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| nstallation

Windowsl nstallation

This CD contains a Master Installer program that provides an easy and convenient way to
install the programs on the CD. Follow these instructions to use the Master Installer.

1)
2)

3)

4)

Insert the program CD into the CD-ROM drive.

From the Windows Program Manager, click once in the File menu option to
display the File menu and select Run.

In the Run dialog box, type D:\INSTLL.EXE (note the spelling, no “A”), and
press Enter. If your CD-ROM drive letter is not D, substitute accordingly.

The Master Installer main screen is displayed and you are presented with alist
of products to choose from. Make your selections from the list and click on
Install to continue. Master Installer will launch the individual installers for
each of the products selected, and return to the Master Installer screen. Follow
the on-screen instructions to complete the installation for each program. Please
note that some installations may restart your Windows session.

If you encounter problems installing several programs at once, quit the Master
Installer program, and restart it. Install one program at atime.

M acintosh Installation

Design It! 3-D™ is compacted with a self-running installer. If you are familiar with basic
M acintosh operating procedures, you areready to install Design It! 3-D by following these

steps:

1
2

3

4

5

Insert the CD-ROM into the CD drive and double-click on the disk icon.
Double-click on the Design It! 3-D disk icon to open it and double-click on the
Installer icon.

Click on the Continue button and select the installation optionsin the dial og box.
The default installation is the Design It! 3-D application, and all Galleries and
Models (Scenes).

When al theinstallation options have been selected, click on theInstall button, the
program is extracted onto the user's hard disk.

After the program has extracted, double-click on the Design It! 3-D icon to start
the program.

To begin using Design It! 3-D right away, read the Creating 3-D Models chapter.



I ntroduction

Design It! 3-D is a unique 3-D modeling program that features a “ drag-and-drop”
approach to creating your own worlds. Y ou don’t haveto build anything from scratch;
to construct complex objects and structures, just drag basic 3-D shapes from the
program’ sobject galleries and drop them into a2-D design window. Y ou may edit an
object’ sshape, sizeand color; and surfacefeatures (windowsand doors, for example),
and combine the object with other objects. Any addition or change isrendered in a
companion 3-D walk window whereyou can roam through and exploreyour model by
navigating with your mouse.

Theprogram featuresonecubic mileof “cyberspace” inwhich designsmay becreated.
Also included are numerous galleries of 2-D surface features and textures, and 3-D
objectsthat can be added to your Design It! 3-D worlds. Additionaly, pre-built scenes
that illustrate the program’ s modeling, texture mapping and real-time “walk through”
capabilities are provided.

M acintosh and Windows Documentation

Design It! 3-D should be successfully ingtalled on your computer before you begin
modeling. If you haveingtd lation questions, pleaserefer tothe Installationinformation
on the following two pages.

Thisdocumentisdesignedfor both M acintoshand Windowsuserswith basic operating
knowledge of one platform or the other. Most of the features of Design It! 3-D are
identical in both the M acintosh and Windows versions.

M acintosh I nstallation

Design|t! 3-D™iscompactedwithasalf-runninginstaller. If youarefamiliar withbasic
Macintosh operating procedures, you areready to install Design It! 3-D by following
these steps:

1 Insert the CD-ROM into the CD drive and double-click on the disk icon.

2 Double-click on the Design It! 3-D disk icon to open it and double-click
on the Installer icon.

3 Click on the Continue button and sdlect the installation optionsin the
dialog box. The default installation isthe Design It! 3-D application, and
all Galleriesand Models (Scenes).

4  When dl theingallation options have been selected, click on the Ingtall
button, the program is extracted onto the user's hard disk.



==—————— Design Center 3-D Script =——————11=

[ Easy Install - |

Welcome to SoftKey’s Design Center 3-D software package.

To install the program simply select the Install button below.
Should you desire to customize your installation, select Custom
Install in the above pop-up menu.

—Destination Folder

Quit
[ select Folder... ]

Design Center 2-D
on the disk “Macintosh HD * [ instan |

[

The Macintosh Installation dialog box

5 After the program has extracted, double-click on the Design It! 3-D icon
to start the program.

To begin using Design It! 3-D right away, read the Creating 3-D Models chapter.

Windowsl ngtallation

If Windows version 3.1 or later is successfully installed on your computer and you
are familiar with basic Windows functions and features, your Design It! 3-D™
application is ready to ingtall by following these steps:

Please follow the instructions in the front of this document entitled

"Ingtdling the Programs from the CD"

= Key Design Center 3D

Welcome to the Key Design Center 3D
Installation program.

This program will install Key Design Center 3D
and all related files onto your system.

Don't forget to send in your registration card!

The Welcome dialog



Tobeginusing Design It! 3-D right away, read the Creating 3-D Models chapter and
work through the Tutorial chapter in this guide.

Contacting Technical Support

Withyour registration of thisproduct you areentitledtotechnical supportandtorecieve
the SoftK ey Catal og enabling you to purchase other SoftK ey products at adiscounted
price.

Simply call 1-800-845-8692 toregister.

If you have questionsabout the program, consult thismanual and the program’ son-line
Help system. If you're gtill experiencing difficulty, gather the following information:

* Thenameand version of the program you have a question about.
e Amount of RAM in your system.

