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Teamcenter Visualization Concept Desktop hands-on tutorial

Teamcenter Visualization Concept is an add-on
to the Professional or Mockup service levels of
Teamcenter Visualization (not supported for
iSeries, Rich Client, or Portal Viewers). It is
made up of the Desktop and Showroom
modules. This Quick-Start Guide only
addresses the Desktop module. The Concept
Showroom module takes reality to the next level
with support for advanced virtual reality
environments for complete immersive
interaction with your products in true |:| scale.

Concept Desktop enables you to leverage your
existing JT data to create realistic looking scenes
directly on your desktop for communication of
designs in a “lifelike”, real-time fashion.

Concept Desktop is ideal for anyone who needs
to communicate their designs to others. In
addition to enabling you to create high-quality
images for marketing, the real-time nature of the
software allows it to serve well in design review
situations where realism helps those not
intimate with the data understand it more
clearly.

When combined with Teamcenter Visualization
Publish, you can add clarity to technical
documents that are typically developed for less
technical consumers. Across the board, Concept
Desktop is a valuable addition to your
enterprise visualization strategy.

This guide is intended to be a self-paced, hands-
on tutorial to show the basic functionality of the
Teamcenter Visualization Concept Desktop
product. It is designed to be completed in a
single session in about one hour.




Prerequisites

You should have a basic understanding of the Teamcenter
Visualization product. You should be comfortable with the basic
toolbars and understand how to interact with the user interface

and with JT models.

In order to accommodate the widest possible range of skill sets,
these instructions are designed to give enough detail for a part time
user and therefore may have more detail than necessary for more

advanced users.

* You should have Teamcenter Visualization 2005 already installed
and licensed on your computer or on your company’s network.

» Concept Desktop requires at least a Professional service level but

General system requirements

Performance is directly related to system processor speed, RAM,
and your video card. Although Teamcenter Visualization will run if
your system meets the minimum requirements described in this
section, you should use the “Minimum Recommended System”
configuration (below) when using Concept.

Minimum recommended system

For 3D models and 2D images, your system should have a | GHz
processor or equivalent, 512 MB RAM, a video card with 32 MB of
VRAM, hardware Z-buffering and OpenGL support, and | GB of
virtual memory.

the Quick-Start Guide includes a trial license of Professional in

case you are only licensed for the Base or Standard service level.

e It is assumed that you already meet the minimum system
requirements listed below for Teamcenter Visualization. For more
information, see the Install_guide.htm file (loadpoint\Teamcenter

2005\Visualization\Help\C\ Install_guide.htm).

Trial licensing

In order to obtain a license to run Concept
Desktop for this tutorial, you must register at:
www.UGS.com/go/concept

You will receive an email with a temporary license
for the Concept Desktop add-on module. You
must have either the Teamcenter Visualization
Professional or Mockup service levels licensed on
your machine to run Concept Desktop.
Therefore, you will also receive a license for the
Teamcenter Visualization Professional service
level.

Note: The Professional service level includes additional
functionality that is not covered in this hands-on
tutorial. Please refer to the Teamcenter Visualization
Help files (available from the Help menu of the
product) for information and assistance on using these
additional features.

NOTE

P These are only recommendations. For information on
officially supported workstations, video cards and drivers,
please visit the UGS support site:

http://support.ugs.com/online_library/certification/

You or your systems administrator will need to:

Step |. Make a copy of your existing license file
so you can restore your original installation when
you are finished evaluating this demo.

Step 2. Edit the license file for your Teamcenter
Visualization 2005 install. This should be the
license.dat file in the loadpoint\License
directory (eg. C:\Program Files\UGS\Teamcenter
2005\Visualization\License).

Step 3. Copy the license file lines from your
email into the bottom of your license file.

Note: These license lines will expire individually and
will not affect the function of the rest of your
installation.

Step 4. Save the license file. Start Teamcenter
Visualization. It should now allow you to use the
Concept Desktop functionality.

Note: If you are using FlexLM, you will need to run
the Imreread command.



Installation

Note: depending on your permissions, you may require a systems
administrator to conduct the installation section.

If you or your systems administrator did not originally install the
Concept product and Concept Example Files, you will need to
run the installation utility.

