RETICLE RED TUTORIAL

Depth Studio

Photos into 16-bit depth maps,
height maps into STL and OBJ solids.

Recorded on the live site - a star plaque relief

reticle-red.com/depth-studio
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From a photo — Engines, pre-process settings, a free scan and the 16-bit PNG
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Test a depth map

3D preview, remap, invert and the STL/OBJ mesh export
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Test a depth map — 3D preview, remap, invert and the STL/OBJ mesh export
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Test a depth map — 3D preview, remap, invert and the STL/OBJ mesh export
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Test a depth map — 3D preview, remap, invert and the STL/OBJ mesh export
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Test a depth map — 3D preview, remap, invert and the STL/OBJ mesh export
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Your relief, ready to carve

Free engines with a free account; Test Depth Map and mesh export need none.

More tutorials: reticle-red.com/tutorials

Marration: Al voice (Elevenlabs). Screens: the real reticle-red.com.