» A description of your problem, including any error messages.

* Aligt of the steps required to replicate the problem.

Technical Support may be contacted at:

(770) 428-0008
9:00 am to 8:00 pm Monday through Friday
(Eastern Standard Time)

Send correspondenceto:

SoftKey International Technical Support
450 Franklin Road

Suite 100

Marietta, GA 30067

Send FAXESto:

ATTN: Technica Support
(770) 427-1150



Overview

Document Windows

There are three windows in Design It! 3-D: Gallery Window, Wak View Window
and Design View Window. Below are descriptions of these windows and adiscussion
of their functions.

Gallery Window

The Gallery Window displaysthe 3-D library objectsthat you drag and drop to create
your virtual environment. The galery of objects can be changed by clicking thetitle
button near the top of the window and selecting another gallery name.

Design View

The Design View Window is the 2-D plane where you drag and drop the Gallery
Objects. Alsoyou can resize and texturize the objectsto get the desired view in the 3-
D Walk View Window.

Walk View

TheWalk View Window iswhereyou seeandinteract withthe 3-D virtual environment
that you create. Gallery objects that you drag and drop into the Design View are
displayed in 3-D in the Walk View. You can navigate in, around or through these
objects using the navigation buttons or the mouse cursor.

M essage Bar

A MessageBar isdisplayed at thebottom of your computer screen. WithintheM essage
Bar, you will see information associated with the operations that you perform. For
example, if you sdlect a particular tool in the Tool Bar, the Message Bar will display
the tool’ s purpose and how the tool is used.

Memory Indicator

Thereisamemory indicator to theright of the Message Bar, at the lower right corner
of your screen. It containsa colored bar that aternately shrinks and grows, displaying
theamount of memory currently used by Design It! 3-D. If thememory used isbelow
75%, the bar isblue; if not, itisred.

NOTE: Macintosh users, if you are running low on memory, try quitting the
application and allocating more RAM to Design It! 3-D.




Active Window

The Active Window isthewindow in which you are working. At any time either the
Design View is active or the Walk View is active. The Walk View is available by
choosing Walk from the Window menu or clicking the Change View button. To get
back to the Design view click the Change View button again or select Design from the
Window menu.

Tool bar

The Tool bar

Within the Design View isthe Tool bar. The Tool bar displays the toolsthat you use
to edit objects and object surfaces as well as buttons that can be used to change the
Design View perspective.

|E| View Sdector Buttons

T istheTop View, F isthe Front View and R isthe Right View. Clicking one of these
buttons changes the Design View perspective.

IEI Surface Editor Tool

The Surface Editor Tool opensthe Surface Editor, which allowsyou to edit a selected
surface. A surfaceisasingle side or face of an object.

s Sdect Object Tool

The Select Object Tool isused to select objectsto be edited. With the Select Object
Tool, youpointtoanobjectandclick onittoselectit. A selected object displayshandles
at its vertices. A vertex iswhere two object surfaces, or faces, meet.

':'E'\ Magnify Tool

TheMagnify Tool increasesthe apparent scale of the Design View or ZoomsInonan
object. If you sdect theMagnify Tool by clicking it once, then point totheareathat you
wish to zoom toward and click, the apparent scale of the Design View will double.




IEZI\ Zoom-Out Tool

The Zoom-Out Tool decreases the apparent scale of the Design View. If you sdlect
the Zoom-Out Tool by clicking on it once, then point to the areathat you wish to zoom
away from and click, the apparent scale of the Design View will decrease by afactor
of two.

al Resize Object Tool

The Resize Object Tool resizes an object about its center or about a specified anchor
point. Objects can be resized uniformly along all three axes or non-uniformly along a
single axis.

{} Change View Button

The Change View Button toggles you back and forth between the Design View and
Walk View.

‘g:} Rotate Object Tool

The Rotate Object Tool is used to rotate an object. Thistool worksin Top, Front and
Right Design Views, allowing rotation on more than one axis.

@ Color Palette Button

The Color Bar allows new colorsto be selected, created and assigned to objects.

3-D Movement

Movement in the Walk View is accomplished by using the standard Design It! 3-D
navigation cursor techniques or the Navigation buttonsalong thetop of theWalk View
Appendix A provides more detail on the different navigation modes.

Standard Design It! 3-D Navigation Movement through the Walk View isaresponse
toyour movement of themousepointer relativeto thecrosshair inthecenter of theWalk
View screen.

Press the mouse button to begin movement and release the mouse button to stop.

The farther away from the cross hair that the cursor is positioned, the faster the walk
speed will be.



Direction is determined by the position of the pointer relative to the cross hair.

By using acombination of the Shift key plusthe Option key (Macintosh) or the Ctrl
key (Windows) with the mouse, movementsliketilting your head, diding from sideto
sde, or increasing and decreasing your dtitude are also possible.

