DESIGN TRAINING / VIZCOM 101

VIZCOM
101

Quick training guide
A ShOI"t introduction 'tO Vizcom for designers, Get 'tO FIG. 01 LEATHER BELTS STARTING POINT FOR THE EXAMPLES
know the program and the range of what it can do,
with examples from neckwear, belts, and wallets. PRODUCTS Neckwear, belts, wallets
COVERS Sketch, render, vary, 3D, animation
PRACTICE A suggested first 45 minutes
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START HERE

WELCOME TO VIZCOM 101

Vizcom 101 is a short introduction to Vizcom for designers. It covers the essentials of sketching,
rendering, and iterating. By the end you can set up your account, find your way around, run a
full sketch, render, and refine cycle, and use the Workbench to explore variations and motion.

The examples in this guide come from accessories: a striped tie, leather belts and buckles, and
wallets.

TRY THIS

Keep the guide open next to Vizcom and take one product, a tie, a belt, or a wallet,
from sketch to export.

FIG. 02 STRIPED TIE

THE WORKFLOW IN FIVE STEPS

01 O a2 O o3 O o4 O o5

Sketch Render Vary Extend Export

Draw a clean concept in Turn the sketch into a realistic Explore form, color, and new Make 3D, animation, and in- Upscale and download in the
Studio, like a tie blade or a image. views, like buckle shapes and context scenes. right format.

buckle, or upload one. belt colorways.
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OVERVIEW

LESSON MAP

All 16 lessons, in order.

STAGE 1 O STAGE 2 QO STAGE 3 O STAGE 4 QO STAGE 5
Getsetup Sketch and Explore Extend Deliver
render

01 Creating your account
02 Workspace overview

03 Creativeinterface

Create an account and find
your way around Home,
Studio, and Workbench.

04 Sketch exploration,
starting in Studio

05 Rendering sketches

Draw a concept, like a belt
buckle, and turn it into a first
render.
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06 Workbench
exploration

07 Form variation
08 Making adjustments

09 Color variation

Generate new buckle shapes
and belt colorways without
starting over.

10 New views

11  Generating 3D in
Vizcom

12 In context rendering
13 Animation

14 Generating
moodboards

15 New verticals

See a design from new angles,

in 3D, on a model, or in
motion.

16 Exporting and
upscaling

Get files out at the right size
and format.
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STAGE 1 / GET SET UP

FIG. 03 STUDIO, ONE BELT ON THE CANVAS

WORKSPACE 1

STU DIO Your drawing desk

A focused space for drawing and rendering.

Pick a layout from the Vizcom logo in the Home panel: Default, Classic (most
sketching room), or Stacked (Create and Layers side by side).

In the refreshed Studio, every Al tool (Render, Modify, 3D) lives in one right-
side panel.

Designs generate in the background and land in a Results panel, so you can
keep working.
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FIG. 04 WORKBENCH, BELT AND BUCKLE EXPLORATIONS

WORKSPACE 2

WORKBE NCH Your idea wall

= An infinite, shared whiteboard for exploring many concepts at once.

m Pan with spacebar + drag. Zoom with trackpad, Ctrl + scroll, or the corner
controls.

m Click Create near an image, choose Render or Refine, and generate. Click
again for more variations.

m Teammates work live with you. Click their initials (top right) to follow their
view.

m Switching: from Workbench to Studio, double-click the canvas or press Edit.
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STAGE 2 / SKETCH AND RENDER

FROMSKETCH TO RENDER

One belt buckle, from technical drawing to render.

=
01 DRAWING VIEWS 02 DIMENSIONS 03 RENDER 04 SECOND RENDER
Render Refine Drawing Influence
m Creates a new image from your sketch. m Adds detail and material quality, and m Controls how strictly Vizcom follows
keeps your colors, shapes, and your lines.

m Use it for your first concepts and new

directions, like a new buckle profile. proportions.

m Higher stays close to your sketch. Lower
m Works best from a color-blocked sketch, gives the Al more freedom.
such as a buckle with its finish blocked in.

ORDER OF WORK

Render for new directions. Refine once you have a direction you like. Adjust Drawing Influence as you go.
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STAGE 2 / RENDER AND REFINE

WRITING A GOOD PROMPT

FOLLOW THIS ORDER, AND SKIP THE STEPS YOU DO NOT NEED

01 Subject umbrella and pouch set

02 Details and materials optional, the image shows them

03 Setting white background

04 Style photo studio quality, even lighting
05 Brand feel optional

m Lead with what matters most. The first words carry the most weight.

m Separate ideas with commas.

m Adjust emphasis with weights like (even studio lighting:1.2). Stay between 0.5 and 1.5.
m Short prompts often work as well as long ones.

m Change one detail at a time, like a print or a background, to compare directions.

