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1. Quick start

1. Sign in through the header with your normal account. Pricing shows entitlement and available credits when billing is

connected.

2. Select Render, then click, drop, or paste an image (PNG/JPEG/WebP, 5 MB max) or 3D model
(OBJ/GLB/GLTF/FBX/STL/USDZ, 200 MB max). Rotate by 90° if needed. Convert HEIC/HEIF to PNG or JPEG first.

3. Choose Generation engine, Model, Resolution, and Ratio. Change only the background, lighting, weather, view, color,
material, reference, or prompt settings you need.

4. Check Estimated use, then press Generate. While processing, the same action becomes Stop.

5. Inspect the result at full size. Save downloads it locally; Object only downloads a transparent PNG. You may also reuse the

result as the next input.

2. Four work modes

Render

Converts sketches, renderings, photographs, or the selected 3D view into a design rendering. Input type is detected

automatically.
Setting

Al engine / Model

Resolution / Ratio

Fidelity / Shape Lock
Environment / Background /
Weather

Camera / Angle

Seed

Main choices or range

Choose from the engines and models
available on screen

1K, 2K, 4K; input or selected aspect ratio
0-100, OFF/ON

5 ambient-light settings, 20 backgrounds,
5 weather modes

view presets, focal length, Zoom

0-65535, Random/Lock

Al engine: choose from the options shown on screen.

Effect

Selects the engine and model

Sets output size and aspect ratio

Sets source adherence and
preservation priority

Sets scene conditions

Sets viewpoint and framing

Selects or reuses the variation value

Model: choose a model available for the selected engine. Check the displayed choices, such as Standard,

Pro, Sketch, and Speed Form.

Resolution: select an available output resolution from 1K/ 2K / 4K.
Ratio: Orig/Input, 16:9, 21:9, 3:2, 4:3, 1:1, 3:4, 9:16.

Design Fidelity (0-100) controls how strongly the source design is followed. Very high values may amplify

ambiguity in a rough sketch.

Surface Reflection (0-100) controls paint-surface reflectivity.

Shape Lock: prioritizes the input view and shape.

Glass tint and depth of field: adjust the glass darkness and background-focus effect. Both controls are also

available under Edit > Style.

Body color and wheel finish: choose a body color, enable two-tone if needed, and choose the wheel finish.

ADL Render



Ambient lighting: Day / Overcast / Dawn / Golden Hour / Night.

Backgrounds: Studio, Design Dome, Clean White, Keep Original, Modern Arch, City, Fashion St., Europe,
Japan, Nature, Mountain, Salt Flats, Cyberpunk, Race Track, Model Studio, Outdoor Yard, Showroom, Atrium,
Test Course, and Custom. Custom accepts a prompt and background reference image.

Weather: Normal / Rain / Fog / Snow / Mud.

Camera & Angle: OFF follows the source view. ON enables drag control and Front, Side, Rear, Top, Front 3/4,
and Rear 3/4 snaps. Focal length snaps near 24/35/50/85 mm; Zoom changes framing.

Seed: 0-65535. Random chooses a value; Lock reuses it. The same seed does not guarantee an identical
result.

Edit
Select the original image or current rendering and change targeted aspects.

For Scene Maker or Detail Shot, open Environment and choose the mode and shot count (2-6). For Scene
Maker, review the background, lighting, and weather. Add any instructions, then press the generation
button showing the selected shot count.

Color: change the body color, two-tone setting, surface material, and wheel finish. Materials include paint,
pearl, carbon, forged carbon, matte clear, textured plastic, chrome, velour, and recycled plastic.

Style: select Original, Flat Render, Line Drawing, Precision Render, or Watercolor Sketch. Generate the
selected style, or create a four-style comparison sheet excluding Original. Style also contains shape
(soft/sharp), reflection, glass tint, and depth-of-field controls. Visual Style applies when generating from this
tab.

Vehicle: steering, number plate, and vehicle lighting settings.

Steering (Edit only): select 2WS or 4WS and adjust the steering angle. Quick buttons set screen-left 20°,
Center, or screen-right 20°.

Vehicle lighting (Edit only): select LED or Halogen, choose Headlamps, Position/DRL, Fog Lights, Tail Lamps,
Brake Lamps, Hazard/Turn, Reverse, License, or Interior, and adjust intensity.

Composition: set resolution, aspect ratio, camera angle, focal length, and zoom/distance. Add up to eight
source images to provide other views.

Environment: Standard applies one background, lighting, and weather edit. Scene Maker creates a 2-6 shot

cinematic grid with varied scene, lighting, weather, and views. Detail Shot Maker creates a 2-6 shot close-up
grid of form and material details. The selected count appears in the action label. A background reference is

not a vehicle-shape reference.

Region: paint a red mask over the area to change, then enter the change under the instruction field. Adjust
edge softness and add an optional local style reference.

Reference: up to eight images; the first is Master. Combine Style / Shape / Composite, set Influence,
Mapping ( None / Color / Texture / Bump / Tex + Bump ), Target ( Body / Trim / All ), Map Size, and
Exterior/Interior intent.

Video

Creates an eight-second clip from start/end frames or reference images.