Navigation Buttons

The Navigation buttons are only available in the Walk View. By pointing to a
Navigation button and clicking, you will movein adirection according to the button’s
function. If you hold down themouse button while pointing to aNavigation button, you
will move continuoudly. From left to right adong the top of the Wak View, the
Navigation buttonsare: MoveForward, MoveBackward, TurnL eft, Turn Right, Move
Up, Move Down and Home. When the Home Button is clicked, your position in the
virtual environment isreturned to the 0,0,5.25 ft. coordinate (about eyelevel). If you
tilted the view, using the Shift key, you may level your view by pressing the level
observer button.

[z]e|ale]e]o]]e]m|

The Navigation buttons

Walk M ode Buttons

The Wak Mode buttons are displayed to the | eft of the Navigation buttons along the
top of theWalk View. TheWalk M odebuttonsdeterminewhat happenswhenyouclick
with the mouse cursor in the Walk View.

The Wak Mode buttonsfrom left to right are Walk, Select Surface and Select Object.
Only one Walk Maode button can be selected at any time.

2o Walk button

When the Walk button is depressed, you can move freely around the Design 1t! 3-D
world using either the Walk Mode Navigation buttons or the standard Design It! 3-
D mouse navigation techniques.

NOTE: If you use either the Select Surface button or the Select Object button, you
must then select the Walk button again before navigation (walking) is enabled.




3-D Surface Seector button
[Tyel

The 3-D Surface Selector button allows you to quickly access a surface in the Walk
View toedit; you can changethesurface scolor or texture, or add surfacefeaturessuch
as doors, windows or a painting on the wall.

T 3-D Object Selector button

The 3-D Select Object button allowsyou to select an object inthe 3-D Walk View and
haveit becomehighlighted and centered so that you can edititinthe2-D Design View.
Thisisextremely useful whenyou areworking onacomplex drawing and cannot select
the correct object in the Design View because another object is blocking it. (Another
way around thisisto change viewsto the Front View or Right View, select the object,
then return to the Top View to move or edit the object.)

o Ol Record and Playback Buttons

These buttonsareto record anew walk path, play that walk path, and stop it whenever
desired. One thing you should keep in mind is that when you press the stop button
during your play session and then pressthe play button again it will play that walk path
fromthebeginning. Alsoif you presstherecord button twiceit will removetheold path
from memory.

\6) Observer

The Observer represents your location in the virtua environment. The Observer is
represented by acirclewith aline. Y ou can move the Observer inthe Design View by
clickingonit and dragging it with the screen cursor. Also, you may adjust thedirection
of view of the Observer by holding down the Option key (Macintosh) or the Control
key (Windows) then pointing to the center of the Observer and dragging in thedesired
direction.



Design Concepts

Containment

Every objectin Design I t! 3-D knowswhat objectsit containsand what object contains
it. Containment provides some important benefits. For example, if you move a
container, all objects contained within it also move and retain their orientation to each
other.

InDesign It! 3-D, containment isanall-or-none state; an object iseither fully contained
within another object or it is distinct from other objects. Objects cannot overlap (but
they can bejoined at acommon surface). It ispossibleto draw overlapping objectsand
theprogram doesnot warnyouif you dothis; however, theresult of overlapping objects
isthat three-dimensional objects may appear twisted and grotesque when rendered in
the Walk View.

If youdrag asmall object into alarger object, astate of containment will exist whenthe
mousepointer reachestheinterior of thel argeobject. Theprogramindi catescontainment
by displaying small blockscalled containment markersat the verticesof the containing
object. These markers will disappear when you rel ease the mouse button.

Auto Connection

Design It! 3-D usesauto connection. Auto connection makes the adjacent surfaces of
objectsthat you have placed against each other share the same surface attributes. For
example, if you drag two objects(rooms) toward each other, theauto connectionfeature
will attach the two parallel surfaces when they touch. Any surface feature or surface
attribute can be shared between adjacent surfaces with the auto connection capability
of Design It! 3-D.

Placement Depth

When you drag and drop an object into the Design View, it automatically dropsto O ft.
in the dimension that you cannot see. For example, if you drop an object in the Top
View, you can position it anywherein the Top View by dragging. But changeit to the
Front View and you will seethat the object isat 0 ft. If you wanted the object to be 10
ft. off of the ground, change viewsto the Front View and manually drag the object up
to 10 ft., using the Select Object Tool. This method is used to stack objects on top of
each other (i.e. alamp on adesk, aroof onabuilding). Becausethe Design View istwo
dimensional, it will benecessary at timesto changeviewsto position objectsasdesired.



Creating 3-D Modds

Opening aNew File

Toopenanew filein Design Center, choose New under the Filemenu. If youwishto
open an existing model, choose Open under the File menu and use the standard
Macintosh or Windows Open dialog to select the Design Center filethat you wishto

open.
Selecting New Galleries

If you click on the Gallery Window bar, a pop-up list of the Design Center object
galleries which are available in your main Design Center folder/directory will be
displayed. To open anew gallery, highlight the desired gallery name and select it with
the mouse.

Advnce_r 3-D Gallery
Basic_f 3-D Gallery

Basic_r 3-D Gallery
Eqpmentl 3-D Gallery

Egp ment2I3—D Glallery B

Pentagon Fo... Hexagon Ro...

Octagon Rou...

¢

Triangle Dia... Rectangle Di...

¢ &

Octagon Dia... 16-Sided Dia...

