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This newsletter is designed to work as an on-line user group, based on the successful New Zealand VectorWorks User
Group format. Each month we cover a main topic in a workshop for most of the newsletter then have a page of general
questions and answers. In this news letter you will find a link to the workshop topic, a link to the questions and answers

and links to extended podcasts (tips and trick movies).

Workshop Topic
Introduction to Rendering and
Textures

Rendering in VectorWorks is where
you start to enjoy your 3D Models,
where you make them come to life.
This workshop is an introduction to
rendering (which is pretty easy), but
rendering is nothing without textures
which can make your models into
something special.

Q&A

Questions from users and the answers
from Jonathan.

“What is the best way to create 3D
fillet welds for 3D steel details,
e.g.steel brackets etc?”

Extended Podcast 036

This podcast shows you how to set
your dimensions and units so that you
can measure areas for a worksheet in
one unit type but put dimensions on
the page in a different unit.

Extended Podcast 037

This podcast shows you how to
quickly edit viewports. At the last
user group meeting I showed some
quick ways to edit viewports, and it
seemed that not many people knew
these tricks...


http://learn.archoncad.com/?p=1236
http://learn.archoncad.com/?p=1238
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Introduction

To Rendering and Textures

Rendering

I think that Rendering is |
one of the fun parts of
VectorWorks, You can see
you building coming to life.
But it can take a long time
to get nice results.

While RenderWorks can be
fun it can also be very time
consuming. On more than
one occasion I have been
have stopped to look at the time and wondered where the day has gone.

Some of the renderings can take several minutes to render. The original
of this image took ages to get looking right. Each rendering took over 5
mins.

If you are going to start rendering check your computer for memory and
speed.

You should be getting the fastest computer you can afford with a
minimum of 1GB. If I’'m buying a computer these days, I’'m getting at
least 2GB RAM installed.

2.1 Preparation

Create the model

Obviously you have to create a model to render. When you create your
model think about texturing the model as you draw. This means think
about the objects you draw and how they will be textured.

©Jonathan Pickup

If you use a lot of classes, for things like internal walls, external walls
etc, then you can you the class set up dialog box to assign textures as you
draw. Using classes for things like the windows and doors is a great way
to get the textures on them, and it’s really fast. Using this method you can
set up your file for the textures, even without any textures in the file yet.

Also consider using a lot of symbols. I did a project with a lot of small
detailed corbels under the eaves. These were not symbols and the textures
that I assigned had to be assigned to each object individually. If the
corbels had been symbols I could have assigned the texture to one object
and they would all have been updated together.

When you are setting up a model for rendering, the first thing to do is to
plan where your render. Where will you be standing, what will you be
looking at. This will help you to decide on what you need to draw and
what you can leave out. If you don’t know what areas you will be render-
ing then you will have to draw the whole building and assign textures to
the all the objects in the drawing. If you have used a lot of classes, like
for internal walls and furniture, work out if some of these classes can be
turned off to speed up the rendering process.
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2.2 Preferences

VectorWorks Preferences

VectorWorks Preferences affect every VectorWorks file.

cadmovie019

* From the Menu Bar choose
Tools > Options > VectorWorks Preferences...

Under the Display tab there is
the control over the display of
light objects and 3D Loci.

I usually choose the “Only in
Wireframe” option so that
in wireframe I can see the
lights and move them around,
but when I render the view
the lights are not displayed,
just the output from the light
source is visible.

Under the 3D tab are
controls for the resolution
of the conversion resolution
(how finely 2D shapes are
converted to 3D faces), and
how VectorWorks retains the
3D geometry in is memory.
If you choose “Always” then
VectorWorks should keep the
model rendered in OpenGL
when you walk through the
building.

¢ (lick on the OK Button.

©Jonathan Pickup

VectorWarks Preferences

Edit | Display | Session 3D
 Rulers Display light ahjects
@ seroll bars Display 30 loci
 Black background
# Zoom line thickness (Slow)
™ Adjust flipped text
T No fill behind text
[ Show parametric constraints
_ Show other objects while in groups
 Hardware accelerated 2D navigation
™ Use VectorCaching for faster drawing
& Quartz imaging

_ Anti-aliasing

[ Reset

VectorWorks Preferences

Edit  Display Session | 3D

3D Rotation

Retain Rendering Model

v

Detalled Respansive Never Always

# show 3D axis labels

3D conversion res: | Medium =)

Puess,thue Kol ey o Dorel+ e by

( Reset )

Edit Font Mappings...

