NC Al - Al 3D Of|All K&t ESHE

VARCO 3D 7| 27l FULL

O|0|X|-fAEO|M 3D BE, BIAK,

01 S3&E7| 2~3=

0

N

oA (Z24 HE| - FXIE) 4o5=

03 3D MA (BlO|MA MEH) .7z

04 O|0O|X| AEL| g=

05 3D AEL|Q (HA| - HIAK - H QI
E) 9~10Z2

LEIAL . 7|FL 2026.10.21

2| &, Of LK O[3 7k K| 2k S2Of| A

06 OfL|Ho]d AFC|L (2] - OfL|{H[O]H -
EE) 11~13%

07 Flow 222 (== 135 - HEA 75 -
MCP) 14~31%

08 o= 710|E (ZE|=EE2 =X -5d-2|HAl-

Q1R -PBRANA| =2 E[H-2| B-&7tHE) 32457

09 7|58 &AMl L (K& "R - FoAte -
HEOIE) 46-67%

1/68-7|& 2026.10.21



njr

=2 27| (Explore)

AmLIE| o 5ap =l 245 BE= R otH

=9 0‘||§1|(Asset of the Day): =X 3D OMIS 3D @ VARCO3D  UjojM E29  3DMH ONXARCQ 3DAKCR  OfLMOMARCIS Sound 7 Docs 7
FOE HE E22 & US (Y: Wooden Treasure
Chest)

C|0|E 4 License When You Generate [

24 HiL: MEEH 2[HofLMold €2 X2 7S
271 2EZE 2| GOOIE ol £ HBO: 49

Al 2tod A e o] EAIE

of| M 22| CHE AFE AL oA HM, =W oM &

[ == B 7

=z, E@@dle) EtY EH, 7HEDIL) 0K (SLE)

AFEH Bl U] O, B2 (Flow), 30 444, 0[0|X| £ Wooden Treasure Lhest

7L, 3D A/, ofL|Ho]Hd AFL|2. Sound,
Docst= 2|8 &3

on g H2717] >

b ZQIE ThY, 2 O 7| E(Queue), 2 E, 210

nx 0z
od o

KNDA_Na

KNDA_Na

EHE7| Ol 259 o Al(Wooden Treasure Chest)at 241 HijL

2]
on

2 /68 - 7|F 2026.10.21



= 27| HRL E|

AN, Y, et WEE 2 AR

% VARCO 3D Lif off st

u109718473

BB1111

u985402616

u109718473

u109718473

kuy08070

kuy08070

kuy08070

FHRLE o} 22 9

=

kuy08070

kuy08070

=L FHOA &
&
/
X

u357407346

Freemason

KNDA_Na

u10971

kuy08070

- 7|& 2026.10.21




L of| 41 (My Assets)

Lj7t 2= S22, 3D, O[O|X| S =0 22|

HH o4/ FX|& B2z Mt

R/
Z E22(Recent Flows): | HASH ZE22 HiZ2

Z|2 ofOjx|: O|OfX| AFL[20]A
ZEJtHE2= BA|)

o= o|OjX| (=2

ZF MIA
i i R

A o|Al: SH(3D-0|0|X|-Flows S)-4

oj'H E7|"ZE MK 2& =0l

o B B B S

oz =2 1
de|E/55 27), 48 ZE2 o2 /W& o ol d
2| (CS &)
52g

4 VARCO 3D

2

=)

L o5t

Image to Texture 2026-10-20...

23D

3

Cartoon Fox Character

EHZ ojojx|

=2 oM

Parts from Image 2026-10-20...

Rusty Wooden Barrel

Rusty Wooden Barrel

Scene to Props 2026-10-20 1...

Rusty Wooden Barrel

Untitled

Rusty Wooden Barrel

DF_CO1 24t 10K #2npd

h o

Cartoon Shiba Inu

4 /68 - 7|F 2026.10.21



f 041 Rl 20 MEY - 0|5 - FXIE

HE ZEOM B0 12D, F0{M F7[1, B0 |27

AT O TA o) - de 22 - 52 5 R

204 o
MEH T 5}7|/tf 7] Shift-Ctr-CmdE +2 X S2ist
W 7L AE FEH JEOM K<

SYHA v WREAUZ v WEANY Ute v

E T

0|5: MEP $22 BOiL} 9T FR(HS )0 "
Zojct £7| -

AN-2E: MY Y22 FRIE B zom grse B "

