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MI179. Introduction

1.1. Showcase 2
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Open File
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ShowcaseliAE & HES MESIH == & 8 S= ASXZE, AFAHQ U0l HEE = JULSF ot Y
Su, Jtiet FLEds =8 = UsLICh
‘Camera Properties @
Camera | Position 9
Lens Effects
Focal length (mm): 50 0}
Wide angle Telephoto
= Show less controls
=1 Depth of field: Center of Interest | Click on an Object
300 cm
8.0
] Bloom:
64.0
20.0
[Med\um |
Image Control
e Preset: | High Contrast |
~ Preset properties
o Compensation: 2.36 {0
Darker Brighter
e Highlights: 0.01 ()
Darker Brighter
e Midtones: 0.50 0
Darker Brighter
e Shadows: 0.50 0
Brighter Darker
e Saturation: 1.00 0
Darker Brighter
"?‘0 Color fiter: [_] i3
(6] @ White point: | 6500
| Help | pefeur |[ ok || cancel |
@ Jtoilet &8
@ Jtollet 91Xl &8
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A0l WHEE BHZO0I0IXILE, 28 BiES AM8odle £H =2 ShowcasellAd M35t
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ppearance/Lighting Environment Livrary(St =8 £ “E”)-Lighting

Lighting Environment and Background Properties

Hame: Country Road - Spheron VR

Lighting Image
C:#Program FilesttAutodeskittShowcase 2015 supportiEnvironmentsitCountryRoad Countryl ’

16/02/12 09:57 AM | Reload

Light conditions in image: \:(Custnm) V|
Exposure value 14.00 0
for light conditions: Nighttie Sunlight
Lighting Properties
6 | Adjust Directional Light and Shadows... ]
Lighting image contribution: 44.000( 00—
Darker Brighter
Directional light contrbution: 34.000( {1
Darker Brighter
Rotate lighting and background: 180.00 {}
0.0 380.0
| Help | save || saveds..|| Close

53
o Lighting Background e sl
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o
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2. 3. 1. Appearance/Lighting Environment Livrary-Background

Lighting Environment and Background Properties @
Name: Country Road - Spheron VR

Lighting Background

Background Image -

=]

Background brightness: -0.17
Darker Brighter
Use separate image for backaground

C:¥tProgram FilesttAutodeskiShowcase 2015%supportEnvironmentsittCountryRoadWCoun ’

16/02{12 09:57 AM | Reload

~ Sh re details
‘@ [¥] Colorize: | | {3
o Saturation: 1.22 0
Less Mare

Texture Position

Mapping type: \Lathng V| @
v ian

Tile texture in: VU direction

0.000 0.000

1.000 1.000

0.000

| Move TextureJ | Autofit ] | Glue J

Translate: -1366. [4|k| -1366. |4|k| -835.0¢ (4 B
Scale: 2732.2 [d|k| 2732.2 4|k 1776.4 (4}
Rotate: 0.000 [d4[k| -0.000 [4]k] -0.000 (4
1.000
Ground Image

["use separate image for ground
C:¥Program FilesYAutodeskwShowcase 2015% support®EnvironmentstfCountryRoad'Coun ,@
Reload

Shape and Pasition
Shape: \:CuuntrvRuad.apf “’|
Size: 1.0354 1)
Smaller Larger
Background rotation offset: 16.01 {}
-180.0 180.0 | |
Environment position: | Move Environment... @
@ I Ray Tracing properties it
| Hep | save |[savess..|| clse |
= = = [=) = = ol =|
@ HHZOIDIXI 201 =F(LH, Jtolict S ¥ 238 £FS FE =0 Jdt=

et ArEsS 2 &)

HDR &= &8t 0/0IX 24 27I(ReloadE

O
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THO e 22 2H

BHZ Ol CHSt OHE S&2=Z LatLong EENIF =X}

GroundOfl CHSt OH&

0
S S0l st ADF It & 8%
o

0 U=

o &= MO

@ Q||| ® |

rin
rig
o
2
=
to
k0
B
1o
L
N
Il
o
1o

©

BH& OI0IXl 2 & (", £Ee fAXe UE

©

)
ZHUA cOlEdOlaE eSS B2 Jl2 €88 NE
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2. 3. 2. Appearance/Lighting Environment Livrary/Properties/Adjust Directional Light

and Shadows

Directional Light and Shadows

Light Properties for Country Road - Sph
[¥] Cast shadows

[¥] Environment light: I |

340.4 Iﬂe
30.4 }E]

@I Move Light | | Move Shadow | | Default

= Ray Tracing Properties

VR Envil

(3

Azimuth offset:

Elevation:

Position ] ? %

3.6cm
T 746

Shadow and highlight softness:
Ambient shadow distance:

