Introduction
zakeke.zendesk.com/hc/en-us/articles/360009350574-Introduction

Before starting using Zakeke
This documentation will guide you through a product configuration on Zakeke 3D Product
Configurator.
Instead, if you're searching for instructions on how to integrate Zakeke into your platform,
see Integration.

What is Zakeke 3D product configurator?
Zakeke 3D product configurator is a real-time tool that allows designing products matching
customers’ individual needs and tastes.
Our cloud-based configurator plugs into your website and allows you to create
configurable products and set personalization rules to offer your customers an immersive
and interactive "personalize-it" experience.

How does it work?
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First step of the process is to decide the product to configure from your e-commerce and
then to import the assets on the scene editor. From the editor it's possible to optimize and
manage the 3D model as explained here.
When the assets have been set and edited, you can set all the rules that are going to
change the final scene, through attributes and options.
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Import 3D Assets
zakeke.zendesk.com/hc/en-us/articles/360009424734-Import-3D-Assets

First step of a product configuration on Zakeke 3D product configurator is to choose a
product to set up from your e-commerce.
Of that product you'll define the 3D scene by uploading the 3D model.
The 3D scene editor will give you the tools to manage and optimize the assets (models,
textures, etc.).
The supported file formats are the following:
Wavefront OBJ and MTL;
Autodesk 3DS;
BABYLON JS;
In addition, are supported ZIP files that include all the used textures, if any.
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Scene Editor
zakeke.zendesk.com/hc/en-us/articles/360009461214-Scene-Editor

The 3D Scene Editor section allows to manage:
Objects,
Materials,
Lights,
and Cameras.
The object editing tools are on the left side of the screen.
On the top, instead, you'll find the three main sections of Zakeke 3D product configurator:
3D Scene Editor,
Composer,
and the Shopping Preview.
It's possible to switch to the Composer only when the scene editor as been set up. The last section as well will be visible once the product will be
configured in both scene editor and composer.
On the bottom center of the scene it will be possible to find the visualization options: Show/Hide Grid, Show/Hide Axis, Show/Hide Bounding Box,
Show/Hide Highlights and the Viewer Preview.
The Viewer Preview shows a preview of the scene as the final user will see it.

Objects
This is the section that handles the 3D model components organization.
Once uploaded the 3D model on Zakeke, here you'll be able to:
Show/Hide objects;
Group two ore more objects (using the Group tool or simply dragging one object to one other);
Clone objects and groups of objects;
Rename objects and groups of objects;
Remove objects;
Edit position,rotation and scale of any object.
By clicking on the object you can see the matching material and change it with another from the Material drop down.
Furthermore the objects are hierarchically represented.
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Materials
Here it will be possible to create brand-new materials or just manage the pre-set ones.
As well as for the Objects section, you'll be able to Create
materials, Group, Clone, Rename, Remove them.
In particular, there's the possibility to create four different types of material:
Standard;
PBR;
PBR Metallic Roughness;
PBR Specular Glossiness.

Standard
Standard material is a basic material that allows to change meshes in color and textures.
The material, whether it is a color or a texture, can react to light in different ways. Let's see together the parameters for the Standard material on Zakeke
3D product configurator:
1.
2.
3.
4.

Diffuse - the basic color or texture of the material as viewed under a light;
Specular - the highlight given to the material by a light;
Emissive - the color or texture of the material as if self lit;
Ambient - the color or texture of the material lit by the environmental background lighting.

Diffuse and Specular material require a light source to be created.
Ambient color requires the ambient color of the scene to be set, giving the environmental background lighting.

PBR Materials
Physically Based Rendering (PBR) is a method of shading and rendering that provides a final effect closer to reality. It ensures an accurate representation
of how light interacts with surfaces. In this way, the final result is more natural looking. Physically based Materials will work equally well in all lighting
environments.
PBR has two main workflow options: Metalness and Specular.
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Metalness
The specific parameters to manage Metal/Roughness are Base Color, Metalness, and Specular.
Base Color can be a texture or solid color for reflected color in case of non-metals materials, reflectance values in case of metals;
Metalness is a linear grayscale texture. It is black at 0.0 for non-metals and white at 1.0 for raw metals;
Specular: a linear grayscale texture for Fresnel values (non-metals).
*Fresnel value is a specific parameter that handles reflection and transmission of light when incident on an interface between different optical media. By
changing its values it's possible to simulate glass or reflection effects.
Specular
The channels specific to Specular/Glossiness are Albedo and Specular.
Albedo can be a texture or solid color, without reflectance values;
Specular can be the value for reflectance of a texture or solid color.
Normal / Bump Map
Furthermore there's the possibility to add bumps and dents to a texture. This will give the assets a more natural texturing effect.