2 0|5, FAISOIAES 22 ofAolLt T o4t ol [ "

D @ 3D @ 3D @ ojnjx|

Zojtt sop =2

Cartoon Fox Character Rusty Wooden Barrel Rusty Wooden Barrel Rusty Wooden Barrel Untitled Rusty Wooden Barrel
FXE o 22 ofATA oM Fol AS. FXIS2
HE 2E0= ol S o Holl A7 AHsts HE

of A=

EOM Bl XS SE2IHH ME S|
| I D HO

Old Wooden Barrel Cartoon Shiba Inu i Cartoon Shiba Inu Stylized Shiba Inu Cartoon Fox Character

ad
-

A of 4. de R =202 3745 MBS ol (715 "o FXIS, RLERN TH HE.0l5- AKX HE)

5/68 - 7|F 2026.10.21

njr
2]
ox



3D M4 (Image to 3D)

O[0|X| B B(EE HEIR)OZ 3D BY 44

U L4 THY O[0|X| / EE|F(BETA). png, jpg, ¥ vaReo
Jpeg: Webp/ ?':‘l [:H 1OMB %El_l OlDlon‘”A‘l Hri O|D| @ O|ojx|= 3D M4 2|2 0| D|X|of|A AMEH + g oSz
x| BEYEIR MA TS
E! 202644 108 219
E2|2 £ 5K, 10K, 50K, 500K, TM Z2|Ml = AL = —
N gSisl

EEEX 44 / AAHFHE) HIAl M=

€3 olalx] B 2026' 108 208

SM: HAK MY (1K/2K/4K), PBR BIAK, 2T} ALE, o el
T-EX gt P
2to| M A: public / Private A& (CHS %) ',
X2 o|O|x[oflA AdEH: O|O|X| ARCIQ ZAUES HE w e
= 3D= H#gt a0

ZQIE: 5T A% 7|F 3D 4 200P(HAN MYe

1™ 100pP), HEIF MM 200p EMOICt CHE = U2

Ll B{E0| HEAIE ZtS =I5t EL

Private » 2026'1 102 9%

& 3D WYl 200

3D 4d IE: & O|0|X| =, or2fZ0f 2to|d A 1t 3D 4 -d3t7((200P) HE

2]
on

6/68 - 7|F 2026.10.21

njr



20| M A MEH: public / Private

3D 0|l AMMdE [ Public / Private EfO0|MAE 1211

glo|MA &£ £ A= EH =
Public DEZH CCBY 40. EXE EAISIH CH2 AtEHO| &M 0|88 &
sl MM +H.- 398 = AUS. ARLUE HMEHX 0|21t
sHH 200E 5 S
Private Plus O|& (RE  W7H 4N Z M8 7hs. 518 10| HRFLIEIO AAE
Z 71238 AL SEO| MO|X| &G
cco FHELIE[Of AAl  CCO1.0. £7L EX EA| gl0] 42X 0|82 =&l At
st [EA AE Tts
Ini=2_ gy
o 3D MM {4 otzf '2t0|M A" F — Public / Private MEf — MM 2lo|MA L= ofAlat
g MY E
e Flow?| Generate 3D =E0|= Z2 License &M0| S

Free ZWE Public, Plus O|& L [t2 N2 X| %O M Private2 M=

golshs 2

o 04 503D AR/C|IQ2| 2 FEO 2to|dA E0| 1, FE OF0| 20| B2 2O
L2

2otE

ojAl2 2tE mjo| 2to|MAE {X|THL|Ct LtE0 22 vt E OHZ LIt
L Private Ol X10j A BHE O MI(Z|HA|- 2[4 Z1t )& Private
HRLEIOf HAISHH CCo?t HEE[1, AAE FasH= CCos FXIELICE AAl Hof

etolstH F LI

o
njr

2]
on

of 4 JE0A AR = =0

— -

“ VARCO 3D

oluixi= 30 44

ojaix|

6 olix

R el 42 ©200

22 ofo|xjof 41

20261 108 219

20264 108 202

+oeEd)

