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END-USER LICENSE AGREEMENT FOR DESIGNSOFT SOFTWARE

IMPORTANT-READ CAREFULLY: This DesignSoft End-User License Agreement
("Agreement") is a legal agreement between you (either an individual or a single

entity) and DesignSoft Corporation for the DesignSoft software accompanying this
Agreement, which includes computer software and associated media and printed
materials, and may include "online" or electronic documentation ("SOFTWARE
PRODUCT" or "SOFTWARE"). By opening the sealed packet or by downloading or
installing the SOFTWARE PRODUCT or exercising your rights to make and use copies
of the SOFTWARE PRODUCT, you agree to be bound by the terms of this Agreement.
If you do not agree to the terms of this Agreement, promptly return this package

to the place from which you obtained it, or in case of a download, delete the
downloaded file(s) and uninstall the product from your computer(s).

SOFTWARE PRODUCT LICENSE

The SOFTWARE PRODUCT is protected by copyright laws and international copyright
treaties, as well as other intellectual property laws and treaties. The SOFTWARE
PRODUCT is licensed, not sold.

1. GRANT OF LICENSE. DesignSoft grants to you a nonexclusive right to use the
SOFTWARE PRODUCT on a single computer unless otherwise indicated on the invoice
accompanying this product. You must pay for additional copies of the software if

more than one copy will or may be running at the same time on one or more

computers. You may not rent, sell, lease, sub-license, time-share or loan the

software to others.

2. COPYRIGHT. All title and copyrights in and to the SOFTWARE PRODUCT (including
but not limited to any images, photographs, animations, video, audio, music,

text, and "applets," incorporated into the SOFTWARE PRODUCT), the accompanying
printed materials, and any copies of the SOFTWARE PRODUCT, are owned by
DesignSoft or its suppliers. The SOFTWARE PRODUCT is protected by copyright laws
and international treaty provisions. Therefore, you must treat the SOFTWARE
PRODUCT like any other copyrighted material except that you may either (a) make
one copy of the SOFTWARE PRODUCT solely for backup or archival purposes, or (b)
install the SOFTWARE PRODUCT on a single computer (except as described in
section 1) provided you keep the original solely for backup or archival

purposes,.

3. OTHER RESTRICTIONS. This Agreement is your proof of license to exercise the
rights granted herein and must be retained by you. You may not reverse engineer,
decompile, or disassemble the SOFTWARE PRODUCT, except and only to the extent
that such activity is expressly permitted by applicable law notwithstanding this
limitation.



LIMITED WARRANTY NO WARRANTIES. DesignSoft expressly disclaims any warranty for the
SOFTWARE PRODUCT. The SOFTWARE PRODUCT and any related documentation is provided
"as is" without warranty of any kind, either express or implied, including,

without limitation, the implied warranties or merchantability, fitness for a

particular purpose, or non-infringement. The entire risk arising out of use or

performance of the SOFTWARE PRODUCT remains with you.

NO LIABILITY FOR CONSEQUENTIAL DAMAGES. In no event shall DesignSoft or its suppliers be
liable for any damages whatsoever (including, without limitation,

damages for loss of business profits, business interruption, loss of business

information, or any other pecuniary loss) arising out of the use of or inability

to use this DesignSoft product, even if DesignSoft has been advised of the

possibility of such damages. Because some states/jurisdictions do not allow the

exclusion or limitation of liability for consequential or incidental damages,

the above limitation may not apply to you.

MISCELLANEOUS
Should you have any questions concerning this Agreement, or if you desire to

contact DesignSoft for any reason, submit your question at
wwww.designsoftware.com under Technical Support or please write to:

DesignSoft

www.designsoftware.com
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1.1

Installing 3D EyeWitness

If using Windows XP/Vista/10/11 you need to have administrator rights over
your PC to install the program.
Before installing, check the list of requirements described in the chapter System
requirements.
e In order to run the program you will need a hardware key, which is to be inserted
into either the parallel port (grey hardware key) or USB port (purple).

Do not insert your USB device before installing the software.

Installing the software

1. Insert the CD into your CD-ROM drive.

2.  The program will start automatically. If not, select Start/Run and type in D:
\setup (if D is your CD drive) or select it through Browse. Press OK.

3. Setup screen opens. Press Continue.

4.  Set the destination folder, then press OK. According to the default setting the

destination folder is: Program Files/DesignSoft/3D EyeWitness Vn, though this
can be modified.

Note: Under the specified folder name (e.g. 3D EyeWitness v8), other
subdirectories will be created automatically, namely:

LIB folder, which contains the library files of the basic components
necessary for the working of the program.

PROJECT folder, which will contain the files of projects created by the
user.

5. Installation will start. From the setup window it is possible to follow the installation
process, as well as to cancel the installation.

6. When installation is complete, the following icons will appear. To begin a new

project, click on this icon @ which launches the main 2D designer of the program. The
other icons found in the window will start different modules of the program.

7. Clicking on this icon E launches the MODELLER, which will help you to create new
components in the libraries.

9. Help files can also be opened separately by the respective module icons.

Hardware keys (USB or parallel dongle)

Do not insert your USB device before installing the software.
Installing the USB device
By installing the software, the driver needed for your USB key is installed as well.
After installation you will need to restart your computer.
After installation, when your USB key is first plugged into the USB port, the system
will ask you to identify it.
Choose:
e Look for software associated with the USB stick, then
e Install software automatically, then

DesignSoft



Installing 3D EyeWitness 15

e OK/Next.
Do not insert your USB device before installing the program!

Installing the parallel port

By installing the software, the driver needed for your parallel port is installed as well.
After installation you will need to restart your computer.

Plug your hardware key into the parallel port. If you have a printer, connect it through
this key.

1.2  Software key authorization

In order to run this program, you must receive authorization from DesignSoft.

When you first run the program, a message box appears showing your initial
authorization status. If you do not receive authorization, you are normally limited to 31
sessions to try the program.

At the end of the trial period — but preferably as soon as possible — do the following:
Run the Help / Authorization / Authorize menu. The Authorize message box
appears:

4 Authorize @

Transfer license.  Eil license

[nztant |Elther ]

Authorize vour program instantly on the web in 3 zimple steps:

1.] Log on ta the Intermet
2.1 Exter waur 18-digit Order iumber in the box below
3.] Presz the OF. button

Order number:

Maote;
-t'ou can uze thiz option only if vou have a 16-digit Order
nurnber like:
0207381924334424
- For the older registration codesz like
TO1-4710-0101-6722
please uze the [Other] option.

]| Kcancel | P tep

Registered For 1 user(s) (0}

If you have received your program with a 16 digit Order number you can authorize
your program in 3 simple steps described in the dialog box above.

It may be that your firewall does not allow your program to connect to the Internet. In
this case you will get the following messages
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"j Flaase ensure that your are connected to the Inbemet!
*

If you are connected press OK. The following dialog appears:

i It is possible that a firewal Is preventing the program bo access the Inbernet,
A5 an alternative you can bry bo get & kcense using yvour browser.

D you weant bo look up a sitekey now?

Press Yes. Your Site Key will appear in a browser. Copy and Paste this into the
Authorization dialog of your program.

If you do not have an Order number, or it does not work for any reasons or you do
not have Internet connection, then click on the Other tab on the top of the dialog box.
The Other page of the Authorize message box appears:

&n Authorize E|
Transfer license.  Eil license

Ihetamt Other ]

Crder number or registration code:

Site code;

TES9-7304-5409-A953-1D62-A072-7197

To obtain vour Authonzation Code pleaze wisit;

http: /fwww_ designsoftware. com

or zend email bo;
reqizterf@designsoftware. com
and quote the Site Code shown above.

When you have received vour Authorization Code [Site Key],
enter it in the box below and prezs OF.

Site kew

J % x Cancel | ? Help

Registered For 1 user(s) (0}

This dialog shows your personal Site code, which identifies your computer.

Record and send your Site Code and your Order number to DesignSoft by email or
using the given web address. Always use Copy and Paste when you need to copy
these information from one field into another.
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1.3

If you have received the program on CD, the Order number is provided with the CD.
If you receive the program as download it should be included in the email containing
the download link.

Note, that if you click on the email address above, your default email program
starts using an initial email template, that already includes both the Order
number and the Site key.

If you prefer, you can click on the http://www.des gnsoftware.com .com address and
select Registration on top of the screen, where you can enter the necessary
information.

Whichever option you choose, make sure you give us your
- Site Code

- Order Number and

- your email address

so that we can send you your authorization code (site key).

If you contact us by email or via the web, you will shortly receive an
acknowledgement of your transaction by email. If you haven't received this
acknowledgement very soon, perhaps you mistyped your email address, so you
should re-send the information. Within a few working days, we will send you your site
key by email.

When you receive your Site key, run the Authorize menu again, enter the Site key
into the Site key field, and press OK.

If you want to move your authorized program to another computer, use the
commands “Transfer using removable media” or “Transfer using Internet” from the
Help / Authorization menu. The default password of these commands is
ProgramProtection. For more information see the Help of the Authorization dialog
and check Transfer License.

System requirements

Minimum hardware and software requirements:
o IBM PC 586 or compatible

. 1 GB of RAM

o Microsoft Windows XP/Vista /7/8/10/11

Recommended configuration:

o IBM PC Pentium or compatible

. 3 GB of RAM

o A hard disk drive with at least 2 GB of free space
o Microsoft Windows 11

OpenGL or DirectX 3D accelerator:
o ASUS TNT2 accelerator
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o (1024*768 or higher DPI resolution, 16 bit or higher Color resolution)

SKP files import:
o MICROSOFT VISUAL C++ 2005

1.4 OpenGL video card

The software uses the OpenGL video card when running 3D graphics.

For running the software properly you should have the card's latest driver installed on
your computer.

This can be downloaded from the website of the card's manufacturer.

When running 3D graphics it is possible that the software does not support your
computer's OpenGL card.

In this case you may inactivate the OpenGL graphics card, in the following way:

R/

< In 2D mode: within the 3D menu click 3D Parameters, then choose
OpenGL/Software.

Fiendering mode | Level fitering | Lighting |

Technology: Cancel
" OpenGL b5
=lp

fe [irects
Default
v Hardware [ Reduced mode
Rendenng mode;
O wiireframe
" Hidden

* Painted drawing

1.5 DirectX graphic system

Installation of the DirectX program:

The version installed on the machine can be queried with the command ‘dxdiag’, entering it in the
‘run program’ Windows Start menu, if any such version has already been installed.

The 3D module uses the Directx 9 version, which can be downloaded from here (if it has not been
installed on your machine):

http://www.microsoft.com/downloads/deta ... laylang=en

The drivers of the various video cards can be downloaded from the website of the company
concerned, from pages entitled ‘support’ or ‘downloads’.

The websites of some of the main brands for examples:

ATI: http://ati.amd.com/support/driver. HTML

NVidia: http://www.nvidia.com/page/drivers.html

ASUS: http://support.asus.com/download/download.aspx
Intel: http://downloadcenter.intel.com/
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1.6

A website of multiple manufacturers http://www.driverslab.com/drivers/Video_Card/13/0.html
Automated on-line upgrades

Upon start-up the programme checks our website for new upgrades, of which the user can be
informed, subject to three conditions:

e The machine should be logged on to the Internet when the programme is started up,
e Automated upgrades should be switched on in Settings,
e The user should have an order number.

The order number should be entered after starting up the program. It is enough to enter it once and
it will be retrieved by the system later on from the file stored on the machine. The order number is a
code of 16 digits received together with the program, identifying the user for the system.

Automatic update

W Enabed

Order nurmber; _E@_.';EL_J
}'I 304-1111-0005-1234
_ Hep |

The program checks which module has been changed and it automatically downloads the changed
module from the Internet. The user is notified of the upgrade in a list and then exiting the
programme it unzips the program from the ZIP files.
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2.1

The Basics

After installation, when run for the first time, the programme copies the elements of
the libraries and sample designs managed by the user into the library specified by the
user. The proposed route is the C:/3D EyeWitness vn library, within which the user’s
library is created in the LIB library and the designs are stored in the PROJECT library.
This latter can be chosen when the designs are saved. A registration entry is made
concerning the library so created which is used by the program whenever it is started
up. Its deleting makes it possible to redefine the place within the library. The place of
the registration entry:
HKEY_CURRENT_USER\Software\DesignSoft\3D EyeWitness for Windows\12.00

The structural design of the building can be carried out in the floor layout plan
windows for which a separate window is opened for every one of the floors of the
building. In parallel with working out the structure the progress of the work can be
viewed in 3D view and modifications and moving the elements just drawn can also be
started form the 3D window. The other modules open separate designing windows for
themselves, e.g. stairs, roof, roof truss, terrain. While designing these elements no
structural design work can be carried out on the 2D floor layout plan. When these
windows are closed, that is, when the structuring of the element is completed, when
structural design of the element has been completed, the element concerned is
automatically migrated into the floor layout and the 3D module. The libraries are
enhanced with the 3D MODELER function.
This software is a Windows application. Its main module is 3D EyeWitness 2D
Designer, from which several other sub-modules can be launched:

the @ Terrain Designer,
the \l Road Designer,
"

the ~% STAIR Designer

the & ROOF Designer

.
the Fl| 3D Modeler and

the ﬂ@l b 3D viewer module.

The main 2D designer uses a rich array of libraries, which are grouped according to
their function. Various textures and patterns can be superimposed onto surfaces - this
list can be found in the file TEXTURE.INI.

The editing of your plans can be done in the 2D or 3D design windows — each floor
requires a separate 2D window.

Controls

The software can be used with mouse or keyboard. Icons help you to select and start
various features of the program.

Your screen will be primarily occupied by the design window, where you can design
the floor plan of your project.
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Mouse

The easiest way to use 3D EyeWitness is with the mouse, but you can also invoke several
commands with your keyboard, using shortcuts. When moving the mouse while creating a
scene the motion of the cursor will be measured and shown in the adjusted unit and also
according to the fitting (Snap) adjustments.

When using metric units the cursor's motion will be shown in centimeters, or it can follow

Y
the grid points if the Snap |_| (Catch grid points) option is switched on.
If you use the arrows on the keyboard, you will move in millimeter. If you press the shift

button down at the same time, you can move in meter. By pressing
modify it, and the cursor's motion will be move in centimeter.

or F3 you can

When using inch units the cursor's motion will be shown in 1/16 inch, or it can follow the

LY

grid points if the Snap |_| (Catch grid points) option is switched on. By pressing or
F3 you can not modify the measuring units, and the cursor's motion will be shown in 1/16
inch.

If you use the arrows on the keyboard, you will move in 1/16". If you press F3 function key,
you will move in 1". If you press the Shift button down at the same time, you can move in feet.

Note: The magnification rate of the project determines whether you can see in the dX and

dY fields the motion in meter, centimeter, millimeters or feet, inch. Consequently, if your
project takes up a relatively large area and has a low magnification rate, then the smallest
move of the mouse might be several centimeters, therefore will not be measurable in
millimeters.

The menus and dialog boxes may be navigated using the up and down arrows on the
keyboard as well as using the Tab key, though the easiest way is to use the mouse.

As for the underlying coordinate fields, it is only possible to move amongst them using Tab
or Shift+Tab moving the mouse entails the loss of the entered coordinate values.

Coordinate fields may also be selected by pressing X, Y, A, and D respectively. Moving to
the next field can be achieved by Tab or Shift+Tab. The entered values effect the values of
the other related fields, the values being interconnected.

Depending on whether you are in selection mode or in designing mode, the moving cursor
will appear as an arrow or as a pen.

If Snap (the fitting option) is on, and your cursor comes close to a so-called ’hot-spot,” one of
several symbols will appear next to the selection arrow or drawing pen to inform you of the
precise position of the cursor.

e + means that you are close to a grid-point (black +) or grid-line (white +)

e a white pipe means that you are moving along the edge of a certain element
(e. g. awall)

e a black pipe means that you are above a certain element's corner/angle-point
(e. g. of a polygon or at the end of a wall)

¢ a small rhombus means that you are above the area of a polygon (e. g. a
symbol, roof, slab, column, etc.)
In relative mode you can redefine the precise position of your cursor as the origin of the
coordinate system by pressing F4. This change is indicated by the dX and dY fields changing
into zeroes and by the relocation of the small red cross which indicates the origin of the
current coordinate system.
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21.1.3

The pen also shows whether you are in general drawing/editing mode, performing a certain
action or entering values to dX/dY.

Moving the mouse

During editing, the motion of the mouse can be seen in the fields dX, dY, a and d.

The rate of displacement depends on the magnification rate. Two decimal places are
displayed in the fields in metric mode and 1/16" in inch mode. By pressing F3 or the

icon the system may be readjusted, and the cursor's motion will be displayed in
centimeters, without further decimal places.

After readjustment it is practical re-center the coordinate-system by pressing F4, thus
ensuring the cursor's motion is measured in one-centimeter increments.

Left button

Pushing the left button is generally equivalent with pressing Enter, both entailing the
completion of an operation.

When moving the mouse the cursor will appear either as an arrow or a pen, depending
whether you are in the selection mode (arrow) or in the designing mode (pen).

If Snap (the fitting option) is on, and your cursor comes close to a so-called 'hot-spot,” one of
several symbols will appear next to the selection arrow or drawing pen to inform you of the
precise position of the cursor.

¢ + means that you are close to a grid-point (black +) or grid-line (white +)

e a white pipe means that you are moving along the edge of a certain
element (e. g. a wall)

e a black pipe means that you are above a certain element's corner/angle-point
(e. g. of a polygon or at the end of a wall)

e a small rhombus means that you are above the area of a polygon (e. g. a
roof, column)

In relative mode you can redefine the precise position of your cursor as the origin of the
coordinate system by pressing F4. This change is indicated by the dX and dY fields changing
into zeroes and by the relocation of the small red cross which indicates the origin of the
current coordinate system.

Note: The drawing pen also shows whether you are in general drawing/editing mode,
performing a certain action or entering values to dX/dY.

Right button

The right button can be used to cancel / escape (Esc) a certain action in the editing
window or to bring up the Right Button Menu, which contains several functions.

Right Button Menu:
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Cancel
Select next | |
Selectable items Slab (t=20,32, vs=0.00) 1. C

Deselect Symbol {In=cars, sn=prowler, xs=398.75, vs=185.42, 25=132.08, vs=0.00) ance
Wall (k=20.32, h=284.43, vs=0.00
AL el ) |: the
| oNngoi
Change wisibility. .. ng .
| actio
j - n will
Constraint by object be
Coordinate system by object canc
Copy | eled.
Cut | For
exam
Delete ple,
Properties. .. when
Side operations r drawi
ng a
Right Button Menu with list of selectable items V\flla",
the

entire action may be canceled using this function.

.Select next: If there are several elements at the site of the cursor, by clicking

select next you can toggle among them. This can also be done by pressing
Ctrl+N or Space.

.Selectable items: the list of selectable items will appear, and the desired item

may be selected from among them. A small pipe indicates which item is currently
selected. Another item may be selected from the list by clicking on it with the left
mouse button.

.Deselect: This feature deselects an item. This can also be done by clicking on an

empty area of the design window or by pressing Ctrl+S.

.Copy, Cut, Paste, Delete, and Properties always appear when the right

mouse button is clicked. The first four are clipboard functions, whereas
Properties will open its own dialog box.

.Copy to level: The selected item will be copied to an other level while keeping its

position on the floor plan.

.Bring to front / Send to back: With this function it is possible to determine which

one of the filled areas and BMP pictures will appear in the front or in the back.

.Change visibility: This feature enables you to transfer elements between various

foils. A given element can be moved to a foil other than its original.

.Lock division points: During editing the feature Divisions can be turned on,

which enables you to associate matching points to different elements. Using the
Lock Division Points feature, you can require that the division points (matching
points) be displayed permanently or switch them off.

10.  Object to divide: This function is used to select an object to be

divided.

11. Constraint by object: You can use this function to choose the orientation of

a certain object as a standard which the next element will follow in its orientation.

12. Coordinate system by object: You can choose the orientation of a given

object as a standard and the coordinate system will follow by taking up the
specified orientation.
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2.1.15

2.1.1.6

2.1.1.7

13. Side operations: With this menu you can easily modify different textural
parameters of walls etc.

14.  Further additional properties: For example, when designing curved walls
after setting the two starting points, clicking the right mouse button will display two
additional features in the

Note: It can be seen from the above that the Right Button Menu consists of several
useful functions. There are certain parameters that can only be set in this menu (e.
g. when creating the lateral layers of slabs or slab openings; or in the case of
creating the layer structure of wall openings ).

Easy and quick way to handle surface properties using the right mouse
button: Click on a given element (when selected) with the right button, choose
Properties.

Pressing two mouse buttons at the same time

In 3D mode pressing both buttons enables you to move your project in any directions.

Using the scroll wheel

If you have a scroll wheel on your mouse (and it is in standard Windows mode), it
can be used to zoom down and up the elements of your project.

Other options for magnification can be found in View.
Using the mouse in 3D mode

In the 3D viewer the right button — or the scroll wheel - can be used to zoom in or out
of the project, while the left button is used to rotate the plan.
In 3D mode pressing both buttons enables you to move your project in any directions.

Cursor appearance

The cursor shows the mouse's position and also yields additional information
regarding its present mode and function.

The cursor will appear as an arrow when in Selection mode, and as a drawing pen
when in designing mode.
Further symbols may appear near the cursor if the Snap (matching option) is on.
These are:
e + means that you are close to a grid-point (black +) or grid-line (white +)
e a white pipe means that you are moving along the edge of a certain element
(e. g. awall)
¢ a black pipe means that you are above a certain element's corner/angle-point
(e. g. of a polygon or at the end of a wall)
e a small rhombus means that you are above the area of a polygon (e. g. a
roof, column)
e red arrow marks that the user is carrying out an operation for which
something needs to be marked.

e.g. when the dimension lines icon is pressed, the little red arrow indicates that
walls need to be selected for measuring etc.
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2121

Keyboard

Using the keyboard enables you to use the software more easily and efficiently.
Entering data: You will need to enter certain data when introducing new scene
elements. The entered data will be applied in the unit of measurement chosen from
among the measurement options. Certain data entered in the dialog boxes are
independent from units of measure. For example, serial numbers can only be integers
and are independent from units of measure. There are also fields where only text
should be filled in.

The keys X, Y, a, d : You can specify or modify the position (or size) of an element
you are editing by pressing X, Y, a, or d and entering the desired values in the fields.

I ay: |0 2000 a: (0" ["]
90.00 a:{0.00 20,00 4:[0.00 [cm]

Entering data in dialog boxes: The data pertaining to various elements can be
specified by entering them into the pertinent fields of the dialog boxes. The dialog box
itself can be closed by pressing Enter or clicking OK. By pressing Esc or Cancel you
will quit the dialog box, leaving the parameters with their original values.

In dialog boxes which appear in graphical windows (e. g. those for doors, windows,
etc.) the new data can only be approved by pressing Enter.

Shortcuts: Shortcuts make editing faster and easier. The various shortcuts can be
seen next to menu commands, and can be invoked by pressing a specified key, or
with a combination of keys to be pressed simultaneously. For example, when drawing
a wall, pressing Space will modify the thickness of the wall, F2 or Ctrl+(E, W, L, D
vagy -, +) will invoke different kinds of zooming.

Tab or Shift+Tab: You can move between the fields of the coordinates underneath
using Tab or Shift+Tab. This can be done in the same way in dialog boxes.

Arrow keys: Using the arrow keys, you can move around in centimeters/millimeters
or inch/(1/16"). The unit of measurement can be changed by pressing F3 or with the

icon By pressing Shift and an arrow key you can move in meters or feet.
Space: When drawing a wall, pressing Space will modify its thickness relative to the
red rubber line.

In the case of columns, slabs, symbols, (polygons) etc., you can move between the
corner and center points of the elements by pressing Space. When you copy and/or
paste them by the clipboard, the selected point helping you in situating the given
component.

By pressing Space you can also change between elements superposed on each
other in order to select one of them.

+ or - : These keys are used to rotate building elements, as symbols, columns, etc.
(when possible).

The letter L: you can define the length of an selected wall.

Shift or Ctrl: Hold down Shift or Ctrl when drawing a wall or other element in order
to change your orientation by exactly 90 or 45 degrees.

F1-F6 The function keys are reserved for extra functions, see next chapter.

Function keys

You can use function keys or key combinations to change between units/states,
etc. or to perform certain operations.

The function keys are the following:
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F1 Help.

F2 Automatic zoom: an area of approximately one square meter around the
drawing pen or selection arrow will be magnified to the size of the whole design
window. Press F2 again to return to the original scale.

F3 Setting step distance . In the default setting, the software allows you to
move your cursor in millimeters. By pressing F3 you can change into centimeters.
Pressing F3 again returns the unite of measurement to millimeters.

F4 Zeroing coordinates and relocating the relative coordinate-system: The
coordinates can be seen at the bottom of the design window. To zero the coordinates,
press F4. The origin of the relative coordinate-system will be relocated to the cursor's
current position, indicated by the appearance of a small red cross. A re-matching of
elements will be carried out. Most functions (e. g. drawing new walls) will allow for this
option, treating the given point as a new origin when removing the cursor. Thus, after
selecting the starting point for a new wall, the second point will be represented in the
coordinate-system relative to the first one. By pressing F4 you can always specify a
new origin for your coordinate-system.

Note: If the snap function is on, pressing F4 also invokes a re-matching of elements,
readjusting the crosshairs to the element which is within the range specified in the
Snap adjustments.

F5 Changing between the absolute and relative coordinate-system IE:
Press F5 to switch between coordinate-systems. The origin within the absolute
coordinate-system is the upper left corner of the design window. It is not advised to
begin your project from the absolute zero point. At the beginning of a new project, the
software offers a middle area of 30.000, 30.000 cm (or 1000',1000") as the site to
start your scene. You will be able to create your scene in an area extending
approximately 300 meters (or 1000") in both directions.

You can easily return to the absolute origin point by using the scroll bars.

F6 Redraw the screen

Key combinations

Key combinations

File menu:
Ctrl+F3 Open Open a project
Ctrl+F2 Save Save a project
Shift+Ctrl+ Save as
F2
Ctrl+l Import
Ctrl+P Print Print the contents of the active window
Alt+F4 Exit Close the program
Edit:
Alt+BkSp Undo
Shift+Alt+BkSp Redo
Ctrl+X Cut
Ctrl+C Copy to clipboard
Ctrl+Vv Paste from clipboard
Ctrl+Del, Del Delete
Ctrl+A Select all
Shift+S Invert selection
Ctrl+S Deselect
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Shift Press and hold in select mode: Insert the next element
into the selecting list
Space Select next, elements are one above the other
Shift+Ctrl+C Turning Copying on/off for transformations
Shift+Ctrl+M Mirroring selected elements
Shift+Ctrl+R Rotating selected elements
Shift+Ctrl+S Serializing selected elements
Ctrl+drawing a window Select elements if one of its points is inside the window
Ctrl+Alt Exit to the mouse tool tip dialog, activate the Cursor
dialog and modify the parameters of the selected element quickly and easily.
View menu:
Ctrl+F Fails...
Shift+F Level foils
Ctrl+G Grid on/off
Ctrl+W,E,L,D,Z,+,- Zoom options
Shift+Ctrl+E Zoom to selected objects
F6 Redraw
Options menu:
Ctrl+O Orthogonal editing on/off
Other keys:

The key combinations for all functions that can be accomplished with shortcuts are
listed next to the function names in the various menus.

+/- Rotate symbol, pillar, roof, roof-structure, stair, terrain
F3 Move by unit
Shift+F3 Change the Great/small rotation unit
5,00°
v 45,00°
Enter a new value
[45.00°]
Shift+Ctrl+F3 Moving the cursor with the keyboard arrows and
Change the mm/cm unit
1. Ctrl+Alt Exit to the mouse tool tip dialog, activate the Cursor
dialog and modify the parameters of the selected element quickly and easily.
Space When drawing a wall, pressing Space modifies its

thickness relative to the midline.
Pressing Space also toggles between superimposed
elements to assist in selecting them.

Shift + Space Transpose the layers on the two sides of a wall using
this key combination.

Shift Hold down when drawing a wall or other element in
order to change your orientation by 90°

Ctrl Hold down when drawing a wall or other element in
order to change your orientation by 45°

Shift+Ctrl Hold down when drawing a wall or other element in

order to change your orientation by defined (x°) angle in Ortho dialog
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Ele Modify the selected end point of the element (wall, line,
etc.) with direction keeping

Shift+E Modify the selected end point of the element (wall, line,
etc.) with direction keeping, perpendicular to the element

Shift+X Hold down, Modify the selected end point of the element
(wall, line, etc.) with X direction (0°)

Shift+Y Hold down, Modify the selected end point of the element
(wall, line, etc.) with Y direction (90°)

L/ Define the length of the selected wall

R/r rotate a selected symbol with an defined angle

Sis Snap On/off

P/p Fix (On/Off) the points of the selected polygon

Q/q Hold in select mode: Switch off the snap to the large
objects (@)

W/iw Roll down the left side icons functions, Quick access to

the list of user profiles

Rotating elements

Rotatable elements (symbols, roofs, stairs, terrains, columns) can be rotated using
the +/- keys.
The default value for a single rotation step is 45 degrees - this can be changed to 5
degrees by pressing Shift+F3. By pressing Shift+F3 again you will return to the
original value. The rotation unit values can be modified in the Options/Rotation dialog

box or by clicking on the field 42007

The icons @@ can be used in the same way as the +/- keys

Data entry

When introducing new elements you will need to enter data specifying the element’s
characteristics. The entered values are to be understood in the unit of measurement
specified in the relevant option.

& I ay: |0 2000 a: |0 ["]
(000 ay:{0.00 +|0.00 a:[0.00 [er]

You can specify or modify the position (or size) of an element you are editing by

pressing X, Y, a,or d and entering the desired values in the fields.

After pressing one of these button the software switches into data entry mode and in

the fields dX, dY, a, d and you can enter values for a shift of X and/or Y, for an angle

of a, or a length of d.

Do not move the mouse during data entry, as this overwrites the entered data.

The entered values can refer to:

e a corresponding movement of the drawing pen,

e a data needed for an element that is being edited, such as the second point of a
wall-section,

¢ a shifting value of one or more selected elements.

The entered values will be applied relative to the reference point shown by the small
red crosshairs.
The data in dx, dY and a, d are interrelated, thus entering two values and pressing
Tab or Shift+Tab results in the software calculating the other parameters. By
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|300.00 100"
pressing Tab you can also enter the field level height |i or Ii
you can overwrite the previously specified level height value.

, Where

Data entry in dialog boxes

The parameters of different elements can be specified in the menu Options/Default

Values, or by using the icon , or by opening the dialog box of the given element
by double-clicking on it (or by selecting Properties... in the Right Click Menu).

The dialog box may contain several dialogues. You can switch between these by
clicking on the name of the tabs at the top of the dialog box.

Entering data to a certain field can be done by first clicking on it. When standing over
a certain field the mouse arrow will appear as a cursor (a vertical line), showing that
you can enter data here.

In the field you can delete or highlight (by double-clicking) the previous data and then
go on to enter the new ones. The new data will become valid by selecting an other
field, by pressing the left button of your mouse or by pressing enter.

Pressing Enter will close the dialog box, except in so-called graphic dialogues such as
those for openings and symbols, where entering data can only be validated by
pressing Enter.

Hitting Enter will close the dialog box, except in so-called graphic dialogues, where
entering data can only be validated by hitting Enter. Such are the dialogues of
openings and symbols.

o~
N
In certain fields (next to the entered numbers) a downward looking arrow

shows there is a list of previously entered values. Clicking on the arrow will roll down
the list, and the desired value can be selected by Left-Click.

Dialog boxes contain fields which are not for entering quantitative values. In these
cases you can choose the desired option from a list.

The Right Click Menu can be used here also as well.
The dialog box can be closed down by hitting OK or Enter.

Hitting Esc or Cancel will close down the dialog box without saving the newly
entered values, retaining the previous ones.

You can skip between the fields of the dialog box by pressing Tab or Shift+Tab.
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2.1.2.6 Rapid data entry and visualizing the coordinates of the cursor

1. Click on View/Mouse coordinates to visualize the coordinates of
the cursor. Click on an element and its properties will appear in a semi-
transparent dialog.

2.
Cursor info
rwa“ Settings 11| « Attributes
= Attributes ! 0.00
Thicknesz 38,00 y 0,00
Height 280,00 a 000
Yertical shift | 0,00 d 0.0a0
3. =~

4. Press Ctrl and Alt to activate this dialog and modify the parameters of the
selected element quickly and easily.

e New items have been added to right-click menus. Select an element and click right
to see them. These items make editing even faster. Most of them have to do with
drawing and redrawing walls. Some of the more important new features are:

Cloning: It is possible to “clone” elements, that is create a new one with the
properties of the previously selected element. The steps are the following:

1. select the element, which you want to “clone” (copy)

2. right-click and select Cloning in the menu

3. create the new element with the identical properties.

2.2 Division of the screen

The software's opening screen consists of the following parts:
Menu bar

Drawing window

Icon bars

Level manager

Line of coordinates

Dialog line

Editing icons

NoaswhE
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=1 Project: C:\Program Files\DesignSofi\3D EyeWitness-vB\PROJECTMIntitled.myh - [LEVEL-0]
ﬁ%ﬁlle Edit Draw Wiew Options 30 MWindow Help = =
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Select icon Icon bars

Drawing Window

Line of Coordinates|dx: 52-0
dy o 33411 10

Level Manager BS SHuED
d: 6241 1M16"
Dialog Line )
+ | WEVELD ﬁ‘i/ Unit info+Change Unit
o
oo ser] /I}]"\x}l ‘ | |E i [520° [T e 2:|326.88 sfzrine (s 0’| -—Rotation info
| Select objectjs] or @ command [Enter, .Sh\.fgé.nl-e.r, Chil+Enter, Cirl+a, Space, Shift+Space] and sel‘tings

2.2.1 Menu bar

The menu bar (main menu) contains eight options:
ﬁ% File Edit Draw Yiew Opkions 30 Window  Help

FFa I ml=Al aslm —lew | el Al

File Edit Draw View Options 3D Window Help

Clicking on any of these reveals the drop-down menu associated with it. For
example, clicking on Draw will make the list of building elements appear, which can
then be inserted into a design.

Menus can be opened in multiple ways:
By clicking on the menu's name with the left mouse button.

Menu commands followed by an arrow indicate submenus. You can navigate the
menus and submenus by:
Left-Clicking on the desired menu's (or submenu's) name
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2.2.2
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Drawing window

This window is where you document and edit the ground plan of the scene. The
total size of the drawing window is approximately 10000 x 10000 meters or 33000' x
33000'. You can navigate in the window using the up/down arrows or by zooming.

The window size can be adjusted in the View menu, by the zooming options or
directly using the zooming icons. The current size and location of the window can be

seen or adjusted by the air view icon, by the option Air view in the View menu,
or by pressing Ctrl Z.
The coordinate position of the cursor may be seen in the coordinate line at the
e

" Cursorinfo

» Attributes
0.00
0.00

000

0.00

bottom of the window or in the optional cursor coordinate-box next to
the cursor. The cursor coordinate-box can be switched on/off in the View menu using
Using the function key F5 or

the option Mouse tool tip.
o
Absolute coordinate-systems.
Editing should always be done with the real dimensions of your project. When
printing your project you can adjust to a suitable scale.

icon you can change between the Relative and
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2.2.3 lcon bars

There are two levels of icons: those in the icon bar across the top of the screen below
the menus and those running down the left side of the screen. You can use these
icons to easily select different options and building elements.

The top-level icons include the following:

File:
b New = Open Save S Print I Print Preview
Draw: Building elements
ﬁ| Wall ﬂ Column I@ Window
—
ﬂ Door H| Slab |E:J| Roof
IQI Stairs @ Symbols |M| Rails
.
ﬁ Routing ﬂ Traffic Signs g Google SketchUp-
SKP symbols
|!| Dangerous areas @I Noisy areas "ﬁ AVATAR symbols
Enhancements
12 | |
K= Dimensioning \ Drawing tools
2D views
g Redraw Q Zoom Window @ Zoom to Extents
|e\ Zoom Out @\ Zoom In @\ Zoom Last
|£ Air view
3D view
ﬂ 3D External view % 3D Internal view
*D AVATAR actions, 3D view 'ﬁ 3D Play movie
3D modeling
P
Lol 3D Modeler

1]

Road Designer

@ Terrain Designer

T

L‘j &' ROOF Designer

When you click on one of these icons, a second tier of icons appears to the left of the
window, relating specifically to the task at hand. You can use these icons to choose specific
building elements. If you click on the Wall icon, for example, icons representing the possible
wall types appear to the left: single wall, complex wall, curved wall etc.

STAIR designer

Note: As you drag the mouse over the icon bar, clicking the right button enables you
to adjust the visibility and movability of the given elements by the options Locked and
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2.2.5

Visible. If the option (found within the Options menu) Lock actual foil is on, than
these changes apply only to the given foil's elements. If the option is switched on, then the
changes apply to the elements of all foils.

