Twinmotion SCE TR : MATTEIF LAY SR o] 4k = 8t

kL& =28
&ERRRA: Twinmotion 2025.x &%l

ZOEN: BT Unreal Engine 5 (S 3SE i oJ ML T A LS

B=: A 4%FE Twinmotion?

EENIST. IR, SUUEESE, "TH04" EMN "I T4 "Em".
Twinmotion {£24 Epic Games i TRISERF o/ ¥4k TR, X Unreal Engine 5 AH ARJEKEE, 3£
W7 "BENBE" 5 " ARRES" HWTETE.

T2 ZEMARITIH, ERIBRIERNEVHER, #eiRITEHRER 3D BRI 48 2k
HMRE. 360°VRIETRHIXERNE . FEEMNE, ES5FRTRENLEGEEN, TR
FIRT "EIT - I - A EREE

AP HEMNBRIAFE LA EE, 89! Twinmotion AI£ERE /1.

F—R4: Twinmotion i yAH]

1.1 4 & Twinmotion?

Twinmotion 2—X LT R, 2MIBHRINE=HE:

 FAJKEE: ET Unreal Engine 5, & Lumen £ 5. Nanite BB ZOFEERER
¥,

o BEGR: B VR, XERIRE TR T L CC MRt RE EF;

© BHES TERER. £5E. A, 360°VR MR X EETXREL T
R

HARZ "SI HIEN TR B F8"— & CAD, BIM ERHEM T WHIE, AR REE
WIEBIATL AR

1.2 ¥l ThEE4E BE



INREREIR REEEE

R RN % ¥ 3ds Max. Revit,
SketchUp %5 10 + {4
&RY, RBEREWS
MEER

REE WE 100 77 + 9. A
Y. EHEMRAS, &
A% Quixel Megascans &
IR

KRR S AR, RS, B,
WA= 5Bt IS4
SEERR

R SEASE + Path Tracer
BLBEEAIER, ZHFE
(B P& R AR

HmETAE Datasmith S .
Twinmotion Cloud [E35,
XREZFREIERS

1.3 EMABSTTLSR

%A

© BRI/ ERRE REZIRITTRYUR
o EHARIR FERERRTILER
© FUNLE ERWRSRSHERREZ
o FERRITIR RS ARERSSIMER AR

AN =

1. M Revit S NBRIET,

KR E

BEREREER, BRI
HE—Bt

REFEER LR E

—REBIRHRIEE
(WM REEE. BERIE
F)

REHE 5B FRFHR

EEHEBAAMES UES 3R
EFFEHBR

REE. &, BRFEEDE,



2. NATEMRESR MR, AIENSRER

3. FARSERA "BE" BN, FERBRZURIGERE,

4. 5 360°VR #4, bW EINRRER = EME,

5. 1817 Datasmith S E UE5, RINZEINEELIL "FEDE" &R,

S8R EAREATT
21 BERFESFEIAM
REEE

o ZEEER: Windows 10/11 64 fi, % #F DirectX 12 {8 E& (37 NVIDIARTX £%l) ;

© PWIREIKEL. M Epic Games Launcher T%, REFRHRSET VIR (ZFESHHFHERE
H) .

BT E R

CREBE: XHEE. SH (F Datasmith) | REFOINEAD]

- BEE EER, 2RERIIMR. EY. AMFIRTR, FRRTIE
A PRIEX, INBUSHFRRR, Bk, 5. BIUR(E

- BHEER: AMER, FEEFVENNE. EE. SREMRSE
CIEER RBBIAEE, BRETRAR. XS HEFHRSH.

-_—

N

w

N

(6)]

22 F—%: SASASER

Twinmotion ML = — R TIRBIEFA, U SketchUp 1EE 44

1. ¥TFF Twinmotion, = "SA" %40, % SketchUp fY.skp 14,

2. SABTRFEFRIN (A% "REHARR") . SERPSTH,

3. HIa%H SketchUp ERIER!, i Twinmotion £y "R #Z4BI D] £, THEEHS
A

o



23 REXUGR: MREE™

MREBR=DE

1. ERFEYIRE "Materials” 5%, SIBTEATR (a0 REL" A "HE)
2. YEFPYLO AR EOIEELERF (JIBETE)

3. #efh BACMRERPEIE, AN PBR B (. #%. HBE .