Lights
Basically there are four types of lights that you can set in the scene:
the Hemispheric Light;
the Point Light;
the Spot Light;
the Directional Light.
The Hemispheric Light is a very accurate way to simulate an ambient environment light. This is defined by directioned to the top of the scene, towards the
sky. It can be managed by regulating its Intesity, Diffuse color, Specular color and Ground color to achieve the best results.

The Point Light is defined by a single point of light. The light is emitted in every direction from this point. A good example of a point light is a standard light
bulb.

The Spot Light is a cone of light that starts from the position and illuminates toward the direction set. It is defined by its position, direction, angle and
exponent. The angle defines the size of the cone of light, and the exponent defines the extention of the light.
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The directional light is defined by a direction. The light is emitted from everywhere in the specified direction, and has an infinite range.

Cameras
Concerning the cameras, you can save any camera on the Scene Editor.
Go to the Viewer Preview, put the assets in the position you prefer to see the product in the end and save the camera.
Please remember that the saved position of the camera can be used during the configuration of the assets on the composer section. Once assigned one
camera position to one object, on the store you will see the object in that specific view.
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Composer
zakeke.zendesk.com/hc/en-us/articles/360009576134-Composer

The second main section of Zakeke 3D product configurator consists of the composer.
Zakeke's composer has three main workflow options:
Attributes;
Options;
and prices.

Attributes
We can define the attributes as variable features of products, all the possible choices of
configuration seen by the final user.
For instance, once uploaded and optimized a watch, all its attributes can be defined as:
Material (steel, black steel and gold);
Type of bracelet (three links, seven links);
Type of dial (basic, chrono 1, chrono 2);
Dial color.

Editing attribute window
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The mandatory information, when creating a new attribute, are the attribute's name and its
code.
Once on the option section, you'll be able to set an image for each option.
It's here that you decide if to set a square preview image or a round one.

Constraints
Constraints are rules that link attributes and options by making them connected.
For instance the attribute 'Material' is true if the option 'Steel' is true. In this case we are
setting the steel bracelet available on the scene if the attribute material and the option
steel are both true.
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Furthermore it's possible to set as true just one of the listed expressions.

Options
Options are the variants of the attributes.
For each option it's possible to choose one or more actions that can edit the 3D scene to
represent the product, following the features settings.
The main options which can be set are the followings:
Show objects, to show the 3D assets we want to be seen in the final scene for that
specific attribute;
Hide objects, to hide the 3D assets we don't want to appear on the final scene for
that specific attribute;
Set object material, to set a particular material to the selected object;
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Set sub-object material, to set a particular material to the selected sub-object;
Set material color, to set a specific color to the selected object or sub-object;
Move camera, that allows selecting a pre-made camera position for the option of the
selected attribute.

At the moment when you associate one action to the corresponding elements, you can use
the wildcards to select a group of assets with prefixes or suffixes in common.
For instance if I will need to change the material for all the objects that have the word
'Case' in their names, then I have two options to group these selectors: I'll put the '*' before
or after the word.
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Constraints
Option constraints are, as well as for the attributes, links between the attribute and the
matching option.
For instance if I want the option 'White and Gold' to appear only for the variant 'Gold', then I
have to set the constraints true when we have 'Material' for the attributes and 'Gold' for the
options.
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Instead, if I need the option 'White' to be shown for the variants 'Gold' and 'Steel', then I
have to set the constraints 'Material' for the attribute and 'Gold' and 'Steel' for both options.

Preview Images
For each attribute and option there is the possibility to set an image. You can upload it
from your device or else take a screenshot, by putting it in the wanted position. It's possible
to take a screeshot of the object or material for that specific attribute and option.
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Prices
From the composer you'll also be able to add a new price for each option of the attribute
selected.
Go to the prices section, then click 'Add a new price' and add the amount you wish. Then
you'll be able to edit, remove or set constraints to it.
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Shopping Preview
zakeke.zendesk.com/hc/en-us/articles/360009665934-Shopping-Preview

The section 'shopping preview' shows exactly what the final
user will see.
On the interface you'll find all the attributes and the

matching options on the right panel.
Also, there's the possibility to open the product in full screen by clicking on the icon on the
top right, before the product name.
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