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Chapter 1
Introduction

Basic information regarding Interiors and Interiors plug-ins, including instal-
lation instructions and technical support details.
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O Introduction

Thank you for choosing Interiors, the affordable, easy to use space planning application for the
Macintosh®. Designed for novices as well as professionals, Interiors provides the tools you
need to create realistic, 3D interior designs.

In addition to a core application suitable for viewing and manipulating existing 3D files, Interi-
ors offers a plug-in architecture that makes it easy to add tools and extend the program'’s func
tionality. Plug-ins can be palettes, tools, menu items or idlers and can be loaded as the
application is launched or ‘hot’ loaded while Interiors is running. Information about the plug-
ins included is provided in this manual.

Additional rendering options, such as transparent surfaces are available through supported
QuickDraw 3D hardware renderers, and plug-in renderers from Microspot and third party
companies can be accessed by Interiors if they are installed in the Extensions folder. Interiors
includes the Microspot plug-in renderer.

Take a look at the extra items on the CD which are not installed on your hard drive during the
installation procedure. Demo copies of 3D World, PhotoFix, MacDraft, MacPalette and Mac-
Plot drivers are included for those who are interested in other Microspot products.

[J  Requirements

Interiors minimally requires:
* Power Macintosh™ with CD drive
» System 7.1.2 or later

* QuickDraw™ 3D 1.0.2 or later (The version of QuickDraw 3D available at release date is
included.)

* 16 Mb RAM to install QuickDraw 3D
* Drag & Drop Manager (built into System 7.5 and later)
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O Installation

Before installing Interiors, we recommend that you turn off any virus protection software.

1. Insert the CD into the CD drive and double click on the CD icon on the desktop to dis-
play its contents.

2. Double-click on the Interiors Installer icon:

Interiors™ 21 Installer

Follow the instructions in the dialogs that display to install the complete Interiors application,
plug-ins and QuickDraw 3D software. After installation you will need to restart your Mac.

The QuickDraw 3D software will be installed in the appropriate places on your hard drive. The
Microspot Renderer will be installed in the Extensions folder. The remaining items will be
placed in a folder called Interiors 3.1, on your hard drive.

[1  Registering Interiors

To register your copy of Interiors run the Register Now utility and follow the instructions that
display. Enter your name, company name (if applicable) and serial number in the registration
dialog and click OK. You can then register further Microspot products if you wish. If you do
not register the product it will run in demo mode and you will not be able to save, print or
export data.

If you do not register the product using the Register Now utility, each time you launch the
application you will be given the opportunity to register it.
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[0 Plug-ins

The Interiors’ plug-in architecture allows plug-ins to be used to add functionality to the appli-
cation in many different ways. Plug-ins may be available in more than one category:

Import Plug-ins: Plug-in functions accessed via the Import submenu in the File menu.

Maclnteriors

Export Plug-ins: Plug-in functions accessed via the Export submenu in the File menu.

There are no Export plug-ins included in Interiors.
Menu Plug-ins: Plug-in functions accessed via the Plug-in menu in the application menu bar.

Auto Save Construct Idler Gravity
Ceilings Floors

Plug-in Palettes: Palettes provide a range of options for a specific feature. Display a palette by
selecting its name from the Palettes menu.

Color Palette NaviCam Textures

Cursor Options Nudge Tripod

Libraries Renderer Options Windows and Doors
Lights

Idler Plug-ins: Run constantly once loaded.

There are no Idler plug-ins included in Interiors.
Plug-in Geometries: Plug-in tools to create shapes. Accessed from the Tools Palette.

4 Walls Walls Windows and Doors
Furnishings

1-4



Plug-in Modifiers: Plug-in tools to modify objects. Accessed from the Tools Palette.

Gravity Print Take Picture
Light Director Sun Direction VR

Plug-in Renderers: Plug-in QuickDraw 3D renderers accessed through the Renderer Options
palette.

Microspot Renderer

(1 Installing Plug-ins

The Interiors’ plug-in architecture makes it easy to ‘custom build’ the application. Plug-ins can
be palettes, tools, menu items or idlers.

Plug-ins can be loaded when the application starts up by placing them in the Plug-ins folder
inside the Interiors 3.1 Folder. Plug-ins can also be ‘hot’ loaded as needed, individually or in
groups, while the application is running.

To make the best use of available memory it is recommended that the plug-ins always used
with Interiors are placed in the Plug-ins folder and loaded when the application is launched.
Additional plug-ins can then be loaded as required while the application is running.

When Import, Export, Idler, Menu Command and Palette plug-ins are loaded they appear in the
appropriate locations in the application menus. Palettes loaded when Interiors is launched will
be opened if they were open last time the application was closed. Palettes loaded when the
application is running will open automatically. Plug-in Geometries and Modifiers will be

added to the Tools palette, which grows dynamically to accommodateSkent.onfiguring

The Tools Palette on page F-2 for more details.

Brief information about Interiors plug-ins is available via the Apple Menu. Select About Plug-
ins from the Apple Menu and a pop-up menu lists the installed plug-ins. Select the name of a
plug-in to display a dialog containing information about that plug-in.

Loading Plug-ins when Interiors is Launched

Place any plug-ins to be loaded when Interiors is launched inside the Plug-ins folder. Plug-ins
can be grouped inside folders and the folders placed in the plug-ins folder if required. This
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allows you to group plug-ins together in folders as per your requirements, and load or unload
them as a group by dragging the folder in or out of the Plug-ins folder.

Note: Hold down the Shift key when launching Interiors to stop all plug-ins from loading.
Note: Plug-in renderers from Microspot or third party companies can be accessed by Interiors
if they are installed in the Extensions folder.

Loading Plug-ins while Interiors is Running

Plug-ins not loaded when Interiors is launched can be loaded, while the application is running,
in the following ways:

* Double click on a plug-in icon in the Finder.
* Drag a plug-in icon into the Interior’'s Tools palette.
* Drag a plug-in icon into the main Interiors document window.

* Drag a folder containing plug-ins into the Tools palette. All the plug-ins in the folder will
be loaded.

* Drag a folder containing plug-ins into the main Interiors window. All the plug-ins in the
folder will be loaded.

Note: When a plug-in, for example the Furnishings tool, is dragged and dropped into the Tools
palette or document window, a furniture item is not added to the document, the furnishings tool
is just added to the Tools palette.

[0 Working Efficiently

If your computer has over 32 Mb of memory, you may want to increase the amount of RAM
allocated to Interiors by 1024K (1Mb). This will allow you to drag and drop large sounds, tex-
tures, and background pictures into your documents.

Note: Apple’s QuickDraw 3D uses available free system memory to perform its functions.
Therefore, you will need at least 1 Mb of free memory after Interiors has been launched. To
find out how much memory is available, click on the desktop, pull down the Apple menu and
select About This Macintosh. The largest unused block section of this dialog represents the
amount of free memory.
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[0 Help

Balloon Help is available for menu items. Select Show Balloons in the Help Menu, and move
the cursor over items in the Interiors’ menus to display balloons containing help messages.
Select Hide Balloons if you do not wish the help information to display.

If you are using ATl QuickDraw 3D Accelerator Hardware, see the following section for help
dealing with any problems.

Interiors Online Manual

The online manual is included on the Interiors CD in pdf format. It will be placed in the Interi-
ors 3.1 folder during the installation process. To access the online manual, launch Interiors ant
select Interiors Online manual from the help menu. A table of contents will display, allowing
you to easily navigate through the pdf documents making up the complete manual.

[J  ATI QuickDraw 3D Accelerator Hardware

Many of the most recent Macintosh computers, such as the 6500 and G3 series, include ATI
QuickDraw 3D accelerator hardware chips on the computer’s motherboard. The ATl Quick-
Draw 3D Acceleration hardware can also be purchased in the form of a PCI card to use in a PC
Macintosh computer. These ATI hardware products include XClaim 3D, XClaim VR, and Rage
Pro.

Troubleshooting
QuickDraw 3D hardware acceleration stops due to insufficient VRAM

The ATI QuickDraw 3D accelerator hardware also runs the video, and the hardware’s capabil-
ities are determined by the amount of VRAM available. If the hardware runs out of VRAM,
QuickDraw 3D hardware acceleration will stop working and QuickDraw 3D will revert auto-
matically to software rendering.

To increase the amount of VRAM available for QuickDraw 3D acceleration try the following:
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* Reduce the size of the largest Interiors QuickDraw 3D window. If you are working with
multiple windows open, the amount of VRAM used is determined by the largest window,
but smaller windows may still be accelerated.

» Reduce the monitor color depth to thousands of colors.
* Reduce the monitor resolution towards 640 x 480.
e Install more VRAM

Textures do not display

If many textures are used in a document, there may not enough VRAM to store them. In this
case the textures will not be displayed when using hardware acceleration.

Try the following solutions:
* Increase the texture compression setting in the ATI control panel.
* Increase the amount of VRAM available using one of the methods listed above.

* Turn off hardware acceleration in the Renderer Options palette. Software rendering uses
real RAM to hold the textures.

Transparencies do not display

Transparency is a function of hardware acceleration and will not be seen if hardware acceler-
ation is not running.

Try the following solutions:
» Check that hardware acceleration is turned on in the Renderer Options palette.
* Increase the amount of VRAM available using one of the methods listed above.
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[1  Technical Support

You must register your product in order to receive technical support, as well as upgrade and
new product information. In North America, South America and the Far East, please contact:

Microspot USA, Inc.
1756 Costa del Sol
Boca Raton, FL 33432
USA

Technical Support: (561) 395-9704; International: + 1-561-395+9704
FAX: (561) 395-9941; International: + 1-561-395-9941

Email: support@microspot.com
Web Pages: www.microspot.com

In Europe and other parts of the world, please contact:

Microspot Limited
Concorde House
10-12 London Road
Maidstone

Kent

ME16 8QA
England

Phone: 01622-687771; International: + 44-1622-687771
FAX: 01622-690801; International: + 44-1622-690801

Email: support@microspot.co.uk
Web Pages: www.microspot.co.uk
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Chapter 2
Tutorial

A brief introduction to some of Interiors features and tools.
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The following tutorial takes you through the process of designing an irregularly shaped room
and placing doors, windows, furniture, accessories and lighting objects within it. Colors and
textures are then applied to the walls and furniture, and the various light settings are adjusted t
create a realistic scene. A final render is then produced and a picture saved and/or printed.

Once you are familiar with the tools and methods discussed here, you can easily use them to
design and make-over your own rooms, so interior design is effortless, risk free and fun!

[1  Getting Started

Launch Interiors

Double-click on the Interiors icon to launch the application. A new untitled document will dis-
play along with the Tools and Help palettes and the application menu bar:

r

File Edit ¥Yiew Options Palettes Help —— Menu Bar
Tools Palette—&=- BIBIH = untitled - untitled view = H1 5
Document Window
Documént Name Document View
Document Grid
Zoom Out /
Zoom In
Change View Popup Mefu
Wefault Calar |/4,
I:i ¥ 400 v 1400 Z: 200
m Uze thiz tool to drag and scale itemns. 7 _Help Palette

Note: By default the document will contain a point light positioned above the centre of the grid
to provide some initial lighting. For this tutorial leave this light in place; when working with
other files it can be deleted if not required.
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The Tools Palette

Familiarize yourself with the tools available in the Tools palette. Click on a tool (other than the
top four tools) and hold down the mouse button to display the name of that tool. Look at the
Help palette for brief advice on using the selected tool.

= [ =] =]

Arrow —-h %l-— Rotate
Rectangular Marqueef— il &i— Hand
4 Walls— +— Walls

Windows & Doors—i1 *,--— Furnishings
Light Director % | 51— Sun Direction

VR Qi Gravity

Take Picture—@j— Print

Note: The window view may change and various palettes open according to the tool selected.
When you have finished looking at the tools available, select the Arrow tool, close all palettes
except for the Tools and Help palettes (by clicking on the palette’s top left corner), and select
Home View from the Change View submenu in the View menu.

Setting the Grid Options

Before beginning to design your room, you must first specify the drawing environment. Go to
the Options menu and ensure that there is a checkmark next to the Metric option. If there is not
select Metric from the menu to specify that metric units of measurement should be used.

Select Grid Options from the Options menu set the Grid Options as shown below and click
OK:

Grid Options

Murnber of grid squares: |12
Grid square size: |S00 HMillirneters

Snapping grid distance : Millirneters

Prefered unit size: [ Millirmetets i]

Cancel | 0K I

!




See Grid Options on page 3-37 for more information.

Resize the Window

If you wish to change the window size, click on the bottom right corner of the window and,
with the mouse button held down, drag to make the window smaller or larger.

Note: The smaller the window size the faster the view is rendered.

Save the Document.

Select Save from the file menu to save the document. In the dialog that displays, specify a loc:
tion to save the file and give it the name Tutorial A.

[J  Drawing the Walls of the Room

We are going to draw a room that includes a chimney breast and bay window. To draw a rectar
gular room with just four walls you would use the 4 Walls tool, to draw this less regular room
we will use the Walls tool:

Set the Wall Options

Hold down the Option key (a™C ) and click on the Walls tool to display the Wall Options dia-
log. Enter 100 as the Wall thickness and 2300 as the Wall height. These are the default setting
that will be used for any walls drawn until these settings are changed again. Click OK.

Wall Options
Wall thickness mm
Wall height{s) |2300 mm

Cancel I

2-5



Draw the Walls

Below is a plan showing the dimensions in millimeters of the room we are going to draw:

4000mm
1500mm
500mm
4500mm 1500mm
500mn1
1500mm
1250mm 750mm
1000mn 1000mm
2000mm

1. Select the Walls tool in the Tools palette. The document view changes to an orthogonal
plan view as this is the easiest view to use when drawing walls.

See Camera on page D-22 for more details of orthogonal/perspective views.

2. Click towards the top left of the grid then move the cursor to the right to draw the back
wall. The wall is shown as you move the cursor. Constraining lines will display as walls
can only be drawn parallel to the grid.
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3. When you think the wall is about the right length, click again. The Edit options dialog
will display. The height and thickness of the wall are determined by the values you

entered in the Wall options dialog. Enter a value of 4000 in the Length field and click
OK.

Edit options
Length 4000 mm

Height 2300

Wall thickness

S
=

mm

[ Cancel ] [ Done ] I

4. The first wall is drawn on the grid. Move the cursor down to draw the second wall. Con-
straining lines will display as walls can only be drawn at right angles to each other.
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5. Click again to mark the approximate position of the end of the second section of wall.

2-8

The Edit options dialog displays again. Enter 1500 as the Length and click OK.

Edit options
Length mm
Height mm
wall thickness mm

(cancer ) (Cpone J [_ox_]

Continue in this way to draw the remaining walls referring to the plan shown at the
beginning of this section for the wall measurements.

Note the following:
* If you make any errors press the Delete ke () to undo the last wall section drawn.

* To avoid displaying the Edit Options dialog hold down the Option key\alt/ ) when
clicking to mark the end point of a wall.

* When you are drawing a wall you can easily see when the end of the wall aligns with
another wall as an alignment line will display and the cursor changes to a hollow
Cross:




6. When you have drawn the final wall click Done in the Edit Options dialog.

7 N O B
|

7. The view will return to the view displayed prior to the selection of the Walls tool. The
walls will be drawn as specified and placed in the centre of the grid.

Note: If you forget to click Done in the Edit Options dialog when you have drawn the final
wall, press the Delete kex= ) to delete the last wall, and then draw it again.
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Change to the Top View

Select Top View from the View popup menu at the bottom of the document window, or from
the Change View submenu in the View menu, to display a top view of the document:

| B| LookatSelected 31 |z

Home Yiew 3#H

~ Custom 30

!Frunt 8

Left 4

Right #6

Back a2

Last Yiew 329

Rotate the Grid

Select the Rotate tool in the Tools palette, click on the grid and drag while holding down the
mouse button. This allows you to rotate the grid so that you can look at the room you have
drawn.

Note: Hold down the Shift key<» ) when rotating the grid to constrain it to its initial plane.

Return to the Home View by selecting its name in the View popup menu at the bottom of the
document window or from the Change View submenu in the View menu.

See Manipulating The Grid on page 4-10 for more information.

Save the Document

Select Save from the File menu or press Commang-S (  -S/ -S) to save the document.
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O Add a Floor

1. With the Arrow or Rotate tool selected click on a wall to select it

Note: When an object is selected it is surrounded by a bounding frame with handles at
the points where the bounding lines intersect. (As you are inside the room, the bounding

frame may not be visible in this instanc@de Select/Move on page 4-4 for more infor-
mation.

2. Choose Floors from the Plug-in menu.

il
Floors -

Auto S5ave
Ceilings
» Construct ldler

Gravity

3. A floor will be added to the room:

Note: Floors are drawn in such a way that they can only be seen from above. If you
rotate the grid and view the room from below, the floor will be invisible, although the
floor object is still present.

Save the document.
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0 Add Windows and Doors

Selecting the Windows and Doors Tool

Click on the Windows and Doors tool in the Tools palette.

=

The Windows and Doors palettes and the NaviCam palette will display. Click on the title bar of
a palette and drag, holding down the mouse button, to reposition it.

rﬂEEEEEEEEEEEEEEEEEEEEEEEEEEEEEEEEEEEEEEEEEEEEEEEEEEEEEEEEEEEEEEEEEEEEEEEEEEEEEEEEE 0 “Windows and Doors :: HE

“wWindows and Doors

The next stage iz to enter windows and doors into
wour walls, Press either the Windows or Doors [ Centre in wall ] [ Reverse ]
buttons below and then drag and drop the itern onto the
desired wall. Then alter the position of the itermn using
the %Windows and Doors palethe.

W indows ] [ Doarz ] [ Other... ]

B Length includes wall thickness
] add 1ateh paints
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The window view will change to show a view from the middle of the room. The camera is
placed inside the room looking towards the back wall:

Changing the View

To change the view to show the wall in which we want to place the door, we will use the
NaviCam palette:

O:: NawiCam = BIB
MawiCarn
Height A E
€18 rea z - Position Plan
. :
Grid Height = .
— EEGE)
Zoom q (270 Hid Position Buttons

The red square displayed in the palette, both in the height area and in the position plan, repre
sents the camera. The line from this square shows the camera view direction and at the end o
this line is the look at point or point of interest.

* In the Position Plan, click on the camera square and drag to change the position of the
camera. Click on the view direction line and drag to change the view direction.
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* In the height area move the camera up or down to change the camera height or move the
view direction line to look up or down.

* If necessary, click on the Zoom button and drag up or down to zoom in or out of the scene
For more information about using the NaviCam palette please see NaviCam on page D-18.

