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Introduction
General

1 INTRODUCTION

1.1 GENERAL

The 3D converter basically provides functions to facilitate the use of 3D models from other software products..

Further, existing models can be loaded, edited, and stored in other formats.
It is aimed therefore, at all users who possess models, are able to create or obtain them, and at those users who

wish to use this software in addition to the other 3D visualisation applications they generally work with.

1.2 £ ACTIVATING THE 3D CONVERTER

In a ribbon version you start our 3D converter via the ribbon 3D Functions - Load 3D object.

e
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30 New Project2: 30-View
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Being a plug-in, the 3D converter is integrated in the plug-in toolbar in the software, from which it can be

selected with the O button. Unlike most other plug-ins the converter does not require that a project is open.

Page 2



The User Interface
Activating the 3D Converter
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After the plug-in has been selected, a button with a folder icon appears in the vertical toolbar below the general

functions. A click on the folder button activates the converter.
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2 THE USER INTERFACE

The work area of the 3D converter is divided into four basic areas.
e  An area to select a file
e A tree view of sub-objects, materials and light sources
e An area for properties

e A 3D preview with buttons for editing functions
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The User Interface
The File Selection Area
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The standard catalog remains visible in the right-hand margin, since textures and materials from the catalog can
be added using drag and drop to sub-objects in the 3D preview of the converter.

It is not possible to select 3D objects from the catalog.

All areas are separated by so-called splitters, and can be individually made larger or smaller by positioning the

cursor on a border and then adjusting the size of the area when the cursor function changes.

2.1 THE FILE SELECTION AREA

This area allows you to navigate through the directory structure of the supported 3D files in order to select a file.
The buttons in the top margin provide the usual functions for displaying directories and for switching between
previously used directories. The button with the logo can be used to switch directly to the default directory for

objects in the catalog.
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2.2 THE TREE VIEW OF SUB-OBJECTS, MATERIALS AND LIGHT
SOURCES

3D objects can be made up of several sub-objects, each of which forms an separate entity. For example a table
can be created from a table-top and a base. The number of sub-objects and their arrangement is defined when the

3D object is created and cannot be changed in the 3D converter.
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The User Interface
The Properties Area

However, it is possible to set sub-objects as invisible using the check boxes in the view. When the object is saved,
invisible sub-objects are automatically removed. It is therefore possible to create different versions of objects
which consist of sub-objects, by removing individual sub-objects.

Sub-objects can have their own names, under which they are listed in the tree view. If sub-objects do not have
their own names they are allocated the name of the object and numbered sequentially. If you click on a sub-object
in the tree view it is highlighted not only in the tree view but also in the 3D preview.

Each sub-object is automatically allocated a material, which is also shown in the tree view. A double-click on the
entry for the material opens the materials dialog.

Light sources are shown in the tree view in exactly the same way as sub-objects, irrespective of whether they

were already a part of the object or were created using the 3D converter.

= 9 Objects
=[] 9 (Object # 6]
= [#]5§ Caldera 56
& Material 09-5
= [#]5§! Caldera 56
P Material Mater

2.3 THE PROPERTIES AREA

The properties area provides numerous settings for the complete object and is divided into sections for specifying

documents, properties, information and scaling.

Manufacturer -
Manufacturer
Product - Url
Froduct - Nan
Product - sho
El Properiies
Diepth 1.25
Height 0. 7444
Insert Floor !
Level -0.372206723327
Name !
‘nfidth 15
E Scaling
X-Scale 100
Y-Scale (%) 100
Z-Scale (%) 100 _
scale distorte False ==

m
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The User Interface
The 3D Preview with Editing Functions.

2.3.1 The Document Section

In this section PDF files, which are stored as part of the *.cyg file, can be assigned to an 3D object and thus
remain a part of the object should it be passed on to customers or other users. The PDF files can be used, for
example, to incorporate pictures, catalog pages, technical data or installation or assembly instructions for the
object. The PDF files can be displayed in various places in the CAD software. This provides the user or recipient
of the file with additional information concerning the object

To add a document simply click on the field next to ‘Document’ and load the PDF file using the ‘Open File’
dialog.

If a document is already contained in the object the ‘Available’ property changes to ‘True’.

