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& /2 apply Twilight Material Templates to all
QAR our SketchUp Materials.
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In SketchUp we have painted with simple
colors and named the materials by what
we Intend them to be.

atch paint from Measurements
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We painted this surface gray, then
named this material "Blurry Metal" so we
can easily find it later.

atch paint from Measurements
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We painted this surface white, then
re-named this material "Mirror"

atch paint from Measurements
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We painted the sink white, then re-named
this material "PorcelainSink™ .
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This faucet is painted with the
'Corrugated Metal Shiny' SketchUp

material.

atch paint from Measurements
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This sphere was painted white, but
renamed as "Realistic Glass".

atch paint from Measurements Y
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This diffuser is built as a 1/16" thick
curved surface. It was painted white, and

renamed as "Translucent”. It has an
omni light behind it at power of 1.

atch paint from Measurements




@ CornerWallSink_Twilight_ReadyForMaterialTemplates.skp - SketchUp =Jo/Ed

File Edit WYiew Camera Draw Tools Window Plugins Help
. g T T I T — 1 .
‘ JFMAMJJASDFND 06:40 Al Noon 04:30FM_8 /"'
2B ™EA M v Laeo ~|'e UE‘EL‘B%U
N Scene1 Scene3 I Scene 2 |

& &
Bz

Select a material in the model to edit in Twilight
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Now we choose the Twilight Material Tool.
Then we click each material and choose a
template to apply.
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o The Brushed Metal material type takes a
long time to render, and looks great with
Higher render settings such as
"Medium+" or "High+" The "Fast" metals
will render more quickly and look better if
using lower settings.
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Architectural Glass category.
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The pull-down menu beneath the material
preview scene allows us to choose from
many useful preview scenes.
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If a model is having "Realistic Glass"
applied, it must have a thickness, and be
a closed and proper solid in order for it to

look correct.

Measurements
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You can see the SketchUp material has
been changed to match the transparency
"look" of the glass.
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Click the "Library” tab in the Material
Editor dialog.

\ C:\Program Files\Google\Google SketchUp 7\Plugins Twilight
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We Double-click a library material to apply
It to our model.
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Keep in mind that library materials can not
be customized / edited.
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Translucent materials need a preview
scene designed to demonstrate how they
will appear.
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1) First we apply the template.

2) We want to keep the "look" of the
Shiny Corrugated Metal texture in the
SketchUp model, but we want to break
the link between the color of the material
and the texture in SketchUp.

3) Then we will choose the base color.
Type: Generic [Reset] D\
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Now we break the link of "Texture" to the
Twilight diffuse color.

This must be clicked first, before
iC:tProgram Files\Gooagle\Google SketchUp ?'\Pluginsi,TwiIighti Ohanging the color, otherwise the image
| inthe SketchUp view will be replace by
the color and change to match as well.
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‘ ﬁet's choose a more ‘Stainless Steel
color. Itis an extremely flexible template.

We can change the shininess, add bump
and more.

For a specific type of metal, we could
also choose one from the "NK" Metal
Library.

Type: Fast [Fast Aluminum]

Library materials are not editable.
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Material Edifor ~ Templates | From Scene kp - SketchUp ;EK
J Edit [ Library ] v
() (| oo rabizss, 53,63 | [ FER™MEN 5’
Color
Basic colors:
_ U e i
HfTEMENEN
HEENNEENNEN
HENMNEEEEEN
EEEEEEEN
HEEEN .
Custom colors:
EEEEEEEN e B
---I_I_I-l_l_ Hue.ﬂ Red.ﬁ
Sat: |0 Green: | 208
Define Custom Colors > ColorlSolid Lum: 1196 Blue: |208
0K Add to Custom Colors
Refresh

Type: Fast [Fast Aluminum]
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Let's see how it renders.
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Twilight Render | View | Cameras | Layers | Layouts X

Settings X

4 Render Camera Advanced ar b =

Select the method and dimensions for your render.

Digpla}xg F=1=3 Enter the width and height of vour rendered image.
rendered preview. ‘
width: 500 £
Y |m
A |
Height: S00 v
L—_I Fit ko view proportions

Actual Size: SO0xS00

Preset: 05, Medium+

02, Low
Medi il be ok for bl - 03 Low
Medium+ will be ok for blurry metals. 84 Fedkion
High+ will be best, e CLICK
: R
_(7 _>

‘.( [ 111} .)J






Twilight Render | View | Cameras | Layers | Layouts
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Materials With Twilight
Intermediate Part |
Complete

| \Q

[‘l\. l / Complete! [Elapsed: 00h 34m 02s]








	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	