Shadow Properties for All Environments

Resolution: [1024x1024 |=|
[¥] softness; ———F———— 50

Ground Shadows

~ @

® 6 60 @@0

Shadow color: @ O0+—"—""—"—
Intensity: —_—{}— 856
Drop-off ——f)——— 10.00cm
Drop-off Rate: — {} 1.00

Abrupt Slow

Shadow Casting for All Environments
Shadows are cast by: |_AII objects | | on: |Gr0und and objects |+ | @

Choose Shadow Casters =

[_Hep | [ Close |
O SN SH30AM HI=E AEY A8 MAE Al AIS
@ HiZ0 AI2EEsE XY onfoff & Y MA MO
® ZHo Il MO
@ & Ol0IXIe & =& Y2 Al &E, T= BAIHYESCeZ 0ls
® HH& OI0IXIO CHol =&Xoz XHE 0ls
® =9 0l=s
@ X 0ls
X¥g JI2 fxz s5&
© 28X & SHOI2tOIE A0 st REHASE MO
WOIHE ORIt XNHE EHU FAE= Hel @#RIE Mo
@ JEHN H2Z= D8 HadE(tp: ME 2 QLEME HHAMUH= offf S22 X2 AEHz &4F)
@ DX JtEX2e BH =ZE2 HUH0%Y M Sas ZH, 100z 245 JHIt 54E)
@ XS MX HO
A Mato] &5 MO
® clOIE AAN Su&e A DS XIF XHN M= 2SS (=O0IX0 28 DX 25)
16 clOIE AAN EXUEesE 2 DX XNHMA ALY = HelE MA
17 X SA 28 MO
18 X SAF &H
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2.4. M=

24.1. M& &HEolJ|
=M =0 M Appearance/Material Library(SHSH E “M”)

[Step 1] BX &OI0| Y= WE =g

® MES BFSDX o= MH (MBS 2=
@ HoO HBE WE =S =Hos = Asts ME
=2 =2l
= ="

Tip:EcHAE Soll SF&2 IIIE MAH IJts

@ ShoecasellA HIZdl= MEQ === sIst &
Sels so 1¥s N8

[Step 2] 220l HEE HE A

O =Ab GO ot MEQ HAUE S (HE)
@ Ol=0 A Appearance/Material Copy =2 Shift +C
@ XEStLX ol LEMEE 2(HE)

Tip : Shift I|1E 0I5t Ct==2 2 &€ Jts
@ Ol=0 A Appearance/Paste Material =& Shift +V

[Step 1] Color
® MES HBGILA ot HAE=ANE 2
@ ZH HEE ME =55 st = Jdte MES 2

Sol ANEs HE
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[Step 2] 2E0 HEE ME SAt

O SAH GtDX Gt MEQ HHYE SS(H )

@ OI=0 A Appearance/Material Copy &2 Shift +C

® HESIOL ol LEAMEES 2 (HH)
Tip : Shift I|1E 0|86t Ct==2 A

@ Ol=0 A Appearance/Paste Material =& Shift +V

SE Jts

24.3. &

[Step 1] Color : i & MH|IHE I &3

O MY AISEF MAsS HESHILE, MaN H2s WO
A A

@ OI0IX I AFS:SZE Ma0| Ootdl Ef A9 Ol0IXI

@ WHIHE X MaETHEO0 H2E MM HHAE 1
SA Adn HIIE 2HE
@ WHIHE X Hel:ellolEdold BHIHE DS A4t

Material Properties of currently selected objects
Name: Siver Metalic

[“IHide selection highlighting
Disable anti-alasing

¥ Color
@) Use color: [:] —10

) Use image file:
' 4
Reload

Ambient shadow: - 0
<~ Ray Tracing Properties
Ambient shadow distance:

e 300 cm —

Less More

[__Hep |

[Step 2] Reflectivitt & Highlight

® THEOl st BEAF ®E On/Off MO

@ EZEALCOIEd oY BE 2229 ML MKt GtE
AN dEE RES M SHS BHAL

@ EHAb & AF2HEOA &Z BHZ0l ot AFEXH XIE HH
d= AL

Tip : BtAtRE2 "X WP A2 OHect0t O0I0IXI(3:4HIE)

M Ot £2 st LIEE

@ EHAtE : EE= 2IE0l et etlls BrAtel S40l %

® Oof0IctOIE AJHEHUAN 2, L= AT JIIE M
ol

N U= clOIEE MHGHH BrA}

i BHAF & =& ME: BYH AHEDIIE =X, 22 s

¥ Reflectivity & Highlight
Show reflections for this material

@ Reflect the environment
¥
Reload

() Use reflection map:

0.000

Reflectivity: [Depends on the viewing anagle ‘Vl
Reflectivity

©

Bias: 0.05

Scale: -0.05

Power: 1.33

Max: 0.35 At center At edge

Highlight size: g0 f———
D

Reflection type: [Nnn-MeGIIi( (do not tint reflections) |V] 0

Absorb reflection: 0.10 —{F—F—

Enable blurred reflections and refractions:

Surface 0.200 —(F———

o0 ©0
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[Step 3] Clear Coat

® &% 2E 50120l E On/Off X0
@ My
@ BAE &F

v Clear Coat

Show clear coat highlights for this material

Color: :] —_—{ 9
—pe: 000 | ForeCY Wax

Scale: 1.00

Power: 3.00
eMax: 1000 pt center At edge

Highlight: size: g.020 77— ———

Dot 20—

[Step 4] Transparency

0z

=

0F)

2

| “Aaf” Ol0IKl I e
o AtE
BlAXY BHE

tOI2tOIE XtEt

ot
=

o+ At

=
S

S n iz

S g
= H

@ ® o o

im 4m
02 02
N
(o]

©0 000 ©0 © e

~ Transparency

-

() Use alpha from 'Color’ image file for transparency

) Use image file:
J
Reload

Invert transparency texture
[T Black transparency highlights

+ Ray Tracing Properties

Refractive index:  1.660

["]Use absorbance

Absorbance colar: :]

Omit transparency color

@ Use color:

Ahsorbance depth:) 10 cm }

Less Mare:

Simulate 0.000
[Step 5] Bump ~ Bump
Show bump for this material
Image file:

rx
JB

st THZ Ol CHotxd IS On/Off XIOi

s
t2 ALZ2E 0I0IX 2271

0 0%
[H|H
foh~fob
TR

} mapping type
MZHA0l et Mo

o o
£ £3@3Jl, dlE, 2X)

fol

=

S

N= &

Se| 20|

@ @ ® o

0F  foh
[El

©e

®

Textures settings linked

T — @
Tile texture in: U direction [¥] v direction
Offset: 0.000 |(4][k)|0.000 |(4]k
Repeat: 1.000 |(d|k]]1.000 (|4]F
Raotate: 0.000 |[}

[ Move Texture] [ Autofit ] [ Glue ]
Translate: -0.000 -0.000 -0.000
Scale: 1.000 1.000 1.000
Rotate: 0.000 -0.000 0.000

Radial repeat: 1.000 |[}
@ Bump depth: 1.000 ———————{}

2. 5. BIC{Y
ANZ 30l £33t Showcase= AH FIHA Zalol SIHE TypeE M3t USLICH
0 = SS90 {2 (Both Shadows)Sl AR AN HMHYCR, BE I HAQ J|2 SHALICH BN =X
did g (Ray Tracing)2l 2 1DSZE2 0I0IX &==0 Hgh &LICH
S d0g Jge 95I REE =8 dEE)d D= EHE)E 0l8ot =& &8 & = UA2H, O
Olel =Hl & Ze|dHOIE, 25 AIS2LA AFE =70t SLE UL
<ol=0 dOE) 28 =5 ddE 001X HiW
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A SEHE (D)

-

ot

Anti-aliasing &2

2l
S

g

=10

}

e}

2.5. 1.

Ul

1. GPUHICIR It

LICk

AI2HOI tiH &

=S Ch
[SR=]

i

2180 ol

C

ioll
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Al EBF 2

ot i2el 3210t

=2
S TT

c o

%
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Performance and Quality

oy

-

)

x
=

al
=

EFIN dCE &2

e}

[Step 1]

Hardware Rendering | Interactive Ray Tracing

@ Automatic quality control:

High (Better)

Low (Faster)

[[ncrease level of detail when idle

[7] Anti-alias when idle

Gradual increase

[T Minimum anttaliasing:

© Lock display quality to:

Optimize cross-sections for fast visibility switching

Xl Of

IoF

IoF

~
Klo
&r
Kl
RO

E

ol

I

]

o)
%0

©

Cancel

0K

| Help

Rr
Kt

q
0

o

0l
0
O

T
Rr
KE
Rd
0

A2

gl
Iot
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oll
|_Jr
KF
i
=
1of
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DX M2
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RT

Z4(BH 201 DI X))t
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At
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oll
)
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)
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110

Ok

o
Rl
i
A
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)
ok
00
Kr
o

0

ol
Rr
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0
0

Fd
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g
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2.6.1. tHAl=24 (Alternative Lineups)

LICt.
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=
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M 20

180

ol |

ol
[Step 1] JtAIE 2tel i (Visibility Lineup)