Octagon Sph... 16-Sided Sph...




Sdecting a Gallery Object

Tocreateavirtual environmentin Design Center, itisnecessary to first select objects
to add to your world. Point to an object in the Gallery Window, click to select it.

Dragand Drop

Tomovethe sdlected gdlery object to the Design View, drag it with the mouse cursor
fromtheGallery Window totheDesign View. Positiontheobject and rel easethemouse
button. A 2-D object outline appearsin the Design View at the point where the mouse
button was released.

M odifying an Object

Once an object has been dropped into the Design View, you may moveit by dragging
itwiththemousecursor. Y oumay also edit theobject'scolor, scal e, rotation and surface
opacity with the following tools and procedures.

Selecting an Object

Before editing an object, you must first select it. A selected object displays handles at
its vertices. Y ou may select an abject in the Design View or in the Walk View.

Selecting an object in the Design View
»  Click the Select Object Tool in the Tool Bar, point to the object that you
wish to select and click.
Selecting an object in the Walk View

»  Click on the Select Object button in the Tool Bar at the top of the Walk
View. Point to the object in the Walk View that you wish to select, then
click. The object will appear in the center of the Design View and will be
selected.

|M Sdlect Object Tool

In addition to selecting objects, the Select Object Tool isalso used to reshape objects.
If you point with the Select Object Tool to an object handle and drag the handle, you
can reshape the object.

-y |



If an object isgrouped, the Select Object Tool cannot be used to reshape the grouped
object. The grouped object must be ungrouped (with the Ungroup command under the
Edit Menu) before the Select Object Tool can reshapeit or its pieces.

Depending on what dimension you are viewing from, inthe Design View (Top, Front
or Right), the reshaping capability of the Select Object Tool may be limited. Object
handlesindicate to what extent an object can be reshaped. The illustrations show the
different appearances of handles and what those differences mean.

T

The three types of object handles

When dragging ahandle, aregular object maintainsitstype. For example, if you drag
the handle of arectangular object, the object remainsrectangular. If you drag ahandle
of an 8-sided polygon, the object remains an 8-sided polygon. Thisistruefor regular-
shaped objects; however, irregular-shaped object handles move individually.

If you hold down the Option (Macintosh) or Ctr | (Windows) whileyou drag ahandle
of aregular-shaped object, the object becomesirregular.

Reshaping an object

In addition to dragging a handle, you may also drag the line between two handles,
depending on the type of handles. Hollow handles limit the Select Object Toal’s
modifying capability, and gray handlesindicate a grouped object.

Reshaping an object



Resize Object Tool

The Resize Object Tool scalesor resizesan object about its center or about aspecified
anchor point.

Objectsmay beresizedindependently alongany of thethreecoordinateaxes(dimensions).
Objectsmay aso beresized uniformly inal dimensions(X, Y and Z) by holding down
Shift before dragging.

Whenan objectisresized, itscontentsand any surfacefeaturesareresizedwithit. If this
effect isundesirable, you may wish to use the Select Object Tool to resize or reshape
the object.

Resizing an object about its center

»  Sdlect the object to be scaled, select the Resize Object Toal, point to a
reference point (such as a corner) and drag to the new position.

Resizing About an Object Center

Resizing an object about a specified anchor point
e Select the object, select the Resize Object Tool and point to the desired
location of the anchor point. Hold down the Option key (Macintosh) or

Contral key (Windows) and click to establish the new anchor point. Point
to areference point and drag to a new location.

Resizing About a specified Anchor point

If you resize an object then add a surface feature to it, the surface feature will
automatically resize to the match the new scale of the object.



| {}l Rotate Object Tool

The Rotate Object Tool isused to rotate an object. When rotating an object, thistool
worksin any view (Top, Front, Right), thus allowing rotation on more than one axis.

Rotating an object

e Select the object that you want to rotate, click on the Rotate Object Tool
and point to any location in the Design View to establish the center of
rotation. Drag the pointer away from the center of rotation. A dotted line
will appear between the pointer and the center of rotation.

Rotating an object

Asyou drag the pointer farther from the center of rotation, you gain finer control over
the angle of rotation. Drag the pointer in an arc around the center point to rotate the
object.

If Snap to Grid is selected (see Preferences) when you rotate the object or surface
feature, the rotation snapsto 5° increments.

If you hold down Shift when you rotate the object, the rotation is constrained to 15°
increments.

Contained objects arerotated with the container unlessyou hold down the Option key
(Macintosh) or Control key (Windows) when you rotatean object. Holding the Option
key (Macintosh) or Control key (Windows) rotatesthe container, but not the contained
objects.

|| & | Color Palette Button

The Color Paette Button alows new colors to be selected, created and assigned to
objects. Colors can be applied to tranducent as well as opaque objects and surfaces.



El

Design Center (Windows) Color Selector

Changing the color of an existing object

»  Sdect the object and click the Color Palette Button to open the color
sdlector and pick the required color for the object

Each time that you select a new color, the color appears as a small square across the
top of the Color Selector. This section of the Color Selector isthe Color Palette. If you
have selected several colors since you started the program, each of those colors will
be displayed as a small square in the Color Paette. This helps you keep color
sdlections consistent. By recording the last 30 colors that you selected, the Color
Palette allows you to select the same shade of color for the same types of objects. For
example, you might select alight shade of blue from the Color Selector and apply that
color to a glass window. Every time that you create another glass window, you will
be able to giveit exactly the same shade of blue by selecting from the Color Palette,
rather than from the Color Selector.