Using the above controls change the camera position and view direction so that you are look-
ing at the farthest end of the left wall:

|||T|||||||||

s

Adding a Door

Click on the Doors button in the Windows and Doors dialog. The Libraries palette will open
displaying the Doors library:

dannnnnnninnnnny Ljhraries S
File View Display Find:|

O[E
LI

See Libraries on page D-9 for more information about the Libraries palette.
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Click on a picture of a door to select it and display its name in the field at the bottom left of the

palette:

Libraries

File View Display Find: |

Panelled Door

Il

-

7

Click on the Panelled Door, hold down the mouse button and drag the cursor over the left wall
of the room. Release the mouse button to drop the door on the wall. The door will be placed in
the wall and the Windows and Doors palette will show its dimensions and position in the wall.

Note: If the Windows and Doors palette is not visible (it
play it by selecting its name in the Palettes menu.

may be beneath another palette), dis-

........... YWindows and Doors

“windows and Doors

Reversza

[ Centre in wall ] [

Width of door—

Distance from lef
end of wall

Height above floor

E Length includes wall thickness
L add 1ateh paints

Height of door

Distance from right
end of wall
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Position the Door

With the door still selected, enter 200 in the field specifying the distance of the door from the

right end of the wall. Press the Enter kex' (). Leave the other dimensions at the default or
calculated values.

See Windows and Doors on page D-33 for more details about the Windows and Doors palette

windows and Doors

[ Centre in wall ” Reverse ]

ELength includes wall thickness
[ add lateh paints

Add a Window

Use the NaviCam palette to change the view so that you are looking at the front of the bay win
dow from inside the room.

Note: If the NaviCam palette is not visible, select its name from the Palettes menu to display it.

I..;ﬂ........

(E152)(0° J(a52)
(2z0°)( 1id [ 50° )
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Click on the Windows button in the Windows and Doors dialog, the Libraries palette displays
the Windows library:

File ¥iew Display Fina:| ]

EIeEE ] |
| iRl

|l HI I ” Delete ]Name: |Simp|e Sash Window ||7//

-

To find a specific window object, type its name into the Find field at the top right of the palette.
In this example, type ‘simple sash’. Press the Enter Ry ( ):

e braniest |
File ¥iew Display Find:
|l HI I ” Delete ]Name: |Simp|e Sash Window ||7//
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The first item with a name staring with ‘simple sash’ is found. Simple Sash Window is selected
and highlighted by a black frame around its preview icon. The selected item’s full name dis-
plays in the Name field at the bottom right of the palette.

Drag and drop a Simple Sash Window onto the front bay wall. The Windows and Doors palette
displays the window’s dimension and position information:

“Windows and Doors

[ Centre in wall ” Rewverse ]

B Length includes wall thickness
] &dd Iatch paints

Resize and reposition the window by entering the values shown below into the Windows and
Doors palette. Press the Enter kes' () after entering information in a field.

windows and Doors

[ Centre in wall ” Fewverse ]

B Length includes wall thickness
[ add 1ateh paints

Note: When you click in one of the measurement fields in the Windows and Doors palette to
enter or change the values, a black arrow shows the dimension that the field relates to.

With the window still selected, choose Duplicate from the Edit menu. A second identical win-
dow is placed to the left of the first. Click on the second window, hold down the Shigxey ()
and drag the window further to the left. Holding down the Shift £y () constrains movement
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to the X, Y or Z axis, so the second window should remain the same height from the floor as the
first. Position the second window 150mm from the left side of the bay using the Windows and
Doors palette:

“Windows and Doors

[ Centre in wall _” Eeverze _I

IELe-ngth includes wall thickness
] add lateh paints

MaviCarn

I..)ﬂ........
N

=
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Add a third window and reposition/resize it as below:

O Windows and Doors
‘windows and Doors

[ Centre in wall ” Rewverse

BLength includes wall thickness
] 4dd latch points

| Windows and Doors
“Windows and Doors

[ Centre in wall ” Fewverse

ELength includes wall thickness
] &dd 1ateh points
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Save a View

Change the view using the NaviCam palette, positioning the camera near the door and looking
towards the windows. Click on the button marked with a magnifying glass and drag down to
zoom out from the scene if necessary:

O: MaviCam: HIE

MaviCam

2152 (_o® J[ 45 ]

Iu!ﬂmum

— [zz=*ll1e0®)[135°)

Select Name View from the View menu. In the Name View dialog, enter ‘From Door’ and click
OK:

Mame Yiew

Please name this riew:

From Door |

oo ) % ]
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The view will be saved under this name and can be selected from the Change View popup suf
menu in the View menu or from the View menu at the bottom of the document window:

Mew Window K
Close Window
Name Yiew...
Delete View... »
Look at Selected %1
+ Tut Aindows & Doors - From Door 3w w2 sl il
_—————————— (ustom 30
Top 3#5
Front ¥*8
Left 384
Right #b
Back *2
Last Yiew 39
» From Door

Save the document.

Add Curtains

Click on Tied Curtain Open in the Windows Library and drag the curtain over the left hand
window in the front of the bay. When the window is highlighted with a bounding frame, release
the mouse button to drop the curtain:
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Select the arrow tool. If the view changes, select From Door in the Change View submenu in
the view menu to reset the view displayed. Click and drag on the left hand curtain to position it
next to the left wall of the bay. With the curtain still selected, choose Gravity from the Plug-in
menu to position the curtain on the floor:

ol
Last Plug=-in 3£=

Auto Save
Ceilings

« Construct Idler
Floors

Still using the arrow tool, click on the object handle at the top right of the curtain and, holding
down the mouse button, drag to resize the curtain to a suitable height and width:

See Select/Move/Scale on page 4-7 for more information about resizing objects.

With the curtain still selected, choose Duplicate from the Edit menu. A second pair of identical
curtains are placed to the left of the first pair. Carefully select the second pair of curtains by
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clicking on the right-hand curtain, hold down the Shift k<> () to constrain movement to the
X, Y or Z axis, and drag to place the second pair of curtains over the right-hand window.

Using the NaviCam palette to change the view (select the NaviCam palette from the Palette
menu to display it if necessary), and the arrow tool to move and resize the objects, add curtain
to the side windows of the bay.

Note: If you make a mistake at any point select Undo from the Edit menu or press Command-Z
(8 -Z/ -Z)to undo the last action.

See Undo on page 3-14 for more information.

Save the document.

Rendering Speed

Depending on the speed of your computer, you may notice that some objects are simplified by
being turned into cubic objects. This is a function of the Construct Idler plug-in which is turned
on by default. When rendering speed falls below 4 renders per second the plug-in starts to sin
plify the objects in the scene that contain the most triangles by turning them into cubes. This
allows you to continue to edit a complex document in real time, even on one of the slower
computers. Any selected items, windows and doors are not affected by this process and items
are redrawn in full once the editing action is complete. To turn the Construct Idler off, select its
name in the Plug-in menu.
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0 Add Furniture

The next stage is to furnish your room.

Select the Furnishings tool in the Tools palette. The document view will change to a top view:

The Furnishings palette displays and also the Nudge palette which allows you to easily move
and rotate items. Reposition the palettes on the screen as necessary.

O:cinnnnnnnnas: Furnishings s B
The next stage is to drag and drop furniture itermns into O :nisiss: Nudge 33 EIE
wour raorm design. Click on the buttons below to open Mudge

the dezired furniture iterms.

[ chairs ||  office [ Lighting |

[ Tables ” Eedt-aorn ” Texture ] “ #I i
[ Kitchen ” Eathroom ” Others... _I

Autogrid

Autogrid applies an invisible grid to the document to which object points can snap. It is
enabled by default to make it easier to align objects. The distances between the nodes on this
grid are determined by the value entered for the Snapping Grid Distance in the Grid Options
dialog.
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When a check mark appears next to its name in the Options menu, the Autogrid option is on.
As we do not need Autogrid in this example, select its name in the Options menu to turn this
option off.

Edit Item... #E
Lock L
Linlock
Primitive
Dismantleable
Autogrid Y
Grid Options...

~ Metric #EM
Inches 1
S5pin around Look At 3T

See Autogrid on page 3-36 for more details.

Add a Sofa

Click on the Chairs button in the Furnishings palette. The Libraries plug-in displays the Chairs
library:

@ sonnnnnnumnnnn Libraries ssnnnnnmnnnmnnn B
File View Display  Find: | |

A

s ‘HI 1 I[ Delete |Mame: >

Find the ‘Curved Back Sofa’ by typing its name in the Find field in the Libraries palette and
pressing Enter A ). Click on the sofa icon and hold down the mouse button, move the cursor
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over the floor of the room and when the floor is highlighted release the mouse button to drop
the sofa onto the floor:

Either select the arrow tool and click and drag on the sofa to move it, or use the Nudge palette
to move it by a specified amount.

Use the Nudge Palette

Select the sofa in the document window.

Enter a value in the Move box in the Nudge palette. The units will be millimeters as set for the
document at the beginning of the tutorial.

Click on the control buttons to choose the direction in which to move the selected object. The
direction relates to the current view.

Move Up

Move Left — — Move Right
Move Closer — (i & — Move Further Away

Move Down

Note: You will not be able to move the sofa closer or further away (when looking at a top view)
as it is constrained to stay on the fldaee Lock Position on page 4-17 for more details.
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Position the sofa on one side of the chimney breast:

Use the Nudge palette to rotate the sofa:
1. Select the sofa in the document window.
2. Enter a value of 180n the Rotate box in the Nudge palette.
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3. Click on the Rotate Clockwise button to rotate the second sofa to face the first. (The
direction of rotation relates to the current view).

Rotate Up

Rotate Left Rotate Right
Rotate Anticlockwise Rotate Clockwise

Rotate Down

Note: You will not be able to rotate the sofa other than clockwise or anticlockwise (when look-
ing at a top view) as it is constrained to stay on the fe¢. Lock Rotation on page 4-18 for
more details.
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Latching Options

From the Palettes menu, select the Cursor Options palette. Set up the dialog as below then
close the palette.

Cur=or Options
Latching Options:

[ Latching (Ctr| - Space to toggle)
B Latch Bounding Box B FMultiple Latch Lines
[ Lateh Mid Paints [ Flay Lateh Sounds
D Latch Hot Spots I:' Latching Line Calor

Latching is the alignment or snapping of points with other points. When positioning objects,
latching lines will display (and sounds may play) when the latching points of the selected
objects are aligned or snapped to the latching points of unselected éhgectursor Options

on page D-7 for more details.

With the arrow tool selected, click on the second sofa and drag it until latching lines display to
show that it is directly opposite the first sofa. Drag the sofa along the latching lines to position
it on the opposite side of the chimney breast to the first sofa. Release the mouse button.

Add a Fireplace

Select Misc Furniture from the Display menu in the Libraries palette. A library of miscella-
neous furniture items displays:

i Libraries
File View Display  Find: | |
L - '-._-
A1 1™
l" -
wa| || T | [ elete JMame: [Fire Flace ||T,;/
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Find the Fire Place and drag and drop it onto the right wall of the r@asard that the walls
rather than the floor are highlighted before releasing the mouse button. ) As the fireplace was
dropped onto the wall, it will be positioned against the wall:

With the fireplace still selected, choose Gravity from the Plug-in menu to position the fireplace
on the floor.

Open the Info Palette by selecting Info from the Palettes menu:

Pazition Size E“EI
w:11ee |ghisiz Je1a
voieod mheos gt
z:[-500 |glens  |sgap

Calors Tranzparency

o’
Surface . Shininess
[ —

m' —
Reflective . Reflectivity
[ ]

MNarne |Fir'e Flace |

Select the fireplace again if necessary, type 1500 in the X Size field in the Info Palette and pres
the Enter key & ). The fireplace is resized so that it is 1500mm long, which is the same size a:
the width of the chimney breast.

See Size on page 4-17 for more information about the resizing objects using the Info palette.
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From the Palettes menu, select the Cursor Options palette to open this palette again. Turn on
latch Hot Spots:

Cur=or Options
Latching Options:

[l Latching (Ctr| - Space to toggle)
B Latch Bounding Box B FMultiple Latch Lines
] Latch Mid Paints [ Flay Latch Sounds
E Latch Hot Spots |:| Latching Line Color

Turning on Latch Hot Spots specifies that an objects ‘Hot Spots’ should be activated as latch-
ing points. Hot Spots are pointsadditionto the corners and mid points of an object’s bound-
ing box and are automatically added to wall objects at the top and bottom of the wall at each
corner. In this example we need to turn on Latch Hot Spots to enable us to line the fireplace uy
with the corners of the chimney breast.

Select the arrow tool and drag to move the fireplace until latching lines show that it's back cor-
ners have snapped to the corners of the chimney breast.

Reposition the sofas if necessavyte: you may need to turn off latching to do this.

Add the Remaining Furniture

Use the methods described above, changing the view and turning latching on and off as nece
sary, add the following furniture and accessories to the room. Note that most items have an ori
entation assigned to them, so will be placed in the room the correct way up. Objects will also
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snap to the surface they are dropped on, so ensure the correct object is highlighted before
releasing the mouse button. Resize items as required.

* Add a rug to the floor between the two sofas. (Blue Rug in the Misc Furniture library.)
* Place a coffee table on the rug. (Rectangular Coffee Table in the Tables library.)
* Place a vase on the mantelpiece. (Vase in the Misc Furniture library.)

* Put a picture on the wall above the fireplace. (Picture in the Misc Furniture library.)
Change the view to show the wall above the fireplace and drag and drop the picture onto
this surface. Change the view back to a top view.

* Add a radiator to the top wall of the room. (Detailed Wall Radiator in the Misc Furniture
library.) After dragging and dropping the radiator onto the wall, use Gravity to drop it to
the floor.

* Position a chest against the left wall of the room. (Chest in the Bedroom library.) Dragging
and drop onto the wall and use Gravity to drop it to the floor.

* Put a plant on top of the chest. (Plant in the Plants library.)
Your room should now look something like this:

2-33



Select Home View from the View popup menu at the bottom of the document window to look
at the scene from within the room:

Save the file.
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[J  Lighting

Wall Lights

Use the NaviCam palette to change the view so that you are looking at the right wall and can
see the alcoves at either side of the fireplace (you may need to click on the Zoom button in the
NaviCam palette and drag down to zoom out):

MawiCarn

I..T.........

ke

Zoom Buttonr
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Position the lights so that they are both the same height from the floor using either latching or
adjusting the height (Y position value) for each light in the info palette:

Fozition

Size

w1742

|| 226

y: 1900

|| 254

Z:i-2100

@ ls17

Calors

Surfa-:ei-l.

o'
Reflective .

Transparency

Shininess
[ e——
Reflectivity

Marne : |E><tended “Wall Lamp |

Sun Light

Select the Sun Direction tool in the Tools palette:

The Lights palette is displayed and the document view changes to a top view:

O i Lights sununinis BB
Lights
Spot/Paint Brightness &
On
Ambient Erightness Calar
] &or
Sun Brightness
O Aor
[ show Lights ] shadows
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A red line with a handle at the end of ibsls the current sun direction. Click on the handle and
drag to adjust the direction of the sun light:

Lights Palette

Experiment with the controls in the Lights palette to sme they affect the scene:

....................... Lights @000 HE
Lights
Spot/Point Brightness &
L ————— | T
Ambiznt Brightness Color

I:I Bﬂn
Sun Brightness
e m— |:| B on

[ shew Lights ] shadaws

See Lights on page D-16 for rednformationregading the Lights palette.
Save the document.
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Colors and Textures

Colors and textures can easily be applied to objects within your room. In this example we will
use those provided in the libraries included, but as any pict image can be applied as a texture
you can scan actual paper and fabric samples to use in your interior design.

Add Colors

1. Open the Libraries palette if necessary by selecting its name in the Palettes menu.

2. Choose Colors from the Display menu to open the Colors library.

3. Click on Blue 40% and, holding down the mouse button, drag the cursor over one of the
sofas in the room. When the sofa is highlighted, release the mouse button to drop the
color onto it.

4. In the same way drag and drop the same color onto the second sofa.

Add Textures

1. Open the Texture library.
2. Drag and drop the ‘Cloth’ texture onto the rug on the floor of the room.
3. Drag and drop the ‘Sponging Terracotta’ texture onto the walls.
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4. Drag and drop the ‘Wood Boards’ texture onto the floor.

Adjusting Textures

As the texture applied to the floor is much too large, we will adjust it using the Textures palette.

This opens automatically when a texture is dragged and dropped onto an object, but can also t
opened by selecting its name in the Palettes menu.

1. Select the floor. Its texture is displayed in the Textures palette:

Textures

Fotation

Horizontal Scale
Scale/Offset Selector —— Constrain Horizontal
Vertical Scale :|

& Vertical Scale

D Flip Horizontal D Clamp
O Flip vertical [ Clamp ¥

Play Mavie

[Stannvie] [ Irnport ]

2. Ensure that the Constrain Horizontal and Vertical Scale checkbox is checked on.

3. Click and drag on either the Horizontal Scale or Vertical Scale scrollbar to increase the
texture scale to about 6, or enter 6 in the Horizontal Scale or Vertical Scale field.
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Note: Hold down the Shift key<> ) while dragging on a scroll bar to adjust the scale by
whole numbers.

Textures

Rotation

— Horizontal Scale
1 El
1]

Yertical Scale

Ij Flip Horizontal Ij Clamp ¥
I Flip vertical [l Clamp ¥

[ Stop Mowie ] ImEnzurt ]

=

4. The texture on the floor is scaled accordingly:
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5. Click and drag an the Rotation scrollbar to rotate the texture on the floor so that the
‘floor boards’ appear to run up and down the room or typern/éhe Rotation value
field and press EnterR  ):

Textures

Rotation

[
Haorizontal Scale
[

Vertical Scale

D Flip Horizontal D Clarnp ¥
I Flip vertical [l Clamp ¥

Flay Mo ie

[Etl:up Mwie] [ Irnport ]

See Textures on page D-28 for more details about the Textures palette.
Adding Textures to Parts of Objects
Sometimes you may wish to apply a color or texture to just part of an object rather than the

whole object. Depending on how the object is constructed, it is usually possible to add color or
texture to individual surfaces.

1. Select the fireplace.
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2. Select Dismantleable from the Options menu. This allows an object to be broken down
into its component parts.

3. Select Edit Item from the Options menu. An editing window opens showing only the
fireplace.

4. Select Right and then Look At Selected from the View popup menu. This positions the
so that it looks towards the front of the fireplace and places the fireplace at the centre of
the view.

5. Open the NaviCam palette and change the view so that you can see the whole fireplace

6. Select Dismantleable again, then choose Ungroup from the Edit menu. The fireplace is
broken down into its separate component parts:

Mantelpiece

Fire Surround

Hearth
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7. Choose Select None from the Edit menu to deselect all the objects.
8. Drag and drop the ‘White Marble’ texture onto the surfaces of the fire surround.
9. Drag and drop the ‘Blue Mosaic’ texture onto the surfaces of the hearth.

10. Adjust the textures on each surface as necessary. Note that you will probably need to
uncheck the Constrain Horizontal and Vertical Scale checkbox to adjust the Horizontal
and Vertical scales independently:

Textures

Rotation

Horizontal Scale } D

Vertical Scale

D Flip Horizontal D Clamp ¥
I Flip vertical [l Clamp ¥

Play Fowie

[Etl:up Mwie] [ Irnport ]

11. Click on the top left corner of the editing window to close it. The fireplace remains in its
original position within the room, but now displays the two new textures applied.
Change the view using NaviCam to look at the fireplace:

See Dismantleable on page 3-36, Edit Item on page 3-34 and Ungroup on page 3-23 for more
information.