7 /68 7|F 2026.10.21



Wl O|0jX] AR/L|2 (Image Studio)
E=Z

3D M A& 4 o|0|x| 4

EEEE %IE1 + x.:.l'_;E olnlxl EEE + VARCO 3D

—

3D TEIZE AQ|X|: 3D Hzto| Xetst WEfZ 0|0
_|

1|5

2eliEl LR 2§, =& H o, AIYE ol
1

NanoBanana2 1

Zits 22Y, HE0 A 5F0| £0[1 3D
|

E: 2™ M 7|F Nano Banana 22 1% M40
DEYS0 et HELX| L Ed HES HAIE

A cute stylized cartoon shiba inu dog standing on
all four legs, full body, three-quarter side view,
neutral standing pose, game character asset, clean
plain light gray background, soft studio lighting

3pzExE @ A4Ms7| @50 cwe

O[OIX| A/CIR: "QefE UHFE =&, 5T F [, AL o" =E=E= BE Zi(Nano Banana 2)2F HE

/

i
N
0%

2]
on

8 /68 - 7|& 2026.10.21

njr



3D 25C|2: HA]

MMEl 3p REIO| HEfQ} X E T

%EH _J'\_Xo-l "7|'t<|3|- X'” 7", :I'I'l EI ?EI |, T-pOSEE tﬂ%l"x-l ¥ VARCO 30 4/ Rusty Wooden Barrel A | ce=s =
EE',l E—"!ﬁEE 3D %EH% rﬂﬂ (X—IXH Ael% 7|Z¢S 1OOP) @ UM Han el varco-3d-20 ol
2IBIAL: B2 H(5K~100K £ ALSR Fo| o
_ 30808 PBR  HeoIg
1,000~100,000)2 &f /A A4E EEZX| 2 T , y
= 2 e Private

Al A& UVE AIZ X5 T

2 HE: AL 23 (varco-3d-2.0), EEEX|, &2
/88 = PBR O 7, 20| A HA| G =uis
" Ez4+ 0
92 PAE, KA AAEAK AA UV Map 20
AM/H2EE2 ARLUE &7 S ot HEL|.
REZ oA 52 2[HAlAI HE-PBRICIEL R

2HE 7ts

Az

AYH O 4+

A Hgstr|

3D AELC|Q HA| B (=5 oAl - 50,000 &2t - 2H0| M A Private)

9/68 - 7|&F 2026.10.21

njr
2]
ox



3D A5C|Q: HAKN - HOIE

RO MES Al Es HY 2fA2 HE

Bl A K| EH e

HA HAH  HolE

@
AKX MM Q12 0|0|X|, 1K/2K/4K, PBR M EH = Af

4 AE 28

| =]
2448 HE 29 7[F 100P)

MYHME 8 "WE FE BY IIESR 22 H
2E XA2 ME 88 (HE 29 7|F 100P) " e

PBRH B

AE|#H: AE|H 20| 22| = XA =78 0|0|X| A H: MYIHE $F(100P), PBR HAK
£ 22 52U 2% 37|/2|H/258E =F

® U HaH Hee

HRIE & 8AKN M el (?l)at ~E[F(0F2h)

2]
on

10 /68 - 7| & 2026.10.21

njr



OfL|mjojd AR/EC|2: 2| F

3D FHEEOf #CHE AT HaHE

Al E’.|7°|; 3H§!E'|O“ ﬁgéla'”% Xf% g“g -_ré_rl:}'|—LllO|E |Aj 2zl ofiojo|d
S = £712 2 BETAS AR ¥ avte 2apx = [
7t AP EY BETAE 71- 10| ZAISE (A|HHA 2

2z

Yz xy gol)
oA 212 22 /XS - 0= X8 2[4
2[a d4 W HE: ZX /AR E / 90[E 37HK]|
e
22 dE = 0|5(G), 2T (R), K EZ, 7| AtAM|(Tab)
'Xj% Hips
g Spine

2 E2oM 22 FILEH AN, HE WAl Spinet
0|5 #Z/AH/#Z) &l = 2|10 #Y X B

Head
oM 552 22 /24 /7 0fLHoMez EHY

Al 2[ZdE o2 74

njr
2]
ox

O TH| x£7|2}

O EX X7|8h

B (500K

)\F7F6=i

O

=

o

: BB CH 2F

2 E2[(Root > Hips > Spine ...

)

varco-3d-2.0
tri

500000
31750

Private

11 /68 - 7|&F 2026.10.21



OfLim| o] A R/C|2: OfjL|H 0]

