LUXART 5.0


VIEW

This menu contains all the commands required to visualize the project.

Icons (ProjectToolbar) 
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	3D View (Rendering)

Views


Icons (Room Toolbar)
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	Pan - Zoom Out (Reduce) – Zoom In (Enlarge) – Modify Grid

Plan View - Front View – Side View

Fit Room

Bounding Box Items View – Full View 

3D View (Rendering)
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Note: the icons associated with the VIEW menu in the furniture and luminaire Toolbar are the same as those in the Room Toolbar except 3D View (Rendering).

The commands in this menu are:

· Top/Front/Side: these commands are used to pass from one 2D view of the room to another

· Pan:  this allows movement of the drawing within the Working Plane.  On selection of the PAN button the mouse arrow is substituted by the drawing of a hand: by pressing the left mouse button the drawing is captured and may be moved in all directions within the Working Plane

· Zoom:  this allows enlargement or reduction of the drawing (zoom in and zoom out).  There are 2 modes:

· Pressing the left mouse button and moving the mouse upwards effects enlargement (zoom in), moving it downwards reduces the drawing (zoom out)

· Pressing the right button and keeping it pressed, the program opens a rectangle whose contents are enlarged to occupy the whole screen when the button is released 

· Grid:  this function allows you to change the step of the Working Plane grid and therefore to change the scale according to which the drawing is represented. Selection of GRID opens the window in which to manually insert the grid step: select OK to confirm input.

· Fit Room: this command automatically scales the room so that it is clearly represented in the Working Area

· Bounding Box: the furniture may be visualized completely in all its individual parts or by Bounding Box, that is to say the parallelepiped that contains it

· Camera (3D View - Rendering): this is used to visualize the room in 3D and to manage all the commands related to rendering 

Camera (3D View - Rendering)

This option contains the commands useful to visualize the room in 3D and to manage the color rendering. This creates different images depending on the point of view of the observer.

Note: RENDERING function is not available with the LITE version of the program.
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The 3D view allows you to set the best observation point and includes the following commands:

· Rotations to rotate about the vertical axis Z and the horizontal axes X and Y. The X and Y axes are absolute and do not pass through the center of gravity of the room. Rotate by either clicking on the arrows or by clicking the square between the arrows with the left button of the mouse, and keeping the button pressed until the value in the relevant box is as desired.

· Pan to move the room along the 3 axes X, Y and Z. The displacement step is set by entering a value in the appropriate box. 

· Zoom to enlarge or reduce the room according to the step defined, which can be modified by entering a value in the appropriate box.

· Fit to center the area in the middle of the screen when numerous zooms and movements are made.  

· Aiming whether you want to visualize the luminaire aiming or not; aiming is meant as the intersection between the luminous axis of the luminaire and the point of the surface that intersects the axis itself.  Being perpendicular to the area from which the luminaire emits its luminous flow and considering that this area, in default condition with rotations at zero, directs downwards and is horizontal to the floor, the greatest care must be given to the photometric curve of the luminaire which some manufacturers, in the indirect devices, already provide in working condition: in this case, if in default condition the aiming axis is vertically directed downwards, the luminous emission is actually upwards.

· Reset to return  the area view to its original state after a series of zooms or movements. 

· Focus to change the observer position in relation to the screen.

The function keys available are ‘Rendering’ to go to the rendering visualization and ‘Close’ to return to the Main Manager.

If Rendering is selected you first have to define the window where you want the rendering to be realized (move the mouse up and down, left or right to set the window and press the left button of the mouse to confirm); the program then displays the window shown in the figure below.

The following keys are available in this window:
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the image name given by the program

· the image dimensions in pixels: these dimensions, determined on the basis of the rendering area definition previously performed, can be changed as necessary

· the saturation level which can be selected automatically or manually. In the latter case the lux saturation value must be defined

· the type of rendering can be smooth (linear rendering), logarithmic (logarithmic scale representation similar to the behavior of the human eye), 3D isolux curves and spot diagram

· the working plane and/or luminaires can be displayed.

Once the parameters have been defined, click OK the program will carry out the rendering in the defined window.

The image produced can be saved in BMP format by means of the IMAGES/Image Management/Save function which can be activated from the option bar.
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Rendering Parameters Definition
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3D Room View
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Views Menu





















































PAGE  
LUXART 5.0                                                                                                104 