2.3.2 The Properties and Scaling Sections

In the properties section the current dimensions of the object are shown and can be changed here. The settings in
the ‘Scaling’ section also apply here. If ‘Distorted Scaling’ is set to ‘False’, then all dimensions of the object are
altered proportionally.
For example: You load an object with the dimensions 100x100x100 (height, width, depth). The ‘Distorted
Scaling’ property is set to ‘False’ i.e. is not allowed. You change the height from 100 to 1 meter. All other values
are also changed automatically to 1 meter. If The ‘Distorted Scaling’ property were set to ‘“True’, then the object
would be 1 meter high and 100 meters wide and deep. Scaling functions in the same way in the associated
section, except that here scaling is specified as a percentage and not in absolute values.
Objects need to be scaled relatively often. Frequently data is received from systems which export 3D objects with
different scaling factors. It is not uncommon for 3D objects to be several 100 meters in size when loaded from the
original data. You should always pay attention to scaling and adjust it accordingly.
The other properties are:
e Name: Specifies the logical name which, if present, is displayed in the CAD Software instead of the file
name.
e  Position: Defaults, which are used when positioning objects in the CAD Software. ‘None’ specifies at
any height, ‘Floor’ on the floor, ‘Ceiling’ on the ceiling’ and ‘Fixed’ at a fixed height.
e Level: A predefined height for the object when it is positioned in the CAD software.

2.3.3 The Information Section

In this section article and manufacturer’s data can be allocated to the object, and can be shown in the CAD
Software in the properties dialog for the object,.
This data corresponds to that of the ‘Chunk’ editor in the CAD Software and is described in the documentation

for the basic software.

2.4 THE 3D PREVIEW WITH EDITING FUNCTIONS.

Various buttons are located in the top margin of the 3D preview The buttons are grouped together for:

e  Display mode
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The User Interface
The 3D Preview Context Menu

e Displaying perpendiculars from points and surfaces.
e  Saving an object

e  Editing functions

EREO0 <4 BEY ¢ &

2.5 THE 3D PREVIEW CONTEXT MENU

A right mouse click in the 3D preview activates the standard context menu of the CAD Software.

Show all

Load object...
Raytrace

Save as image...
Add snap points
Add measurement

Add measurement (Connected)

Raytrace options 2
Background 3
Display mode L
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Editing and Converting Objects
Saving Objects

3 EDITING AND CONVERTING OBJECTS

3.1 SAVING OBJECTS

311 O Saving as an CAD Software Object (*.cyg)

With the @ button the object is stored as an CAD Software object without any further processing. The file for
the CAD Software object is created in the same directory from which the original file was loaded. The filename

also remains unchanged, simply the filename extension is changed to ‘.cyg’.

3.1.2 = Saving in other Formats

The ﬁ button activates the dialog for ‘Save object file as’, which allows the choice of a target directory, the
specification of a filename, and the selection of a target format from a list in the bottom right margin. The

appropriate extension is automatically appended to the filename according to the file format selected.

./ Save Object file as

Folder : |C:".C:.'gniCon".BeispieI_Dbjekte".Desig...".| £ ,_ﬂ@ LI'E@ -a. Preview
G N 2 3
’ 3 ?
Desktop
My nicht verfilghar
Comouter S\ﬂ
-@ bascule cyg
Catalog
a . MName :
|
SgEs s Details :
besico cyg
2
Own -
- | [GygniCon sbiect e {-cya) - ©=
g - N
305 Object (*.3ds)
_

Caligar tnueSpace Object {*.cob, *scn) [pr—
30-DXF Object ()
VRML 1.0 (")
d Lightwave Object [*Iw, “Iwo, *lwm, = lwb)
| Wavefrort Object (" obj)
Cinema 40 Scene {*.c4d)
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Editing and Converting Objects
Changing the Material of Sub-objects

3.2 @ CHANGING THE MATERIAL OF SUB-OBJECTS

The a button is only active when an object or a sub-object has been selected in the 3D preview. An object is

selected with a left mouse-click in the preview. Selected objects are shown in red.

Alternatively, the material editor can be activated with a double-click on the material entry for the sub-object in

the tree view on the left of the preview.