Only in wireframe | 8]

Only frame  [%)

( Cancel ) SO

( Cancel ) 0K

Line Render Options

cadmovie020

* From the Menu Bar choose
View > Rendering > Line
Render Options...

* Change the smoothing
angle to 30°. The
smoothing angle
controls the facets that
you see on a hidden line
rendering. Setting an
angle of 30° will show
very few of the facets.

*  You can also choose
the settings for sketch
rendering (we’ll cover
this later).

* Click on the OK
Button.

Smoothing Angle:

Zoom
Class Options
Layer Options
Standard Views
Projection
Rendering
Perspective
Lighting

Align Layer Views

Create Layer Link.

Move Working Plane...
Rotate Working Plane...

Set 1D View
Rotate 3D View...

Create Viewport.

Update All Viewports

Save View...
Next View
Previous View

Show

Line

AARE S

Wireframe

OpenGL iz 19
OpenGL Options...

vv

Fast RenderWorks
Fast RenderWorks with Shadows 038X
+ Final Quality RenderWorks O HF

Custom RenderWorks
£ Custom RenderWorks Options. ..

Fast Radiosity

Final Quality Radiosity
Custom Radiosity

Custom Radiosity Options...

Artistic RenderWorks
(33 Artistic RenderWorks Options...

%,
Hidden Line OHE

» | Dashed Hidden Line 2%D
Line Render Options...

Render Options

Preview

Dash iyt

Dash Shade

|
Dark

I
Light

" Sketch Hidden Line Results

30 Document Default Sketch Styl

Rough v Edit

Press the Help key oF Crd+? for help.

.___' Cancel .__.w ( OK )
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RenderWorks Camera Object Propertes
RenderWorks Camera

. .. e The first tim hi 1 ill e
The RenderWorks Camera tool allows you to make a view similar to the ¢ first time you use this tool you will see

Set 3D View, but it’s an object that you can move around and edit, so it’s th1§ dialog box where you can set some of the ¢ i )
more useful that the Set 3D command options for the RenderWorks Camera tool. e )
cadmovie021 e ——
Aspect Ratio: Tmen )
® Open a file. ' e HomTE)

Field of \’igew. : 70 ‘

Pinel Size Is: 800 x 600
/’j\ Clip Frame Scale %: 100
Left/Right Tilt Angle: 0
Camera Name: it

Camera Display 2B:Name [

™ Auto Update 30 View

» From the Visualisation toolset (Caneel) D |
choose the Renderworks

Camera tool I * The RenderWorks Camera stays

on the drawing. This allows you
to move the camera if you don’t
like the position of the camera.

¢ C(Click once for the camera
position.

RenderWorks Camera

click here

« Move the cursor into the object. . Op the Object Infq Palette, click on the e (tior=—T |
Display Camera View button. taver —_— ;

This is the centre of your view,
i.e. what you are looking at, click
once.

Rot: 143"

Camerza Height: 50
Look To Height: z0

| Ton/Plan View "| 1

( Display Camera View & 1
k 1

| Fine Tune Camera View...

Projection: Perspa.. |3

©Jonathan Pickup cadsupportonline - lssue 0704
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* VectorWorks shows you the
view. r

* Use the Object Info Palette to change
the display settings for the RenderWorks
Camera.

* You can also change the setting of the camera
lens if you want to edit the perspective of the
view.

©Jonathan Pickup

RenderWorks Camera

Class: Wona [ !
Layer: Model (=

. X 200

¥ -150

|:| Z 0

Rot: 143
Camera Height: S0
Look To Height: 0

Top/Plan View

T

'k Display Camera View

e

=
'k Fine Tune Camera View...

Projection:

()  Wireframe
Sketch
OpenCL

As

RenderWorks Camera

Perspe... | :!

Camera Height: S0
Look To Height: 20

P ~
'k Top!Plan View )
pe ~
'k Display Camera View )
i - - Y
k Fine Tune Camera View... _)
Projection: Parspe... | & ]
Render Mode: Wirefra... | :]
Aspect Ratio: 133¢4.. % ]
Far Film Size of: Bmm e
Focal Length is:  37mm

Field of View: 80
For DPI of: T2

* VectorWorks updates the view when you hit the Enter or Return
key.