2| ZE o] 2 Za|A HE

24 ato|=aia|: of7], 27|, a7, fiz 2ol
71, HEMF, 2, WA 67, gHe, Hm 5 o s
OLITIO| 4 HMTt B2 TX)7)

27 HE 02 UG 2T HED 27| (018 F)

Hxt2| ojL|mjo]ld E=: 0|5 O] MAt2|of A AH-

iy
=

Ir
il
Ho
Hu
Ot
N
I
)
>
N
or

5= 3713 5= g27|

njr
2]
ox

b M xt2| ofL ool £

=)

tri
500000
311750

Private

12 /68 - 7|& 2026.10.21



Ht= (Looping) Off L| o]

FHLO|= Of L0 0] ¥ 266501 CtEA| Bl Bt Ht= XY=

=i
OH
=
=

212 ofiigjojd

varco-3d-2.0

A A =
He 24 HE2 S A22L S s g O 2 5| & =  otmtory 2 -

500000
e 311750
A O

o H= L OfL|HO|M IOl £
Flow2| Animate =& 24 M

o ZM: OfL|HO|M HMEO looping £ loops &
Hofl Lt

o EAZE HH MY Y A o) 2T mA

, Private

12 oH
02t

<
Ju
Of
=
ol

El
i
gl
°
o

Mg =M
1. LT O] 4 ARL|20M 2| ZE FHLO|E FHEHEH &7
2. OfL[OO]d B — RF AH7| FIH 2| B2 E2{H EX|7|)

3. CHE 240t £Z0| =2t HESHE EU bt

=

=4

oot &)1

e FHLOIE 2O M AIFEY 2[00= 83

= HADT
o RIUHHE2 LR OfLIHOH0 MSEH AL S0 o F0l2ts 4 ¢

v

13 /68 - 7|& 2026.10.21



07

Flow(ZE2

LEE 20

AMZESL7: 2% O ' EESR
FlowZ 8l ZHHAZE OHE A
2 NE2H EALEO0| "H
gE

LE XI5

E ZAM S =20A ME

A ot LEol £ ZEE
e HAx™ =70
AlE|, A4 S HESZ
Aol =% St

M R

Lock, Delete M7t S

2. 0l LEE cajaE Mes) 1202

g -

S, Lock/Unlockl 2 Al

U (AEH AHLHZ0|AM 3D

St= Ol AHE)

HX £ ME

B), £ AM Asset Library

P

7|E}: &

EE n

Ci 22 QL7 =10 O]
L

IhS AL, Templates oM HE

un AlI2 | Al - EE MERS}

= R
un(ME - E0F H3H) Download, Duplicate,
=

EH /0| 5 (Pan) &7, Note & TH(ZHH{A O

F):Maer By AHEE

53 HO= gigsf "HAE - 0[0[X| - 3D - 21 -

& v Parts from Image 2026-10-20 20:26

— My Flows 2| New

» Run All

CHe Ol A AL &2
LE D20tz A

(Lh of & =2{=27]), ofL]

Y
o
&
o
3
3
Q
«Q
i
il
>
0%
tot

OfL{Ho[4"S StLte| mo|ZEtle 2

Parts from Image

I™: Note2| HOW TO USE CtLl, &£ O|0|X|, LEZ

of o= o|O|X|

21t

14 /68 - 7| & 2026.10.21

Share

Send Feedback




™ Flow M4 $I%I2t MCP =7 0|2

Ol O|E2 Flow(E2%F). &HOAM X= Xt Al Of0|HEE MCP =7 0| &

4 VARCO 3D

SN e 2
o D% AZACHORO 'E22(Flow). HHED QHY 21E 22 0|22 &L ct
o EE 3H: My Flows / Templates &, Al ZiH{A= New Flow :
o Ui 041 A2 =22 (Recent Flows) MM, A oAl 98 ZE/O| Flows % A : g
MCP= Al O[O|HIEE o12is] 2rpe
Flow 23 McP E7 37H) |
list_flow_sessions s a i l .
run_flow Z29 3131 9% = Zal Bi27}7, Of2f My Flows / Templates BT} New Flow

o Z 2 ZA MCP &7 2tL(3d.varco.ai/mcp/setup.md)2t SA 2 219|
Codex-Claude 2 7I0|EE =T EL|Ct