=[] @ Objects
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Product - Url
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Product - shoy
= Properties

Depth
Height
Insert
Level
Name
‘wiidth

B Scaling

X-Scale
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1.5

100

Y-Scale (%) [100
Z-Scale (%) 100
scale distorte| False

B |

Manufacturer

m

@00 <4 DeE/ e AFAGETY

Materials and textures provided in the CAD Software catalog can be moved to the selected sub-object using drag

and drop.

3.3 © DEFAULT SETTINGS

To avoid having to re-enter the same settings for each object which is to be converted, certain default values can

be sperified in the ‘Settings’ dialog. The default values defined here also apply in the case of batch conversion.

The

button activates the dialog for ‘Settings’.
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Editing and Converting Objects
Converting Complete Directories

Properties

@._.__ | Settings

3 Conversion settings
Setings FeAing 1000 |8 %
[7] Material / both sides visible

Pesition
) to ceiling
@ on the floor

() fixed level

i
3

Object data

Manufacturer
Name
Internetlink
Linktext

Product

Product text
Internetlink
Linktext

[[] Add document:

If you generally receive or use objects which need to have their scale adjusted by a certain factor for use in the
CAD Software, then this value can be specified here under ‘Scaling’. The same applies for the option for the
placement of the object when it is used in the CAD Software.

‘Object Data’ provides details of the manufacturer of the product, and of the article itself.

All values specified here can also be entered individually in the properties area of the converter. The default
values basically help to simplify use of the converter.

Note: In order to save these values permanently, i.e they are still available after a restart of the Software, you

must click on the button for ‘Save as default’ before exiting the dialog.

3.4 CONVERTING COMPLETE DIRECTORIES

If you have a large number of objects in one format, which generally can be converted with the 3D converter into
the CAD Software format without any further editing (e.g. *.3DS), it is possible to convert automatically the
entire contents of the directory. Select the directory entry in the explorer area of the converter and click on the

right mouse button.
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Editing and Converting Objects
Converting Complete Directories

B0 2dddf — || [ & bholz03 bmp
{2 3D_DXF [ bholz04 bmp
=) S

- +®  Convert directory...
g Dielete

..

: Rename

-

@EEL:

Settings

Convert

@ Create converted files in the same folder

C\CygniCon'Beispiel_Objekte’\3ds",
(7} Create converted files in a new folder

Directory:

Options

[T Keep folder structure
[T] Subdirectories included

Existing files

() overwrite

You can specify here whether the results of the conversion, the new CAD Software objects, should be saved in
the same directory or in a new directory, and whether sub-directories should also be included in the conversion.

Default settings, which are allocated to each new object, can be defined under ‘Settings’.

A click on ‘OK starts the conversion. During the conversion a progress bar indicates the status of the operation.
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Editing and Converting Objects
Light Sources

Converting 3D objects_
CACygniCon'Beispiel_Objekts\3ds'bholz04 bmp
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&

3.5 K LigHT SOURCES

object.

left of the preview.

Loading object ...

3.5.1 Editing Existing Light Sources

Cancel

The objects to be converted may contain light sources, which can be processed and have their properties changed

in the 3D converter. Additionally, new light sources of one of the four supported types can be added to any

If an object contains one or more light sources, their presence is shown in tree view of the object hierarchy, to the

=] ;Q Objects
[=] Q Tischleushte, 0.5m hach

& Eﬁ Tischleuchte, 0.5m hoch [Subobject # 0]
& Eﬁ Tischleuchte, 0.5m hoch [Subobject #1 ]
[+ Eﬁ Tischleuchte, 0.5m hoch [Subobject # 2 ]
& Eﬁ Tischleuchte, 0.5m hoch [Subobject # 3 ]
+| Eﬁ Tischleuchte, 0.5m hoch [Subobject # 4 ]
Eﬁ Tizchleuchte, 0.5m hoch [Subobject # 5]
Eﬁ Tischleuchte, 0.5m hoch [Subobject # 5 ]
Eﬁ Tischleuchte, 0.5m hoch [Subobject # 7 ]
[+ Eﬁ Tizchleuchte, 0.5m hoch [Subobject # 8 ]
& Eﬁ Tischleuchte, 0.5m hoch [Subobject #9 ]
[BEEAR LihtHOET ischleuchte, 0.5m hoch

{18

serves to increase overall brightness.