If the colors in the Color Selector do not contain the desired color, click the mouse
to the icon in the upper left corner of the Color Selector. This displays the standard
Macintosh Color Whed or Windows Color Selector.

Selecting a new color from the Macintosh Color Wheel or Windows Color
Selector

»  Poaint to a shade of color in the Color Wheel/Selector and click. On the
right of the Color Wheel/Selector dialog is a brightness control. Y ou
may dide the brightness control up or down to change the shade of a
color, thus creating a custom color. (See your system documentation for
more about working with your system and color.)

= Color I
Basic Colors: ]
HEOOEOEEDS

HOOEONEE

HOENEEEEE X

I (O .

e rrrrl

EEEEECOEC

Custom Colors:

o [ o [ o [ o] e ]
o o - ]
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Windows Color Selector
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Macintosh Color Selector

| "El | Selecting an Object Surface

Before editing an object surface, you must select it. Like an object, a selected object
surface displays handles at its vertices. Y ou may select an object in the Design View
or in the Walk View.

Selecting an object surfacein the Design View

»  Click on the Surface Editor Tool, then click on the surface that you wish
to select. Y ou may select a surface that is shown in your view or you may
select a line representing a surface that is perpendicular to your view.

Selecting an object surfacein the Walk View

* Click onthe 3-D Sdect Surface button, then point to the 3-D surface in
the Walk View and click.

Key Design Center 3D - Untitled

I
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The Surface Editor allows you to edt features on the object surface. Jl iﬂ

A selected surfacein the Surface Editor




A selected surface is displayed in the Design View and is aligned flat on your view.
When the surface is displayed, you will notice that the title bar of the window has
changed and the Tool Bar hasalso changed. This set of toolsand window iscaled the
Surface Editor.

||1_E|| Surface Editor

The Surface Ediitor gppearsinthe Design View when asurfaceis sdected and it dlowsyou
toeditthesdected surface. Many of thetoolsinthe Tool Bar fortheSurfaceEditor arethesame
asthose available in the Design View. The tools exclusive to the Surface Editor are:

| @l ’| | Placement Buttons

O isthe outside surface, | is the inside surface, B is both the inside and the outside
surfaces. The selected button determines where the color, texture or surface feature
is applied to the surface.

| @l Return Button

The Return Button closes the Surface Editor and returns you to the Design View.
Surface Galleries

When the Surface Editor is open, the Gallery Window changes to show a collection
of 2-D surface features. A surface feature, like an object, can be dragged from the
Gallery and dropped into the Surface Editor on a selected surface. Once dropped, a
surface feature can be rotated with the Rotate Object Tool and scaled with the Resize
Object Tool. Surface feature color can be changed with the Color Bar and textures
can be applied with the Texture Bar.

To edit the opacity of an object's surface, drag the desired shape and opacity (opaque,
tranducent or transparent) from the 2-D Surface Gallery to the Surface Editor

Basic 2-D Gallery -]
Rectangle Tr...

[ ]
Rectangle Tr.. Square Opad...
Square Tran.. Square Tran...
A A
Triangle Opa... Triangle Tran...
*
Triangle Tran... Pentagon Op...
L ]

Pentagon Tr... Pentagon Tr..

window.



TheMenus

FileMenu

Many of the Design It! File menu options and commands are standard for the
Macintosh and Windows operating systems. These include New, Open, Close, Save,
Save As, Revert to Save, Page Setup/Print Setup, Print, Shapshot and Quit/Exit. This
isabrief description of these menu options.

New N
Open... Ctrl+0 Open... %0
Close Ctrl+'W Close sl
Save Ctrl+3 Save £
Save As... Save As...
Rever;tu Saved Revert to Saved
Print... Ctrl+P Page Setup...
Print Setup... Print... ®P
Snapshot b Snapshot »
Exit Alt+F4

Quit #0

TheFileMenu

New
New creates and opens anew Design It! file.

Open...

Open displaysthe standard M acintosh and Windows Open dial og from which you can
select an exigting file to open.

Close

Close closesthe current file. If you made any changesto thefilesincethelast timeyou
saved it, you will be prompted to save the changes before thefileis closed.



Save
Save saves the current file under the currently used name.
SaveAs...

Save As opensthe M acintosh and Windows Save dia og, which dlowsyou to save the
current file under anew name.

File Hame: Directories:
= ww | c:vdesign3d

5 E ;

= design3d
[] Read Only
+
+

Save File as Type: Drives:
Virtus VR - VVR) [ [=c B

The Save As Dialog box

Revert to Saved
Revert To Saved opensthelast saved version of thecurrentfile. If you select thisoption,

any changes made to the model sincethe last time that you saved it will belost unless
you first use Save As.. and save the changes to the file under another name.

Page Setup...

Page Setup/Print Setup opensthe standard dia og with which you choose printout size,
paper orientation and other printing features.

Print..

