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Please see attachments.
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Pub In & Out
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Pub In & Out
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Upload shot list for project manager

Original sequence images& Z¢iof| 223t File
£ Convert 8t Shotgrid0| Shot list& Upload
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Create a excel
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Create a excel
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Copy & Convert & Upload shotgrid

COPY & CONVERT & UPLOAD SHOTGUM
Excel File Path |WUfksW‘lern|JW2lD4DB_EP1D_FIH_rnpDWElDADB_EPID_FIH_mpD.xst|

Project | 227 v

Start Frame 100 5
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Upload shot list on shotgun

Copy & Convert & Upload Shotgun
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ZZZ Project Detalls Assets Sequences Shots Tasks Notes Versions Playlists Other v Project Pages v Project Actions v
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-. vSortv “ZGroupv Feldsv Morev  Pipeline v v Search Shots T Alter v
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Upload mov file to shotgrid
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UPLOAD MOV FILE TO SHOTGUMN
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Progress
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