Ol EME 2t B7|HHE Flow(EER)E HASLICE

oL 15 /68 - 7|& 2026.10.21



™ Flow: =E 38§ (13%)

Add Node 0|7 7| 471 ZtHA2]. @1 =& ¢S B, 48 LE= 20 449 HeEs 2

=& L5 74 S5te e/ F2 4%
Text Text (Text Prompt) 2 OIO|C|Of, ZEZE XAZ & HIAEE XS CHE E2 ME
Generate Text oM LLMeE ZETES 7 IfEM-22|. Prompt, Reference Text(Z|CH 4), Reference Text
Image(XICH 4), Count. Prompt/Result {22 Znt =0l
o Generate Text
Image Image =2 O|O|X| YZE E= My AssetsOf| M =22 27|
Generate Image ol 4 HAE=Z O|0|X| 9. o|0|X| =& ME4(7|Z GPT Image 1.5), Prompt, Reference
Image(X|CH 4). Advanced: H|&(Ratio), 44 7§ <=(Count) Image
Edit Image oM Y& 0|0|X[(Source Image 1&)E HAE X|A|(Reference Text)2t &= O|0|X|(X|CH 4)2 Generate Image
HE d MEd Advanced &M
Edit Image
3D 3D = My AssetsOfl = 3D 2atE2S =2 TM2|0| AHE
Generate 3D oM O|0|X] 1% — 3D. Target Polycount(”|& 500,000), Topology(Triangle/Quad), Generate
Texture, Texture Size(1K/2K/4K), PBR Texture, License(Public/Private). Advanced: Use 3D
Alpha, T-Pose, Count
Generate 3D
Texture 3D o M 7= 3D0| HAKE MZ 2l Source 3D + Reference Image(1), Texture Size, PBR
Textu re Texture 3D
Remesh M H Al X{ . Target Polycount(Z|+& 50,000), Topology(Triangle/Quad) Remesh
PBR M 3D 220 PBR ME X2l HE (ALY ATAHAIZH HAEHE) PBR
Animation Rigged 3D 4 My AssetsOfl A= 2| ZE 3DE =227
Rig H M 3D0|| i CH M. Rigging Type: Humanoid / Humanoid + Fingers / Quadruped(4%) Rigged 3D
Animate oM 2|4 3D0f| 2M H&. Select Animation(Z 2|4l MEf 2™ ZE) In place animation(X| Rig

Ate) E=

Animate

Add Node(N) |+

2]
on

16 /68 - 7| & 2026.10.21

njr



¥ Flow: = E ShHz0f H7|

137 LEE HHAO 25 22 2 2t (% H Textlmage / 3D / Animation)

]
on

17 /68 - 7| & 2026.10.21

njr



U, A2 oAl

]

Text Generate Text Generate Text AEI% L= Text
CHE B0 §AF= HEY 2
% "Text Prompt"2 HA|&.

LLIM2Z HAES g %2 Of0|C|0E AN 28X

E2 &&s17{Lt O|0|K|2 A8 oja] 7jo] ZEZE
2 U= I A8,

U Prompt(BIY Y = AZ), Reference Text
Z|CH 47}, Reference Image Z|CH 474

dd

ode — Text ~EH

AHg 3
Add N
o

=3  HAE (Prompt/Result HOIM ZI} 240l
A
=

2/2810] O[O|C|Of, TETE, AEHY K|, 24 s e 0 @ Count: 82 2 AT
A"E‘ %% xl-A-l (EXpandE i7'” "ﬂﬂ, Copyi %M’) Add Image (0/4) Al-_g. I:gl:é.-l
3. %Eﬁ EE% Generate Text Generate Image, Edlt 1 Promptoﬂ _?_91\; M_I |:|.E|__—|L —%pxl Xl*l (Oﬂ ..Ol O|E||
Image2| S BH0| A RO 28 a4E Bat 22te] 44 mEmER W
A oA =)
A1} E ol 4
Text Generate Image Generate 3D 2. &g HMAEL O|0|X| S Reference 20| A2
3. 2% 2 Result ®0IIM 21 &40l Ctg =2 HZ
B Z2 2 XAE o2 20 gh5siA Z0f HE oAl
Of & Ijf Text StLIE Of2f =0 HZASHH oF Ot
S| &l Image Generate Text Generate Image
L = =lo

&l Scene to Props, Parts from Image BE&l2 0|
LER 552 U=, OFA| Generate Text 8/ E &
= StLt4 HOtH.

o
njr
2]
on

18 /68 - 7| & 2026.10.21



ag

/7: Image - Generate Image

2EU AE LE, G2 oAl

|mage U3 L |mage

O|OIXIE E2%0 E= == A OlE, 27X, &
AREL, F2 OJ0fX| S.