The Print command generatesahard copy of the active window centered on the page
and enlarged within the constraints of the page.

NOTE: Only what you see on the screen will print.




Printing an entire Design View
e Sdect the Design View to make it active, zoom out until you can see al

the objects (you may also resize the window), then choose Print.

Printing the Walk View

Navigate in the Walk View to the desired viewing angle, then choose
Print.

=] Ke Center 3D - HOUSE.WR
Gile EditWalk Window About
G

[T [®E[&][~[=]e]=[e]s[Te[=]To]]>]

([CErees the movie button to move forsard and tum o the left

Default Color Print Mode

When printing the Walk View, if your printer does not print grayscale, you may wish
to print black object frames with white shading. This gives you a clean, black-line
drawing.

Printing objects with black frames and white fill

In the Preferences dialog, click B & W Print Mode.

Key Design Center 3D - HOUSE VYR
Edit_Walk_Windo

=Eil= w__About
G[[ [®[a[[a[«[«]=]e[e[]a[=[]o] [r]

Eﬁmhmbwiv move forward and tun to the left,

Black and White Print Mode



Snapshot

Snapshot dlows you to save aview of a Desinglt! 3d model in another file format.
The saved view can be a particular perspective in the Wak View, the drawing in a
Design View, the Surface Editor window or a recorded walk path.

Snapshot BMP...

Animator Pro...

The Windows Snapshot Pop-up menu

1
Snapshot (3 PICT...

OuickTime...

The Macintosh Snapshot Pop-up menu

Taking a snapshot

» Totakeasnapshot of either adrawing in the Design View or aparticular
perspectivein aWalk View select Snapshot from the File menu. Select
BMP... from the pop-up which appears(PICT in Macintosh), this causes
the Save BM P As dialog to appear which enables you to save the view as
a.BMPfile.
If you want to make a Shapshot of arecorded walk path choose Animator
Pro... from the Shapshot pop-up(QuickTime for Macintosh). This option
causes the Save Animator Pro As Dialogbox to appear which enables
the user to to save the recorded walk path as an Animator Profile.

Quit (Macintosh) or Exit (Windows)

Qui/Exit exits Desinglt! 3d. If amodel is open and changes were made since the last
time it was saved, you will be prompted to save any changes before exiting.

TheEdit Menu

Undo
Undo undoes the last operation.
Cut

Cut removesany selected objectsand placesthemintheClipboard. Cut objectscanthen
be pasted with the Paste command.The Edit Menu



Edit I:ﬂl

Undo Ctrl+Z Undo ®Z
CI.I! Ctrl+X Cut ey
Copy Ctrl+C Copy %C
Paste Ctrl+¥ Paste £
Delete Del o of
Select All Ctrl+A Unselect All
Unselect All

Duplicate Ctrl+D Duplicate %D
Group Ctrl+G Group ®6
Ungroup Ctrl+Shift+G Ungroup
Preferences... Preferences...

Copy

Copy copies any selected objects to the Clipboard. The difference between Copy and
Cut is that Copy leaves the original in place, and Cut removes the original. Copied
objects can then be pasted with the Paste command.

Paste

Paste puts the contents of the Clipboard into the model.

Clear (Macintosh) or Delete (Windows)

Clear removes or deletes selected objects, surface features or slices without placing
them in the Clipboard. Selected objects can aso be deleted by pressing Deleteor the
Backspace key. The difference between Cut and Delete/Clear is that Delete/Clear
removesobjectscompletely, whereas Cut removesobjectsto the Clipboard so that they
may be pasted again.

If you Delete, Cut or Clear something accidently, immediately choose Undo under the
Edit menu after the cutting or clearing operation that you want to reverse.

Duplicate
Duplicate makes an exact copy of any selected object or surface feature and placesit

on or near the original. Duplicate does not copy to the Clipboard as does the Copy
command.



Duplicatewill duplicate objects aswell as object placement, scaling and rotation. For
example, you can create an object, duplicate that object, and position the second object
ontheright side of the original so that the objects appear to betouching. Thenyou can
sdlect Duplicateagainandanidentical third object, joined ontheright sideof thesecond
object, will appear; you' ll havealineof threeidentical objectsspaced thesamedistance
apart. The duplicate’ s position relative to the object that it duplicated is maintained as
long asthe original object remains selected. If you continue choosing Duplicate, the
objectswill continue duplicating to the right until you have aline of identical objects.
This can be extremely helpful in modeling objects such as staircases.

NOTE: When you createthefirst duplication, it retainsthe original object’ sposition,
scaling and rotation information. The object must remain selected until the next
duplication is made or the information will be lost.

Changesto object type are not duplicated. For example, if you create an object 10 feet
tall andthen duplicateit andincreasethe height of theduplication to 15feet, subsequent
duplications will have aheight of 15 feet, they will not grow in height by increments
of fivefeet.

The Duplicate command only duplicates manipulationsto the entire object. It doesnot
duplicate editsto part of an object.

Sdect All

SHect All selects all the objects (displays al handles).

Unsdect All

Unselect All unselectsobjects or surfacefeatures (handles are not displayed). Another
method of unselecting is clicking on the background in the Design View or Surface
Editor.