Level manager, window and level tab

+ I—"-lLE‘-.fEL-EI ASHEET-0 pLine draving 1/
At the bottom of the screen, below the left side icon bar you will find a button marked

with a plus sign _+[ - clicking on this opens the Level Manager. The Level

Manager enables you to create and edit designs of more than one story (level). In the
Level Manager you can perform specific operations on the building's levels: such as
create new levels or delete an existing level.

Here you can also adjust the characteristics of existing levels, such as level height,
interior height, etc.

Next to the Level Manager button at the bottom of the drawing window you will find
dedicated tabs for identifying and selecting between different levels, line draws or
drawing sheets. Using these tabs you can easily switch views between two levels, for
example.

Furthermore, a new window, and thus a new tab is also opened when you create 3D
visualizations of your scene in a separate window, such as when creating a 3D hidden
line image etc. of your project. Choosing between these options can also be done
using the tabs. A short text identifying the windows can be read on the tabs.

Note: Besides using the tabs, you can also choose between drawing windows by
opening the Window menu and choosing from the list, or by pressing Page Down or
Page Up.

Coordinates line

& I ay: |0 2000 a: |0 ["]
(000 ay:{0.00 +|0.00 a:[0.00 [er]

A coordinate line can be found below the drawing window. Here the cursor's
positions in terms of its X and Y coordinates is visible, or in case of building elements,
the X and Y coordinates of its current position, a showing its orientation (angle), and
d, showing its length. X indicates horizontal coordinate values, while Y indicates
vertical values. The values of dX and dY increase when the mouse is moved to the
right or upwards respectively. The orientation of the coordinate system is also shown
by the small-scale coordinate system in the lower-left corner of the drawing window.
The values displayed in the d field show the length of the current building element or
the scale of displacement from the reference point.

The a field shows the element's angle of orientation or the extent of displacement from
the reference point in degrees.
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2.2.6

Cursor info

« Attributes

" 0.00
¥ 0.0o
a 0,00

| d 0.00

These values can also be associated with the cursor, by switching on the coordinate-
box in the View menu, using the option Mouse tool tip.

|E Absolute / Relative: This button is for changing between absolute or relative
coordinate values. This determines whether the values of the X,Y coordinates are
calculated by taking the window's lower left corner as the origin or by using relative
reference points. When in Relative mode, the current origin is shown by a small red

cross. You can change between the two modes by the respective 4 jcon, or by using
the function key F5.

In Relative mode, you can select a new origin by using the function key F4 or by left
clicking with the mouse.

+ The reference point, or origin of the coordinate system, is automatically relocated

when inserting certain elements with the mouse. The origin's location + on the
screen is determined by the cursor's position. By pressing Enter, F4 or clicking the left
mouse button, the reference point is relocated to the cursor's position.

F4 serves a matching function as well. Pressing it will make the cursor jump to the
closest grid-point or object point. In order to do this, you will need to position the
cursor so that a small cross (in the case of snapping to grid points) or a pipe
(snapping to object points) appears next to it.

It is possible to navigate in the drawing window by manually entering the desired
values of displacement. This can be done by pressing the letter X, Y, a or d on the
keyboard and entering the desired values to the respective fields.

The entered values can refer to a shifting of the cursor or of a building element that
Is being edited (such as the second point of a wall). The data in dx, dY and a, d are
interrelated, thus entering two values and pressing Tab or Shift+Tab results in the
program calculate the other parameters. By pressing Tab you can also enter the field
level height where you can overwrite the previously specified value.

Note: When you design walls ( or lines, sections, etc.) in orthogonal mode the
entered X or Y values will determine the total length of the wall. The entered values
will be applied relative to the reference point (the origin of the coordinate-system )

shown by the small red crosshairs + .
Dialog line

Select object(s] or a command [Enter, Shift+Enter, Chil+Enter, Cil+a, Space, Shift+5 pace]

On the left side at the bottom of the screen is the dialog line, which provides
information and help while using the program.
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2.3

2.4

241

Choosing what to draw

B  AflocbhdBYMENCEEO A

The easiest way to use the program with icons. Clicking one of the toolbar icons (of
building elements) opens up a secondary set of buttons on the left hand side of the
drawing area which relate specifically to the task at hand. Tasks can be selected here
or from the menus. Each element has its own options icon, which opens up a dialog
where you can change its parameters.

This dialog can also accessed in the Options menu/Default values.

Edit toolbar

B =171 A] |

Using these icons make accurate editing even faster. Pressing one of the buttons
opens the related dialog box. If you place one or more icons on the drawing window
they will remain in place the next time you start the program. This way the most
frequently used functions may be displayed on the screen at all times.

Snap

Snap el
LRI

This option enables you to match various elements to grid points or other elements.
Using the snap icon you can turn on/off the arranged snapping adjustments. The
snapping algorithm can be specified by the next two icons. The points selected by this
option will become so-called hot-spots, indicated by the change in the drawing pen's
appearance when you drag the mouse close to them.

You can adjust the snapping option to:

|i Snap ON/OFF

Y.
~-:1  snap to grid points

Ii snap to object points

@. snhap to areas (slabs, columns, symbols, etc.)

When you drag the mouse over a so-called hot-spot, a small symbol appears next to
the drawing pen/selection arrow. The symbol appears as one of the following::
¢ + (white and black) means that you are close to a grid-line or point
e a white pipe means that you are moving along the edge of a certain
element (e. g. a wall)
e a black pipe means that you are above a certain element's corner/angle-point
(e. g. of a polygon or at the end of a wall)
e a small rhombus means that you are above the area of a polygon (e. g. a
roof, symbols, column)
The symbol indicates in advance what kind of matching you are about to perform: a
cross meaning matching to grid-points, pipe meaning matching to object points, etc.
Matching adjustments can also be set in the dialog box opened by Options/Snap.
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e

5 Pixel g I
ance

Shap Help

v Catch grid poirits —

v Catch object paints LI

<]

Distance: n pixel. The matching is carried out according to the values entered here.
The entered values refer to pixels, taking into account screen resolution.

2.4.2 Rotating the coordinate-system

To open the coordinate system rotation box, click on this icon: % With this option
you can enjoy the benefits of orthogonal editing in a rotated coordinate-system. After
clicking the icon the following dialog box opens:

Coordinate system rotation

Here you can specify the extent of rotation.
> By choosing Ortho you can rotate the coordinate-system orthogonally,

> By clicking this icon M you can set the desired orientation of the coordinate-
system (and the grid):
= in the fields X,Y you can enter values which generate a line spanning from
the origin of the coordinate system. The new coordinate system will have the
orientation of this line as its default orientation,
= in the field a (alpha) you can set the desired orientation in degrees,

= by fixing 2 points in the drawing window: the coordinate system is rotated to
the orientation determined by the two points.

> ﬂ Use this icon to specify the point around which the coordinate-system is to
be rotated by clicking on any point in the drawing window. A new grid point is
generated here and the grid originates from this point.

Note: In ORTHO mode you can draw along the four axes (or by 45 degrees
increments) by pressing Shift or Ctrl while inserting an element.

Note: After entering values into the relevant fields you need to press Enter to have
the program calculate and apply the desired extent of rotation.

Note: If you want to rotate the system by fixing 2 points, first you need to switch off
the matching to centimeters option, because this can modify the desired orientation
when turned on. Note that by fixing the first point of the two, the software will readjust
the grid.
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2.4.3 Constraints

You can open the window containing the complete array of these icons with this

button: |// .

The window looks like this:
Dynamic guides

e ™

Using these icons you can introduce different special constraints to the drawing and
shifting of building elements.

B

[

J Move by grid: The drawing pen or the selected building element will move by
grid-points after choosing this option. The scaling of the grid can be adjusted in
Options/Change Grid....

Move by unit: The drawing pen or the selected building element will move by
centimeters (or inch). The default scale of movement is 0.1 millimeters (or 1/16")
when the option is switched off. The same function can be activated by pressing F3.

ﬁ Parallel constraint

'g’/ Parallel constraint with distance

><' Perpendicular constraint

‘% Bisector of the angle constraint

O, Circle constrains

I:» Orthogonal constraint

Note: Orientations can be specified by selecting a wall. When the small white pipe
appears next to the cursor you can select the wall, and thus use its axis as the desired
orientation to be applied.

2.4.3.1 Parallel constraint

//h| Click on this icon to insert elements parallel to a specified line. There are two
ways to set the orientation of the line to be followed:

R/

«  select an elements (eg. a wall) which provides the line's orientation
% specify a line by selecting two points on the drawing area.

For example, to place a wall parallel to a given wall:
1.select the first point of the wall
2. click the parallel constraint icon
3. select the wall to which you wish the new wall to lie parallel to
4. place the wall’'s second point
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2.4.3.2

2.4.3.3

Parallel constraint with distance

Iil Clicking this icon will enable you to create new elements parallel with and a
certain distance from a given element. After clicking the icon you can specify the
parallel by selecting two points.

To do this:

1. Specify the orientation: set the orientation of the line to be followed by selecting
two points. Note that this readjusts the orientation of the coordinate system, and the
grid will also be rotated in the specified direction.

2. Position the line of reference: The specified line of reference can be shifted to
any point you select with your mouse.

3. Set the distance: The desired distance will be a distance from the above-
mentioned point on the Y axis, in the negative or positive direction.

For example, in the case of existing walls the simplest way to create a parallel wall to
a certain distance is as follows:

1. Click the parallel constraint with distance icon \il

2. Specify the orientation: you can set the orientation to be followed by selecting
the two end points of the existing walls. Note that the direction from the first to the
second selected point will become the positive direction on the X axis of the
rotated coordinate-system. This will also rotate the grid to the adjusted orientation,
and the second point will emerge as the origin of the coordinate system, shown by
small red X.

3. Position the line of reference: You can shift the reference line to another
position by selecting a point within the drawing area. This makes the reference
line shift to the new position. This can also be done by entering the respective X
and Y values:

4.Set the distance: Press X or Y and enter the desired values determining the
distance of the new element to be created from the reference line. After pressing
enter (or left clicking on the desired point) the index line will jump to this
point,enabling you to fix the first point on the axis.

5.When inserting the first point of the element (e.g. a wall) you can use so-called
projections, from the reference line to the index line's axis by selecting one of the
three projection options. This way when you select a reference point the program
will not take it as the element (e.g. a wall) 's end point, but instead generates a
point according to the adjusted projection option, by projecting it to the reference
line.

6.Select the second point of the element (e.g. a wall). If necessary you can use the
projection options here as well.

Note: After setting the distance the coordinate-system will be readjusted to its
original orientation. This holds true not just in the case of drawing new wall sections,
but also when creating sections of other kinds of building elements.

Note: Switch off the snap to unit option when specifying the orientation of the
reference line, for it can slightly alter the requested orientation.

Perpendicular constraint

IXI Clicking on this icon enable you to move perpendicularly to an element or a
reference line. After clicking on it there are two ways of setting the orientation:
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2.4.3.4

2.4.3.5

2.4.3.6

«  selecting the wall to which you want to insert an element perpendicularly
% specify the orientation of the reference line by selecting two points.

For example, in the case of drawing a slab, you need the next section of the polygon
to be perpendicular to a wall.
This can be done by:

1. Press the M icon.

2. Choose the wall to which you want to draw perpendicularly.
3. Choose the second point of the slab-section.

Bisector of the angle constraint

M This icon enables you to move and draw along the bisector of two lines. There
are two ways to set the line's orientation after clicking on the icon:

+« Adjust the orientation of the two vectors by selecting the two respective points for
each. This determines the orientation of the bisector along which you are now able
to draw or insert new element.
An arrow indicates the direction of the two specified vectors -you will be able to draw
both forwards and backwards along their bisector.

Circle constraint

I@I Click on this icon

Draw a circle
Select the icon of the drawing element
Draw the element from any point of the circle

For example, to place a wall on a circle:
1. place the first point of the wall
2. click the circle constraint icon
3. draw a circle
4. place the wall's second point-- this second point can be on the circle.

For example, to place a wall on a circle:
1. click the circle constraint icon
3. draw a circle
2 place the first point of the wall -- this first point can be on the circle.
4. place the wall's second point-- this second point can be on the circle.

Orthogonal constraint

ll= Click on this icon to move and draw along the coordinate system's two axes.
For example, in the case of walls you can easily and accurately create horizontal or
vertical wall sections using this feature. This option can be switched on/off by clicking
on the icon, by pressing Ctrl+O, or by clicking Ortho in the Options menu.
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Pushing the = icon enables you to move parallel to the X/Y axis of the
coordinate system or to a given line. The parameters of this option (Angle snapping)
can be adjusted in the dialogue found at Options/Angle snapping settings.

P B
Angle snapping settings
Diivigion number: |L|
12 Cancel |
Angle = 380 / x = 30,007 Th:ll
Tolerance values [+t]; | I:Efault | |
[¥] Enabled

7] Angle I:) j

2.00 one

[¥] Distance 43°
20.00

v Lt

Division number (x): 360/x=30. With the help of this option you can put
constraints on the orientation of new wall sections (and other linear structures). For
example, set 12 as the division number and new walls (lines, etc.) will have an
orientation as described on the dialog.

Tolerance values ( £ ): Set this option on and the software will automatically
adjust walls (and other structures) if you move them within a range of the
predetermined angles. That is, if the division number is set to (eg.) 12 and this option
to 2 degrees, then if you move a wall section to an orientation of 30 degrees, it will
automatically switch to 30 degrees. Tolerance values can be defined in degrees or in
absolute distance. Use the small pipe that appears next to the mouse to select which
of the latter two options you want to use.

Note: To draw lines (wall sections etc.) with an orientation of 90 (180, 270)
OR 45 (90, 135 etc.) degrees press down Shift 90 (180, 270) OR Ctrl 45 (90,
135 etc.). To draw lines with the orientation defined as described above, press
down Shift AND Citrl 30 (60, 90, 120.. etc.).

Note: Pressing Shift or Ctrl while inserting an element allows you to draw along
the four axes (Shift) or by 45 degrees increments (Citrl).

= Clicking this icon enables you to move and draw along the coordinate system's
two axes. For example, in the case of walls you can easily and accurately create
horizontal or vertical wall sections using this feature. This option can be switched
on/off by clicking on the icon, by pressing Ctrl+0O, or by clicking Ortho in the Options
menu.

Note: By pressing Shift or Ctrl while inserting an element you can draw along the
four axes (Shift) or by 45 degrees increments (Ctrl).
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2.4.5

Projection modes

Projections

> 215

Projection options make designing your floor plan quicker and easier.
You can choose between 3 different projection modes:

1. Projection perpendicularly to the reference object

2. Projection to the reference object parallel to the X axis

3. Projection to the reference object parallel to the Y axis
The projection options can be used for inserting a building element in a specific
position and orientation. This involves using a certain point of an existing element
to determine the new element's coordinate points.The program derives these by
projecting perpendicularly to the reference object's orientation or parallel to the X or Y
axis.
Note: that the new element's orientation will be predetermined by the selected
projection mode and by the parameters of the reference object.

Division modes

I Heverze

You can apply various division modes to the inserted building elements. By these
modes you will be able to divide building elements (walls, slabs, polygons, curves,
etc.) by a number of flexible division modes. The division marks can be attributed to
elements that have subsections. Such are, for example, walls, railings, lines, circles,
curves, columns, slabs and the borders of shaded or filled-in areas.

The marked points can be fixed and displayed by the command Lock Division
Points which is found in the right click menu when you click on an object.

The division can be done in three ways:

Division: the entered value determines the number of subsections that a certain
element's section will be divided to.

For example, if you enter 2, you will see a new matching point at the middle of the
relevant section when you move the mouse over it. The appearing small marker can
be used as a matching point, enabling you to match to division points easily.

By distance: the entered data determines the distance between division points to be
marked on the given element.

By percent: the entered data determines where to put the division point expressed in
a percentage of the total length of a given building element and calculated from one
end of it. For example, if you enter 20, the program divides the section into two 20-
80% sections and to insert a marker here.

Reverse: This button will reverse the order of division.
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2.4.6 Line Style

=

REiRE ~

In this dialog box you can adjust the line styles of the elements being created or
edited. The width, color and style of the line can all be specified here. The element
which is selected or subsequently drawn will be created accordingly.

Note: A line style can apply to multiple parts of a building element, such as the
contour and/or layer contour of a wall.

2.4.7 Creating arcs

This icon can be used in designing polygons. With it you can insert arcs into the
polygon. Arc-sections can be inserted into any polygonal structures, such as roofs,
slabs and columns, etc.

2.4.8 Rotation

The easiest way to rotate elements (symbol, roof, roof-structures, stairs, columns) is
with the + and - keys The default rotation value is 45 degrees. This can be changed to
5 degrees with the function key Shift+F3. By pressing Shift+F3 again, the feature is
switched off. The rotation values (45/5) can be changed in Options/Rotation
settings or by clicking on the [45.00 ] field.

["]  [45.007]

The rotating icons (b serve the same purposes, as the + and -. keys.

3D rotation

Raotation anale arodnd Aeis &

.00 Cancel
Ratation angle around Az Help

|0.00
Raotation anagle arodund Az z;
|0.00

Symbols may also be rotated by providing the magnitude of rotation numerically. After
selecting the symbol on the floor plan choose 3D rotation from the right-click menu,
and in the upcoming dialog box you may specify the values of rotation along all three
axis.
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2.4.9

Blocking

Create a block:
We can group graphic elements into blocks. In order to do this, we must select already existing
graphic elements. The dialog of creating a new block will appear after clicking on Managing
blocks / Creating blocks among the right mouse button commands.
= B

Elock narme:

Creation mode:;

(") Prezerve entities

@ Corwert bo block

(71 Remave from drawing

Creation mode:
Preserve entities: the elements will be kept as individual entities. The block can be multiplied
with the help of Editing / Managing Blocks / Inserting a Block.
Converting elements to blocks: These elements will be capable of being selected and
managed as one block.

Removing elements: the elements will be removed and will be available only as blocks.
The block can be multiplied with the help of Editing / Managing Blocks / Inserting a Block.

Insert a block:
The created blocks can be extended and rotated with the help of Scaling and Rotation.
The blocks can be multiplied in their original form or with their new properties.
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2.5
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Foil settings (Ctrl+R)

This = icon opens the Foils dialog box:

Building elements can be inserted on different foils. Foils and elements may be
rendered visible or invisible, movable or fixed.

The program includes a number of foils. Each element can be inserted to a default or
chosen foil, which can be adjusted in Options/Foil assignments. The adjustments
can be canceled by clicking on Lock current foil in the Options menu.

By switching off this option you can insert elements on a previously specified foil, and

can change between foils by choosing pertinent building elements. For example, if the
current foil isn't locked, a wall would be inserted on the Structures foil, terrains on
the Garden foil and so on. You can see the changes between different foils in the
Foils dialog box's display line when inserting different kinds of elements.
If you switch on the Lock current foil option you will see the name of the chosen foil
displayed in the above field and all elements will be inserted onto this foil. It is more
practical to use the automatic distribution foils to building elements, as it makes
designing quicker both for 3D visualization and for printing your scene.
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Chagi btween foils can be done by clicking on the scroll-down arrow and
selecting the respective foil name. In the foil-list foils defined by the program are
shown on a blue background - these are fixed and cannot be deleted or modified.

2.5.1 Foil dialog

Elements:

100 all levels [ On all foils
[T] Use own line style

| Linestyle. .

[ ok || Hep | [ Defauk |

Foils dialog
Foils appear on the left side of the dialog box element settings on the right. Clicking
Show all/Hide all selects or deselects all foils, or all elements within a selected foil.
Elements (such as structures, partition structures, etc) can be inserted optionally on
the given foil. Structural elements (doors, windows, walls) on a foil can be individually
turned on/off, or alternatively, all elements of the foil can be visualized by pressing
Show all. Furthermore, the mobilitz of elements can also be adjusted by clicking on
the small lock in the foil settings window. This command can be applied to an entire
foil by pressing the button Lock all/Unlock all.
The visibility and mobility of foils or individual elements can be switched on/off by the
small icons marked by an eye or a lock, respectively. The appearance of the lock and
eye icon next to the name of the respective element shows its current visibility/mobility
status. If the eye (or lock) is open the element is visible (or movable) and invisible (or
unmovable) when closed.
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2.5.2

2.5.3

2.6

Use foil colors

Colors and multiple line styles can be applied when editing foils. This feature allows
you to easily distinguish the elements of different foils.

Bl Ausiliary lines
e Funiture
el Graphic elements

Showal |  Hideal | Shes
Foil color may be adjusted in the Foil dialog by switching on Use own line style, and
clicking Line style. The adjusted colors and line styes of foils can be switched on by the icon Use

foil colors. ﬂ

Level foil settings (Shift+R)

Level foil settings
[ LEVELDY)

Level foil settings

Level foils ensure the visibility of levels not being edited momentarily. Using this
feature you can render the other levels visible within the currently active window.
Using foils within levels can be done with the help of the Level foil settings dialog,
which can be started in View/Level foil..., by pressing Shift+R or with the icon. The
currently active level is displayed in grey. A level can be visualized by clicking on its
name.

Changing between absolute/relative coordinate-systems

The X, Y values of a selected are to be understood relative to the origin. The origin

- in the absolute coordinate system is the upper left corner of the drawing window,
and so the x and y axes extend downward and to the right, respectively

- in the relative coordinate system is the lower left corner of the window. The x and y
axes extend upwards and to the right.
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You can change between the Absolute and Relative coordinate systems by F5, or

with the ﬁ icon.
Using the coordinate-systems

When using the relative coordinate system the position of the 0,0 reference point
varies during the editing process and can be relocated to any point within the window.

The position of the reference point is indicated by a small red cross.

Repositioning the reference point can be done using the function key F4 or by

moving the cursor the new desired location and pressing the left button of the mouse.

For example, When setting the first point of a wall in relative mode, the dX,dY,a,d
values show the X,Y distance from the first point, whereas d shows the length of the
wall and a displays its orientation.
When using the absolute coordinate-system the dX, dY fields will always show the
values from the same fixed origin.

Selecting and modifying elements

E Clicking on this icon switches the program into selection mode. Elements can
be selected individually or in groups.
Individual selection: move your mouse over an element and left click on it. Once
selected, the element changes its color. You can select further elements by holding
down Shift or Ctrl. Pressing space or Ctrl+N or Right Button Menu/Selectable
items.. also toggles between superimposed elements to assist in selecting them.
Double clicking on an selected element opens its dialog box, where you can enter or
change values of its various parameters.
The dialog can also be accessed by right clicking on the selected element and
selecting Properties... in the scroll-down menu.
Selection in groups:

Group settings

copertures [Doord11:]

Apertures Pafindom1 02] Ok
Az dimensgions [Doors]
Az dimensions Pafindows)

Landings g

R ailz [rail/19]

Rectangles Help
Slabz -
Stairz

Symbalz [Sablonds31]
Symbaols [5ablonds32]
Syrbalz [Sablon/:39]
Whallz

It is possible to select all of the elements in a certain area. This can be done by
drawing a box around the group of elements desired. The selected elements change
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2.8

their color. Further elements can be added to these by holding down Ctrl or Shift and
selecting new elements. Clicking on selected elements, deselects them. Double
clicking or right clicking within the selected area opens up a menu where you can
access a Group Settings dialog box containing the data of all selected elements by
clicking on Properties name (Apertures (Door/112)...etc.). Here you can change the
parameter values of all elements in the group at the same time.

The selected elements can also be moved or shifted at the same time by:
» dragging elements while holding down the left mouse button
» pressing X or Y and entering values for the desired displacement

» pressing the ‘%" icon and moving the elements with your keyboard arrows or with
Shift+keyboard arrows.

Moving end-points or corner points: If you want to shift an end-point of an
element or a corner point of a polygon, you should first click on it with your mouse.
You can select the desired end or corner point when you see a black pipe next to the
selection arrow. Once a small rectangle appear on the point selected, you can
proceed to carry out the modifications described above.

If there are multiple elements superimposed at the desired point, you can select
among them by pressing Space or Ctrl+N, or you can open up the list of Selectable
items by right-clicking.

Adjusting the color of selected elements
Moving elements with the keyboard arrows

Moving elements with the keyboard arrows: You can modify the position of
elements with the keyboard arrows. Select one or more elements with the mouse,

then click on the “'{% icon to enable the program to use cursor keyboard arrows for
shifting elements. You navigate using the cursor arrows in centimeters or millimeters,
or 1/16 inch or inch (press F3 to change between the two), whereas pressing Shift

along with an arrow will enable you to jump in meters or feet. Clicking the ¢g¢ icon

again will disable this feature.

Libraries

Crime scene elements are found in the various libraries, which themselves can be
further expanded by creating new elements. The program comes with extensive and
highly detailed libraries. Using this array of building elements will help you to make
your scene more elaborate and photo-realistic. You can also find out about new ways
of using the provided structures. Library elements can be found in the LIB folder.
Elements are sorted into the following groups:

e Object (special crime, fire-protection, gun, traffic etc. symbols, furniture,
railings, roofs, landscape, etc.) libraries: Building elements are stored in the
3DMODELS.LIB and *.BT2, BT3, BTN files. You can create your own libraries using
the 3D MODELER. New objects are stored in the MODELER.LIB and *.BT2, BT3,
BTN files. In the case of 3D visualizations, the 3D symbol is automatically loaded
and inserted in the appropriate position and orientation from 3DMODELS.LIB and
MODELER.LIB library.
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e Library of photographic symbols:

e BMP libraries: It is possible to insert BMP files into your project, either from
the BMP librariesor directly by importing a BMP file. These libraries are found among
the symbol libraries. In the BMP electrical library you can find different electrical
objects with modifiable parameters (height, width, etc).

e Texture library: contains BMP, JPG files, which can be used for surface
textures. The file TEXTURE.INI is responsible for allocating the textures to elements.

Note: The more you use your own, self-created objects, images, etc. the more
unique and personal your project becomes. By using your creativity you can greatly
expand the boundaries of the software, making the end product much more attractive.

2.8.1 Symbol library

e Symbol library: Crime scene elements can be found in the 3SDMODELS.LIB
library file. Graphic symbols of the building elements are grouped into BT2, BT3
files. A list of symbol libraries can be found in the SYMLIBS.DAT file. BT2 files
contain the top views of symbols, whereas BT3 files contain the three-dimensional
axonometric views. You can create your own symbols and crime scene elements
using the 3D MODELER, which also enables you to group them into libraries.
These elements are then stored in the MODELER.LIB library file, while their entries

are stored in SYMBLIBS.DAT. New BT2, BT3 files are created as well.

b Symbol library

Library | b achines j
ABLC P

ABICT
: ARCZ2
4 Accident

AirPlane

B athroom

Crime

Deck B

1"

Ay | 8

— i - i

2.8.2 Library of doors and windows

e Libraries of windows and doors: these elements can be found in the
3DMODELS.LIB library file. Graphic symbols are grouped into BTN files. The list of
these BTN files can be found in the WINLIBS.DAT and DOORLIBS.DAT file. The
BTN files contain the frontal view of apertures. 3D views of windows or doors are
stored in the 3DMODELS.LIB. You can create your own structures by the 3D
MODELER, which also enables you to group them into your own libraries. These
new apertures are then stored in the MODELER.LIB library, their entries in
WINLIBS.DAT and DOORLIBS.DAT and their new BTN files are created as well.
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E‘i Window library

£3

E  Door library

53

Library ]Windl:uw Library ]Dl:u:nr
= findow =
7N 1
,l'lllr I'l__l'-. ; \J}\-L_"\.. '5t|
W idth: 40 Wit |3'-|:|"
Height  [4-0" Height  [5-8"
Sill height:| 30" b i | Yert, shift:iﬂ" 7| -
=Epsle Drefault Iv Threshold Drefault
v Sill 2
Hel Hel
W SilE 2 2
ke . . - |

Library of rails

e Library of rails: Elements from the library of rails can can be found in the
3DMODELS.LIB file. Graphic symbols are grouped into BTN files. The list of these
BTN files can be found in the RailLIBS.DAT file. The BTN files contain the frontal
view of apertures. 3D views of symbols are stored in the 3DMODELS.LIB file. In
the case of 3D visualizations, the 3D symbol is automatically loaded and inserted
into the appropriate position and orientation from this library. You can create your
own rail using the 3D MODELER, which also enables you to group them into
libraries. These new apertures are then stored in the MODELERL.LIB library file,
while their entries are stored in RailLIBS.DAT. Their new BTN files are created as
well.

P! Rail library %]

Library | Riail

Height  |4-2"
et shift: ID"
Jf ==
Crefault
Help
[ - |
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2.8.4 Library of roofs, dormers etc.

e Elements from the library of roofs, dormers, skylights, chemneys are stored in the
3DMODELS.LIB file. Graphic symbols of the elements are grouped into BT2, BT3
files. The list of these libraries can be found in the RoofLibs.DAT file. BT2 files
comprise the top view of symbols, whereas BT3 files contain the three-dimensional
axonometric view. 3D symbols are stored in the 3DMODELS.LIB file. In the case of
3D visualizations, the 3D symbol is automatically loaded and inserted in the
appropriate position and orientation from this library. You can create your own
elements using the 3D MODELER, which also enables you to group them into
libraries. These elements are then stored in the MODELER.LIB library file, while
their entries are stored in RoofLibs.DAT. Their new BT2, BT3 files will be created
as well.

Roof.bt2 bt3: library for roofs.

Chimney.bt2 bt3: Library for chimneys. You must use the file name CHIMNEYnN
when you add new elements.

Skylight.bt2 bt3: Skylights. You must use the filename SKYn for newly added

elements!
Dormer.bt2 bt3: Dormers. You must use the filename DORMERN for newly added
elements.
P Roof library l N(_)te: The software automatically. locates s_kylights,
chimneys etc. on the roof. Pay attention to creating your
Libraty | Roof ~|Jown library names, because the names determine how the
Chirnney program positions new objects on the roof!

f “= Dommer
Skulight

w-Size |?4'-1 172"

p-Size: 463 344"

W

z-Size: IT i|-_]
Vert. shift: ﬁﬁjﬂ“ Defailt

 Help |
Iv Proportionsl

2.8.5 Photo library

The software includes a rich collection of photographic images. Images are grouped
into the following libraries: ANIMALS, BALCONIES, BUSHES, FLOWERS, PHOTOS,
PHOTOS1, PEOPLE, TREES. Libraries can be expanded by adding your own
pictures. Libraries are coded in PSL files.

FotoLibs.dat: the list of libraries can be found here: Photos, Photosl, Photos2,
Photos3, Photos4, Photosb, Photos6, Photos7
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2.8.7

K | Photo symbol library [Z|
Library ]P‘hl:ut-:us Lj

w-Size l““—
y-Sizer Iﬁ—
z-Size: 131" _-J
Mert: zhift: Ii Default

™ Rotate by 3D Help
[+ Proportional

Expanding photo libraries

BMP libraries

BMP/WMF libraries: You can import BMP files directly or from libraries into your
scene. These libraries can be found among libraries of different symbols. The BMP
electrical library contains different electrical objects with modifiable parameters, such
as their height, width, etc..

X

e Bitmap symbol lib... = Bitmap symbol lib...

Library 1Ele-:tn:uni-:$ Library ]TFES-.E‘-.
== [ |=ciionics . =g G4
€ N THo
¢ L TRS-D
TRS-E
TRS-M
¢ 9 i ATHS il
| it v | TRS-U
Wit 1-8" s Wit '
Height [1-8" Help ﬁ Height |1 Help |
[~ Show description ‘rul [T Show descnptio
v Proportional ¥ Pioportional
[#] [~ 1100 DRS
i
@ ke - | . - |

SKP libraries

The program enables the use of SketchUp files in the library. A multitude of pieces of furniture and
other useful symbols are available on-line, modelled and stored in SKP format. These elements can
be used with the help of the programme. Libraries can be formed from the SKP files
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(Settings/SketchUp symbol). From the libraries created in this way the symbols are easy to place
in the building. In the course of filing in the library the program produces the symbol’s painted and
linear view and axonometric images, from which the user is free to choose and use on the floor
layout plan.

The SketchUp symbols can be placed on the floor layout plan after selection from the library. The
presentation on the floor layout plan may be the linear view or the painted image generated in the
course of filing in the library and its viewpoint can also be changed. It can be specified by setting
Show as image and the Upper/Front/Right/Left/Rear view in the dialogue. It can be modified by
View/ ... upon right-clicking on the symbol marked. The symbol’s size and horizontal shifting can
also be set.

% SketchUp li... [X|

% SketchUp Li... ]

Library |1

Library |1 w

i bz

i bz

rl

& =]

[ T5how az picture =

i
wSize: 26986 vSize:[ 26986
y-Size: : 30,10 1-Size: : 30,10
2:Gize: | 153,45 2-5ize: | 153 45
Vert, Shift:iﬂﬂﬂ Yert, shift:iﬂﬂﬂ
M aterial ! Mot M aterial ! Mone
Tn:n W | iT-:up W |
| Defauk || Help |
Right APrepations E1r2
Back ropartiona
Left [ 1 Original

[ ] 5how az picture

=

2.8.8 AVATAR symbols

i
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EiAvatar lib
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y-Size: 20,00
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& Water ray lib BJ
Library ]wamr—.]

liwater'l ﬂ

_ialarm_b'l !._J_]

T =
E )

-]

w-Size W
y-Size: ’W
25ize: W
Yert. shift: 1'37

[~ Rotate by 3D e
¥ Proportional Dfault. |
[ Original STU

[~ Front view =R
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3 Options

In the Options menu, you can set the features of the drawing window and specify the
default values of building elements. Options are grouped into eight major groups.

Defaulk Yalues k

Generate walls from lines ¥

I:) Cirtho

Boundary extension
. Snap...

Lock actual Foil

£ Fail assignments. ..

Change Grid. ..

Crn Change Unik, .,

Q Change selection calar. .,

M oTeature setkings. ..
Bitrmap symbal library. ..

@ Rotation sektings. ..

Auko save...
Aukomatic update

Mast recent files. ..

1. Default values of elements can be set here.

2. Criteria of editing in the drawing window can be specified here (Ortho, Boundary
extension, Snap).

3. Different parameters of foils can be set by these options.

4. Further parameters of editing: grid unit size, measurement units, selection color,
texture settings, rotation settings can be specified here. You can insert new
elements into the Bitmap symbol library.

5. Auto save and Automatic update, number of the Most recent files features can be
set here.

6. Page settings: the parameters of the drawing sheet can be determined here.

3.1 Default values

You can specify initial values for all elements. New values can be entered into dialog
boxes by opening Options / Default values / the name of the element, or by

selecting the icon, which appears to the left of the drawing window after pressing
the icon pertaining to the given element.
Having specified the parameters, the entered values can be saved to the registry by

pressing the DL button and Save. By saving the adjusted values, they will

serve as default settings of the relevant element. Furthermore, the entered values are
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3.1.1

3.2

3.3

saved with the project file too. Consequently, the saved values will supersede the
default adjustments when loading a project. Default values are stored in the
REGISTRY.

Deleting registry entries
About dialogs

Deleting entries in registry

Each dialog box has a Default button by which newly entered values may be saved.
Default settings are applied automatically whenever a new project is launched.
Individual projects may have their own saved adjustments, which may differ from the
default settings. These adjustments are saved within the registration entries of
Windows, and can be deleted by Regedit in the following way.

1. Close 3D EyeWitness.

2. Launch REGEDIT by typing REGEDIT into the field brought up by pressing

Start/Run.
3. Look for
+ My Computer
+ HKEY_CURRENT_USER
+ SOFTWARE
+ DESIGNSOFT
+ 3D EyeWitness Vn.nn where + stands for sub-

levels in the tree-structure, which can be accessed by clicking on the + symbol.

4. Select 3D EyeWitness Vn.nn and delete it by pressing the Delete button.

Pay attention when deleting registration entries 3D EyeWitness must be closed
down when performing this.

Generate walls from lines

Walls can be created from lines or curves. First draw one or more lines and arcs. The

selected line(s) will serve as the centerline of the wall(s). Click on the % icon, or
select Edit/Wall/Build from lines, and select the lines and arcs. Press G letter and the
walls will be created. This is an alternate way to construct walls quickly. The selected
lines may remain displayed on the screen, or can be deleted by pressing Del. These
lines can also be automatically deleted by the program by switching off
Options/Generate walls from lines/Draw walls and keep lines.

Orthogonal editing

= Click on this icon to move and draw along the coordinate system's two axes.
For example, in the case of walls you can easily and accurately create horizontal or
vertical wall sections using this feature. This option can be switched on/off by clicking
on the icon, by pressing Ctrl+O, or by clicking Ortho in the Options menu.

Pushing the ll= icon enables you to move parallel to the X/Y axis of the
coordinate system or to a given line. The parameters of this option (Angle snapping)
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can be adjusted in the dialogue found at Options/Angle snapping settings.

P B
Angle snapping settings
Division number: |L|
12 Cancel |
Angle = 380 / x = 30,007 Tlpl
Tolerance values [+t]: | [Efault | I
[#] Enabled

[ Angls e j

200 =i

[¥] Distance 43°
20,00

Division number (x): 360/x=30. With the help of this option you can put
constraints on the orientation of new wall sections (and other linear structures). For
example, set 12 as the division number and new walls (lines, etc.) will have an
orientation as described on the dialog.