2 Upload(th PC) EE£ My Assets(VARCOO] A
BHE O[O X|)
=3 0|O|X]

ALE 4

1. Add Node — Image 41E4

2. UploadZ I}E ZE2|HLt My AssetsOi| A 41E4

3. Generate 3D2| Source Image, == 25 Reference
Image /&0 HA

HE Ol

Image Generate 3D

Generate Image

GPT Image 1.5

Add Image (0/4)

Generate Image ## =5 imace

BIAE TETER O|0X|E d4. E& Generate 3D
o CHA O M 3DE THE 74 O|0X|E BHEE= O AME.

U Prompt(BIE 3 E= Text/Generate Text
A Z), Reference Image X|CH 47

=3 O|0|X| (CountZtE 03] &)

A% Image Model: GPT Image 1.5 /2 /25,

Nano Banana 1/ 2 / Pro (7|2 GPT Image
1.5)
Advanced: Ratio(H| &), Count(&=)

N —_—
F

fu

[El

|m

i

™ MLt Text/Generate TextS 2
(¥Z Al "Node Connected"Z EA|)

3. AEHYS 32| M Reference Image Y2

4. AdvancedO|AM Hlgat Z4 4H T Y

A oAl

Generate Text Generate Image

Generate 3D

olo
MO

19 /68 - 7|& 2026.10.21



3[) om e 3p

o =0 3D M E E2RE =22 E £E.

Edit Image Edit Image AEIE’-Q" Lrc \mage

7|Z= 0|0|X| 128 HAE X|A|0f M2} 2=, A H7|,
QA FILHA, ZX HA HIA HAH 5.

U2 My AssetsO| A 3D 2} ME4
4= Source Image 1&(Z =), Reference Text( =3 3poo
X X|Al), Reference Image %|CH 474
=3 2ds= o|0|x| A8 gd
R 1. Add Node — 3D 41&4
M3 Image Model: Generate Image®t Z2 63 2. "My Assets” HHESZ L 3D Of| Al MEY
A = . —— A = T
Advanced: Ratio(1:1, 4:3, 3:4 5), Count 3. Texture 3D, Remesh, PBR, RigQ| Source 3D0| ¢ &
GPT Image 1.5 Al"g' Hol'ﬂ g’E’ o“AI
Add Image (0/1) 1. =8¢ 0|O|X| & Source Imageoﬂ A4 3D Remesh PBR
2. Reference TextOl| "7t MA, T-ZX22 HZE"HEH =
d e & &l 3D Refinement ®E£ 30| O] lE0O|A A2t O]
3. 2Q5tH & o|0|X| HE = M O] BtE O MS CHA| CtES [ AFE.
A oAl
Image Edit Image Generate 3D

Add Image (0/4)

§ 302 2H=7| Tof o|OfX| THAOM T-Z=, B E
HA, 25 2l o+ 3D 27t ZESHE.

oL 20/ 68 - 7|F 2026.10.21



ArM| 4/7: Generate 3D - Texture 3D

AZ O Al

D) Generate 3D

Generate 3D #2 == 3D

O|O|X| 1&02 3D RS MASH= sHAl L&

) Texture 3D

)

I3 Source Image 1% (2%, Image/Generate

Image/Edit Image & Z)

I
ks

£ 3p2
A% Target Polycount(Z|& 500,000),

Topology(Triangle/Quad), Generate Texture
717|/10.7], Texture Size(1K/2K/4K), PBR
Texture, License(Public/Private, 2% < E 0|
0| X|0ll= EO|X| §i= =)

Advanced: Use Alpha, T-Pose, Count

Add Image (0/1)

500000

Triangle Quad

ALE B

1. O|0JX| ==& Source Imaged| ®Z

2. 80| &A Z2|2 2 EEZX| 4T (A8
A, aFE2 =)

3. BElAK MM O QF 37|, PBR, License MEH

4. 7§ 2lE{2tH AdvancedOl| A T-Pose 717| (21 CHH])

HZ oAl

Generate Image Generate 3D Rig

= o2} 0|0[X|E AZ37{Lt CountE 22® 3D
SHE 03 BE 4+ S B8O| 2 A2t o]
O|x| gl FIHK| AIHEE A =

ra

1K

Add 3D

Add Image (0/1)

2K

4K

Texture 3D &#2 == 3D

7| 3D 20| &1 O|0|X|E BtE2
|

E A
o 1—
Y3l HEHS RAISHD ML BRD HE

[y

.

