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Rendering A DataCAD Model In Renderize Live
Before you can render a model, you must of course, create the model in DataCAD. While this is a complete
subject unto itself, a few points should be noted. First, it is generally easiest to render a model if it is organized
by layer and material in DataCAD. That is, for each material you plan to render, model that element on a single
layer in DataCAD. For example, you might have one layer for brick, another for glass, and yet another for the
metal frames containing the glass, and so on. The materials might be separated further by their location to
facilitate rendering only what is within view. So, you might create four layers for your brick material for the
north, south, east, and west elevations. Lastly, when the polygons and slabs are created in the model, you will
want to keep the face orientation for each plane in mind. This is the 'normal' face that is rendered when
imported to Renderize. See the section on Polygon Normals for further details.
Once your model is finished and organized by layer and material in DataCAD, you are ready to export it to
Renderize.
1. Save the model as a DXF file to your DATACAD\XFER directory. Renderize requires DXF format to read
in the file.
2. Start Renderize Live by choosing Renderize Live from the DataCAD 8 menu in the Start/Programs menu on
your Windows desktop. When Renderize opens, a new project is automatically created.
3. From the File menu, choose Load Object.

4. At the Load Object dialog, change to your DATACAD\XFER directory, select the file you exported as
DXF, and click Open.
5. In the Create Materials From dialog, check Layer.
6. In the Create Objects From dialog, check Layer
7. Change Set by Level from “0” to “1”.
8. Uncheck all four options at the very bottom of the dialog box and click Read.

9. As the file reads, you will receive a prompt telling you that the imported file includes “children” and will
ask if these should be included. Select Include. If you do not receive this message, you did not properly
configure the Load Object options, and you should quit and start over.
Your DXF file is now loaded as a Renderize project.

Setting Object Property Options
Before you start rendering, there are a few key elements to configure.
1. Select the Object Resource button from the left menu.
2. Scroll through the object list, and locate the one that appears as “Node”; the Node is the parent object, or
master folder, for the project. Any changes or settings made to the parent will affect all the dependent, or
child, objects as well and relieve you from having to set all these options individually.
3. Drag and drop it onto the Edit well, located in the lower-left corner of the screen. The Edit Object dialog
appears:

4. Check Pass to Children, Render Backface, Cast Shadows and Receive Shadows. Then click on Save, and
when prompted, click Replace.
When you are more familiar with the polygon normal issue and modeling, you will uncheck the
Render Backface option. While enabling this function allows you to ignore normals for the time being,
it will conflict with some types of texture and reflection mapping.
5. Minimize the Object Edit menu to display the application window. As a rule, you should minimize the
dialog whenever you are finished with a setting. Move the minimized window to the right of the screen if it
is more conveinient. Minimizing these windows instead of closing them will conserve system resources.

Establishing the View to Render
1. Click on the Move icon in the upper menu bar.

2. Click on the 4 Window View button in the upper menu bar. Four windows appear. The window in the lower
left shows the camera view, which is the view that will be rendered.

3. Click on the Move Around Target button.
4. In the plan view window in the upper left, click on the location indicating the target for the camera.
5. Click on the Move Camera icon and move the camera into position. Check the camera view window to
verify the desired view. You may access either elevation by clicking in the window to activate it, and then
moving the camera or target.
6. Other move options may be selected which constrain the camera movement to left/right,
up/down and in/out.
7. Additionally, you may move around the target or camera in varying X,Y, and Z axis by
selecting these icons.
8. Once you are satisfied with the view, select the Camera View icon to return to full screen camera view.

Creating A Test Render
1. Click on the Render icon to display the Render Menu.

2. From the Render Menu options, click the first icon for a full screen rendering.

You can adjust the resolution of the test render image in this drop-down dialog. A value of 1 will render
at the highest screen display, 640x480. You may final render at any resolution. Note the lighting and
background in the model.

Loading A Background Image
1. Click on the Image Resource icon.
2.

Choose Load Image from the File menu.

3. Locate an image to load; several are provided in the VREAL/TUTOR directory.
4. Select SKY.TIF and click Open. The image appears in the resource window.
5. To use this image as a background image, click the View Resource icon, and drag and drop the Default_1
view to the Edit Well.

6. Click on the Image Resource icon again, and drag and drop the Sky image to the background well displayed
in the Edit View dialog box.
7. Click Save and then Replace, and minimize the dialog box. The Sky background will now appear in your
rendering. Perform a test render.

Positioning and Adjusting Lights
1. Click on the Light Resource icon.
2. Drag Default_1 light to the Move Well located in the upper left of the screen.
3. Click on the Move icon in the upper menu bar.