Save the document.
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[1  Add a Ceiling

As we have now finished our interior design we can add a ceiling to the room.
1. Click on the walls to select them.
2. Choose Ceilings from the Plug-in menu:

Last Plug=in 3£*

Auto Save

-.J! Construct Idler

Floors
Gravity

3. An alert displays warning you that it is difficult to place objects in a room once the ceil-
ing is in place, and also that ceilings are drawn in such a way that they can only be seer
from below. If you view the room from above, the ceiling will be invisible, although the
ceiling object is still present. Click OK to close the dialog.

Ifvou add a ceiling now it will be
difficult to drop objects into the room
as the ceiling will block them.

Also once yvou have added a ceiling you
will not he ahle to see it unless you are

inside the room.

Do you wantto add a ceiling?

Cancel I
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4. A ceiling is added to the room:

Save the document.

[J  Adjust Lighting

Open the Lights palette if necessary by selecting its name in the Palettes menu.

O snnnnnnnns Lights oo BB
Lights
Spot/Paint Brightness &
-_———— A,
arnbient Erightness Calar

i &or
Sun Brightness
-_—r———, |:| [ on
[ show Lights ] shadows

Adjust the brightness of Spot/Point lights, Ambient light and Sun light, or turn lights off and on

to see the effect on your scene.

Set the lighting levels to give the effect you desire for your final render.

See Lights on page D-16 for more details of the Lights palette.



O Look Around

Select the VR tool in the Tools palette:

[

When the VR plug-in is selected, the NaviCam palette is automatically opened so that you car
also use it to make changes to the camera position and view.

Select the From Door view from the View popup menu then click in the document window,
hold down the mouse button and drag to look around the room using the following controls:

* To pan the camera (turn it left and right): drag the mouse left and right.
* To tilt the camera: drag the mouse up and down. The tilt is limited to %/- 90

* To crab the camera (move it to the left or right): hold down the Comman@ge ( [/ )
and drag the mouse left and right.

* To move the camera forwards and backwards: hold down the Commangk: ( / )and
drag the mouse up and down.

* To zoom in: hold down the Shift ke< ).
* To zoom out: hold down the Control key.

As you move, the cursor changes to an arrow head pointing in the direction you are moving. In
all cases, the further you move the mouse from the point first clicked on, the faster the camer
will move.

Select From Door in the View popup menu to return to this view again.
Using either the VR Tool or the NaviCam palette, set the view for your final render.
Save the document.
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0 Final Render

Now that our room is complete and we have chosen a specific view, we can produce a high
quality render.

1. Open the Renderer Options palette by selecting its name in the Palettes menu.
2. Uncheck the Show Grid option so that the document grid is hidden.

3. Hold down the Option key (a™_ ) and select Microspot Renderer from the Renderer
popup menu.

O Renderer Options i HE
Renderer Options

Carnera: [ FPerspective i] | Options... I

Renderer : [ Mictospot Renderer ij
Style: | Filled ¥ ] show Grid

Shading: [ Show Markers
Backface: |:| Usze Hardware

4. If you have not already registered the renderer, a dialog displays for you to enter your
name, company details and renderer serial number (REND-XXXX-XXXX-XXXX-
XXXX-XXXX). Enter your details and click OK.

Note: If you do not enter a renderer serial number, the scene will be rendered but will
have a demo panel across it. You can enter a serial number at a later time by clicking or
the Options button in the Renderer Options palette.

5. A dialog displays any options available for the Microspot renderer. Click OK.

Microspot Renderer Options

Microspot Renderer. Copyright Microspot Lid, 1999,

Ef Shadows f Anti-alias Image
Resalution: D Good

Low - Faster High - Slower !} Better

[ Soft edges i) Best

[ Go to Web Page | | cancel |
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6. The scene will be rendered at a higher quality. Status information displays in the Help
palette.

7. Experiment with the lighting controls in the Lights palette and the Renderer Options to
see how they affect the quality and realism of the render produced.

Note: Always reselect the Interactive Renderer in the Renderer pop-up menu in the Renderer
Options palette before making any changes to your scene or view.

See Appendix | — Microspot Plug-in Renderer on page I-1 for more details.

O Take a Picture or Print

Now that the final render has been produced we can take a picture and/or print the window
view.

Take a Picture
To save a pict image of the window view at 72 dpi, click on the Take Picture plug-in in the
Tools palette:

14 N
e

The cursor changes to a camera. Move it over the document window and click. The standard
Save dialog displays. Enter a name for and location to save the pict image and click OK to save
the image.

This picture file saved can be opened with any application that supports PICT e.g. SimpleText
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Print

To print the document view, select the Print tool in the Tools palette:

The cursor changes to a printer. Move it over the document window and click. The standard
Print dialog displays. Enter the required number of copies etc. in the Print dialog and click OK
to print the view.

0  Summary

This tutorial should have given you a good idea of the capabilities of Interiors and explained
how to use many of the features. Please refer to the reference part of the manual to explore tt
many more advanced features available.
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Chapter 3

Menus

Details of the application’s File, Edit, View, Options, Palettes, Plug-in and
Help menus. Command key shortcuts can be used to perform many menu
commandsSee Appendix L — Command Key Table on page L-1 for details.

Table of Contents

Apple Menu 3-3
About Interiors 3-3
About Plug-ins 3-4

File Menu 3-6
New 3-6
Open 3-6
Insert 3-7

Add as Object 3-7
Add to Object 3-8
Fore/Background Picture  3-9
Import 3-10
3DMF 3-10
Export 3-11
3DMF 3-11
Close 3-12
Save 3-12
Save As 3-12

File Menu continued...

Revert 3-13
Page Setup 3-13
Print 3-13
Print One 3-13
Quit 3-13
Edit Menu 3-14
Undo 3-14
Cut 3-14
Copy 3-15
Paste 3-15
Paste Special 3-15
Add as Object 3-16
Add to Object 3-17
Fore/Background Picture 3-18
Clear 3-19
Select All 3-19
3-1

(return to main table of contents)




Edit Menu continued...

Select None

Duplicate

Group

ungroup

Preferences
Color Preferences
Default Tool
Options

Show Clipboard
Camera
Viewing Tools

View Menu
New Window
Close Window
Name View
Delete View
Change View
Look at Selected
Home View
Custom
Top, Front, Left,
Right and Back
Last View
Open Documents

Options Menu

3-20 Edit Item
3-20 Lock
3-22 Unlock
3-23 Primitive
3-24 Dismantleable
3-24 Autogrid
3-25 Grid Options
3-25 Metric
3-26 Inches
3-27 Spin Around Look At
3-21 Palettes Menu
ggg Plug-in Menu
3-29 Help Menu
3-30 About Balloon Help
3-30 Show/Hide Balloons
3-31 Online Manual
3-32
3-32
3-32
3-33
3-33
3-33

3-34
3-34
3-35
3-36
3-36

3-36
3-36

3-37
3-38

3-38

3-38

3-39
3-40

3-41
3-41
3-41
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APPLE MENU

Click on the Apple icon at the top left of the screen to display the Apple menu. The top two

items relate to Interiors:
Ii About Interiors...

About Plug-ins [ 2

0 About Interiors

Select About Interiors to display the About Interiors dialog. This provides information about
the version of the application and QuickDraw 3D you are running, registration and serial num-
ber details.

About Interiors §_|

Go to Microspot Web Page |
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(1 About Plug-ins

Select About Plug-ins and hold down the mouse button to display the list of the plug-ins that
are currently running:

About Plug-ins 4Walls...

Auto Save...
Ceilings...

Color Palette...
Construct Idler...
Cursor Options...
Floors...
Furnishings...
Gravity...
Libraries...

Light Director...
Lights...
MaciInteriors...
MaviCam...
Nudge...

Print...

Renderer Options...
Sun Direction...
Take Picture...
Textures...
Tripod...

YR...

Walls...
Windows and Doors...
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Select a plug-in name from the list to display a dialog containing brief details about the plug-in.

About “"MNaviCam ”.

Yersion:3.1 Phone : (44)-[011 622-627771
Author - Robin Landsbert Fax:(44)-(011622-690201
Company : Microspot Lid. Email: Internet ;: microspot@rmicrospot.co.uk
Address : Concorde House, Info - Handy way of zetting the camera
10-12, London Eoad, po=sition very quickly.
Maidstone, Kent. MET1E S0 4.
ENGL &M .
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FILE MENU

E Mew EN

Open.. #¥0
Insert...
Import P
Export )
Close EW
Save xS
Save As..
Revert

Page Setup...
Print... %P
Print One
Quit ¥0Q

] New

Opens a new, untitled document.

If there is a document called Default Stationery Pad located in the same folder as the applica-
tion, a copy of this document will be opened as an untitled document (a document is tagged a:
a stationery pad via the Get Info dialog). This allows you to use the same customized settings
for each document.

[ Open

Opens an existing Interiors file, or any other file created by a QuickDraw 3D-compatible appli-

cation.

Select Open and a standard dialog displays for you to select the file to open.
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] Insert

Select Insert to bring QuickDraw 3D, picture, or text files into documents.
When the standard dialog displays, select a file to insert. The Insert Dialog will display:

Add the following data type:

i 30 object l Add as Object l

) Picture
O Tent [ Add to Object |
> Sound [ Cancel ]

[ Foreground Picture ] [ Background Picture ]

The options available will depend upon the type of file selected, and whether an object was
selected when Insert was chosen. The type of file selected will be indicated on the left side of

the dialog.

Add as Object
The selected file appears either in the center of the grid or at the last place the mouse was
clicked.

* QuickDraw 3D file: Appears as a 3D object, the orientation of which will depend on the
information contained in the QuickDraw 3D file.
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* Picture file: The image displays as a rectangle with the same proportions as the original
picture. The longest side of the rectangle is equivalent to the length of one side of one grid
square and its orientation relates to the grid.

* Text file: Text is placed in the document as a text marker. The marker has a specific loca-
tion within the document, but the text is always displayed perpendicular to the camera,
regardless of the view.

Sexm

Add to Object

This option is only available if an object was selected in the document before Insert was cho-
sen. The file is converted to a picture (if necessary) and applied to the selected object as a te»
ture. The properties of the selected object will determine how it is applied.

Available for:
® QuickDraw 3D file

3-8



® Picture file

e Text file

Foreground/Background Picture

The file is converted to a picture (if necessary) and placed in the foreground/background where
it remains even if the view changes. If the proportions of the image are not the same as the prt
portions of the window, the image is distorted to fit the window. Its size remains constant rela-
tive to the window size.

Available for:
® QuickDraw 3D file

* Picture file

AL IS SIS /177,

3D WORLD
FHE

TALLI SIS ISLIL LSS SIS IS IS S TTTITIIIIITTS S,

NN
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* Text file

1 Import

The Import submenu allows you to access Import options.

Open the file menu and select Import. A submenu lists the Import options. Select the option
you wish to use from the list.

(N import ¥ IR |

3DMF is the only Import option that is part of the application. All other Import options are
plug-ins.See Appendix A — Import Plug-ins on page A-1 for further details.

3DMF

Select 3DMF and the following dialog displays:

a JDMF is Interiors native file format. Just use
Open, Insert, 5ave or 5ave As to import or export

3DME.

=
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As 3DMF is the native file format of the application, you can import 3DMF objects by
* Using the Insert comman8ee Insert on page 3-7 for details.

* Opening a 3DMF document and dragging and dropping items from the new document to
the current documenttee Open on page 3-6 and Appendix J — Drag and Drop on page J-
1 for details.

 Dragging and dropping a 3DMF file from the Finder into the docurert Appendix J —
Drag and Drop on page J-1 for details.

I Export

The Export submenu allows you to access Export options.

Open the file menu and select Export. A submenu lists the Export options. Select the option
you wish to use from the list.

. Bxport 1 3DMF

3DMF is the only Export option that is part of the application. All other Export options are
plug-ins.See Appendix B — Export Plug-ins on page B-1 for further details.

3DMF

Select 3DMF and the following dialog displays:

a JDMF is Interiors native file format. Just use
Open, Insert, 5ave or 5ave As to import or export

3DME.

=

As 3DMF is the native file format of the application, you can export 3DMF objects by
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* Using the Save or Save As commafde Save on page 3-12 and Save As on page 3-12 for
further details.

 Dragging and dropping items from the document to the Finder or another application that
supports 3DMF and Drag and Drdégee Appendix J — Drag and Drop on page J-1 for
details.

O Close

Closes the current document and its associated windows. If the document has not been savel
or if changes have been made to it since it was last saved, an alert will display asking if you
want to save the document before closing.

O Save

The Save option is only available if a document has never been saved, or if changes have bee
made to it since it was last saved. Using the Save option saves the document in 3D metafile fo
mat. If the document has not been saved before, a dialog will display for you to specify the
document name and a location to save it.

To save a document as a stationery pad, give it the name Default Stationery Pad. The docume
will be automatically tagged as a stationery ek New on page 3-6 for information about
opening the Default Stationery Pad.

O Save As

Choose to save a document (in 3D metafile format) under a different name or in a different
location. If you try to save a document in the same location as a document of the same name,
an alert will ask if you wish to replace the existing file.
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] Revert

Returns to the last saved version of a document. (This option will only be available if the docu-
ment has been previously saved.) An alert will display to ask if you are sure you wish to revert

(]  Page Setup

Select to display the Page Setup dialog. The options available in the Page Setup dialog will
depend on the printer driver you have selected in the Chooser.

0 Print

Select to display the Print dialog. The options available in the Print dialog will depend on the
printer driver you have selected in the Chooser.

0 Print One

Prints one copy of the current window without displaying the Page Setup and Print Dialogs.

0 Quit

Quits the application and closes all open files and their associated windows. If any open files
have been changed without being saved, a dialog will display asking if you wish to save the
changes.
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EDIT MENU

E Lndo *7

Cut X
Copy RC
Paste Y
Paste Special...
Clear | 3

Select All %A
S5elect Mone

Duplicate 3D
Group #G
Lngroup AN

Preferences...
Show Clipboard

0 Undo

Allows you to undo your last object manipulation. Selections, de-selections and view changes
are not object manipulations, and therefore cannot be undone.

This option will be disabled if no document is open, if an open document has not been changec
since it was last saved, or if Do Undos has been turned off in the PreferencesSdialbg.
Undos on page 3-25 for further details.

After an object manipulation has been undone, the Undo option will change to Redo. Select
Redo to perform the action again.

O Cut

Removes a selected item from the current document and places it on the clipboard where it
remains until replaced by another item cut or copied from the document.
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(I Copy

Copies a selected item from the current document and places it on the clipboard where it
remains until replaced by another item cut or copied from the document.

] Paste

Pastes items into the current file either in the center of the grid or at the last place the mouse
was clicked. 3DMF, PICT, text, and sound files can be pasted into Interiors documents. 3DMF
data are pasted in as 3D objects; PICT files are pasted in as rectangles; text and sound data
pasted in as markers.

[1  Paste Special

Paste Special is only available if you have cut or copied items from an application other than
Interiors. When you select Paste Special, the following dialog displays:

Add the following data type:

{30 object Add as Object

) Picture

@ Text Add to Object

O sound

( Foreground Picture | [ Background Picture |

Items cut or copied from other applications can be placed in Interiors documents in a variety of
ways, depending on their formats. If you have cut or copied multiple data types, you can use
the list on the left of the Paste Special dialog to select the data type you want to place in your
document.
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The Paste Special options available to you will depend on the type of file selected, and whethe
an object was selected prior to choosing Paste Special.

Add as Object

The file will appear either in the center of the grid or at the last place the mouse was clicked.

* 3D Object: Appears as a 3DMF, the orientation of which depends on the information con-
tained in the 3D object file.

* Picture: The image displays as a rectangle with the same proportions as the original pic-
ture. The longest side of the rectangle is equivalent to the length of one side of one grid
square, and its orientation relates to the grid.
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* Text/Sound: Placed in the document as a text/sound marker. The marker has a specific

location within the document, but always displays perpendicular to the camera, regardless
of the view.

Frexm

Add to Object

This option is only available if an object was selected in the document prior to choosing Paste
Special.

Available for:

* 3D object: The file is converted to a picture and applied to the selected object as a texture.
The properties of the selected object will determine how it is applied.

* Picture: The file is applied to the selected object as a texture. The properties of the selectec
object will determine how it is applied.

* Text: The file is converted to a picture and applied to the selected object as a texture. The
properties of the selected object will determine how it is applied.

* Sound: The sound is applied to the selected object as an attribute. To play the sound, click
on the object.
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Foreground/Background Picture

The file is converted to a picture (if necessary) and displayed in the document foreground/
background where it remains even if the view changes. If the proportions of the image are not
the same as the proportions of the window, the image is distorted to fit the window. Its size
remains constant, relative to the window size.

Available for:
* 3D object

* Picture

SAMPLE
3P WORLD
FHE

Y

°
&
P

-
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0 Clear

Whote Object

Texture

Surface Color
Reflective Color
Rotation

Sound

Background Color
Background Picture
Foreground Picture

Use the Clear command to remove items or attributes without placing them on the clipboard.
The six options in the top part of the popup menu are only available if an item is selected within
the document before Clear is chosen.

Select the appropriate option to clear the entire object, or a specific attribute of the object. An
entire object can also be cleared from a file by dragging and dropping it into the trash can.
Although the object will be removed from the file, a clipping will remain in the trash can until
it is emptied. This allows you to drag and drop the item back into the document if necessary.

The last three options in the Clear menu allow you to remove the document’s background
color, background picture and foreground picture.

O Select All

Selects all of the objects in the current window.
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O Select None

Deselects all of the selected items in the current window.

[1  Duplicate

When an object is duplicated, the duplicate is created as an entirely separate item and is unre
lated to the original.

1. Select an item or group of items and choose Duplicate.

2. A duplicate of the selected item or group of items is placed one grid square to the right
of the original:
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3. Move the duplicate and choose Duplicate again.

o

4. The second duplicate will be positioned in the same position relative to the first dupli-
cate, as the first duplicate was to the original:

o

0

Any rotations that are applied after the first duplication are also applied to subsequent dupli-
cated items. This is useful for drawing items like spiral staircases.

Hold down the Shift key when using the Duplicate option to avoid applying any offset.
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1 Group

Groups two or more objects and allows them to be manipulated as a single object.

1. Select the desired items, then choose Group. Grouped items will be surrounded by a
bounding rectangle or sphere depending on whether the arrow or rotate tool was used tc
select them:

2. Double-click on the group or choose Edit Iltem from the Options menu to open a new
window containing only the items within the group:
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3. Manipulate these items individually, then close the window to view your changes in the
original document:

A

While a Group window is open, the handles of the bounding rectangle or sphere around the
original grouped items will change color. This indicates that the objects are selected, and the
Group window is open. The color of the handles is set in the Preferences Sedagolor
Preferences on page 3-24 for further details.