Windows instructions:
|. Open the install window in one of these ways:

To open from the Start menu To open from the Setup file
Step I) From the Start menu, point to Run the program “setup.exe” file if it is installed on the
Settings and choose Control Panel. file system.

The Control Panel window appears.

Step 2) Choose Add/Remove Programs. A Teamcenter Visualization 2005 CD has been included
or with this tutorial. Run the setup.exe file from the CD

The Add/Remove Programs dialog box appears.
(or it will “autorun” if enabled).

Step 3) Select UGS Teamcenter Visualization 2005
from the list.

Step 4) Click Change.
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Installation (continued)

ii# UGS Teamcenter Visualization 2005 - InstallShield Wizard

Custom Setup

Select the program features you want installed. " d

e

Click on an icon in the list below to change how a feature is installed.

Feature Description

- % -| iSeries (Teamcenter)
; Q.J iSeries (Stand-alone) Teamcenter Yisualization Maockup
5 Q-J Base

=3 ~| Standard

]

A

ey

-8

'l'li'

This feature reguires OKB on your
hard drive, It has 0 of 25
subfeatures selected. The
subfeatures reguire OKB aon yaur
hard drive,

Q'w| Miscellaneous Pisduct Features

-8

X _~|iSeries (Teamcenter)
gl iSeries (Stand-alone)

=I~| Base

gl Standard

=3~| Professional

=3 ~| Mockup

=3~| analysis Option
gl Animation Authoring Option
=3~| Path Planning Option
=] vis Jack

=3~| vis Publish

=3~| vis Publish (legacy)
=I-| Vis WSa

YWis Quality

PLIMXML File Support
UG Part File Support
Vis Issues Manager
Adams Conversion
learance OB

3

=<

|

|

|

|
- - - -

The InstallShield Wizard-Configuring Windows Installer dialog
box appears.

2. Click Next. The Program Maintenance dialog box appears.
3. Choose Modify.

4. Expand the Professional or Mockup list as shown below by
clicking on the “+” sign.

5. Click on "This feature and all subfolders will be installed on local
hare drive."

‘=3~ PDM Client Integration
" letawPDM
Device sUppo
lle Conwverter

TEF File Converter
—F File Corverter
=3~| PDGS File Converter
=3~| STL File Corwerter
=3~ vRML File Corwerter
=3~| Fly File Corwerter

X _-| Conwert & Print

2| Miscellansous Product Features

aore will be installed on local hard drive,




Installation (continued)

K~ ISEFes [ earmcer e ) 6. Similarly, expand the Miscellaneous Product Features
Qv' iSeries (Stand-alone) section at the bottom of the list and select the
gv| Base Concept Example files. Click on "This feature and all
gv| Standard subfolders will be installed on local hare drive."
=3 ~| Professional 7. Click Next.
gl Mockup ) 8. Accept English as the language and click Next.
X | Convert & Print
= g,' Miscellaneous Product Features 9. Check the radio button next to “Do not modify the
g,| 2D Postscript/PDF Corwerter existing license” and click Next.
X_~| 20 Postscript/POF Converter Asian fonts 10.Click Install to begin modifying the installation.
X | I-deas non-English PMI Suppart I1.Click Finish.

X _~| License Barrowing Utility
= =3 ~| Example Files
=3 -| 2D Exarrple Files
=3 ~| 3D Exarrple Files
=3 -] ¥ML Exarmple Files
=3~ | Factory Example Files
‘=3~ automation Exarnple Files
‘=3~ vis Publish Example Files
‘=3~ vis Publish (legacy’ Example Filed
=z "is Jack Example Files

I:l roncept Exarmple Files
= iz WS4 Example Files
= -| vis WS4 Tutorial

= This feature wil be installed on local hard drive,
will be insts on local hard drive,

X This feature wil not be available,
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UNIX Installation

UNIX installation instructions
To install Teamcenter Visualization products:

l.
2.
3.

Verify that the system requirements are met.

Log in as root.

Insert your CD into the CD drive.

Note: UNIX CDs were not provided in the Hands-on Tutorial
Mount the CD and type one of the following:

* /CDROM/install

* /cdrom/install

Click Install Software.

