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PhotoView 360 is the new visualization and rendering solution from Solid{franks
sw2009) It's a highly interactive environment for viewing your designs as well as for
creating photorealistic renderings that you can use to showcase your designs.

PhotoViev 360, based on SolidWorks Intelligent Feature Technology (SWIFT), helps
beginning CAD users achieve expert resiiisssimpleto-use progressive rendering
tools lets userphoto realisticallyrender a scene while allowing the user to continue
working onthe same scene, unlike software that forces users to wait until scenes are
complete.

NOTEPhotoView360 now( sw2010 & sw2009) is a standalone application will be be

integrated inside sw2011PhotoWorkswill be removed starting from sw2011.
PhotoView360included with onlypremium and professional packagesafidworks

Tasks Toolbar

Use the Tasks toolbar to perform most PhotoView actions.

Open File Opens a file so that you can work with it in the PhotoView 360
workspace.
Appearances Applies appearances to all or part of the open model.

Environments Applies backgroundnvironments

Settings Configures PhotoView settings.
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Final Render = Renders the model and optionally saves rendered output.

Gallery Opens online gallery so you can view renderings by other usel

upload your own images.

Selection Toolbar

Face ﬁ Selects faces only.

Body Selects bodies only.

Part Selects an entire part.
Assembly Selects an entire assembly.

- . ,
Appearances Selects all items with the same appearance so that you can update that
appearance throughout the model with ormhange.

Applying an Appearance

Applying an appearance affects the visual attributes of a model. You can apply appearances
in SolidWorks or in PhotoView.

1. With a model open, click in the Selection toolbar to indicate what portion of the
model to affect, br example, Face.

On the Tasks toolbar, click Appearang .
3. From the Appearances dialog box, browse to an appearance, and drag it onto the
model.

n

NOTE To copy an appearance:

1. Select an area of the model, then clickl + Cto copy the appearance applied to that area.
2. Click another area of the model, then clickl+Vto paste the appearance to the second
area.

Advanced Talof Appearance
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Click the Advanced tab, then select an appearance applied to the model to see its properties.
The type of appearance determines which properties are available.

To change color controls, use any combination of techniques:
1 Click in the color display to chga the color.
71 Click a number next to a color type to display the Windows color chooser.
1 Hover over a value, then:
o Citrl+ Drag to change the hue.
o Shift+ Drag to brighten or darken.

o Alt+ Drag to change the saturation.

If you change Texture Scale Mpiier, click Apply to save changes. All other changes are
saved automatically.

Environments and Backgrounds

You can load spherical environment images or 2D background images to display behind the
model. You cannot display an environment anobakground image simultaneously.

Environment image Background image

Shape Spherical, wrap around the model. | Flat and static. Does not rotate, pan,
Rotates relative to a rotated model. | or zoom with the model.

Support PhotoView provides environment PhotoView does not provide
images or you can add customized | background images but you can add
images. your own.

Aspect Ratio The aspect ratio of the rendering dog You can set the aspect ratio of the
not depend on the environment. rendering to match the éckground

image aspect ratio.

Applying an Environment

Applying an environment changes the scene behind the model. The environment can affect
the appearance of lighting and shadows.

To apply an environment:

1. With a model open, click Environments™ on the Tasks toolbar.

2. From the Environments dialog box, either drag or dotddiek an environment.
Loading a Custom Environment

1. Do one of the following:
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a. Click File > Load Environment Image.
b. Inthe Settings dialog box, on the Environment Settingsdtak Load
Environment Image.
2. Navigate to a spherical image file and click Open.

A spherical image file is typically saved as a High Dynamic Range Image (.hdr).
Loading a Background Image
1. Do one of the following:
a. Click File > Load Background Image.
b. Inthe Settings dialog box, on the Environment Settings tab, click Load
Background Image.

2. Navigate to a 2D image file and click Open.

If you load a spherical background image, the scene will appear distorted.

Settings Dialog BoxEnvironment Settinggab

This tab customizes the parts of the image that do not include the model, such as the floor
and background.

Ground Height Sets the floor height of the environment in relationship to the model

Environment Rotation Rotates the environment horizontglin relationship to the model.
Affects lighting, reflections, and visible portions of the background.

Up Axis
Orients the floor of a scene relative to a model.
Y
X
L X N
Up AxissY Up Axis=Y. Flip Axids
selected.
x N
—
Up Axis=X Up Axis=Z

You can change the orientation so that you cannot see the floor or so that you are looking
through the floor at the model. The floor is identified by floor shadows and floor reflections
from the model.
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Visibility
When the floor is visible, select one tielse options:
Use Reflective FloorFor use with custom environments or environments that are not

labeled Reflective Changes the floor material to transparent, reflective glass. Displays
reflections of the model and the environment

Use Shadow FlooDisplays the model's shadow on the floor. Default setting when a custom
environment or custom background is loaded.