= UM—4 ct

| Visibility Lineup5

Alternative

HAISLICH

ZHUA M 2E 53 HAEZR sI0U

| |Instrume...|

a
=
=
ol

[

| Material Lineup6

[Step 2] & 2tolH(Material Lineup)

Alternative

Add Next

off CHek W& CHAl

(=)
T O

RO
uir

Gl

il

i

Positional LineupT

[Step 3] ®IXl 2tel(Positional Lineup)

Add Next
Alternative

B
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K
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70

ol
o
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CIRtel

1 Alternateﬂ [Alternate3 |
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& (Visibility Lineup) &&
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[Step 1] JtAIE 2tel AIEGH|

@ O=0lA Story/Alternatives 22!,

m—

o Prasent Options  Help

v Alternatives
Behaviors

Camera Shots
Create Shot

Storyboard
Play Storyboard Slide
Create Storyboard Slide

Ctrl+U

Slide Properties..

[Step 2] Visibility Lineup A4 5t7|

g4 3tEl Alternative Lineups reate 2
@ S SHE Al L AN C Exd|
@ Visibility Lineup 22
[Step 3] BXH MA-1 (AH 2H)
® Sd0OE 085t A HXE L
(@ Add Next Alternative 22
® MHE HHUHAN 0IA 2222 0/|20t0 0|18

&

(0 Z-All Object)

2H

[Step 4] &H Md-2 (B2 A

Al)

M

(g

®
@

All Object &™

s RES

12

EH
=

K

(i

4

® 28
@ A (0] E- Leather)

Add Next Alternative

dy= FEHO 0I5

[Step 5] FB 443 (22 2H)

KtO{ AdEH

All Object

@ Aluminium M& &€

Tip : Shift 1€ 0IEdt A =IOt A&

(3 Add Next Alternative 22!

@ MdE HHO 0|8 21H(0IS- Aluminium)

S

[Step 6] B MAH-4 (22 A

Al)

® All Object &3 &4

@ AHS JIHE MLl 2ES Hide

Tip: 22X 2 = 0% / Select/Hide = Ctrl+H
® H2 25 25 d=(=dD)

@ Add Next Alternative 22!

® MHE H¥HO 0|8 2E(0I1S- Generic)
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[Step 7] _?_%I:Eﬁ jl‘Allod% Olg%'—l- Q‘E AOHg Alternative Lineups Create  ~
@ Alternative LineupsOl A4 3H(EH=II"A")E AHUHAM & Ly e
22 0oz SEY e ST 4 UL S S _ ©| =

AllObject | [ Leather | (Alumini Generic

ME ctelgds F4, A2 MEQ Hw ¥ HEE Sot |ot= CIALls &5 = AUl
[Step 1] THE 2ol AI&GII] Itht:tODtHTp - A‘
| Behaviors B
@ OI=0 A Story/Alternatives 22, S HHEI|"A” canes s a

Storyboard u
Play Storyboard Slide 3
Create Storyboard Slide Ctrl+U
Slide Properties.

[Step 2] Material Lineup 443l|

O 2435t= Alternative Lineups Ol Al Create 22!

@ Material Lineup 22!

[Step 3] THE -1 (HA 24Hl)

@ CEY s ol=sl0d 2 MHE HEH &2 Ctrl+A
@ Add Next Alternative 22!
MAE AHEANAN 0I1RA 22

%

OlZ2dtH 01§ &

ol

i

(01 S-All Material )
[Step 4] HE HEF-1(0I=)

All Material &3 & &
Material Library 221 2 J1 (0l 0l A

Appearance/Material Library & ©=3| “M”)
Hlw & CHESHDA ot HE
Material LibraryOil Al & & EX
ME E8FHUA HES S4
Tip: M& &8 = 0tfA 2 28E- Material PropertiesE
OlEdtH HES E4=

o =
[Step 5] B1&E M&E FHCe=z ot

e

—
[—

© ©®

2
[=]

£

DC:>‘

£

m

p)

Add Next Alternative 2!
O MA= HHAWA OIRA 222

0IS 2B (0IS- Leather-1)

o
=]
)
Q'j
2
021
e
10




JIE S8 /Xl etelH(Positional Lineup) &

@ OI=0lA Story/Alternatives 22!, £2 SH=I|’A”

e A
o m Present Optmns He\p

Alternatives A
Behaviors B
Camera Shots T
Create Shot 3

Storyboard U
Play Storyboard Slide 3
Create Storyboard Slide Ctrl+U
Slide Properties...

[Step 2] Positional Lineup MA35}7|

® &435t= Alternative Lineups Ol Al Create 22!

@ Positional Lineup 22!