IPBID LA DEE

< H

A double-click on the entry for the light source activates the properties dialog for light sources. The dialog varies
in some respects depending on the type of light source. However, the basic procedure is the same for all light
sources. If you double-click on an object with a light source in the CAD Software, a properties section for the
light source is shown in addition to the normal properties of the object. Hence such properties as ‘Switched on’
and ‘Create shadows’ can be specified. Generally, these properties are activated by default in the converter. When

planning it may be necessary to switch of light sources, or prevent them casting shadows if the light source only
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Editing and Converting Objects
Light Sources

The light source itself is not shown in the CAD Software visualization. However, it is shown in the 3D preview,

since in this case its position and, depending on the type of light source, its direction and angle can be adjusted.

Mame x 0.1816 £ om

(71 Constant (none)

Intensity 100.0 2 % & Frear

[¥] 3D Preview @ Square

Intensity 50 2%

3D

—~— e =
| < ! ok

General Position X
| | ?

[¥] Switched on Y 00007 |& m

El Z 01385 (& m

|| Creates shadow

Distance decline
coor [

Apart from positioning the light source numerically using coordinates, you can also position it directly in the 3D
preview using the mouse by placing the cursor on the ‘light source object’ and dragging it, keeping the left mouse
button pressed. The numerical coordinates for the position of the light source are automatically updated to follow
its movement.

Depending on the origin of an object with a light source, it can occur that it is not visible in the 3D preview,
although the visibility option has been activated. The reason for this might be that the light source is to far away
from the object, in this case check the coordinates, or that the light source is located within the object itself. This
is allowed in some applications.

This is exactly the case in the example shown from the CAD Software catalog. The light source is located within
the sub-object for ‘light bulb’. This means that in the 3D visualisation you see no effects whatsoever resulting
from the light source. The light is reflected within the sub-object and does not shine out. Therefore light sources
must be located outside an object, or the material of the object which surrounds the light source must be
transparent. As non-visible light sources in the 3D preview can not be moved initially using the mouse, they must
first be positioned outside the object by means of the numerical coordinates.

The properties for ‘Distance decline’ define to what extent the light becomes weaker, dependant on the method,

the distance and the amount of dimming specified.

3.5.2 Adding New Light Sources

A left mouse click on the ﬁ button opens a context menu to select the type of light source.

H43GXRYY

Add ambient light
Add directional light
Add point light

Add spotlight

After an entry has been selected, the dialog associated with that particular type of light source is activated.
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Editing and Converting Objects
Light Sources

3.5.2.1 Ambient Light Sources

Ambient light sources illuminate all areas of a scene uniformly, and thus increase the overall brightness. They do
not cast shadows, therefore this option is not available. The effects of an ambient light source are independent of
the position of the 3D object to which it belongs. The only purpose of the 3D object is to enable the properties
dialog for light sources to be opened and for the object (the light source) to be positioned from the catalog using

drag and drop. The preview in the properties dialog also has no relevance for the object.

Properties =
¢ [New light source
General
New light r
EnTE Name | New light source ]
Switched on
Color [ | 255285255 =~
Intensity 00 e
3D Preview

The effects of an ambient light source are shown in the following two illustrations, the first with and the second

without an ambient light source.
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Editing and Converting Objects
Light Sources

3.5.2.2 Directional Light Sources

Directional light sources illuminate the scene from only one direction, and are ‘internally’ infinitely distant from

the location of the observer or the building. The sun is an example of a directional light source.

Properties ﬂ @
General ;
Mew light EEE———
=ource MName ‘ New light source | 2
Switched on
Creates shadows
Color [ | 255285285 ~
Intensity [100 &%
Direction
Pitch
Direction
3D
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3523 Point Light

Editing and Converting Objects
Light Sources

Point light sources have a predefined position in the object and are the closest representation of real lamps which

form a part of furnishings. The light shines in all directions around the light source.