Tolerance values ( £ ): Set this option on and the software will automatically
adjust walls (and other structures) if you move them within a range of the
predetermined angles. That is, if the division number is set to (eg.) 12 and this option
to 2 degrees, then if you move a wall section to an orientation of 30 degrees, it will
automatically switch to 30 degrees. Tolerance values can be defined in degrees or in
absolute distance. Use the small pipe that appears next to the mouse to select which
of the latter two options you want to use.

Note: To draw lines (wall sections etc.) with an orientation of 90 (180, 270)
OR 45 (90, 135 etc.) degrees press down Shift 90 (180, 270) OR Ctrl 45 (90,
135 etc.). To draw lines with the orientation defined as described above, press
down Shift AND Ctrl 30 (60, 90, 120.. etc.).

Note: Pressing Shift or Ctrl while inserting an element allows you to draw along
the four axes (Shift) or by 45 degrees increments (Ctrl).

ll= Clicking this icon enables you to move and draw along the coordinate system's
two axes. For example, in the case of walls you can easily and accurately create
horizontal or vertical wall sections using this feature. This option can be switched
on/off by clicking on the icon, by pressing Ctrl+0O, or by clicking Ortho in the Options
menu.

Note: By pressing Shift or Ctrl while inserting an element you can draw along the
four axes (Shift) or by 45 degrees increments (Ctrl).
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3.4 Boundary extension

This option can be used when you paste an element into your project. If the boundary
extension feature is on, the pasted elements will be copied and pasted together with
the surrounding area of the grid (extending it to the boundaries of the outer grid units).
This may help you to position the pasted area, for example when when pasting it to
another level.

Note: When placing the copied elements, you can drag them by the center or by one
of the corner points. You can change between these by pressing Space.

3.5 Snap

.Snap @
eEka

This option enables you to match various elements to grid points or other elements.
Using the snap icon you can turn on/off the arranged snapping adjustments. The
snapping algorithm can be specified by the next two icons. The points selected by this
option will become so-called hot-spots, indicated by the change in the drawing pen's
appearance when you drag the mouse close to them.

You can adjust the snapping option to:

|i Snap ON/OFF

. ¥
==:1 snap to grid points

Ii snap to object points

@. snap to areas (slabs, columns, symbols, etc.)

When you drag the mouse over a so-called hot-spot, a small symbol appears next to
the drawing pen/selection arrow. The symbol appears as one of the following::
e + (white and black) means that you are close to a grid-line or point
e a white pipe means that you are moving along the edge of a certain
element (e. g. a wall)
¢ a black pipe means that you are above a certain element's corner/angle-point
(e. g. of a polygon or at the end of a wall)
e a small rhombus means that you are above the area of a polygon (e. g. a
roof, symbols, column)
The symbol indicates in advance what kind of matching you are about to perform: a
cross meaning matching to grid-points, pipe meaning matching to object points, etc.
Matching adjustments can also be set in the dialog box opened by Options/Snap.
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3.6

3.7

=<5

[E Pixel
| | Cancel
¥ Snap Help

v Catch grid paints

Diefault
¥ Catch object paints L‘

Distance: n pixel. The matching is carried out according to the values entered here.

The entered values refer to pixels, taking into account screen resolution.

Select language
Select language from the list.

Languages

Languages

J Englizh [en] LJ Cancel
Help

Grid size

The drawing sheet is based on a grid. The size of the grid may be adjusted in

Options/Change grid...

The visibility of the grid can also be set here, as well as which levels the grid applies

to.

Grid Setup

e ok ]
(" Points o

« Lines Cancel
Sizez Help

E

14'{'” _‘[’__J Drefault
o =

I

Line style... |

™ Show grid an print
[ Al level

Lines: the grid is fully displayed
Sizes: X: the horizontal size of grid units
Line Style: the grid line style

YV VYV

Points: only the corner points of the grid are displayed

Show grid on print: the grid will be displayed on printed materials

Y: vertical size of grid units
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» All levels: switching on this option applies the specified grid on all levels of the
project. Disabling the option allows you decide for each level whether to use the
grid.

3.8 Unit of measurement

Changing the unit of measurement: Choose between four possible units of
measurement:
Inch / Millimeter / Centimeter / Meter
After specifying the unit of measurement, the motion of the cursor will be displayed
accordingly on the coordinate line. In addition data entered into dialog boxes will also
be in the specified units.

Metric Settings

- Cancel
r Milimeter __Corcsl |

™ Centirmeter

k eter

3.9 Color of selection

The color used to indicate selected elements, which is by default red, can be changed
by clicking on Change selection color. The rubber lines will also appear in this color.

3.10 Texture settings

Texture type:; i Birick o ]

Cloze Help

You can insert or delete a texture from the TEXTURE library.
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3.11 Bitmap symbol library

You can insert or delete new WMF file into the bitmap WMF libraries.
Symbol library @
Library - 1THS-.-5'-. LJ Edit List

2 :

A TRS-C
TRS-D
g @ TRS-E
v TRS-h
. TRS-M M
° A & Browsze. ..
o LANA
' Descr. ..
@ & A w Rermove
7 E
Cloze Help

3.12 Rotation settings
Elements may be rotated using two possible rotation steps, the values of which can be
specified in the Rotation Settings dialog. This dialog can also be accessed by clicking
on [M0FT you can change between the two steps by pressing Shift+F3.

Great ratation unit [°]: '
Cancel
Small ratation unit [°]: Help
|5.00

Dretault

3.13 Auto save

Using the auto save feature during editing guarantees the retrieval of the most recent
state of your project. Using this feature is highly advised. The frequency of auto
saving can be adjusted. These specifications determine how often the software saves
MYH and LDR files of the project.

The file name follows the ensuing pattern: AutoSave_name_date_time.myh. That is to
say, after AutoSave comes the name of the project, the date and time.
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]
I Auto save of design Cancel
Murnber of auto zave files:
I—'———~-'-—'-'-'—'~ Help
E
: Drefault
Interval of auto zave cycles:

[10.00 [Minute(s)]

Auto zave file remaover.. |

The "depth" of auto save can be set here too. This determines the number of saves
necessary to overwrite previous auto save files.

Note: The frequency of auto saves should not be adjusted to a frequency of more
than once every ten minutes, as this will impede the steady continuation of work.

3.13.1 Removing auto save files

Auto save File remover E|

Path:

|F'rogram FileghD esignS ofthaR CAD wEVPROJECT Browse. ..

[w Sub directones

C:\Program Files\Dezign5oft"ARCAD v8A\PROJECTA

A
W AutoSave_haz6_20050408_113624.myh Delete
v AutoSave hazb_ 20060408_114624. myh Cancel
v AutoSave_hazb_20060408_115624. myh Help

v AutoSave_hazb 20060408 120624, myh
[w AutoSave_hazb 20060408 121624, myk

[v AutoSave_hazb 20060408 122624.myh
v AutoSawve haz/ 20060407 170154 myh

v AutoSave_haz?_20060407_171154. myh

v AutoSave haz?_ 20060407 172154, myh

v AutoSave_haz? 20060407 173154 myh

v AutoSave_haz?_ 20060407 174154, myk

v AutoSave_haz?_ 20060407 175154, myk

[v AutoSave Untitled 20060405_142858 myh
v AutoSave Untitled 20080405 _143858 muh
v AutoSave_Untitled_20080405 160245 myh
v AutoSave Untitled 20060405_161245 myh
v AutoSave Untitled 20060405_162245 myh
v AutoSave_Untitled_20060405 163245 myh "

Select all | Unzelect all |

A vast number of files can be generated due to automatic saving during editing. It is
practical to occasionally remove some of these transitional files from your hard disk.
This can be done in the above dialog box. By pressing Search, the program
assembles a list of Autosave files, from which you may select and delete by pressing
Delete. You can remove all Autosave files by pressing Select all and then
proceeding to delete them.
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3.14 Page settings

Here you can specify the size, format and type of the page.

Paper style

Size
Predefined: | A4 2104297 mim ﬂ

I—_l I—_| Caticel

Help

Orientation Sheet
a + Potrait Name: [SHEET-M

(" Landscape

Choose User defined in the list of possible paper sizes, and you can set the page's

size independantly. The orientation of the page can be set to Portrait or Landcape. A
name can also be assigned to the drawing sheet. The software provides the default
name of SHEET-n.
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File handling

After starting the software, you are prompted to choose between launching a new
project, continuing editing the most recently opened file, or opening a previous one.
Choose from among these options from within the dialog box that appears when the
program starts.

New project.

Open last edited project.

ctCRIME T M7 Hild

C:4Program Filesh
[v Show full path

Open project.

Quit.

Projects/Drawings/Drawing sheets: In the upper field of the dialog box you can
choose what type of file you are looking for: projects (MYH), drawings (LDR) or
drawing sheets (DRS).

New project: Clicking on this button opens a new, empty drawing window
where a new project can be started.

: Opening last edited project: Next to the icon is a pull-down list of the
projects edited during the last session can be found. The name of the last file edited
appears in the line to the right of the icon. To view the other files, click on the arrow to
reveal the rest of the drop-down list. To open a project, select it and and click on the
icon.

: Open project: Projects that already have a previously adjusted extension
can be accessed by this icon. By clicking on the icon, you can browse the libraries
and find the desired file.

X

Quit.
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@[=8 Edit Draw View Options

e

Cipen Chel+F3
Close

Save Chrl+F2
Save as...

Printer Setup...

Export., ..
Impaort, ..

Eill of Materials

1 aa.LDR

2 TUZ. MYH

3 CRIMEZ.MYH

4 maotoras0al. myh

Exit BlE+F4
FILE menu

4.1  New project

New Project: Clicking on this icon opens an empty drawing window where
a new scene can be started.
File menu/New: Pressing New in the file menu opens this dialog box.

L= = it Cancel
Blank drawing Blank drawing A4
sheet template Help
4
2 i [
s
Level Line draw Scene

By choosing one of the icons, you can start various kinds of projects.

i

Scene  Scene: will be prompted to provide a file name for the project. Then a new
drawing window is opened, with one empty level to begin with. The default designation
of this level is LEVEL-0, though this may be modified. The scene will be saved as an
MYH file.

Level | evel: Choosing this option brings up a dialog box where you may specify the
default parameters of the new level. After setting the parameters the new drawing
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window is opened. The whole project may be saved as a single MYH file. Each level is

edited in a separate drawing window, which can only be closed down together by
selecting File/Close.

Open a new drawing sheet by selecting File/New. From the dialog box that appears,
select the type of project you'd like to begin.

Ci-d = A |
Cancel
Blark drawing Blank drawing A4 Q
sheet template Help
4
i £ [
s
Lewvel Line draw Scene
._—Ié

L=l glank drawing sheet: Open a new drawing sheet where you may transfer
several other plans/drawings.

=l Blank drawing template: Create a customized drawing sheet.

&4

A4: Open a pre-set A4 drawing sheet template.

The size of the drawing sheet may be specified either in the dialog that appears after
selecting Blank drawing sheet or by selecting Settings/ Sheet format.

A

A4 210:297 mm,
A5 14921 O,
B0 1000:1415 rai.

B1 7071000 ram.

B2 500x707 mm.

B3 353500 mm.

B4 250x353 mm.

B5 1724250 mm. b

Predefined sizes: Select a sheet size from the scroll-down list or enter a custom
size.

Width/Height: The dimensions of the sheet
Orientation: Portrait / Landscape
Name: The name of the drawing sheet, displayed on the window tab.

Note: The name of individual levels may be modified in the New level dialog box.
You may create any number of levels required for your project.
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4.2

4.3

New drawing sheet

New...
L= = Ad -l
Cancel
Blank drawing Blank drawing A4 gJ
sheet template Help
A &3
3 LA
s
Lewvel Line draw Scene
Déé
Blank. drawing
sheet Blank drawing sheet: Floorplans, 3D images or section of a project can

all be placed a drawing sheet. After clicking on the icon, you will be prompted to
Working with a drawing sheet differs designing in the standard editing window in
thaton the drawing sheet it is only possible to only 2D editing is possible, in addition to
transferring 2D and 3D plans from editing windows. Raised levels and building
elements transferred to the drawing sheet are not displayed graphically, only their
access paths are noted. Drawing sheets are saved as DRS files.

Note: Changes made to the original plans are automatically applied to the
transferred materials on the drawing sheet.

A
Ad

Working on your (named A4) self-designed drawing sheets: Projects
saved within the TEMPLATE session are displayed as icons in the New dialog box
and can be opened and used as drawing sheets. Two dimensional floor plans, 3D
visualizations or sectional views of your projects may all be introduced on the
templated drawing sheets. On these drawing sheets (similarly to default drawing
sheets) you can only design in two-dimensional graphical mode. Transferred projects
are only represented by their access path (not visually), consequently the DRS files of
the projects tend to be relatively small. Projects on drawing sheets are saved as DRS
files.

Note: The name of the TEMPLATE or DRAWING SHEET may be modified in their
opening dialog box, where you can also specify the size of the sheet.

New drawning template

-

Blank. drawing

templat . .
TS Creating new templates for drawing sheets: You can create your own

templates for drawing sheets to be used later on when you transfer projects onto
drawing sheets. After clicking on the icon, you may specify the size of the template
you will be working on. Templates are used for storing certain elements that you use
on every new drawing sheet. For example, you may want to include a frame, logo, or
corporate information in a default template. In addition to two-dimensional drawings in
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4.4

the LDR or DXF formats), BMP, JPG or WMF images can also be transferred to this
sheet. You may assign an icon to the template sheet when saving it, which can be
seen later in the dialog box brought up by pressing New.

Icons can be named A0, Al, A2, A3 or A4 and are stored in the PROJECT library.

These are the five icons:L &0 L &1 [ A4 | A4 | A4 The name of the icons are
displayed under them, while the file names are used for identifying the corresponding
TPL files. Later on, if you want to modify one of the templates you can access it by
the file name. It is expedient to use the same name for both the file and the icon.
These files are saved in the TPL format.

ad

A4 Working on your (named A4) self-designed drawing sheets: Projects
saved within the TEMPLATE session are displayed as icons in the New dialog box
and can be opened and used as drawing sheets. Two dimensional floorplans, 3D
visualizations or sectional views of your projects may all be introduced on the
templated drawing sheets. On these drawing sheets (similarly to default drawing
sheets) you can only design in two-dimensional graphical mode. Transferred projects
are only represented by their access path (not visually), consequently the DRS files of
the projects tend to be relatively small. Projects on drawing sheets are saved as DRS
files.

Note: The name of the TEMPLATE or DRAWING SHEET may be modified in their
opening dialog box, where you can also specify the size of the sheet.

Opening afile

The program can open four kinds of files:

1. MYH files: Files containing the floor plan of multi-story buildings. Opening the
file loads the entire project, each of its levels in a separate window. You may switch
between them using the tabs at the bottom of the drawing window. The name or
number of the selected level is also displayed in the uppermost line, next to the file
name. Changing between levels can also be done by selecting the desired level in the
Window menu.

2. LDR files: Files containing line diagrams of various structures. In the floor plan
designing mode it is also possible to create line diagrams of 3D views. These
drawings can then be saved into LDR files, and be accessed later.

3. DRS files: Files containing drawing sheets. Floor plans, line drawings,
sectional views or 3D images of buildings may all be set up on drawing sheets. If the
transferred plans are modified in their original files, their representations on the
drawing sheet also change correspondingly. The drawings, 3D images, etc.
themselves are not displayed on the drawing sheet, instead, only their access path is
included. Consequently, loading a DRS file not only opens the drawing sheet itself,
but also the related files (in separate windows). The various elements introduced on
the drawing sheets are saved in separate files (for example, levels, sectional views
and 3D drawings are all saved as separate files). Line diagrams are always saved as
LDR files, whereas levels are saved as MYH files.

Note: Loading a DRS file not only opens the drawing sheet itself, but also the related
files. MYH files may only be transferred from the same scene. Elements from multiple
projects may be introduced by using DXF files (File/Export or Import).
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4.5

4.6

4.7

4. TPL files: You can create your own templates, to be used later on when you
transfer projects onto drawing sheets. Templates are used for storing certain elements
that you use on every new drawing sheet. These templated drawing sheets are saved
as TPL files. By opening them as TPL files, it is possible to modify the template itself.
Floor plans cannot be transferred to these sheets, only 3D line diagrams, multi-color
or sectional views (LDR or BMP, JPG files). It is possible to assign icons to templates,
which can then be opened in the New file dialog box as drawing sheets.

Closing a window

Active windows are closed down by pressing Close. If their contents were modified
without saving, you will be prompted to save the changes. If you are editing several
levels at the same time, all of them are saved into a single MYH file. Since windows of
3D ( LDR files) are saved as separate files, the program prompts you in succession to
save each file separately.

Saving files

Save and Save as: Both commands brings up the same dialog box. Here, you can
specify the filename and its destination. In the case of multi-storey buildings, all of
their levels are saved into a single MYH file. The MYH file contains all information
pertaining to the scene. The file extension is always determined by the active window.
Saving DRS files also entails the saving of the files used on the drawing sheet.

Printing

To print the contents of the drawing window, press Print in the menu to open the
relevant dialog box. There the selected printer's name appears. Parameters can be
changed by pressing Properties. Pressing Preview enables you to see the layout of
the printed page in advance.

Print
Printer name
CanoniR 2200-3300 PCLE

Cancel

Mumber of copies: |1 =] Print Fange Help

Margir: o ﬂ
: " Current windaw

Bottam margin: | v |

Scale: Fittopaper ¥| [ Crop marks

Overlap: | Printer defau | |4l |

o Enftire drawing

Setup

i ;
_ Heb |
_ Sewn |
__Pioview_|

Fresview

Print from the floorplan
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4.8

4.9

4.10

Print

Printer name
CanoniR 2200-3300 PCLE '

| Cancel
Mumber of copies: |1 . Print Range ﬁ

f+ Entire drawing

" Current window

W Crop marks
Setup
Overlap: |F'r|nter defauj |-'i"-|| ﬂ (i

Print from the drawing sheet

B attam margin:

Number of copies: You can define the number of copies.
Margin, Bottom margins: You can define the margins
Print range: - Entire drawing: The entire drawing is to be printed.

- Current window: Only the currently visible parts of the project is be
printed.
Scale: to print from the 2D floorplan or LDR drawing you can define the scale.
Crop marks: Switching on this option enables you to see where the drawing sheet
was trimmed. This is particularly of use when matching the sheets of multi-page
projects.
Overlap: Printer default/New (All/Left/Right/Upper/Lower): Here the margins for
multi-page printed projects can be set. The necessary minimum margin for multi-page
projects can be seen on the Print preview page.

Printer setup

This command brings up the Printer setup dialog box. Here the printer's type, name,
resolution, size of the paper to be used, etc, may be set.

Print preview

Here you can look at the page before printing it.

Print to PDF

Printing into PDF file can be directly activated from the program. The generation of a PDF file can be
started with the File menu Print into PDF file command. The scale is shown in the dialogue that
appears at this point, along with paper size, margin and other data of the sheet. The data are saved
in a printable PDF file.

In the view appearing at this point it is by clicking on Settings = that the user can set the size of
the drawing sheet and the portrait or landscape orientation of the required print job.
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4.11

4.12

4.13

e . - ==
I

Maker size: _F'ag(_e lapout: Scale factor: Margin [cm] Bottom margin [cm]:  Owerlap [cm]: [ &lign center harizontally ‘E ‘T|

|@@ @@ B @ - 1A ~| [Fittopaper ~| [10 | [1.00 v [Prnerdefeut  ~ (A1 ~| 7 lin center verticall

Export

With this command you can export data about a project to other programs. Here, you
can convert drawings into DXF, EMF(Windows Enhanced MetaFile), JPG, BMP files
. You may also create files that can be read by, Word, Corell, etc.

|.-i‘-.ut|:|E.-'l‘-.D Drawing Exchange Format file [”.d:-cf]ﬂ

AutoCAD Drawing Exchange Format file [F.d=f)
YWindows Enhanced Metafile [7.emf]
Compreszed image file [*.jpg,” jpeq)
|lncompreszed image file [*.bmp]

Import

DXF files: You may import AutoCAD DXF files of line diagrams into your project,
which can then be modified.
SOKIA SDR: you can import datas from SOKIA

G2D files from 3D EyeWitness DOS: It is possible to import files created in the
DOS version of 3D EyeWitness.

Scene Inventory

Using this command you may assign scene inventory, specific building materials and
costs to the structures you design. Further summaries and price calculations on the
listed materials can be obtained in the Excel -Materials inventory program.

Note: The Wall ID takes on the value of -1, if it is switched on (this can be done in
Foils/Wall ID) before using Bill of Materials or Export of Materials.
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5

File formats

The following types of file formats may be used in 3D EyeWitness:

projectname.MYH: The scene --for multi-storey buildings.

drawing.LDR: 3D line diagrams.

drawingsheet.DRS: drawing sheets, that may contain 3D images of the scene.
template. TPL: Template files

name.DXF: Projects saved as AutoCAD DXEF files by using File/Export

name.EMF: Projects saved as Windows Enhanced MetaFiles. These files can be
opened by other programs (Word, Corell).

name.XLS: Scene inventory list
name.SKP: Import Google SketchUp SKP files and use as symbols

multicolorpicture.BMP, *.JPG: Visualizations of scenes or their interiors. Pictures
can be saved from 3D mode or ray trace.

movie.AVI, GIF, MP4, FLV, SWF: Movies can also be created from your projects.
These are then saved as AVI, GIF, MP4, FLV or SWF files and can be accessed
by Windows Media Player (among other video programs).

name.WRL, name.WRZ file: Interactive 3D pictures of buildings that can be
opened by programs that can handle VRML files. These pictures can then be freely
rotated, magnified, etc.

name.DXF: 3D images of buildings can also be saved as 3D DXF files. DXF files
do not contain surface patterns, with the exception of colors. 2-dimensional ground
plans can also be saved as DXF files.

L
a

name.MOV: Panoramic pictures and movies. With the ** RAYTRACE modul
(Switch on Panoramic picture) you can create images spanning over 360 degree.
These can be saved as .mov files and accessed by QuickTime. Films of this file
format are made by linking together panoramic images - these files can also be
opened by Quicktime.

name.KMZ: Export Google Earth KMZ files from 3D
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6.1

6.2

6.2.1

Dialogs: The Basics

Data about scene elements can be specified in various types of dialogs. Dialogs can

be opened by the icon, or by clicking on the name of a building element in
Options/Default values. If an element has already been set up on the screen, its
dialog can be opened by selecting and double-clicking the element or by right-clicking
and pressing Properties.

Dialogs may be one- or multi-windowed depending on the element. In simple dialog
boxes you can adjust all pertinent parameters in the dialog box itself. In multi-window
dialog boxes, slots indicate the name of the different subdialogs. By selecting from
these, you can change between subdialogs. Certain elements have parameters that
can only be modified in the right click menu. The data in the dialog box is divided into
the following subgroups:

a Geometry
a Visualization
Geometry

In this dialog you can define the values of parameters determining the shape of a
scene element. Various types of parameters need to be specified for the various
elements.

Typical parameters:

»- WIDTH: The width of structures is applied in the adjusted unit of measurement. A
set of pregiven values can be accessed by clicking on the small arrow adjacent to
the field. New values may be introduced as well.

»- HEIGHT: Used for defining the height of an element.
> - VERTICAL SHIFT: Defines a vertical shift relative to the floor level.

Visualization

In this dialog you can assign colors and textures to building elements displayed in 3D;
as well as line styles or hatchings to elements in 2D mode. These options can be
found in every elements' dialog box.

Colors and textures

Colors and textures can be attributed to any 3-dimensional object. Different textures
(or colors) may be assigned to each side of a given object. These textures can the
seen on the 3-dimensional visualization of the object. Surface textures are stored as
JPG, JPEG or BMP files. The list of accessible textures can be further expanded.
Their files are stored in the LIB library. Textures are listed in the same order as in the
TEXTURE.INI file. In the dialog box they are displayed at a low resolution (128*128).
In 3D mode they are displayed at their maximal resolution, stored in the respective
files. Different sets of textures can be assigned to distinct kinds of building elements
(walls, roofs), but it is also possible to use textures normally used for other elements.
Materials are grouped into functional categories (eg. tile, brick, plasterwork). This
grouping can be seen in the TEXTURE.INI file, where the list of relevant files appears
after the bracketed category names.
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Category names cannot be modified, but can be complemented. Textures (and
colors) can be adjusted to be transparent or reflective in Properties.

Note: A texture (or color) already assigned to one side of an object can then be
transferred to other surfaces.

For this, you should first select the object, then right-click on it and press Side
operations/Swap textures (or Copy surfaces).

6.2.1.1 Colors

Colors can be assigned to objects by pressing this button . Pressing the
button opens the dialog box with the palette, where you can select from among the
RGB colors. In the sixteen field at the bottom, you can fill in the most frequently used
colors. First you must to select one of the provided colors, then press Add to

Custom Colors. These adjustments do not have to be saved, as they are stored
automatically.

Color Eijﬁg]
B aszic colors:
ME N N
HMrFEFEEN.
ENFEEEE.
ENEEEEEN
EEEEEEEN
EREENTE

Custom colors;

EEEEEENT ; .
EEETTEE Hug 21 Red [243

Sat: ]1 ¥ Green: |21

I CololSolid |\ [157 Bl [175

QK | Cancel I Add to Cugtom Colors I
By right clicking on this button , You may open other palettes directly. In

this way, you may access pre-set color palettes (such as DIRP-RAL, Hasit,

Terranova). Palettes provided by the program have colors identified by their color-
code.
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Palettes

M anufacturers:

|terrannva -

Predefined colors:
| 1000-£228 ~| Help
| 1000-E22-9 | 5

100E-107 3RaAL

1054-E5-5

105B-EE-8

105C-E2-8

1080

105E-E2-9

1104-E2-4 v

0K

Cancel

ai

Reflective properties and transparency can be adjusted in Properties/Modify.
6.2.1.2 Textures

Next to the button, you will find various textures to choose from. To their
right, are listed their parameters:

Surface and Material Properties @
| A Type: [Parget =
Hame: | -

v T

width: |33 3/8"

Height: [33 387
Angle: |00
Properties: -

»- Type: pressing the arrow opens the list of available materials. You can
also navigate within the list by pressing the first letter of a desired
material's name, speeding up the selection process.

»: Name: This is the file name of the selected material. By pressing the
arrow you can select others directly by their name.

»- Width, Height: Here you can define the size of the texture as it will
appear on the desired surface.

»- Orientation: Here you can provide the orientation of the textural surface
on the object's surface.

»- Properties: Here you can choose between prearranged material types
which have specified reflective and transparence properties.

» - Modify: You may modify the reflective properties (or transparency) of the
above materials. With the Master scrollbar all three scrollbars can be
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6.2.1.3

6.2.1.4

shifted at the same time, whereas in the fields RGB /red, green, blue/
reflectivity/transparency can be changed for a single color dimension.

Transparency and reflectivity

You may modify the reflective properties or transparency of the above materials. With

the Master scroll bar all three scrollbars can be shifted at the same time, whereas in
the fields RGB /red, green, blue/ reflectivity/transparency can be changed for a single
color dimension.

Material Properties @

i Tranzsparency

| M azter: —

R [ = Cancel
G — 0=

[ B | 0% Help

R eflection

| Maszter: |

R — &

G [ =

[-B — 0=

RGB (red, green, blue): Here, reflective properties (and transparency) can be
adjusted separately for these colors.

Master: Properties can be changed for all three colors at the same time.

Creating new textures

BMP and JPG files consist of an optional number of pixels. For 3D visualizations it is

expedient to use high-resolution images as textures. (In 2D editing this is not
important as the textures displayed on their buttons are always converted to a lower
resolution).

Texture type; i Biriczk o ]

New textures can be created and saved into TEXTURE.INI in Options/Texture
settings. In the file groups are indicated by their group name being enclosed in
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brackets. The files of textures follow the group name, each in a separate line. These
file lists can be changed, select the group to be changed and click Browse for
selecting a new texture, or by pressing Delete you can remove existing textures from
the list. The new texture is always introduced after the one that is currently selected.
Note: Renaming TEXTURE.INI is highly advised against, as it entails the transfer of
all files (including photo symbols) from LIB to into every group, and everywhere the
entire list will appear! This would make navigation extremely difficult, and might also
result in the general slowdown of the program, if your computer has limited memory
resources.

6.2.1.4.1 Structure of the TEXTURE.INI file

6.2.2

These are the group names in the file, next to them, you may find the description of
thee group, that appears within 3D EyeWitness in the Type field of the Texture
settings dialog box.

[BRICK]
tegl0001

[PARGET]
kekfal

[WALLPAPER]
[FLOORING]
[GLAZED-TILE]
[WAINSCOT]
[GRASS]
[PICTURES]
[STONE]
[PARQUET]
[ROOF-TILE]
[TEXTILE]

tWATER]

Line styles for 2D ground plans and sectional views

Line styles can be adjusted by pressing the | button, or Contour in the dialog
boxes of various building elements. This includes defining the type, thickness and
color of the lines. In dialog boxes line styles for ground plan editing and sectional
views (Sectional surface lines), and line styles for structures visible in 3D view
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(Non-sectional surface lines) can be separately adjusted. In line style dialog box
itself, you can specify the style (eg. dashed), thickness and color of the lines.
Line styles dialog box:

» STYLE: Different line styles can be selected for drawing. You can choose between
dashed and continuous line styles, that can be accessed by pressing the small
arrow to the right of the field and selecting from the drop-down list. The parameters
of dashed lines can be seen in the fields Length/Space under Line style settings.
Further line styles can be created and added in Options/Line Style Editor.

» THICKNESS: The thickness of the drawing lines can also be changed. You can
choose between lines of different thickness from the drop-down list be accessed by
pressing the small arrow to the right of the field. Lines of new thickness values can
be created and added in Options/Line Style Editor.

»COLOR: Colors can be also assigned to the drawing lines. The color currently
selected is indicated by the button Line color... , and can be changed by clicking
on it and selecting a new one from the upcoming palette.
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7.1

Dialogs

Data about scene elements can be specified in various types of dialogs. Dialogs can

be opened by the icon, or by clicking on the name of a building element in
Options/Default values. If an element has already been set up on the screen, its
dialog can be opened by selecting and double-clicking the element or by right-clicking
and pressing Properties.

Dialogs may be one- or multi-windowed depending on the element. In simple dialog
boxes you can adjust all pertinent parameters in the dialog box itself. In multi-window
dialog boxes, slots indicate the name of the different subdialogs. By selecting from
these, you can change between subdialogs. Certain elements have parameters that
can only be modified in the right click menu. The data in the dialog box is divided into
the following subgroups:

a Geometry
a Visualization

Walls

The dialog box of walls is a multi-select window as well. Different kind of parameters
are grouped into the sub-dialogs. These sub-dialogs are: geometry, visualization.

Geometry
Visualization
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7.1.1 Geometry
The parameters in the GEOMETRY sub-dialogs are:

Wall Settings

‘ 1 Visualization |

I LN
B Thickness: |0'5" ] Default

Height 1: Ja'-z 14"

Wertical shift 1. 00"

Cuk by roof: v
b atzh: v
Aperture pozition checking v

» THICKNESS: You may adjust the thickness of the wall (in the pre-set units). Data
that was entered before can be seen in the roll-down menu activated by clicking on
the small arrow. You can select values from these or provide new ones.

»HEIGHT 1 and 2: The height of the two end points of the wall. In the default setting
the height of the wall is the same as the clearance (belmagassag??). By modifying
the level height you also change the height of walls set to the clear height
(belmagassag), whereas walls set to a different level remain the same. The clear
height (belmagassag) is given by the level height minus the slab height.

(szintmagassag - fodémvastagsagbol)

»VERTICAL SHIFT 1 and 2: The height of the two lower end points of the wall. If

set to 0 cm, the wall has the zero level as its starting point.

I
You can choose which end points you want to specify by the icons Emﬁ

The vertical shift parameters are to be applied according to the chosen icon.
7.1.2 Visualization

In VISUALIZATIONS you can specify the visual properties of building elements,
regarding their floor plan and 3-dimensional display as well.
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7.2

Wall Settings

Geometry | WVistiaization | o |

P A e Cancel

Help

oi Drefault

B : B =ide
Line styles:
Contour... |
Font of the wall 1D:
Font height: |ﬁ Ffl?

> A side, B side: Colors or patterns for both sides of a wall can be set here. The
signs in the upper left corner of the dialog box (A, B and 1,2) help you to make the
adjustments. Click on the (colored) field next to A or B to select the given side of
the wall. Clicking on this field brings up a dialog box where you can select the
desired color and/or pattern for the wall.

. . Contovr... | . .

»Line styes: By pressing , you can specify the line style of walls
for 2- or 3-dimensional views.

» Font for the IDs of walls: An ID can be set for each wall section, which is used in
Bill of Materials-Scene Inventory listings. The ID can be displayed on the floor plan
by going to View/Foils/Wall ID. The default ID is -1, this is displayed until asking
for a Bill of Materials listing.

Pillars

You may also include pillars into your project. These can be built into walls or
introduced anywhere else on the floor plan. The dialog box can be opened by first

pressing the pillar icon @ then pressing at the top of the row of icons, found
on the left side of the screen. You can adjust the parameters of the column in the
upcoming dialog box.

Geometry: here you can set the geometrical properties of the column.
Visualization: properties determining the 2D and 3D visualization of the elements.

Constructing rectangular columns
Constructing circular columns
Constructing polygonal columns
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7.2.1

7.2.1.1

Geometry

Geometry ] YWisualization ]

Height:

o
Wertical shift:
Auiz zlope:

o v, [0 f

1.
107 il

T |1'-D" 2 |3
Ground plane angle: X

-0.00

[~ Cut by roof:

#-Width: I~ Speciak | Wb

u - Widthe ‘ \\ /

Pillar settings

Cancel
Help
Default

93

e Height: Height of the lower and upper plane of the column. In default mode it

is equal to the level height. If the latter is modified, the height of default

columns will also change accordingly.

e Vertical shift: Height of the lower plane of the column.

e Axis slope (X,Y): Assign a different X and/or Y value to the centre of the
upper and lower plane, creating an oblique column.

e X-size (1,2): size along the X axis for the lower and upper plane.
e Y-size (1,2): size along the Y axis for the lower and upper plane.

e Ground plane angle: ground plane angle of the column. You can rotate the

column by the + and —icons.

e Cut by roof: The column cannot go higher than the roof’'s plane, and will be

cut by the roof.

Visualization: Surface Properties. Click the color tile to choose a surface texture for your column. Any change

made here will apear in 3D renderings.

When all the necessary changes have been made, click “ OK,” then follow step 2 above.

Rectangular pillars

e X-size (1,2): size along the X axis for the lower and upper plane.
e Y-size (1,2): size along the Y axis for the lower and upper plane.
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7.2.1.2 Circular pillars

Geametry ] Yisualization ]

Height:

19'-21;’4"

Yertical shift;

Az glope:

x: [0 v. [0

Radius;

1 i 2 i

I Cut by roaf:

Pillar settings

Cancel
Help
Drefault

R 1,2 : The radius of the column

7.2.1.3 Polygonal pillars

Geometry l Yisualization ]

Height:

19'-2 144"

Wertical shift:

Az glope:

s {00 v o

[~ Cut by roof:

Pillar settings

Cancel
Help
Drefault

7.2.2 Visualization

Here you can specify the visual properties of building elements, regarding their floor
plan and 3-dimensional display as well.
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Pillar settings

Geometry  Wisualization ]

Cancel
Surface Properties:
| Help
Drefault
Line styles: ﬁ

Contour... I

Cartaur. ..

e Line styes: By pressing , you can specify the line style of pillars
for their 2- or 3-dimensional views, barring sectional visualizations.

7.3 Windows

Using the window library

P | Window library [Z|
Library IWindDw Lj

| .

Widthe 40"
Height |40
Sill height:| 3-0" P
cAEn e Drefault
[~ Sila

Hel
I Silg £

The available set of windows are depicted in the upcoming window library. Moving

your cursor above them yields information on their parameters (name, width, height).

» LIBRARY: Press the downward looking arrow next to Library to open the different
sub-libraries of windows. Click on the desired sub-library, then proceed to select a
window.

» Width, Height: Here you may modify the default height and the width of windows.
After typing in the new values press Enter.
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7.3.1

» Sill height: You may set the sill height of the window here. The default setting is
always 90 cm.
Note: Press Enter after filling in the new values.

> ﬂ Pressing this icon allows you to modify the element's 3D color within the
library.

> |_| Pressing this icon allows you to modify the 2D line style of an element.
» Sill A, B: You can also assign sills to the window. Their properties can be
adjusted in Advanced.

» Swap sills: Sills on the two sides of the window may be swapped.

Locating the apertures

Aperture position dialog

Position | Serializing | oK,
Diztanice from end point: Cancel
[16-17 58"
Help
Ative point
Az
— " Mearsr side
" Farer side

Graphical field: In this field you can see the distance of the aperture from the end
point of the wall. The distance is numerically displayed in the above field as well.
Distance from endpoint: Displays the distance between the aperture (indicated by a
red circle) and the end point of the wall.

