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Quick Tips

S Key

Delete All Unused
Download all

Replace One Appearance with another
Select Objects Applied to
Selection Sets

Creating a material
Named Views

Render on Save

Undo Material

Cutouts

Speaker
HDRs
Creating a scene

. 3D Wood
. Turntables
. Motion Studies

LMV Animations
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Quick Tips



Delete All Unused

© APPEARANCE

¥ Apply To:
Bodies /Components ®
Faces Q

¥ In This Design

¥ Library
‘ Search Q ‘

< ¥ Fusion 360 Appearances <7 My Appearances  Favorites
Show downloadable materials ()

£ class
7 Leather and Cloth
E Meral
1 other
F7 Base Materials
7 carbon Fiber
F7 Emissive
7 Environment
£ Feam
F7 Gemstone
£ Ground Plane
E7 paper

(i ] Close

© APPEARANCE

w Apply To:
Bodies /Components ®
Faces (-

¥ In This Design

. . . Deiete All Unused
¥ Library

‘ Search Q |

< ¥ Fusion 360 Appearances <) My Appearances Favorites
Show downloadable materials (@)

1 class
7 Leather and Cloth
E Meral
7 other
F7 Base Marerials
7 carbon Fiber
F7 Emissive
F7 Environment
£ Foam
F7 Gemstone
£ Ground Plane
E7 paper

(] Close

@ APPEARANCE

¥ Apply To:
Bodies/Components ®
Faces (=

¥ In This Design

¥ Library
‘ Search Q |

y" Fusion 360 Appearances 7% My Appearances Favorites
Show downloadable materials [

F7 class
£ vLeather and Cloth
£ Meal
7 other
7 Base Materials
E7 carbon Fiber
E7 Emissive
F7 Environment
EJ Foam
FJ Gemstone
E7 Ground Plane
E7 Paper

i) Close



Download All Contents

© APPEARANCE

v Apply To:
Bodies/Components ®
Faces fo

¥ In This Design

¥ Library

[search al
A

s Fusion 360 Appearances | £ My Appearances Favorites

Show downloadable materials Cancel-all Downloads

£ Leather and Clath
EJ cloth

Leather - Weathered

Leather - Glossy

Leather - Matte (Black)

Leather - Matte (Blue)

Leather - Matte (Dark Grey)

Leather - Matte (Green)

Leather - Matte (Red)

Leather - Matte (Tan)

Leather - Matte (White)

Leather - Matte (Yellow)

* Download Contents

4

I«

1<

1<

1€

1€

+

© APPEARANCE

Close

v Apply To:
Bodies/Components

®
Faces -

¥ In This Design

v Library
[ search a]

c Fusion 360 Appearances | <) My Appearances Favorites

Show downloadable materials &)

7 Leather and Cloth
B3 cloth
E7 Leather

Leather - Weathered

Leather - Glossy

Leather - Matte (Black)

Leather - Matte (Blue)

Leather - Matte (Dark Grey}

Leather - Matte (Green)

Leather - Matte (Red)

Leather - Matte (Tan)

Leather - Matte (White)

Leather - Matte (Yellow)

Qoo ff {11

e Close




Replace One Appearance With Another -1

Autodesk Fusion 360
H v~y

X ’ @ Apple W...ase v4* ) X [ +
7 alt = (f Bl @4 / —
I o wae @ B W = o o B S
SKETCHY CREATEY MODIFYY | ASSEMBLEY | CONSTRUCTY | INSPECTY | INSERTY = MAKEY = ADD-INSY = SELECTV
<« BROWSER el

Ll ® e Apple Watch - 42mm Case v4 [}
£}  Document Settings

£ Named Views

Origin

Bodies

Decals

Sketches

SEB S
o000 D

Componentl:1

COMMENTS e Cve M Q Qv BvEvEv

® @O LlucasProkopiakv @V

® APPEARANCE

v Apply To:
Bodies/Components ®
Faces o

¥ In This Design

v Library

Search Q

y" Fusion 360 Appearances <0 My Appearances Favorites

Show downloadable materials

Steel - Galvanized (Small)