2.4 Rendering Types

Rendering is a way of looking at your 3D model with light and shade.
There are several ways of doing this and each different way has some

advantages and some disadvantages.

cadmovie022
* Open a file.
Open GL
e From the Menu bar Choose
Views > Rendering > OpenGL.

* Now you can see a view with light
and shade and it makes it easier to
read the object.

* OpenGL rendering is fast but not
very detailed.

cadsupportonline - lssue 0704
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OpenGL Render Settings

Detail: | High =)

@ Use Textures

OpenGL Options

_! Use Anti-Aliasing
e From the Menu bar Choose  #use NuRes

Views > Rendering > OpenGL Options.

Press the Help key or Cmd+7? for
help.

e If you set a high level of detail VectorWorks
will take longer to render the view. Each of
these option will make the view more detailed  (cancel )
and therefore it will take longer to render.

* Try changing the details from low to high and see if the results are
different.

Fast RenderWorks k

e From the Menu bar Choose
Views > Rendering > Fast
RenderWorks.

e This is fast but without shadows it’s
not much to look at.

Fast RenderWorks with shadows

e From the Menu bar Choose
Views > Rendering > Fast
RenderWorks With Shadows.

©Jonathan Pickup

This is a good rendering mode if you want it quickly. It's a bit crude,

but it is FAST!

Final quality RenderWorks

From the Menu bar Choose
Views > Rendering > Final Quality
RenderWorks.

This one of the best rendering options
available, but it is also fairly slow.
Some views can take several minutes

Custom RenderWorks

From the Menu bar Choose
Views > Rendering > Custom
RenderWorks.

This method allows you to control the
quality the best rendering available,
allowing you to balance quality with
the time you have available.

cadsupportonline - lssue 0704
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RenderWorks Options

From the Menu bar Choose
Views > Rendering > Custom Render Works
Options...

The RenderWorks options control the rendered
results if you use Custom RenderWorks or if
you use the render bitmap tool. Each of these
choices can dramatically improve the rendered
image, but they will also add to the time that it
takes to render an image.

Ray Traced shadows are crisp but slower,
shadow mapped shadows are not as crisp but
they are faster.

Ray Tracing on reflective objects like
marble, mirrors and glass looks better, the
recursion level is how many bounces of light
VectorWorks considers.

Generally you would use textures. If you don’t
use textures VectorWorks will use the colour

of the object as assigned by the attributes palette. Glass will not be

Custom RenderWorks Options

Texturing

¥ Use Textures
™ Use Transparency

Ceometry
Detail: | High )
¥ Use NURBS

Lighting

™ Use Shadows
@ Ray Traced Shadows
# Transparent Shadows

() Shadow Mapped Shadows

Sampling Quality: _High ]
Rendering

¥ Use Ray Tracing

Recursion Level: [

@ Use Anti-Aliasing
| Auto-Adjust Exposure

Press the Help key or Cmid=? for help

( Cancel ) GS0K

transparent if you do not turn on the Use Transparency.

Anti-Aliasing reduces the look of jagged pixels on the screen and

make the printed image look better.

©Jonathan Pickup

Final Quality Radiosity
e From the Menu bar Choose
Views > Rendering > Final Quality

Radiosity.

* This one of the best rendering options
available, but it is also the slowest.
Some views can take several minutes

Be careful if you choose the Custom Radiosity
option. I’ve played with the options to increase
the quality of the rendering, but if you increase the
energy and accuracy, you might find that the render-
ing time increases dramatically.

L .II
Custom RenderWorks Options
Texturing
# Use Textures
# Use Transparency
Geometry
Detail: | High (]
# Use NURBS
Lighting
™ Use Shadows
@ Ray Traced Shadows
¥ Transparent Shadows
) Shadow Mapped Shadows
Sampling Quality: | High F

Rendering

™ Use Ray Tracing

Recursion Level: [I

# Use Anti-Aliasing
| Auto-Adjust Exposure

Press the Help key or Cmd+7 for help.

(cancel ) 0D
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Textures

Textures are the things that make you drawing stand out and have a bit
of zing. They can be created inside VectorWorks and can be created from
digital images, or from shaders (built in mathematical descriptions of
textures).

You should consider having an office library to store resources like
symbols, layer and class standards and textures. It will be a lot easier for
you to find textures that you like using in your library rather that hunting
through all your old files.

cadmovie023

Creating Textures

Open a file.