[Step 3] =&3 7 &4

@® EYIOE 0l8ol A HAHE He E2 Crl+A
@ Add Next Alternative 2&
MAE HH20A 0IRA 22 0l86IH 0|8 H

DO:‘

(01 E-Assembly )

[Step 4] =& 2ol &4

Assembly &0 K~ &
O S|AXE OISAIZ HME HH

s ¥ 9d

0
2
un
Ul
°
0
ol
=
°

@ HMAH SHE(=e2H or Ctr+A)
® Add Next Alternative 22
tip:2 Xl A& Al A& 220/LF S 228 2= Hide

A2l & R(S=I| Ctrl+h, LIEHAD| Ctrl+)

[Step 5] Cietst &40l Eol &7 &4

@ 0Ols siss 0I88 2ol & &4
® 3d sHss 0188 2ol & &4

e
iy
Ju
o

Tip:dtAIE, THE, 2K ctelg2 &=

2.6.2. &t O|0IXI HZ=(Cross-Section)

Cross-Section?] R82 Soll Mo HHE2 sz HF LU HEE
H(Plan) 1t & Xt(Corner) EE S HHZE HMISot) U200, HES 0l=dH

%= A9 M, Showcasel M= H

o gets Mg

A
e

ULH.
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[Step 1] B (Plan) &9 X

g
2
Q
o
o
[‘D
o
1
[l
o
als
30
[l

® ¢dd

[Step 2] &4 XHCorner) SE2S| H

i
2]
o
1>
%0
O

@ B2 AMelZ WXicts 32 HHS

g

e [t2t5l012 S8t &SP (Cross-Section) 8

s

Ol Kl 00-0

M 222 HHO st EHZ2 UM 2 A(Alternative Lineups)2 & &4
Al

4 UCk,

[Step 1] JIAIE 2l AlEGL|

=0 A Story/ Alternatives 22!, E2 SHSI|"A”

MESAIT = LITUSE S TTUL Ve P UL oL aImr v T TTAU L

Present Options  Help

Alternatives A
Behaviors B
Camera Shots T
Create Shot 2
Storyboard u

Play Storyboard Slide 2
Create Storyboard Slide Ctrl+l
Slide Properties...

[Step 2] Alternative Lineup 4435tJ]-1

Alternative Lineupg

(» Alternative Lineups / Create / Visibility Lineup 22!

@ DEWH HE(Ctr+a)S Add Next Alternative 22!

Visibility Lineup,
Material Lineup
Positional Lineup

[Step 3] Visibility Lineup & 2 Cross-Section &4

6t2|

i
(=)
0F0
fell
2
o
o
%

® M HEUAM OIRA 2=
2

aig

(01 S:No Cut)
® Ol=0 A Appearance / Cross-Sections E2 =]

an
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[Step 4] Cross-Section Plan Hi Xl

(1 Cross-Section / Create 2&!
@ Cross-Section Plane 22

®

2

£2 0/25t0 Cross-Section Plane2| ?|/xl HH& (0]
, 3l H)

O

[Step 5] Cross-Section Plan &% M4

O ZEAWH HEi(Ctri+a)
@ Add Next Alternative 2¢

@ MHE HHNAM OIRA 2282 01800 018 ¢
jC:>‘
(01 &: Plan)

[Step 6] Visibility Lineup A43}7|-2

G

@ Cross-Section Corner 2 &
H=Z2 0I238t0 Cross-Section Cerner2| Plan(3%4)%|

A HEOls, 218)

©@

[Step 7] Cross-Section Corner &®H M4

S=2H & Ei(Ctrl+a)
Add Next Alternative 22

MEE FEIA OIR2A R2US 01850 012 ©

0y

(OIS: Corner)

[Step 7] Cross-Section A4

DO GOA 01RA 2222 018010 29 0|8

=}
tﬂj

dig

—
[=]

(OIS: Cross-Section)

Tip: Cross-Section2 S8 E Sol JtAIA S onloff
= JU2H, ©=I| Shift+x2t =

Cross-Section &8 24

2.6.3 & (Shots)
AFOlEt, Jtoictel <X |[EC2 MME VHOALE, D3 2F JIHME et SHUS M =0 ct

=3
Of WORN CIYs #o2 oiss 4 UL

uin
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O Ak(Shots)2| R

1. XSt
2H&0| 8lz, & Jtietdr SHOIK &= stHS ME LI
2. gsolg A (Cinematic)
Orbit Ao SAEE ZEHOZots AT YA Stilet HE
Zoom in JIZY oM Sliole BHE HE
Zoom out JIEYY UM =40t BHE S
Track left JZee 2F YeteZ OlsotH Ao HBHsS HE
Track right JZY o QX Yoz 0|SotH HAQ HHS HAE
Crane up/left JZY Yo fFB/2E Ysto2 0lSollH HAMe HHES HE
Crane up/right JZY Yo B/IQER USHOZ O|Sotl A HHS A=
3. BH& 4 (Startto end)
HOBEM JIZd S S B I ZHE0 JtHcHE X, Ol B2 ¥EHES HE
4. Import From File
Jtdflet & oHLIoolE J1s0l LHAEE 3ds MaxLE Mayalld &4 & FBX MY SEH SLICH