Group
Group joinsany selected objects so that they aretreated asasingle object, that is, they

can be moved, rotated or scaled together and selected with a single click. Grouped
objects can be ungrouped with the Ungroup command.

Ungroup

Ungroup ungroups a selected object if it was previoudy grouped with the Group
command.



Preferences

The Preferences didog allows you to set preferences for the appearance of Design
Center.

Each time you save a Design Center model, any changes that you made to the
preference settings are saved with it. When you open the mode again, its preferences
are restored.

I Design Center 3DPreferences I

Units ) Centimeter

@ Inch

Dithering ] B&W Print Mode
2| Snap to Grid [ Flash Graphics

[] Save as Default
Get Defaults | Cancel I |

The Preferences Dialog box

Units: Centimeter/Inch
Units determines the units of the ruler in the Design View.
Dithering

Dithering isatechniquethat allows more colors, which resultsin more color-accurate
renderings. Dithering isactivated by default. The disadvantage of Dithering isthat the
SCreen appears more grainy.

Snap to Grid

Shap to Grid snaps objectsto an invisible grid when they are placed or moved.

The grid is based on the ruler tick marks in the Design View and Surface Editor.

If youzoominor out, theruler tick markschange, therefore, theinvisiblegrid changes.
For example, if each tick mark represents oneinch, handles snap to the nearest inch. If

each tick mark represents one foot, handles snap to the nearest foot.

If Snapto Gridisnot selected, the ability to place and move objectsisconstrained only
by screen pixels.



Snap to Grid also affects object rotation. If Snap to Grid is selected and you rotate an
object, the rotation snapsto 5° increments.

B& W Print Mode

B& W Print Mode prints objectswith black linesand white surfaces. The printed result
isaclean, black-line drawing.
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B&W Print mode
Flash Graphics (Windows only)

Flash Graphics turns on Design Center’s drawing routines and uses those routines
instead of thestandard M crosoft Windowsdrawingroutines. FHlash Graphicssubstantially
speeds up the Design Center application. Usualy, Flash Graphicsis turned ON by
default; however, some video boards are not compatible with Flash Graphics. The
Design Center applicationchecksfor compatibility withyour systemwhenyouinstal,
and if aconflict is detected, Flash Graphicsis turned OFF.

Save As Default

Save As Default saves the current preferences as the application default preferences.
Application default preferences apply to all new model sthat you create. If youopenan
exigting file, that file' s preferences will override the application defaults.

Get Defaults

Get Defaults resets the Preferences dialog to the original preferences settings.



Cancd
Cancel voids changes that you made to the preferences settings.
OK

OK applies any Preferences dialog changes to the current model.

TheWak Menu

Walk o
Lewvel Observer Ctrl+L Level Observer 3L
Wide Angle Wide Angle

+ Standard + Standard
Telephoto Telephoto

+ Normal + Normal
YWireframe Wireframe

v Stop ~Stop
Play Play
Record Record
Sky Color... Sky Color...

The Walk menu

Levd Observer

Level Observer orientstheline of sightintheWalk View, making it level if it hasbeen
altered with Shift during navigation.



Wide Angle

Wide Angle changes the Walk View to give the effect of looking through a 15mm,
wide-angle cameralens.

[ Koy Design Conter 30 - INDYCARVVR
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Wide Angle View

Standard

Standard displaystheWalk View normally (35mm), that is, not wideangl eor tel ephoto.

i ey Design Center 30 - INDYCARVVR
FEile Edit Walk Window
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The Standard View




Teephoto

Telephoto changes the Walk View to give the effect of looking through a 135mm,
telephoto cameralens.

B

|[Bress the mouse huton to move tonard and tum o the left L f

The Telephoto View

Normal

Normal displays al tranducent and transparent object surfaces and surface features,
and displays object color fill, wire frames and textures.

Wireframe

Wireframe speeds up your navigation by displaying only wire frames of objects. No
object color fill, surface features or textures are displayed.

Bl I_>l;‘

Wireframe selected



Stop
Sop alowsyouto stop therecording of awalk path. If awalk path isplaying, you can
stop it by clicking the mouse button. Oncethe playback is stopped, selecting Stop will

rewind therecording toitsstarting point. If you select Play without first rewinding with
the Stop command, the playback will continue from the point where it was stopped.

Play

Play allows you to play back arecorded walk path. Walk paths are recorded with the
Record option.

Record
Record allowsyouto record awalk path. When you select Record, any movementsthat

you make in the Wak View are recorded. Y ou can then play back the recorded walk
path or save it with the Snapshot option.

Sky Color

Sky Color alowsyou to changethebackground color of theWalk View. Selecting Sky
Color displaysthe Macintosh Color Wheel or Windows Color Selector sothat you can
choose anew color.

TheWindowsMenu

The Windows menu contains commands for switching between different views in
Desinglt! 3d.

Window
+ Design
Walk

Toggle Windows Cirl+T

Design
v Walk

Toggle Windows 3T

The Window Menu
Design

Design displaysthe Design View.



Walk

Walk displays the Walk View.

ToggleWindows

Toggle Windows switches between the Design and Walk views.