Active point: Axis / Nearer side / Farer side: Defines the point of reference from
which the distance is measured.

Note: This dialog box opens by pressing X or Y, while positioning the window along
the wall.
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7.3.2

7.4

Intoducing multiple windows

Aperture position dialog

Position  Senalizing l

W Use senalizing
Murmnber of apertures:

Cancel

2

Pl

Help

Digtance of the lagt apertire:

W Evenly spaced aperhures

116411 58"

This dialog enables you to introduce multiple windows at the same time. First you will
need to define their distance to each other. Ticking in Use serializing opens the fields
where you can adjust the following parameters:

Number of apertures: Adjust the number of apertures.

Distance of last apertures: Here you may define the distance between apertures.
The starting point is defined in the previous dialog (Position). The entered values

have to be positive.
Evenly spaced aper

tures: By this feature you can request an even distribution for

the apertures. The software calculates their distance, you shall only define their

number.

Note: This dialog box opens by pressing X or Y, while positioning the window along

the wall.

Doors

Library ] Droior

Wwidth: |30

Height |5

Iv Threzhold

Yert shift: il:l" =

Cretault

Help

The available set of windows are depicted in the upcoming window library. Moving
your cursor above them yields information on their parameters (name, width, height).
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7.4.1

> LIBRARY: Press the downward looking arrow next to Library to open the different
sub-libraries of doors. Click on the desired sub-library, then proceed to select a
door.

» Width, Height: Here you may modify the default height and the width of doors.
After typing in the new values press Enter.

»Vertical shift: Vertical shifting of the door. Press Enter to apply the changes.

> ﬂ Pressing this icon allows you to modify the element's 3D color within the
library.

> |_| Pressing this icon allows you to modify the 2D line style of an element.
»Threshold: The floor plan display of the threshold can be switched on/off.

Note: In the dialog Level manager you may also set the Floor level - this will be
added to the specified Vertical shift. The modified Floor level can only be seen in
the 3D mode.

In Visualizations you may define the line style and hatching patterns for 2-
dimensional visualization on the one hand, and textural patterns for 3D visualizations
on the other.

Locating the apertures

Aperture position dialog

Position | Serializing | oK,
Diigtance from end point;: Cancel
[16-17 5/
Help
Active point
o+ Az
———+ i Mearer side
" Farer zide

Graphical field: In this field you can see the distance of the aperture from the end
point of the wall. The distance is numerically displayed in the above field as well.
Distance from endpoint: Displays the distance between the aperture (indicated by a
red circle) and the end point of the wall.

Active point: Axis / Nearer side / Farer side: Defines the point of reference from
which the distance is measured.

Note: This dialog box opens by pressing X or Y, while positioning the window along
the wall.

DesignSoft



Dialogs 99

7.4.2

7.5

Inserting multiple doors

Aperture position dialog

Position  Senalizing ]

W Use senalizing - |
ance

Murmnber of apertures:
2

Pl

Help

W Evenly spaced aperhures

Digtance of the lagt apertire:
116411 58"

This dialog enables you to introduce multiple windows at the same time. First you will
need to define their distance to each other. Ticking in Use serializing opens the fields
where you can adjust the following parameters:

Number of apertures: Adjust the number of apertures.

Distance of last apertures: Here you may define the distance between apertures.
The starting point is defined in the previous dialog (Position). The entered values
have to be positive.

Evenly spaced apertures: By this feature you can request an even distribution for
the apertures. The software calculates their distance, you shall only define their
number.

Note: This dialog box opens by pressing X or Y, while positioning the window along
the wall.

Slabs

The properties of slabs can be adjusted in the appropriate dialog box, after selecting a
slab type.
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7.5.1 Geometry

Gieametry | Yisualization |

Yertical shift -
g

(« Bottam

v Uszewal comer points

“wiidth: 13'-3 38
Height: i3'-3 A"

Thicknesz: {11 136"

Slab settings

Cancel
Help
Cretault

» THICKNESS: Adjust the thickness of the slab. The default value is 20 centimeters.
» VERTICAL SHIFT: Top/Bottom/Arbitrary: Adjust the height of the upper plane of

the slab.

»Use corner points of the wall: By using this option, the software matches the

slab with the corner points of the wall.
The following options are displayed only for certain types of slabs:

»>Width, Height: when drawing rectangular slabs you may set an initial size for it,

which can be modified later on.

» Radius: You can set an (initial) radius for circle-shaped slabs.

» Number of arc sections: circle-shaped slabs are actually entered in the form of

polygons - here you may set the number of sections of the polygon.

7.5.2 Visualization

Geametny Visualizatinn]
Top
E ottom

Side

Line styles:

Cantour...

Slab settings

Cancel
Help
Cretault
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» Surface: Top/Bottom/Side: You may assign a pattern to the different sides of
the slab, which will be displayed in 3D view.

» Line styles: Contour: Here, you may specify the line style of slabs for 2- or 3-
dimensional views, barring sectional visualizations.

7.6 Slab cleavage

Cleavages can be introduced into slabs. The parameters of these apertures/holes
can be set in the corresponding dialog box.

Slab hole settings

CGeometn | visualizat
| Geamelr ¥ Visualization |
W Uszewall cormer points Cancel

Help |
Width: JEI'E“ Ciefault
Height: {E'-E"

7.6.1 Geometry

» Use corner points of the wall: This option will ensure the matching of the slab to
the wall's corner points and thus the aperture will also be inserted correspondingly.
You can specify the properties of the aperture by the following parameters,

depending what type you selected:
»Width, Height: In the case of rectangular apertures you can set the initial size
here.
» Radius: The radius of circular apertures.
» Number of arc sections: circle-shaped apertures are inserted in the form of
polygons - here you may set the number of sizes of the polygon.

7.6.2 Visualization

Here you may set a pattern for the lateral sides of the cleavage (hole)
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1.7

7.8

7.8.1

Roofs

E—} Roof library

Library i R oof ﬂ

@ 51-25i
=

whize: 290 9416"
y-Size: !EETEM“

z-Size:  [8-2" =
ert: shift: ﬁﬂ_ﬂ
Help
v Proportional

Automatic ROOF designer

O

ﬂ After clicking on the icon, you should draw the polygonal structure of the
roof. In the right click menu or select the icon, you may decide whether you want to
draw the shape of the roof or you want to have it automatically generated (along the
external edges of the building) by providing a reference point.

You may also switch on the feature Room or building shaped IE , with this
feature activated you need only to click on an outer wall of a building, and the room is
automatically created along the walls.

Switching on Q the feature Use corner points of the supporting structure
entails a shape along the wall structure, without taking into account the thickness of
the wall's layers.

If you switch off Room or building shaped you shall have to draw the shape of the
roof yourself. When drawing the roof you are helped by the appearing black pipes (if
Snapping is turned on).

After having designed the polygonal shape of the roof the Automatic roof designer
window appears. Here you can set the roof pitch, choose from different kinds of roofs
(normal, hip roof, with gable). The roof pitch is the same all along the roof. However,
along the edges of the roof, other parts of a different orientation can be attached by
the Automatic roof designer.

Specifying the roof's thickness and height

With the icon a dialog box is brought up wherein you may set further properties
of the roof:
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7.8.2

Changing the roof's thickness (for 3D mode): The roof covering has no thickness
in default mode. Here you may assign a thickness to it in different ways, shown on
the drawings on the right.

None: no thickness assigned.

Vertical: The roof covering gains a vertical thickness of the entered value, as shown
on the drawing.

Perpendicular, with horizontal eaves: As above, the roof covering gains a vertical
thickness of the entered value, but the lower plane of the roofing has a horizontal
orientation.

Perpendicular, with vertical eaves: the roof covering gains a vertical thickness of
the entered value, the lower plane of the roofing having a vertical orientation.

Perpendicular, with cut (two-way) eaves: the roof covering gains a vertical
thickness of the entered value, the lower plane of the roofing having a vertical and a
horizontal part.

Thickness (a) : This is where you may set the value of thickness for the roofing.

Roof vertical shift: Here you may give the vertical height of the roof's lowest point
(?) relative to the level height.

Designer Window

«" Roof shape settings (TMP_roof HOUSE6_H002608d6_4.def)
Cm 38 o N4 ?
- ]'d;; = i r
191.44 91.44 0.00 0.00

Eaves width
{000

_Elevation heig_ht
200,00

1 _d |
i )HI_T & Refresh
dy .

Maousze mode

(%) Set nomal roof

() Set elevated roaf -

(7 Set gable wall

(0]

C . .
—™ Cml/Inch icon: select a unit of measurement

g5
Clicking this icon erases the values (of the roof pitch) entered into the fields
1,2,3

ﬂ Visualize the roof in 3D mode

By clicking on this icon, you may set the other properties of the roof

@| Set the properties of the valley, the ridge and the eaves

ﬂ Visualize the roof in 3D mode with colors and paintings
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7.8.3

E Remove the roof and return to the 2D designer

M Transfer the roof to the plan and return to 2D mode

= Help

1,2,3: the values of the roof pitch (steepness) may be entered by filling in the fields
dx, dy or by specifying the angle and then hit Enter. After entering two values the third
is automatically calculated by the software.

dx or dy: If there is a break (fracture?) in the roof pitch, then you may set the position
by dx and dy, dx determining its position from top view and dy its height.

Width of the eaves: Set the width of the eaves. This entails the expansion of the
roof's contour by the submitted value and the rearrangement of its overall structure.

Elevation height of hip roofs: Here you may set the height where the tetokonty
starts from. You may enter a negative value as well, this creates a roof plane reaching
down.

Mouse function:

Normal roof/Hip roofs/Set gable wall: After selecting the roof type, click on an
edge of the wall, and the roof will be reconfigured accordingly, which is displayed in
the visual field.

Specifying the roof's thickness and height

Roof Settings
g

1 OF,
hode: Cancel
 Maone

Help
* Mehical 31%
1 3 Default
" Perpendicular with honzontal eaves fk
A A
" Perpendicular with vertical eaves f&

a

7 Perpendicular with Cut Eaves K%

Yalue:

5"

With the double click on the roof a dialog box is brought up wherein you may set
further properties of the roof:

Changing the roof's thickness (for 3D mode): The roof covering has no thickness
in default mode. Here you may assign a thickness to it in different ways, shown on
the drawings on the right.

None: no thickness assigned.

Vertical: The roof covering gains a vertical thickness of the entered value, as shown
on the drawing.

Perpendicular, with horizontal eaves: As above, the roof covering gains a vertical
thickness of the entered value, but the lower plane of the roofing has a horizontal
orientation.
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7.9

7.9.1

Perpendicular, with vertical eaves: the roof covering gains a vertical thickness of
the entered value, the lower plane of the roofing having a vertical orientation.

Perpendicular, with cut (two-way) eaves: the roof covering gains a vertical
thickness of the entered value, the lower plane of the roofing having a vertical and a
horizontal part.

Thickness (a) : This is where you may set the value of thickness for the roofing.

Roof vertical shift: Here you may give the vertical height of the roof's lowest point
(?) relative to the level height.

Stairs

Simple winders can be directly inserted to the floor plan. These have the advantage
of being introduced swiftly and easily, but have limited complexity and no internal
supporting structure can be constructed for them. Winders can be interconnected
through landings, by positioning the landing's plane to the appropriate height through
Vertical Shift.

Railings may also be added to stairs.

The dialog box described in the followings can be opened by clicking on & and then
on .

Geometry

Geometry |"»-"i$ua|izati-:|nl|
width : i3'-3 3" Cancel |

Stairs rizer: ].'-" e Help |

Stairs tread: |6 7/8" Drefailt |

Skair humber: i'l ]

Werk. shift: ;EI"

Width: the width of the winder.
Stairs riser, stairs tread: properties of a single step in the stairs.
Number of steps: number of steps on a winder

Vertical shift: vertical shifting of the winder.
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7.9.2 Visualization

Geomety  Wisualization ]

] Cancel |

' Surface Properties
Help |
Drefault |

Contaur... |

—————————————————————————————————————

Surface properties: a pattern can be assigned to the surface of the stairs (visible in
3D mode). Contour: line styles for the floor plan.

7.9.3 Landings

Winders can be interconnected through landings. You will have to specify the
landing's vertical and floor plan position, the latter can be modified graphically by
stretching its margins. Modified values are entered into the dialog box as well.

Landings can be only rectangular in their shape. More complex shapes can be
introduced as slabs.

The dialog box of landings can be opened by clicking on |E and then on .
7.9.3.1 Geometry

Landing Settings

Geometry | Yisualization |

Thickness 111 13/18" Cancel

®-Width: {33 3/8" Help

u- iy 343 308" Defaul

“Wert. shift 1'3"
Thickness: Thickness of the landing.
X-width: The size of the landing along the x axis.
Y-width: The size of the landing along the y axis.
Vertical shift Vertical position of the landing's upper plane.

DesignSoft



Dialogs 107

7.9.3.2 Visualization

Landing Settings

Geometyy  Wisualization ]

Cancel
Surface F'ru:uperties|
Help
Detault

Cantar... |

Surface properties: pattern can be assigned to the surface of the landing (visible in
3D mode).

Contour: line styles for the floor plan.
7.9.4 Railings

P | Rail library

Library | Riail >l
= :

F ‘ m v
Height  [4-2"
et shift: {0

4| -

Crefault

N

Help

Rails can be added to stairs. Different types of rails can be selected from the
graphical library. Properties of rails may also be set here.

Height: Height of the rail. Each has a stored height, which may be modified here.

Vertical shift: The height of the underside (lowest point) of the rail. This parameter
does not have to be changed normally as the railing is adjusted to the height or the
landing that you put it on.

i Change the default color of the element, displayed in 3D mode.
|_| The 2D line style of the elements can be set here.
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7.10 Designing stairs by winders

=i Create Stairs |;|®
J

Geometry | Landings | Steps and supparting | Railing! B %y, Refresh
Flight width 1DDDD . [[] Erase improper walking line

Tread 5-33,00 | [[] Make last step at landing's height

Rizer ‘I?EID A Calculate fight length and height

Newel widkh ray | Svomaical

2*Rizer+Tread= 67 00 cm
Total stair height= 136,00 cm

Flights
[EE I. |2 | R
| Tvpe | Straight fli » | Type None ] Tupe|
| Mo.of risers
| Straight flight
| Lenath Winding flight
| Elevvation Curved flight
;LeftHaiIing Complete lz‘
éFEightF!aiIing Complete E
| Direction 0.0°
1
I
Il <
4 ’ !I
|

l y Surface properties l mF [&] # l XMake J [ x LCancel ] [ ? Help ]

Designing winders individually: The software also enables you to design stairs
individually.
Designing stairs by designing its constituent winders one-by-one: The stair

designer may be opened by the 9 icon. In this window you may specify the type of
the stairs:

Curved flight. After that, you can set the properties of the winder. This is a multi-
window dialog, therefore you may also adjust a supporting structure, a landing for the
winder, or set the number of steps, the parameters of steps etc.

As you fill in the parameters of the stairs, a sketch of the corresponding structure
(from a bird's eye view) is continuously shown in the graphical window on the right.
You may correct and overwrite the values you previously entered. (The software
prompts you on certain errors.)
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7.11 Symbols

ESymbol libr... [X]

Library !Sablon -
|01 Y
’ A L]
| w
w-Size; |57
y-Size:iZ'-B" S
O T T -
| sablon.sO1 - Preview 3
et shift: |0V
D efait | Help | ""_:ﬁ. ey
30 View - =z b
|v Proportiohal —'ﬂ Tl
[~ Original ¥ II
= .
3D view window of the symbol

Library: You can change between the sub-libraries of different objects.
GRAPHICAL WINDOW: You can see elements by their axonometric drawings. Click

on any object to select it.
You can adjust the size of elements in the following fields:

X-size: Size of the element along the x axis.

Y-size: Size of the element along the y axis.

Z-size: Size of the element along the z axis

Vertical shift: The height of the lowest point of the symbol.

3D View: You can select the 2D or 3D drawing of the symbol.

Proportional: Switching on this option activates an automatic proportional
readjustment of elements, meaning that changing one of the sizes causes the others

to change by the same percent.
M. You can switch on the 3D windows of the symbol
i Change the color of the elements (displayed only in 3D)

|_| Specify a line style for the 2D representation of the element.

7.11.1 List of symbol libraries

FURNITURE, SABLON: these libraries contain bedroom/living room etc. furniture.
OFFIHOME: library of office furniture.
KITCHEN, SABLON: furniture and appliances for the kitchen.

BATHROOM: bathroom furniture.

LANDSCAPE, PATIO, STANDARD, TRAFFIC, LX-CARS, DECK: Libraries
containing plants, garden furniture pergolas, cars etc.

TRAFFIC, LX-CARS, MACHINES, FIRECARS, AIRPLAN, ACCIDENT: libraries
containing vehicles, elements for traffic junctions etc., used for modeling urban or

transportation environments.
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7.12

DRAIL, USER, GADGET, LAMPS: libraries containing decorative elements for
facades and other supplementary structures.

CRIME, GUNS1, GUNS2, TRAFFIC, ACCIDENT: special libraries for scenes
AVATAR: special libraries for animation

Symbol route settings

{Paiks | Aoute | snow | oK
index Pasition ¥ Userouediections | Speed it Time Mirrorit W interval T
#[1 [ 2[" alpha ['] beta[’] gamma [] + [mph] b [s] t[s] tm [s]|0 = |
lp
o | |EEE o [ [ [10.00 0.00 [0.00 Diefault
‘ i [ Visble 00
| [1oos-2 o [ [ [-76 [10.00 0,00 |o.00
} ™ Average o ———— | Aveisge 221
[ [ o [ [ [ [10.00 o.00
¥ Visble 40

In the first Points window of the dialogue box the following information may be
viewed and altered:

¢ In the position field the path data is specified. Here the dialogue takes the X

and Y values from the symbol's position on the plan. The path’s elevation or
slope can be specified as the Z value. By selecting the Average function, the
program will automatically calculate a Z value from the given X and Y values.

e In the alpha, beta and gamma fields the symbol's angles during movement
may be specified. If you wish the symbol to alter its angular values in order to
follow the direction of the path, select the Use Route direction parameter. The
sliding control can be used to specify when the object begins to turn in order to
follow a change in path direction. If this is set to minimum, then the object begins
to turn in the direction of a new segment already at the beginning of the previous
segment. If this control is set to maximum, then the object will change
orientation only at the intersection point of the two line segments. If the Use
Direction parameter is switched off, then the changes in the symbol’'s angular
orientation may be written in individually. Here too automatic calculations may be
requested by switching on the Average function.

Speed: The symbol's speed may be set for each path segment. The Average
option will calculate an average speed if given starting and ending speed values.
Delay: The symbol may be made to stop for a defined time at segment
endpoints. Also one may specify whether the symbol is to be visible before or
after these delays.

Duration: In the duration field specify the amount of time needed for each path
segment. In the case of multiple animated symbols this function is very useful in
a determining the delay values for each.

Mirroring: It is possible to reflect a symbol about its own axis at with a given
frequency. This is the easiest way in which to, for example, depict a walking
figure.

Path: The path may be designated as visible or invisible. If visible, the color may also
be specified.

Arrow: Directional arrows may be placed for each path segment. The size, color, and
placement of these arrows may be specified in the dialogue box.
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7.13 Insert AVATAR symbols

The objects to be used in the AVATAR animation can be taken from the Avatar
symbol library. These symbols (people, functionaries, fire water and alarm sign) may
be resized, given actions, and otherwise modified. It is also possible to animate these
symbols moving along a path and using the ACTIONS parameter(CVILS and
FUNCTIONARIES libraries). To do so, the path must be determined on the floor
plan.

i Avatar lib
Library I civilz - 1
Jboy (] e

L

KR NE

AR
w-Size: {13 3/4"
y-Size: ]—? e
2-Gize (317 144"
Yert. shift: 10"

Default | Help I

[v Fropartional
[~ Original
[~ Rotate by 3D

[~ Front wigw _']
Symbol route settings (civils.boy 1 (Is))

| Route ] Arrow |

ok
Index|Position & Size v Lse route directions Speed Waiting time| Time | Mirroring | Actions
v Proportional I—J— interval Cancel
n u W Help
("1 wI'l el X[ wrl 21 |imphl [0 i (1|1 o —
0. ¥ Visible sl
[lamanaiforea [0 fooo oo [ooo fooo |0.00 Joon jooo
(EEZ S (7S EXERT” TR e m
1. |7 Average [T Ayerage [~ Awverage .
I EE 00 fooo [ooo [esin fiooo |0.00 214 ooo
133 owen [ T
2 ]7 igible
51/8" [3ars 7 [om0" Jooo Jooo oo fiooo 0,00 345

IEEZ T =T FER R
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A Leg Body Others Ok
iCross ] Easy | Creep | Pipe
[_| Defend [left] [ 1dle || Fall backward || Sound Cobid
|| Hahds raized || Large straddle Fall fanward
[] Paint Forward [left) ["] Step forward [left)
Poirt forward [right] Step forward [right) Help
| Surrender head | Crouch [right)] =
| Hit [left] 1 Krees
| Hit [right] | Knees large
| Shoat pistal [left) | St
Shoot piztol [right] Kk fonward [left]
[] Aim pistal [1eft] ["1 Kick farard [right)
[ Aim pistal [right); [ Kick push fonward [le
|| Kick, puzh fansward [ric

FIRE and WATER elements:

To place a symbol in your scene, click on the desired symbol and drag the picture of
the symbol to where you want to place it. Click again to anchor the symbol. Once the
symbol has been placed, the picture will remain.

New items have been added to right-click ACTIONS menus. Select the element and
click right to see it. These items make editing even faster.
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DigExplosion

Aftnbutes: 0K j
fire_calar Cancel
fire_zize

srnoke_strength i Help .|
gmoke_velocity_scale -

smoke_angle
gmoke._posgition bl

Actions:

achon 1 [6.00, 10.00)

Add | Remove | Rename
Beqgin time point; End time paint;
|5.00 |10.00
Prew value; Walue [0.00 - 500
{m.00 |2.00

7.14 Terrains

113

You might also create 3-dimensional terrains with the help of Terrain Designer.
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7.14.1 Geometry

izualization 1 ak
= position: ]1 Q0?2 9/18" Cancel
Y positior; | 94410 9416" Help
Wert. shift: |EI" Default

7.14.2 Visualization

Feometmy 1 0K
| polygohs Help
- g;lfgms Crefault

(€

Line style. . I

Top side ("polygon"): here you may assign a pattern to the (upper) surface of the
terrain.

Side polygon: Patterns or colors for the lateral side of the polygon (the terrain).
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7.15

Line style: these are the lines visible on the 2D floor plan. You can specify in the
Terrain Designer where you want to section the terrain. Below the plane of section is
the visible part of the terrain, above it the parts not displayed on the floor plan.
Therefore the line styles set here will only apply to the former.

Photo symbols

E;;' Photo symbol library @
Library iP‘eu:upIe ﬂ

woize: |2'?“—

y-Size: ﬁ_B—

z-Size: l517 _'J
Wert. shift: {0 Drefault
I Rotate by 30 Help |
v Proporhional

X, Y, Z-size: size of the photo symbol. X and Y is used for 2D display, whereas X
and Z for 3D visualizations.

Rotate by 3D: switching on this option makes both sides of the photo symbol visible
in 3D, in the case of rotation.

Vertical shift: specify the height of the lowest point of the photo symbol.

Proportional: Switching on this option activates an automatic proportional
readjustment of elements, meaning that changing one of the sizes causes the others
to change by the same percent.

|_| Specify a line style for the 2D representation of the element.
Material: Assign a material to the building element.

Expanding the photo library
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7.16

7.17

Rails library
P | Rail library ]
Library | Rail -l
Height |42
Wert: shift: {0
j o
Drefault
Help

Different kinds of rails can be chosen from the Rail library. Properties of the rail can
also be adjusted here.

Height: Height of the rail. Each rail has a default height, which can be modified here.
Vertical shift: specify the height of the lowest point of the rail.

i Change the color of the elements (displayed only in 3D)

|_| Specify a line style for the 2D representation of the element.
Note: When putting railings on a stair or a stair-landing, you do not have to readjust
its level in Vertical shift, as it is automatically harmonized with the stairs and landing.

Dimensioning toolbar

During editing you may need to have indications of the sizes of elements and their

12
distances. The Dimensioning toolbar can be opened by pressing .¥—! in the upper

line of icons or within the Draw menu in Dimension lines. Associative
dimensioning are bound to elements, therefore the modification of the element also
entails the modification of the scaling. For example, deleting the wall entails the
deletion of the dimensioning (division lines) as well. The icons of the dimensioning
toolbar appear on the left hand.
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7.17.1 Adjusting the dimension lines

Dimension settings

s
Style -
I— A 13153’15 A - Carial |
[ : = i
B: i315.-"15 Help |
L

[115:18" B
U/F— & Drefault |
v Owerhang
O
A B - C
|e t J
Texts

Diztance from Iinei3 15416

Height{3 13/16"

Mumber of decimals {2

Font... I
[~ Opaque
Juistify
Harizontal; i Wertical;
f* Center " Center
T Left f* Jver
T Right 7 Under

[v Regenerate captions
[w Fepozition captions

Style: you may set here the outlay of division lines and line endings. You can choose
between four styles.

A, B, C: the size of division lines.

Overhang: Here you may add an overhanging section to the end of the line, which
will have the same length as the line C.

Projection lines: A projection line, displaying a connection between walls and
dimension lines, can be switched on here.

Line styles: J J J

e 1. Line style for the vertical division lines.

e 2. Line style of the oblique lines at division lines.

¢ 3. Line style of projection lines.

Texts: Here you may set the exact location and font style of the labels on
dimension lines.

Distance from line: The distance of the label from the dimension line.

Height: The height of the label.

Number of decimals: number of decimals displayed.

Font: Font type (from Windows True Types), color and style of legends (normal,
italic, bold).
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Fitting: the position of labels relative to the line.

Horizontal: Center / Left / Right

Vertical: Center / Over / Under

Regenerate captions: Moving the dimension lines themselves do not change the

values displayed in the labels. Switching on this option entails an automatic
readjustment of the legends (values in labels).

Reposition captions: This option activates an automatic repositioning the captions,
if the dimension lines themselves are moved.

7.17.2 Settings of measured areas

Settings of measured areas

Font height: Mew row; Cancel

Captior; | ﬂﬁjn 148" [: Help

Brea: iU.UU e ﬁh"ﬂ" [: Drefault
Owverlay: | jﬁi'l'-l:l" [:
Comment; | ﬁi'l'-[l" [:
-

Show comment at the reference point

Order, | Caption
Area iJ

Overlay
] Comment iJ

0.00 m?

Setting the type of the room:

Caption: Here you can assign a category to a room. Entries may be selected from
the slide-down list. You may also type in a new name to the field. New categories can
also be entered with NotePad to the file ROOMS.DAT.

Area: The area calculated by the program. You may overwrite these values.

Overlay: select an overlay from the slide-down list. The entries of the list come from
the materials of slab layers and from the file OVERLAY.DAT. This file can be
modified by NotePad. You may also type in a new name to this field.

Comment : Further text to the caption may be added here.
Order: Here you may set the order of the previous lines within the caption.
Font height: set the font size of letters within the captions.

New row: switching on this option puts the relevant line in a separate one from the
previous.

Showing comment at the reference point: you may request the Comment to be
displayed at the point of reference. It can also be positioned elsewhere on the floor
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plan, thus at the point of reference only the other components of the caption are to be

displayed.
Settings of measured areas
Caption {423 ]
v Llzewall comer points Cancel
Help
Eilseifngs. | Dfaul
Whidth:
|15 5"
Height:
]1 gL

Area sub-dialog:
Settings of filled-in areas: You may set the fill-in pattern here.

Use corner points of walls: the software will catch the corner points of walls when
drawing an area.

7.18 Geometrical elements

If you are drawing on the floor plan, you can assign colors, width and line styles for
the lines, curves, circles, arrows etc. you draw. The dialog box for setting these
properties are to be found in Options/Default/Line drawings.
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7.18.1 Line styles

1 Thickness ] Colar

Line style:

1

|l

Length Spa-:e

|:;.-.- .___:_ :_J : Cancel

Help
Drefault

M

Q

Style. Line styles can be assigned to the different lines. These can be continuous or
dashed lines and can be selected from the slide-down list. The length of the line
sections and the cuts may be adjusted in the field below in Length/Space. New line

styles may be added through Options/Line style editor.

Thickness: You may also set the width of the lines being drawn. New thickness

values can be added through Options/Line style editor.

Color: Colors can also be assigned to the lines. Click on the Color tab to select a

color.

7.18.2 Specifying patterns for filled-in areas

Fill area settings

Fill ztyle

2 ]

Foreground colar. .

Line type. ..

=l

Cancel
Help
Drefault

Fill stye: choose between different patterns.

Background: choose a background for the pattern.
Foreground color: choose a color for the pattern itself.

Line type: line style for the pattern.
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7.18.3 Inserting texts

Text editor
Heiht: [1113/16"  ~| % | Ba| @[
Fiow distance: {11 13/16" — P A Cancel
= E=di= {:F Help

Drefailt

Height: Here you may set the font size for the text.
Line distance: The distance between lines in the case of multiline texts.

&

_™ 1 the highlighted text may be Cut from the text by this icon.

@
fp

F

you may Copy the highlighted text to the clipboard by this icon.
you may Paste in a text from the clipboard by this icon.

Font: Choose a font type for the text in the upcoming dialog. The font size

should not be modified in the upcoming dialog. Colors may only be chosen from the
pre-given list of colors, other colors can be selected from the color palette brought up

by pressing

9

1= M

A

These icons determine the orientation of the text. In case of an

oblique orientation the direction of the upper line of the text can be entered. For the
other options you only need to select the desired orientation and the position of the

text.

=

Alignment of multi-line texts: the text may be aligned to the

ight/left/center.

Q Color palette: you may set the color of the text here.

7.18.4 Inserting arrows and text boxes

You can insert arrows to the project by pinning down its two end points, the second
one constituting the arrow's head. In the dialog box the width, height and notch of the
arrow may all be specified. A text box can also be attached to the end of the arrow.
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7.18.4.1 Arrow settings

Arrow settings

Airow || Box | Captions |
Caricel

width |10 Help

Height jDI-E“ Drefault

Mateh: jD'-E"

Line ztyle,.. |

[ Generated heads

Shape: the type of arrow
7.18.4.2 Box settins

Arrow settings

Jcostis|
v izible b argir: Cancel
W LCross line: |D"4“ Help
—Arrow position | [ Shape: 1 Default
~

Left-top e Bectangular
" Right-top i Circle
" Right-battam
" Left-battanm Line styls...
(o

Diyrarnic [ Background colar

Visible: the box's visibility can be switched on/off here.
Cross line: you may introduce a dividing line between captions.
Margin: here you may set the margin's width.

Arrow position: set the position of the arrow relative to the box (which corner of the
box the arrow should start from).

Number of captions: number of captions within the box.
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7.18.4.3 Captions settings

Ao 1 Box
Caption 1: |Ea|:|tiu:|n ] Cancel
Height: |'|'-EI" franbl Help
Default
R

Height: |1 B Fant...

Caption = ||:a|:|ti|:|n 1

Caption 1, 2: Enter the text of the caption.
Height: Set the font size (height) of the letters
Font: Font type of the text.
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8.1

Draw

Introducing new building elements into the floor plan may be done in two ways:

U Clicking on a specific icon from the upper line of icons,

U Through the sub-menus of the Draw menu.

After choosing a given building element, the related icons appear on the left hand
side of the screen. Different groups of icons belong to the different menus. By these
icons you may access subtypes of the given building element more easily. In the
Draw menu, a small arrow indicates if there are further sub-menus of a particular.
Moving the mouse above these opens the sub-menus where you may select the
desired command. In some menus there are even further sub-menus pertaining to the
different building element sub-types.

ROGRAM FILES\DESIGNSOFTAARCAD VBIPROJECTAMINTATERVIAUTOSAVE _HAZ 20

Edit BeEEN Yiew Options 30 Window  Help

18 | SiBm N

Column

Plyaons
Slab lavers » Rectangular b
Slab hole 3 Regular polygon in circle  k Crigin and radius
Window Room or building shaped 3 points
Door A N —
Syrmbaol »

The values are always entered and applied in the units set in Options/Change unit.
The units may either be metric or in inches.

Drawing walls

After adjusting the parameters of a wall, draw the desired wall section. The icons on
the left correspond to various wall types. To set the wall's length, enter two end points
in one of the following ways:

- use the mouse to click on the desired end points

- use the arrow keys (press Shift before the pressing the arrow key to advance in
meters, or the arrow keys alone to advance in centimeters)

- press X, Y, a, d and enter values into the fields at the bottom of the screen

Adjust the wall's width relative to the midline by pressing Space. Press Shift and
Space to shift the layers on the A or B side of the wall.

Switch snapping  on/off for elements already on the plan by going to
Options/Snapping, or with the icons on the Snapping icon row. When snapping is
switched on, "hot points" are indicated by a sign that appears next to the drawing pen

when passing by them. Automatic snapping may be switched off by clicking the !
icon. The orientation of walls may also be adjusted using the icons opened by clicking
Constraints in the lower icon row, or with the Coordinate system settings icons, also
found in the lower icon row. Walls can be drawn in a 0, 45, 90, 135 degree, etc.
orientation by pressing Shift or Ctrl while drawing, or by pressing Ctrl+O.

Adjust wall parameters in the fields X, Y, a, d. Open these fields by pressing the
respective letter on the keyboard, and move between them by pressing Tab.

Note: After pressing X or Y, enter the position of the wall's end points. In the a field,
specify the degree orientation of the wall, and its length in the field d.
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8.1.1

8.1.1.1

8.1.1.2

8.1.1.3

8.1.1.4

Select the first point, then move the cursor to the second point. The values displayed
in the X and Y fields show the distance of the cursor from the orientation point on the
X and Y axis, d indicates the length of the wall, while a displays its orientation in
degrees. If the relative coordinate system mode is switched on, the first point will
function as the origin (0,0), indicated by a small red cross. The cursor's movement is
displayed in the adjusted measuring unit.

Subtypes of walls

Single walls @ Rectangle-shaped walls
ﬁ Polyline walls @ Curved walls

% Build walls from lines and/or curves
The other icons are used for modifying walls already on the floor plan.

##&d Merge intersecting walls ﬁ Unmerge walls

E Cut off sections of a wall

After selecting the wall type and the starting point walls may be entered by

> moving the cursor to the second point (pressing down Shift or Ctrl enables you
to draw walls in particular (90, 180, 270, 360 and 45, 90, 135 etc. degrees)
orientations)

> moving by pressing the arrow buttons (by pressing down Shift you can move
around in meters, without that, in centimeters)

»  pressing X, Y, a, d and entering values into the respective fields:

|E ax:{0.00 av: | 01.00 2:|0.00 a: |0.00 [om]  [45.007]

Drawing single walls

Single walls: Determine the position of the wall's end points. The first end
point is marked by a red cross until the second is set.

Rectangular walls

@ Rectangular walls Draw four walls simultaneously with this feature. Select
the first end, then use the moving rectangular frame to set the second point diagonal
to it. These two points are the external points of the rectangle. Change the thickness
of the wall by pressing Space.

Polyline walls

ﬁ Polyline walls can be created by entering multiple points, which always serve
as the starting point of the next section. Tilting can be used here as well (Space).
This feature is convenient for designing stretches of interconnected, polygonal walls.

Curved walls

@ Create Curved walls by defining their two maximum and minimum values.
The curve then appears; its arch can be defined by moving the cursor. Open the
radius field by pressing r, or selecting Radius determination in the right-click menu.
Enter a value for the radius, press Enter and the software automatically calculates the
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8.1.1.5

8.1.2

8.1.3

central angle of the curve. If the central angle is entered, the program calculates the
radius.

Geomety  Wisualization ]

Cancel |

' Surface Properties
Help |
Drefault |

Cantar... |

.

To generate a wall that is the complementary section of the circle defined by the
curve displayed on the screen, select Complementary section from the right-click
menu.

Build from lines or curves

@ First, draw linear or curved sections or series of sections, thereby defining the
centerline of the prospective wall structure. Selected elements are highlighted in blue.
After this click on the icon or select Edit/Wall/Build from lines or curves. Then go
on to select these lines and press G letter and walls will be imposed on the selected
lines.

Thus you may create complex wall structures by defining the walls' axis by drawing
lines and then impose walls on them. The lines may remain displayed in the axis of
the wall, or may be deleted by selecting it and pressing Del. (If the line is selected it is
highlighted in blue.)

The lines may also be automatically erased by the software by going to
Options/Generate walls from lines/Draw walls and keep lines and switching the
latter feature off.

Merge intersecting walls

i
#%&4 Merging walls: Intersecting walls are not merged automatically by the software.
To merge them, click the icon and then on the wall section. If the message "Merging
not possible” appears, magnify the area and try to click on the overlapping area of the
two walls. If this does not work, try modifying the end points themselves and then
retry.

Unmerge walls
ﬁ Unmerge intersecting walls with this icon. Click on the icon, then on the

intersection point and the walls are unmerged. Thus they can once again be moved
as separate walls.
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8.1.4

8.1.5

8.2

Remove sections of a wall

B Remove wall section: Click on the icon, then select two points on the wall,
defining the part of the wall that is to be removed.