BERAEEE

© HWEWME: M "People” 2 3IERAY. "Transport” D RIGREMEG R, HFHUEEF),
© IMRIEE fFUEnv' fREER "RE IR, BUBRMAARSESZE,

© PRI FT/3 "Volumetric Clouds", HEZESEME, FMESLAFNRE.

B=EB: HB TIERICER

3.1 Twinmotion + UE5 thE T{E%

XEHHATVIRUNEEAEGHTE, OREDSAED:

% 1: Twinmotion th 2 EliiEE
© SARBERNFIERR,;

- AR RS RERE;

- RS ENHEERE (Tik) .

$I% 2: @it Datasmith S
1. BH¥EBEf "5 H —Unreal Editor (.datasmith)";
2. EFHFHEEE FHSETR (BRBHRER. MR, [TXFTHIE) .

HW 3: UES IRASK
© ¥T7F UES, =i "SA" it#¥.datasmith 3C1;

B ARUTIR REBERIRER, MREEikRA UE MERSEH);
o LTS BRSHBEMER, HE Lumen RS



R 4: SRINESIH

© AIIXE: f£H Variant Manager €& "MRYIR" I (nEE@EBREYIHR)
o FRR: FFE Path Tracer 583, RN (8l F&IRIEFHE &R

© MU SEAKIESITER VR ST HATXH .

3.2 535t = T
KEPER (BRLE)

ERR REWE. AETEEH,

©ORIESR REUOA LA BR R, B8 Image”, REHPE (BB
1920x1080) , s “BH";

o RIS RIAERZIUREIME, ERREIFESR.

Path Tracer ;% (fMmBRHELE)
EAYR RERZM. BFET,
© R IFFRRREBEER. EXLARITE, BREZEEBREARDES,
© EEREI AMD BEREZIER TARZRETUHEMKER, BISH KA TE,

3.3 TR TheE =3 A
Twinmotion 2025.1 3HETR RS, TAIELH THENE:
- MAETR: Env RETHER/ RSEE. ARESEINE;
BEXTE: BEGSHEST "RERR", G8N MEFELE S,
- BRMWHIE: FRAHEME, BREITHLERN "Custom’, ESHIRE,

FHE: TV LREGIENT
4.1 BWi%i: 5T E TRe

HEE=R



ERTREBEOVERT 120 =ZFENRITATR, BEREEAXR/ KRERMZR. TBT
VR A% R =B R T HRE.

SRR
1. BIEER: M Revit SABERIER, [F SketchUp FI1ERE HI xR A1ERY
2. ZRBE.

° R FELEOR™ SEARHAR " FA4
A3 BAMET (RNRESHSR)  REFESEINE,
1. FMEERE:
BRERX EF "BX" MR, KESERA 45°
o WARREI: XK, ARINERATIHES (G BLT)
1. B
° S 10 KXEAREIRE (2¥HK 3000x2000) ;
HIEZE T 360°VR M (HH< 2 08h)
AMRTHROEERE, £k PDF #8301 XA .

4.2 WK : FXEZBETRIE

BOER
RREMXMIVIAE] 2030 FHARDE, S2ERYT E. 2EBE. BRIEBEZ=1MER.
HAER

© ZMBREIERS. B Datasmith SAARERTEARY Revit FRIHREL;

- FEHE SRR TFENEME, REXBNSNI "BERE" MR,

© RBURERE EH "Confetti” F = RINENE TN, AINERIDE;

© WhEMEL: 7 Twinmotion EREMFNE G, SHZE UES HFIMA HBKEETRHER.

FHARD: BREBSBRITR

5.1 FHRS A Ko =R



Q1: S Revit ZRFHMRER?