EXAMPLE PROMPT

create a photo studio quality photo of this umbrella and pouch set with
even studio lighting on white background
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FIG. O5A UMBRELLA AND POUCH SET JUNGLE PRINT

FIG. 05B UMBRELLA AND POUCH SET STAR PRINT
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STAGE 3 / EXPLORE

EXPLORE VARIATIONS

Once you like a render, do not start over. Use the Variate tools to branch out.

FORM VARIATION What other shapes could this buckle be? COLOR VARIATION What other colorways work for this belt?

A SIMPLE, RECTANGULAR B ORNATE, CURVED GREY BLACK

m Add a Variate block in Workbench, or open the Variation panel in Studio. m Start from a render or sketch and choose Color in the Variate block.
m Pick a preset or write your own axis labels, like chunky vs. delicate. m Extract a palette from any image, edit it, use saved asset colors, or pick a
preset.

Drag the point on the grid, set a count, and press Generate.

Nearthe-centeris-subtle -Farther-outis-balder: m Choose how many variations, then generate. No re-rendering needed.

m Handy for CMF exploration and client options.
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STAGE 4 / EXTEND

BEYOND THE FLAT IMAGE

Two lessons in the Extend stage.

LESSON 10

New views

Generate different perspectives of
the same design, such as front, side,
three-quarter, and end views. Here,
one pouch shown four ways.

LESSON 12

In context rendering

Place a design in a real setting.
Here a belt is added to model
photos to see how it looks when
worn.
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STAGE 4 / EXTEND

3D AND ANIMATION

Turn a finished render into a model or a short video.

2D TO 3D From a finished render to a model ANIMATION From a still to a short video

m Add an Animate block and attach one or
more frames.

m Pick a motion: Turntable, Zoom, Pan, or Tilt.

m Add an optional prompt, choose Standard
or Turbo, and press Animate.

m One frame is enough. Results loop by
default.

m Tryit on anin-context shot, like a belt on a
model, to see it move.

CLEAR SILHOUETTE AND SHADING SEVERAL VIEWS OF THE OBJECT

m Start with a finished render, like the buckle, and click the Generate 3D icon.

m Choose Standard (faster) or Detailed (smoother, sharper mesh).

m A clear silhouette and shading gives a more accurate model.

m Export as GLB, OBJ, STL, USDZ, or FBX.

FIG. 06 LEVI'S STANDARD
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STAGE 5 / DELIVER

EXPORT AND UPSCALE

Get the file out at the right size and format.

IMAGES PNG, JPEG, SVG (vector, Pro)

VIDEO MP4, GIF, like the animation on page 9
3D MODELS GLB, OBJ, STL, USDZ, FBX

SIZES Original, 2K, 4K, 8K

m Open the Export panel from the toolbar or right-click menu.

m Use Original size for screens and save upscaling for print, like a line sheet.
FIG. 07 UMBRELLA AND POUCH SET SAMPLE RENDER

m Export PSD layers when a teammate needs to edit.

m Several files download together as a ZIP.

Export the same pouch set render twice, once at Original size and once upscaled, and compare the zipper and stitching.
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WORKING HABITS

BEST PRACTICES

Small habits that save a lot of re-rendering.

01 O o2 O o3
Prepare your sketch Steer the result Common fixes
m Keep it clean. Use high-contrast lines, one m Blend with a brand look. Build clear volume m Render looks messy: clean up lines, remove
product per canvas, and no messy first, add the brand’s visual language in the clutter, scale the sketch up.
backgrounds. ptrompt, then lower Drawing Influence step by = Al drifts from your design: raise Drawing
m Go big. Larger sketches give more detail. Use Step- Influence or switch to Refine.
Move (M) so a slim tie or belt fills the frame. m le;lllance structure and freedom with Drawing = Too literal: lower Drawing Influence and add
m Test it by eye. If it would be hard to render nruence. a stronger style word.
cleanly by hand, it will be hard for Vizcom m Ffollsh lz?\st. U.se Modify on spef:lﬁc regions, = Odd or distorted: bring prompt weights back
too. like a stitch line or a buckle finish, once the

: o toward 1.0.
main render is right.

RULE OF THUMB

One product per canvas, drawn big and clean. Change one thing at a time.
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PRACTICE

YOURFIRST 45 MINUTES

A suggested first session to get comfortable with Vizcom.

@) @) @) O @)

01 02 03 04 05 06
Setup Sketch Render Vary Extend Export
Create your Draw one simple Render twice, once Move your best Make a 3D model Export a PNG at
account and open product you know with high Drawing render to or a turntable Original size and an
a new file. Try all well, like a wallet, Influence and once Workbench. Try animation of your upscaled version.
three Studio belt, or tie. Keep low. Compare. Form variation, favorite. Note the difference.
layouts. lines clean. then Color

variation.
LESSONS 1 TO 3 LESSON 4 LESSON 5 LESSONS 6 TO 9 LESSONS 10, 11, 13 LESSON 16
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