Ste{(7: Satin

“ Mesh - Expanded Thick +
n Mesh Expanded Thin v
-

(i} Close



Replace One Appearance With Another - 2

Autodesk Fusion 360
H v~y

X ’ @ Apple W...ase v4* ) X [ +
7 alt = (f Bl @4 / —
I o wae @ B W = o o B S
SKETCHY CREATEY MODIFYY | ASSEMBLEY | CONSTRUCTY | INSPECTY | INSERTY = MAKEY = ADD-INSY = SELECTV
<« BROWSER el

Ll ® e Apple Watch - 42mm Case v4 [}
£}  Document Settings

£ Named Views

Origin

Bodies

Decals

Sketches

SEB S
o000 D

Componentl:1

COMMENTS e Cve M Q Qv BvEvEv

® @O LlucasProkopiakv @V

® APPEARANCE

v Apply To:
Bodies/Components ®
Faces o

¥ In This Design

v Library

Search Q

y" Fusion 360 Appearances <0 My Appearances Favorites

Show downloadable materials

Steel - Galvanized (Small)

®)
‘J Il Steel - Satin

“ Mesh - Expanded Thick +
n Mesh Expanded Thin v
-

(i} Close



Replace One Appearance With Another - 3

Autodesk Fusion 360

H &y~~~ ® @O LlucasProkopiakv @V
Elbo v11 X | Apple W...ase v4* ) X l e
— / g o — ® APPEARANCE
oS @ B W = o @ B S
H QJ .—D T A=) | 1 UJLJ -— = G by v Apply To:
SKETCHY CREATE ¥ MODIFY ¥ ASSEMBLE v CONSTRUCT ¥ | INSPECTY | INSERTY | MAKEY | ADD-INSY | SELECTY
Bodies/Components ®

<« BROWSER e

Faces o

a K} Apple Watch - 42mm Case v4 [/

¥ In This Design

O 48 Document Settings
D> [EJ Named Views
> @ EJ origin
0 Q E Bodies
0 Q EJ Decals
O Q) EJ Sketches
> Q (J Componentl:l v Library
Search Q‘
L
s Fusion 360 Appearances <3 My Appearances Favorites
Show downloadable materials
Steel - Galvanized (Small)
Steel - Rough
J\‘ Steel - Satin N
|
n Mesh - Expanded Thick ¥
T
Mesh Expanded Thin v
-
(i} Close
COMMENTS I W Qv EvEivEy




Turning Off the HDR Light

Autodesk Fusion 360
B H v~~~ ® @ LucasProkopickvy @V

@ Elbo vil*

RENDER

IN-CANVAS RENDER ¥

<« BROWSER

\

) Joints

l 7

| Bodies

Sketches

_] Construction ©® SCENE SETTINGS

b chairl

DMl ) () Ssimple Light:1
) [J Motion:1

/% Settings (> Environment Library

L)

‘v Environment

-

Brightness [0, 10C... 0.000 Ix

O—
Position &
Background Environment v

v Ground
Ground Plane

Flatten Ground

Reflections O

v Camera

Camera Perspective with Ortho Fa... ¥
Focal Length 55 mm

Om—
(]

COMMENTS

©® RENDERING GALLERY




Turning Off the HDR Light

[ JOX ] Autodesk Fusion 360
B H v~~~ ® @O LlucasProkopiakv @V
@ Elbo vil* > s x|+

p “
= v 8H

IN-CANVAS RENDER ¥ | RENDER

<« BROWSER

£} Document Settings
£ Named Views

) EJ origin

3 Motion Studies
) EJ Joints

(? EJ Construction
5 chairl O
Q (J simple Light:1

) Le] Le]
=] (] ] [
2ls
3 - -3
il

: 8

Lol
|
=
g
o
g
2

Excellent Final Infinite

B A
Elapsed time: 497 sec Iteration number: 48

COMMENTS

© RENDERING GALLERY



Scene Settings

= Best Practices

= Lower focal length is better
to show perspective

= Depth of Field Blur is
aggressive above 0.2

= Always turn on Aspect Ratio
for better scene
management

. © SCENE SETTINGS
f’ Settings () Environment Library
¥ Environment

Brightness [0, 10(... 1000

_
Position 2.
Background Solid Color
Color
¥ Ground
Ground Plane (]
Flatten Ground (|
Reflections o
¥ Camera
Camera Perspective with Ortho Fa..~
Focal Length 90 mm

O

Exposure [25, -15] 9.5 EV

(-
Depth of Field %)