If another wall extends from a selected wall section, it is treated by the software as a
separate wall.Thus, it is not possible to remove a wall section to which another wall is
connected, as this would mean removing parts of two walls simultaneously.

Modifying and deleting walls

First, select the element to be modified or deleted by clicking first the E icon, then
on the wall itself. Open the wall's dialogue box by double-clicking on the wall, or
choosing Properties from the right-click menu . Move the selected wall by holding
down the left mouse button and dragging it along with the cursor.

The wall or other building element can also be moved by:

»  pressing X,Y after selecting the element and entering the values to shift it

along the two axes

> clicking the “‘3,* icon and moving the element manually using the arrow buttons
If you wish to modify the parameters of the wall's end only, move the cursor to the
end. Click on the wall when a black pipe appears alongside the drawing pen, thus
selecting the end point only.

Change between multiple superimposed elements by pressing Space or Ctrl+N, or
right-click and select from the list of elements.

Length dialog

Side length:
297116

k. Cancel Help

Change the length of a wall directly by selecting it and pressing L. It is also possible
to define a reference point from which to measure the length of the wall in the dialog
box.

Note that walls merged with a main wall are moved together with the main
wall.

Unmerge walls by clicking ﬁ :

The item may be deselected by clicking on any other part of the floor plan. You may
remove a wall by pressing Del after selecting it.

Note: The last step in a designing process can always be withdrawn by Edit/Undo. If
you wish to reimplement the withdrawn step choose Edit/Redo.

Columns

To enter columns, click the ﬁ icon from the upper icon line. Icons for various kinds of
columns appear on the left side. Indoor and outdoor columns are entered in the same way.
Set column parameters in their dialog box.

The column icons are:
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8.2.1

8.2.2

8.2.3

8.2.4

8.3

Column parameters dialog box
ﬁ Rectangular columns
ﬁ Circular columns

m Polygonal columns
Columns are entered and displayed on the floor plan in top view.

They can be rotated with the +/- buttons or @@icons. Alter the degree of rotation
by pressing Shift+F3 or by changing the degree value at the bottom of the screen.

Rectangular columns

Place the column in the desired position. Rotate it by pressing +/- or with the

@@icons. Alter the degree of rotation by pressing Shift+F3 or by changing the
degree value at the bottom of the screen.

Circular columns

Place the column in the desired position. Alter its parameters in the dialog box
opened by clicking .
Polygonal columns

First, draw the top-view shape of the column. You do not need to return to the
starting point, simply double-click on the final point to automatically close the shape.

ﬂ To introduce curves to the polygon, click on the icon, then define the curve's
end points and the measurements of its arch.

Removing and modifying the columns

First select the column by clicking E then on the column itself. Open the column's dialog
box by double-clicking on it, or by right-clicking and choosing Properties from the menu.

Change the number of corner points for polygonal or rectangular columns by
first selecting the column, then right-clicking and choosing Point operations/Insert
point.

Reposition a corner point by first clicking on it (a black pipe indicates when the cursor is over
a corner point), then reposition it by dragging with the cursor or by entering new X and Y.

Group settings: Adjust the properties of several elements simultaneously by selecting an
element type. Select multiple elements and view a list of them by double-clicking on the
relevant area.

Windows

Add windows to your project by first clicking on the 8 icon. The icons used to draw
windows appear on the left-hand side. Choose windows from the library, then specify
their 2D and 3D parameters in the dialog. Select the wall onto which the windows will
be added, then insert them onto the plan. A rectangle appears on the wall, which can
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be moved to indicate the window's position. Move the window either with the mouse
or using the arrow keys.
Interior and exterior windows are entered in the same way. If it is difficult to position

the window accurately, use the Division mode determination & option. Insert
division points into the walls with this feature to assist in positioning the window.
Alternatively, enter the window position numerically by pressing X or Y and specifying
exact coordinates. This is done in the Aperture position dialog.

Aperture position dialog

Pasition | Serializing | =

Digtance from end point;: Cancel

Help

Active point
o fuis

——— " Mearer side

(" Farer zide

Graphical window: Define the end point from which the distance of the window is
measured by clicking on the desired corner. The small red circle is relocated to the
new position.

Distance from end point: Set the distance of the window from the specified end
point.

Active point: Axis/Near side/Far side: Set the reference point from which the
distance of the end point is measured.

Serializing: Insert several windows simultaneously. The distance between them
must be defined.

Note: Note that snapping points are available along the axis, on corner points and
on the axis dimensioning lines of apertures. The easiest way to select axis
dimensioning lines is on its axis, outside the aperture.

Using window libraries

Windows are displayed in frontal view in the dialog box of the window library. Move
the cursor over the windows to see their properties (name, width, height).

»LIBRARY: Clicking on the downward facing arrow next to "Library" opens the
scroll-down list of window libraries. Click on to open any library.

»Width, Height: Modify the default height and the width of windows. Press Enter
after entering new values

»Sill height: Set sill height of the window here. The default setting is 90 cm. Press
Enter after entering new values.

> Sill A, B: Assign sills to the window. Adjust their properties in Advanced.

» Swap sills: Swap sills on the two sides of the window may be swapped.

> Bearer: Set whether you want the bearer to be displayed on 2D or sectional views.
Properties of the bearer may be set in Advanced.
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8.3.1.1

8.3.2

Window libraries

Width: 240"
Height  [2-0"
Sil height:JS'-D“
Swap sills Default
JE Sill A Help
W SilB

-

Windows are grouped into the following libraries: Window, Windowl. The side seen
on the graphical representation of the window library will be on the A side of the wall

when inserted (Space). It can be turned to the other side by clicking the = icon

(after the window has already been inserted onto the wall).

Floor plan and sectional properties of windows

SHAPE: Modify the window's shape by clicking on the left-hand icons or selecting
features from the dialog box.

=1 Reveal on the left side of the wall L Reveal on the right
side

T window situated on the slot's left end = Window situated on
right end

F1  Wwindow situated in the middle I_II Slot (when this icon is selected

the software only inserts a slot corresponding to the window's shape into the wall, not
the window itself)

& Invert the window in 3D along its axis: This feature is useful primarily in the
case of asymmetrical apertures.

E Invert the window in 3D along the wall's axis: Reverse the orientation of the
window.
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’@@ Invert the axle: This icon inverts the axle and its captions. If axis dimensioning
is switched on, this is inverted as well.

@. Window designer MODELLER module for adding new items to the window
library.

8.3.3 Serializing

8.3.4

Aperture position dialog

Position  Senalizing l ok

v Lse senalizing 2 i
arice

MHurnber of apertures:

|E Help

[ Ewenly zpaced apertures

The distance of the apertures:
i3._D..

Use the SERIALIZING dialog to insert several apertures simultaneously into the wall.
First, define their distance from each other. Clicking Use serializing opens the fields
where you can adjust the following parameters:

Number of apertures: Adjust the number of apertures.

Distance of apertures: Define the distance between apertures. The starting point is
defined in the previous dialog (Position). The entered values must be positive.

Evenly spaced apertures: Request an even distribution for the apertures. The
software calculates their distance, you need only define their number.

Note: Open the dialog box by pressing X or Y while positioning the window along the
wall.

Inverting windows in 3D

The results of this feature can only be seen in the case of asymmetrical windows, on
their 3D image.

Ex Invert the window along its own axis: First, click on the icon itself, then on
the window. The change is only visible in 3D mode.
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8.3.5

8.4

in 3D Megjelenités (1)
S LY om0 | F-fF o Bt O BEE =

Inverting a window with the 1 icon

== Invert the window along the wall's axis: First, click on the icon itself, then on

the window. The change is only visible in 3D mode.

3D Megjelenités (2)
2 dH 2L | Bead e | F-F B0 BEB =

Modifying or removing the window

First, select the building element, then alter its properties by double-clicking (or
clicking on the small notebook icon on the left-hand side) and modifying the properties
in the dialog box. It is possible to replace one window with another type by selecting
the current window then clicking on another item in the library. To introduce an item
from another sub-library, first delete the existing window and then introduce the new
one.

Modify several elements (of the same kind) simultaneously by first selecting the
entire area containing the structures.

Doors

To add doors to your project, first click on the m icon. The door icons appear on
the left-hand side. Designing and entering doors is a process very similar to that of
windows.

Introduce doors onto the floor plan by choosing them from the library, specifying their
2D and 3D parameters and finally inserting them onto walls.

Interior doors are entered in the same way as exterior doors. Door properties are
adjusted in graphical dialogs. This dialog box appears automatically after clicking on
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the & icon. After specifying the properties of the door, choose the wall to insert the
door onto. A rectangle appears on the wall, which can be moved along the wall to
define the position of the door. Move the door either with the mouse or with the arrow
buttons.

If it proves difficult to position the door accurately, use the Division mode

determination @ feature. Insert division points onto the walls to assist in
positioning the door. Alternatively, enter the position of the door numerically by
pressing the letter X or Y and specifying the exact coordinates in the Aperture
position dialog.

Aperture position dialog

Position | erializing | oK
Digtance from end point: Cancel
Help
Active point
o fuis
———+ i Mearer side
" Farer side

Graphical window: Define the end point from which the distance of the door is to be
measured by simply clicking on the respective corner. The relocation of the small red circle
shows the position of the selected point.

Distance from end point: Set the distance of the door from the specified end point.

Active point: Axis/Nearer side/Farer side: Set the reference point of the door, from which
the distance of the end point should be understood.
Serializing: Insert several doors at the same time. You must define the distance between
them.

Note: Note that snapping points are available along the axis, on corner points and
on the axis dimensioning lines of apertures. The easiest way to select axis
dimensioning lines is on its axis, outside the aperture.

Using the door libraries

Doors are displayed in frontal view in the dialog box of the window library. Move the
cursor over the doors to see their properties (name, width, height).

»LIBRARY: Clicking on the downward facing arrow next to "Library" opens the
scroll-down list of door libraries. Click on to open any library.

»Width, Height: Modify the default height and the width of doors. Press Enter after
entering new values.
»>Vertical shift: Vertical shift of the door. The default height is 90 centimeters.

Press Enter to apply the changes.
»Threshold: The floor plan display of the threshold can be switched on/off.

DesignSoft



136 3D EyeWitness

8.4.1.1 Door libraries

Doors are grouped into the following libraries: Door, Doorl, Garage. The side seen
on the graphical representation of the door library will be on the A side of the wall

when Turn this to the other side by clicking the = icon (after the door has been

inserted onto the wall).

Library ] Draar

T
[0

=] |

Height B

Yek shift:iﬂ" & -

v Threshold Diefault
Help

8.4.2 Floor plan and sectional properties of doors

Introduce doors onto the floor plan by choosing them from the library, specifying their
2D and 3D parameters and inserting them into walls. The properties of doors may be
further modified using the icons in the left hand column of icons:

Wings: = il Dk Laa! =

Relative position of the door (within the wall): =i BT L

I_]i Slot ( the software only inserts a slot corresponding to the door's shape into the
wall, not the door itself)

[ Invert the door in 3D along its axis: This feature is useful primarily in the
case of asymmetrical apertures.

Fa Invert the window in 3D along the wall's axis: Reverse the orientation of the
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’@@ Invert the axle: This icon turns inverts the axle and its captions. If axis
dimensioning is switched on, this is inverted as well.

:Hc| ﬁ Modify the direction the door opens

8.4.3 Serializing doors

8.4.4

Aperture position dialog

Position  Senalizing ] oK

v Lze zenalizing - I
arnce

MHurnber of apertures: S o
E Help

[ Ewenly zpaced aperturesz

The distance of the apertures:
i3|_|:|ll

Use the SERIALIZING dialog to insert several apertures simultaneously into the wall.
First, define their distance from each other. Clicking Use serializing opens the fields
where you can adjust the following parameters:

Number of apertures: Adjust the number of apertures.

Distance of apertures: Define the distance between apertures. The starting point is
defined in the previous dialog (Position). The entered values must be positive.

Evenly spaced apertures: Request an even distribution for the apertures. The
software calculates their distance, you need only define their number.

Note: Open the dialog box by pressing X or Y while positioning the window along the

wall.
Inverting doors in 3D

The results of this feature are only visible for asymmetrical windows, on their 3D
image.

3 Invert the window along its own axis: First, click on the icon itself, then on
the door. The change is only visible in 3D mode.
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8.4.5

8.5

3D Megjelenités (2)
M el add F-F g e O BEH =

Inverting a door with the

=5 Invert the door along the wall's axis: First, click on the icon itself, then on the

door. The swapping of the external and internal sides of the door) is only visible in 3D
mode.

& 3D Megjelenités (2)
A2 H o ed o F-F g e 0 BEH =

Modifying or removing the window

First, select the building element, then alter its properties by double-clicking (or
clicking on the small notebook icon on the left-hand side) and modifying the properties
in the dialog box. It is possible to replace one window with another type by selecting
the current window then clicking on another item in the library. To introduce an item
from another sub-library, first delete the existing window and then introduce the new
one.

Modify several elements (of the same kind) simultaneously by first selecting the
entire area containing the structures.

Positioning apertures along walls

After selecting an aperture, choose which wall to insert it onto. A rectangle appears
on the wall, which can be moved along the length of the wall to define the position of
the window. Move the aperture either with the mouse or with the arrow buttons.

If it is difficult to position the aperture accurately, use the Division mode

determination \EI feature. Insert division points onto the walls to assist in precise
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8.6

positioning. Alternatively, enter the position of the aperture numerically by pressing
the letter X or Y and specifying the exact coordinates in the Aperture position
dialog.

Aperture position dialog

Position | Serializing | oK
Digtance from end point;: Cancel
Help
Active point
e Az
—— " MNearer side
" Farer side

Graphical window: Define the end point from which the distance of the aperture is
to be measured by simply clicking on the respective corner. The relocation of the
small red circle shows the position of the selected point.

Distance from end point: Set the distance of the aperture from the specified end
point.

Active point: Axis/Near side/Far side: Set the reference point of the aperture,
from which the distance of the end point should be understood.

Serializing: Insert several apertures at the same time. You must define the distance
separating them.

Positioning apertures along curved walls

Enter the position of the aperture numerically by pressing the letter X or Y and
specifying the exact position on curved walls. Set the distance of the aperture (of its
axis or of its end point) from the end of the wall, or set the angle of the aperture with
the wall's end point.

Aperture position dialog

Position | erializing | oK
Digtance from end point: Cancel
Help

Angle from-end point;
|35.71

Active point

v Az

" Mearer zide

0" Farer side
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8.7

8.7.1

Slabs

W |E

Lo

m 40

[ |
@eelenm

—
Click on the E# icon. The icons used for designing slabs appear on the left-hand
side. Slabs are entered by defining their corner points on the floor plan and specifying
their spatial properties. Extra layers may be assigned to the lateral, upper or lower
side of a slab. The properties of these layers can be adjusted in advance in the
Material type dialog. Slabs can be positioned to any height or position.

Methods of creating slabs:

Creating slabs automatically

=
=
|i ﬂ Creating rectangular slabs

! Creating polygonal and curved slabs

! ! Crating circular or regular polygonal slabs
Removing parts of a slab:

=
F

Removing part of a slab

=
_® 1| Slabs, layers generated automatically can be rearranged with this icon (if the

corresponding building was modified), or with the command Regenerate area in the
right click menu.

Automatic designing of slabs

E Slabs may be designed automatically both interiorly and exteriorly. This feature
is practical for building a slab for an entire building: click the icon, then move the
cursor next to one of the building's walls and left click once. The slab is automatically
created. To create a slab for a closed structure, click within its area.

~a
Click the ﬂ icon to reconfigure automatically generated slabs. This should be
done, for instance, in the case of moving the walls of a building, if the slab is not

-
automatically modified as well. In this case, click the ﬂ icon and the slab is
regenerated.
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8.7.2

8.7.3

8.7.3.1

8.7.4

Alternatively, select a given slab and choose Regenerate area from the right-click
menu. It is also possible to use the command Determine reference point. In this case
you must provide a reference point from which the new slab is generated.

Note: If the outer shape of a building is modified by rearranging its walls, the
automatically generated slabs should be rearranged as well. To do this, select the
slab and right-click on it, then click Regenerate area in the menu that appears.

Rectangular slabs

Ii Drawing upright (vertical) rectangular slabs:

Width: Size of the slab along the x axis.

Height: Size of the slab along the y axis.

After setting the first point of the rectangle, enter its dimensions with the cursor or
the arrow buttons. Click again to set the second diagonal point of the rectangle, thus
defining its overall shape.

ﬂDraWing rectangular slabs of any orientation: To create rectangular slabs in
any orientation, first set two points for one side of the rectangle, then enter a third
point to define the other side.

Polygonal and curved slabs

ﬂ Creating polygonal and curved slabs

All corner points must be defined one by one. After setting the first point, a rubber
line assists facilitates designing the polygon. Close the structure at the last point by
double-clicking, or by reconnecting the last point to the first.

ﬂ It is possible to introduce curves into a polygonal slab. Click on the J icon
while drawing the polygon, and create a curve simply by setting its two points, an
intermediate point and an end point.

Number of arches

ﬂ To introduce curves into a polygonal slab, click on the J icon while drawing
the polygon. Create the curve simply by entering its two points, an intermediate point
and an end point.

Regular polygons and circular slabs

ﬂ ' Drawing circular or regular polygonal slabs

After selecting one of the icons above click on the icon, and the dialog box
opens. Here you may set the number of arches or the radius of the circle. After
having done that, proceed to draw the slab.

Q Circular or (regular) polygonal slabs specified by their radius: Here you
may define the size (and shape) of the slab by setting its radius and center point.

! Circular slabs specified by defining three points of the slab: define the
circle by 3 points. After defining the circle, a polygon appears within, which may be
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8.7.5

8.7.6

8.7.7

rotated. The polygon may also be magnified to be outside the circle by pressing
Space.

Removing parts of a slab

=

ﬂ Removing parts of a slab: Removing parts of a slab is necessary when
creating staircases, chimneys, etc.

The shape of the hole cut into the slab may be edited, modified or deleted. The layers
connected to the slab are also automatically cut through. Deleting the slab entails the
removal of the cut-out as well.

= o
2|0
o
a
[c
[

=
To remove a part of a slab: Click on the ﬂ icon, then select the slab. Draw the
shape of the part to be removed. The shape is determined by the icon chosen from the
above list. The cut-out may be in the shape of a rectangle, polygon or circle, or may be
automatically generated.

=
ﬂ Rearrange slabs and automatically generated cut-outs by clicking this icon (if
the corresponding building was modified), or by selecting the command Regenerate
area from the right click menu.

Note: It is possible to remove several parts of a slab. It is practical to put one slab
on a single building. The removed portion may be at the edge of a slab as well.

Rearranging automatically generated slabs

I |
Click the ﬂ icon to reconfigure automatically generated slabs. This should be
done, for instance, in the case of moving the walls of a building, if the slab is not

automatically modified as well. In this case, click the ﬂ icon and the slab is
regenerated.

Alternatively, select a given slab and choose Regenerate area from the right-click
menu. It is also possible to use the command Determine reference point. In this case
you must provide a reference point from which the new slab is generated.

Build pavements from slabs

Build pavements or ledges around a building from automatically generated slabs.

1. Draw a slab by clicking r![ and then clicking next to one of the building's walls.
Beforehand you should switch off Use corner points of supporting structures,
so that the slab is created along the outer side of the wall.
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8.9

2. Select and then right-click the slab and switch off the option Room or building
shaped in the menu.

3. Select and right-click the slab, then select Shift parallel slab sides from the
menu.

4. After clicking on the slab, a "rubber frame" (parallel to the edges of the slab)
appears. Expand this frame to the desired shape. Thus the slab is elongated.

5. The internal slab should be removed. Click on the D icon, select the slab of the
pavement and then click on an arbitrary point along the outer edges of the walls.
Thus the internal part of the slab is removed, leaving only the slab of the
pavement.

Removing parts of slabs

=

ﬂ Removing parts of a slab: Removing parts of a slab is necessary when
creating staircases, chimneys, etc.

The shape of the hole cut into the slab may be edited, modified or deleted. The layers
connected to the slab are also automatically cut through. Deleting the slab entails the
removal of the cut-out as well.

=
2|ig
e
a
[c
[

=

To remove a part of a slab: Click on the = icon, then select the slab. Draw the
shape of the part to be removed. The shape is determined by the icon chosen from the
above list. The cut-out may be in the shape of a rectangle, polygon or circle, or may be
automatically generated.

=
ﬂ Rearrange slabs and automatically generated cut-outs by clicking this icon (if
the corresponding building was modified), or by selecting the command Regenerate
area from the right click menu.

Note: It is possible to remove several parts of a slab. It is practical to put one slab
on a single building. The removed portion may be at the edge of a slab as well.

Roof

M Automatic roof designer:

Click on the icon, then draw the polygonal structure of the roof. Select from the right
click menu whether you want to draw the shape of the roof or have it automatically
generated (along the external edges of the building) by providing a reference point.
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You can also switch on the feature Room or building shaped (also found in the
right click menu). When this feature is activated you need only click on an outer wall
of a building, and the room is automatically created along the walls.

Switching on the feature Use corner points of the supporting structure results in
a shape along the wall structure, without taking into account the thickness of the
wall's layers.

If you switch off Room or building shaped you need to draw the shape of the roof
yourself.

When Snapping is turned on, drawing the roof is facilitated by the appearance of
black pipes.

After designing the polygonal shape of the roof, the Automatic roof designer
appears.

Set the roof pitch and choose from various roof types: (normal, hip roof, with gable,
etc).

The roof pitch is the same all along the roof. However, along the edges of the roof,
additional parts of a different orientation can be attached.

Designer window

m 38 # o 112 ?

R T
1 |ERE w000 (5774 0,00 0,00

Eaves width

50,00 / + xRefresh
ot j

Elevation height
200,00

Mouse mode

@ Set normal roof

17 Set elevated roof

") Set gable wall

c_.-.-. Cm/Inch icon: Select a unit of measurement

g
Click on this icon to erase the values entered in the fields 1,2 and 3

¥4

Visualize the roof in 3D mode

Set other properties of the roof

@ Set properties of the valley, ridge and eaves
i Visualize the roof in color 3D mode
i}

Delete the roof and return to the 2D designer
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M Transfer the roof to the plan and return to 2D mode
?

Help

1,2,3: Set the values of the roof pitch filling in the fields dx, dy or by specifying the
angle, and then pressing Enter. The program automatically calculates the third value
when two are entered.

dx or dy: If there is a break in the roof pitch, then set the position in the dx and dy
fields, dx determining its position in the top view and dy its height.

Width of the eaves: Set the width of the eaves. This entails expansion of the roof's
contour by the entered value and the rearrangement of its overall structure.

Elevation height of hip roofs: Set the height at which the hip begins. A negative
value can be entered,; this results in a roof plane extending downwards.

Mouse function: Normal roof/Hip roofs/Set gable wall: After selecting the roof
type, click on an edge of the wall, and the roof is reconfigured accordingly. The result
is then displayed in the visual field.

Roof library

e Elements from the library of roofs, dormers, skylights, chemneys are stored in the
3DMODELS.LIB file. Graphic symbols of the elements are grouped into BT2, BT3
files. The list of these libraries can be found in the RoofLibs.DAT file. BT2 files
comprise the top view of symbols, whereas BT3 files contain the three-dimensional
axonometric view. 3D symbols are stored in the 3DMODELS.LIB file. In the case of
3D visualizations, the 3D symbol is automatically loaded and inserted in the
appropriate position and orientation from this library. You can create your own
elements using the 3D MODELER, which also enables you to group them into
libraries. These elements are then stored in the MODELER.LIB library file, while
their entries are stored in RoofLibs.DAT. Their new BT2, BT3 files will be created
as well.

Roof.bt2 bt3: library for roofs.

Chimney.bt2 bt3: Library for chimneys. You must use the file name CHIMNEYn

when you add new elements.

Skylight.bt2 bt3: Skylights. You must use the filename SKYn for newly added

elements!

Dormer.bt2 bt3: Dormers. You must use the filename DORMERnN for newly added

elements.
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Note: The software automatically locates skylights,

—chimneys etc. on the roof. Pay attention to creating your
Library | Fioof | Jown library names, because the names determine how the
Chirniney program positions new objects on the roof!

| j "~ D armer

| Skylight
w-Size; 741702
wSize: 43304
Gize  [-2"

Wert shift: rﬂ' 0"

E‘. Roof library

(€

Drefault
Help

v Proportional

8.11 Designing stairs with winders

=N Designing winders individually: The program also enables you to design
stairs individually.

Designing stairs by designing its constituent winders one-by-one: The stair

designer is opened with the & icon. In this window you may specify the type of the
stairs:

Geometry | Landings I_Steps and supporting I Railial

Flight width

Tread

Riser

Mewel width automatically

2*Riser+Tread= 62,00 cm
Total stair height= 180,00 cm

Flig_hts ) ]
1. |2. | EN
Type Straight fliE Type Straight flilz‘ Typs
Mo.of rizers .6 Mo.of risers 6

Length 160,00 l Length 160,00

Elevation 90,00 |Elevation 90,00

Left Railing Comnplete [~ ] Left Railing Complete [~
Right Railing |Complete [+ Right Railing Complete[ |
Direction _U.U‘ _Dl'rectian 120.0°

l i Surface properties ‘ =M Pre 5 ﬁ* l },Make ‘ l X Cancel | [ ? Help l

traight flight, Winding flight, Curved flight. Then set the properties f the
winder. This is a multi-window dialog, therefore you can also make adjustments to a
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8.12.1

8.12.2

supporting structure, a landing for the winder, or set the number of steps, the
parameters of steps, etc.

As you fill in the parameters of the stairs, a sketch of the corresponding structure
(from a bird's eye view) is continuously shown in the graphical window on the right.
You can correct and overwrite the values previously entered.

Symbols

Additional 3-D building elements (symbols) are available to complement your project.
These symbols are grouped into libraries by their functions. To introduce symbols into

the plan, click on the @l or “ﬁ icon. The icons for the various sub-libraries appear
on the left, as well as a dialog box displaying the symbols. Select from the libraries by
clicking on the icons on the right, or by selecting from the scroll-down menu in the
dialog box. The library Template is displayed when the dialog box appears, as this
contains the most frequently used symbols.

Note: The selected E symbol can be rotated on the floor plan with the +/-

buttons, or by clicking the icons ‘ﬁl@l Pressing Shift+F3 readjusts the value of rotation
steps, changing between a lower and a higher value. (Displayed in the row of coordinates.)

List of symbol libraries
Rotating symbols in 3 dimensions

Once inserted onto the floor plan, the symbols can still be rotated. Select them and

pressing the +/- buttons or click the Jﬂ@ icons. This entails rotation around the Y axis.
After selecting the symbol you can also open the 3D rotation menu by right-clicking on it.
Using this feature you can rotate the element along any of the 3 axes. The value of rotation
can be set numerically in the dialog box.

3D rotation

Raotation angle around Aeis w
| Cancel
Fotation angle around Axis Help

0.00

Ratation angle around Axis 2
|IZI.IIIEI

Modifying or removing groups of symbols

First, select the building element. Then double-click on it (or click on the small
notebook icon on the left) and modify its properties in the dialog box. You can also
replace one window with another by selecting it and then clicking on another item
from the library. To introduce an item from another sub-library, first delete the
existing window and then introduce the new one.

You can also modify several elements (of the same kind) at the same time. First
select the entire area containing the structures.
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Group settings

Syrnbolz [S ablon/=05] Ok
Symbalz [5ablonds07]
Cancel
Help

Symbol settings

Library namme:
I Sab Cancel
Symbol name: Help

503 -l S|

M atenal name:

[

|N|:une Change... I

* gize
]2'-EI"

Y gize:

|1 4"

£ zize:
]3'-EI"
Yertical shift:
5

Line ztyle. . Surfaces...

In the Group settings window a list of the elements in the area appears, sorted into
categories. Double clicking on a group opens its dialog box, where you can modify the
properties of all the objects belonging to that group. Here you can also replace one object
with another from a different sub-library, simply by choosing from the list of libraries and
elements.

Select all elements at the same time by pressing Ctrl+A. Selecting apertures whilst
holding down Shift enables you to select the windows from wall only.

Remove an element (or elements) by pressing Del after selecting it.

8.12.3 Creating animations

Creating animation models of traffic accidents and crime scenes is easy with 3D
EyeWitness. First, enter the relevant information about the event: the individuals
involved, vehicles, speed and direction of movement, etc. From this data 3D
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EyeWitness creates an animation, which can be viewed from a variety of
perspectives. The camera may either be static or move along a path you specify. Set
the camera inside a car, for instance, to gain new insight on a traffic accident. Who
could see the accident unfold and to what extent? 3D EyeWitness offers you the
tools to investigate these questions and more. Try it once and you'll agree - 3D
EyeWitness is an indispensable tool for today's emergency management and law
enforcement professionals.

The objects to be used in the animation can be taken from the symbol library. These
symbols (cars, people, weapons, etc.) may be resized, given colors and patterns, and
otherwise modified. It is also possible to animate these symbols moving along a path.
To do so, the path must be determined on the floor plan.

8.12.3.1 Creating 3D Animations

Two kinds of animation are possible in 3DEyewitness: static camera and dynamic
camera.

8.12.3.1.1 Static camera animation

To generate an animation planned on a 2D drawing, first open the 3D mode by

clicking the M icon. The point of view for the animation can then be adjusted on
2

the 3D image by rotating and moving the 3D image. Clicking the icon will

generate the animation.

[\ Project: C:\Program Files\DesignSoft\3D EyeWitness-vB\projectimotoros0al.myh - [LEVEL-1]

# Fle Edt Draw Yew Options 30 Window Help
[ | 87| &) Bl el 1 T 2| | OB SRS X B B ] |

) Whiat
H :
= \ 5 N
L v
e \
" q
] [ . /
= =camm)
——— & s
W{t / ford
j e =
o
= H
< >
[l !J X/) NS E= ‘Z 25911 178" [ 24818 P ECTRT «[63245167 [*] (45007
elect chiect(s)

Select chiect(s) or a command [Enter, Shit+E ter, Ckl-Enter, Cirlva, Space. Shift-Gpace]
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2| 3D View (1)

A2H SEE -Be=b gl @7

We run the animation by clicking the b icon. Here we can check that the data and
motion path have been set correctly. If the event runs correctly, then we click the

= to generate the final film.
In the Settings dialogue box the following parameters can be modified:

E:. Options

Frames per zec. JSEI j

Fezolution 552 = 456 Pixels Set...

v Accelerated generation [if possible)

[ Delete temporary file (uncompressed AY)

“ ak x Caricel |

e The number of frames per second. A suitably high number of frames per second
ensures that the animation appears continuous, not jumpy.

e The size of the image. (Resolution: pixels) The size of the image can also be
altered by changing the size of the 3D window.

e 3D parameters.
e Accelerated generation of the animation [where possible].
¢ Deletion of temporary files.

In the Film Compression Settings dialogue the following parameters can be
modified:

e Movie type: AVI/ FLV, SWF or MOV.
e Compressed AVI

e For Flash videos: FLV (self-supporting like AVI, but requires an FLV player) or
SWEF (direct to the web, can be played without a player). The quality (in kbit/s) can
also be set.

e For Quick Time MQV, the quality (in kbit/s) can be specified.
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See:

Program Files/DesignSoft/3D EyeWitness v9/PROJECT / motoristl.avi, light.avi
and

Document and Settings / .... / PROJECT / MOTORORISTS.MYH

8.12.3.1.2 Dynamic camera animation

To create an animation with a dynamic camera, first cameras are placed on the 2D
floorplan along the intended path. If we wish the camera to travel along the path of a
road for instance, we may place the first camera inside the car and then give it a
speed equal to the car’s. In this way the animation will record action as it appears
from the moving car.

In the Create Movie / Options dialogue we may set Animation Playback. Without
this feature the camera moves along the path, without moving the specified symbols.
Here the screen size may be set (Resolution: Width, Height).

See:
Program Files/DesignSoft/3D EyeWitness vVO/PROJECT / motorist2.avi and
Document and Settings / .... / PROJECT / MOTORORISTS.MYH

Create Movie Paramteres

Ficture
i Mire Frame k.
" Hidden

% Painted Cancel

" Raptrace
" QuickTime

Help

File M ame

|armation ol

Camera routes:
| Carmera routed -
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Options FX]

Fesalution
Width a64 Fixelz
Height 572 Fizelz

v Eeep aspect ratio

Mumber of frames per zec. 124
Camera speed 130"5 a4 e

Total no.of frames B3
b i duration 28=

[~ Delete temparary file [uncompressed A4
v Animation Playback

Fendering optionz

L'_‘? Sur sethings
|- -]

| Frame

24 Load backgiound \mage‘

| :
@ sotiganioin | X s | 7 J ] I

Cancel i

By modifying the number of frames per second and the camera speed settings
we can synchronize the camera movement with the events in the animation. The
number of frames in the film and its length, Movie duration in seconds, is also
visible. Here the movie type must be specified, as described above in the case of
static camera animation.

Note: Switch off Show this dialog automatically parameter in Raytrace mode.

8.12.3.2 Creating animations example

The following example illustrates the steps needed to set a path for an animated
symbol.

1. Choose a symbol from the library
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EﬁPrujecl: C:\Program Files\DesignSoft\3D EyeWitness-vB\PROJECTAUntitled.myh - [LEVEL-0]
#4 Fle Edt Draw Yiew Options 30 Window Help

| ) 7 ST 4N O M QX B s ]|

)

T = ]
g 26-0 13018
dy B
= a 142
= 4. 29-0151 6
@ #Siger |151"
ﬂ- pSize [T2
a2
" Heb |
|v Proportional
< | 2 -
+ [\LEvELDS i
[ ! ) e e = I e T e Jraz & [2301578 [*] 500
[ Position the symbol [Enter, Esc, #, v, a,d, +, ] j
2. Specify the dimensions of the object (x-size, y-size, z-size), its position

(Vert.shift) and color (using the ﬁ icon). The symbol may be rotated using the
rotation icon, or the + and — keys. The angle of rotation applied appears at the
bottom right of the screen. The default value is 45°, but by clicking on the [45°] this
value may be modified. The symbol is placed on the plan by left clicking on the
mouse.

. Rotating in 3D space: The symbol may be rotated not only on the 2D plan, but

also in 3D space. To do this, first select the symbol and then select the 3D rotation
menu from the right-click menu. From here it is possible to specify the angle of the
symbol’s rotation.
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3D rotation

Riotation anals around Axis ok |
.
Rotation angle around Axis v: Help |

|00
Fiatation anale around s 2
45,00

ySize:
z5ize:
Wert. shift: {07

|w Proportiohal
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"] [45.007

| Select object(s] or 4 command [Enter, Shit+Enter, Cil+Enter, Cirbea, Space, Shift+Space, Delete, «, y._ a_ d]

4. The Axis z value describes the symbol’s degree of rotation along the z-axis. The
Axis x value describes the rotation around the x-axis. Here we set this value to 30°.
The alteration is perceptible in the symbol’s 2D rendering, and the 3D image is also

tilted by 30°.

3D rotation

Fotation angle around Axiz =

!30

Rotation angle around &sis v

in:nn

Rotation angle around &xis z:

|27

& 3D View (1)

AP EpH-E
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5. The motion of the object is set by first clicking on it, then drawing lines using the
same technique used to draw other types of lines. The object’s path is drawn on the

E}Prnject: C:\Program Files\DesignSoft\3D EyeWitness-vB\PROJECTAUntitled.myh - [LEVEL-0]
Fle Edt D Wiew  Opt 3D Window  Hel F e hot i
#4 Fle Edt Draw Yew Options 30 Window Help P brary. Eﬂ

EJ_J ﬁ‘ WJ-@-‘ ‘Qﬂ@}i‘lﬂﬂ‘ KQ \J ‘:“0‘1@ @J@JQ‘ Q‘XJ m ﬁjﬂ] 2|_] ler.ary Lx-Cars -

) A

= .S\LEVEL—U:’ 2
[o G s /1}J"\&J lg] Bl { E w[FEE e [iT03E M= [EESA ("] 45007
2D plan. Enter next point, dbuﬁle—é\ick to close [Enléi,Esc, x,.y, a d"]

6. In this dialogue box the symbol's movement along the path may be defined in more
detail. To view this dialogue, select the path, then double click to open the Symbol
Route Settings dialogue box.