If the grouped objects have been placed in further groups, the Group window will contain
grouped objects. Double-clicking on these groups will open additional windows showing the
contents of their respective groups.

If a group of objects is flagged as Primitive, it is not possible to edit the items within the group
by double-clicking on the group or choosing Edit Item from the Options menu. The group must
be flagged as Dismantleable before the individual items can be edited. The Primitive and Dis-
mantleable options are available in the Options menu and the Info palette, and are discussed
further in the sectionBrimitive on page 3-36, Dismantleable on page 3-36 and Primitive/Dis-
mantleable Flag on page 4-18.

[J  Ungroup

Ungroups selected items so that members of a group can be selected individually. Note that thi
option only ungroups one level at a time.

If a group is flagged as Primitive, the Ungroup option will be grayed out in the Edit menu, and
will not be selectable. The group must be flagged as Dismantleable before it can be ungroupec
The Primitive and Dismantleable options are available in the Options menu and the Info pal-
ette, and are discussed further in the sectomsitive on page 3-36, Dismantleable on page 3-

36 and Primitive/Dismantleable Flag on page 4-18
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O Preferences

Select Preferences to display the Preferences dialog:

Open Handle Color: |:|
Locked Handle Colar : .
Light Marker Color: I:'

Grid I:-:I-:-r':D

Background Colar : D

[efault Color : .

— Default Tool:
El Arrow Tool
D Rotate Toal

E Sound On

E Ceynarnic Updates

[ solid Grid
[ Global Lights

D Advanced Handles
[l sute Hide Plug-in Palettes

B Lo Undos
Unda Tirmeout

Edges to a circle:

u]

24

Preferences
—Colors: — Options :
Handle Color: . [[] High Resalution Frinting

seconds

zides

Cancel I

Color Preferences

To change color preferences, click on a color square to display the Color Picker. Select a new

color and close the Color Picker.

* Handle Color: The color of the handles on the bounding frame of a selected object.

* Open Handle Color: The color of the handles on the bounding frame of a group of objects

when an Editing or Group window is open.

* Locked Handle Color: The color of the handles on the bounding frame of a locked object.

* Light Marker Color: The color of the cone or point marking the position of a Spot/Point
Light. If this color is set to white, the color of each light marker will be the same as the

color of the light.
* Grid Color: The color of the grid.

* Background Color: The color displayed in the background of a new file.
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* Default Color: This is the color that displays in the color block in the window toolbar and
is used to draw new objects.

Default Tool

Choose either the Arrow or Rotate Tool as the default tool.

Options
* High Resolution Printing: Click to print at printer resolution rather than screen resolution.
* Sound On: Click to play sounds within the application.

* Dynamic Updates: If this option is enabled, all open windows for a particular document
will automatically be updated as objects are created or manipulated in the active window
and as slider bar controls in palettes are changed. If this option is not enabled, only the
active window will be updated as actions are performed. Other open windows will not be
updated until the action is complete and when moving slider controls, views will not be
updated until the mouse is released.

* Solid Grid: Click to specify that the document grid should appear as a solid floor rather
than a wire frame grid.

* Global Lights: When this check box is enabled, the controls in the Lights palette relate to
the document. When it is not enabled, the controls in the Lights palette relate to the active
window only.

* Advanced Handles: When this option is checked on, the lines of the bounding frame of an
object can be clicked on and dragged to resize the object. The default setting is off.

* Auto Hide Plug-in Palettes: \When this option is checked on, whenever a plug-in tool is
selected in the Tools palette, any plug-in palettes currently open are closed. This helps to
prevent your work space from becoming too cluttered.

* Do Undos: The Do Undos checkbox is used to specify whether or not you wish to be able
to use the Undo command. It is checked on by default.

To be able to perform an Undo command, the application must store a copy of the docu-
ment (or parts of it) before carrying out any action that will change the document. This
means that you could need twice as much memory to be available for the application as the
document itself requires. It also means that for large documents, the time it takes for the
application to store the copy of the file may result in unacceptably slow updates as you edit
your document. Unchecking the Do Undos checkbox will therefor allow the application to
use less memory and also speed up the updating of large documents.
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* Undo Time-out: AS an alternative to completely disabling the Undo command, you can
leave the Do Undos checkbox checked on, and enter a value in seconds in the Undo Time
out field. This specifies the amount of time that you are prepared to give the application to
store a copy of the document. If a copy of the document cannot be stored in the time spec
ified, no copy will be saved and the Undo command will not be available. The default set-
ting of O seconds gives unlimited time.

* Edges to a Circle: Enter a value for the number of sides a circle should have. This will
affect the appearance of circles, spheres, cylinders, etc. The lower the value, the coarser
the curve. The higher the value, the more memory and disk space you will need to display
and store the images. The default value is 24.

[1  Show Clipboard

Choose this option to display the clipboard, which stores items that have been cut or copied
from applications. The contents of the external clipboard can only be displayed if they can be
recognized.

Note: The clipboard is part of QuickDraw 3D and so may look different or have more or fewer
controls depending on the version of QuickDraw 3D you have installed.

Use the controls at the bottom of the Clipboard window to view stored items:

EI=———— Clipbvard ="=———"——-315

YIS P
A TN

Camera Rotate Move

Distance Perspective
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Camera

Click on the Camera icon and hold down the mouse to display the Camera popup menu.
Use the options in the Camera menu to change the view of an item on the clipboard. The
options available will depend on the version of QuickDraw 3D installed.

Viewing Tools

Click on an icon and move the cursor over the item in the Clipboard window. Hold down the
mouse, then click and drag over the item

* Distance: Use to move closer to, or further away from, an item:

EE

Clipboard FE

* Rotate: Use to rotate an item. To rotate the camera around the item, position the cursor ovet
the clipboard’s background and drag while holding down the mouse:

[ Clipboard

EE

@eueE =
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* Perspective: Changes the perspective view of an item:

Clipboard

* Move: Moves an object up, down, left or right:

EX

Clipboard

EE
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VIEW MENU

E Mew Window HK

Close Window

Name Yiew...

Delete Yiew...

Change Yiew [ 4

» untitled - untitled view

O New Window

Opens a new window for the current document. The new window displays the same view as the
original window, and is offset from it. Use the Change View menu to change the view in the
new window to display a different view of the same docuni. Change View on page 3-31

for further details.

0 Close Window

Closes the current window. If this is the last open window for a document, the document will
also be closed. If you have made changes to the document since it was last saved, an alert di
plays asking if you want to save the changes. If you save your changes then later reopen the
document, the same view as when the document was closed will be displayed. To save a view
with a name, use the Name View option before closing the wirdiegvName View on page 3-

30 for further details.
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O Name View

Saves the current view. Enter a name for the view in the dialog that displays:

Name Diew

Please name this view:

My Uiew |

You cannot use the names of the standard views included in the program. If you specify a name
that has already been used to save a nonstandard view, an alert displays asking if you want tc
replace that view.

O Delete View

Deletes a saved view. This option is only available when new views have been created and
saved (standard program views cannot be deleted).

1. Select Delete View and a submenu lists the views that may be deleted:

Delete Yiew... . d  Yiewfrom door
¥iew from window 1
Yiew from above left

2. Select the name of the view to delete from the submenu and the view will be deleted.
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3. If you do not select a view from the submenu, the delete view dialog displays showing
the views that can be deleted

Delete Yiew

Select a view to delete:

View from door FY
View from window 1
View from above left

-

Cancel I

4. Select the view to delete and click OK.

Note: If a document window was displaying a view that has now been deleted, the window will
remain open as an untitled view.

[  Change View

Click on Change View to display a popup menu which lists the available views (including any
that you have saved). The view in the current window will be indicated by a check mark. Move
the cursor down the list to select the desired view:

Look at Selected 1
Home View 3H

v Custom %0

Top 35

Front #8

Left #4

Right %6

Back #2

Last Diew %9
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The current window will change to reflect your choice. If a standard view has been changed,
hold down the Option key and select the name of the standard view to reset it to the default
standard view.

The view displayed can also be changed via the Command key shortcuts shown in the Chang
View popup menu above, or through the popup menu in the Window cofsteels/iew on
page 4-30 for further details.

Look at Selected

Displays a selected object in the center of the window:

.. Look at Selected 31
Home Yiew #H

» Custom 30

Top #5

Front #*8

e Left a4

Right #0

Back B2

Last Yiew 39

Home View

Returns the camera to its initial position (the view displayed when a new file is opened):

Look at Selected 31

~. Home Yiew

Custom 30

[ ] Top #5

‘ -‘ Front 38 l . ‘

Left 34 e
Right o
Back 2
Last Yiew 30

Custom

Any nonstandard view, or any view that has not been saved is a Custom view.
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Top, Front, Left, Right and Back

The five standard views that allow you to display the file from the sides and top:

A

®0 O

O OB B

BEH! 64

The view that was displayed in the window immediately prior to the current view.

Last View

[0 Open Documents

At the bottom of the view menu is a list of the documents and views that are currently open.
The active window has a check mark to the left of its name. Documents that have been change
since they were saved are underlined. Select a document/window name from the list to make i
the active window:

v Design A - View 1
Design A - Uiew 2
Design B - untitled view
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OPTIONS MENU

E Edit Item... #E

Lock L
Linlock
Primitive
Dismantleable

»~ Autogrid Y
Grid Options...

~ Metric #EM
Inches 1
S5pin around Look At 3T

O Edit Item

Select to edit individual objects within a group.

Double-click on the group, or select the group and choose Edit Item from the Options menu, to
display a new window which contains only the items in the group.
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The items can now be edited individually. As you edit the individual items, the group remains
locked in the original file window, although it will be updated to reflect any changes you make.

b

Hold down the Option key when closing an editing window, and all editing windows for that
file will be closed.

Items and groups can be flagged as Primitive or Dismantleable. If the selected group has bee
flagged as Primitive, Edit Item will be grayed out and will not be selectable. Flag the group as
Dismantleable to edit it. The Primitive and Dismantleable options are available in the Options
menu and the Info palett&ee Primitive on page 3-36, Dismantleable on page &&6Prim-
itive/Dismantleable Flag on page 4-18 for further details.

O Lock

Protects a selected object or group from being changed. A locked object can be grouped with
other objects, but cannot be moved, resized or changed. If you group a locked object with othe
objects, the entire group will be locked.

If you place the cursor over a locked object, it will display as a padlock.

An object or group can also be locked by selecting it and clicking on the large open padlock
icon in the top right corner of the Info Paleti&e Lock on page 4-19 for further details.
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O Unlock

Select a locked object or group and choose Unlock to remove the protection against changes.
An object or group can also be unlocked by selecting it and clicking on the large closed pad-
lock icon in the top right corner of the Info Palefiee Lock on page 4-19 for further details.

0 Primitive

Specifies that an item or group should be treated as a basic geometry. A basic geometry canni
be ungrouped, so individual surfaces or items cannot be edited. An alternate method of specify
ing an object as a Primitive is to click on the Primitive/Dismantle button in the Info Paktte.
Primitive/Dismantleable Flag on page 4-18 for further details.

O Dismantleable

Specify that an item or group can be broken down into its component parts. This will allow you
to ungroup an item or items and edit individual components as separate items. An alternative
method of specifying an object as Dismantleable is to click on the Primitive/Dismantle button
in the Info PaletteSee Primitive/Dismantleable Flag on page 4-18 for further details.

1 Autogrid

Autogrid applies an invisible grid to the document to which object points can snap. It is
enabled by default to make it easier to align objects. The distances between the nodes on this
grid are determined by the value entered for the Snapping Grid Distance in the Grid Options
dialog.See Grid Options on page 3-37 for further details.
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When Autogrid is enabled and a new item is drawn, the cursor is positioned on the closest
snapping grid intersection. As the object is drawn, the object’s handles snap to the snapping
grid’s intersection points. As an object is resized, the object’s handles are positioned on snap-

ping grid intersection points. When an item is moved, its center point will snap to the snapping
grid intersection points.

If Autogrid was disabled when an object was randomly positioned in the file, the item will be
moved or resized in increments of the snapping grid distance when Autogrid is enabled.

Reselect the Autogrid option in the Options menu to turn this option off.

[0 Grid Options

Choose Grid Options to display the Grid Options dialog:

=——— Grid Options

Murnber of grid squares:

Grid square size: Inches

Snapping grid distance :

I

Inches

Frefered unit size: Inches | ¥

* Number of grid squares: This value relates to the visible grid. Enter a value to specify the
number of grid squares that should make up one side of the grid.

!

* Grid square size: This value relates to the visible grid. Enter a value to specify the length
of one side of one grid square.

* Snapping grid distance: This value defines the invisible snapping grid. Enter a value for
the length of one side of one snapping grid square. Typically, you will want to give the
snapping grid distance a value that is a fraction or multiple of one document grid square.
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* Preferred unit size: This option allows you to select a unit size.

Prefered unit size: [T o0 Prefered unit size:
_Feet K] Centimeters

The entries in the popup menu are determined by whether metric or inches has been
selected in the Options menu as discussed below.

O Metric

Select this option to use metric units of measurement. The grid size, position coordinates and
dimensions will all be calculated using metric units.

0 Inches

Select this option to use inches or feet as units of measurement. The grid size, position coord
nates and dimensions will all be calculated using inches or feet.

[0  Spin Around Look At

Select Spin around Look At to rotate a view around the point at the center of the view. Click
anywhere in the window to stop the rotation.
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PALETTES MENU

Click on Palettes in the application menu bar to display a list of available palettes. Select the
palette name from the list to open it.

3 Tools
Info
Help

The Tools, Info and Help palettes are the standard palettes included in the application. All othel
palettes are plug-in palettes that can be loaded when the application is launched or while it is
running.

See Chapter 4 — Palettes on page 4-1 for details of the Tools, Info and Help palettes, Appendi
D — Plug-in Palettes on page D-1 for details of plug-in palettes, and Installing Plug-ins on
page 1-5 for details of installing plug-ins.
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PLUG-IN MENU

Click on the Plug-in icon in the application menu bar to display a list of available plug-ins.

Select the plug-in name from the list to open it.

See Appendix C — Menu Command Plug-ins on page C-1 for details of plug-ins accessed fronr
the plug-ins menu.
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HELP MENU

E About Balloon Help...

Show Balloons

Interiors Online Manual

[1  About Balloon Help

Select this option to display information about Balloon Help.

O Show/Hide Balloons

Select Show Balloons to display Balloon Help messages. When Show Balloons has been
selected, this menu item changes to Hide Balloons. Select Hide Balloons to stop displaying the
Balloon Help information.

0 Online Manual

Select this option to launch Acrobat Reader (if available) and display the Online manual.
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Chapter 4
Palettes

The Tools, Info and Help palettes are the standard palettes included in the
application. All other palettes are plug-in palettes that can be loaded when the
application is launched or while it is runnirigge Installing Plug-ins on page

1-5 for further details.

Table of Contents

Introduction 4-3 Info Palette continued...
Rotation 4-18
Tools Palette 4-4 Lock Rotation 4-18
Select/Move 4-4 - :
Primitive/Dismantleable 4-18
Select 4-4
Lock 4-19
Move 4-6 Colors 4-19
Select/Move/Scale 4-7
Surface 4-19
Select/Move/Rotate 4-9
. i : Lock Surface Color 4-19
Manipulating The Grid 4-10 .
: . Reflective 4-19
Moving The Grid 4-10 .
: ) Lock Reflective Color  4-20
Rotating The Grid 4-12 .
Transparency/Brightness  4-20
Rectangular Marquee 4-13 5
Hand 4-13 Trgnsparency 4-20
Brightness 4-22
Info Palette 4-16 Shininess/Spread 4-23
Position 4-16 Shininess 4-23
Lock Position 4-17 Spread 4-24
Size 4-17 Reflectivity/Sharpness 4-25
Lock Size 4-17 Reflectivity 4-25
Constrain Proportions 4-18 Sharpness 4-26
4-1

(return to main table of contents)




4-2

Info Palette continued...
Name
Comments

The Help Palette

Window Controls
Zoom Out
Zoom In
View
Default Color
Window Resize

4-26
4-27

4-28

4-29
4-29
4-29
4-30
4-30
4-31



INTRODUCTION

To open a palette, select its name from the Palettes menu. The Palettes menu lists of all the
available palettes.

3 Tools
Info
Help

The Tools palette displays automatically the first time the application is launched. The status
and position of all palettes is remembered each time the application is opened. To return pal-
ettes and preferences to their default settings, hold down the Command and Option keys while
launching the application. Close a palette by clicking on the top left corner of the palette win-
dow.

Window controls are displayed at the bottom of each document window and these are also dis
cussed in this section of the manual.

Note: If any palette is moved to within 5 pixels of the edge of the screen, the palette will snap to
the edge of the screen.
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TOOLS PALETTE

The tools built-in to the application Tools palette are the Arrow, Rotate, Rectangular Marquee
and Hand tools.

B:EEE
Arrow (a) —! — Rotate (r)
Rectangular Marquee (m) :: ] — Hand (h)

The rest of the tools are plug-ins that can be loaded when the application is launched or while
it is running.See Installing Plug-ins on page 1-5 for further details.

Select the tool to use by clicking on its icon in the Tools palette. After a tool has been used, the
currently selected tool reverts to being the Arrow tool, unless the default tool is changed in the
Preferences dialogee Preferences on page 3-24 for further detéds.can, however, dou-
ble-click on any tool to lock it in so that it will not change after you use it, but will remain
selected.

[ k I% Select/Move

Both the Arrow and Rotation tools can be used for selecting and moving objects. You can also
click and drag on the grid with either tool to move the entire scene in the wigdew/lanipu-
lating The Grid on page 4-10 for further details.

Note: Objects may be locked to prevent them being moved or rotated in one or more directions,
or to prevent them being resiz&ke Lock Position on page 4-17, Lock Size on page 4-17,
Lock Rotation on page 4-18 and Lock on page 4-19 for more details.

Select

When an object is selected, it is surrounded by a bounding frame with handles at the points
where the bounding lines intersect:
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To temporarily hide an object’s bounding frame, hold down the Option key and click on the
arrow or rotate tool. The item is still selected, but the bounding frame and handles do not dis-
play. To re-display, click on the arrow or rotate tool again.

To add objects to a selection, hold down the Shift key and click on the additional objects. To
deselect one object in a selection, hold down the Shift key and click on the object. If you click
on an object that is part of a group, the entire group will be selected and the bounding frame
will surround all of the items in the group.