Presets: Fast Driving, Slow Cruising, Turntable Orbit, Cinematic Pan, Lighting Reveal, Urban Cruise, Race
Track Run, Forest Run, Winding Road, Tunnel Speed, Aerial Drone, Modern Arch, Europe, Japan Old Town,
Fashion St., Salt Flats, Cyberpunk, Model Studio, Outdoor Yard, Showroom, Atrium, Test Course, Extend
Original, Subtle / Fixed, and Prompt Only.

Stable Motion favors continuity and limited camera movement.

Output: STD / PRO, 720p / 1080p, 16:9/ 9:16, eight seconds. Reference-image mode cannot use start/end
frames and requires 16:9.

Audio: SFX and BGM are independent and also control preview mute state.
Weather and lighting use the same five lighting modes and Normal/Rain/Fog/Snow/Mud.
Credits: STD 720p 16, STD 1080p 20, PRO 720p 60, PRO 1080p 70.
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Stop cancels the current generation request. Generation may continue after you press Stop. Avoid repeated
clicks and wait for the status to update.

Use Download MP4 to save a completed clip.

Refine Sketch

Choose Sketch or Render as the source. Clean Up Image tidies the image while retaining its color, shading,
and texture; Extract Lines creates line work. Set Effect Strength and check estimated use for the chosen
operation before running it. Save the result or apply it as the rendering input.

3. Design Post-Process Suite
Blueprints: 4-view / 6-view, Technical / Render, left / right / both side views, Annotations, and Grid. Length,
width, height, and wheelbase are in mm; tire size is optional. Blank values use Al inference.

Colors: Input / Front 3/4 / Side / Top; 2-12 variants; up to eight palette colors; Color Labels; Two Tone; Studio
/ Original background.

Results can be downloaded as PNG. These operations are generation work and consume the applicable
credits.

4. History, reset, and saving

Session History keeps 5/10/20/30 items in the current browser session. Select or delete an item, copy its
prompt, restore visible Ul settings with Apply, and use Undo/Redo where available. Apply does not restore
source, reference, or mask images; re-add them before generating. Reset Current Session keeps the input,
generated history, and cached outputs while resetting temporary state and generation settings. Download
important work locally because browser data or expiring result URLs can be lost.

5. Credits and failure handling
Credit use varies with the selected engine, model, resolution, and operation. Check the estimated use and
your balance on screen before generating.

A single edit and a four-style comparison sheet involve different operations and credit use. Do not assume
they cost the same as normal rendering; check the estimate for the action you are about to run.

See the values above for Video; for Refine Sketch, check the estimate for the selected operation. Check
estimated use and your balance before generating. If the displayed estimate differs from the actual
deduction, contact support with the settings and operation used.

After a failure or stop, check the status and credit balance. If the refund status is unclear, contact support
with the operation and time of the attempt.

There is no automatic creative rerun. Read the error, check the input and credit balance, and retry
manually.

6. Troubleshooting

Generate is disabled: confirm an input image, valid sign-in, product entitlement, and enough credits.

Design drifts: enable Shape Lock, review Fidelity and reference modes, and remove unintended
alternate-view requests.

Change only the background: use Edit > Environment and keep the background reference separate from
vehicle references.

Region edit affects too much: check the painted mask, edge softness, and written instruction before
generating again.

Processing continues after Stop: generation may continue after you press Stop. Avoid repeated clicks and
wait for a status update.

Save fails: check browser download permissions and available storage.

Review each generated result. Before manufacturing or publication, separately check dimensions, structure,
safety, and third-party rights.

ADL Render



3DEF /LA /3D model input

ADL Render | &iN7j 4 R / Additional guide

BDEFIAL(LYEVYT)

- SR : OBJ/ GLB/ GLTF / FBX/ STL /USDZ ( 200 MBEAA )
DTV TFAINRETSUOYATREE N, ERICERENE 1 - F%#2DEHE L THEALET,
- /N\—AON/OFF, REA, EFIIEL (AUTO/X/Y/Z)., EFIIEEGE2HARTEET,
- FRONT /REAR /LEFT /RIGHT / TOP /BOTTOMTHRZ ) EX, BAMHFNDHATE 1 —%2RIFTEEXT,
c RAEERDEHH/ BRACMYF TN ERAET, HRZEATAEZ—RBFHUELA,
- BE1-RERRG. BEORFTAHT—, &M, B8, REBEZBELTERLET,
- ERERE2DEBRTT, BDETFIIRERBGRE > ETIAFYELTREZEHLER A,
CBVMEBTRESICE > CREBRPEBMATREICRDBENHYET,
ZTOBERESEDLLTH S A, Studio JapanBENDBEEZHH L&\,

3D model input (Render)

« Supported formats: OBJ / GLB / GLTF / FBX / STL / USDZ (200 MB max).

» The browser processes the 3D file locally. Only the current view is used as a 2D generation input.

« Adjust Perspective, Field of View, model axis (AUTO / X /Y / Z), and model rotation.

» Switch among FRONT / REAR / LEFT / RIGHT / TOP / BOTTOM and save up to five camera views.
» Use the small light/dark background switch. There is no brightness slider.

« After choosing a view, use the existing color, material, background, and weather controls.

» Generated output is a 2D image; the app does not export a 3D model or generated texture.

« Strong top-down views may produce unstable perspective or grounding with some backgrounds.

If needed, lower the view slightly or try a background such as Studio or Japan.
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