Settings Dialog BoxOutput Settings Tab
This tab controls the output.

Image Output Resolution

Frame Widthand Frame Height Changes théield of view and the number of pixels in the
final rendering.

Match Background Image AspeeBets the aspect ratio of the final rendering to the aspect
ratio of the background image. If this option is cleared, distorts the background image.

Image Format Changes the file type to which you save rendered images

Render

Preview Qualityand Final Render Quality

Sets the level of quality for the preview and final render. Higher quality images reqane
time to produce. Affects:
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f Raytrace reflections
1 Quality of global illumination
1 Quality of blurry reflections
1 Model edge quality

Image Processing

Gamma- Gamma correction adjusts the brightness of the image on the monitor to more
closely match the rendered output image. Because the display of an ingagh a
monitor loses brightness, use gamma correction to display the image properly

Brightness- Changes amount of light cast by the environment, increasing or decreasing the
scene's lighting level.

Advanced (Post Processing)

Enable Bloom Adds bloomeffect to final render, resulting in glowing around very bright
emissive or reflective objects in image. The effect is visible in the final rendering only, not
in the preview.

Bloom Setpoint- Identifies level of brightness or emissiveness to whithom effect is
applied. Decreasing the percentage applies the effect to more items. Increasing it applies the

effect to fewer items.

Bloom Extent Distance bloom radiates from source.

Example: Effect of Setting Bloom

Image without bloom Image withbloom

Settings Dialog BoxCamera Settings Tab
General

Projection Type

1 Perspective Makes model appear as if all lines converge at a distant point.

1 Orthographic- Parallel lines do not converge, regardless of distance from viewer.

1 Spherical- The image appears as if you are viewing it from inside a sphere. Use this
option to create custom environment images.
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Perspective projection Orthographic projection

Focal Length

Available wherProjection Types Perspective Determines the angle ofiew of the camera
in millimetres. Informally, focal length can be categorized into wide angle, normal view, or
telephoto.

Depth of Field

Depth of Field- Places part of model in sharp focus gatt in less focus. When cleared, all
visible objects are in focus.

Focus at Mouse Available wherDepth of Fields enabled. Click this button and click a point
on the model that you want in sharpest focus. This point becomesFiheus at Mouse
location.

Focus Distance Available wherDepth of Fields enabled. Defines an area to keep in sharp
focus. The area extends the specified distance fromRbeus at Mouséocation toward the
front and back of the image. This option is set when you establistues at Mousdocation.

F Stop- Available wherDepth of Fields enabled. Indicates the aperture size of the camera
lens. A smaller value results in greater distortion nearer the focus point. A larger value
results in less distortion further from the focpsint.
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Depth of fieldis cleared. All visible objects are in focus. Depth of field is enabled. Focus at mouse is selected and the ust

clicked the red ball. Focal length = 2.87. F Stop = 0.25, which
increases the blurriness away from the area of focus.

Render Frame Dialog Box

TheRender Framdialog box appears when you perform a final render. It shows statistics
and the result of the rendering.

Numbers0 through9 Displays the ten most recent renderings.
Save Image Saves the rendered image in thath you specify.
Save Layered Image Saves the rendered output and its corresponding alpha imag

separate files in the path that you specify. From these files,
can create a composite image in an external graphics prog
for example, to displathe model in a new environment.

Final Color Output Toggles between the final result and the alpha image, w
serves as a mask.
Gamma Adjusts the brightness of the image on the monitor to mg

closely match the output image.
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he design checker - Drafting standards (ANSI, 1SO, DIN, JIS, BSI, GOST and GB)

are provided with a set of built -in drafting standard files. Validation using these files
ensures that the SolidWorks document conforms to the corresponding drafting
standard.

ne - Button Push to Correct All Errors -A new tool, Auto Correct All, lets you correct
all of the errors shown in Design Checker.

ketch pictures applied to SolidWorks drawing sheets and parts are now visible in
eDrawings

hotoWorks decals applied to SolidwW orks models are now visible in eDrawings.

eDrawings displays decals in SolidWorks parts and assemblies, and also in
eDrawings files saved from SolidWorks. The decal must be visible when the model is
saved to an eDrawings

file.

ou can assign different materials to individual bodies in a multibody part. The

material assignments are used by mass properties, drawing section views, and
SolidWorks
Simulation.
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