Properties

?

o] T &

General Pasition
Name X 0.1816
[¥] Switched on Y 0.0007
2 0.1385

[¥] Creates shadow

Distance decline

o [T
T | (7) Constant (none)
Intensity 100.0 2 % B
[¥] 3D Preview @ Sguare
Intensity | 0

3D

Further information about positioning the light source can be found in the section entitled ‘Editing Existing Light

Sources’

3.52.4 Spot Light

As with punctual light sources, spot lighting also has a predefined position in the object and therefore also

represents a real lamp. However the light does not shine in all directions as for a punctual light source but is cone-

shaped with a defined direction, angle and beam width.

Properties I&J
¢ New light source
General Position X
New light
ource Name Mew light source X 02008 2
[¥] Switched on £ -0.0578
[¥] Creates shadows 7 0128
Color 25h, 255,205 =
:l Distance decline
Intensity 100.0 2 %
[¥] 3D Preview 88 con=bat (fioce]
() Linear
Cone of light ) Square
Opening angle 45.00 2 -
Intensity
Smooth edges 100.0 2 %
Direction
Pitch -45.00 LI Direction 0.00 %
3D

The properties for ‘smooth edges’ and ‘Distance decline’ can be used to create specific effects, as shown in the

following example.
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Editing and Converting Objects
Visibility of Surfaces

Further information about positioning the light source can be found in the section entitled ‘Editing Existing Light

Sources’.

3.6 L VISIBILITY OF SURFACES

Occasionally, 3D objects are to be converted in which certain surfaces, or the surfaces of certain sub-objects, are
not visible.

S
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- © doda 2ch50562cyg 160510 s Exeror
et
= R 1922113 a
A © Losberser || B ice 11050620 1012569 a 3
(& MEGA CA 550116.3D5 189003 =B “
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Siem | e freey : ]
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Eh 1| Bpcsorisar o051 2004061145 2
'j%%‘ié‘;mw Feescn <+ oau o¢ HPABNT S - i
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[V HG_VERKLEIDUNG Interior
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Verufacurer S
Product- Ur
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= Scaig
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Editing and Converting Objects
Visibility of Surfaces

The 3D converter provides two functions which nevertheless enable the use of such objects.

If the object consists of several sub-objects and all surfaces of a sub-object are incorrectly orientated, the

visibility of all surfaces can be reversed using the @ button. In this case the object or sub-object must first be
selected.

This, however, would have no success for the example shown, since only one sub-object is present and within
this object only some surfaces are invisible. It is not possible to edit individual surfaces in the converter.
Reversing the visibility of the surfaces in the example, would only make the currently invisible surfaces visible,

and vice versa.

In the properties dialog for materials a we see that it is possible to specify for a material that both sides are

visible.

-

Material Editor Y ™Y1 L [

General Transparency X |
Default Mame Mat Transparency 0.0 ) i 2
Both sides wisible Refractive index 1.0000000 | =
[7] Reflection-Map Templates -
Texture |

Reflective propartion

Calor 152 152 152 =
L] Coor [ | 255255255 ~

Ambient portion 200 2 % )
: Intensity 200 2 %

Diffuse portion 100.0 2 %

. Highlight size 50.0 2 %
Combine color [ 1000 s % : !
izl [] Optimum reflection
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Activating this property for the material results in all surfaces being shown, independent of their orientation.
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e
i File Edit View Settings Window Export Help
(NSEGE sBBXI 2 o IQRARI B
=¥D§D$%§@\B|Em\fﬁﬁ‘5® A% &F% H SR
x | | Catalog i<l
Em—r— o -| [l aia] o
Hansgrohe 4 || |_|ach50540.dd 527157 20/04/2006 11:49 a _.a
oEsT | aassems e =] gl
&) Innobilie o ?(achSﬂSSZacu 503406 12/05/2006 10:56 a e
2 Joda ach50562.cyg 160510 11/05/2006 15:49 a Bxerior
@ Karbu D af 92113 04T 3
Dot | S e, oz e o
Cmeacs | B e
el e wwmEnE o =
pchS0116.cyg 104053 11/05/2006 16:06 a Materials
Dirsiteer w0 mmARTE
EeerD i 0w 0+ HGARRTY 9\,
e