Q X¥(Shots) &3

[Step 1] A¥(Shops) &&- still

®
@

0%
0x
ol
rr
s
10

o

ain

b M

EI-I

(=]

poa
10
1
tol

b
Fade from black into shot - SIHUAMSEE AR
Animate to shot - S&UHAMFE AlE
Cutto shot- HXISIHONAMEE A=

o A&

—

2
10
0

nio

Ho
o

=89 XNHA2L €8

® @

P
r
02
>

O H
B
1o
=
s
RS

> A

x

0z

%
0
S
1
uoE

24
=)
o

CNCNCNCNG!
>
T
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S H
x

©e

(~J)

Shot Properties
General

Name: Shotd|

Transition in: |Fade from black into shot V| over 1.0 l%‘ seconds

Camera Motion

Maotion type: \:Stl\l (no motion) ‘vl

Duration:

B
5.0 lj seconds e

| Reset Position

["Juse depth of field, bloom and compensation values saved with this shot

e | Preview Loop g

[ Hen | [ gose |
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[Step 2] A¥(Shops) €& - Start to end Shet e (el
Mame: Shot12
@ E@ 9_| _,Ql_%oﬂ /é g Transition in: over 1.0 seconds
@ 289 AMHE &2F Gamera tiotion
Motion type: [Smrt to end (two keyframes) |VIo
® 24d9 23 &3
Slarthere End here
@ 24d MAIZF 2F
® ALY 2 2ECZ US M I =g &2 MO /
9 [ Resetstrt | | ResetEnd | e
(Chack Al &) .
e Duration: 5.0 seconds [¥] Ease infout e
[“]use depth of field, bloom and compensation values saved with this shot
Fltoop
[Step 3] AF(Shops) €& - cinematic ey =
General
— Mame: Shot12
® 289 =8 43
Transition in: over 1.0 seconds
S diAl A X
@ al'l}”al' Olo O'-—| Eo‘l Camera Motion
@ E @ 9_' & 30H /\| al— /\E—| g Motion type: [Ciﬂemat\c (one keyframe plus path) |"]
@ 02 YRS OIS U B 4F = C
b 2
— Duration: 2.0 seconds
® Stz 01 RAXI(E0l) 4T
® 28 AI=E AF . 360 [ degrees e
—C A58 =3 (6 [T
b o B O
@ Jtolietel Ji22igt D& o2 Ao v o
o Lock camera on center-of-interest
[¥] Lock camera tit
[“luse depth of field, bloom and compensation values saved with this shot
£ Loop
=[2}51J12 S5 Af(Shots) 2HSD| &t
- B52E
Showcaselil A MBot= Cteet 25(Shots)E HEol SL=2AM MS2 SEE FAAD= AMzeE A=E
M8 & UL
S =0IH 00-0
[Step 1] g‘ II ﬂ@ N:(SU”'ShOtS) }éﬂg 6|'j| | -Preseﬂt Options  Help =
Alternatives A
— — Behaviors B
U0l A Story / Camera Shot 28, E2 =
Camera Shots T
9 | "T” Create Shot 3
Storyboard u
Play Storyboard Slide 2
Create Storyboard Slide Ctrl+U

Slide Properties..
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[Step 2] 2¥(Shots) && AE-1

Shots / Create 2¢&

2|
stll 2=, €8& 2|

0l &< : still Shot 1
Ao Al &SH REES &8

— Tro=

® @ O

- Fade from black into shot - 22 SIH0NAMEH

. Dueon: 5.0 3] seconds

Resst Posten |

Use depth of fed, boom and conpensation vakies saved wih the shot

NES
® K NHZA2S 122 N
[Step 3] A¥(Shots) &€& AlEl-2 o _

Tanstion i [Fad rom bk ot st [ v 1.9 sconds

‘Camera Motsan

e -©

- Duraton: 50 :|umue

GM\

Use depth of fied, bloom and compensacon vakes saved wEh this shat

0 — -
o~

20l —
A M
[Step 4] 2435t Ak(start to end Shots) 24510 . (S Present_Options Help
Alternatives A
— — Behaviors B
00l A Story / Camera Shot 2&, £2 ¢=
Camera Shots T
39 | T Create Shot »
Storyboard u
@ ShOtS / Create %él Play Storyboard Slide 3

@ Startto end

Create Storyboard Slide Ctrl+U

Slide Properties.