Double-click on a group of objects to open a new window in which the grouped items can be
edited:

When you close this editing window, any changes you have made will be reflected in the origi-
nal document window. You can also edit a group by selecting it and choosing Edit Item from
the Options menwsee Edit Item on page 3-34 for further details.
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Hold down the Command key and click the mouse to select an object that is behind another
object. Initially, the foremost object will be selected. The second time you click the mouse, the
next object back will be selected, and so on:

Move

To move an object, click on it, hold down the mouse button, and drag. Release the mouse but
ton to place the object in its new location. Hold down the Control key and drag up or down to
move the object closer or further away. If you hold down the Shift key, lines will display show-
ing the X, Y and Z axes, and movement will be constrained to these axes:

Objects can also be moved by entering coordinate values in the Info Fadetféosition on
page 4-16 for further details.
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O h-‘ Select/Move/Scale

Note: Objects may be locked to prevent them being moved or rotated in one or more directions,
or to prevent them being resizé&tke Lock Position on page 4-17, Lock Size on page 4-17,
Lock Rotation on page 4-18 and Lock on page 4-19 for more details.

Select an object with the Arrow tool, it will display surrounded by a bounding frame with han-
dles at the corners.

As an alternative to clicking and dragging, you can move an object using the arrow keys by
selecting the object and pressing the desired arrow key to move it one pixel. If you hold down
the arrow key, the object will move one pixel at a time until it has moved six pixels. It will then
begin to move at an accelerated rate. To move objects closer or further away, hold down the
Control key while using the up and down arrow keys.

To change the size of an object, move the cursor over one of the handles of the bounding fram
When the cursor changes to a white arrow, click the mouse and drag. The shape or size of the
object will change to reflect your actions:

Note: If the Advanced Handles preference is checked on in the Preferences dialog, the lines of
the bounding frame of an object can also be clicked on and dragged to resize th&ebject.
Preferences on page 3-24 for further detalils.

Hold down the Shift key when resizing an object to constrain movement to the X, Y, or Z axes
or to maintain the objects proportions. Four constraining lines are displayed. The red line repre
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sents the X-axis; the green line the Y-axis; and the blue line the Z-axis. The pink line represents
the line along which the object will retain its current proportions:

If, after resizing the object, you hold down the Option and Shift keys and resize the object a
second time, the pink line will move to a position which allows you to constrain the object to
the proportions it was originally drawn with:

Objects can also be resized via the controls in the Info PedetteSize on page 4-17 for fur-
ther details.
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i

0 %] Select/Move/Rotate

Note: Objects may be locked to prevent them being moved or rotated in one or more directions,
or to prevent them being resizé&tke Lock Position on page 4-17, Lock Size on page 4-17,
Lock Rotation on page 4-18 and Lock on page 4-19 for more details.

When an object is selected with the Rotate tool, it displays surrounded by a bounding sphere
with six handles.

To rotate the object, move the cursor over one of the handles of the bounding frame. When the
cursor changes to a white arrow, click the mouse and drag. The object will rotate to reflect your
actions:

Note: If the Advanced Handles preference is checked on in the Preferences dialog, the lines of
the bounding frame of an object can also be clicked on and dragged to rotate th&ebject.
Preferences on page 3-24 for further detalils.

Note: holding down the Shift key while rotating an object constrains the rotatiorf.to 90

You can also use the arrow keys to rotate objects. If you hold down the arrow key, the object
will rotate in T increments for § then accelerate to 18teps. If you hold down the Shift key
while using the arrow keys, you can rotate objects fnd&ements. To tilt an object, hold

down the Control key and use the left and right arrow keys.
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[0 Manipulating The Grid

The Arrow and Rotate tools can be used to move and rotate the grid, as well as objects, to ea:
ily manipulate your view of a document.

Moving The Grid

Select the Arrow tool and move the cursor over the grid. Hold down the mouse button, the cur:
sor changes to an open hand. Move the cursor up, down, left or right. The grid will move to
reflect your actions:
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Hold down the Control key and move the mouse up and down to move the grid closer and fur-
ther away:

‘o

Hold down the Shift key when moving the grid to display, and constrain movement to, the X, Y

and Z axes:
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Rotating The Grid

Select the Rotate tool and move the cursor over the grid. Hold down the mouse button, the cu
sor changes to an open hand. Move the mouse up, down, left or right. The grid moves to reflec

your actions:

Hold down the Shift key while rotating the grid to constrain it to its initial plane. It can then
only be rotated in that plane:

T

Holding the command key down before grabbing the grid will allow you to switch between
rotating or moving the grid.

The arrow keys can be used to move and rotate the grid when nothing is selected in the docu-
ment window. The grid will either move or rotate depending on which tool is currently
selected. Use the control key to move in the Z dimension.
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D L Rectangular Marquee

Select the Rectangular Marquee tool, hold down the mouse and drag out a rectangle to select
one or several objects. (Note that if any part of an object is inside the marquee, that object will
also be selected.)

To add objects to a selection, hold down the Shift key and drag a rectangle around the desirec
objects. To deselect items, hold down the Shift key and drag a rectangle around selected item:
You can also add or remove items from a selection by clicking on them with the Arrow tool
while holding down the Shift key.

O {rr.;, Hand

Use the Hand tool to change the view of the document by altering the position of the camera.
When you select the Hand tool, a frame will appear around the contents of the window. A han
dle will also appear at each corner of the frame:
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w20

You can either position the view within the frame, or position the frame around the view. To
position the view, click outside the frame and drag the mouse. To position the frame, click
inside the frame and drag the mouse:

w20

If you are in an elevation or orthogonal view, move the mouse left and right to crab, or up and
down to change the camera height.

T

If you are in a perspective or user defined view, move the mouse left and right to pan the cam:
era, or up and down to tilt the camera. Hold down the Option key and move left and right to
crab, up and down to change the height.
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To zoom in on an object (note that you are not actually moving the camera, but rather narrow-
ing the focus), click on one of the frame handles and drag it in towards the center of the win-
dow:

When you select another tool, the window changes to show the view you have chosen:

.
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INFO PALETTE

The Info palette displays information about, and provides controls for you to adjust, the char-
acteristics of a selected object or light.

Select Info from the Palettes menu to display the Info Palette. When it is first opened, only the
top section of the Info palette will be visible. To extend the palette and display the Comments
section at the bottom, click on the button on the left in the top right corner of the palette. To
reduce the window, click again.

Note: The controls in the Info Palette will vary depending on whether you have selected a 3D
object or a spot/point light in the document window:

Primitive/ agljsssssssssssssssssssInfu555555555555555E
Dismantleable FI st =] Fa EIIE"_LOCI( ObJeCt

. [74 157z | Lock Size
Lock Position{j-sz l[11s ] L | ock Rotation
z:[va  Ugplzo |
— Colars Transparency ~C :
onstrain
Lock Surface Cole &' ;
Surface I:' Shininess Proportions
. | -_——————
Lock Reflective Coloprrirel ]| FReflectivity
Marne : | |
Cormrnents

O Position

The figures displayed in the X,Y and Z Position boxes are the grid coordinates of the center of
the selected object’s bounding rectangle. If you select items that are grouped together, the
coordinates displayed will relate to the group. If you select more than one item and the items
are not grouped, no coordinates will display.
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To precisely position an object, type in values for the X,Y and Z coordinates, then press Enter.
The object will move to reflect your entries.

Lock Position

The padlocks next to the position boxes are used to lock the position of an object. The lock
options work the same for groups of objects as for single objects.

Click on the padlock next to the X position coordinate. It will close, which means the object is
in a fixed position on the X axis (in relation to the grid), but can still be moved in theY and Z
axes. Any or all coordinates can be constrained. If an object’s position is constrained on all
three axes, it cannot be moved. However, you can still change the object’s size (unless it has
also been constrained).

O Size

The size boxes display the X,Y and Z dimensions of an object’s bounding rectangle. If you
select items that are grouped together, the dimensions displayed will relate to the group’s
bounding rectangle. If you select more than one item and the items are not grouped, no dimer
sions will display. To precisely resize an object, type in values for the X, Y and Z dimensions,
then press Enter. The object will be resized to reflect your entries.

Note: Information about the object’s size will be grayed out if you have selected a light as light
objects have a constant size which cannot be changed.

Lock Size

The padlocks next to the size boxes are used to lock the size of an object. The lock options
work the same for groups of objects as for single objects.

Click on the padlocks by the size dimensions to constrain an object’s size. Click on a closed
padlock to open it and unconstrain an object’s size. Any or all size dimensions can be con-
strained. If all are constrained, the size cannot be changed. If just one dimension is constrainec
you can change the other dimensions.
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Constrain Proportions

The Proportional Constrain checkbox to the bottom right of the dimension fields allows you to
constrain the proportions of an object. Select an item and click on the checkbox to turn on Pro
portional Constrain.

Size

r e
[ Jw
Emy

The item can now be resized or moved, but will always maintain its current proportions.

O Rotation

Lock Rotation

To the right of the size controls are additional padlocks for the X, Y, and Z axes that are used tc
constrain the rotation of an object.

Click on the padlock relating to the X axis. It will close, indicating that the object cannot be
rotated around the X axis (in relation to the grid), although it can still be rotated in the Y and Z
axes. The rotation of the object can be constrained in any or all of the axes. The XY and Z axe:
are determined by the orientation of the object.

O IE”E' Primitive/Dismantleable Flag

This option is only available when an item or group is selected. A Primitive item cannot be
ungrouped into component items. Click on the button to toggle between Primitive and Disman-
tleable. The solid square button represents the Primitive state and the split button the Disman:
tleable state. An object can also be specified to be Primitive or Dismantleable by selecting
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Primitive or Dismantleable from the Options me8ae Primitive on page 3-2®d Dismantle-
able on page 3-36 for further detalils.

a IE' |i| Lock

To lock a selected object or group of objects, click on the padlock icon in the top right corner of
the Info palette, or select Lock from the Options mé&mwe Lock on page 3-35 for further

details. This will prevent the object or group from being moved or changed. To unlock an
object, click on the Padlock icon a second time, or select Unlock from the OptionsSaenu.
Unlock on page 3-36 for further details.

0 Colors

Surface

The Surface color box shows the color of the selected object.

To change the color of the object, click on the Surface color box to display the Color Picker.
Select a color and close the dialog. The color you have chosen will be displayed as the Surfac
color and applied to the selected object. If a light is selected the Surface color is the color of the
light emitted, rather than the color of the light marker, which is set in the Preferences dialog.
See Color Preferences on page 3-24 for further def@ddors can also be dragged and

dropped onto the Surface color box from the Default Color block at the bottom of the docu-
ment window, from the Reflective color box, the Color Palette etc.

Lock Surface Color

The padlock next to the Surface color box is used to protect the surface color of the object fron
being changed.

Reflective

The Reflective color box shows the reflective color of the selected object. If light is shining on
an object (sun light or spot/point lights), the part of the object that shines displays the reflective
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color. This will only be visible if you have selected the Best Shading option for the interactive
renderer, or the Microspot Renderer via the Renderer Options paktt&enderer Options on
page D-21 for more detail3his option is not available for lights.

To change the Reflective color of the object, click on the Reflective color box to display the
Color Picker. Select a color and close the dialog. The color you have chosen will be displayed
in the Reflective color box. Colors can also be dragged and dropped onto the Reflective color
box from the Default Color block at the bottom of the document window, from the Reflective
color box, the Color Palette etc.

Lock Reflective Color

The padlock next to the Reflective color box is used to protect the surface color of the object
from being changed.

[1  Transparency/Brightness

Transparency

If an object is selected, the first slider control relates to its transparency. Transparent surfaces
are not activated unless you have a QuickDraw 3D hardware renderer installed or are using a
software plug-in renderer that supports transparency. If transparency is applied to an object
which is subsequently transferred to a machine with the necessary hardware or software, the
object’s transparency will become apparent.

Select an object and use the Transparency slider control to adjust its transparency.
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* When the transparency slider is to the left of the bar, the selected object is opaque:
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Brightness
If a light is selected, the first slider control relates to the brightness of the light it emits:
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[1  Shininess/Spread

Shininess

If an object is selected, the second slider control relates to its shininess. Use the slider control
to adjust the degree of shine you place on an object. Shine is affected by directional light suck

as sun light or spot/point lights:
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Spread
If a spot light is selected, the second slider control allows you to adjust the lens angle of the
light and narrow or widen the beam. Note that this option is not available for point lights:
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[0  Reflectivity/Sharpness

Reflectivity

If an object is selected, the third slider control allows you to adjust its reflectivity, which is the
amount of ambient light the object reflects:
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Sharpness

If a spot light is selected, the third slider control allows you to adjust the sharpness of the light.
Move the slider control to sharpen or unsharpen the focus of the light. Note that this option is
not available for point lights:
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O Name

The Name box provides a space to enter a name for an object or group of objects. This name
will be displayed whenever the object or group is selected.
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] Comments

The Comments box provides a space to enter details about an object or group of objects (suc
as a description). These comments will be displayed whenever the object or group is selected
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THE HELP PALETTE

The Help palette displays coordinate values that show the position of the cursor and help mes
sages or information relevant to the tool selected, cursor position or rendering status (if a non-
interactive renderer is being used).

Select Help from the Palettes menu to display the Help palette:

D wr g W25 £ 24

| Use this tool to drag and seale items.

m e

To resize the Help palette, click on the resize box in the bottom right corner of the palette and,
holding down the mouse button, drag to resize the palette. Release the mouse button when tt
palette reaches the desired size.

D W Z2BE ¥o-108 £ 171

Click in rectangle and drag it to frame
s what you want to see, Use corner handles
it to resize the rectangle.
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WINDOW CONTROLS

The Window controls are displayed at the bottom of each window:

|aaluatl] | B Cefault Color |

Selecting an option affects only that window, regardless of how many other views are open.

O m Zoom Out

Use the Zoom Out button to widen the focus of the camera’s view and make objects appear tc
be farther away. Position the cursor over the Zoom Out icon and click once to zoom out
slightly. Click and hold the mouse button down to continue zooming out.

O ‘ Zoom In

Use the Zoom In button to narrow the focus of the camera’s view and make objects appear to
be closer. Position the cursor over the icon and click once to zoom in slightly. Click and hold
the mouse button down to continue zooming in.
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O View

Use the View popup menu to select a different view, including any view that you have saved.
When you select a view option, the window will change to display your selection:

U-‘T*.l Look at Selected #1
%H

Home Yiew

» CUstom 320
Top 3D
Front 8
Left 384
Right #0
Back #r2
Last Yiew 30

|

The Command key options and View menu can also be used to chooseZe@éwange

View on page 3-31 for further details.

O - Default Color

The color displayed in the color block at the bottom right of the window toolbar is the currently
selected color. Any new items created (except lights and markers) will automatically be this

color, even if you are working in wire frame mode.
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To change the default color, click on the color block and select a new color from the Color
Picker:

Color Picker

[_]
— Change Color: .
—_— 4 Original: -
(— a a
CHMYE Picker 128 &0
E

Crayon Ficker

i »

150 o

: Hue Angle: >
HLS Picker

D 2400 z00° Saturation: %o
Value: %
100

To change an object’s color, click on the color block and drag the color over the object. It will
be highlighted by a bounding frame to show that it is selected. Release the mouse button to
apply the color to the object. You can also select an object, then go to the Color Picker and
select a new color to automatically apply that color.

]

k¢

HSY Picker - | a

n
o)

O Window Resize

To change the size of the window you are working in, click on the Resize Window icon. Hold
down the mouse and drag to resize the window.
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Appendix A
Import Plug-ins

Import plug-ins are accessed via the Import submenu in the File menu.

Table of Contents
Introduction A-2

Maclnteriors A-2

(return to main table of contents)
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O Introduction

Open the File menu and select Impérsubmenu lists the installed Import options:

JDME
Macinteriors...

The 3DMF Import option is not a plug-but part of the core applicatioBee 3DMF on
page 3-10 for details.

Select the option to use from the list.

0 Maclnterio rs

The Maclinteriors plug-in is used to import a 3D data file from Microspééacinteriors appli-
cation intoan Interiors dcument as 3DM

1. Select Maclinteriors from the Import submenu and select a Maclinteriors file from the
standard select file dialog that displays.

2. The Maclnteriors file will be awerted into 3DMF and placed in the documaéiitthe
objects with their descriptions and prices will be imported; library items in thaufile
not included in the Maclnteriors design will not be imported.
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Appendix B
Export Plug-ins

Export plug-ins are accessed via the Export option in the File menu.

Table of Contents

Introduction B-2

B-1

(return to main table of contents)




O Introduction

Open the file menu and select Export. A submenu lists the installed Export options:

Boort ) EY |

The 3DMF Export option is not a plug-in but part of the core applicafiea.3DMF on
page 3-11 for details.

There are no Export plug-ins included in the Interiors product.

B-2



Appendix C
Menu Command Plug-ins

Menu command plug-ins are accessed via the Plug-in menu.

Table of Contents

Introduction C-2
Auto Save C-2
Ceilings C-3
Construct Idler C-4
Floors C-5
Gravity C-6
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(return to main table of contents)




O Introduction

Select the plug-in icon in the menu bar. A list of available menu command plug-ins displays:

Auto Save 3=

Auto 5ave
Ceilings

+ Construct ldler
Floors
Gravity

Select the plug-in name from the list to use it. Hold down the Option key and select the plug-in
name to display any plug-in options that are available.

The first time a plug-in icon is selected, the top item in the menu is Last Plug-in, and this is
grayed out. After selecting a plug-in, the top item will be the name of the last plug-in selected.
This can be chosen by selecting the top item or typing Command - *.

O Auto Save

Select Auto Save to turn on the Auto Save feature. A dialog displays for you to enter a value for
the Auto Save period.

Autosave Delay in Minutes: IZI

Enter a value in minutes and click OK. A check mark will display next to the plug-in name to
show that Auto Save is on.
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After the specified period, a dialog displays warning that it is time to save and giving you the
opportunity to turn Auto Save off, to close the dialog without saving, or to save the document.

It is time to save. Do you want to save
untitled?

[ Turn off Auto Save | | Do NotSave |

To turn Auto Save off, select the plug-in name again from the plug-in menu.

(1  Ceilings

The Ceilings plug-in is used to add ceilings to selected objects drawn with the 4 Walls or Walls
drawing tools.

1. Draw an object using the 4 Walls or Walls drawing tool:

2. Select the object and choose Ceilings from the Command plug-in menu.
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3. An alert displays warning you that it will be difficult to position objects in a room once
the ceiling has been added, and that because of the way ceilings are designed, the ceil
ing will not be seen unless viewed from below.

Ifyou add a ceiling now It will he
difficult to drop objects into the room
as the ceiling will block them.

Also once you have added a ceiling you
will not he ahle to see it unless you are

inside the room.

Do yvou want to add a ceiling?

Cancel I 0K I

4. Click OK and a ceiling will automatically be added to the object.

O Construct Idler

The Construct Idler has two functions:

* Performing CSG (Constructive Solid Geometry) Boolean calculations. CSG operations

allow one geometry to cut into another — enabling you to see into a room through a win-
dow for example. The calculation is performed each time an object with a CSG attribute is
changed, and may take a few seconds depending on the complexity of the document. The
objects must have the appropriate CSG attributes applied to them, by using a plug-in that
allows CSG attributes to be applied to objects, or by using library items that already have
CSG attributes applied. Door and window library items supplied with the application, and
walls drawn with the wall drawing tools, include the correct CSG attributes.