B9 |3
Wandacturer 7
Wanucturer
Product- Un
Product- Nan
Product- shot

a
Depth 1000 F
Height  642.454
nsert | None
Lol 3212269857480
Nome
Width 1600 =

& Scaling

XScdle 100
Y-Scale (%) | 100
Z-Scale (%) | 100

scale distorte False

Standard

[EE
x 322y 331z 000

3.7 QA RECALCULATING NORMALS

Just as frequent as objects with

non-visible surfaces are objects which appear ‘angular’ in the CAD Software

visualization. This is often the case for sanitary objects which are in fact ‘rounded’.
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The determining factor for this representation of the object are the point normals, which can be displayed for

checking by clicking on the

button.
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As can be seen in the illustration, at each point where surfaces meet several points normals are displayed, which

cause the ‘angular’ effect in the visualization in the CAD Software. For a selected sub-object the normals can be

recalculated by clicking on the & button. Instead of several normals a subsequent check shows only one.
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After a recalculation, the transitions between surfaces now appear rounded in the visualization, which is also now

the case for the edges of the object.

3.8 ﬁ RECALCULATING TEXTURE COORDINATES
Certain 3D formats such as 3D-DXF do not support material properties or texture coordinates. In order to be able
to later allocate materials or textures to these objects in the software, the required texture coordinates must first be

calculated. There are three options available to do this.
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BT Y

Planar
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The option to use depends on the shape of the object or sub-object for which the coordinates are to be calculated.
The result is always only an approximation. A 3D modelling program would be required to achieve an exact and
more detailed result. Nevertheless, many objects can be formatted in this way for visualization and use in the
CAD Software.

The results can be best shown in an example:

First of all a file without textures is opened, in the example a 3D DXF file.
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Next we allocate a texture from the CAD Software catalog to the object with drag and drop, in the example a

‘sand’ texture.
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The appearance of the object has in fact changed, but not as we would normally expect in the CAD Software. The
structure of the ‘sand’ is not visible because the texture coordinates are incorrect. If we recalculate the

coordinates with the ‘Planar’ option, we see the following result.
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After the coordinates have been calculated they can be modified, as in the CAD Software, with the dialog for

-

texture coordinates " . Further information about this can be found in the documentation for the standard
software.
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Downloading 3D-objects directly from websites into your planning
Online Objects Group on our 3D Functions Ribbon

4 DOWNLOADING 3D-OBJECTS DIRECTLY
FROM WEBSITES INTO YOUR PLANNING

This function is part of the 3D converter plug-in and is not included in all versions, but is reserved for the
Professional or Premium versions.

Until now it was already possible to use the 3D converter itself to convert 3D objects from other file formats into
our own 3D format (* .cyg), save them in to your catalogue for further usage in a planning process.

The new functionality is designed to simplify that and thus to work faster, because the selection of a 3D object,

download, conversion and planning happens in one step.

4.1 ONLINE OBJECTS GROUP ON OUR 3D FUNCTIONS RIBBON

The function itself and the settings dialog can be found on our 3D Functions ribbon.

i/ Online 3D-Objects =
EL Settings

Online Objects

4.2 DIRECTLY ACCESSING INTERNET PAGES WITH 3D OBJECTS

The Online 3D Objects button gives you menu entries that refer directly to a website or search engine. By default,
two entries are predefined, Google and 3D Warehouse. You can create additional entries using the Settings dialog

or the browser window.

" s Online 3D-Objects ~

: @ Load 3D Objects.. » | -.Gc:-c:-gle |

=

| 3D Warehouse |

Cnline Objects
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Downloading 3D-objects directly from websites into your planning
Browser and Preview Dialog

4.3 BROWSER AND PREVIEW DIALOG

We have integrated a separate, small Internet browser into the dialog. So if you call a website via the menu, you

will see the following window for example. Depending on which page you link to

3D Warehouse - o x
ntemet  Preview

Back Forward _httpsi//3dwarehouse.sketchup.com/ @ V55 1y Bookmarks - I~ Enable popups.

@ 3D Warehouse Al Categories Q L, @ Thomask.