[Step 5] & &Z& &HEF5|

@® 0|2 €& : Motion Shot - 1

Motion type : Start to end (two keyframes)
Jtoilet A& etH K& = Reset Start 2=
Jthilet € 3% XI& = ResetEnd 2%
28 A 2 XSAl2 522 &F
gleledl ol

@ © ® 0o

General

Name: Shot2
Transton in: (Animate to shot | wlover 1.0 |~ seconds
Camera Motion

tion type: |Start to end (two keyframes) =

Start here End here

O == = @

enunmn: 5.0 |2 seconds ¥]Ease njout

["/Use depth of field, bloom and compensation vaies saved with this shot

6 _ Prevew _ Loop

Heb | [ Cose

[Step 6] L3I A¥(Cinematic ) H38tDI-Orbit

S=2H & Ei(Ctrl+a)

Add Next Alternative 22

RO e e o e g

m Present Optlons Help

Alternatives A
Behaviors B
Camera Shots T
Create Shot 3
Storyboard u
Play Storyboard slide 3
Create Storyboard Slide Ctrl+U

Slide Properties.

[Step 7] & && &EFoHI|

@ 0lE 2= :Cinematic — 1

@ A9 AIEFH 28 : Fade from black into shot
® S8 XHAZE 1=

@ D#EEFY : Cinematic

[sr\m Froperties.

| General
o Name:  Cinematic-1

Transition in: [Fade from black into shot || over 1.0 |=] seconds

| camera Motion

Motion type: | Cnematic (one keyframe plus path) =

[Statthere =) [0k [= 6

D 5.0 |l

360 degvees
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® 3Jtoiet OlsS A : Orbit
AF BlHd HAXF
[Step 8] A 'EI-O Eool'jl Start here = |orbit =
Duration: 5.0 seconds
@ Jtoiet A&t XIE = Reset Start 22 350 (2] dogrne
o
@ FEIY 4 © &AL 65X owii=e 3 @)
Lock camera on center-of-interest
@ IOt 0|S 2tet U Q2= /2705 CI—
@ j |. I:HI al_ O | O I E 0 @ [~ use depth of field, bioom and compensation values saved with this shot
S-vcm Q Bltoon
® O0lel27] o
[Step 9] 4F Play 3tD|
@O MEMHM/LAEX, HE/MHAY, Bt W Mon/off)
@ x 2=
2.6.4. S&EFIt
S&FIle SEAHNC dFRE HOS OHLIHOIA0IH, ZeldEoldd s& HHO0oIL XA Jlsol st Ol ol
E = /o WA = AERBENE H4HE s&=2 FOte &= USLICL
ShowcaseOllAl XI&&= S&FIF HLIHAES R O 25Ut
eI HLINolEe =E
1. EHI0IZ(Turntable) Tumtable Properties =
MName: Turntablel
MEHSH U= olo ME =2 =0 PSSk
deist AXME o= g8t 5 JIE2= 2ldt Associated objects: Choose >=>
= OHLIONOoIE &=A There are no objects assodated with this behavior
- - X Y z
@® 0§ X& Tumtable pivot: 0 cm 0 cm 0 cm
@ 91‘1"%' j—.Hi“ }ﬂE—nH Move ohjects to pn.futl Maove pivot to Ub]ects
5| XM=0| 9% =
@ sldzal fIx N3 Orientation: @ Turntable () Rotisserie
@ =9 g 4%
X "HisE AN
@ A= gg 238 Rotizzerie Angle: 0 deg LI
® A& =& XE Starting speed: 3,00 pm {0
@ Al X KA Starting position: ] deg ——
WA AHEZ [7] oscilzte between: |0 deq [
0 deg LI
[ close | [ Pla'_.rbackControh;]
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2. J|1ZgY(Keyframe Animation) Keyframel =

Name: Keyframel Duration:  0.00

Associated objects: | Choose => Play Mode:

=1 _ -
= @ Position mode ) Pivot mode
(@)

ShowcaseUW A 24x2 &
(@)

&dEotll, Ol “I1=dg”

=2 S R
o1g XN3E | Help | Playback Controls | | Close |

-

=& Al
M I1=Ze e =0t
=l SUoE
= AA

ol e

® © @ Q@ 0 e w ©

m

0I2}Ol EfAH

— O /M

w

3D Ec2|H(Set 3D triggers in the scene)

Showcase Zc|d8EHOIE = OHLIGIOIEES Ed3t

ot= HHME &3
4. FBX JIH2I|(FBX animation import)

SO JlZcgE ofuololE e HME =

et AECECEN FOH Zeldb0lE Ay

g
2
U

F

L

tI1

j==}
=

Ol
1]