Open the resources palette and right click on
an empty area of the Resource Brower.
Choose New Resource in... > Texture.

This dialog box allows you to

create and edit textures. ]
Name your texture. We will | ce - onamue
create a wood texture, some sort , | o B

Blue Marble

of pine timber. ' o
Name the timber Wood. S
Click on the pop-up menu for | ™ | iz ag—
colour, L s =2
This will open a menu for you to |
choose the type of colour. It could | s Er

=

be a scanned image, or one of the
built in shaders.
Choose Pine.

©Jonathan Pickup

After you have chosen pine, you can click
on the edit button directly below Pine, this
opens the Edit pine dialog. Here you can
make your texture look like real pine by
changing the colour, grain, gnarl, etc.

Click on the OK button.

Edit Pine

Scale: 0.02

Wood Color: :I E‘

Ring Color: -

Ring Fuzz In: '_e—
T s e A O BT el

Ring Fuzz Out. =
T e e B o e

Ring Width: '0.4000

G _@.—
i e R

Grain: _@.—
i e R

Ring Fuzz Grain: =i
e e

Grain Color: -

Grain Scale: ‘—@'—
| e

Change the Size to 40mm
1.75”).

Change the Obj Size to S0mm
(2”), This means that the preview
object is 50mm in size. This
should give you a good idea of
the grain on our object.

Click on the OK button.

This is a great way to get anidea of what the texture will look like on

your object.

cadsupportonline - lssue 0704
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Assigning Textures Directly

* Select the object that you want to assign
the texture to.

e On the Resource Brower double click on
your Wood texture.

* To edit the texture, right mouse click on the
Wood texture on the Resource Brower.

e Choose Edit from the pop-up menu.
 [Edit the pine texture to match the picture.

©Jonathan Pickup

Edit Pine

Scale: [0.05 |

Wood Color: :I

Ring Color: -

Ring Fuzz In: —9—-
T Y e e I B

Ring Fuzz Out: =i

Ring Width: [0.6000

Gnarl:

Grain:

Ring Fuzz Grain:

Grain Color:

Grain Scale:

-—6—
\‘E\‘ it B '
\EH = '
=

+

This is the color of the grain or rings.

(Ganes) @00

e [t is important to edit the textures so that
they look correct.

Tip:

you can also Drag and drop textures from the Resource Browser

onto a 3d object to assign the textures.

Assigning Textures Using Classes

If you set up your file early on to use textures for specific classes that
you want to texture then you have an advantage when it is time to assign
the textures. By going to the classes dialog you can then texture all the

objects of a specific class.

cadmovie024

¢ (Create a new texture. shates

« Name it Marble. T

e Use a Marble texture from the
Color pop-up menu.

Refleahty. [ None 2]

Transparency:

{ None 3]

Edit Texture

Crown ) (e ) @00

|

cadsupportonline - lssue 0704
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Mapping Textures
e Edit the marble so that it has better colours i Marble ) .
and grain Scale: L Mapping textures is the way that VectorWorks (and the other CAD
e Click on t.he OK button Db e programs) drape the textures of the objects. One of the tricks to getting a
lick on the OK b ' el E good render is to get the texture mapping right. The wood texture has to
* Click on the utton. e — appear the right size for the rendering to look right. When we created the
Grain: —5 texture we set the preview on the object to be S0mm, this was to give us
Cansee [T ] an idea of what the texture would look like on a reasonable sized object.
cadmovie025
. * Open a file.
° Open the classes  Setup dialog, —  This file has an object with textures already
from the Menu Bar  choose: | coue. init. .
Tools > Organization... Se—w  Open the Object Info Palette. If it is not

)

e Double click on the Floor class.
e Set Marble and the texture for the class.
¢ Click on the OK button.

open go to the Menu Bar and choose:
Window > Palettes > Object Info.

* If you get a dialog box asking if * Click on the Tab for Textures.
you want to assign the texture to | ...osmm  w

all objects say yes always. o | [
* If you use objects in VectorWorks
there is often the choice to use
classes for parts of the objects.
This makes it very easy and
quick to add textures to objects.

T e This is used to apply textures to

\abiad
14 ar [NNNHBN

VectorWorks objects and also allows you
to adjust the mapping.

* In this case the easiest way to edit the
mapping of the texture is to edit the texture.