Kitchen & Bath Li. Office Live Comp... Construction Live.. Window Live Co... Door Live Compo..

v SkemnUplass v ScesmnupLaos v Skesenup Laos o Skemnup Lass o ScemnUplass

{ — \ I
30" Smart French-Door Electric
16 Bumners and Griddle Stainless St Smart Fully Integrated Dishwasher Statement Collection
S iy S e
.
PORTINARI NanaWall W con | s PORTINARI
m Tontnes con ocse 1 NANCVVA IdS BRIZO EEE d BRI
TEKA Portinari NanaWall Folding ... Alias Design Brizo Luxury Kitche... Schneider Electric TEKA Portinari
v TR o Porinari o Nanaws o Aliz= Desizn v i o Seneicer ez v TEA o Porsnan

At the top of the dialog there are a few buttons and an option “Enable Popups”. Pop-ups are suppressed by
default, but there are websites with 3D objects that only allow files to be downloaded from a pop-up window. So
if you come across a page like this and nothing happens while you try downloading, allowing popups would be an
option to try.

The other buttons are for loading or updating websites and for selecting predefined links from our settings dialog.

3D Warchouse: - o X

ntemet  Preview

gp>rC YT — —

4.4 ADDING YOUR OWN BOOKMARKS

The easiest way to add menu entries yourself is to navigate to a website and then press the “Add to your

bookmarks” button in your browser window.

@ {:{; '{:‘{ Bookmarks -

= ——
; Add to your bookmarks
.ketch| iiac 3 }

You will then receive the following dialog in which you can assign the link a suitable name for your menu.
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Downloading 3D-Objects

Add to bookmarks

X
. |ok|

Link |hﬁp5:;’fwww.rrr'_.'ﬂew-link.cnm
| X

Description |I't'1'_.I new link
[T Check availability of the address I

The new link only appears on the menu after the software has been restarted and looks like this.

F@ Load 3D Objects... b | % | Google
77| 30 Warehouse

Online Objects =9 My new link

You can manage, rename, delete or sort the menu entries in our Properties dialog.

Properties

=,

Settings L@t k‘: + & X
Download Link Shown menu entry <
hitps://www google com Google oL
hitps://3dwarehouse sketchup.com/ 3D Warehouse a2
hitps:/www my-newdink .com My new link 5

The settings are saved in an XML file called "Objects3DLinks.xml" in your user directory.

4.5 DOWNLOADING 3D-OBJECTS

How the download of a 3D object is started differs depending on the websites.

Here is an example from 3D Warehouse. If you have navigated to a 3D object on this page, you will see the
DOWNLOAD button below.

The button opens a menu with a selection of available download formats. Usually multiple formats are offered
here. The software currently supports Sketchup formats up to 2020 or Collada, to which you have to limit

yourself when downloading.
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Uhakos“

SPECTRA UX NATURE Freestanding Umbrella By Umbrosa

P 2y B G B

6 Likes | 377 Downloads | 4K Views

SketchUp 2020 Model

SketchUp 2019 Mode’
SketchUp 2018 Model
SketchUp 2017 Model

Collada File

The Preview Dialog

ﬁ

v Umbrosa Unique S...

MODEL INFO
Materials 24
Polygons 27,486
File Size 25MB

9/28/2020

Modified Date

Z
centimeter
Bounds 428 X 576 % 295

Distance from Origin 309.3

MODELS BY THIS AUTHOR

s -

When the download starts, you will see a progress bar at the bottom of the browser dialog for the download itself

and the subsequent automatic conversion into our own 3D format.

Note: On some websites you find information about the size of the object, the number of surfaces and materials

before you start a download. This information can and should be taken into account before you decide to pick this

object, because both the download and especially the conversion of the 3D model could take a long time. And 3D

objects with a very large number of polygons or surfaces and materials are completely unsuitable for use in a

building planning software and may cost a lot of memory and performance. It may well be that the modeler did

not take this into account and that a single button on an object contains several million surfaces. It is better to

refrain from 3D objects with a clearly 5-digit number of polygons or higher as well as objects with hundreds of

materials. Or at least download them with caution, i.e. in a new, empty project and not in an ongoing planning

process.

When the download process is complete, the preview dialog tab page opens automatically.