4. Click on the 4 Window View button in the upper menu bar.
5. Using the target and move controls as described above, position the light relative to the model. To simulate
sunlight in an architectural rendering, the most realistic effect will be achieved by positioning the light a
great distance from the model.
6.

Drag the Default_1 light to the edit well.

7. At the Edit Light dialog, check Cast Shadows.
8. Set the Self Shadow Bias to a value between .001 and .01. The self shadow bias is the distance a shadow
falls relative to its object. While you want it to be close, if it is too close, the object will appear stripped
when rendered. Trial and error will determine the best setting.
9. Set the Shadow Map Size to 2048 or higher. The shadow map size is the pixel density of an objects shadow.
Higher values will produce sharper shadows, but at the expense of slower rendering times. Start out,
reasonably low, and change to a higher setting for the final render.
10. Click Save and then Replace.
11. Edit objects that do not need to cast shadows by going to the Object Resource Menu, dragging the object to
the Edit Well, and disabling Cast Shadows. An example for this would be the ground plane, which needs to
receive shadows but usually does not cast them. You may also selectively enable the Smooth option on
objects that are curved to produce a smooth contour when rendered. Don't forget to Save and Replace the
settings for each change you make.
12. Additional lights sources may now be added, or a light below the ground plane might be added to simulate
reflected light, as Renderize does not calculate relected light.

15. To add a light, click on the Light Resource icon, and drag default_1 to the edit well. Change its name to
Default_2, and click save. You have now cloned an additional light and may place it and change its settings
accordingly. The process for setting multiple views is done in the same manner.
16. Click on the Render icon to display the Render Menu.

17. Toggle the first two buttons in the Options box on: Calculate Shadows and Anti-alias.
18. Perform a test render, and make changes if desired.

Setting Material Properties
1. Click on the Materials icon.
2. A list of material colors/textures is displayed for each object in the model. To change or adjust one, scroll
through the list to locate the object, and drag and drop it onto the Edit Well.

3.

Adjust the materials properties as necessary:
Constant
Matte
Shiny
General
Edge

Constant color; no shade, transparency or highlights
Flat color with transparency, but no highlights
Glossy color with transperency and highlights
Transparency of the object. 1=opaque, 0=transparent
Transparency at edge. 1=opaque, 0=transparent; like a soap bubble, it should appear nearly opaque at its
edge, so the value would approach 1
Highlight
Transparency of highlight. 1=opaque, 0=transparent; like a glass bowl, the highlight spot on the bowl
would appear nearly solid, so it should have a value approaching 1
HiLite Size Relative size of the highlight

Ignore Reflect settings for now.
4. After setting your options, don't forget to click Save and Replace.

To adjust the color of the object:
1. Select the Color Wheel icon.
2. Click in the Matte Well, then adjust the color as desired by sliding the HSV or RGB buttons.
3. When you achieve the proper color, click Save and Replace.
4. Test render and adjust as necessary.
To map a texture, first load the texture as an image via the image resource menu, as you did previously for the
sky background. Once loaded, it can be dragged and dropped to the Color Texture Well shown above in the Edit
Material dialog box. The texture will now appear in your rendered image.
To scale a texture, click the Object Resource icon, and drag and drop the object receiving the texture to the Edit
Well.

You will notice an outline defining the texture map superimposed on the object. Adjust its size with the move
and enlarge tools below the window.
Next, choose a Mapping type. Ortho or Planar are best to try first.
Save, Replace, minimize the Window and test render.

Creating The Final Rendering
When you are satisfied with the results of your rendering setup, you can generate a final rendered image at a
higher resolution.

1. From the Render Menu, enter an X and Y resolution in the Render to File box.
2. You may adjust the aspect if desired by clicking on the drop-down arrow.
3. Click the check mark.
4. Select a directory to save the image in, enter a filename, choose a graphic format, and click Save. The image
is rendered to your hard disk. Complex scenes may take a fair amount of rendering time.

Saving Your Work
1. Choose Save from the File menu to save your project.
2. Choose New from the File menu to close this project and start a new one.
If you have loaded new objects to your scene during your session, you must choose Save As from the File
menu and overwrite your existing file to update it with the new objects. Choosing Save from the File menu
only updates your views and materials.
Your project is saved as an .EYE file. The .EYE file is simply a text file that maps the objects, saved
in the directory as .GED files, to their corresponding textures, which may be in other directories. As
such, if you move an .EYE file, or relocate your texture maps, when you reload the .EYE file, it may
not be able to locate its referenced objects and textures. You may edit the .EYE file in any text editor
to change texture and object paths if necessary.
Good luck and happy rendering!
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