The Teamcenter Visualization Setup window appears.
Click Next. The Choose Location window appears.

Choose the default location, type in a location, or click

Browse to specify a location to install the software, and then

click Next.

The Select Platforms window appears.

. Select the platforms on which to install the software, and then

click Next.

The Language Selection window appears.

. Select the languages that you want to install, and then

click Next.

The Select Components window appears.

10. Select the products and components that you want to install
(see above), and then click Next.

The License Type window appears.

I'l.In License Type, choose one of the following:

Choose this option Then do this

Do not modify the existing No further action is necessary.

license file(s).

Enter the Server Name and
Server Port.

Obtain a license from a license
server machine.

12.Click Next.
The Ready to Install window appears.

13. Review the current settings. Click Back to make any changes.
When you are ready to continue, click Next.

The installation process begins and the window displays the
progress and lists the files being installed.

14.In the Installation Complete window, click View Log to
look at the log file created during the installation process and
review the files that have been installed.



Let’s get started

Activity — load a model
First things first. You'll need to load a model.

pen

Loak in &3 Vehicles x| * i x - Tools ~
r| ] Deskt A
m@. ;5 C?upm i S\zei Type i Modified
| S BME JT2GoPY Docum.  5/16/2005 40448
0 2KB Text Document 5/19/2005 7:07.02...
0 Pragram Filas | BMB JT2GoFVDocum. 5/18/2005 40450
aues 1MB JT2GoPY Docum..  5/18/2005 40454
. . . (33 Teamcenter 2005
Step |. Start Teamcenter Visualization

1MB  JT2GoFY.Docum 5/19/2006 7:07:02
[ visualization

and load the DuneBuggy.jt model located E‘CE?D”;E‘;;
in the path shown below (loadpoint/ D Madels

S
=200
Q E: (CamtasiaStudioSU) i

Teamcenter2005/Visualization/Examples/
Concept/Models/Vehicles/DuneBuggy.jt).

< | ¥
File name: lDuneEuggyy Open I

Files of type: |(“‘) _'_! Cancel

)
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Step 2. Turn on the entire model by
clicking the box next to DuneBuggy in the
assembly tree. Orient the model to a */4
view as shown below by rotating it in the
viewing window.
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Appearance editor

In Teamcenter Visualization, the appearance (color, shininess, and
transparency) of selected parts is controlled from the Appearance
Editor found on the Concept menu. The Concept Desktop
module enables you to create and edit advanced materials, but it
is not required to view advanced materials. In other words, if you
add advanced materials to a model with Concept Desktop, users of
the Base, Standard, Professional, or Mockup service levels of
Teamcenter Visualization will be able to see the advanced materials,
they just won’t be able to modify them.

.ﬂ.[::-;::ueﬁt'aru:::e it Materials. ..
Behaviors boiad Irmage
Presenter » Edit Texture Coordinates...

Edit Lights...

Desktop Display
Immersive Display Material Palette...
SENSOrs 4 Image Falette. ..

Texture Coordinate Paletts. ..
Light Palette...

-

Color Range Tool,..

Preferences...

Activity — setup your work area

Step |. From the Concept menu on the main toolbar, click on
Edit Materials (above) to open the Editors. Click on Material
Palette to open the Palettes. Modify the Palette Preferences to
show a single row using the Concept, Appearance, Preferences
dialog and clicking on the Single Row button.

Appearance Preferences k

~WWarnings -
[ Don't show Delete Canfirmation dialogs
| Don't show License Warning dialogs
[ Don't show Default Light WWarning dialogs

[ Don't show Display Warning dialogs

~Lights ————— —
[v #ssign new lights to all geometry { Models )

( Double Row

K | Cancel




Step 2. You can place the editor and palette tools anywhere you'd
like but for consistency with this guide, organize the display by
positioning the Appearance Editor and Material Palette as shown

below.

