


odo is a very capable piece

of software. I think most

SolidWorks users importing

their models to modo would
do so primarily for rendering an animation
work but it’s certainly capable of much
more than that.

The SolidWorks to modo translation is a
bit sketchy in its current form. The 32-bit
version of modo can read native Solidworks
files (it does this quite well) and it does so
based on the same “loader” software PV360
uses. Once your SolidWorks file is loaded
into modo, you'll find there is a fair amount
of set-up to be done before you're ready to
begin rendering and animation tasks. Once
these details are worked out in modo you'll
be able to work in a similar fashion as you
do within PV360. Modo does have preset
materials and scenes which make setting up
quick renderings straight forward.

The great thing about modo is the user
can go beyond, way beyond, the rendering
and animation capabilities of SolidWorks
and PV360 if they choose. The increased
capability in modo does have a learning
curve, but being able to move to the next
level of realism makes it worth it.
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The great thing about
modo is users can go way
beyond the rendering and
animation capabilities

of SolidWorks and PV360
if they choose

144

ROB’S RENDERING TIPS

Take the time to fully learn and understand
the Shader Tree and Items list in modo.

It’s the equivalent to the SolidWorks
FeatureTree and holds the same
importance.

Bloom is an effect that can give areas of
your image a glow. As you would expect
this can be helpful when your using light
appearances such as LED, neon and area
lights. What you wouldn’t expect is can also
be useful to add glow to areas of your image
that are just bright or have bright highlights.
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odo provides power and flexibility

in terms of four very useful aspects
over PV360 - composition, materials,
lighting and animation.

Composition: You can make on-the-fly composition
changes. It seems | always want to tweak a widget
to move out from behind a thingy-ma-jig when |

am preparing to render. While it’s not extremely
painful,  would rather not have to go back and forth
between SolidWorks and PV360 to get it right. In
modo, I am able to make those changes right in

the camera view. In fact, as scary as it sounds, |
have even used modo’s poly modelling to add to my
imported Solidworks models.

Materials: You have extreme power over tweaking
materials through the Shader Tree. For example,
the gold within PV360 is too shiny, too perfect. In
modo, I am able to make a myriad of tweaks to the
material. Tweaks like ‘blur’ the reflections, add dirt,
scratches or image maps. The Shader Tree offers a
lot of flexibility over PV360’s drag and drop.

Lighting: You have the ability to add various types
of lights and locate them precisely where you want
them. Being able to make changes to the lights on-
the-fly - through the camera (or through the light
itself) is a big plus. This goes hand-in-hand with
the composition mentioned above.

Animation: While this can be a challenge for the
SolidWorks user to pickup due to terminology,
the animation engine in Modo is awesome

and getting... more awesome. | would say the
possibilities for a SolidWorks user wanting to
animate their stuff are pretty awesome....er...
incredible. One example is the graph editor that
allows you to fine tune motion parameters.

The main reason | dropped the coin out of my
own pocket for modo is that it has the beautiful
rendering capability found in PV360, it imports
my SolidWorks models and it allows me the
flexibility mentioned above. | am definitely
happy to have added it to my workflow as both
an engineer and a CG artist. | know the Luxology
team is developing modo to make the transition
even more streamlined between SolidWorks and
modo... (although, it isn’t horrible right now).
The kinds of things they are working on will
definitely make it a great tool for those wanting
to take renderings and animation past a basic
level. Don’t get me wrong, | still use PV360 to
whip out some renderings quite often. However,
| find myself spending most of my time in modo.
As | become more familiar with the tool, that will
likely increase.

PAUL’S RENDERING TIPS

For PV360 or modo, one way to get around

not having direct lighting is to use luminous
geometry. Slap an appropriately-scaled panel in
your model. Then, in PV360, add a light material
to it. You can use it to bring light to areas of your
model that the HDRI doesn’t light sufficiently.
Another lighting cheat is to turn faces of your
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hen using modo for rendering you
get all the speed and quality of
PV360 with even more texturing
and mapping control than you can
get within PV360 itself... much less SolidWorks.
However, there’s more upfront work involved in
‘prepping’ your model. Modo lacks the convenient
‘modes’ that PV360 has, which allow you to drop
materials on parts, bodies and faces. When you
bring a SolidWorks file into modo you need to
convert the ‘static’ mesh into a regular mesh
item so you can manually select the geometry

you want to apply materials to. This can be a

bit tedious compared to PV360 but better tools
will be coming to expedite this process. It is
during this ‘prepping’ phase that you would also
arrange your scene for animation (separating
out the parts you want to move...like levers, lids,
buttons...placing pivots, constraints, etc.)

Once your scene is prepped you can use
modo’s deep mapping, texturing and lighting
tools. You have much greater access than PV360
to advanced effects like fur, volume lights,
displacement, rendering passes, UV mapping and

geometry into lights. For example you could make

a small face of an object a light material with .75
w/srm? value. It gives just enough subtle light to
show what is going on.

For modo, I would highly recommend Ryan
Drue’s awesome tutorial on modo 401 rendering
techniques.
www.luxology.com/store/17_shadertree/

manipulation, painting, sculpting and animation.
I think most people would take their SolidWorks
files into modo... do some prepping (either
limited prepping if you just want to do renders
or more involved prepping if you need to do a
full-blown product tour animation) and then
move on to texturing and lighting. You can easily
increase the quality of your renderings by placing
the SolidWorks models in context with some set
design, either by modelling skies, pedestals, etc.
or by using pre-exiting mesh assets.

GREG’S RENDERING TIPS

One of the things lacking in modo’s material
presets are little things like dirt, grime and scuff
maps. You can paint and map these easily in
modo, including baking Ambient Occlusion passes
to be used as masks for dirt. These are the little
things that bring your renders the rest of the way
towards realism.
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With modo you get all the
speed and quality of PV360
with even more texturing
and mapping control
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