%i apter 13 CO2 Shell Car

A. Enable Visualize In SOLIDWORKS.
Step 1.

Step 2.

Step 3.

Step 4.

Step 5.

Step 6.

Visualize

Open your SHELL CAR ASSEMBLY file in
SOLIDWORKS.

Add-Ins
. . . Active Add-ins Start U Lasl_Load
Click Isometric a on the Standard Views toolbar. - TP | Time
[=/SOLIDWORKS Premium Add-ins
(Ctrl-7) D@ CircuitWorks
D%‘g FeatureWorks

L1 soLpwoRrks Motion

If necessary, enable SOLIDWORKS Visualize. To en- DE SOLIDWORKS Routing
[J SOLIDWORKS Simulati
able, click the flyout of Options @ ™ | on the Standard § SOLDWORKS Toolbox Library

[ soupwoRks Toolbox Utilities

toolbar and click Add-Ins. Il soLipwoRrKs Add-ins
D Autotrace <1s
. . . [J SOLIDWORKS CAM 2024 55
In the dialog box find SOLIDWORKS Visualize and place [0 souowosks composer s

a check in the check box under Active Add-Ins and Start- = | SoUDORE Pow Siaton 2028

Up, Fig. 1. Click OK [ oK | @‘%
Fig. 1

AO00O0 Dxooddd

24

Click SOLIDWORKS Visualize
W SOLIDWORKS Visualize ( on the Command Manager toolbar.

=
Click Export Advanced .., on the SOLIDWORKS Visualize toolbar.

B. Switch to Visualize and Save As.

Step 1.

Step 2.

Step 3.

In Visualize click File Menu > Save As.

Key-in SHELL CAR for filename and navigate to your Shell Car folder.
Documents\Tech Ed 23-24\Shell Car.
Click Save.

Note the flames decal map-
ping needs to be repaired,
Fig. 2.

Fig. 2
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C. Repair Flames Decal.
Step 1. Click Models tab _| e |_ (Ctrl-1) in the Palette and toggle Change Mode to Side by

Side

in the Model tree expand SHELL CAR ASSEMBLY model
L

, Fig. 3.

group 1

Shift click all the parts [:] To Shift click, click first part, scroll down and Shift click
the last part

under the General tab _| cenerd |_
click Merge Parts .

Step 2. Save. Ctrl-S. Save here!

and expand BODY-1

nL S

@ il

Default

-5+ & BA

N

4 SHELL CAR AS...
4 &P BODY-1
| {5 BODY-...
B BODY-...
BODY-...
BODY-...
BODY-...
/ BODY-...
Shift click
all

BODY-...
BODY-...
BODY-...
BODY-...
BODY-...
BODY-...

BODY-...

P
L v, . R . A . A A . R . . .Y

BODY-...

B BODY-..
» 62 FRONT AX..
» 62 FRONTSP..

» & REARAXLE..

Advanced

General ‘

Opacity
1.00 '®)
Visible

Disabled

Physics

Relative Transforms

44 Parts Selected

Faded

l Add to New Group I l Merge Parts &_]

=

@ il

I Default

‘5 +B38a

Fig. 3

Step 3. Note the flames decal pro-
jected on the wheel, Fig. 5.

Tip: The decals are a little incon-
stant. If decal does not displayed
correctly close file and open file back

up. Save often.

4 SHELL CAR ASSE...
4 |% Merged Parts
@ Part 2
» 5 FRONT AXLE-1
» ) FRONTSPACE...
» £ REAR AXLE-1
» }) REARSPACER-1
» 5P WHEEL GT-F-1
» ) WHEEL GT-R-1
» ) WASHER-1
» ) EVESCREW-1
» G EYESCREW-2
» [ CARTRIDGE-1

» £ MirrorCompo...

General | Transform  Advanced Physics

Name
Merged Parts
Opacity
1.00 O

Visible
Disabled

Faded

Fig. 4

Fig. 5
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D. Repair Flames Multiple Part Decal.
Step 1. Click Appearances tab | — ™ | (Ctrl-2) in the Palette
select the flames decal, Fig. 6
under Mapping tab _| erene |_
uncheck Multiple Part Decal.

If decal misbehaves, close file with out saving and reopen file. Then, try the uncheck
Multiple Part Decal again.

Step 2. Save. Ctrl-S.

@ @‘| @ Il

+ & B & F Q

— v Appearances

General Mapping Appearance

y y Mapping Mode .
[ Planar A I

polished steel  satin finish...