4.6 'THE PREVIEW DIALOG

The preview dialog shows the 3D object after being converted, i.e. as it would look in our software. The quality

and the representation depend on the original model or the modeler of the 3D object. So if it doesn't meet your

expectations, stop here and choose another item. Some of the imperfections could be revised using the plug-in 3D

converter, but there is a separate manual for this.
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Settings and information in our preview dialog

48 Dual-Fuel Professional Range with 6 Burners and Gricle | 30 Warehouse - o x
temet | Preview
bi [~Dimensicns / Scaling
vidh 1216 | et m
o "
I scale distorted Scale |
Surfaces: 24222 This objectis partially suitable.
Sub objects: s
Materia 9
Textures 0
[~ Save object 35
Filename My new object
P LG DObeas v
Save obiect and continue downlosding
o
Currentayer
[Foor plan (Buiding 1. Ground floor)
Insert object in your project
[&=

4.7 SETTINGS AND INFORMATION IN OUR PREVIEW DIALOG

On the right of the 3D preview you find some information about the downloaded object. First of all, this includes
size.

Depending on the output format, this can already be correct. However, some objects also show sizes of several
hundred meters or just a few centimeters. If necessary, scale the 3D object appropriately before inserting it into
the plan and saving it.

Note: if the size changes drastically, e.g. from a hundred meters to 1 meter, the object may apparently disappear
from the 3D view. You may have to zoom the preview again by pressing the HOME key.
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Dimensions / Scaling

\nfidth 1.216 m Depth 0.734 m
Height 0.927 m
| scale distorted Scale |
Statistics
Surfaces: This object is partially suitable
Sub objects: i)
Materials: )
Textures: 0
Save objectas. .
File name |I"-"h.' new ohject name
Path C:3Users‘thomas \Documents cadvilla professional plus 1040bjects w

Save object and continue downloading |

Project
Current layer

Floor plan (Building 1, Ground floar) |

Insert ohject in your project |

4.7.1 Preview dialog statistics

The Statistics area gives you information as to whether this object should actually be used.

The surface property is an essential information. We use a traffic light with clearly defined threshold values as an
indication. Objects with up to 10,000 surfaces are marked in green, between 10,000 and 100,000 in yellow and all
above in red.

3D objects can easily contain several million triangles / surfaces and thus severely affect the software and
memory consumption. It is best to avoid these objects. In our planning software, 2D representations for floor
plans and sections are calculated from the 3D objects itself. The triangles alias surfaces become a multiple of 2D
lines for this representation that costs a lot of performance.

The same applies to materials and the resulting memory consumption in 3D views, but depending on whether the
materials also contain textures.

It cannot be precisely predicted because it depends on the planning itself, e.g. the number of views, the hardware
used and the size of the planning project.

You can also insert larger objects, but you should be aware of the possible effects.
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Statistics

Surfaces: This object is partially suitable
Sub ohjects: 9

Materials:

Textures: 0

4.8 SAVING OBJECTS AND INSERTING THEM INTO YOUR PLANNING

The 3D objects are saved in our own format and thus also preserved for further use in the catalogs. So if you want
to plan several objects of the same type, you do not have to perform the download several times, but you can drag
and drop the following objects from the catalog into your views as usual.

Define the file name in the “Save object as” area. The default name of the downloaded object is often a bit
cryptic.

Below you find the default saving path. All paths predefined in your 3D objects catalog are listed here. Additional
path entries must be created there. Please note that the path to the default installation directory \ OBJECTS is
often write-protected by your Windows system. As a rule, you should use the path to your user directory, listed in

the catalog under "My objects".

!::ﬂCam'lﬂg
gAY B § - D

" 77+ | Catalog - Objects

g| My objects

¥ ‘ 5 DbjEld:E

" | Edit directories

f Add to menu

This path refers internally to your user directory and is shown in the path selection e.g. as follows: c:

\USERS\your_username\documents\your CAD_version\Objects \
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—Save object as...

File name |I'u'I'_.r new object name

Fath C:\Users‘thomas Documentsicad v

Save object and continue downloading

—Project
Current layer

| Floor plan (Building 1, Ground floar)

Insert object in your project

The objects are always inserted into the current layer of the active view. You can see which this is in the "Project”

area. This cannot be changed at this point. If necessary, you would have to activate the correct layer in your

project viewer before starting the download process.

The dialog ends with the button “Insert object in your project” and the object is added to your mouse cursor,

exactly as if you had just dragged it from the catalog into your view.
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