A i * Using the Resource Brower. Find the wood

It also makes it easy to control the Extrute texture and right mouse click on it. e it =
textures in a project. o T ¢ Choose Edit. e 5

Dimension I Sytoks g b oty
P vectirsorpt Pattes

P Rrserd Farmats:

¥ lextwes

o View As
_,4 Show Object Types

Layer:

e Select the floor object.
* Assign the floor object to the Floor class.

Find Resaurce on Disk
New Resource in Untitled
New RenderWorks Texture

Apply.

©Jonathan Pickup cadsupportonline - lssue 0704
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On the Edit Texture dialog,

Name: | Wood Files and Folders.
change the size to 150mm (6”). | s« the Resource Browser. s (1 g s
. . . Color: [ Pine ™| Hatch... L[ [ Top Leve
That is over 3x bigger than it was. H . e
This will cause the texture to look | ™=~ === Choose : e s .
‘ di 3 = RenderWorks Texture... .
too big. New Resource > Renderworks
Click on the OK button. Texture... (3 simtel Folir.

You can now see the size of the

D e £ vl sy
texture that we created is not = E= L= D0 vorkshert.. 7 Tolat

suitable for our timber block, ,
although it may be great for a far
away view.

Edit Texture

Calor

[Pene 9 %Haﬂ!nw‘tv

Often you need to exaggerate textures to
get them to read correctly in a rendered

image.

Click on the Resources Menu on

Choose the Granite texture.

A8 Resource Browser

VectarScript.
WectarScript Palette..

Edit Tex

Name:  Flan{

Shaders

Color:

+ Obj Attribute k ﬂ

| Filtered image * [a]

Image Color *
Blue Marble

| Chrome Color

Clouds £
Cubes £

| Marble E Previ

Plain Color k

Solid Polka.
§ Turbulent

Checker Color = i
| Diagonal *
| Grid Color *

Simple Wood Ok Type: Plane
ObjSize: 2

Horizontal Stripe = ( Reve
Polka *

ture

jew Optians.

+, ¥ Color
3] o Refectivity

gi Vertical Stripe * oot

Birch

Another example of this would be to make a plant texture for small
plants. I was with some clients the other day and they wanted to make

some simple textures for plants.

cadmovie026

* Open a file. We’ll make a plant texture and
some grass.

©Jonathan Pickup

Name the texture.

Set the review options to a
sphere so that you can see what
the texture would look like on a
round object.

Set the size of the preview to
500mm, as this is the size of the
plant.

Shaders

size shadows

0 #cast
@ Receive

Frvas th Hel by vr Crio for by,

Edit Texture

Obj Type: Sphere 13

ObjSize:  '5po

“Radiosity Options__ )

cadsupportonline - lssue 0704
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Edit Texture

Edit Texture

Name:  Flant

Name:  Fant

e This will let you see the texture

Shaers

e If you set some parts of different

on the plant accurately. ——wca [ greens, and one part to the flower | G 5w
¢ Change the size of the texture | *w colour (in this case the white | =

None ¥

flower for a camellia), you get a | e

until the granite looks like the | rmsw

K Nor B e N m
size of leaves. = random spread of flowers. ——
n Ty ™ Color . 4 # Color
None 9 (e ObiTyoe:  (Sphere ) ey Nane B CE: 08 Tyos: [ sphere ) @ ructiviy
= i obisize: RN g gurmy = g obisize: [N gy
150 st T : st
W Receive iy Oplomr

Radiosity Options_ )

Edit Granite Shader

* Click on the Edit button on the Granite | ... 0525:] « Apply the texture to the plant.
so that you can change the colour of the coer _——
granite' Color 3 [
Color 4: 1]

Fragment Softness: '_Q—
R
Fragment Detail: '—e
Vo
Fragment Size '—e—
........ [
Color Variation: '_6—
AN

Cracks: 0.08

ColorNolser i cadmovie027

Color Noise Scale 1

* To make the grass we can use a similar process, but for grass I might

make a plain colour with a bump map to make the ground look a bit
(Cancel) like grass.

Prezs the Help key or Cmd=? for help.

* Use the Resource Browser to create a new =
texture.

" & Untitled 5

L | | Top Level

Resources

W Textures

View As
Show Object Types

Find Resource on Disk...
New Resource in Untitled 5
New RenderWorks Texture in {intitled 5...