\ ,o Fit Width ” Fit Height l

[} Multiple Part Decal ~
default plastic  satin finish... O Ful Manipulator

~ Basic Mapping Contrals
Decal Depth .
[ IO | Fig. 7

Mirror Horizontal ” Mirror Vertical I

darkgrey hi..  polished br.. | pecyl width
p 02220 | O
Decal Height 505
0.0643 O
chromium p...  polished ste... Rotation

i — 0

Horizontal Offset (m)
0.1527 Il I
— | QT )
Vertical Offset (m)
. 00136 | | TFTEETREREER R |

Project From

L x )L« JL =z |
Fig. 6
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»
E. Transformto Flooi'. e H O B & o ﬁ‘@
Step 1. Expand View Presets ﬂ' in Main toolbar

2 a
and click Right @, Fig. 8.

® & ®

Fig. 8 Ead® @‘
Step 2. Click Models tab _| e |_ (Ctrl-1) in the Palette, Fig. 10 v e
click the SHELL CAR ASSEMBLY o e
‘ Base Configuration v |§I g @ C e‘ @
model in the Model tree Ty

click the Transform tab _| frensem Fig. 9

click Object Manipulation Tools @\ in Main toolbar and click Pivot A/I\ to display
the Pivot Transform Manipulator, Fig. 9.

under Transform ‘ S @ 1o
Pivot XYZ Y .02 e = + kB Q
Pivot XYZ Z -.0227
Rotation XYZ X .12
Position XYZ Y .0111

4 SHELL CAR ASSE...

General | Transform | Advanced Physics

Merged Parts
Position
FRONT AXLE-1 I

Snap to Floor I I Center I

FRONT SPACE...
Rotate
REAR AXLE-1 I

Step 3. Save. Ctrl-S.

X +90 ” Y +90 H Z +90 ]

REAR SPACER-1

WHEEL GT-F-1 I Flip on X l I Flip on'Y I I Flip on Z l

WHEEL GT-R-1 Scale

WASHER-1 1.0000 LTIV

EYESCREW-1 l Auto Size ]

EYESCREW-2 Pivot Center

CARTRIDGE-1 I Model I I Environment I

D RXDDDPDDDDEDDD

MirrorCompo...

~ Transform

Position XYZ
3' Move 0.0000 0.0111 0.0000
last ‘ N
Rotation XYZ
2 Rotate 0.1200 0.0000 0.0000
.
second Scale XYZ
1.0000 1.0000 1.0000
I Reset “ Freeze I

. Pivot XYZ
1. Set Pivot 0.0000
point first

00200‘ -0.2270 s

0.0000 0.0000 0.0000

/) l Reset I
Fig. 13 Fig. 10

Tip: You can use Up Arrow
key to rotate to view floor at
wheels.

Pivot Rotation

Floor

Fig. 11
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F. Cloud Envuronmer:t. ‘ o2 © B8 &

»
Step 1. Expand View Presets ﬂ' in Main o) a
® 7 @9

Fig. 14 Fedd
O & @
~

toolbar and click Isometric-2 @, Fig. 14.

Step 2. Click File Libraries tab | 1= | (Ctrl-0) in the Palette, Fig. 15.

click Cloud O doud to view Cloud libraries
change the libraries list to Environments

click Auto Photo Studio.hdr to download @ to your local library.

Step 3. Click Local 8 Lol to view Local library, Fig. 16
grab the Auto Photo Studio.hdr thumbnail drag into the viewport, Fig. 17.

Step 4. Save. Ctrl-S.
@ v | @ = @ |
I g Local | 3 Cloud ‘ E EE = Q [ % Local% 3 Cloud I E EE = Q
l

[ Environments ‘ v l
chlmam B B

Big Overhea...  Blurred Studi...  California De...  Chrome Stud...

Environments v I

T ”, ~F.
Dazzler.hdr Warehouse.h...
Pl = o | - —

Chrome Stud...  Classic Phot...  Coffee Table.... . Dazzler.hdr Desert Sunse...

s "al Bt WMWY TN .

Fig. 15 Fig. 16

Fig. 17
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G. Scene Backplate Off.

Step 1. Click Scenes tab | © ™ | (Ctrl-3) in the Palette, Fig. 18
under Backplates
click 3 Point Faded to select

General

under the General tab
uncheck Visible.

