA BrAFE O
Specular B W2atH BrANTIA] 20 BH2| S0 2al SHEeA2E 2 HLEH = LICH

Roughness €58 0.13 22 &5




— O O\NO o O
ot isto 2 Zoh BhAH &= EHli(x = 0.01 Ry = 0.1))

Vertical Reflections




H A2 (texturing)

01&

- AR D

HLGH=

Ich= BE IR

| Project

[ sc.. | Mate..

OlalAl (&2
EEH |C) B AHS T

| Environm... | Cam...

| setti..

Name: Mapping tool demo

(@-(‘ Save to library
/| Type: | iffuse v
Textures | Labels
No No
'.) Texture Texhure
Loaded Loaded
_ Golor || Bump || Opadty
ks3_outline.png O W
I r Mapping Tool
Type: |cylindrical v |

al M LISE, Hi=l, Bt E= HE =55 REHEE 248
4 A EHA ZEISEN ELICH ORRE 0101 X =

~H)E

g+ AHEY (Box map)

YZH B (Planar Y)

2H (Spherical)

Mm o 3 (Interactive mapping tool)

=2



HEAFH: specular map

It =

T

HHE 2S4= BB 0IRHAIR B=C0h= =S2LICH OHHE] 0I0AE 28 25

I

http://iori826.tistory.com/156

FAFE = T THEH A SEARE OIRHE I 7HFE 2H 2LH= S HighLight 288 ZELICE H7IAM 235t A S S H2432
o] FLAM0IE 0| =af M DI2Er BrALEE S CHREH EEots 718 E 2OIELICH 242 100% SR DIRD &2 & =51

WEDIFIS 50| & S22 BATHDIRFF

Project .y

=

| Scene ] Material ] Environment [ Camera [ Settings ]

E 3 Name: Anisotropic

-

Type: [Aﬂvanmd

v !
)

]
i No
i Texture
Loaded
Color Opadty
specular.jpg
Type Box Map v
PScale: 5,000
shift X 0.000
Shift Y 141
Angle 0.000
[¥] sync [ Horizontal
Repeat [ Vertical




HIT M (Bump map)

HIWM= 0N DIOAIHE 242 R2E H = BN RAHE NEiM SS5EBH A3HAE EHELEAL BAE £82
M=EE 715E BHotcl MEELICHL BEZYE TFE=E0E 5 JH) 20 2USLICHE HE #2 28E =% 2282 0I0IAE




HEH: Opacity map

WAKS T E= YT} HYS DISHA HEY ST A

FatH Moldt=0 AFEELICE DI= Okl 0I00A M=

Im

DEEHAM ALZE WA BOHCE M BEEED 2= &8 #H6=E0 =80k AFSELILH

Project

| Scene I Material Environment Camera Settings |

Name: Aluminum - circular mesh #2 F;‘

Type: [Metal v ]

Properties Textures Labels

[
No No
Texture Texture
Loaded Loaded
Color.

mesh_drcular_alpha.jpa

=2
h{j Mapping Tool

Opacty Mode

PScale: 1.000

Shift X 0.000
o5

Shift Y 0.000

Angle 0.000

Sync Horizontal
Repeat Vertical




2t 2l: Labeling(png oY =HE)

- cH = 3D AHE Hote FAH =0, AE[H 2= Z24E dEaH| #al M AFEEILICH

cHl = JHEE2 Label B E EdllM HESSHH ELICE jpa, tiff, tga, png, exr, hdr &= 0[0/A £EHSS

cHE 2 MEE « RUsLILL A2 = iz 02 = RI20, 2 i = Ard2E B8 Bl S JHELICH

=

kP ke S 2Eatd iz 0004 23S AMESHE gibEs iz | BT 222 710

=AM EZOEH MAELICH Ol = AR HELDH 201 328 HE3E EZ0tH MET PNG 20 (F[SF=E 1)

Ol =Fr MM ZLICH

fIJI[I




Properties | Textures | Labels |

ks_icon.png s
17}
%
IE
ks_icon.png %
E;jj Mapping Tool
Mapping
Type [Normal projection |
bScale: 1000
4 (&)
Shift X 0.000
&
SFiftY ST (8) AL (Specular)
& S0l S22 MR LSS S AESHED OISELICHL 22M2 B1E0| 0H23 BHALE 511 2E0HE 20010 2
Angle 0000 ZAE BEMTH O 20| LOMRLICH J2ILF 74 SAN0) HAHS EH51HD STHHO| SA0|LE 224 [HA 5143 20
' i ZESH=H SLLICH OlHY OIDIRE QES0| &M, 0| A2Mo2 SME HWHULICH

Flip horizontal Repeat
Flip vertical

Label Properties

Intensity 1.910
9

Depth 1.000

: o

IOR 1.500




x 0

Import Library

—
Project

L @

Animation Screenshot

——— —————

Lighting

Environment File:  hdridocations_forestroad_+

Contrast 1,539
Brightness 0,880
Size 25,000
Height 0,287
Rotation: -75

Background

() Lighting Environment

@ Color

) \"’,._-‘“’ —

() Backplate Image

Ground

Ground Shadows

[] Ground Reflections
4 Advanced

[T] shadow Color

[] Flatten Ground

a2

Z2ME 0&F5 (AQO0o|A
HHO| A O|0|X| & &7|12

sZM o2 K|



Lighting

WHEWEEW — -~ - .

Project
/—\= [Scoe | ot | e | comen || Sors |
—
; |
| |

f [
[ Edit HDRI |

Environment: | Banks_01.hdr § Le

Contrast

Brightness

Height 0

Rotation: [NNINIIT T (s
Background

_) Lighting Environment DH X 7
@® color H T |-

https.//zbyg.deviantart.com/art/H
DRi-Pack-2-103458406




Z|Z0|0|A|:render & L B © @

Import Library Project Animation  KeyShotyR

Step 6: 0|0|R|2| 2Hd

KeyShot” 2 AL 2 &M O|0|X|&E

Al derL T A4 2| Bistof M2t 00| Z|7¢
SHeEl= AE Ot &ole o~ RIS AYL(C
P E =i QA=A A2 etEHE AH&e
U0 crtl + P & FETIGl 2| AEHY
O|0]Z]| & &otd +=UE LTt

MHE THUS X251 OIAIE| crtl + S £
=20 gL,




QOutput

: Still Image Animation KeyShotVR
Quality 3 X .
Image O t
Queue ge-tipy
Region Name 26.Jpg
Network Folder KeyShot 4\Renderings k)
Passes :
Format JPEG v | |¥/| Include D c
Resolution | 1820 X 957 i Presets Vi

ERAMAAAAA LA AL AAA AL

Printsize |20 X |9.96875 inch ¥ | at 96 DPI 2]

Render Mode

(®) Default () Add to queue
(_) Background Send to network
72 dots (pixels) in 1 inch 300 dots (pixels) in 1 inch

1 inch ‘ 1inch

72 dpi 300 dpi

72 dots per-inch 300 dots per-inch



