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CHAPTER 1

Basic Rendesing

1. Open the file exercise 1.vwx.

2. Switch to Right Isometric view:
View>Standard Views>Right
Isometric.The scene will be
rendered in Wireframe.

% exercise 1.viwx

Zoom >
Class Options >
Layer Options > |
vTop/Plan %S
Projection > Top
Rendering > Front
Perspective > Right
Lighting > Bottom
) Back
Look at Working Plane Left

Set Renderworks Background... Right Isometric

Left Isometric

Set 3D View %80 Right Rear Iso
Rotate 3D View... Left Rear Iso
Rotate Plan Lower Right Iso

Lower Left Iso
Lower Right Rear
Lower Left Rear

Align Layer Views
Unified View 8L
Unified View Options... \

Create Viewport...

Create Section Viewport...

Update Selected ViewpQrts ™
Update All s

S

Wireframe rendering of a Right Isometric view.

Remarkable Renderworks | © 2010 Daniel Jansenson



Zoom

Class Options
Layer Options
Standard Views
Projection
Rendering
Perspective
Lighting

v dvvvvy

|

v

Look at Working Plane
Set Renderworks Background...

Set 3D View 80
Rotate 3D View...
Rotate Plan

Align Layer Views
Unified View L
Unified View Options...

Create Viewport...

Create Section Viewport...
Update Selected Viewports
Update All Viewports

Save View...
Next View 8.
Previous View 0%,

Show >

v Wireframe

Sketch
Sketch Options...

OpenGL

OpenGL Options...

Fast Renderworks
Fast Renderworks with Shadows
Final Quality Renderworks

Custom Renderworks
Custom Renderworks Options...

Fast Radiosity

Final Quality Radiosity
Custom Radiosity

Custom Radiosity Options...

Artistic Renderworks
Artistic Renderworks Options...

Hidden Line
Dashed Hidden Line
Line Render Options...

Unshaded Polygon
Shaded Polygon

Shaded Polygon No Lines
Final Shaded Polygon

Create Batch Render Job...
Start Batch Render...

T BW

£8S

Xo8s

8X
¢ %F

ORE
©%D

%P

3. Renderin OpenGL:
View>Rendering>OpenGL.
The resulting rendering is seen
below.

OpenGL is one of several rendering
modes.inVectorworks. It renders quickly,
and can provide interactive features that
other rendering modes do not (although
higher-quality renderings can be obtained
with other modes).

The method shown here is the simplest
and quickest form of rendering. Although
there are no actual lights present,

the scene is still fully lit and visible.
Vectorworks automatically illuminates

a scene when no lights are present-—

but this lighting cannot be modified.

Later we will see how inserting lights in
a scene will cancel the default general
illumination, and replace it with control-
lable lighting from light objects and other
sources.

OpenGL rendering of a Right Isometric view.
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CHAPTER 2

Applying Textures to Objects, Part 1

1. Open the file exercise 2.vwx.
This file comes with two textures
already prepared. A later chapter will
describe the process of preparing
textures.

2. Switch to Right Isometric view:
View>Standard Views>Right
Isometric.

3. Render in OpenGL: View>
Rendering>OpenGL.

4. Make sure the Object Info and
Resource Browser palettes are open.

5. Inthe drawing, click once on the
object that represents the floor in
order to select it @.

6. At the top of the Object Info palette,
click on the Render tab ©.

Zoom >
Class Options >
Layer Options >
Standard Views >
Projection >
I Y] ¢ Vireframe o%w
fi’;f:‘:'v' Y Sketch oS
Sketch Options... XO®S
Look at Working Plane
OpenGL 028G
Set Renderworks Background... OpenGL Options...
Set 3D View ®0 Fast Renderworks
Rotate 3D View... Fast Renderworks with Shadows ~ ©8X
Rotate Plan Final Quality Renderworks O %F

Align Layer Views
Unified View 8L
Unified View Options...

Custom Renderworks
Custom Renderworks Option=

Create Viewnor*

et

==

Class: [ None

)
)

Layer: (Design Layer-1

AX: 2710
AY: 207"
EBxtr: 10"
BotZ: 0"
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s s 7. Scroll down (if the palette is not fully

e D] extended) to the Texture drop-down
ﬂ box (© (ifthe word Texture is not
Sketch: visible, widen the-palette until it
T
C o O 8. Click'on the Texture drop-down
©\\ - box, scroll down, and click on
checker tiles.

Texture:

¥ None
Class Texture

checker tiles <
yellow-green stripes ™ o

Asphalt Small

In the drawing, note the texture applied
to the floor object. This is one of several
methods that can be used to apply a
texture to an object.

e 0 Obj Info
Extrude

Sketch: [ Document Default (Rough) 189 m

Part: ((Overall (checker tiles) [

€ Revert to Overall D

( Add Decal... )

Texture:

(checker tiles 3] E]
Also note the texture’s image in the pre-
view window of the Object Info palette,
beneath the Texture drop-down box (@).

Map Type: l Perimeter E
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9. Inthe Resource Browser, look at
the bottom pane (or window) of the
palette. Double-click on the resource
type entitled Textures (ifitisn’t
already open). Notice the two texture
resources shown below: checker
tiles and yellow-green stripes.

10. Place the cursor over the yellow-
green stripes resource, click once
and hold the mouse button, then
carefully drag the resource over
to the drawing until it touches the
cylindrical object (touch is confirmed
when the object is highlighted), and
release the mouse button.

Note: To make sure the object highlights when
touched, go to: Vectorworks>Preferences>
Interactive tab, then select Tool highlighting.

In the drawing, note the texture is now

applied to the cylindrical object. This is

another method of applying a texture to
an object.

® O  Resource Browser

Files {¥]
@ [ %) exercise 2 ™[]
R il

v

A@wws & @[
vigieel W &
A&

checker tiles  yellow-green
stripes

| |No Active symbol

Drag the resource over to the cylinder.

Texture applied to the cylinder.
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NOTES

Sample
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