@ & | wg| ® 00
‘+|}E|§z§zu=o\

¥ Environments

General

Name
‘3 Point Faded Backplate ’ I I

3 Point Faded O Visibles

Resolution

1280 x 1024
[ Auto-Update
Auto Photo Studio

I Update Backplate

~ Backplates,
Fill Background Fig. 19
v Lights ‘
N
Fig. 18
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H. Scene Background White.
Step 1. Still on Scenes tab_| o |_(Ctrl-3) in

Palette under list of Environments, Fig. 20
click Auto Photo Studio to select

General

under the General tab
Background Type Color
click the Background Color swatch
Step 2. In the Color Picker, Fig. 21
set RGB values
R 255
G 255
B 255

close Picker ><

Color Picker

|

Color | Swatches

[ RGB v

R |255 -—

G [255 —-_—

B |255 L —— ]

# |FFFFFF

Recent Colors
AEEEEE

Fig. 21

@

S

il

ol ®

+ & B & IF

Q

¥ Environments

=t

3 Point Faded

v Backplates

.%mt Faded Backplate
¥ Lights

N

General | Advanced

Name

Auto Photo Studio

Background Type

L]

- I

I Color &
Background Color

Refract Background Color

Brightness

1.00 [HERTHRERIERTOIT

Rotation

90.0

S

Resolution
1024 x 512

Auto-Undate

Fig. 20

Fig. 22
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I. Scene Light and Shadow.
Step 1. Click in the View Port and use Up

Arrow key five times to rotate.

Step 2. Still on Scenes tab _| o |_ (Ctrl-3) in
Palette under list of Lights, Fig. 23
click Directional2 to select

General

under the General tab
check Enabled
Brightness .3

Fig. 24

Step 3. Click Transform tab _| e |_, Fig. 25
under Transform set
Longitude 160
Latitude 75

Step 4. Save. Ctrl-S.

=
=

Fig. 26

@ S

N

00

~ Environments

=

3 Point Faded

Auto Photo Studio

~ Backplates

.Pamt Faded Backplate

+ B 8 = IF Q
General | Transform  Advanced
Name
Directional2

Lock / Unlock Selection

Enabled ‘
Visible

Type

I

Directional

Brightness
030 1 TTITTERRERRRTE

Color '

Color Temperature (K)

6500 0
« Lights
Directional1
/1’1\
Fig. 23
@ e | | 000
+EBEFQ
v Environments General | Transform | Advanced
@ I Pick Target
I Pick Position
3 Point Faded
I Match Current Camera
L v Transform
Position XYZ
Auto Photo Studio
-1.4454 9.0630 -3.9713
v Backplates
Longitude
160.00 O
Latitude

.P:)int Faded Backplate
¥ Lights

2

Directional 1

75.00 ‘

»

Follow

Fig. 25
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G. Render.

@
o
g
4

»
N & C & e@;\"
Step 1. Click Render Wizard @ in Main Fig. 27

tOOIbar’ Flg' 27. Render Wizard / Image / Full HD 3 X
Step 2 In Wizard Welcome page, Fig. 28 Welcome to the Render Output Wizard
under SeleCt Type This setup wizard will help guide you through the render output settings.
Select Image To begin, select the type of render you want to output and click Next.
click Next. Select Type
O Snapshot
@ Image s
O Panoramic View
O Interactive View
Image Presets
[ Full HD 3 v ‘ El
.
Fig. 28
Step 3. Media page, Fig. 29 Render Wizard / Image / Full HD 3 X
Format TIFF |
Welcome
check Include Alpha Format
click Next i e N
Include Alpha
Size ‘
Quality
Output
=]
Fig. 29
Step 4. Size page, Fig. 30 Render Wizard / Image / Full HD 3* X
set Width and Height T
Set Resolution Lock Aspect Ratio
. Medi
click Next. -
. . 3 S Width Height Unit
Tip: Higher values yields better quality 8 6 ~
lmage but takes longer A7 Print Resolution Unit

Qutput 300.00 ‘ pixels/in

1]
Fig. 30
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Step 5. Quality, Fig. 31
Termination Mode Quality
set Render Passes
click Next.

Render Wizard / Image / Full HD 3* X

Welcome

Media

Size

Renderer Selection
[ O ] | |

Termination Mode

Quality

{ ey

Render Passes

500 RV TR
Output
Render Layers
[ None =
Enable Denoiser
[ Save as new Profile - l
TS W
Fig. 31
Step 6 Output Fig 32 Render Wizard / Image / Full HD 3* X
. 5 .
set Output Folder S
. ob Name
click Render. s
Media Shell Car
o Output Folder
ki C\Documents\Tech Ed 23-24\Shell Car l }
Quality Show in Explorer ~
Qutput
Camera(s)
Current
Step 7. In the Output Viewer, Fig. 33
After rendering
click thumbnail to open
image in your image software. | [ ende sJ [ aee [ cnc ]
Close Output Viewer >'< .
Fig. 32
Tip: Right click Ren_ a File  Edit  View  Project Tools  Help SOLIDWORKS Visualize Professional - SHELL CAR = O X ’
®+ SHELL CAR X ‘ Output Viewer X
i ) 3
d.er leard to SHELL CAR mC® :':
dlrectly start renderlng. BT 250x180
@OPO

S (D-tails -]

=

Shell Car.tif

Fig. 33
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