* Automatically simplifying objects as rendering speed decreases. When the Construct
Idler is checked on in the Plug-in menu and rendering speed falls below 4 renders per sec
ond, the plug-in starts to simplify the objects in the scene that contain the most triangles,



by turning them into cubes. This allows you to continue to edit a complex document in real
time, even on one of the slower computers. Any selected items, windows and doors are no
affected by this process. Items are re-drawn in full once the editing action is complete.

0 Floors

The Floors plug-in is used to add floors to selected objects drawn with the 4 Walls or Walls
drawing tools.

1. Draw an object using the 4 Walls or Walls drawing tool:

2. Select the object and choose Floors from the Command plug-in menu.
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3. A floor will automatically be added to the object.

Note: Floors are designed in such a way that they can only be seen if viewed from above.

1 Gravity

The Gravity plug-in is available as both a menu command plug-in and as a plug-in modifier.
See Gravity on page H-2 for details.
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Appendix D
Plug-in Palettes

Plug-in palettes are accessed via the Palettes menu. Select the palette name

from the list to openit.

Table of Contents

Introduction D-3
Tabbed palettes D-3
Color Palette D-6
Cursor Options D-7
Latching Options D-7
3D Cursor D-8
Libraries D-9
Selecting Library Items D-9
Storing Data D-10
Naming Items D-10
Retrieving Data D-10
Find D-10
Window Controls D-11
Zoom In/Out D-11
Arrows D-11

Libraries continued...
Menus
File Menu
View Menu
Display Menu

Lights
Spot/Point Brightness
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Sun Brightness
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NaviCam
Height
Position
Zoom
Position Buttons
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D-2

Nudge
Move
Rotate

Renderer Options
Camera
Renderer
Renderer Options
Style
Shading
Backface
Show Grid
Show Markers
Use Hardware

D-20
D-20
D-21

D-21
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Take Picture
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INTRODUCTION

Click on Palettes in the application menu bar to display a list of available palettes. Select the
palette name from the list to open it.

Tools

Info

Help

Color Palette
Cursor Options
Libraries

Lights

MaviCam

Nudge

Renderer Options
Textures

Tripod

Windows and Doors

The Tools, Info and Help palettes are not plug-in palettes but are part of the core application.
See Chapter 4 — Palettes on page 4-1 for details.

Tabbed palettes

All plug-in palettes are tabbed palettes.

When a palette is opened it displays in a window with the palette name on a tab at the top of th
palette.

O nnnnns Lights s (B
Light=
Spot/FPoint Brightness &
on

Arnbient Brightness Color

] &or
Sun Brightness

0 &or
[ show Lights ] shadows




Tabbed palettes can be stacked together by simply clicking on the palette tab and dragging th
palette onto the tab area of another tab palette:

0z Renderer Options o HIE
Renderer If:'lpthm o ccooosamooosomosaooSooossaaEsoaooas

Camerei: [ FPerspective i] [_ij
Renderer‘;: [ Interactive i]
Styleﬁ: Filled - [ Show Grid
Shadingi: [ Show Markers
Eackfacé; ...... [ Use Hardware

Both palettes then appear in the same palette. To access a palette click on its tab.

= Lights ::oicnaaanas HE
Renderer Options jLight5

SpotfPaoint Brightness

ambient Brightness Calar
_—r——

|:| Eﬂn

[ show Lights [ shadows

Sun Brightness

Any number of tabbed palettes can be stacked together, although in practice you may wish to
limit this to the number of tabs that are visible in a palette.

0:cninisi: Renderer Options (0o BIE
Renderer Options “Lights I NaviCamn ] Textures
Carnera: [ FPerspective i] | Options... I
Renderer : [ Intetactive i]
Style: | Filled - I [ Show Grid
Shading : E Show Markers
Backface: |:| Usze Hat dware
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To remove a tabbed palette from a stack, click on the palette tab and drag the palette onto the
desktop.

Lights oo HE

Renderer Options ™ Lights "\ MaviCam { Textures
Spot/Paint Brightness

m:@@ on
Arnbient Brightness Color

D Eﬂn
Sun Brightness
[ e [ —] D E on

[ Shew Lights L shadaws

...................... Renderer Options ;00 HIE
Renderer Options "\ MawiCamm  Textures

Carnera: [ Perspective i] Options... I

Fenderer: [ Interactive i]

Style: | Filled * e shosw Grid

Shading: b show Markers
Backface: [ use Hardware

I inainnnns | jghts dasisnss: g
Lights

Spat /Point Brightness &
e, [ ',
Arnbient Brightness Color

] Hon

Sun Brightness
I————, |:| [ on
[ Show Lights [ shadaws
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Click on a palette tab and hold down the mouse button to display the tab menu. This provides
an alternate method of selecting other palettes or of disconnecting a palette from the stack.

O imnnmnnnnnnns Lights o AR
Renderer Options Y Lights I NaviCam ] Textures
Spot/Paoint Bright Disconnect Tab
_——————

Arnbient Brightnes Renderer Options
——— X

Sun Brightness v Lights
—— NaviCam

B show Lights Textures

Double click on a tab to reduce the palette, and any others stacked with it, to just the palette
tab(s).

O i Lightg o @B
[Renderer Dptions™] Lightz "\ NaviCam ™ Texturez |

0 Color Palette

The Color Palette plug-in provides a repository for 12 colors.
1. Select Color Palette from the Palette menu to display the Color Palette:

O:isinunnnnnis Color Palette susuiinisi: HE
Colar Palette
BLUEERCOROEROOE

2. Touse a color in the Color Palette, drag and drop it onto an object, the background, grid
or color box in the Info Palette, or select an object in the document window and click on
a color in the Color Palette.

3. To change a color in the Color Palette, drag and drop a new color over an existing one,
or, when nothing is selected in the document, click on a color to open the color picker
and choose a new color.
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(1 Cursor Options

The Cursor Options palette allows you to control the alignment and positioning of objects with

other objects, and the display and positioning of the cursor. Select Cursor Options from the Pa
ettes menu to display the palette. Click on the shrink/expand button at the top right of the pal-
ette to show or hide the lower section.

Cur=or Options
- Latching Options:

[l Latching (Ctr| - Space to toggle)

B Lateh Bounding Box
] Latch Mid Paints
[[] Latch Hot Spots

[ rultiple Latch Lines
B Play Latch Sounds
I:' Latching Line Calor

- 30 Cursor ;

B Show Cross Hairs

D Floating Cursar

Latching Options

Latching is the alignment or snapping of points with other points. When positioning objects,
latching lines will display (and sounds may playsee Play Latching Sounds on page)D-8

when the latching points of the selected objects are aligned or snapped to the latching points c
unselected objects.




* Latching: Click on this check box to turn the Latching features on or off. Alternatively
hold down the Control key and press the space bar to switch Latching on or off.

* Latch Bounding Box: Click on this check box to activate the eight corners of each object’s
bounding box as latching points.

* Latch Mid Points: Click on this check box to activate the mid points of each object’s
bounding box as latching points, i.e. The points half way between the eight corner points
of the bounding box.

* Latch Hot Spots: Click on this checkbox to specify that an objects ‘Hot Spots’ should be
activated as latching points. Hot Spots are points in addition to the corners and mid points
of an object’s bounding box. These are automatically added to wall objects and can be
added to door and window objects. Hot Spots are added to wall objects at the top and bot
tom of the wall at each corner. When placing doors and windows in a document, the Win-
dows and Doors palette includes a check box allowing you to choose whether to add Hot
Spots or not. If added, Hot Spots are positioned at the points where the window or door
intersects with the wall.

* Multiple Latch Lines: If this option is checked on, latch lines will display for all current
alignments. If checked off, latch lines will display only for the first alignment found in
each axis.

* Play Latch Sounds: Check this option on to play sounds according to the latching status of
objects being positioned. Three different sounds play in the following circumstances:

If a point is aligned with, but not snapped to, another point.
If a point is snapped to another point.
If a point in no longer aligned with or snapped to another point.

* Latching Line Color: Click on this box to display the Color Picker and select the color used
to display the latching lines.

3D Cursor

* Show Cross Hairs: Check this option to display cross hairs showing the position of the cur-
sor in the document in 3D space.

* Floating Cursor: The cursor defines a position and an orientation for entering new objects,
and usually snaps to the surface of any object below the cursor arrow. Check this option tc
specify that the cursor should not snap to the surface of any object below it, and should not
orientate itself in relation to that surface.
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0 Libraries

The Libraries palette displays libraries of furniture items, doors, windows, textures etc. that can
be used in your 3D scene.

Select Libraries from the Palette menu. The Libraries palette opens and contains any library
files currently in the plug-ins folder:

@ onnmnnnnmnnn Libraries snnnnnmnnnmnnn B
File View Display  Find: | |
Eq .I [ :"“’"
= || HH
- L LN | | -
_‘“‘Hll I[ Delete |Mame: IT/X

Selecting Library Items

When you click on an item that is stored in a library it will be outlined with a black rectangle to
show it is selected:

E sz (| Ahrnree Sessssrmmns | =)
File View Display  Find: | |
Eq .I [y :"“"’
= || | H 1
. | LN | | -
|.‘|.‘|HI I I[ Delete ]Name: |Cur’ved Back Sofa ||E




Storing Data

3DMF, PICT, QuickTime movie, sound data, and data in various other image formats can be
stored in libraries. Interiors includes several libraries of furniture and accessory items, doors
and windows, colors and textures, but you can also use the Libraries palette to store your owr
items. To do this drag and drop objects/groups of objects from Interiors into a library.

Naming Items

Items are displayed in a library in the order in which they were entered.

If an item has a hame attached to it, this name is displayed in the Name field at the bottom of
the palette when the item is selected. Unnamed items will display as untitled.

To name or rename an item, select its icon and enter a name in the Name field. Press the Ent
or Return key, select another object or click on an empty space in the library and the item will
be updated with its new name.

Retrieving Data
To retrieve data from a library, drag and drop an item directly into your Interiors document.
Find

Library items can be searched for by name. Enter text into the Find field at the top right of the
Libraries palette. The first item found that matches the entered text will be selected:

B :connnnnnnnunnss Libraries soussnnnunnnse B
File View Display Find: [chair |

SO
S RENR

i)l T | [ Delete JMame: |Chair Iz

Note: The Libraries palette searches for names that match or start with the name you enter.
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Window Controls

Zoom In/Out

The Zoom controls at the bottom left of the palette can be used to increase/decrease the size
the palettes contents:

[ nnnnnnnnnnnns Libraries i = | [ Libraries sunnininnnnnnns B

File View Display Find:|:| Fi::l:e View Display Find:[ ]
' =l 2SS =S | E
D@@E

- -
[l ] oo e 7 (R e r

Horizontal/Vertical Arrows
* Horizontal Arrow: In the By Icon view, click on this button to display the Libraries palette

with a horizontal scroll bar. In the By List view, click on this button to display the preview
to the left of the item list:

Libraries sunnininnnnnnns B [ :cnnnnnnnnnnnnns Libraries i B

File View Display Fnd:[ | File View Display Find:[ |

f Arm Chair e
. Armchair On Legs
E Barrel Chair

Chair

Curved Back Armchair
m Iy Curved Back Sofa -
ot T |[Delete_JName: [Road Lines Iz o] T | [ Delete JMame: [arm chair Iz
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* Vertical Arrow: In the By Icon view, click on this button to display the Libraries palette
with a vertical scroll bar. In the By List view, click on this button to display the preview
above the item list:

[ :cnnnnnnnnnnnnn Libraries i B [ :cnnnnnnnnnnnnns Libraries i B

File View Display Find:[ | File View Display Fina:[ ]

| B b o B |~ I,

] =1 _ arm Chair
i Rug T 1T Armchair On Legs
" SR - Barrel Chair =
|l HI 1 I Delete |Mame: [Road Lines ||7// |l HI 1 ” Delete |Mame: [arm Chair ||7//

Menus

File Menu
Mew
Open...
Close
Close All

New

Select New to open a new library. The standard dialog will display, allowing you to enter a
name for the new library and specify a location to save it. A new, empty library will display in
the Libraries palette:

O csinnmmnnnnin Libraries snnsnnnmnnnn B
File Yiew Display Find: |

e, h‘HI I I[ e lete ]Name: l?f,
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Open
Select Open to open an existing library. A standard Open dialog will display for you to select
the library to open. The selected library will display in the Libraries palette.

Close

Choose to close the current library. The Auto Save feature saves the library file whenever you
add data, so you do not need to save any changes. The Libraries palette will remain open anc
will display the contents of any other open libraries.

Close All
Choose to close all open libraries. The Libraries palette will remain open but will be empty.

View Menu
+« By lcon
By List
Preview above
» Preview to left
Mo preview
By Icon

Select By Icon from the View menu to display picture previews of a library’s contents.
Although the items’ names will not be displayed, you may still search for items by name using
the Find field at the top right of the Libraries palette. Librarian will display a preview of each
item unless there is insufficient memory to create one. If Librarian recognizes the data type, a
standard data type icon will display. If Librarian does not recognize the data type, an unknown
data type icon will display.

By List
Select By List from the View menu to list a library’s contents by name. When By List is
selected you can also choose whether to see a preview of an item when it is selected in the i
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* Preview above: The preview is displayed above the list:

[0 onnnnnnnmnnn Libraries snnnnnmnnnmnnn B
File Yiew Display  Find: |
arm Chair
armchair On Legs
Barrel Chair |
o)t —] T | [ Delete JMame: Jarm chaid iz

* Preview to left: The preview is displayed to the left of the list:

F

Find: | |

Arm Chair =

armchair On Legs =

Barrel Chair

Chair

Curved Back Armchair

Curved Back Sofa =
.‘|‘|H|I “ Delete ]Name-: |Arm Chair ||7{_,

* No preview: No preview of selected items is displayed:

O oo Libraries i B
File Yiew Display Find:| |
Arm Chair sl
armchair On Legs =
Barrel Chair
Chair
Curved Back Armchair
Curved Back Sofa =
|| T | [ Delete JMame: [arm chaid [z
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Display Menu

Show All

Bathroom
Bedroom
Colors
Computers
Doors

Fences
Kitchen
Kitchen Items
Lighting

Misc Furniture
Office

Outdoor
Plants
Flayground
Street

Tahles
Texture

Tools
Windows

The display menu lists all the libraries currently open. Select a library’s name from the list to
display it or choose Show All to display the contents of all the open libraries in the order in
which they were opened.
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[1  Lights

The Lights Palette is used to control the various lighting features available in the application.
Select Lights from the Palettes menu to display the palette:

O s Lightg oo BB
Lights
Spot/Point Brightness
IE on

Arbiznt Brightness Color

 Ben
Sun Brightress

[] Bdon
B show Lights [ shadows

Note: The Preferences dialog, accessed from the Edit Menu, contains a check box for Global
Lights. If the Global Lights control is turned on, any changes made via the Lights palette will
affect the whole document. If the Global Lights control is turned off, making changes in the
Lights palette will affect only the current windoee Preferences on page 3-24 for further
details.

Spot/Point Brightness

Lights are placed in documents by dragging and dropping light objects or furniture items
including lights into the document. When a light is placed in a document, its color, brightness,
spread and sharpness can be adjusted via controls in the Info Balettefo Palette on page
4-16 for further details.

» To manipulate all point or spot lights at once, use the Spot/Point Brightness slider control
in the Lights Palette.

 Use the checkbox to the right of the slider bar to turn all the point or spot lights on or off.

Ambient Brightness

Ambient light is the equivalent of daylight. It is a diffused light that has no specific point of ori-
gin and casts no shadows.

» Use the Ambient Brightness slider bar to adjust the brightness of the ambient light.
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* Click on the color box to display the Color Picker and select a color for the ambient light,
or drag a color onto the color box.

 Use the checkbox to the right of the color box to turn ambient light off.or o

Sun Brightness

By default, sunlight shines from the South East at an angle’ 0T B8 direction of the sunlight
can be adjusted using the Sun Direction plugsige Sun Déction on page H-4 for further
details.Sunlight will &fect your vew of an object, and some surfaces will reflect more light
than others.

» Use the Sun Brightness slider bar to adjust the brightness of the sunlight

* Click on the color box to display the Color Picker and select a color for the sunlight, or
drag a color onto the color box.

* Use the checkbox to the right of the color box to turn sunlight off.or o

Show Lights

Use this checkbox to specify whether Point and Spot Light objects should be hidden or dis-
played The dfects of the lights will be appareregardless. Non-interaee renderers (such as
the Microspot Renderer) will not display light objects whethey #re hidden or noGee Ren-
derer Options on page D-21 for details of difatrendeers.

Shadows

These are not true shawds but projections of object shapes onto the grliese are pvided to
help with the positioning and design of objedise Shadws checkbox atiws you to choose
whether or not to display these sbad. Note that light settingsae no éfect on the display
of shaaws.
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O NaviCam

The NaviCam palette provides a way of controlling the camera position and view.
Select NaviCam from the Palette menu to display the NaviCam palette.

Height Area

Grid Height Bi\ E/

(B15=0_o® d(45™ ]
Zoom (27071 ™id I @r™—H— Position Buttons

— 225'”‘] 18III°I 135'”‘]

Position Plan

The red square displayed in the palette, both in the height area and in the position plan, repre
sents the camera. The line from this square shows the camera view direction and at the end c
this line is the look at point or point of interest.

Height

Use the controls in the Height Area to adjust the position of the camera, or point of interest, in
the Y dimension.

The long green line in the Height Area represents the grid height. The lines above it represent
height as determined by the size of the grid and each grid square.

* Click on the camera square and move it up or down to change the camera height while
maintaining the point of interest.

* Click on the view direction line (or anywhere in the Height Area except the camera square)
and drag up or down to change the height of the point of interest without changing the
camera height. This is the same as tilting the camera.

* Hold down the Option key, click anywhere in the Height Area and drag up or down to
adjust the height of the camera and move the point of interest relative to the camera heigh
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If the camera is moved out of the height range shown, the display will be rescaled so that the
camera square can still be seen. When the camera is moved back into range, the display will t
rescaled again.

Position

Use the controls in the Position Plan to adjust the position of the camera or the point of interes
in the X and Z dimensions.

The Position Plan displays an image of the 3D scene in plan view.

* Click on the camera square and drag to change the position of the camera while maintain
ing the point of interest.

* Click on the view direction line (or anywhere in the Position Plan except the camera
square) and drag to change the position of the point of interest without moving the camera
position. This is the same as turning the camera.

» Hold down the Option key, click anywhere in the Position Plan and drag to move the cam-
era and move the point of interest relative to the camera position. This is the same as the
step and crab movements of the camera.

If the camera is moved out of the plan shown, the display will be rescaled so that the camera
square can still be seen. When the camera is moved back into range, the display will be
rescaled again.

Zoom

Click on the Zoom button and drag up or down to zoom in or out on the scene.