©Jonathan Pickup cadsupportonline - lssue 0704
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* Choose a Plain Color.

e Click on the Edit... button to get
a nice green colour.

e Set the preview options so that
you have a sphere S00mm (2°).

e Set a bump for the grass. I've
used Rough, Solid.

e Set the texture size so that the
texture looks suitable.

Edit Texture
Name:  Grass
Swasers
Colar l®|
v Obj Attribute B
| Filtered Image *
Image Color *
3
8lue Marble
| Chrome Color
Clouds I
Cubes 3
Granite
| Marble Previem Options
9 ™ Color
simple Wood : Obj Type: [ Sphere [3] i Reflectivity
Solid Polka  Transparency
Obj Size: =
s Turbulent 1 ) Size: 500 & Bump
Checker Color ™ it
Diagonal * Radiosity Options...
| Grid Calor * i
Horizontal Stripe * Rever Cancel ) @SOS
| Polka* !
@ Vertical Stripe * st Shotes ke wilh s % e affcted by U G g dao's P
i} ¥y e e atar a1 2 i k1 sl
Birch
Cherry

Maple
Oak
pine
Wood

Birch Floor *

Edit Texture
Name:  Crass
shasers
Colar l®|
Plain Color %) (_Edit.. )
Reflectivity.
None H
Transparency:
None )
Bump: Preview Options
- N ™ Color
lone: Obj Type: Sphere [5) o Reflectivity
Image Bump * W ngmmrmw
3 s  Burn;
1 Cast F ¢
Leather, Solid Cast —=
Rough, Solid 1. — SN Radiosity Options. .
| Dimple - Reverr Cancel ) € ok )
Knurl *
o Leather, Wrapped ™ i it mite it sppmar gy, Shaders marked with 3 % e affested by the EdIL
P Rough, Wraped irs. Onas it o % St dnly MECtS ) G1er 4R S0 S nd it s 4
Tread Plate *

Edit Rough, Solid Shader

* Click on the Edit... Button to change the | *=* 1

settings to suit.

©Jonathan Pickup

Cast Amplitude: 0.3

Detail: ——

Sharpness:

Press the Help key or Cmd=? for help.

( Cancel ) f OK )

e Now you can see the preview. Get
the preview looking good and
then when you apply the texture,
it looks better.

e Apply the grass texture to the

base. Now we have a plant on a
grass lawn....

Mame: | Crase

Shacers

Color

Plain Color W Cedn. )

Reflectivity:

None H

Transparency.

None =]

Bump:

Rough, Solid #) ( Edn..

size shacems

00 ™ Cast
#

Edit Texture

(=) [2]2]&]

Preview Dptions.

@ Color
ObyType: [ sphere (3] W Refectivty
& :
Obj Size: 500 A ;‘r’-::;wm.y

( Radiosity Options.

Revert Cance

o)
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Texture From Image

Creating a texture from an image allows you to make any texture that you
want. You can scan an object, a logo, you can use a digital photo or you
can make up an image in Photoshop.

cadmovie028

Files and Folders———()

* Open the file Render_S.sta from the (W

exercises folder. e
* Right click on the Resources Browser. [}
e Choose New Resource in... > e

RenderWorks Texture... Shw i e

Find Resource on Disk...
O Cradient... New Resource In Untitled 1
O Hawh..
B Image...
= Record Format..
& Vecrorscript Palette
(3 Symbol Folder...
BB Vectorsript...
55 Worksheet...
5 Renderworks Texture... 1

RenderWorks Background...

+ Active Symbal

e To create an texture from an | __
image you need to create the | sw= o
image. I have already made | mew 9
one for you and placed it in the | ™ @ =
exercises folder. o | B

e On the texture Dialog Box choose | a e _
Image Color from the pop-up B (o e @
where it says Color. When you | * | Mwww —— © %7
choose this from the pop-up, | i P e €E9
VectorWorks wants to know |77 i =

which file to import.

©Jonathan Pickup

Find the image.psd file in the exercises
folder.
Click on the OK button.

Set the colours to Millions of colours and
size 100% ...
Click on the OK button.

Tile image horizontally and vertically,
otherwise your texture will be a small
square in the middle.