Symbol route settings

[Peivis | Foute | Anow | C o |
index | Posiion ¥ Useroutedisctions [~ [Speed Wait Time | Mirating interval B
A7 yI z[] alpha ] beta[?] garmrna ] “ [mph] b [5] t[z] tri [5]10 T |
elp
ot 7 | Jor | IEE [10.00 [oon [o.00 Diefauit
] J [ Vishble 0.00
ooz [u [oos3 340 for | | |78 [10.00 Jooo Jnoo
] [~ Awverage | T I~ Average 2z
[ ES [EE for [ [i [i [10.00 joon
[ Visible 40

In the first Points window of the dialogue box the following information may be
viewed and altered:

e In the position field the path data is specified. Here the dialogue takes the X
and Y values from the symbol’'s position on the plan. The path’s elevation or
slope can be specified as the Z value. By selecting the Average function, the
program will automatically calculate a Z value from the given X and Y values.

e In the alpha, beta and gamma fields the symbol's angles during movement
may be specified. If you wish the symbol to alter its angular values in order to
follow the direction of the path, select the Use Route direction parameter. The
sliding control can be used to specify when the object begins to turn in order to
follow a change in path direction. If this is set to minimum, then the object begins
to turn in the direction of a new segment already at the beginning of the previous
segment. If this control is set to maximum, then the object will change
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orientation only at the intersection point of the two line segments. If the Use
Direction parameter is switched off, then the changes in the symbol's angular
orientation may be written in individually. Here too automatic calculations may be
requested by switching on the Average function.

Speed: The symbol's speed may be set for each path segment. The Average
option will calculate an average speed if given starting and ending speed values.
Delay: The symbol may be made to stop for a defined time at segment
endpoints. Also one may specify whether the symbol is to be visible before or
after these delays.

Duration: In the duration field specify the amount of time needed for each path
segment. In the case of multiple animated symbols this function is very useful in
a determining the delay values for each.

Mirroring: It is possible to reflect a symbol about its own axis at with a given
frequency. This is the easiest way in which to, for example, depict a walking
figure.

Path: The path may be designated as visible or invisible. If visible, the color may also
be specified.
Arrow: Directional arrows may be placed for each path segment. The size, color, and
placement of these arrows may be specified in the dialogue box.

To generate an animation planned on a 2D drawing, first open the 3D mode by

clicking the M icon. The point of view for the animation can then be adjusted on

the 3D image by rotating and moving the 3D image. Clicking the

b

icon will

generate the animation.

5]
o

signSoft\3D EyeWitnass-vB\projectimotoros0al.myh - [LEVEL-1]

# & 3D Window Help
(% -] 7|8 Al Sl <N OB Q@ Qx| kit &6 o]
% Mg
| 5
# 1 -
& \ ¥ \
L t
% NI 3 :
P = /
0
g e
=l
= H
B 5
[l !M} = [a aforiinm  w[@isse @D @[B324508" 7] wsoo]

Select cbiect(s] of a command [Enter, Shift+Enter, CulrErter, Crfea, Space, ShitrSpace]
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2| 3D View (1)

A2H SEE -Be=b gl @7

We run the animation by clicking the b icon. Here we can check that the data and
motion path have been set correctly. If the event runs correctly, then we click the

= to generate the final film.
In the Settings dialogue box the following parameters can be modified:

E:. Options

Frames per zec. JSEI j

Fezolution 552 = 456 Pixels Set...

v Accelerated generation [if possible)

[ Delete temporary file (uncompressed AY)

“ ak x Caricel |

e The number of frames per second. A suitably high number of frames per second
ensures that the animation appears continuous, not jumpy.

e The size of the image. (Resolution: pixels) The size of the image can also be
altered by changing the size of the 3D window.

e 3D parameters.
e Accelerated generation of the animation [where possible].
¢ Deletion of temporary files.

In the Film Compression Settings dialogue the following parameters can be
modified:

e Movie type: AVI/ FLV, SWF or MOV.
e Compressed AVI

e For Flash videos: FLV (self-supporting like AVI, but requires an FLV player) or
SWEF (direct to the web, can be played without a player). The quality (in kbit/s) can
also be set.

e For Quick Time MQV, the quality (in kbit/s) can be specified.
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See:

Program Files/DesignSoft/3D EyeWitness v9/PROJECT / motoristl.avi, light.avi

and

Document and Settings / .... / PROJECT / MOTORORISTS.MYH

To create an animation with a dynamic camera, first cameras are placed on the 2D
floorplan along the intended path. If we wish the camera to travel along the path of a
road for instance, we may place the first camera inside the car and then give it a
speed equal to the car’s. In this way the animation will record action as it appears

from the moving car.

In the Create Movie / Options dialogue we may set Animation Playback. Without
this feature the camera moves along the path, without moving the specified symbols.

Here the screen size may be set (Resolution: Width, Height).

See:

Program Files/DesignSoft/3D EyeWitness v9/PROJECT / motorist2.avi and
Document and Settings / .... / PROJECT / MOTORORISTS.MYH

Create Movie Paramteres

Ficture

i wire Frame
" Hidden

{+ Painted
" Raptrace
7 QuickTime

File M ame

|anmati-:un movie]

Camera routes:

| Camera routed

Ok

Cancel

Help
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8.13

Options rz]

Fesalution

Width ae4 Pixelz
Height 572 Fizelz

v Eeep aspect ratio

Mumber of frames per zec. |24
Camera speed ]30"5 a4 e

Total no.of frames B3
b i duration 28=

[~ Delete temparary file [uncompressed A4
v Animation Playback

Fendering optionz

L'_‘? Sur sethings
|- -]

0K

By modifying the number of frames per second and the camera speed settings
we can synchronize the camera movement with the events in the animation. The
number of frames in the film and its length, Movie duration in seconds, is also
visible. Here the movie type must be specified, as described above in the case of
static camera animation.

Note: Switch off Show this dialog automatically parameter in Raytrace mode.

Photo symbols

The software includes a rich collection of photographic images. Images are grouped
into the following libraries: ANIMALS, BALCONIES, BUSHES, FLOWERS, PHOTOS,
PHOTOS1, PEOPLE, TREES. Libraries can be expanded by adding your own
pictures. Libraries are coded in PSL files.

FotoLibs.dat: the list of libraries can be found here: Photos, Photos1, Photos2,
Photos3, Photos4, Photos5, Photos6, Photos7
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K | Photo symbol library [Z|
Library ]P‘hl:ut-:us Li

w-Size |4'2"7

y-Sizer lE

z5ize. 131" =
Mert: zhift: I':"'i Crefault

™ Rotate by 3D Help
[+ Proportional

Expanding photo libraries

8.13.1 Adding new elements to photo libraries

Photo symbol library

Library M eiy-lib LJ

i Mew Sumbol

J

Browsze. .

Hew Library... ‘
i Edit Sumbal
Select 2D,
Edit 2D
Size...
Delete ‘ Descr. .. ‘
Cloze | Help

Add photos of plants and other garden elements to the library by going to

Options/Default values/Photo symbols. First select a library, choose Browse and
find the BMP file you wish to add. Then go to Edit Symbol/Select 2D and choose a
floor plan symbol for it. This symbol can be rotated freely in the drawing window.
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8.14

8.15

Note that plants placed on the floor plan are displayed in 2D on the 3D image; no
wire frame image is made for them.

BMP libraries

BMP/WMF libraries: You can import BMP files directly or from libraries into your
scene. These libraries can be found among libraries of different symbols. The BMP
electrical library contains different electrical objects with modifiable parameters, such
as their height, width, etc..

B | Bitmap symbol lib...

P2 Bitmap symbol lib... [X

Library |THS-ﬁ

TRS-B
i TRS-C
TR5-D
TRS-E
TRS-M
TRS-M
THS ]

Width:  |18" Wwiidth:
Height |1-8" Help Height |1* Help |
[ Show dezcription il
v Proportional | tioha
[~ 1100 inDRS

[ S 01>

[22]

Proportional resizing: When one of an element's properties is altered, the program
automatically resizes the element to maintain its original proportions.

Show description: The information assigned to an element when it is added to a library is
displayed next to it on the floor plan.

Note: BMP and WMF files may be inserted directly, by clicking the I \ icon and then the
BMP-WMF icon on the left side.

Railings

Click on the % icon to create railings. The different subtypes of railings may be
selected from a graphical library. Railings are introduced by drawing their shape
linearly. The software multiplies the selected element along the drawn lines. Before
drawing the railing, you may specify its parameters. After putting down the first point,
a rubber line appears which helps you in putting down the others.

In the symbol library, you may find many railings for whom you may modify their size,
color, vertical shifting etc.

Note: The railing is created by multiplying its basic element along the drawn lines.
Thus, any element may be used to be the basic constituent for a railing.
Note: Several kinds of railings are automatically generated with the Stair designer

module. These are automatically designed in a way, so as to fit the height of the
stairs.
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8.15.1 Modifying multiple railings at the same time

You may modify several railings at the same time.

First, select the building element. Then double-click on it (or click on the small
notebook icon on the left) and modify its properties in the dialog box. You can also
replace one window with another by selecting it and then clicking on another item
from the library. To introduce an item from another sub-library, first delete the
existing window and then introduce the new one.

You can also modify several elements (of the same kind) at the same time. First
select the entire area containing the structures.

Group settings

Syrnbolz [S ablony/z05] Ok,
Symbols [5 ablondz07]
Cancel
Help

Symbol settings

Library narme;

Symbol name: Hel
503 -l e

b aterial name:

[None Change... I

*, size
]2'-EI"

Y gize:

|1 4"

£ zize:
JS'-EI"
Wertical ghift:
G

Line ztyle. . Surfaces...

In the Group settings window a list of the elements in the area appears, sorted into
categories. Double clicking on a group opens its dialog box, where you can modify the
properties of all the objects belonging to that group. Here you can also replace one object
with another from a different sub-library, simply by choosing from the list of libraries and
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8.16.1

elements.

Select all elements at the same time by pressing Ctrl+A. Selecting apertures whilst
holding down Shift enables you to select the windows from wall only.

Remove an element (or elements) by pressing Del after selecting it.

Dimensioning

Associative scaling is bound to elements. Therefore modifying an element entails
modification of its scaling as well. For example, when a wall is deleted the scaling (division
lines) are deleted as well. The Sizing toolbar appear on the left hand side.

When new wall sections or apertures are added to walls that have associated dimensioning
lines, dimensioning lines are automatically created for these new elements as well. Their
division lines are automatically displayed.

Dimensioning icons

You may choose from the following dimensioning icons:
Associative dimensioning:

—

[nnlGlobal dimensioning lines

=

Wall/pillar corner dimensioning lines
Aperture size dimensioning lines

Aperture axis dimensioning lines

Wall/pillar intersection dimensioning lines

Show/hide dimensioning of arched sections (radius)

Wl (5 [ ] Fat Bt i

Automatic dimensioning

Non-associative dimensioning:

®

Diameter dimensioning

LT

Manual dimensioning of horizontal lines

(3

Manual dimensioning of vertical lines

Manual dimensioning of lines (arbitrarily oriented)

A ek

Draw area labels/measuring areas

8.16.2 Associative dimensioning of walls, columns, apertures

—

m Global dimensioning lines, marginal division lines: These dimensioning lines
display the total (maximal) length of wall sections or columns as defined by the end point, or,
in the case of columns, the axis points. Division lines will only be at the end points.

il

Dimensioning corner points/wall width: The displayed length (on the dimensioning
lines) refers to the thickness of the selected walls, or axis. Division lines are positioned not
only at the end points but at points parallel to the inner side of the wall thickness. Thus the
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8.16.3

8.16.4

dimensioning lines indicate the wall's thickness as well. If a dimensioning line spans multiple
columns, then division points are located not only at the end point, but also at the inner side
of columns, indicating their thickness.

= Dimensioning lines for apertures: With this feature dimensioning lines have division
points indicating the end points of walls/columns, their thickness and also the width of
apertures.

=

A7l Dimensioning lines for the axis of apertures: Dimensioning lines have division
[= b lines for th f apert D lines have d
points showing the end points of walls/columns, their thickness and also the axis length of
apertures.

To use these functions, first click on an icon, then select one or several walls. Create
dimensioning line by setting its two end points. The end points should be defined so that they
are outside the selected walls. Depending on the feature selected, the software automatically
projects the appropriate points onto the dimensioning line.

= Intersecting dimensioning lines: Create dimensioning lines cutting through several

wall sections (or columns) with this feature. Simply set the two end points of the
dimensioning line. The program then creates the line and displays the values between
intersection points.

Modifications to the floor plan automatically result in corresponding adjustments of
the dimensioning.

Manual dimensioning between two selected points

This feature is used for distance measurement between any two points. Select two
points on the floor plan. A rubber line appears, and it is now possible to determine the
position of the dimensioning line as well. The distance between the points is displayed
on the line. With the Projection function, the projection lines connecting the end
points of the dimensioning line and the two (originally selected) points are displayed.
Thus, the points of measurement are connected to the end points of the dimensioning
line.

There are three ways to measure distance between two points:

5
E Horizontal dimensioning: Measures the horizontal distance between two
points (along the x axis).

Q Vertical dimensioning: Measures the vertical distance between two points
(along the y axis).

o
& Direct distance measurement between two points: The dimensioning line
is simply the line directly connecting the two points, and the distance displayed is the
length of this line.
Note: These dimensioning lines are not associative, that is, moving the building
elements does not relocate the lines automatically. Dimensioning lines may be
repositioned manually, but only parallel to their original orientation.

Area measurement

Areas defined by walls or selected manually can be measured and the results
displayed on the floor plan. Assign further information to the measured area in the
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Settings of measured areas dialog box. To access this dialog, click on the @ icon,
then on the small notebook icon at the top of the icon row).

Set the font style, size and order of lines here as well. Change the order with the
small arrows on the right of the Order caption. Specify the various parameters of the
area in the fields Caption (see the list in the LIB/ROOMS.DAT file), Area, Overlay
(see the list in the LIB/OVERLAY.DAT file), Comment. The area of the selected part
of the floor plan is displayed in the field Area.

Settings of measured areas

LEption | vea |

Fant height: v row: Cancel
Captior: | | Ao [ Help
Area: (000w e [ Distault
Owerlay: | ﬂﬁh'-ﬂ" !:
Comment: | ﬂh 0" I:
Show comment at the reference point B
Order: [Caption
| Area i]
|Dverla}l
iComment __]

0.00 m?

Note: Select the SRIPT / WESTERN in the Font dialog box, to see the m2

8.16.4.1 Automatic measurement of area

Areas that are surrounded by walls can be measured automatically. After clicking on
the icon, move the cursor into the area to be measured and click on it, defining a point
of reference. This enables the software to calculate the area defined by the walls.

A dialog box appears with information about the area. The calculated value is
displayed in the field Area. Add your own comments as well; the label is inserted at
the site of the reference point, but it can be repositioned anywhere, even outside the
area.

Note: This option works for areas surrounded by arched walls as well.

Note: To measure the gross area including the walls themselves, click on one of
the external, surrounding walls of the area.

Note: The measurement of the area can be done by selecting the label and right
clicking on it, then clicking on Determine reference point in the Right-click. Set the
reference point again. Moving the walls modifies the area of the room, but it is

sometimes necessary to refresh the reference point and thus the displayed area
manually.

8.16.4.2 Measuring areas manually

Measuring rectangular areas: It is possible to measure upright
rectangular areas by defining the end points of a diagonal. To create rectangular
areas which are not upright, first define the two points of the first edge, then set a
third point to determine the opposite side.
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8.16.4.3

8.17

8.17.1

@ Polygonal areas: To create polygonal areas first click on the @ icon, then
set the corners of the polygon by clicking on the floor plan. A rubber line assists with
this process. The last point is introduced by double clicking the desired location.
Enter the contents of the area's label in the dialog box. The label appears at the center
of the area.

@ @ Circular or regular polygonal areas: Define the circle by setting its center
point and determining its radius with the cursor, or by providing three points for it. After
defining the circle, you can rotate the polygon which appears within it. Press Space to
extend the polygon to encompass the circle. After right-clicking (and thus setting the
polygon), the dialog box appears, with the area displayed in the relevant field.

Modifying dimensioning

Modifying and removing dimensioning structures

Dimensioning structures change correspondingly to changes in the building
structures themselves.

For example, modifying a wall section's length, or introducing a new section or
aperture entails the reorganization of the division lines and labels of the dimensioning
lines. The label displaying the area of a room is similarly readjusted. If a wall is
removed, its automatically generated dimensioning line is removed as well.

Dimensioning lines can also be moved from their original position. First, click on the
selection arrow icon in the upper left corner of the window, then click on the
dimensioning line to select it. The selected dimensioning line is now highlighted. Move
the line by dragging it with the mouse (keeping the left side button pressed down), or
by entering values into the X and Y fields. During repositioning the dimensioning line
retains its original orientation. Press Del to remove the highlighted dimensioning line.
If a division line is removed, the relevant values are added together, and the
dimension line is readjusted corresponding to the changes.

In the case of Measuring areas, if the shape of the area is changed, the displayed
values in the label may be readjusted by selecting the label, going to Determine
reference point from the right-click menu and setting a new reference point.

Note: If the value displayed in the label of an area is not automatically adjusted
according to the modifications, readjust the values in the label by selecting the label,
clicking on Determine reference point from the right-click menu and setting a new
reference point within the walls or by clicking on one of them.

Drawing Primitives

Introduce lines, circles, arches, labels, etc. into the floor plan, sectional or facade

views with the \ icon or with the Drawing primitives option from the Draw menu.
Structures drawn this way are not displayed in 3D mode.
Assign line styles and colors to the drawn structure in Options/Line style editor.

Note: Walls may be imposed onto the lines or arches drawn this way, as discussed
previously in the chapter on wall design.

Drawing lines

ﬂ Freehand drawing: Set the first point, then draw freely with the cursor. Finish
the shape by left clicking once more.
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8.17.3

K Drawing lines: Click to set the line's two end points.

E Continuous multi-line drawings: Add as many points as desired with single
left clicks.

[l

—1 Drawing rectangles: Create rectangles by defining their diagonal.

Bezier curve

I
5

We can draw a Bézier curve by supplying at least 3 points out of which the program will create the

curve. The entry of the points can be closed by a double click, which results in the generation of

the curve. There is a polygon drawn by the points, which serves as an auxiliary line. This can be

turned off within the layer. These lines are used to mark out the Bézier curve. The polygon is

automatically placed on the Auxiliary lines layer and the curve on the Graphic elements layer.
The curve can be edited using two types of algorithms. In both cases, a minimum of three points
must be supplied.

E A curve fitting close to the straight lines drawn by the points is created

-—S- A curve running through the points supplied is generated

Note: The shape of the curve can be modified afterwards by shifting the reference points.

Lo
We can draw an Arc | =

B
using the | =/ icon or the Right button/Edge type function. These too can be modified by
simply clicking and dragging the reference points of the arc or the curve.

and Bézier curves into the sections of polygon-shaped elements

Drawing circles

Ele
%)

Drawing a circle by defining its center and radius: Click on the first icon shown
above. Place the center of the circle. The circle increases in diameter as the cursor is
moved away from this center. Left click once when the desired size is attained. The
radius can also be defined by pressing X and entering a value numerically.

Drawing a circle by defining three points of the arc: Click on the second icon to
select this option. You can also draw a circle by defining three point of the arc. First,
define a chord for the circle by putting down its two end points. Then, set a third point
of the arc by moving the cursor, and choosing an appropriate size for the circle.

j Use these icons to insert arcs onto the floor plan.
Drawing an arc by defining the center and two points of the arc: The first point
set is the center of the circle. The second point defines the radius of the arc, while the
third sets the end point of the arc.
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Drawing an arc by defining three points: First, define a chord for the arc by
setting its two points. Then, define the overall structure of the arc by moving the
mouse and left-clicking when the desired size is displayed by the rubber line. This
point will also be the end point of the arc.

Hatched, filled areas

5

y 17

P
P

- -
7
G| B

N

R

NI

B |7 |3

Click to select a hatching pattern from the given set of patterns. Each building
element comes with a pre-set group of the most often used patterns.

Hatching patterns assigned to building elements may be displayed on the floor plan,
or on sectional views. Decide for each element which pattern appears on floor plan
and the same appears on the sectional view as well.

8.17.4.1 Creating hatched areas

Choose a hatching pattern, then select the area it is applied to. Choose from the
icons on the left to draw certain kinds of shapes. Some basic shapes have their own
icons, eg. rectangles, polygons, circles, regular polygons inserted into circles, etc.

To modify a hatched area, move your cursor to the edge of it and double-click to
open a dialog box.

Corner points can be repositioned. You can also introduce new points along the
edges by right-clicking and selecting Point operations/Insert point from the right-
click menu. Remove existing points the same way, by choosing Point
operations/Remove point.

Note: Patterns are created from an external point of reference, and so even if an
empty area is left between two areas, the hatching patterns always match.

8.17.4.2 Removing parts of hatched area

::.:f.-’ e .-’?
A

2]

o n
R

&
=

e
i =

To remove part of a hatched area, first select the area, then draw the shape of the
portion to be removed. Various of shapes can be drawn with the icons above, eg.
rectangular, polygonal, circular, regular polygonal defined by a circle.
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8.17.5

8.17.5.1

8.17.6

8.17.7

8.17.8

The corner points can be repositioned. Introduce new points along the edges by right-
clicking and selecting Point operations/Insert point from the right-click menu.
Remove existing points by selecting Point operations/Remove point.

Filled areas

Filled area may also be introduced to the floor plan. The hatching pattern may be
chosen from the given set of patterns, by clicking on one of them. You may find a pre-
fixed set of patterns for each building element, consisting of the ones most
prevalently used.

Filled-in areas

& 4 4 2 7

By the feature Fill in you may introduce colored areas into the project. Colored area
may also be hatched too.

The hatching pattern, the background color and the color of the hatching lines may
all be set in these dialog boxes.

The following kinds of area may be filled in: areas encircled by walls, polygonal or
circular areas defined by drawn boundaries.

Note: Filling in can be used for linear facades, though using BMP patterns for this
purpose is more fitting, as this latter feature generates patterns for 3D representation,
with shadows etc.

Arrows and boxes

[=..[= = 3 2] 3 =

Drawing arrows: Choose from various arrow types from the list above. Set two
points to define the arrow's length.

Set the arrow's width, height and notch in the dialog box. A box can be attached to
the base of the arrow. The box can be divided into two parts, its position specified, a
caption added, etc. Set the font size, style, and the text itself in the caption dialog box.

Texts

To add text or labels to your project, click the icon, then enter the text in the dialog
box. Set the font size and style here as well. After closing the dialog box, determine
the position of the text box.

Adding BMP and WMF images

Loading bitmap pictures: BMP, JPG, ICO, EMF or WMF files can be inserted into
the project after clicking the icon. Adjust the size and proportions of the picture in the
dialog box. Terrains can be imposed onto the floor plan as foils.
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8.17.9

Bitmap object

Size

Scale (1001 |

Drensity: 1350 [dpi]

File: |

=

Positior

Browse. . | |

Canicel | Help

Scale: The scale of the image.

Density: In the case of a scanned image is loaded, the same DPI values should be
used as in the original.

Width, Height: Dimensions of the image.

Proportional: When this feature is on, the image retains its original proportions
when its size is modified.

Position: Position of the image on the floor plan.

The magnification of WMF pictures result in decreased quality when printed.

Note: The size of the image can be set in the dialog box by adjusting its scale,
height, width or DPI density. The dialog box is reopened by double-clicking on the
image once it is placed on the floor plan.

Draw rescue route

#‘t
*  Draw rescue route (in 3D too)

u
R. Draw a line: In the drawing window, click to anchor one endpoint and move the
cursor to where you want the line to end. Click to anchor the second end- point.

1| Draw a polyline: Click to anchor the endpoint of the first segment, move the
cursor and click again to anchor the second endpoint. Move the cursor in a new
direction and click to anchor the next endpoint. Continue as long as you need to. Click
the right mouse button to escape this drawing process.
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9

9.1

9.2

Edit

In the Edit menu you find the default commands normally found in all Windows
programs.

s Draw  MWiew Options 30

Cuk Chrl4+
Copy kel
Delete Crrl4+Del

Seleck all  Crrl4a

Deselect all Chrl4+5
el k|

These are:

Undo/Redo

Cliboard operations: Cut/Copy/Paste
Delete

Select: Select all/Select next/Deselect all

Undo/Redo

Undo - Alt + BackSpace: Erases the last change made to the project, reverting to
the previous state. The name of the action to be undone appears next to the Undo
sign. Only changes made in a single session may be undone - i.e., if you exit the
program and reopen it, you will not be able to undo actions made in the previous
session.

Redo - Alt + Shift + BackSpace: Reverses an undo, returning the project to a more
recent state.

The number of Undo/Redo steps depends only on the memory capacities of your
system.

ol

These two commands may be accessed by clicking the I icons.

Clipboard operations

First select the elements to be cut, copied or pasted.

- Cut - Ctrl+X: The selected elements are transferred to the clipboard and removed
from the floor plan at the same time.

- Copy - Ctrl+C: The selected elements are transferred to the clipboard while
remaining on the floor plan.

- Paste - Ctrl+V: Elements from the clipboard are pasted onto the floor plan. If the
mouse is not moved after pressing Ctrl+V, then the element can be pasted to its
original position by pressing Enter. If the mouse is moved, then the rubber line frame
around the element moves together with the cursor.

The cursor can be placed at a corner or at the center of the square rubber line frame.
Change between the five cursor positions by pressing Space.
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9.3

9.4

Insert an element by left clicking once. Only then will the element be displayed on the
floor plan.

Delete

Delete: Elements can only be deleted after selecting them. When deleting certain
elements, the adjoining structures are also erased. For example, associative
dimensioning lines are removed if their corresponding wall section is deleted. Layers
connected to slabs are also removed when the layer is removed.

Selecting elements

Select all - Ctrl+A: All elements within the drawing window are selected.

Select next - Ctrl+N: Use this command to select among elements arranged on top
of each other on the floor plan. Click on the command, then press Ctrl+N or Space to
choose between the stacked elements. Alternatively, right click and select the desired
element from Selectable elements. Modify the properties of the selected element by
double clicking and entering the new values in the dialog box, or by choosing
Properties in the right-click menu. If there are various element types in the selected
area, the Group settings window appears. Here you may alter properties according
to element type.

Deselect - Ctrl S: Selected elements are highlighted. Deselect elements by clicking
on this command in the menu, by pressing Ctrl+S or by left-clicking on any empty
point in the drawing screen. Once an element is deselected it is no longer
highlighted.

Selection: Click the arrow icon to enter selection mode. Select individual
elements by moving the cursor over them and left clicking or pressing Enter.

To select multiple elements simultaneously, select an area which contains them all.
Left click and set the first corner of the square selection region. Use the mouse to
stretch the region to the desired dimensions, then release the mouse button to
complete the square.

Dispersed elements may also be selected together - press Ctrl or Shift and click on
the elements one by one. Once an element is selected it is highlighted in blue.
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10 View

WEMN Options 300 Window  Help

‘ Level...
Fails. .. Chrl+R.
Lewel Foils, .. Shift-+R.
v (Grid Chrl+G

v Mouse bool Hp
Coordinate system

v Zoom after loading

Zoom In Chrl+Mum +
Zoorm Ok CEFl-Mum -
Zoom Window Chrl+wy
Zoom ko Extents Ckrl+E

Lask Zoom Chrl+L
Default Zoom Chrl+D

Set Zoom \Window. ..

Bir View Chrl+7

Fedraw F&

—_—

T Level: Level settings

= Foils, level foils: Add elements to foils.

Grid: The drawing sheet is based on a grid. Switch the visibility of the grid on/off here, or by
pressing Ctrl+G.

Coordinate system: Coordinate system information is displayed in the lower left
corner of the editing screen. Switch this feature on/off here.

Zoom after loading: Projects are sized to fit the drawing window when this option is
switched on. If it is switched off the project appears with its most recent level of zoom.

@\Zoom in: Ctrl ++, e\ Zoom out: Ctrl +-
Q Zoom window: Ctrl+W
@ Zoom to extents: Ctrl+E
(a\ Last zoom: Ctrl+L
@\ Default zoom: Ctrl+D
& Set zoom window
X Top view or Air View: Ctrl+Z
fEl Redraw: F6
10.1 Level manager
The project is divided into levels, each of which have their own window.

Create new levels by the clicking the _+ liconor by selecting View / * Level.
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Levels are managed in various ways:
1. Goto View/Level in the menu bar and set the level's properties in the dialog box.

2. Click the J icon in the lower left corner of the screen. Set the properties in the
dialog box. Note that this is the same dialog accessed by going to View/Level.

N
3. Go to File/New and click on the icon to create a new level.

Height values are assigned to each level of a building, and 3D images are generated

according to these heights. The height is taken into account when inserting elements
into a level. Certain elements may extend between multiple levels. A level may have a
height of zero, with its elements extending into other levels. Levels are numbered in
the order they are created, but can be renamed. The level tabs at bottom of the
window are organized in the order of their spatial relation. Move between level
windows by selecting from the Window menu, pressing PgDn/PgUp, or by clicking
on the tabs at the bottom of the window.

10.1.1 Creating new levels

Click the J icon at lower left corner of the screen to open the levels property
dialog box.
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Level Manager
260 316"
i |

=

i

B

e

S

i

% i

(ax}

5

i Add

’ Delete

= e

i Help
Mame:

5 |LE‘JE L-0

% 3

e Level height

G I-I I:In_l:ln

1 Headroon:

£ 19_1 -I "

{mn |

” Slab thickness:
11 m

i

=

VLEVEL-D{

Add: Create a new level and specify whether it is to be placed above, below or
between the existing levels. The new level may be defined as empty, or the previous
level's elements may be copied in.

Delete: Delete an existing level. The level currently displayed in the drawing window
cannot be deleted. To delete it, switch to another level and then delete the previous
one.

.. New level

& Emply

(" Copy of current level Caricel
i Pogition Help
O Mest level

(" Bottom

f« Top

" Cusgtam
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10.1.2 Properties of levels

Level Manager

2640 316"

Name: Level's name.

Level height: Height of the level. The
value is applied to the currently active
level and can be modified during editing
without opening a dialog box by entering
the new value in the field under the

j icon.

Ceiling height: Ceiling height of

current level.

Slab thickness: Thickness of the

connecting slab. (This is the difference

between the level height and ceiling

height.)

These three properties are interrelated.

Changes to any one of them
Level Manager automatically results in changes to the

other two. Press Enter to see the new values.

3-8 1318"
| I

50

2-5308"
| I

50

Seisinl

71
I |

F R

L

LEVELD

10.1.3 Renaming levels

New levels automatically receive the name LEVEL-n, which is shown in the field Name.

Name: Levels are identified by their default name (LEVEL-ordinal number) or by a custom name. The
names appear on the tabs at the bottom of the screen. Levels may be renamed an unlimited number of
times.

Note: Press Enter after entering a new name to apply it.

10.1.4 Level operations

Add: Add a new level.

Delete: Delete an existing level. The current active level cannot be deleted.
Transferred elements from one level to another by:

- selecting the desired element (press Ctrl+A to select all ),

- copying the selected element to the clipboard: Ctrl+C,

- opening the target level and transferring the element by pressing Ctrl+V.

Note: You can also transfer an element by selecting it, right clicking and choosing
Copy to level from the right-click menu. Then specify to which level the element is to
be pasted to.

Note: Select Options/Boundary before copying an element to ensure that the grid
points of the element and the floor plan line up when pasted. To transfer the
element to the same position as in the original level, do not move it after pasting and
instead press Enter. The cursor can be located at the center or at a corner of the
square rubber line frame. Toggle between the five cursor positions by pressing
Space.
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10.2 Foils

Failz;

Lire-stils..
s
Shaow all Hide all Show &l Hide all
Urlock: al Lock all Unlack. al Lock all
[ Alllevel
ok | Help | Defaut |

Building elements can be inserted onto various foils, which can be rendered visible or

invisible, movable or fixed.

The program includes a number of foils, which can be further expanded. Design additional
foils to meet your needs. Modify default or custom foils in Options/Foil assignments. Cancel
adjustments by clicking Lock current foil in the Options menu.
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10.2.1

Properties of foils

Elements:

" Filing of measured areas

Show al | Hide ai | Shew al | Hide al |
Unlack &l | Lack &l | Unlack &l | Lack &l |
™ Alllevel
ok | Help | Defaul

Click Show all/Hide all to select or deselect all foils, or all elements within a selected foil.
Elements such as structures, partitions, etc, can be inserted onto the selected foil. Structural
elements on foils, such as doors, windows or walls, can be individually turned on/off, or
alternatively, all elements of the foil can be displayed by pressing Show all. To lock elements
in place, click on the lock icon B in the Foil Settings window. Apply this command to an
entire foil by clicking Lock all/Unlock all.
Make all foils or individual elements visible and mobile by clicking the eye icon #. Make them
invisible and immobile by clicking the lock. The appearance of the lock or eye icon next to the
name of an element shows indicates its current visibility/mobility status.
Change between foils by clicking on the down arrow icon and choosing the desired foil
from the menu.

Click All to switch on/off all layers, or elements on the selected foil.

The visibility of a layer identified as Always visible cannot be switched off. Elements
may be assigned to the various foils according to your preferences.

Within a given foil you can switch on/off structural elements such as walls, doors,
windows, etc. Select Show all to display all elements.

Show all: Under Foils, this command applies to all foils. Under Elements, it refers
to elements on the selected foil.

Hide all: Under Foils, this command applies to all foils. Under Elements, it refers to
elements on the selected foil.

Unlock all: Unlocking foils and elements makes them moveable. Under Foils, this
command applies to all foils. Under Elements, it refers to elements on the selected
foil.
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10.2.2

Lock all: Locking foils and elements makes them immobile. Under Foils, this
command applies to all foils. Under Elements, it refers to elements on the selected
foil. Locked elements may be selected and their properties modified in the dialog box
but may not be moved on the floor plan.

Transfer between foils

Transfer an element from one foil to another by right-clicking on it and selecting
Change visibility from the menu.

Cancel

Select next
Selectable itemns
Deselect

Bring ko Fronk
send to back

Change wvisibility. ..

Copy
Cuk

Delete
Properties. ..

Room or building shaped
Point operations

k

Remove the element from one foil by clicking on the eye icon in the dialog box. Then
transfer it by clicking on the eye icon next to the desired foil. An element must be
displayed at least on one foil.

10.2.3 Level foils

Level foil settings

@ L

Cancel
Help

Level foil settings

Level foils ensure the visibility of levels not being edited momentarily. Using this
feature you can render the other levels visible within the currently active window.
Using foils within levels can be done with the help of the Level foil settings dialog,
which can be started in View/Level foil..., by pressing Shift+R or with the icon. The
currently active level is displayed in grey. A level can be visualized by clicking on its
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name.

10.3 Removing the grid

Grid: Switch the grid on/off normally displayed in the background by pressing
Ctrl+G.

Grid unit size

10.4 Coordinate system

The small coordinate system found in the lower left corner of the drawing screen may
be switched on/off by clicking on the following command in the View menu.

X If the coordinate system is rotated, then the coordinate system symbol

Is also readjusted accordingly.

10.5 Cursor coordinates

dx ;- 426,00
dy ; -170,00
4. 338,24
d. 458,67

To see the real-time dX, DY, a and d values of the cursor's position, switch on the
coordinate-box in the View menu and select the option Mouse tool tip.

10.6 Zoom

In 2D mode you can work on your project in various rates of magnification. Modify

View menu.

e Zoom in (Ctrl +): Increase magnification. The small red cross indicates the center
of magnification.*

e Zoom out (Ctrl -): Decrease magnification.

o O\ Zoom window (Ctrl+W): Magnify a selected section of the drawing window.
Define the area to be magnified by drawing a frame with the mouse.

o @ Zoom to extents (Ctrl+E): Structures are magnified to fill the drawing
window completely.

e\| Last zoom (Ctrl+L): Return to the most recently used rate of magnification.

e Default Zoom (Ctrl+D): View the plan in the the standard rate of magnification.
This is defined in Set zoom window.

e Set zoom window (Ctrl+W): Set the default size of the drawing window.
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o X Aerial view (Ctrl+Z): View both the entire drawing window and the current
window in the dialog box. A red border indicates the boundaries of the current

window, which can be adjusted.

o @l Redraw (F6): Refresh the screen.

Zoom after loading: When this feature is selected, projects are loaded zoomed to fit
the drawing window. When it is switched off the project appears in the most recently

used level of zoom.

Note: If you have a scroll-wheel on your mouse, you can use it to zoom in and out

on the floor plan or in 3D mode using the cursor as the center point.

10.6.1 Defining the window of magnification

Zoom Window Setup

Zoom Size-
W-S1ze
ySize 740"

OF.

Cancel

Help

The dimensions of the current drawing window appear in the dialog box. The x-Size

and y-Size values can be modified.
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11 3D representation

3D EyeWitness enables you to visualize your project in 3D. All elements set to be
displayed in the Foils settings are displayed in 3D as well. Initialize a 3D
representation in one of several ways.

ﬁ External picture of the building

Eﬂ 3D picture from a point defined by cameras inserted in the plan

Multiple 3D windows can be opened, and it is possible to have a different 3D image
of your project in each one of them (facade, sectional view, perspective). The 3D

windows can be kept open continually, as they are automatically refreshed to reflect
changes to the floor floor plan.

3D | Tools Window Help

E External Wigm
m Close 30

% Inkernal Wiew

I@ PlayMovie

K. Place Camera
o Place QT camera

I(' Place QT gate

Eﬁ Create Movie. ..