Position Buttons

Use the position buttons to move either the camera or the point of interest to predefined posi-
tions.

* Click on the position buttons to move the camera while maintaining the point of interest.
0° moves the camera to directly behind the point of intereStodbe right, 180directly
in front of, 270 to the left, and so on.

* Hold down the Option key and click on the position buttons to move the point of interest
while maintaining the camera positiofi.rioves the point of interest to directly behind the
camera, 90to the right, 180directly in front of, 270 to the left, and so on.
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* Click on the *Mid’ button to move both the camera and the point of interest to predeter-
mined locations. The point of interest is positioned at the centre of the grid. The camera is
placed half way between the centre and the side of the grid, directly in front of the point of
interest. The camera will be at approximately eye height and tilted down slightly.

[1  Nudge

Use the Nudge palette to move or rotate an object by a specified amount.
Select Nudge from the Palettes menu to display the Nudge palette:

[ e

Move
1. Select an object in the document window.

2. Enter avalue in the Move box in the Nudge palette. The units used will depend on those
set for the document in the Options mefeae Options Menu on page 3-34 for further
detalils.

3. Click on the control buttons to choose the direction in which to move the selected
object. The direction relates to the current view.

Move Up

Move Left — — Move Right
Move Closer—j t— Move Further Away

Move Down
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Rotate

1. Select an object in the document window.
2. Enter a value in degrees in the Rotate box in the Nudge palette.

3. Click on the control buttons to choose the direction in which to rotate the selected
object. The direction relates to the current view.

Rotate Left—

Rotate Up

— Rotate Right

Rotate Anticlockwise —— 4|

— Rotate Clockwise

Rotate Down

[1  Renderer Options

The Renderer Options plug-in palette is used to control the way that the document is displayed
Choose Renderer Options from the Palettes menu to open the palette:

Eenderer Options

Carnera: [ Perspective

Fenderer: [ Interactive

Style: | Filled

Backface:

O Renderer Options 00 HE
%) [_options... |
> [ show Grid

B Show Markers
D Use Hardware
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Camera

Select Perspective or Orthographic from the Camera pop-up menu.

* Perspective: Objects are displayed in perspective mode to give the illusion of depth. Paral-
lel lines are drawn so that if extended, they would converge at a given point:

* Orthographic: Objects are displayed in Orthographic mode. Parallel lines remain parallel,
regardless of the distance they are supposed to be from the camera:

Click on the Renderer popup menu to display any available renderers. As QuickDraw 3D ver-

sion 1.5 and later supports plug-in renderers, any plug-in renderers that are installed will be
included in the list.

Renderer
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* Wire Frame: The surfaces of objects are not filled; only the edges of the surfaces are dis-
played:

* Interactive: Objects in the document are rendered using the QuickDraw 3D interactive ren-
derer.

* Microspot Renderer: The scene is rendered using the Microspot non-interactive renderer to
produce a high quality final rend&ee Appendix | on page I-1 for further details.

Renderer Options

To the right of the Renderer popup menu is a button for Renderer Options. This is only active if
a non-interactive renderer is installed and selected. Click on the button to display any available
options for the currently selected non-interactive renderer.

Note: Holding the Option key down while selecting the renderer will also display any options
available.
Style

The Style pop-up menu is not available when the Wire Frame renderer is selected. Select one «
the following options from the menu:

* Filled: All surfaces are filled and rendered. Objects appear to be solid.
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* Edges: Only the edges of objects are rendered. This is different from Wire Frame mode in
that lines are rendered according to the orientation of the object and any light sources,
rather than the lines being displayed as one solid color:

* Points: Only the vertex points of objects are rendered. Points are rendered according to the
orientation of the object and any light sources:

Shading

Select Plain, Smooth or Best from the Shading pop-up menu.
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* Plain: Surfaces are filled but not smoothed and steps of color can be seen within some
objects. Shading is applied according to the angle of the surface and any light sources tha
will affect the object:

-~

* Smooth: Surfaces are filled and smoothed. Shading is applied according to the angle of the
surface and any light sources that will affect the object:
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* Best: Surfaces are filled and smoothed. Shading is applied according to the angle of the
surface and any light sources that will affect the object. This option also displays the
reflections of any lights:

Backface
The backface of an object is the side that faces away from the camera.
Select Show, Remove or Flip from the pop-up menu.

* Show: Select this option to show the backface of an object. This will not make any visible
difference if the object surfaces are filled, but if you are viewing the objects in wire frame
mode, you will be able to see the wire frame on the backface of the object:
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* Remove: Select this option to hide the backface of an object. This will not make any differ-
ence if the object surfaces are filled, but if you are viewing an object in wire frame mode,
its backface will not be displayed:

BE A e
RTINS,
B T

* Flip: The Flip option flips the backface so that the outside surface is now on the inside.
This does not affect the shape of the object, but may alter the way it is rendered:

Show Grid

Documents are automatically displayed with a grid to help you design and position objects in
3D. When this option is enabled, the grid will be displayed. Uncheck this option to hide the
grid.
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Show Markers

When text and sound markers are placed in a document, you can choose whether or not to di
play them. Check the Show Markers option to display markers, or leave it unchecked to hide
markers. There is no marker tool in Interiors, but text and sound markers can be dragged and
dropped into the documer@ee Appendix J on page J-1 for further details.

Use Hardware

If you have a hardware renderer installed in your computer, check this box to specify that you
want to use it.

] Textures

Use the Textures Palette to manipulate a texture applied to an object.
Select Textures from the Palettes menu to display the Textures palette:

Textures

Rotation

— Horizontal Seale
] I:l :| .

Yertical Scale

Textures

Rotation

— Horizontal Scale
[t I:l :| .

Yertical Scale

——
[ Flip Horizental [ Clamp ¥ "“'“-.\
I Flip wertizcal [ Clamp ¥ \ b
EN
Flasy Mavie -y
[ Stop Maovie ] [ Irnport ] “LT_'_:’ <
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The contents of the palette will be grayed out unless an object with a texture applied to it is
selected.

When a texture is applied to an object it is scaled/stretched to fit once on each surface. The te
ture can then be manipulated using the controls in the Textures palette.

Texture Palette Options

* Rotation : Enter a value between 0 and 359.9 in the rotation field and press the Return,
Enter or Tab key or use the rotation slider to adjust the degree of rotation of the texture
applied to the object.

* Offset: Select Offset from the pop-up menu and the two slider bars to the right of the pop-
up menu will relate to horizontal and vertical offset. The values for horizontal and vertical
offset can be linked by clicking on the constrain box to the right of the slider bars.

Horizontal Offset: Enter a value between 0 and 1 in the Horizontal Offset field and press
the Return, Enter or Tab key or use the slider bar to move the texture across the object ii
a horizontal direction.

Vertical Offset: Enter a value between 0 and 1 in the Vertical Offset field and press the
Return, Enter or Tab key or use the slider bar to move the texture across the object in a
vertical direction.

* Scale: Select Scale from the pop-up menu and the two slider bars to the right of the pop-up
menu relate to horizontal and vertical scale. The values for horizontal and vertical scale
can be linked by clicking on the constrain box at the right of the slider bars.
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Horizontal Scale: Enter a value between 0 and 25 in the Horizontal Scale field and press

the Return, Enter or Tab key, or use the slider bar to change the horizontal scale of the
texture on the object.

Vertical Scale: Enter a value between 0 and 25 in the Vertical Scale field and press the

Return, Enter or Tab key or use the slider bar to change the vertical scale of the texture
on the object.

* Flip Horizontal: Check the Flip Horizontal check box to flip the texture applied to the
object around the horizontal axis.

* Flip Vertical: Check the Flip Vertical check box to flip the texture applied to the object
around the vertical axis.

* Clamp X: Check the Clamp X check box to prevent the texture being repeated in the X-
axis. The texture offset can then be adjusted to position the strip of texture on the surface
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* Clamp Y: Check the ClampY check box to prevent the texture being repeated in the Y-axis.
The texture offset can then be adjusted to position the strip of texture on the surface.

* If the texture is clamped in both the X and Y axes it is not repeated in either direction. The
texture can then be scaled and positioned on the surface as desired.

* Play Movie: This option is only available if a movie has been applied to an object as a tex-
ture. Click on the Play Movie button to start the movie playing.

* Stop Movie: This option is only available if a movie has been applied to an object as a tex-
ture. Click on the Stop Movie button to stop the movie playing.

* Import: Click on the Import button to display a standard dialog that allows you to select a
PICT, TIFF, JPEG, GIF, PICT clipping or movie file to import as a texture. To import a
movie as a texture QuickTime version 2.0 or later must be installed. TIFF, JPEG, GIF and
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Movie Files can be dragged and dropped directly onto objects in the document, as long as
the Textures palette plug-in is loaded.

* Sound: Use the Sound control to change the volume of the sound of any movie applied as
a texture on a selected object. Click on the sound icon and a pop-up menu displays. Selec
the level of sound required.

1  Tripod

The Tripod palette provides a way of changing the view in the current document window.
Select Tripod from the Palettes menu to displays the palette:

Look At Selected

Zoom
Zoom Out Zoom In
Adjust Height
Pan/Tilt
Step/Crab
Home View
Take Picture
Crab Crab

Step

The Tripod palette displays a graphic of a camera on a tripod. A variety of buttons provide con-
trols for manipulating the camera, the above dialog shows how those controls are used. In mos
cases click on the button to perform the relevant action. When using those buttons marked witt
italic text, click on the button and drag to perform the desired action.

Look At Selected

Select an object in the document and click on the Look At Selected button to position the cam
era to centre the selected object in its view.
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Zoom

The Zoom controls are used to narrow or widen the focus of the camera lens

Height

The Height controls are used to change the height of the camera.

Pan/Tilt

The Pan/Tilt controls are used to change the camera’s angle by turning it left and right or tilting
it up and down.

Step/Crab

The Step/Crab controls are used to move the camera closer, further away, left, and right.

Home View

Click on the Home View button to return the camera to its initial position (the view displayed
when a new file is opened).

Take Picture

Click on the Take Picture button to save a PICT image of the window contents at 72dpi.

O Windows and Doors

The Windows and Doors palette is used to accurately position windows and doors irsaevall.
Windows and Doors on page G-10 for information about placing windows and doors in a doc-
ument.

Open the Windows and Doors palette by selecting its name from the Palettes menu, and select
window or door item in the document.
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O:siiWindows and Doors 535 EIB
windows and Doors

[ Centre in wall ” Rewverze ]

E Length includes wall thickness
[ add 1ateh paints

* Centre in wall: Click on this button to centre a window or door in the wall. Doors will be
positioned in the centre of the length of wall but will remain on the grid, windows will be
positioned centrally in both dimensions.

* Reverse: Click on this button to mirror a window or door about the vertical axis. Note that
this does not actually rotate the item, just changes its appearance.

* Measurements: The dimensions of the window/door, the length of the wall on either side
of the window/door and the height of the window/door above the grid displays in fields in
the palette. Type in new values to change these measurements as required. When you clic
in a field to enter/revise values, a black arrow shows which dimension that value refers to.

* Length includes wall thickness: Check this check box if you wish the measurements dis-
played for the length of the wall on either side of the window/door to include the thickness
of the wall. This will depend on whether you are working from internal or external mea-
surements.

* Add latch points: Latch points are used to align and snap objectsdae.Latching Options
on page D-7 for more detailkatch points are automatically present at the corners and
mid points of an object’s bounding box. Click on this checkbox to specify that additional
latch points should be added at the points where the window/door intersects with the wall.
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Appendix E
ldler Plug-ins

Idler plug-ins lave no interface and run constantly in the background when
loaded.

E-1

(return to main table of contents)




There are no Idler plug-ins included in the Interiors product.
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Appendix F
Plug-in Tools

Individual plug-in tools are discussedAppendix G — Plug-in Geometries
and Appendix H — Plug-in Modifiers'his appendix provides information

relevant to both types of plug-in tool.

Table of Contents

Introduction F-2
Configure The Tools Palette F-2
Tool Options F-3

(return to main table of contents)
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INTRODUCTION

Plug-in tools are either plug-in geometries or plug-in modiffeesAppendix G — Plug-in
Geometries athAppendix H — Plug-in Modifiers for details of individual plug-MWhen

loaded, plug-in tools appear irethools palette and can be positioned in the palette by the user
as discussed bmi.

[J  Configuring The Tools Palette

When Interiors is launched with all the plug-ins loaded, the plug-ins are placedlooth

palette in a default orddf you have purchasedrg additional plug-ins ty will be classed as
either Plug-in Geometries or Plug-in Modifiers and will be stacked together under a general
Plug-in Geometries or Plug-in Modifielatton at the bottom of &iTools palette.

The Tools palette is configurable, so you caovetools around to position them in the loca-
tion or group that is most neenient or logical for you.

Configure tle Tools palette in the fatving way:

* Click on a tool and holdaivn the mouséutton to display a pop-up menuas¥ing the
other tools in the stack (ihg). Select the name of a tool in the pop-up menu to select the
tool and bring it to the top of the stack.

* To move a tool, hold dwn the Commanddy, click on the tool and drag it to @m loca-
tion.

* Drop a tool onto another tool to stack them togethe
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* Drop a tool onto the four selection tools at the top of the palette to separate it from a group
of stacked tools and add it to the top of the tool palette as an individual tool.

[J  Tool Options

To open a dialog showing any options available for a tool, use either of the following methods:
* Hold down the Option key and select the tool in the Tools Palette.

* Click on the tool in the Tools palette and hold down the mouse button. Select the same tool
from the pop-up menu that displays.

Note: There are no options available for the Arrow, Rotate, Rectangular Marquee and Hand
tools.
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Appendix G
Plug-in Geometries

Plug-in Geometries are plug-in tools that are used to create objéuts
installed tley are located in #aTools palette.

Table of Contents

Introduction G-2
4 Walls G-3
Furnishings G-5
Walls G-7
Windows and Doors G-10

(return to main table of contents)
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O Introduction

When loaded, Plug-in Geometries appear in the Tools palette. The position of each plug-in in
the Tools palette will depend on how the user has configured the pagit€onfiguring The
Tools Palette on page F-2 for more detallbe default arrangement is shown below.

Walls
Furnishings

Select the plug-in tool to use by clicking on its icon in the Tools palette.
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O 4 Walls

The 4 Walls plug-in is used to draw a regular, four-walled room. Walls are always drawn per-
pendicular to the grid and resting on the grid.

1. Select the 4 Walls plug-in from the Tools palette. The view will change to show an
orthogonal, top view.

2. Click on the grid and, holding down the mouse button, drag to draw 4 walls:

3. Release the mouse button and the Edit options dialog displays:

Edit options
Width 208 Inches
Depth Inches
Height Inches
Wall thickness Inches

!
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4. If necessary, enter values in the Width, Depth, Height and Wall thickness fields to spec-
ify the width and depth of the room, the height of the walls and the wall thickness.

5. Click OK. The view will change back to the previous view, and the walls will display at
the dimensions specified. If the walls are the first items drawn, the room will be auto-

matically centred on the grid.

To change the default settings for the 4 Walls plug-in, hold down the Option key and select the

4 Walls tool. The Wall Options dialog displays:

Wall Options

Wall height 06

# Internal measurement

i External measurement

] Show info editor

wall thickness Inches

Inches

| Cancel I

* Wall thickness: Enter a value to specify the default thickness for walls.
* Wall height: Enter a value to specify the default height for walls.
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* Internal measurement: Click on the Internal measurement radio button to specify that val-
ues entered in the Entry options dialog (the dialog that displays after walls are drawn)
relate to the measurements of the internal walls.

* External measurement: Click on the External measurement radio button to specify that val-
ues entered in the Entry options dialog (the dialog that displays after walls are drawn)
relate to the measurements of the external walls.

* Show info editor: Check the Show info editor check box to specify that the Entry options
dialog should appear after walls are drawn. Uncheck this check box if you do not want this
dialog to display.

Note: The size, position and rotation of the walls are locked on entry. If you unlock the walls

using the controls in the Info palette, the width and depth of the room, the height of the walls
and the rotation of the room can be adjusted using the Info palette or the Arrow tool, but the
wall thickness will be scaled proportionaliee Info Palette on page 4-16 for more informa-

tion.

=l

Furnishings

The Furnishings plug-in allows you to easily access furniture items to place in your document.

1. Click on the Furnishings plug-in icon in the Tools palette. The document window will
change to display a top view and the Furnishings dialog will display:

O Furnishings sssnsnmnnns B

The next stage iz to drag and drop furniture items into
wour roorn design. Click on the buttons below to open
the desired furniture items.

[ chairs || office || Lighting |

[ Tables ” Eedroorn ” Textures ]

[ Kitchen ” Bathroom ” Othets... ]

The Nudge palette will also be opened (if it is loaded) to aid in the positioning of items.
See Nudge on page D-20 for information about using the Nudge palette.
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2. Click on one of the buttons in the dialog to access furnishings of that type.

The Libraries palette is opened and the appropriate furniture library displayed — as
long as a library (or an alias) with the specified name is located in the plug-ins folder.
See Libraries on page D-9 for information regarding the Libraries palette.

3. Furniture items can then be dragged out of the library and dropped into the room as

G-6
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O Walls

The Walls plug-in is used to create rooms other than those with four regular walls. Walls are
always drawn perpendicular to the grid and resting on the grid.

1.

Select the Walls plug-in from the Tools palette. The view will change to show an orthog-
onal, top view.

Click in the document at the point you wish to start drawing a wall. Holding down the
mouse button, drag along one of the constrainer lines that display to draw the wall.

Note: Currently only perpendicular walls can be drawn. To enter walls with internal wall
measurements, draw the room in a clockwise direction as viewed from above; to enter
walls with external wall measurements, enter walls in an anti-clockwise direction as
viewed from above.
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3. Click at the point you want the wall to end. The Edit options dialog displays:

G-8

Edit options

Length 223 Inches

Height Inches
Wall thickness Inches

[ Cancel ] [ Done ] |UK|

* If you have drawn the wall to exactly the correct length, and the default settings for the
height and thickness of the wall are correct, click OK.

* To change any of the walls dimensions, enter new values in the Length, Height and
Wall thickness fields and click OK.

« |f this is the last wall to be drawn click on the Done button.
* To enter the wall again, click the cancel button.

* To prevent this dialog from displaying, hold the Option key down when clicking on
the point you want the wall to end.

After closing the Edit options dialog, draw the next wall by dragging along one of the
constrainer lines displayed:




5. Click at the point you want the wall to end. The Edit options dialog will display again.
In this example, the height of the second wall has been increased.

Edit options

Length Inches
Height Inches

Wall thickness Inches
[ cancel | [ Done |

6. Continue drawing further walls in the same way, adjusting the height and thickness of
the walls as required.

While entering walls, if the cursor is aligned with another wall corner, an alignment line
will display showing the alignment, and the cursor will change to a hollow cross.

Press the delete key at any time while entering walls to delete the wall currently being
entered. The cursor will be move back to the previously entered wall.