A 1E Revit HRETHEEXMR, BRITR:
1. £ Twinmotion %/ Ee# RAB (AT 47 /3R

2. @i "HERBEE BB AN REY, MEXA.

Q2: SketchUp BEE N FEELEE?
A: 7t SketchUp HigFT#% "EE" RE "EN0KRAH, SANASE" REBEA " EI.

5.2 jE i K o) 7R

Q1: Path Tracer ;B IMES?
A:
1. 185

3:,'_

"SREEE" S (EWGR A 128 U L)
LD E|fEERRR", TEELRBER AL "BEERE".

Q2: RR=ESHMIFEROLR—F?

Al XERCELERNEMNBR, BRATE:

1. Y& E Path Tracer X SH (BRREKERAE) ;
2. FEZBESH, HONOSATLEESE.

ﬁﬂ ]HP

5.3 IR A3 2 o] 7%
Q: [HRARAX 7 2025.1 FERBFE?

A: Twinmotion 2025.1 A BRRAFCBIMENTEFS, workaround:
1. MM ERAHSF, EEFHEE,
2. Z{#M HDRI, FH ~EainzE A HDRI 34,

fii%: HIRSTRAKESR
BEARR



« FZEZFFE: Twinmotion B M "tutorials” Rk (R HBWINREE) ;

A4y Epic Developer Community
(https://dev.epicgames.com/documentation/twinmotion) ;

¥=E: Quixel Megascans (& Epic PER)

F=ATIH
o #fREEH#R: Substance 3D Painter (F|fEEEX PBR # &) ;
© BB MeshLab (ks EEUERY, 1=F Twinmotion iIZF73E) |

« WMEFS: Twinmotion Cloud (HIBAHZEHHEXM) .

Jaic: Twinmotion AR K&

BE& Unreal Engine 5 g9354: 74k, Twinmotion ¥E=/ 3@k :

1. AlREE: BRI TR ER&RAM RS LR

2. XHHE: XFEZARNRER—ZHR, KU Figma AHHEARR;

3. Bl ERSUEERFHEYS FHWRITHRHLRAESR.

E{& Twinmotion, NMXEEE—HKTE, ERERTRITTRUHRKIES.
FERBEM ALK, ETRMZEE LR R


https://dev.epicgames.com/documentation/twinmotion

	Twinmotion 实战指南：从入门到专业的实时可视化宝典
	前言：为什么选择 Twinmotion？
	第一部分：Twinmotion 核心认知
	1.1 什么是 Twinmotion？
	1.2 核心功能矩阵
	1.3 适用人群与行业场景
	核心用户
	典型应用场景


	第二部分：基础操作入门
	2.1 软件安装与界面认知
	安装准备
	核心界面布局

	2.2 第一步：导入与同步模型
	2.3 快速美化场景：材质与资产
	材质替换三步法
	场景氛围搭建


	第三部分：进阶工作流实战
	3.1 Twinmotion + UE5 协同工作流
	步骤 1：Twinmotion 中完成基础搭建
	步骤 2：通过 Datasmith 导出
	步骤 3：UE5 中导入与优化
	步骤 4：高级功能实现

	3.2 渲染输出全攻略
	实时渲染（效率优先）
	Path Tracer 渲染（品质优先）

	3.3 预设功能高效应用

	第四部分：行业实战案例解析
	4.1 建筑设计：住宅项目可视化交付
	项目背景
	实施流程

	4.2 城市规划：新区发展演示动画
	核心需求
	技术要点


	第五部分：常见问题与解决方案
	5.1 数据导入类问题
	Q1：导入 Revit 模型后材质丢失？
	Q2：SketchUp 模型同步后层级混乱？

	5.2 渲染输出类问题
	Q1：Path Tracer 渲染出现噪点？
	Q2：体积云在导出视频中与视口不一致？

	5.3 版本兼容问题
	Q：旧版本文件在 2025.1 中光照异常？


	附录：资源与工具推荐
	官方资源
	第三方工具

	后记：Twinmotion 的未来趋势