Buttonsand Keyboard Shortcuts

Windows Function Macintosh
Ctrl+A Sdlect All Cmd+A
Ctrl+C Copy Cmd+C
Ctrl+D Duplicate Cmd+D
Ctrl+N New Cmd+N
Ctrl+L Level Observer Cmd+L
Ctrl+O Open Cmd+O
Ctrl+P Print Cmd+P
Ctrl+G Group Cmd+G
Ctrl+T Toggle Windows Cmd+T
Alt + F4 Quit Cmd+Q
Ctrl+S Save Cmd+S
Ctrl+V Paste Cmd+V
Ctrl+X Cut Cmd+X
Ctrl+w Close Cmd+W
Ctrl+z Undo Cmd+Z

Del Delete Del



Techniques

TocreateaVirtual World:

From the Galleries Window, scroll and select an item. Then drag and drop the item
in the Design View.

Towalk around in a Virtual World:

Use the Navigation Buttons at the top of the Walk View or use Normal or Advanced
Mode Navigation Techniques shown on the following pages.

To changethe color of an object:

Select an Object with the Select Object Tool inthe Design View. Then select the Color
Bar, press down and drag acrossto find anew color.



SOFTKEY LICENSE AGREEMENT

PLEASE READ THEFOLLOWING TERMSCAREFULLY BEFOREUSING
THISPROGRAM.

This Agreement governs your use of the SoftK ey products enclosed with it including
any manuals, disks, computer programand materia sassociatedwithit (the* Software”).
BY OPENING THE SEALED PACKAGESCONTAINING THE DISKSAND/OR
BY USING THE SOFTWARE, YOU AGREE TO BE BOUND BY THE TERMS
OF THISAGREEMENT. IF YOU DO NOT AGREE TO THE TERMS OF THIS
AGREEMENT, PROMPTLY RETURN THE UNOPENED DISK PACKAGESTO
THE PLACE YOU OBTAINED THEM FOR A FULL REFUND.

1. Grant of License. This Agreement permits you to use one copy of the Software,
whichislicensed asasingle product. The Softwareis*“in use’ on acomputer when it
is loaded into the temporary memory (i.e, RAM) or ingtaled into the permanent
memory (e.g., hard disk or other storage device) of that computer. Y ou may usethe
Software on a network provided you have purchased one copy for each user.

2. Copyright and Restrictions. The Software is owned by SoftKey or its suppliers
and is protected by United States and Canadian copyright lawsandinternational treaty
provisions. SoftKey retains all rights not expresdy granted. You must treat the
Software like any other copyrighted material, except that you may either make one
copy of the Software solely for backup or archival purposes or transfer the Software
to a single hard disk provided you keep the origina solely for backup or archival
purposes. Y ou may not rent or lease the Software, but you may transfer your rights
under this Agreement on a permanent basis provided you transfer the license granted
by this Agreement, the Software and all associated printed materids, retain no copies
and the recipient agrees to the terms of this Agreement. You may not reverse
engineer, decompile or disassemble the Software, except to the extent the foregoing
restriction is expressly prohibited by applicable law.

3. Limited Warranty. For 90 days from your date of purchase, SoftKey warrants

that the media on which the Software is distributed are free from defectsin materials

and workmanship. SoftKey will, at its option, refund the amount you paid for the

Software or repair or replace the Software provided that (a) the defective Software

isreturned to SoftK ey or an authorized deal er within 90 daysfrom thedate of purchase

and (b) you have completed and returned the enclosed registration card. These are

your sole remedies for any breach of warranty. SoftKey disclaims all other

warranties, either express or implied, with respect to the Software and the
accompanyingwritten materials, including but not limited toimplied warranties
of merchantability and fitness for a particular purpose.

4. Limitation of Liabilities. In no event will SoftKey be liable for any indirect,
specid, incidental, economic or consequential damages arising out of the use or



inability to use the Software, even if SoftKey has been advised of the possibility of
such damages. In no event will SoftKey's liability exceed the amount paid by you
for the Software. Because somejurisdictionsdo not allow the exclusion or limitation
of liahility for consequential or incidental damages, the above limitation may not

apply to you.

5. U.S. Government Redricted Rights. The Software is are provided with
RESTRICTED RIGHTS. Use, duplication or disclosure by the Government issubject
torestrictionsasset forth in subparagraph (c)(2)(ii) of the Rightsin Technical Dataand
Computer Software clause at DFARS 252.227-7013 or subparagraphs (c)(1) and (2)
of the Commercial Computer Software—Restricted Rights at 48 CFR 52.227 - 19, as
applicable. Manufacturer is SoftKey Internationa Inc., 201 Broadway, Cambridge,
MA 02139

©1995 SoftkKey Multimedia Inc., a subsidiary of SoftKey International Inc., and
©1995 Virtus Corporation. All rightsreserved. SoftK ey isaregistered trademark and
Desinglt! 3d is atrademark of SoftKey Multimedia Inc. Windows is a trademark of
Microsoft Corporation. Pentium is a trademark and Intel Inside is a registered
trademark of Intel Corporation. All other trademarks are the trademarks of their
respective companies. Architectural Design and Mode: designed and used with
permission of House + House Architects, San Francisco, CA
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