7. When the last wall is drawn, click on the Done button in the Edit options dialog. The
view will change back to the previous view and the walls will display as specified. If the
walls are the first items drawn, the room will be automatically centred on the grid.

To change the default settings for wall height and thickness for the Walls plug-in:
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1. Hold down the Option key and select the Walls tool to display the Wall Options dialog.

wall Options
wall thickness Inches
wall height{s) |96 Inches

| Cancel I

2. Enter a value in the Wall thickness field to specify the default thickness for walls.
3. Enter a value in the Wall height(s) field to specify the default height of the walls.

0 E Windows and Doors

The Windows and Doors plug-in allows you to easily access window and door items to place in
your document.

1. Click on the Windows and Doors plug-in icon in the Tools palette. The document win-
dow will change to display a view from the middle of the room looking towards the
back wall. The Windows and Doors palette will be opened and the Windows and Doors
dialog will display:

The next stage is to enter windows and doors into
wour walls, Press either the Windows or Doors
buttons below and then drag and drop the itern onto the
dezired wall. Then alter the position of the itermn using
the “Windows and Doors palette.

[ W indows _I [ Doars _I Other... I

The NaviCam palette will also display to enable you to easily change the window view.
See NaviCam on page D-18 for details of how to use the NaviCam palette.
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2. Click on one of the buttons in the dialog to access that type of object.

The Libraries palette is opened and the appropriate library displayed — as long as a
library (or an alias) with the specified name is located in the plug-ins f8lderibrar-
ies on page D-9 for information regarding the Libraries palette.

[Eaansnnminns Libraries innmnnmnnnn g
File View Display Find: |

===, !T

[ Delete |Mame:
If you click on the button marked ‘Other’ the standard Open File dialog is displayed.
You can then select the file to open.

3. Windows and doors can then be dragged out of the library and dropped onto the walls of
the room. They can then be resized and positioned as required by dragging the object o
by using the Windows and Doors paleéee Windows and Doors on page D-33 for
more details.
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Appendix H
Plug-in Modifiers

Plug-in Modifiers are plug-in tools that are used to modify objects or the
scene in some way. When installed they are located in the Tools palette.

Table of Contents

Introduction H-2
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(return to main table of contents)




O Introduction

When loaded, plug-in modifiers appear in the Tools palette. The position of each plug-in in the
palette will depend on how the user has configured it; the default arrangement is shown below
See Configuring The Tools Palette on page F-2 for more details.

Light Director.

Sun Direction

VR
Take Picture—

1 Gravity
— Print

[ |!, I Gravity

The Gravity plug-in is used to place objects on the grid.

Select the Gravity tool from the Tools palette. As the cursor is moved over the document win-
dow it will change to a downward arrow. The active point is at the tip of the arrow. Click on an
object and it will be moved so that its lowest point is placed on the grid.

If an object has been locked by clicking on the padlock icon in the top right corner of the Info
palette, or by selecting Lock from the Options menu, you will not be able to use the Gravity
tool to drop the object to the grid.

If the object position is locked only in the Y-axis, the Gravity tool will over-ride this restraint
and can be used to drop the object to the grid. If you have several objects selected, some of
which may be locked in the Y-axis, hold down the Shift key when using the Gravity tool to pre-
vent these locked objects from being dropped to the grid.
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See Position on page 4-16 and Lock on page 4-19 for more details.

The Gravity Menu Command Plug-in

Make a selection in the document window and choose Gravity from the Plug-in menu. The
selected object(s) will be placed on the grid.

[ |;x I Light Director

The Light Director plug-in is used to direct one or more spot lights in a particular direction.

Select the light(s) to direct, then select the Light Director tool in the Tools palette. In the docu-
ment window, click at the place you want the lights to point. The light(s) will be rotated to
point at the place specified.

Lights can also be selected using the Light Director tool by selecting the tool and clicking on a
light. Hold down the Shift key and click on additional lights to increase the selection. Hold
down the Shift key and click on a selected light to remove it from the selection.

- P -
0 3 Print

Use the Print plug-in to display the standard Print dialog and print the current document view.
When the Print plug-in is selected, the Renderer Options palette is automatically opened so the
you can make any necessary changes to the way the document is dispdayBdnderer

Options on page D-21 for more detalils.

Use one of the following methods to display the Print dialog:
* Click on the Print plug-in then click in the document view.
* Hold down the Option key and select the Print tool.

* Click on the Print tool and hold down the mouse button. Select the same tool from the pop-
up menu that displays.

Enter the required number of copies etc. in the Print dialog and click OK to print the view.
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[ Sun Direction

The Sun Direction plug-in is used to adjust the direction the sun light shines in.

When the Sun Direction plug-in is selected, the Lights palette is automatically opened so that
you can make any necessary changes to the way the scengds liights on page D-16 for
more details.

1. Select the Sun Direction tool from the Tools palette.

2. The document window changes to show a top view. The current direction the sun light
is shining in is depicted as a red line with a handle at the end:

3. Click on the handle and holding down the mouse button drag to change the position of
the source of the sun light.
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4. Hold down the Control key as you drag to move the position of the source of the sun
light closer or further away.

5. Movement of the sun direction line can be constrained to the X,Y and Z axes by holding
down the Shift key.

6. Release the mouse button to drop the handle at its new location.

O I@ Take Picture

Click on the Take Picture plug-in to save a PICT image of the window contents at 72dpi.

When the Take Picture plug-in is selected, the Renderer Options palette is automatically
opened so that you can make any necessary changes to the way the document is displayed.
Renderer Options on page D-21 for more details.

Use one of the following methods to display the standard Save dialog:
* Click on the Take Picture plug-in then click in the document view.
* Hold down the Option key and select the Take Picture tool.

* Click on the Take Picture tool and hold down the mouse button. Select the same tool from
the popup menu that displays.

Specify a name for and location to save the file in the save dialog and click OK to save the
image.
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The VR plug-in is used to pan and tilt the camera using control mechanisms similar to those
found in QuickTime™ VR.

When the VR plug-in is selected, the NaviCam palette is automatically opened so that you car
use it to make changes to the camera position and SmwiNaviCam on page D-18 for more
details.

Select the VR tool from the Tools palette and click in your document window.

* To pan the camera (turn it left and right): hold down the mouse button and drag the mouse
left and right.

* To tilt the camera: hold down the mouse button and drag the mouse up and down. The tilt
is limited to +/- 90.

* To crab the camera (move it to the left or right): hold down the mouse button and the Com-
mand key and drag the mouse left and right.

* To move the camera forwards and backwards: hold down the mouse button and the Com-
mand key and drag the mouse up and down.

* To zoom in: hold down the Shift key.
» To zoom out: hold down the Control key.

As you move, the cursor changes to an arrow head pointing in the direction you are moving. In
all cases, the further you move the mouse from the point first clicked on, the faster the camere
will move.

Alternatively, select the VR tool and use the arrow keys to move the camera:
» To pan the camera (turn it left and right): use the left and right arrow keys.
* To tilt the camera: use the up and down arrow keys. The tilt is limited to%/- 90

* To crab the camera (move it to the left or right): hold down the Command key and use the
left and right arrow keys.

* To move the camera forwards and backwards: hold down the Command key and use the u
and down arrow keys.
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Appendix |
Microspot Plug-in Renderer
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O Introduction

The Microspot Renderer is a QuickDraw 3D™ plug-in renderer that provides the following
features in addition to those provided by the software QuickDraw 3D interactive renderer:
transparency; shadows; pixel level lighting calculations; image anti-aliasing. These features
allow you to render a high quality, more realistic 3D scene — in particular the pixel level light-
ing calculations give more accurate representations of how lighting affects surfaces.

[1  Registering the Microspot Renderer

Register the Microspot Renderer by running the Register Now utility before using the product,
or register it when you require it as described later in this section. In either case you will be
required to enter your name, company name (if applicable) and a valid serial number. Without
this information the renderer can still be used, but the scene will be rendered with a demo pane
across it.

[1  Selecting the Microspot Renderer

The Microspot Renderer is accessed via the Renderer Options palette. Select Renderer Optior
from the Palettes menu to display this palette:

O Renderer Options i HE
Renderer Options

Carnera: [ FPerspective i] | Options...

Renderer : [ Intetactive i]
Style: | Filled - [ Show Grid

Backface

E Show Markers
|:| Usze Har dware




Click on the Renderers pop-up menu, the Microspot Renderer will be listed beneath the Wire-
frame and Interactive Renderers:

Oiannnniis: Renderer Options i HE
Eenderer Options

Kl o
Carnera: e — | Options...

Renderer; |® Interactive

) Microspot Eenderear .
Style : [=rrree T T Shovw Grid

Shading : B Show Markers
Eackface: [ Use Hardware

If you have not already registered the renderer, the first time you select the Microspot Renderel
hold down the Option key as you do so. This will enable you to enter your Renderer serial num
ber (see below). After this just select the Microspot Renderer to render the current scene with
the Microspot Renderer.

[1  Renderer Options

In the Renderer Options palette select the Microspot Renderer and click on the Options buttor
in the upper right corner of the palette.
Renderer Serial Number

If the renderer has not already been registered, the first time you select Options, a dialog will
display asking for your details and Renderer serial number:



MICROSPOT
——

Please enter your Serial Number:

Marme

Organization (optionall:

Serial number CHEEH-Y000-0000-0000-0000-00007 ;

When you have entered your serial number, click 0K

If weou do not have a serial nurmber, or do not have it available,
click “Derma’.

If wou click ‘Derma’, this software may not Fun, oF may run in a
dernonstration mode. Check with the software manual for rore

inforrmation.

Enter your name and serial number (and company name if applicable) and click OK. The Ren
derer serial number will be included in the Interiors package. If a name and serial number are
not entered the scene will still be rendered with the Microspot Renderer, but there will be a
demo panel across it.




Renderer Options Dialog

The Microspot Renderer's Options dialog will then display:

Microspot Renderer Options

Microspot Benderer. Copyright Microspot Lid, 1999,

B Shadows [ Anti-alias Image
RBesolution: D Good

Low - Faster High - Slower !:l Better

[ Soft edges ) Best

[ Go to Web Page ] [ Cancel ] I

Alternatively hold the Option key down when selecting the Microspot Renderer in the Ren-
derer pop-up menu to display the Microspot Renderer's Options dialog. The dialog provides
controls to turn shadows on and off, adjust the resolution of the shadows, soften the edges of
shadows and choose how much image anti-aliasing to apply. Click OK when you have set the
rendering options to render your scene.

Shadows
On/Off

If you turn on shadows it will increase memory usage by a significant amount and also slow
down the rendering greatly. Rendering speed and memory usage are directly proportional to th
number of lights in the scene. Point lights and wide spot lights (greater thamiagh€) will

use 6 times as much memory as a normal narrow spot light although they will not decrease tht
rendering speed any more than a normal light. Any directional light will use the same amount
of memory as a norma point light. In Interiors, if you do not need the sun light, turn it off to
save memory.

Resolution

Increasing the shadow resolution will not only increase your memory usage significantly, but
will slow down your rendering too. We recommend that you keep the slider in the middle
unless you really need sharper shadéwes Improving Rendering Speeds on page I-6 for more
details.



Soft Edges

Turning on soft edges will soften the edges of the shadows and will slow down the shadows’
calculations only a little. This will not use any extra memory.

Anti-alias Image

A typical 640 x 480 render will require 2.5 Mb of RAM for the image buffer. If you turn on
Image anti-aliasing, the renderer will use 4 times as much memory as this for good anti-alias-
ing, 9 times for better anti-aliasing and 16 times for best anti-aliasing. Rendering speed will be
reduced by the same factors.

(1 Improving Rendering Speeds

If rendering speeds are very slow the renderer will start to draw your image in bands. This is
not a problem in itself, it will just take a long time for the complete scene to be drawn. If you
want to try to speed rendering up, try the following: turn off image anti-aliasing or reduce the
shadow resolution. If the renderer still draws in bands, reduce the number of lights (especially
point lights) in the scene.



Appendix J
Drag and Drop

This section discusses dragging and dropping colors, 3D objects, text, TIFF,
JPEG, GIF and Movie files to and from Interiors documents.

Table of Contents
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DRAG OUTPUT

You can drag a color from the Window control panel, Lights Palette or Info Palette to:
* A 3D object in Interiors
* The Scrapbook
* Another Lights Palette or Info Palette color or any other palette that includes color buttons.
* Desktop patterns
» The Finder Desktop or a Folder window
* The Finder Trash Can
* An Interior’s library
* A PICT-compatible, Drag & Drop aware application (like PhotoShop 3.0.4 or later)

You can drag a 3D object or an entire scene (by holding down the Option key and clicking on
the background) to:

* Another view of the same file in Interiors

» The window of a different file in Interiors

* A 3DMF-compatible, Drag & Drop aware application

* A PICT-compatible, Drag & Drop aware application (like PhotoShop 3.0.4 or later)
* The Scrapbook

* Desktop patterns

» The Finder Desktop or a Folder window

* The Finder Trash Can (to delete the object)

* An Interior’s library

* The Puzzle

You can also drag:
* A 3D object with a sound attribute to a sound-compatible, Drag & Drop aware application

* A 3D object with a text attribute to a text-compatible, Drag & Drop aware application like
SimpleText or NotePad
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COPY

When you copy selected items from an Interiors document, the following types of data are put
on the Clipboard:

* A PICT of the selected items which is the same size as the front window
* A 3DMF as a single grouped item.

* A sound if a selected item has a sound attribute

* Text if there is a text marker included in the selection

DRAG INPUT

Drag a PICT file from the Finder to:
* A 3D object to create a texture of the picture wrapped around the object
* The document window to make a background picture

» The document window to make a foreground picture (hold down the Control key when
dropping the file)
» The grid to make a rectangle with a texture of the picture

Drag a text file from the Finder to:
* A 3D object to create a texture of the text wrapped around the object
* The background to make a background picture of the text
* The grid to create a text marker

Drag a TIFF, JPEG GIF or Movie file from the Finder to:

* A 3D object to create a texture of the text wrapped around the object (if the Textures pal-
ette plug-in is installed in the Plug-ins folder).

Drag a 3DMF file from the Finder to:
* A Interiors document (to import it)

Drag a sound file from the Finder to:
* A 3D object (to add the sound as an attribute)
* The grid or background to create a sound marker
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Drag a clippings file of the following type from the Finder:
* A PICT clipping (See Drag a PICT file from the Finder)
* A text clipping (See Drag a text file from the Finder)
* 3DMF clipping (See Drag a 3DMF file from the Finder)
* Sound clipping (See Drag a sound file from the Finder)

Drag an Interiors color clipping file (created by dragging a color from a color button into the
Finder) from the Finder to:

* A 3D object to change its color

* The grid to change its color

* The background to change its color

» The window toolbar to change the default color, as well as any selected items
* The Lights Palette to change the color of the appropriate light

* The Info Palette to change the color of the selected object/light

* Any other palette that includes color buttons

Other applications that you can drag data into Interiors from:
* The Scrapbook (PICT, text, sound, 3DMF, Interiors color)
* An Interior’s library (PICT, text, sound, 3DMF,Interior’s color, Movie)
* The NotePad (text)
* The Puzzle (PICT)
* Desktop Patterns (PICT)
* PhotoShop 3.0.4 or later (PICT)

NOTES

* To drag and drop locked items out of an Interiors document window, hold down the Option
key.

* Holding down the Control key as you drag and drop an item onto an object or group
ungroups the object or group and places the item on just one surface of the object, or on
one item in the group.

* Hold down the Option key as you drag a 3D object to leave a duplicate in the same place
as the original.
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Appendix K
Plug-in Directory

Lists the application’s plug-ins by name, provides details of the plug-in's
type and status, and offers a brief description of its use.

K-1

(return to main table of contents)
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# | Name Type Use the plug-in to...

1 | 4 Walls Geometry Create a regular 4 walled room.

2 | AutoSave Menu Command Display alert to save document at specified
intervals.

3 | Ceilings Menu Command Add ceilings to selected objects drawn with tf
Walls or Walls drawing tools.

4 | Color Palette Palette A repository for 12 colors.

5 | Construct Idler Menu Command Performs Boolean calculations and automatigally
simplifies objects.

6 | Cursor Options Palette Alignment, snapping and cursor display cont

7 | Floors Menu Command Add floors to selected objects drawn with the
Walls or Walls drawing tools.

8 | Furnishings Geometry Easily access furniture items to place in your
document.

9 | Gravity Menu Command & | Place objects on the document grid.

Modifier

10 | Libraries Palette Store and retrieve data. Contain hundreds of
furniture and accessory items.

11 | Light Director Modifier Direct one or more spot lights to point in a
particular direction.

12 | Lights Palette Control the application’s lighting features.

e4
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# | Name Type Use the plug-in to...

13 | Maclinteriors Import Import 3D data files from Microspot’s
Maclnteriors application.

14 | Microspot Renderer| Renderer Produce high-quality final render.

15 | NaviCam Palette Control the camera position and view.

16 | Nudge Palette Move or rotate an object by a specified amou

17 | Print Modifier Display the standard Print dialog to print curreft
document view.

18 | Renderer Options Palette Change the way the document and objects \
it are displayed.

19 | Sun Direction Modifier Adjust the direction the sun light shines in.

20 | Take Picture Modifier Save a PICT image of the window contents af
72dpi.

21 | Textures Palette Import and manipulate a texture applied to ar
object and play movies as textures.

22 | Tripod Palette Change the document view.

23 | VR Modifier Pan and tilt the camera using control mechanigms
similar to those found in QuickTime™ VR.

24 | Walls Geometry Create rooms other than those with 4 regular alls.

25 | Windows & Doors Palette & Geometry  Accurately position window and door objectg

walls.
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Appendix L
Command Key Table

Command key shortcuts can be used to perform many actions. The following

table lists those key combinations.

Table of Contents

Command Key Table L-2
File Menu L-2
Edit Menu L-2
View Menu L-2
Options Menu L-3
Plug-in Menu L-3
Help Menu L-3
Others L-3

(return to main table of contents)
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COMMAND KEY TABLE

Action Command Key
File Menu

New Command N
Open Command O
Close Command W
Save Command S
Print Command P
Quit Command Q
Edit Menu

Undo Command Z
Undo F1

Cut Command X
Cut F2

Copy Command C
Copy F3

Paste Command V
Paste F4

Clear Whole Obiject Backspace
Clear Whole Object Delete
Select All Command A
Duplicate Command D
Group Command G
ungroup Command U
View Menu

L-2




Action Command Key
New Window Command K
Look At Selected Command 1
Home View Command H
Home View Home
Custom (View) Command 0
Top (View) Command 5
Front (View) Command 8
Left (View) Command 4
Right (View) Command 6
Back (View) Command 2
Last View Command 9
Last View End

Options Menu

Edit Item Command E
Lock Command L
Autogrid CommandY
Metric Command M
Inches Command |
Spin around Look At Command T
Plug-in Menu

Last Plug-in Command *
Help Menu

Online Manual Help

Others

Refresh F5

L-3
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