Click on the OK button.

mpors QuiekTime mage Ducement

- ]

Texture image Options

Color Resolutiol Resolution Scale
) Thousands scale: [loa |%
(C] Migions | Dimensions: 200 x 200

| Memory 351K

Image Information
24-pit, 300 % 300, Planar RCE Image

[tk s radio buthon bo import the: imupe at millsns of colors per piel (32
its),

(cCance ) (SO

Edit Image Color

Tile Image

™ Horizontal
™ Vertical
Softness: e

(Change Image... )

This is the help view. The prompt displayed here changes with the item
underneath the mouse sursor. [

(Cancel ) (0D

: Shaders
Click on the Bump pop-up menu. | > = .
Reflevty. [ Mone =]
Fdit.

Size:

r

Transparency | None

8ump, + Nane

Preview Options

= # Color
00 Twe [Plane 9 W Reflectiity

Cast & Transpareno
Simple Rough by Size 20 =1 :
ump
Dimple *
+ Knurl *
Tread Plate * E

Chense a shader

It agpear bumgsy “are
™ i

o
Mopping diakos Mo Type

Coms il 8
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Choose Image

I have made an image file that will be a
bump on the texture.

C] Import an Image File
(O Reuse an Image From a Texture Resource:

This Texture's Color

Click OK to impart & file ar to use the selacted image. ‘

(Cancel )

e Choose the bump.psd file from the
exercise folder.
¢ C(Click on the OK button.

¢ Set the colours to thousands and the size
to 100% .
¢ Click on the OK button.

i

e The softness controls how the bumps |

ts the apparent height of the bumps in the rangs 0 fo 1. Set this
s more pronounced.

il
value larger to make the bury

appear, with softedges, or with sharp edges.
To get real control over the transition from
the base texture to the bump, make sure
that you have soft edges on your image.

(Cancel ) (0K )

e This is the image with the bump.
You can also control the size of | ...
the texture. S
i Con | B
 Click on the Set by Image button | ==~ G = [3]
1 Ed: o
to set the size of the texture. oo o | D
* Change the image size to 30mm | =~ =
(1257, g e
onjsze 7 U;‘V:::Dir!ncv
©Jonathan Pickup

Click on the OK button.

Apply this texture to your object
and render the view in Final

Quality RenderWorks.

Name  Swceo

Shaders

Color.

Reflectivity.

Transparency.

Bump

(image Color = 1#)
e )

a
E 22

Image Bump = %)
Preview Options

)
(o) ——
o Tee [pane ) @ Reflectivity
05 size e g :nnspmm
303 & Bump

Eetyimoth

(Sevby Image'..
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Questions and Answers

Q. “What is the best way to create 3D fillet welds for 3D
steel details, e.g.steel brackets etc?”

There are two ways to place a 3D fillet. The first method is used for
placing 3D fillets on two NURBS surfaces, the second method is used to

fillet a solid object.

Let’s look at the first method. If you
have a solid object like this one, you will
have to convert it to NURBS curves,
using the command form the menu bar:
Modify > Convert > Convert to
NURBS.

Add Salids THA
Subtract Solids XS

e Select the two NURBS surfaces. pmards =
e Choose
Model > 3D Power Pack > Create Fillet
Surface...
from the Menu Bar.

Extrude Along Path  "TEX
Tapered Extrude...  XRU

©Jonathan Pickup

Fillet Surface Preferences

Fillet Radius: &

Choose the options that you want. You
will have to try different options here.

I tried some worked really well on a
larger object but didn’t work on a smaller
ObjeCt. Cross %ectiun Type
Click on the OK button.

Approx Circular
Linear

Trim Type

Edge Tangency
Minimal
Maximal
Beveled

0000®

None

Tangent Continucus Blend

QOOO0O®

Curvature Continuous Blend
() Rate of Curvature Continuous Blend

Press. the Help key or Cmd-+? for help.

( Cancel ) € OK )

The fillet surface is independent
from the NURBS curves that you
started with. This means that you

can change the colour or texture
of the fillet.
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Let’s look at the second method.
This method needs two solid objects
that are added together to make a
Solid object. Extrude two or more
objects and then use the command:
Model > Add Solids to make
them into one solid addition, or
Model > Subtract Solids... To make a
solid subtraction.

* Choose the Fillet Edge Tool
from the 3D Modelling toolset.

* Click on the edges that you want
to fillet. If you hold down the
shift key you can select more
that one edge.

* Click on the green tick on the
Mode Bar. VectorWorks places
the fillet, but it is now part of the
object, so you can’t change the
colour of the fillet separate from
the main object.

©Jonathan Pickup
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