3D Parameters. ..
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11.1 Setting 3D parameters in the 2D window

Tu:u:uls Window  Help

E External Wi

% Internal Yiew

Iﬁ PlayMovie

3D Parameters

Rendering mode | Level filtering | Lighting ]

187

Technology:
" OpenGL
B Place Camera * Directs
K
ar Place QT camera v Hardware [~ Reduced mode

'(' Place QT gate

Rendering mode:
" Wireframe

ﬁ Create Movie. .. O Hidden

* Painted drawing

3D Parameters......

Rendering made | Level fitering  Lighting l

Lighting P

" Mone 3
elp

T Just in the Raytrace Defaul
efaul

* Arpwhere

3D parameters dialog:

Open this dialog in the 3D menu. The settings are applied to the new 3D window.

e -Technology:

OpenGL / DirectX: Adjust graphics card settings.

Hardware: Choose this option if your graphics card can use OpenGL. Using
this option will greatly reduce the time required for 3D visualization.

Software: Choose this option if your graphics card is not able to run OpenGL.
3D images will take longer to load with this option.

Note: If your graphics card is not running OpenGL properly errors may occur. For
example, in 3D mode the building will not appear, or a black surface appear
instead of the project. However, before switching to Software mode check whether
you are using the most recent driver for the graphics card. If the driver is outdated,
download a newer version from the manufacturer's website and try again in
Hardware mode. If the program still does not work, then switch to Software mode.

Rendering mode:

Wireframe: Project is displayed as a wireframe drawing in the initial 3D
window.

Painted drawing: Project is displayed as a painted 3D image in the initial 3D
window.

Hidden: Project is displayed as a wireframe drawing, but with hidden lines in
the initial 3D window.

e Level filtering: Set the numbers assigned to levels.
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11.2

11.3

11.4

e Lighting:
None: Lighting settings from 2D mode are not displayed in 3D painted mode.

Only in Ray Trace mode: Lighting settings are displayed in 3D painted mode
only for images generated in Ray Trace mode.

Everywhere: Lighting settings are displayed for all 3D representations.

External view

An exterior image of the project is created from a point of view automatically defined
by the program.

Internal view

Interior or exterior 3D image generated from a user-defined camera position:
Image is generated from a perspective defined by a camera placed on the plan.
Rotate the camera on the floor plan with the +/- buttons, or using the rotating icon.
They can also be moved with the mouse.

Camera Setup

Camera Parameters A0 Wigw
LCamera Direction

Vertical &ngle; iEI. oo ﬂ

Aperture Anale |EEI.EIEI Help

Wertical shift: |21"

Line ztyle. .. |

Camera direction: Orientation of the camera on the floor plan, defined in degrees.

Vertical angle: Vertical angle of the camera. A horizontal orientation is defined as 0
degrees; negative values indicate downward-tilting cameras.

Aperture angle: Aperture of the camera in degrees.
Height: Height of the camera, relative to its level.

Editing in 3D, following in 2D

2D-3D parallel editing makes it possible to edit your project in one window while
following changes in the other as well. In this mode changes done to your plan in the
2D window automatically appear in the 3D window and vice versa. It is thus possible
to make changes to your plan in 3D mode as well. Tthe following icons are there to
help you do this:

o o o B A 8

o I:’ Ortho (Ctrl+0): Use this icon to move objects. The x and y axes appear and
you can move objects along these two only. It is possible to rotate the coordinate
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1141

system by the |#™! icon, redefining the orthogonal axis. With the |#™! icon the axes
of the ccordinate system become visible in 3D.

o ke F3: assign a minimal step for rotating and shifting objects (1 cm/m (or inch)
feet for moving objects, 45 or 1 degree for rotating). You can adjust these values in
Settings/Editing.

e |#™ F4: Coordinate system visibility.
e 3 Reorienting the coordinate system: Redefine the default orientation of the
coordinate system in 3D.

o X Keep ratio: switch this option on and manual resizing will be done by keeping

the proprtions of obejcts unchanged.
o ﬂ Change colors, patterns in 3D.

o ﬂ " Save current colors and patterns.
o 3 Remove objects.

Selecting and modifying elements in 3D

e

It is now possible to edit your project in 3D Paint Mode == ﬁh as well. All changes made
to your plan are automatically applied in 2D as well. Move the mouse over an element and its
properties can be seen in the info-line at the bottom of the screen. When a small pipe
appears next to the cursor the element can be changed and edited. Click on the object to
start editing it. You can select multiple elements by holding down Shift and selecting them.
Select all elements by hitting Ctrl+A.

When an object is selected in 3D, a red selection frames appears around it and red points

show the element's hot spots. Amongst these are the points of reference for moving or
rotating the object.

Some elements cannot be moved, these ones do not have a point of reference for moving
them, logically.
You can rotate some elements (for example symbols) by moving the mouse over the

selection frame and rotating the object along its axis. The @ icon should appear.
You can see the properties of elements in the information line at the bottom of the screen.

H$ x #

d(-1.00; -45.00; 0.00](dL 45.00cm) | Fal | 738.00 » 280.00 / 43.00 | dH=0.00

11.4.2 Data entry mode

Gﬁ* Data entry mode:
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s dx 0o dy 0.00 dZ 0.00 a 0.00 b 000 d 000 A X
wall | 500.00 % 260,00/ 21.50 | gH=0.00

e When moving an element you can see the scale of the shifting in the x, y and z direction in
the first 3 fields of the info-line.

When rotating an element, you can see the scale of rotation in these fields:

HPDEH X #

d[-10.0° ] | sablon.s01 | 170,12« 75.09 » 40.06 dH=0.00 | -10.0°, 0.0°, 0.0°

@ Data entry mode:
o) o0 B 0.0 v (35007 v X
sablon.s01 | 170.12 x 75.09 » 40.06 dH=0.00 | 10.0°, 0.0°, 0.0°

This way you can rotate an object by exactly 90 degrees or move an object along (the corner
points of) a grid.

Press F3 or click on the icon to change the minimal step for rotation/moving of
elements.

Note: Any number of changes made to your plan in 3D mode can be undone by
the Undo icon.

11.4.3 Making changes by overwriting data

It is also possible to make changes to your project by the ‘%’ @ o X ﬁ
icons seen at the bottom of the 3D window.

o With this icon you can open the 2D dialog of the selected object. You can also
open this dialog simply by double clicking on an object. Within this dialog parameter
values of the object can be overwritten. This can also be done in the case of
selecting a group of objects together.

. Gﬁ% d 0.00 o' | 0.00 dZ 000 o {0.00 [i 10.00 o | 0.00 o v

Click on the arrow cross and move the selected object by entering numerically the
scale of shifiting. Click on the small green pipe to the right to apply the entered values.
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3D View (1)

B O%s 4 @ b ll @O

- EX

e Rotation:

@

icon you can enter the scale of rotation numerically.

After clicking on the

® 3D View (1)

& dxjoon  |dvjoo [ozpo  [ajom (koo [dom | L X
sablon.s01 | 170,12 75.09  40.05 dH=0.00 | 0.0°, 0.0°,0.0°
@ ool Bl | (oo v X

Be0 SEHE - B= ookl ls@sg
B SO%hg I @ b i WO
o 1 S 4
Paid) 1 ]:__j
gz‘-’"_ o - - e
'\“L‘— — e e B "
IIIIII.III ,'? \'\ E'IIIIII
e 3
- — e SR ————;\i/
@) «lor | plor | oo v X
sablon.s01 | 17012 » 75.09 « 40.05 dH=0.00 | 0.0°, 0.0°, 0.0°

- BX

e Size:
Changing the size of objects.
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3D View (1)
tPpd D H- RS -onde F-F
ﬁmo SEE B= o ook ﬂﬁ
B O8%eS I @ b I« O

5 }|17012 | v (7508 | Z|4006 X
zablon_s01 | 17012 x 75.09 » 40.06 dH=0.00 | -10.0%, 0.0°, 0.0°

J = e .
e A ok
V4 5 e
o ¥ o
47 — _—

.{_‘_ BER [T n—rm T._ _________ | F
.l"n, .-'rl
.'III" .\ Ifllll
A i g Sooes = e ___-:‘."f

g x[iotz [ wlmoe [ z[es | g o X
sablon.sD1 | 17012 75.09 % 40,06 dH=0.00 | 0.0°, 0.0°, 0.0°

1144

Define/modify the size of objects by entering values into the fields X, Y, Z.
v Apply the data you entered.
x Remove the selected object.

¥> ™ Undo/Redo

Using the mouse to modify objects

Move the mouse over an object and left click to move it (hold the mouse button down to drag
it along). You can move around objects freely, or along the axes of the coordinate system if

you click on the I:, icon. Holding down Shift (X, Y axis) or Ctrl (Z axis) has the same effect.
You can see the properties of the selected object and how much you moved it (etc) in the
info-line at the bottom of the screen.

HPDH X #

d [43.00; -9.00; 0.00)/dL 43.33cm] | sablon.s01 | 17012« 75.09 = 40.06 dH=0.00 | -10.0°, 0.0°, 0.0°

If you move the element the scale of shift can be see (along the X, Y and Z axes), whereas if
you rotate it, the degree of rotation.

HPDiH X #

d(-40.0" ] | sablon.s01 | 17012 % 7509 » 40,08 gH=0.00 | -381.0°, 0.0°, 0.0°

If you move the mouse along the selection frame the HER I icons may appear. Click on
these and move the selected corner of the object to resize it.

*?:’ Keep ratio: switch this option on and manual resizing will be done by keeping the
proportions of obejcts unchanged.
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Rotating objects manually

Rotation: the rotation axis is the axis of the object. Rotate the object by moving the
cursor to an edge of the object, press down the left button of the mouse and moving
it in the desired direction.

- for example, the vertical edge makes it possible to rotate the object along the Z
axis, that is in the X-Y plane. In this case the axis of rotation is the Z axis inserted into
the big axis point.

Animation

Two kinds of animation are possible in 3DEyewitness: static camera and dynamic
camera animation.

Static camera animation
Dynamic camera animation

Creating animations

Creating animation models of traffic accidents and crime scenes is easy with 3D
EyeWitness. First, enter the relevant information about the event: the individuals
involved, vehicles, speed and direction of movement, etc. From this data 3D
EyeWitness creates an animation, which can be viewed from a variety of perspectives.
The camera may either be static or move along a path you specify. Set the camera
inside a car, for instance, to gain new insight on a traffic accident. Who could see the
accident unfold and to what extent? 3D EyeWitness offers you the tools to investigate
these questions and more. Try it once and you'll agree - 3D EyeWitness is an
indispensable tool for today's emergency management and law enforcement
professionals.

The objects to be used in the animation can be taken from the symbol library. These
symbols (cars, people, weapons, etc.) may be resized, given colors and patterns, and
otherwise modified. It is also possible to animate these symbols moving along a path.
To do so, the path must be determined on the floor plan. The following example
illustrates the steps needed to set a path for an animated symbol.

1. Choose a symbol from the library
2. Specify the dimensions of the object (x-size, y-size, z-size), its position

(Vert.shift.) and color (using the ﬁ icon). The symbol may be rotated using the
rotation icon, or the + and — keys. The angle of rotation applied appears at the
bottom right of the screen. The default value is 45, but by clicking on the [45] this
value may be modified. The symbol is placed on the plan by left clicking on the
mouse.

3. Rotating in space: The symbol may be rotated not only on the 2D plan, but also in
3D space. To do this, first select the symbol and then select the 3D rotation menu
from the right-click menu. From here it is possible to specify the angle of the
symbol’s rotation. The Axis z value describes the symbol’'s degree of rotation along
the z-axis. The Axis x value describes the rotation around the x-axis.

4. Click on the ﬁ icon. The motion of the object is set by first clicking on the
symbol, then drawing lines using the same technique used to draw other types of
lines. The object’s path is drawn on the 2D plan. In this dialogue box the symbol’s
movement along the path may be defined in more detail. To view this dialogue,
select the path, then double click to open the Symbol Route Settings dialogue box.
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Symbol route settings (sablon.s01)
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5. In the first window of the dialogue box the following information may be viewed and
altered:

X,Y,Z: In the position field the path data is specified. Here the dialogue takes
the X and Y values from the symbol’s position on the plan. The path’s elevation
or slope can be specified as the Z value. By selecting the Average function, the
program will automatically calculate a Z value from the given X and Y values.

In the Axis x, Axisy, Axis z fields the symbol’'s angles during movement
may be specified. If you wish the symbol to alter its angular values in order to
follow the direction of the path, select the Use Route direction parameter. The
sliding control can be used to specify when the object begins to turn in order to
follow a change in path direction. If this is set to minimum, then the object
begins to turn in the direction of a new segment already at the beginning of the
previous segment. If this control is set to maximum, then the object will change
orientation only at the intersection point of the two line segments. If the Use
Direction parameter is switched off, then the changes in the symbol's angular
orientation may be written in individually. Here too automatic calculations may
be requested by switching on the Average function.

Speed: The symbol's speed may be set for each path segment. The Average
option will calculate an average speed if given starting and ending speed
values.

Waiting time: The symbol may be made to stop for a defined time at segment
end points. Also one may specify whether the symbol is to be visible before or
after these delays.

Time: In the duration field specify the amount of time needed for each path
segment. In the case of multiple animated symbols this function is very useful
in a determining the delay values for each.

Mirroring interval: It is possible to reflect a symbol about its own axis at with a
given frequency. This is the easiest way in which to, for example, depict a
walking figure.

2. Path: The path may be designated as visible or invisible. If visible, the color may
also be specified.

3. Arrow: Directional arrows may be placed for each path segment. The size, color,
and placement of these arrows may be specified in the dialogue box.

11.5.2 Static camera animation

To generate an animation planned on a 2D drawing, first open the 3D mode by

clicking the M icon. The point of view for the animation can then be adjusted on
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the 3D image by rotating and moving the 3D image
generate the animation.

ngjd‘gﬁ g ﬂjgmséﬂwmdnw@@;f N OIS QT @ QX e mln] o i
N
= ¥ S |
\ &) 1>
\ ¥y \
‘ 1
] L}x&:{ 3 /
@ \7‘#_//
= -
o
= U
~ /

100 ! ﬂj/ij § | = v ﬂ & [5971 148" &[2083787 L[32819 4:[B32-45/16"  ["] [45.007]
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. Clicking the
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icon will

We run the animation by clicking the b icon. Here we can check that the data and
motion path have been set correctly. If the event runs correctly, then we click the

= to generate the final film.

In the Settings dialogue box the following parameters can be modified:

# Options

Frames per zec. JEEI j

Feszolution 552 » 456 Pixels Set...

v Accelerated generation [if pozsible]

[ Delete temporary file [uncompressed AV

x Cancel |
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11.5.3

e The number of frames per second. A suitably high number of frames per second
ensures that the animation appears continuous, not jumpy.

e The size of the image. (Resolution: pixels) The size of the image can also be
altered by changing the size of the 3D window.

e 3D parameters.
e Accelerated generation of the animation [where possible].
e Deletion of temporary files.

In the Film Compression Settings dialogue the following parameters can be
modified:

e Movie type: AVI/ FLV, SWF or MOV.
e Compressed AVI

e For Flash videos: FLV (self-supporting like AVI, but requires an FLV player) or
SWEF (direct to the web, can be played without a player). The quality (in kbit/s) can
also be set.

e For Quick Time MQV, the quality (in kbit/s) can be specified.
See:
Program Files/DesignSoft/3D EyeWitness v9/PROJECT / motoristl.avi, light.avi
and
Document and Settings / .... / PROJECT / MOTORORISTS.MYH

Dynamic camera animation

To create an animation with a dynamic camera, first cameras are placed on the 2D
floorplan along the intended path. If we wish the camera to travel along the path of a
road for instance, we may place the first camera inside the car and then give it a
speed equal to the car’s. In this way the animation will record action as it appears
from the moving car.

In the Create Movie / Options dialogue we may set Animation Playback. Without
this feature the camera moves along the path, without moving the specified symbols.
Here the screen size may be set (Resolution: Width, Height).

See:
Program Files/DesignSoft/3D EyeWitness v9/PROJECT / motorist2.avi and
Document and Settings / .... / PROJECT / MOTORORISTS.MYH

DesignSoft



3D representation 197

Create Movie Paramteres

i PFicture
i ire Frame
" Hidden
+ Painted
" Raptrace
7 QuickTime

x]

Ok

~File Hame

Ianmatinn movie]

Camera routes:

] Carmera routed

Cancel

Help

Options FX]

Fesalution
Width a64 Fixelz
Height 572 Fizelz

v Eeep aspect ratio

Mumber of frames per zec. 124
13':'"5 34 o zEn

Camera speed

Total no.of frames B3
b i duration 28=

[~ Delete temparary file [uncompressed A4
v Animation Playback

Fendering optionz

L'_‘? Sur sethings
|- -]

v |

Cancel i

By modifying the number of frames per second and the camera speed settings
we can synchronize the camera movement with the events in the animation. The
number of frames in the film and its length, Movie duration in seconds, is also
visible. Here the movie type must be specified, as described above in the case of
static camera animation.

Note: Switch off Show this dialog automatically parameter in Raytrace mode.
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11.6 AVATAR

System requirements

Minimum
Windows XP SP2, Windows Vista, Windows 7 or newer
Microsoft .Net 3.5 or newer
DirectX 9.0c 2010 June
OpenGL
vcredist
+ 500 MB RAM to the Avatar module
video card: ShaderModel 2.0 support
processor: 2 GHz or better

11.6.1 How to start the AVATAR

In 3D Eye Witness 2D editor: in the menubar click the Avatar icon.
£ & b &2
In 3D Eye Witness 3D editor: in the menubar click the Avatar icon.
w b ke

In 3D Eye Witness 2D editor: in the main menu click the 3D menu item, and in the
submenu click the Avatar play item.

15 Tools Window Help

@ External View

% Internal Yiew

o N
Iﬁ PlayMuovie

K Place Camera

F
N

l'ET Place QT camera

I(i Place QT gate

Eﬁ Create Movie...

30 Parameters...

You can start 3D Eye Witness Avatar directly: open My Computer and navigate to
the directory where you installed 3D Eye Witness. Navigate to the sub directory
Vision, then exe, then Release and start VisionEditorClassic.exe.

['] If you start Avatar directly it won't load any scene automatically, but you can load a
previously saved scene by clicking File main menu then Load sub menu item. If you
start Avatar from the 3D or 2D editor it will automatically load the scene presented in
the 2D / 3D editor.
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11.6.2 Camera handling

Basic camera handling methods:
Left click in the scene: it will select the object under the mouse — or if there's no
object under the mouse it will deselect the previously selected object.
Hold pressed the left mouse button + move the mouse: it will rotate the camera
around the selected object (or around the center of the scene if no object selected).
Mouse scroll or hold pressed the right button of the mouse + move the mouse
up/down: it will move the camera forward/backward.
Hold pressed the middle mouse button or hold pressed the left and right mouse
buttons + move the mouse: it will move the camera in the direction you move the
mouse (left, right, up, down).

['] The rotation will be preformed around the selected object or around the scene's
center if there's no object selected.

['] If you attach the camera to an object the rotation will be performed relative to the
object until you detach the camera.

11.6.3 Settings

Click Options in the main menu then Settings sub menu item.

['] Settings will be saved automatically when you change a setting.

['] Many settings can be changed only when a scene is already loaded.

With the tabs in the Settings scene you can change categories of the settings.

The settings, by tabs:

General
Scene debugger: if you turn it on it will present some visual debugging in the
scene (will visually show the positions of the objects and their directions).
Show debug overlay: presents some technical information about the scene, in the
scene. Information: triangle count of the scene, etc.
Y synchronization time: avatar up/down synchronization time (in seconds). The
default will be fine mostly, if you want a more precise up/down synchronization
decrement the setting.
Application Path: the location of the program / application in the hard drive.
Project Path: the location of the project directory in the hard drive.
User Path: the location of the User directory in the hard drive.

Graphics
Object fill mode: defines how the objects will be filled. Options: Fill (default, totally
filled), Point (only the points of the objects will be drawn), Wire (only the triangles
build up the object will be drawn).
Preferred renderer: OpenGL or DirectX. You can set the preferred renderer
(almost every time the renderer will be used, except when some error happens),
which will manage the drawings of the scene. OpenGL is the default, in most
PCs it looks better, but sometimes it has compatibility problems which case you

DesignSoft



200 3D EyeWitness

can switch to DirectX.
['] DirectX option is only available if you installed DirectX.
User settings

Help message about recording: if you turn it on will present a help message when
you start a recording.

Warning at close: if you turn it on it will warn you at close / exit whether you
totally sure about or want to save the scene before.

11.6.4 Attaching camera to an object

Attach

Select (left click with the mouse) an object in the scene (it will indicate you selected
it), then click main menu item Camera and click Attach to object menu item in the
submenu.

Camera | Opticns

To start position
| Attach ohject ||
Detach object

['] The camera stays attached to the object until you detaches it.
Detach
Click Camera main menu item then click Detach from object sub menu item.

Camera | Opticns

To start position

Attach ohject
Detach chject

11.6.5 Video Recording

To start a recording session click the Record button (in the bottom of the window).

['] The recording will stop when you click the Record button again after you started a
recording session (the button's text will change to Stop if you started a recording
session). This way you can move the camera, select objects, etc. even after the
scene animation is ended and these will be also recorded.

When you click the Record button it will present a recording settings window in which

you can set some parameters to the recording:
Frames per seconds: this will specify how many frames (pictures or snapshots) will
be taken in one second. If you set it higher it will take more snapshots and the
video will be smoother but it will take more time to record and convert the taken
snhapshots to a video. Additionally: most of the people can see only 25-30 frames
per seconds so set this setting higher than 25 or 30 frames per seconds won't
affect the video's smoothness for most of the people.
Priority: options are speed and quality. Speed is the default. This case the program
tries to take the snapshots as fast as it can. If you set quality as priority then the
program will try to make a snapshot as detailed as it can. Speed is preferred
because it's quality is also sufficient in most of the cases (the video conversion will
degrade the image quality anyway) and it's much faster than the quality setting.
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11.7

To accept the settings click the OK button. If you click the Cancel button the
recording won't start.

After you clicked OK in the recording settings window it will optionally (you can turn it
off in the settings or by uncheck the checkbox in the warning window) show a warning
window about the recording won't stop until you press the Record button again (if you
start a recording session the button's text will change to Stop).

To stop the recording click the Record button again (if you start a recording session
the button's text will change to Stop). After you clicked the button it will show a video
settings window in which you can set the final video's (which will be stored on your
hard drive) settings, for example the format of the video (AVI — which means .avi file,
Flash video — which means .flv file, ...), the quality of the conversion (kBit/s — which
means kilo bits per seconds) and some other options.

After you set these settings click OK to start the video conversion and to save the
final video to your hard drive (the exact location will be asked when you click the OK
button).

After the conversion you can freely copy, move or delete the video file.

Icons and commands of the 3D window

Upper row icons in the 3D window

The following icons always appear in the upper row: & ﬁ @ L= T ==

These are:

& Rotate,
ﬁﬁ Handy cam,

@ Camera settings,

v

== | ight settings,

" Default/Last setting,

Options,

Show/Hide toolbars
Click on the icon to open the 3D settings window.

Click on the  icon to return the default (or latest) icon settings.
In addition, the icon row may be customized. To do this, right click on the icon row or

==
left click on the icon and choose from the icon list. A check mark next to an item
indicates that it is active.
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Mavigation
v Wiew actions
v Projection mode
v Rendering mode
v Background
v Save and prink
w Exit
v Help

11.7.1 Navigation

Navigation: Use these icons to move around the project, rotate the cameras, zoom
in or out on the building, etc.

Note: You may also move the image using the mouse, by holding down the left
button and dragging.

‘ﬁ‘Rotatetheproiect e g % & %'{%'%—5@)\

GF Rotate 90 degrees counterclockwise

o & Rotate counterclockwise, =’ Rotate clockwise Alternatively, rotate the
project by holding down the left mouse button and moving the cursor in the desired
direction.

S¥ Rotate by 90 degrees clockwise
T Rotate up, & Rotate down This may be done using the mouse as well.

tep forward, tep back Use these functions to zoom in/out on your
& S f d $ S back U h f [ in/

project. This may also be done using the scroll wheel of the mouse, or by moving the
mouse forward/back while holding down the right button.

£5

Restore previouse view (BkSp)

& Handy C mode

LE AL S Sl H-H-&Q

In Handy Cam mode you can move the camera as displayed on the icons. The
camera can also be moved left/right or up/down by holding down the left button. Push
the camera forward/back by holding down the right button and moving the mouse, or
using the scroll wheel.

11.7.2 Reorientation

5
Latest: Returns the project to its latest orientation.
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-8 -85 BH-ER F- (B (s D

P &% Zoom to selection Bl

£ Front view £ Front view & LEVEL-O r
&G Right view &R Right vigmw 8 Floars

el | oft vicwy o | eft view

% Back view ¥ Back view X Delets Al

T Top view T Top view 4 Help

11.7.3 Projection mode

Choose one of four projection modes for your building. Perspective / Front view:
Cannot be used in Handy cam mode.

Axonometric: Only in wireframe mode.
Isometric: Only in wireframe mode.
Projection modes unavailable in the current mode appear in grey.

11.7.4 Rendering mode, Wireframe Drawing

- F o g
1 OpenGL
v Directx

3D Drawing mode:

‘ﬁ Wireframe: OpenGL/Software When the 3D image is displayed in wireframe
mode the planes defined by the building elements are simply defined by lines. The

planes and lines are transparent. Alter this last characteristic by clicking on the ﬂ or

ﬁ icons. If the building is displayed in the painted format, then it retains this feature
even when rotated. The wireframe picture may be rotated as well.

ﬂHidden line: Lines which would not be visible in reality (because they are
covered by others) are hidden. Transferring from wireframe to this mode may take
some time depending on the complexity of the project. Send the hidden lines drawing

Eu
to the graphical window by clicking the > icon.

f Painted: Click on this icon to switch to the painted image of your project. The
rendering of the painted image may be accelerated by using an OpenGL system and
corresponding visual card. The building is depicted in full color even when moved or
rotated.

o Ray trace: Use this feature to create a photo realistic image of the plan. This is
more time consuming than generating painted or wireframe pictures due to the

addition of shadows, reflections, transparencies, etc.

11.7.5 Backgrounds

Set 3D backgrounds using photographs as backgrounds

3D backgrounds can be set as a single color, or made from BMP, JPG, EMF, WMF
files.
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" Select a single color or sky for the background from the color palette.

Be o sgl

3 Colour |

mm Sky 1
mm Sky 2
mm Sky 3
| BT
| ETE
Sky &
Sky 7
Sky &
| BT

| R
m Opens a browsing window from which to select and load files for backgrounds

Note: Put your project into a realistic environment by loading photographs as
backgrounds. Move the building relative to the background to the desired location.

i

11.7.6 Editing

Delete background Removes the current background.

2D-3D parallel editing makes it possible to edit your project in one window while
following changes in the other as well. In this mode changes done to your plan in the
2D window automatically appear in the 3D window and vice versa. It is thus possible
to make changes to your plan in 3D mode as well. Tthe following icons are there to
help you do this:

o oo A G W
11.7.7 3D Level Manager

You may turn on/off the visibility of the individual levels within 3D mode, without
having to return to 2D mode. The following menu appears by right-clicking:
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11.7.8

B Options
o Toolbar visible
& 30 windows always on fop
B save image
Set image resalution. ..
B8 Camera settings

% Storeys *|§|@Iﬂ@ lﬁ'fﬂ‘
& all Fd [

w0 LEYEL-O 3 «..» Hide
@ Show anly this

& Change color ftexture B Floors...
i X Delete all X Delete
b4 Help g

Click on Storeys to turn off/on the visibility of particular levels.

s
With the icon you may open the roll-down list of levels, where you may also turn
off/on their visibility.

Changing colors/textures in the 3D window

It is possible to change colors or textures on the 3D painted image without returning to

#

2D mode. In the 3D window you may switch into selection mode by the <= icon.
Textures can then be selected simply by clicking on them. Alternatively, you may
select textures by moving the mouse above, right-click and select Change
color/texture. The software automatically identifies the texture and locates it in the
relevant group of textures, thereby facilitating the choice of the new texture to be
inserted. However, you may access another group of textures and select a different
one to be inserted. After clicking OK, the software automatically replaces all items of
the selected texture.
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11.7.9

— i
PP bEZ-(epdP F-F L ' B  eefrorw
Be0 SEE @@= FL B85 I ]
B bl «O

Name |

Widh[33380 |
Heioht (33 3/8"

Optiong
Save image
Set image resolution. ..

- ree
- B9 g g

®3D View (1) A ll@

s g
photos3.ph_f10 - 2 | 13-5 144" 610 /16"«

You may save the textures used in a particular plan as a group of textures to be used

0" | 367.0°,0.0°,0.0°

later on with the ﬁ icon.

These saved groups of textures can then be loaded by clicking on the small arrow next
to the icon and selecting the given group. When loading one of these groups, you may
choose to add them to the textures and colors already present in the ongoing project.
This can be done by clicking on Yes, when the question Continue from current
surface changes (yes)\or apply changes from the default state (no)? comes up.

Note: When selecting the surface/texture to be replaced or modified, note that in the
yellow-colored information bar at the bottom of the screen you can see which item will
be selected (if right-clicking).

Light sources and lamps in 3D

If you have light sources installed in your project, you may switch them off/on, modify
their brightness or color (of the light). You may apply the adjusted values to all light
sources or only to the one that you selected. You may enter the data in the dilaogue
seen below

When you move the mouse above a lamp in the 3D window, a small lamp-shaped icon
appears. Right-click and select Light source properties in the upcoming menu. You
may set the parameters of the light source in the dialogue that appears.
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Light source properties... R
[tem: lamp.lampab

Light count; 1

Current light !:| [ & Set this for al J
EEl Options

i.-'-‘-.u:tive Mes

ILamp hipe Fluorezcent [‘v'-.-".att] E
Brightness =

| Colour 191191191

& Apply ||¢ k. || x Cancel || EHelp |

11.7.10 Export to Google Earth

207

To use this option it is necessary to have Google Earth installed on your computer.

With the @ icon it is possible to save the 3D building as a Google Earth-readable
KMZ file, and you may also locate the bulding at its prospective position. In order to do
so, it is necessary to define the latitude/longitude of the building’s prospective location.

You may do this by first going to Google Earth, identify the location hd and then

copy/paste the latitude/longitude values into myHouse. You should also

specify North angle and Altitude. Enter your personal data into Name, Author name

etc.

KMZOptions X
Flace :Eudapest W I
e (725550 o v

!.'; ST .._::.iE::.._::I \_\
Longitude | 19°226730" [ Ea » |
R = .._I h J

Horthfingle :3I§EIEI°

|
........ — |
Alkituide {-20 | U %

Maodel

M arne | |
AuthorM ame | |
Authorafebzite  hittp:// | |

0K

| X Cancel || EdHep |
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11.7.11 Save and print

= Save: Save the 3D image as a BMP, JPG, WRL, WRZ file.

JPEG images [*.jpg]

E ez [
20 DF [ dwf]
30 DRF (% dwf]

WRML ¢ WRL scenes [ wil]

Zipped VRML archive [*.zip]
GuickTime files [ mov]

Google Earth KME files [* kmz]
YRRML / WHE [compressed] scenes ["wrz]

* BMP, JPG file: Save the project simply as the image seen in the window .

*WRL, *WRZ file: Patterns, lighting adjustments, photo symbols, etc. are also
saved. The file can be opened with Windows Explorer, downloadable from the

Internet.

*.DXF: 2D or 3D export to DXF file
* KMZ: Google Earth KMZ file

B
= Transfer wireframe images to the graphic window: The wireframe image is
sent to the graphical editor, where it may be further edited. This can only be done in

wireframe mode.

=]

Print image...

Orientation ) Partrait
(%) Landscape

Margin |1.00 i i

FPaper size |.-’-'-.4 [21.00cm » 29,7 0cm] LY |

Setup printer

| @F‘rint image ||x Cancel l
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Print: Print out the images as seen in the 3D window. It is advisable to first save the
painted image as a file. Then load it to a drawing sheet or graphical editor and print
from there.

Note: When printing directly from the 3D window it is not possible to edit the
proportions of the image. To do this, transfer the 3D (wireframe) image to the
graphical editor.

Then print out the proportionally adjusted picture directly from the graphical editor,
or by transferring it to a drawing sheet and printing it from there.

11.7.12 Exit

Exit the 3D window and return to 2D mode. The 3D window remains open in the
background and is refreshed to reflect the changes made in the 2D editing window.

11.7.13 Help
Opens the help files.
11.8 Setting 3D parameters in the 3D window

Open the 3D settings dialog box in the 3D window by clicking the icon. Adjust
the parameters differently for each 3D window.
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11.8.1 General parameters

E—: Options
wiref[ame iDpanlej _ .\;k;"iref.rame [.s_n_:.uftware.] I I:Iidélen.line _ H_a_l,ltrau:ing
General Sun settirj_g__s I E_IpenGL filled |

(Max Ma. of Windaows B &

ENEW witidows: automatically ovensnites the last [when Ask E .

| 30 windowes alvaws on top Mo

Ficture rezolution EOE

|Picture resolution 'y 372

;Mn:n\-'e distance 333

ETurn angle a0

;M::uuse move speed 100.0%

éMl:n.mﬁe turn speed 100,05

kouge wheel speed 100.0%

EHeversed moLze camera turn Mo

Surfaces’ ranzparency level 100.0%

EFiIter conkour lines es

EFiIter contour on zumbols [can be slow) e

|Mawx. angle of contaur filkering 10.0°

EFiIter anly symbolz' countaur far ling drawings 'es

| Srrnoth rendering [Eli:nenGL and Héytran::e] Y'es

Smooth rendering threshold 18.0°

§Smu:u:|thing threzhiold far symbalz 0.0

éI:u:-ntinu-:uus texturing ez

;Enntinunus testuring on symbolz e

;Ma:-:imal texture zize in pixels [restart needed) 1024

?Warn ot low rermarny es 2l
E Apply ’q./ K. “ x Cancel ” ? Help ”Dl
[ Load ” Save az ] v|

Maximum number of windows: Sets the maximum number of open 3D windows.
Until this limit is reached it is possible to open new 3D windows. Once the limit is
reached, if new 3D windows are requested either the existing windows will be
refreshed or no change will result, depending on your settings (see below).

New window automatically overwrites the last when maximum reached:
Always / Never / Ask: Set the default for cases in which the window limit has been
reached and a new 3D window is requested. If Always is selected, then the most
recently opened 3D window is refreshed to reflect the latest configuration on the floor
plan. If Never is selected, the window is not refreshed and no new 3D window is
created. If Ask is selected, you are prompted each time this occurs.

3D windows always on top: 3D windows will always appear on top of 2D windows,
even when returning to the floor plan editor.

Move distance: Set the magnitude of a single step when moving with the icons or
the mouse.

Turn angle: Set the magnitude (in degrees) of a single step when rotating the
project.
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Mouse move speed: Set the mouse's speed when navigating within the project.
Mouse turn speed: Set the speed of rotation.

Rotation with the mouse: Set whether the building is to be rotated in the direction
of mouse movement, or in the opposite direction. (Only in handy cam mode.)
Transparency level of surfaces (0-200%): Adjust the transparency of surfaces.
100% is the default value.

Filter contour lines : Yes/No Arched walls and other arched elements are displayed
in 3D mode as a series of planes along an arc. This feature determines whether the
contour lines of these planes are displayed.

Filter contours on symbols: Yes/No. Contour lines (see above) may be switched
on/off on symbols as well. The visualization is accelerated if contour lines are not
displayed.

Max. angle of contour filtering (1-60): Set a threshold for angles between the
planes of an arc (see above) under which the contour lines may be removed.

Filter contours of symbols only (on line drawings): Yes/No.

Low memory warning: Yes/No. A warning will appear if your system's memory is
overburdened by a project and a virtual memory is required. If you receive such a
warning, it is advised to close down all other applications. Optimal memory size:
1GByte.

11.8.2 OpenGL painted mode

e Options

‘wireframe tDpenGLi Wireframe tgpftwarej _ I:Iidélenzline_ i Ha_l,l_t_rau:ing
| General | Sun settings | OpenGL filed
.I-E.F:neral . 1

Sun zettings
{ Bl OpenGL hlled mode

{ Contour lines drawn e

;En:-ntn:nur drawn on symbaols Y'es

| Colar of contour lines m
iThickness of contaur lines 1.50

Light source magnification 10005

|Fine lighting [zplit polygons when lamps exist] e

| Srroth rendenng enabled [may be zlower) ez

EFine lighting finezt grid zize 26"
éDpenGL hear clip distance J15ME"
OpenGL far clip distance 164045 1/16"
;Llse "dizplay liztz" [uncheck for troubleshoating] e

;Llse OpenGL hardware acceleration ez

Wireframe [OpenGL]
| B Wiueframe [zoftware]
'E Hidden Line Mode

. Raytracing | | |
I& Apply “J Ok ” X Cancel ” ? Help ” Dl
[ Load ][ Save az I V :
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Contour lines drawn: Yes/No. Switch contour lines of planes on/off. (See previous
chapter)

Contour drawn on symbols: Yes/No. Contour lines on symbols can be switched
on/off.

Color of contour lines: Select the color of contour lines from the color palette.