2= Source 3D(E =), Reference Image 1%
=3  HAXI HEE 3D
A

A% Texture Size(1K/2K/4K), PBR Texture

At g
1. 3D EE& Generate 3D-E Source 3DOf| ¢ Z
2. Yst= M3y E 0| &7l 0|0|X| S Reference ImageOi|
oA
3. ElAKX 37|QF PBR O MEH = Alsl
A oAl
3D Texture 3D PBR

B Generate 3DOJ M HIAKE N0 HEHR BHE F,
Ol7|M o2 H{AK TS &0t H[Wdt=s L4
7ts.

21 /68 - 7|& 2026.10.21



njr

2]
on

M| 5/7: Remesh - PBR
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E MM 6/7: Rigged 3D - Rig
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Text — Generate Text — Generate Image — Generate 3D —
Remesh — PBR — Rig — Animate
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Rigged 3D — Animate
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Text — Generate Image (Count 4) — Generate 3D x4
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™ Flow: M2 WES 75

Templates B0l A MEASHH OFLY O 2(HOW TO USE)7f =&

Edl

|:|EI

AL

3]

Text to Image

Text to 3D
Image to 3D

Parts from Image

Scene to Props

3D Refinement

Image to Texture

njr
2]
ox

O[Ofx| ¢+ &= 3D=

QEME o2 WY Jh53 Ox g

N2 22 48

YO O[OX[of M 25 87 F=

7| 3D EEZX| 2| + PBRHE

O[O[X[OA AHE HAKN Y ME 49
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o
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0x
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rE 34

Generate Text — Generate Image

Text — Generate Image — Generate 3D
Image — Generate 3D

Image + Text — Generate Text(It= 87§ 5E)
— Generate Text x8 — Generate Image x8 —
Generate 3D x8

Image + Text — Generate Text(2=& 870 55)
— Generate Text x8 — Generate Image x8 —
Generate 3D x8

3D — Remesh — PBR

Image + Text — Generate Textq(ZSZE X{%}
) — Generate Image(C|+ =) — Generate
Image x5 (Albedo, Roughness, Metallic,
Normal, Height), 818 2&
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o IEEERTY
JhE chash HEY. L

Text to Image

YAE TEDE0|M O[0|X| A4
Generate Text Generate Image

1. Generate Text = E0f| Qs TEZ
toel &9 A=
2. Run All

Text to 3D

HAE MBS 3D O HoE

EL} X|A|2 2 (0| A|

Text Generate Image Generate 3D

1. Text — 20| =10 A2 oAl AT

2. Run All

» Run All

Text to Image

Create images from text prompts with help from the Generate Text node.

HOW TO USE

1. Use the Generate Text node to create or refine the prompt you want.

2. Click "Run All'.

Text to 3D

Turn a text description into a 3D asset.

HOW TO USE
1. Describe the asset you want in the Text Input node.

2. Click "Run All".
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o|O| Z}ZI O|B|X|L} 3D Of Mo AM =&

Image to 3D
O[O[X| ¢ &= 3D= HEt
Image Generate 3D

1. Image ‘= E2| O|0|X|E &t O|0|X|2 wH|
2. Run All

3D Refinement
7| oMol EZZX|2F PBR AME HE|
3D Remesh PBR
1.3D ==0f Ml E2{27| (P2 Text to 3DE HX PHEH
Lt 3D £ E 40| Image =E ¢&4
2. Remesh EOf|A & EfQL 22| = EF
3. Run All

H=al &M @ o|0|X| - 3D, 3D Ct=7|

Image to 3D

Tumn your image into a 3D asset.

SE

1. Replace e below with the image you want to convert
2. Click "Run All" .

TIP

- Smaller, focused objects usually produce better resuts.

- For example, if your image shows a golem, try generating the head and body separately.
- Large-scale scenes or full environments are not recommended.