S8 S&FIF OHLIGIOI & (Add Behaviors Animation) Bt=D| st&

Job
a>
Frl

ShowcaseOll Al M&ote CH
M Z0 M 00-0
Qa & HI0I=(Turntable) OHLIOIOI&E &4

o

SO OHLIBIolEE Solf et Z2|MHOEE e = ULt

[Step 1] EIHIOIZ OHLIMIAIE MEE =2ci{2D| Story | Present Options Help
v Alternatives A
H =0 A Story / Behaviors &, E2 = :
Behaviors B
9 I HB”
| Camera Shots T
I Create Shot b
Storyboard u
Play Storyboard Slide 3

Create Storyboard Slide Ctrl=U
Slide Properties...
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[Step 2] EIEIOIS OHLIBIAIE A&

- MAE Behaviors E0W A Creat 22

+ Turntable 2%

File Edit View Select Appearance Story Present Options Help

Behaviors Create

Turntable
Keyframe Animation

Import FBX Animation...

Triggers Create

[Step 3] OHLIBIAIE &€& & &I

40

© F=ES
38

(name : Turntable-1)

@ S4& 2= $#FLH

[Step 4] HLIBIAIE &3

Add Selection To
B HOoIE2 O£ f= 0,0,0(X,Y,2)

SE =2 gk Turntable

S| MRS ¢ BEAIH 2 & (Counterclockwise)

tr

3™MES 5rpm

CRCECONCBONONONC
i
0

[Step 5] OHLIGIAIE ZE & Play

[ =
23| EXS S

[e]]]

ot dd= s& 0t0l22 0I5 ¢

i EHIOI=S OHLIBIOIE ZB&E

File Edit View Select Appearance Story Present Options Help

Behaviors Create

Rename...

Delete

Set Image

Select Visible Contents

Select Contents
Add to Current Storyboard Slide
Associate Trigger

Properties...

Turntable Properties

Name: Turntable-1

Associated objects: || Choose ﬁ‘ 'Add Selection To

jects assocai |
Tnepae Bld, MW’”" Remove Selection From

Select Associated Objects

Turntable pivot: ocm |

| Move objects to Dl;l;)t” Move pivot to objects J

Orientation: © Turntable D| © Rotisserie {)\

Starting direction: \ggg_rlt_e__rglp ki ise | 7] \
otisserie A 0
Starting speed: 3.00 mm —————————

Starting position: deg
[7] Oscilate between: | 0

J‘ Close >\>PlayhackContmk

| Move objects to pivot H Move pivot to objects |

E! ") Rotisserie j‘

Orientation: © Turmntable

Starting direction: \ Counterclockwise 1 V\

0 ieg 0

Starting speed:
Starting position:
["] Oscilate between: | 0

]

|| | P

e —
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Q J1=Z < OHLIKIOl&(Keyframe Animation) &

[Step 1] EIEI0IZ HHLIKAIE S48 22120

U0 A Story / Behaviors 28, =2

21"B”

m

A

Story | Present Options Help

v | Alternatives A
Behaviors B
| Camera Shots T
| Create Shot >
Storyboard U
Play Steryboard Slide 3
Create Storyboard Slide Ctrl+U
Slide Properties...

[Step 2] FI1ZcS OHLIGIAIG M-

MAHE Behaviors 20 M Creat 22

Keyframe Animation 2 &

File Edit View Select Appearance Story Present Options Help

Behaviors
Turntable

Keyframe Animation

Import FBX Animation...

Turntabl...

Triggers Create ~

Triggerl

@ FE2 FIcto ddE S& 0tol22 0

[Step 4] OHLIOIAIG &A-1

@ OofLiiolE Mg MM L

(@ Associated objects/Add Selection to =&

File Edit View Select Appearance Story Present Options Help

| Behaviors Create ~ x
[

Keyframel

Name: Keyframe1

Associated objects: | Choose >>

© Position mode () Pivot mode

Rename.
Delete
Set Image

Select Visible Contents
Select Contents
Add to Current Storyboard Slide »
Associate Trigger

o) 10 ) a0 i

Properties...
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[Step 5] OHLIBIAIE &F-2

lat+
® Mooz =% g
@ Keyframetime:0 22 2A

® BSHS(HEIH)ZS 0188 MeiHF

O

lat+
EECFESHEEs

®

® Keyframetime:5 22 #H
® Playback Controls22 & A&

Q 3D Ec2l|J{(Set 3D triggers in the scene)OfLIHIOl& =4

[Step 1] 71 Zell& OHLIMIAIE MEE S0

c=

—

]
W

J1"B”

ro

0l A Story / Behaviors 22!, =
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