Thickness of contour lines (1-10): Set width of contour lines.

Light source magnification (0.01-100%): Set the strength of light sources. This is
done on a relative scale, starting from the default value.

Fine lighting (split polygons with lamps): Yes/No.

Smooth rendering enables (may be slower): Yes/No.

Fine lighting finest gride size (10-500): Planes are divided into fine-grained grids
when this feature is switched on. Within one grid unit one shade is used. The grid unit
size may be set here.

OpenGL near clip distance (cm/inch): Set a minimal distance between planes
under which the planes are not visualized.

OpenGL far clip distance (cm/inch): Set a maximum distance between planes
above which the planes are not visualized.

Use OpenGL hardware acceleration: Yes/No. Set whether program uses
hardware acceleration to run OpenGL.

Note: The value of the last two parameters and their proportion to each other
influence the 3D image. If the pattern of overlapping planes show through, or if a
given plane's pattern appears in dots on another plane, these problems may be
corrected by modifying the Open GL near/far clip distance values. The sensitivity of
these features also depend on the Open GL card.

Hardware acceleration OpenGL: Yes/No. Accelerate visualization with a 3D
accelerator card. If the card installed in your system is not compatible with the
program, switch off this feature.
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11.8.3 Wireframe (OpenGL) parameters

E}ﬂptiuns

Wireframe iDpenGLi Wireframe is_-_:uftwarej _ Hidaen:line_ [ Ha_l,l_t_racing
| General | Sun seftings | OpenGL filed
.I-E.Eneral . '

Sun zettings
{E OpenGL filled mode
El Wireframe [OpeniGL]

| Colar lines Tes

;Llse surface linestyles e

Hifed Eightness 1000

|Line thickness 1.50
;DpenGL near clip distance 31516"
OpenGL far clip distance 16405 1/16"
;Llse "dizplay liztz" [uncheck far troubleshoating) Y'es

;Llse OpenGEL hardware acceleration 'es

Wireframe [zoftware]
'E Hidden Line Mode
{ B Raptracing

N Apply |w/ ok, “x Cancel || ? Help HD‘

[ Load H Save as ] ¥

Colored lines: The lines in the wireframe model may be set to the same color as the
planes.

Use surface line styles: Planes appear in the color set in 2D floor plan editing.
Lines brightness (0-150%): A contrast parameter may also be assigned to the
(already specified) color of lines, thereby making them appear brighter or darker.
Values closer to zero appear nearly black.

Line thickness: Set the thickness of lines.

OpenGL near clip distance (cm): Set a minimal distance between planes under
which the planes are not visualized.

OpenGL far clip distance (cm): Set a maximum distance between planes above
which the planes are not visualized

Note: The value of the last two parameters and their proportion to each other
influence the 3D image. If the pattern of overlapping planes show through, or if a
given plane's pattern appears in dots on another plane, these faults may be
corrected by modifying the Open GL near/far clip distance values. The sensitivity of
these features also depend on the Open GL card.

Hardware acceleration of OpenGL: Yes/No. Visualization may be accelerated with
a 3D accelerator card. If the card installed in your system is not compatible with the
program, switch off this feature.
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11.8.4 Wireframe (software) parameters

En' Options |

.‘-a.';fi.ref:r.ql.'né [DpenGL] .\;@;"i.ref:.ramé [.gnlz.u.f-tware.] Hlddenlme Hg_l,l_t_r_;acing |
General _ Sun zettings i OpenGL filed |

| General

| E Sun settings

| OpeniGL flled mode
Wireframe [OpenGL]

| B Wirelrame [zoftware]

Colour lines e
|Use surface linestyles Mo
|Lines' brightness 100.0%

. Hidden Line Mode
Raytracing

& Apply |\/ k. ||x Cancel || ?Help ||!,:J

[ Load “ Save az ]I v |

Colored lines: The lines in the wireframe model can be set to the same color as the
planes.

Use surface line styles: Planes appear in the color set in 2D or 3D editing modes.
Lines brightness (0-150%): A contrast parameter may also be assigned to the
(already specified) color of lines, thereby making them appear brighter or darker.
Values closer to zero appear nearly black.

11.8.5 Hidden lines mode

| :n' Options EE]EJ

Feneral ] Sun zettings ] OpeniGL filled ]
wiraframa [OpenGL] ] Wiraframe [software]  Hidden'ling ] R aytracing ]

General

Sun settings
OpenGL filled mode
Wireframe [OpenGl]
Wieframe [software]
E Hidden Line Mode

Colaur lines ez
Ize surface linestyles Mo
Lines' brightness 100.0%

Raytracing

& Apply V’ k. ‘x Cancel | ?Help |D

Load | Save az “ LJ .

Colored lines: The lines in the wireframe model can be set to the same color as the
planes.
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Use surface line styles: Planes appear in the color set in 2D floor plan editing.
Lines brightness (0-150%): A contrast parameter may also be assigned to the
(already specified) color of lines, thereby making them appear brighter or darker.
Values closer to zero appear nearly black.

11.8.6 Sunlight settings

E}ﬂptiuns

Wireframe iljpenlej . Wireframe [.slnlz.uftware.] I Hidaen:line_ i H-,a_l,l_t_r;acing
| General Sun seftings | OpenL filed
& General =]

El Sun zettings

?Sun's haorizontal angle 15.0°

ESun's vertical angle 45.0°

;Sun turnzs with the camera Mo

ESun light calar 256,255,250
;Sun ambient light bightness 8.0%

iSun's diffuse light level TA.0%

& DpenGL filled mode

Wireframe [OpenGL] -

& Apply |¢' k. ||x Cancel || ?Help ||Q|

[ Load “ Save az I |

Sun's horizontal angle (0-360): Horizontal angle of the Sun relative to the building.
Sun's vertical angle (0-90): Vertical angle (height ) of the Sun relative to the
building.

Sun turns with the camera: Yes/No. The Sun's position is fixed relative to the
building. Thus, the lighting of the building may be seen from any position by placing a
camera in the desired location.

Sunlight color: Set the color of the sunlight.

Sunlight brightness (0-100%): Set the sun's brightness, creating effects ranging
from a sunburst to twilight.

Sunlight contrast (0-100%): Higher contrast makes the planes of similar colors
more distinguishable and shadows stronger.
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11.8.7 Editing options

_OX
| Direct filled || Direct ‘wWireframe | ‘Wireframe [software] | Hidden Iir'!nj:__;___lfﬁ_._ay_trfacing

General i Sun seftings |r Editing i OpenGL filed | OpenGL Wisframe j

General

Sun settings

E Editing

Save zuface changes to the plan gk |E|
Range of snapping to dots [in pisels] 4

Fange of shapping ko linesz [in pixelz] 4

Large editing units Mo

Move unit - small 1.00

kave unit - large 100.00

Rotation unit - srall 1.00

Raotation unit - large 4500

OpenGL filled mode
OpenGlL Wireframe
Direct® filled mode
Direct= Wireframe
Wireframe [zoftware]
Hidden Line Mode
Raytracing

|\| |% Apply ||q/ 0k, ||x Cancel || EHEHJ HQ

[ Load ][ Save as ” w |

Simple Editing options
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11.9

Directs filed | Directs Wireframe | ‘Wireframe [software] | Hidden line | Raptracing

General I Sun se.ttings_: Editing Iil.i:-enGLfilled I

| General

OpenGL wWireframe

A,
'@ Sun zettings E
| El Editing
| Coordinate system rotates with camera Mo
;Ennrdinate sugtem showr Y'es
;F'rcupcurticunal zcaling Mo
;Editing panel always vizible N
ESave surface changes to the plan Ak E
|Range of shapping to dots [in pisels)] 4
;Hange af napping to lines [in pikels) 4
;Elrthl:u made Na
?Large editing unitz Mo
;Mwe unit - gmall 1.00
?Mwe unit - large 100.00
EFh:utatiu:un unit - zmall 1.00
éFh:utatiu:un unit - large 45.00
& DpenGL filled mode
: OpeniGlL Wireframe
| E Direct filled mode
Directd wWireframe
| E Wireframe [software]
'@ Hidden Line Mode
| @ Ravtracing . 1 )
|‘\| X Apply |\/ k. Hx Caricel || EHEH:I ||D|
[ Load ][ Save as ]

LVl

Professional editing

Ray tracing parameters

Creating photo-realistic images

Create 3D images of photographic quality using Ray tracing. While the primary
advantage of ray tracing is the creation of realistic, high-quality images, it is memory-
and time-consuming. Generating images with ray-tracing takes much more time than
generating painted/wireframe images due to the meticulous arrangement of shadows,
reflections, transparencies, etc. However, the memory and time costs of ray tracing

may be decreased somewhat by modifying the image's resolution.

Using Ray Tracing

After loading the 3D image, position it using the mouse or icons, or by rotating the
camera. You may also set a background, then request ray tracing by opening the RAY

TRACING module.
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Set parameters for the ray traced image in the ray tracing menu by clicking on the

dialog opens by clicking on the

b

zf-\.

icon. Enter the image's dimensions, resolution

and type, then start generating the image. To further modifications the contrast,
shades and other properties of the finished image, right click on it and select Adjust

colors.

The images can be set as a BMP or JPG file if the quality of the image is appropriate.

Note: Create multiple versions of a single image by adjusting their colors.

Ray trace settings

E—: Options

wireframe [tlpenéLj . Wireframe [.slnlz.uftware.] I Hidaen:line_ i H.,ay_t_r;acing

| General Sun seftings OpenGL filled

EI-EE:neral. &

Sun zettings .

'@ OpenGL filled mode

Wireframe [OpenGl]

Wireframe [zoftware]

E Hidden Line Mode

E| Raytracing

ESmu:u:uthe image Mo

Smoothing lewvel 2

R ay intenzity threzhiold 10.0%

| Abient light 100.0%

Light zource magnification 100.0%

Wivid light= brightness 90.0%

EFu:ug and sun-ray effect [zlow] Mo

iFn:ng: Denszity 10.00

EFu:ug: Sun light multiplicatar 200

B ackground reflection Mo

él:ast ghadowsz on background Mo

%Hu:utate ghadow with background e

éEIDuds wizible ez

;Eluud reflection Ve

| Clouds only above horizon ez

;Eluud definition file C:\PROGRA&M FILES

|Sun visibleAreflected Mo

:Shnw options an start e

éEn:-nfirm aborting pending calculation 'es

;Ennfirm discarding unsaved image e w |
k Apply |q./ k. ” x Cancel ” ? Help ” Dl
[ Load ” Save az I Y 5

Set ray trace parameters in the 3D settings menu. These parameters should be

specified before beginning generation of the ray trace image.
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Smooth image: Yes/No: After the image is generated, the smoothing algorithm
corrects any remaining irregularities.

Smoothing level (1-10): Set the level of smoothness. A higher value results in a
finer picture, but is more time-demanding

Ray intensity threshold (0-100%): This option determines the quality of reflections,
transparencies and lighting properties. As a threshold value, it sets a level of intensity
below which no rays are displayed. The lower this threshold is set, the finer the image
quality, however the calculation also takes more time.

Ambient light (0-200%): Set the strength of ambient light. In reality all surfaces are
also light sources as well. As it would be impossible to model these complex optical
dynamics, the diffuse light sources are substituted by a general ambient light that
illuminates all surfaces, irrespective of their position. The default value (100%)
generally yields near-optimal results.

Light source amplification (10-200 %): Set the strength of light sources.

Strong lights brightness (10-200%): Set the contrast of the lighting of non-
illuminated surfaces. The default value can be reapplied by Undo.

Fog and sun effects: Yes/No.

Fog density (1-100): This option simulates the optical effect of a fog or dust
particles in the air. This phenomenon is observed, for example, when sunbeams are
seen in a dark, dusty room. A similar effect may be seen when the sun shines
through a gap between clouds. Distant objects in fog also appear grayer and dimmed.
These effects may appear with sunlight or with other light sources. It is easiest to find
the optimal value for fog density using trial-and-error. (The fog density value
corresponds to how many thousandths of a percent of the available light is absorbed
by the fog in one meter.) If the fog is too thick and the effect cannot be discerned, you
may raise the light strength (see below).

Fog, sunlight multiplier (1-50): It is especially practical to use the sunlight strength
multiplier when using fog effects. If the light beams cannot be seen in the fog, the
sunlight value may be raised. When using high sunlight values, it is advisable to also
set the Brightness and Gamma-correction values accordingly in the Adjust colors
dialog (see above).

Background settings

Three kinds of backgrounds may be used: empty, backgrounds loaded in 3D, and
background clouds. You may also set whether the background is reflected on
reflective surfaces.

Background reflection (Yes/No): The background is reflected on the relevant
surfaces.

Shadows on background (Yes/No): The shadow of the building is cast on the
background. At times the background may not appear because the shadow covers all
of the background.

Rotate shadows in background (Yes/No): The background can be set to rotate
together with the building when generating shadows.

Clouds visible (Yes/No): Clouds set in the scene are visible in the background.

Cloud reflection: Clouds are reflected on reflective surfaces when this option is
selected.

Cloud description files: Choose from the cloud-types included in the program.
Sun visible: Yes/No
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1191

Open Settings when beginning ray trace (Yes/No): The ray trace dialog may be
set to open automatically when starting the ray tracing process. You can set the size
and DPI properties of the RT image as well.

Ask for confirmation when aborting a pending calculation: Yes/No
Ask for confirmation when discarding an unsaved image: Yes/No

Starting Ray Tracing

.l

Beginning ray trace

The ray trace options dialog box is opened after clicking the icon above (if Show
options on start is switched on)

Raytracing - Options

[ Use curent rezolution
\afidth [Piel] | 864
Height (Fixel] |572

v Keep azpect ratio

Bkl

CPl rezalution i-_"'2 j

[ Make panoramic picture ﬂ

¥ Show this dialog autamatically

Rendering options i & 0K | X Cancel | ?|

Image size: Size in pixels. If Keep proportionality is switched on, then the two values
(height and width) are interrelated and mutually determined. The size of the image in
large part determines the time and memory demand of its generation.

Use current resolution: The size of the image is defined simply by the size of the
window.

Width (pixels): Width of the image in pixels.

Height (pixel): Height of the image in pixels.

Keep proportionality: Height and width are interrelated and mutually determined.
Thus, the image retains its original proportions.

Resolution (DPI): resolution of the image

Make panoramic image: 360 degree panoramic images

Rendering options: Other ray tracing parameters may be set here

11.10 Panoramic pictures

Using ray tracing you can also create 360 degree panoramic images, which are then
saved as QuickTime files. The advantage of panoramic images is that they provide a
complete overview of a project. Horizontally you can make a full revolution of 360
degrees, while vertically you can move in a band defined by the height of the image.

It is possible to zoom in on the image. Panoramic pictures are most practical for
interior views, as they contain all information that can be seen from one point by
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rotating in a circle. These images take more time to generate, as they require at least
double the resolution of normal images in order to produce the same quality.

Request panoramic pictures in the Ray Tracing dialog box by selecting the option
Make a panoramic picture.

The resolution depends on the width of the picture, while the height determines the
visible vertical magnitude of the image. It is normally practical to set the height around
60-80% of the width.

Width, Height: The values normally set for ray tracing apply here as well. It is
advised to set these around 2000x1500 for a resolution appropriate for a panoramic
picture.

Note: QuickTime is needed in order to generate and view panoramic pictures.

11.11 Movie

To make a movie from your project, place cameras on the floor plan. Cameras can
be placed inside or outside the building. The program automatically calculates the
number of frames needed based on the position and distance between cameras.

You can save multiple camera routes, and specify which one is to be used when
creating a movie.

E Exkernal View

% Internal Viev

Iﬁ PlavMovie

K Place Camera

liT Place QT camera

l(' Place QT gate

Eﬁ Create Movie, ..

30 Parameters. ..

11.11.1 Putting down cameras for AVI movies

To make a movie, first place cameras on the floor plan by clicking on Place camera
in the 3D menu. The cameras should be set in the order of the shots to appear in the
movie. Cameras can be rotated with the +/- buttons. For a more fine-grained rotation,
use Shift+F3 or decrease the magnitude of the rotational step.

Other parameters of the camera, such as its height, may be modified by selecting
and double-clicking on them, or by right-clicking and choosing Properties from the
menu.
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Camera Setup

Camera Farameters i A0 Wiew
Camera Directior: |

Wertical Angle: ||1EIEI Ean] |
Aperture Andle: |EEI,EIEI Help |

Wetical shift: 5350

Line style... I

Camera orientation: The orientation of the camera on the floor plan in degrees. The
current value is displayed when the dialog is opened.

Vertical angle: The camera be tilted upwards or downwards. A vertical angle of O
degrees means the camera is placed horizontally; negative degrees indicate
downward tilt.

Aperture angle: The aperture angle in degrees.

Vertical shift: The height of the camera, relative to its level.

3D view: View the camera's positioning in 3D.

Note: Make sure that all 3D parameters are set correctly before you start making
the film. Click 3D parameters to review them.

To assign a name to a camera route, double click on the line and enter the name in
the dialog box. Doing so will facilitate the movie-making process.

Camera route settings

Cancel
Line style. . | Help
Default

Camera route name dialog
Name: name of the camera route
Line style: line style of camera route

11.11.2 Cameras and passages for MOV movies

Placing QT cameras for MOV movies

For panoramic films, QT cameras must be placed at all points where a 360 degree
shot is desired. Do this with the command Place QT cameras from the 3D menu.The
cameras should be set in the order of the shots to appear in the movie.
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QT Camera settings @

I arne;

Cameral I |

Yertical zhift: et | |
(0,00

Aperture Angle:
{60.00

v Diefadlt

Cancel I Help

11.11.2.1QT passages

QT passages for MOV films

By defining crossings between two cameras, passages are created between the two
points. It is possible to define passageways from one room to several others, thereby
connecting a camera to multiple other cameras. The passages are active areas which
allow the viewer to move from one picture/room to another. Place QT cameras with
the command 3D/Place QT camera.

The steps in creating a film, therefore, are the following:

Select Place QT camera and place the cameras in the rooms on the floor plan.
Choose Place QT gate from the 3D menu, select two cameras and an opening, or
draw a line (or polygon) that defines the passage's position.

QT Gate settings @
Height:
(250,00 Line style of path... |

Wertical shift:
20,00 |

Canicel ] Help ]

Entering values for a QT passage with polygon

The passage has height, shift and width values. If you defined the passage by
selecting an opening, then it takes on the values from the opening. If you are creating
a custom opening, the properties of the passage may be defined by right-clicking and
choosing Properties from the right-click menu.

If you drew a polygon, then a horizontal passage is created (useful for instance with
slab apertures or when going up stairs).

11.11.3 Making the movie

Click Create movie in the 3D menu.Choose Wireframe, Hidden line, Painted,
Ray-traced or QuickTime movie from the dialogue. Provide a name for the file - this
is where the constituent pictures are stored. Specify which camera route the movie
will use.
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Create Movie Paramteres

i Picture
7 MWire Frame
 Hidden
(+ Painted Cancel
 Raptrace
_ 7 BuickTime

Help

~File Mame-
]1 -zcene

Camera routes:

l =

Images:
Wireframe (AVI, FLV, SWF): Composed of wireframe pictures of the plan. This is
the fastest way to generate a movie.

Hidden line (AVI, FLV, SWF): Composed of wireframe pictures of the plan, but with
hidden lines.

Painted* (AVI, FLV, SWF): Composed of the painted 3D pictures of the project.
Ray-traced (AVI, FLV, SWF): Composed of the ray-traced images of the project,
with detailed shadows, transparencies, etc. Select this option for  photo-realistic
and/or panoramic films.

QuickTime (MOV): you may also create 360 degree panoramic pictures with
passages

:.] Create Movie

% Cancel | ?

Options: The image properties dialog is opened from here. (Version 8.3)
Load background image: Render a background image behind the pictures.
Set background color: Select a background color from the palette.

Start: Begin producing film.

Cancel: Movie production is canceled.
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Rezalution
"width |320 Fimelz
Height 200 Fizels

v Keep azpectratio

Frames per sec. 24
Camera speed BB 344" . sec

Taotal no.of Frames a3
Maovie duration IRz

[~ Delete temparany file [uncompressed &)

Rendering options

e

bt Sun zethings
v o |
Resolution (width, height): You can define the size of the frames (pictures) the

movie

Frame / sec: The number of frames (pictures) the movie is made up /sec-- of
depends of the distance between cameras.

Delete temporary file: delete the uncompressed AVI (SCP) files

Start: Begin producing film.

Click Create movie in the 3D menu.Choose Wireframe, Hidden line, Painted,
Ray-traced or QuickTime movie from the dialogue. Provide a name for the file - this
is where the constituent pictures are stored. Specify which camera route the movie
will use.
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Create Movie Paramteres @

[~ Picture
7 Mire Frame OF.

- i) Cancel

" Havtrace Help
7 BuickTime
{7 Mizion

—File:Mame-

|H|:|use

Camera routes
| Camera route] -

Images:

Wireframe (AVI): Composed of wireframe pictures of the plan. This is the fastest
way to generate a movie.

Hidden line (AVI): Composed of wireframe pictures of the plan, but with hidden
lines.

Painted* (AVI): Composed of the painted 3D pictures of the project.

Ray-traced (AVI): Composed of the ray-traced images of the project, with detailed
shadows, transparencies, etc. Select this option for photo-realistic and/or panoramic
films.

Frames: The number of frames (pictures) the movie is made up of depends of the
distance between cameras.

Options: The image properties dialog is opened from here. (Version 8.3)

Set background color: Select a background color from the palette.

Load background image: Render a background image behind the pictures.

Start: Begin producing film.

Cancel: Cancel making the film.

Quick Time movies (MOV): Panoramic movies may be created from panoramic
pictures. In these movies, passages on the pictures function as hot spots which,
when clicked, allow the viewer to move to the next picture, room, level, etc.

QT Camera settings

I arne:

Camerab il line st |

Yertical zhift: o P ) |
0,00

Aperture Angle:
{60.00

W Default

Cancel Help
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To create a QT movie containing QT panoramic pictures, choose QT movie in the
dialog box.

The film is generated by ray tracing. Clicking Options opens the ray tracing dialog.
Enter the dimensions of the panoramic pictures. These should be at least 2000x1200
pixels for good resolution. Once the movie is completed it can be viewed on other
computers in QuickTime as well.

- Filename: The pictures generated are stored here.
The extension of the file may be AVI or MOV. View the movie once it is finished by

pressing the 'ﬁ icon, or in Windows Media Player or QuickTime .

Note: QuickTime may be downloaded from:
http://www.apple.com/quicktime/download/

The amount of time needed to generate the movie depends on:

the complexity of the project,
the number of frames,
and the type of images used (painted / hidden line or ray traced)

While the movie is being generated you may follow its progress and view the
completed frames individually.

Filename: The pictures generated will be stored here.
The extension of the file may be MOV. View the movie once it is finished by pressing

the 'ﬁ icon, or in Windows Media Player or QuickTime .

Note: QuickTime may be downloaded from:
http://www.apple.com/quicktime/download/

11.11.4 Watching the movie

View movies by pressing the '@ icon, or with the Play movie command from the 3D
menu. Movies made in 3dEyewitness are regular AVI files, so the program opens
them by starting Windows Media Player.
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an.mov SE|

File Edit Migw ‘Window Help

[ |

Windows Media Player dialog:

The movie may be viewed using the functional buttons.
Open movies by clicking on File and choosing a movie.
> : Advance the film frame by frame

>> [ << : Fast forward/backward

Play: Play the film

Il: Pause at any point

Exit: Close the player by clicking the X icon in the upper right corner, or by going to
File/Exit.

Viewing options can be adjusted, including Continuous play /Auto Repeat/: The
movie restarts automatically once it reaches its end.

In the information field the current frame is visible. During play the sliding indicator
moves along with the frame counter. Above the sliding indicator is the frame number

(ScaleFrame). You may modify this feature to display the time instead of the current
frame.
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12

12.1

Graphical editor

The program allows you to combine multiple drawings on a single drawing sheet. For
instance, the 2D floor plans and 3D perspective, facade and sectional views may all
be placed on the same sheet. When the drawing sheet is loaded, all of its constituent
projects and drawings are loaded as well.

The drawing sheet's size may be customized or you can use a template to which you
have added your own emblems and stamps.

The following icons from the upper menu row are used in creating LDR drawings:
Select, Symbols, Dimensioning (only two-point dimensioning and area
measurement), Drawing and the various Zoom icons.

Note: It is also possible to place 2D top view drawings from the library onto the
drawing sheet.

Open a new drawing sheet by selecting File/New. From the dialog box that appears,
select the type of project you'd like to begin.

MNew...
L= = i |
Cancel
Blank drawing Elank drawing A Q
zheet template Help
#
= 41 i
-
Level Line draw Scene

=u
j Level: Create a new level.

LA,

Line drawing: Open a new window for an LDR drawing. This opens a blank
drawing sheet where you may create a line drawing which may be saved as an LDR
file.

. .
=l Blank drawing sheet: Open a new drawing sheet where you may transfer
other plans/drawings.

=l Blank drawing template: Create a customized drawing sheet.

A4 A4: Open a pre-set A4 drawing sheet template.
Line drawing

Create line drawings in 3D EyeWitness by selecting 3D wireframe or hidden line
models.
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12.2

The 3D model is generated in a separate window after pressing the ﬁ or % icons.
Once a hidden line model has been created, it may be transferred to another window

by pressing .
Drawings created in this way may be:

1. Modified, corrected, or added to
2.  Transferred to a drawing sheet
3. Saved as an LDR file

4. Printed directly from the window

231

The following icons from the upper menu row are used in creating LDR drawings:

Select
Symbols

Dimensioning (only two-point dimensioning and area measurement)

Drawing
Zoom icons.

S s i i M o 52 I P AN S NG (ST E

Note: It is also possible to place 2D top view drawings from the library onto the

drawing sheet.

The contents of windows with drawings may be transferred to drawing sheets, along

with other drawings, or even floor plans.

Note: Note that all supplementary structures in
lines*, captions) are transferred as well. In addition, any further changes to the
original will appear on the drawing sheet as well. Thus, it is practical to transfer a
drawing only after finalizing all of its aspects. Otherwise, make further changes in

the original window so they will appear on the drawing sheet as well.

New line drawing sheet

Open a new drawing sheet by selecting File/New. From the dialog box that appears,

select the type of project you'd like to begin.

MNew...

e

zheat

Lewvel

i

Blank drawing Blank drawing

template

LDR
AT

Line draw

&4
a4

il

Scene

Cancel

ail.

Help

e

the drawing window (such as

T . .
=l Blank drawing sheet: Open a new drawing sheet where you may transfer
several other plans/drawings.
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-

Blank drawing template: Create a customized drawing sheet.

o4

A4: Open a pre-set A4 drawing sheet template.

The size of the drawing sheet may be specified either in the dialog that appears after
selecting Blank drawing sheet or by selecting Settings/ Sheet format.

54 37 o, £y
A5 7149227 O,
BO1000:1415 .

B 7071000 .

B2 500707 mm.

B3 353500 mm.

B4 2500353 mm.
B5172:250mm. ¥

Predefined sizes: Select a sheet size from the scroll-down list or enter a custom
size.

Width/Height: The dimensions of the sheet
Orientation: Portrait / Landscape

Name: The name of the drawing sheet, displayed on the window tab.
12.3 Customized drawing sheets

-

Blank drawing template: Create your own, customized drawing sheet. By
selecting this option you can create a drawing sheet with your own logo or labels and
save it as a default drawing sheet to be used in the future.

Click the L= jcon and the Drawing sheet style dialog appears. Specify the
dimensions, identifiers and orientation of the template. Select the size of the sheet
from the scroll-down list where the standard sizes from AO to B5 are listed.

Paper style

e e
s k.
Predefifned: J-":"-“ 0297 . ﬂ
[Forsme =] et e =] | —a
Help
“Onentation Sheet

—
A & Partrait Mame; | TEMPLATE-0
(" Landscape

Customize own drawing sheet consisting of line drawings and/or 3D projects. After
finishing save the sheet as your own default drawing sheet.

Note: Customized drawing sheets designed as templates do not contain floor plans,
only 3D or sectional drawings (that is, LDR files) or BMP, JPG, or WMF images. It is
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practical to include recurrent information on the drawing sheet such as logos,
company names, emblems, etc.

Save the file with File/Save.

After clicking on Save another dialog appears where you are prompted to assign an
icon and an identifier text to the drawing sheet. This way you may find your drawing
sheet template in the dialog box when beginning a new project.

Save template

Tty
lzon name:; |

OF.

Cancel

™ Default

o i onEion m

i~ Template file name

| Erowsze...

Icon Name: Enter a short text to be displayed under the template icon. For each
customized drawing sheet you can assign an icon and identifying text, thereby making
them easier to distinguish later on.

Icon: Choose the default icon or use one of your own. If you choose a non-default
icon, you may import it from a file. The icons may be in ICO form, or use the A0-A4
symbol icons included in the program.

Template file name: The customized drawing sheet) is saved as a TPL file. It is
advisable to use the same file name as the icon name. Make sure that the files
remain in their original library, as the program searches for them in the original folder
when loading.

s

Help

12.4 Importing drawings to the drawing sheet

Transfer the contents of an active window to a drawing sheet by right-clicking on the
drawing sheet and choosing Insert part from the right-click menu.

The list of windows (levels, drawings) which may be imported appears.

Select one of them, set the scales, and import the drawing by clicking OK. A rubber
line frame appears which assists in positioning.

Once imported onto the drawing sheet, modifications cannot be carried out directly
on the sheet. Make modifications in the original window, which are then carried out on
the drawing sheet too.

Windows that can be transferred to the drawing sheet:

e |levels of a building (each level is in a separate window). Each level has an identifier
having the format LEVEL-n, where n is the number of the level. The level identifiers
can be modified.

e line drawings of the building, which have a 3D-n identifier, where n is a serial
number Hidden line models may be transferred to different drawing sheets by

pressing the icon.
e sectional views of the building. Their identifier name refers to that of the sectional
plane.
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12.5

LEWEL-N ;

ED_I:I Q
Cancel |
Help |

Scales: j1aan -

[ 181 test scale

Here you may choose from the levels etc., which one you want to put on the sheet.

Scales: The scaling with which the project is put on the sheet.

1:100 text scale: Here you may request that text on the project is placed on the

sheet with a scale of 1:100, independently of the drawing's scale.

Printing the drawing sheet

The completed drawing sheet can be printed on one or several pages, depending on
your printer, the size of the project, etc.

When adjusting printing parameters, set the number of pages to be used, the width

of margins, placement of page numbers, and/or scaling displayed on the page.
To see a preview of the page, go to File/Print view.

E’: Print preview [Canon iR2200-3300 PCL6]

Page lapout:

| 1

e

s

s

g

BT

Owerlap [ ]
L2 B S| BRI/ [_ ER B Pnnt:defauh o =

Print view displayed before printing.
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Print view displayed before printing.

Note: The program automatically divides the drawings according to fit the the paper
size. Thus, you can print out projects of any dimension and join the sheets together
after printing to obtain the full view.

You can save your project as a file and print it from another computer. For example,
if the drawing is too big and you wish to print it on an AO printer, first acquire the
driver of the printer (from the Internet, or directly with the installation software of the
printer). Install the driver and set Print to file for this printer. A PNR file is created,
which you send to the computer that is connected to the printer and print. In the
printing options make sure that you do NOT use the printer's fonts, but instead print
TrueType fonts as BIT images.

If your computer does not have enough memory to save certain drawings as files, it
is necessary to expand the memory.

Note: When printing a drawing sheet it is not possible to define margins. This does
not present a problem, as one may position the project freely on the drawing sheet
when importing it. If you wish to print out a level with its given scaling without
transferring it to a drawing sheet, then you should adjust the margins for it.

Note: The area between the dashed lines indicates the printable area.
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Creating arcs 45
I n d eX Creating new levels 71, 177
Cursor coordinates 183
Curved walls 127
2D-3D parallel editing 188
Data entry 30
3 Data entry in dialog boxes 31
- - Data entry mode 189
3D Paint Mode 189 Default values .
) ) Deleting entries in the registry 60, 61
3D parameters in the 2D window 187 .
) Setting default values 60, 61
3D parameters in the 3D 18, 209, 220
Delete 173
General parameters 210 Delei tries in th ist 61
Hidden lines mode 214 D'ele N9 enggezcl)n € registry
OpenGL painted mode 211 !a ogs. ]
. Dimensioning 116, 117, 163, 166
Ray tracing parameters 217 o
. ) Division modes 44
sunlight settings 215 Division of the screen
o e Sy Cooumine 5.3 34 3 3
- . 186p201 o Dialog line ~ 32, 33, 34, 35, 36, 37
representation ’ ' Drawing window 32, 33, 34
Icon bars 32, 33, 34, 35
- A - Level manager, window and level tab 32, 33,

absolute/relative coordinate-systems 49
Arrows and boxes 169

Associative dimensioning 163

Auto save 66, 67

Automatic ROOF designer 102
AVATAR 111, 198

AVATAR animation 111

_B -

Bisector of the angle constraint 42
BMP libraries 55, 161, 169
Boundary extension 63
Build from lines or curves
Build from lines or curves 128
Removing parts of aslab 142, 143
Build pavements from slabs 142

_C -

Color of selection 65

Colors 82, 83

Constraints
Bisector of the angle constraint
Constraints 40
Perpendicular constraint

Coordinates line 36

40, 41, 42

40, 41

34, 35, 36

Menu bar 32, 33
Doors 99, 134, 135, 136, 137, 138
Drawing walls 61, 91, 126, 127, 128, 129

“E -

Edit buttons
Constraints 38, 39, 40, 63
Division modes 38, 39, 40, 44, 63
Line Style 38, 39, 40, 44, 45, 63
Projection modes 38, 39, 40, 44, 63

Rotating the coordinate-system 38, 39
Snap 38, 39, 63

Editingin 3D 188

Editing in 3D, following in 2D 188

Export 77

-F -

File formats 70, 80

File handling
Closing a window 70, 74, 75, 80
File formats 70, 74, 75, 80, 208
Opening a file 70, 74, 80
Saving files 70, 74, 75, 80, 208

Filled areas 169

Foil Settings
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Foil Settings
Foil dialog 47
Foil Settings 47, 49

-G -

Generate walls from lines 61

Geometry 82, 119, 166
Graphical editor 230
Grid size 64, 183

_H -

Hidden lines mode 186, 214
hole 101
Icon bars

Creating arcs 35, 38, 45

Edit buttons/Edit toolbar 35, 38

Rotation 35, 38, 45
Icons and commands of the 3D window 201
Import 77
Importing drawings to the drawing sheet 233

Insert AVATAR symbols
Installing 3D EyeWitness
Hardware keys (USB or parallel dongle) 14
Installing the network version 14
OpenGL video card 14, 17, 18
System requirements 14, 17

_K -

Keyboard
Data entry 27, 28, 30
Data entry in dialog boxes
Function keys 27, 28
Key combinations 27, 28
Rotating elements 27, 28, 30

L -

Level foil settings
Level manager
Libraries
Adding new elements to photo libraries 51,
52, 53, 54, 145, 160
BMP libraries 51, 52, 53, 54, 55, 145, 160,
161
Library of doors and windows

111

27, 28, 30, 31

49, 182
36, 49, 176, 179, 182

51, 52

Library of RAILs 51, 52, 53
Library of roofs, dormers, skylights, chemneys
51, 52, 53, 54, 145
Symbol library 51, 52
Line drawing 230, 233
Line Style
Line Style 45

Line styles for 2D ground plans and 3D views 86,
166

M -

Movie
AVI movies 221, 222, 223, 227
MOV movies 221, 222, 223, 227
Moving the mouse
Cursor appearance 24, 26
Cursor coordinates 24, 26, 183

left and right buttons 24

Left button 24

Right button 24

Using the mouse in 3D mode
Using the scroll wheel 24, 26

-N -

New drawing sheet 73

_0 -

Opening a file 74
Orthogonal constraint
Orthogonal editing 61

_P-

Page settings 68

Panoramic pictures 220

Parallel constraint with distance 41
Perpendicular constraint 41
Pillars 92, 93, 94, 129, 130
Printing 75, 76, 234
Printing the drawing sheet
Projection modes 44

R -

Rail geometry 105, 106

Ray Tracing 186, 217, 220
Removing auto save files 66, 67
Removing the grid 183

24, 26

42, 61

234
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Renaming levels 179

Roof 54, 102, 145

roof designer 102

Rotate 201

Rotating elements 30

Rotating objects 193

Rotating the coordinate-system 39
Rotation 45

Rotation settings 45, 66

_S -

Scene Inventory 77

Selecting and modifying elements 50
Selecting elements 38, 173
SketchUp files 55

SKP files 55

Slab cleavage 101

Slabs 99, 100, 140, 142, 143
Snap 38, 63

stairs 108

Sunlight settings 215

Symbol route settings 110, 152

“T-

Texts 169
Texture settings 65, 86

U -

Unit of measurement 65
Use foil colors 49
Using the coordinate-systems 39, 50

W -

Watching the movie 227
window libraries 52, 131, 132, 133, 134, 137, 138

_7 -

Zoom 183, 184
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