Center of Focus

Blur 1.000

s

Aspect Ratio Viewport aspect ratio
Save as Defaults E
Restore Defaults )
(i} Close

| @ SCENE SETTINGS

11111

g ki

_ Warm Light

Attach Custom Environment [

(i ] Close




Named Views

= Best Practices

Keep the focal length
constant between your
named views

The perspective often differs
from the modeling
environment




Selection Sets

= Best Practices
=  Group bodies/components
that are going to have the
same appearances together
= Name your selection sets
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Material Editing



] u [ ]
M ate rl a I E d Itl n 2568 Maitesinf Bt @ ® Texture Editor - Relief Pattern (Bump)
Leather - Perforated (Red)

Scale 50.00 0| m—

Rotation 0.00 e

Roughness 0.200 ~l=

-

Leather - Perforated (Red)

= Best Practices welecance 0028 2= ' _ parameters

Advanced... gy &
| | 3 I eve I S Of ed iti n g bone 1_mats_leather_colors_red.jpg.jpg
Reflectance 0.03 b
. Roughness © R R ~ [] Image
= Relief patterns are what -
1_mats_leather_matte_rough.png.... ¥ Transforms
. »  Translucency Link texture transforms
gives texture e
¥ | Relief Pattern (Bump) Liist E-gg L s =
T -'_-, - ¥ e 2 . n -
u Depth controls the e B Rotation 0.00°
st LA e e
1_mats_leather_perforate d_bu;np.... ¥ Scale

Sample Size 8.00in

amount - 0.01” or below T ‘”

Image |- - - - - - - - - - . =

........................ 10.0100 in Depth
I ILfr'iat;,It;atl:: er:pelrfo'rat:a d,‘c quuL.. v Rep.:eat .
I S u S u a I Iy g O O d » Advanced Highlight Controls HO:::;::: :t: =
N ¥ Advanced L
= Col be dictated by o —
O O r Ca n e I C a e .\:*-; . ox concel . ata Tvpe | Heig ap o

image or RGB
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Lights












Lights

e . Material Editar

Updating... "
y 7

= Best Practices

[ Warm Light|

= Use “Fast” In-Canvas v pagpmeters

Color [RGR 253 229 185 be i~

Reflectance 0.07

Render to qUiCkly preVieW Roughness 0.2

»  Translucency

lighting effects v Emissivty

Luminance 80000.00 cd/r
Filter Color |rGB 254 228 180 be -

= Use only one face to speed

P Relief Pattern (Bump)

up render time > Clcuoas

» Advanced Highlight Controls

= Create a color you like and

save to Favorites @ oc_ || const ||_mey_|
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3D Wood



3D Wood

= Best Practices

Apply wood, then adjust
texture mapping

Create bodies/components
for each individual part to
have realistic mating
surfaces
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Turntables



Turntables

= Best Practices
= Center of rotation is center of
mass of ALL bodies in scene
= Render a low res version
first

Render Settings - Turntable

WEB MOBILE CUSTOM

Image Size 960x640, 3.7 MP

Aspect Ratio Custom Aspect Ratio

FRAMES

6 frames ]

RENDER QUALITY

Width = 9603 px
&
Height = 6405 px

36 frames

Standard [

Final

CLOUD CREDITS FAQ

W 2 7677

Raqurired Availahle

RENDER QUEUE TIME: '::_,," < 20 minutes

7675

Latt
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Motion Studies



Motion Studies

Render Settings - Motion Study x

= Best Practices
- Render a IOW res Standard Motion Study | Motion_Study MotionStud...

Render Quality | Standard

one first to make sure A

Image Size 960x640, 62.1 MP

framing is correct

CLOUD CREDITS FAQ

= Name your motion studies O s 7677 7661

Required Available

RENDER QUEUE TIME: (>} < 20 minutes m

= Create joints between root
component to move camera





https://docs.google.com/file/d/1po9TY89zv9fQhe8f2w6fF9Nsvk1kw4ZE/preview
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Nested Dielectrics



Nested Dielectrics

= Best Practices
= Overlap geometries slightly
= Lower priorities are deemed
more important
= In this case, the glass is 0,
the ice is 1, and the liquid is
2
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Questions and Feedback






"N\ AUTODESK

Make anything.


http://www.autodesk.com/creativecommons
http://www.autodesk.com/creativecommons