>

3D Refinement

Retopologize your 3D asset and apply PBR textures for a cleaner, production-ready resuit.

HOW TO USE

1. Import your 3D asset into the 3D node.

2. Set the face type and polygon count in the Remesh node.
3. Click 'Run All".
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Parts from Image
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Image + Text Generate Text Generate Text x8

Generate Image x8 Generate 3D x8
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Scene to Props
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Generate Text x8

Image + Text Generate Text

Generate Image x8 Generate 3D x8

1. 2™ O|0|X|Z Image =E0f =7+

2. Run All

3. 89 E £&F O|0|X| ¢l

4. YoM 3D LEE MENSY IF2 2 |1 &FF S
5.3D &0 A
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O|O|X|Qt 3DE TtE= X

Parts from Image

‘Separate an object into reusable parts from a single image.

HOW TO USE
. AGd an image of & single object yau want 1o Spiit Nt parts to the Image nade bekow.
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4 v Image to Texture 2026-10-20 20:27 Share Send Feedback

Image + Text Generate Text

P Run All

Generate Image (C|#X) Generate Image x5
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Al

2. HA|BH O|O|X|E Image =0 FZE

3. Text =E0| Ciet HIEZ X7 (A SHO|Lt 7H0| = a—
M 71E)

4. A5t A 29 (Of: "generate a metal door
material")

5. Run All

Generate Text7} | ZTEZEE CiA| A0 C|=E= =l
20| A Albedo, Roughness, Metallic, Normal,
Height &2 212 4

7=|J—|_|.
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LE2 =) 7t
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A H| 0| Al: Scene to Prop

S FE O|0|X| o YoM B LI dAb&8 22 252 &0t 23 ot (42% =)

07

n
H
In
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s 2

Senerate Text

Add Text (V4)

sl Image {0/5)

T' Beneate Text

Using the provided reference image as the only source, identify exactly & essential large-scale object
from the entire soene for 30 asset production.

Do not generste an image. Instead, retum & numbered list of & text prompts, where each prompt can be
used separately to generste one Individual scene abject as a standalone 3D asset.

Prioeitize the most important and visually distinct objects in the scene first Focus on objects that &
professionsl 30 artist would separate for production: mein props, lerge envionmental assets, vehicl
buiidings, fumiture, machines, statues, weapons, ools, containers, architectural elements, o other clearly
separable scene objects

Awoid breaking one abject into smaller parts uniess that part Is visually Independent and impartant encugh
o become fts own asset. Avold smell decorstive detalls uniess there are not enough major objects. Avold
duplicate or near-duplicate objects. If the scene containg repeated abjects, inciude only ane representative:
version unless the repeated objects are ciearly different in shape, role, or design.

Al Test {114)

Do not include text-besed elements as objects. Exciude letiers, numbers, logos, runes, symbols, signage,
Ul elements, captions, markings, or typography-like detalls from the selected objects and from the
genersted pmmpts.

Each object prompt must:

* describe anly one isolsted object from the scene
reserve the original scene's design language, propartions, mattesial, color, and surfs
* awvoid inventing new abjects or detalls not visible in the reference image | Add image (1.
* avold referencing the ful scene a= a complete environment.
* be suitable for generating a standalone 30 asset
* request 5 clean Isolated object with no lsbels, no text, no numbers, and no background elements

Retum only the list In the following format:

1. [Object name] — [Standsione generation peompt for this object]
2. [Object name] — [Standsione generstion prompt for this object]
3. [Objeet name] — [Standaione generation prompt for this abject]
4. [Object name] — [Standsione generstion prompt for this object]
5. [Object name] — [Standalone generation prompt for this object]
f Add Text (044
7. [Object name] — [Standaione generation pmpt for this object]
8 [Dbject name] — [Standsione generation prompt for this abject]

A ™ O|0|X| + Text — Generate Text(4A
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What's New

* Lab is now open.

* A new green badge on the Home screen marks the door to what's next.

Why We Built It

« We're shipping fast. Really fast.
« But polishing every detail — design, UX, edge cases — takes time.

» Lab lets us share features with you early, before they're fully dressed.

What You Get

« Early access to upcoming capabilities.

« The chance to try what others haven't even seen yet.

« A direct line to shape how it evolves.

How to Use

1. Go to Home

SA K[ 2 (Lab S7H)
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