B otk L Vew Nepeloo b Tk Wb Suemd Wedee (o

B R R g R B8 R S RE
| et
m =
‘; =l )
ko e |Hr:r.| some o
S4nck: Msfzinal {mane | | oo | Lo |
£ sty E‘ - M BragCEn:
| #em Jucod s
o Lpak inwden AT anbs Siinn i
it SR
Editors
- Drag to right side
of screen
L &
“EIET
iz
=
: fo
e re—=l pile
ki
T an}:!mmshm.c,lumrl i
|eLumereoezumen: | T ||uumuunuwofuw C|
Ty nndy9|dr Mritke: o Gonbol Pngine Tlaor — Frame — Gesspe Jpir= Voo Do Vighls Scals et Susy Sabinded

4 | L

Palettes
Drag to bottom
of screen
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Working with materials

Use materials to alter the appearance of your models. Basic
materials consists of color and shading properties such as
transparency and shininess. When you assign a material, you apply
all of its appearance attributes at once to the surface of your
model.

Concept Desktop provides tools to create advanced materials that
add more realism to your model. When working with advanced
appearance attributes, you can:

* Include texture maps, bump maps, and environment maps.
* Manage materials, images, texture coordinates, and lights.
* Use the assembly to control appearance attributes.

* Specify Appearance Editor Preferences.

In the following exercise, you will use the Appearance Editor and
Appearance Palettes to modify the part’s appearance.

Note: Concept Desktop delivers many additional and more advanced
tools for controlling part and scene appearance that may not be covered
in this guide. Refer to the Help files for more information.

Activity — apply a material

Notice the colored spheres in the Material Palette at the bottom of
your screen. They correspond to the different materials currently
assigned to parts in this model. In this exercise you will change the
color of a part using the different materials located on the Material
Palette.

Step |. From the viewing window, select all of the blue body
components that give the dune buggy its color. You can select the
visible parts from the viewing window. Hold the <Ctrl> key for
multiple selections but release it when you want to rotate the
model. Don’t forget to select the Front and Rear Skid Plates.

Step 2. From the Material Palette, pick the Try On button, and
then select different materials from the palette. The color of the
car body changes to match the selected material. Try several other
materials. (You can scroll to see additional materials using the
buttons at the bottom of the Palette). Notice that all of the
characteristics of an existing material are applied including
reflections or textures. Pick the Stop button when you're done
“trying on” materials to assign the material to the part.

Step 3. You can also directly assign a color that you have selected
in the Material Palette by clicking the Assign button.

Step 4. Save your session.
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1 1| e sion
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(T'c_l! Tl

warmna |mage ]| |ears | Lt |
[ Manssmens
P | ¥om Jciooma o

ke i A sba ik

Macnnk | munn.| |mm.|Lﬂn’|

 p—r— | [ ] Feekeodmesemeis or pans
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Glum: Vi, (onselights  Seali Sl Susp Shtindsrtre |

> 10



==l Activity — create a new material
al In this activity you will work with the Appearance
Editor at the right of your screen. The Appearance

katerial i
1 izl ] TLelte ] LG l Editor has four tabs. Think of them as drawers in a

—hanagement- : | toolbox. The parameters under each tab are further
Barese e ISeIec‘ced assemblies of pans Li divided into multiple areas. These areas can be
expanded or collapsed depending upon what function
[v Update when 30 selection or visihility changes you are performing.

e I Dialate J Step |. Expand the Management area on the
. Material tab.
—| )
New Material — | Step 2. Pick the New button to create a new
e : material. Enter the name “A Color” (so it will be first
Nam@ _ in the alphabetically organ!zed list on the palette) and
select the Advanced option.

D 2
Type S
_Iim
Choose a material's name unigue on the document's I
palette =
f=— P
oK | Cancel ‘ B |
I = 1
= Step 3. Change the color of the body panels to the
< | ; : new color material that you are creating by selecting
Armbignt the “A color” material on the palette, and then clicking
Diftaa: Assign to.
Step 4. In the Appearance editor, the Colors area has
Specular: been automatically expanded for you. Color is
Efdeih controlled by adjusting the Ambient, Diffuse, Specular,
missive:

and Emissive values. You can adjust color by moving
the sliders. As you move the sliders, notice the color
changes on the dune buggy in the viewing window.

Step 5. Click on the color box to the right of the
diffuse slider to open the color editor.

Click here
to open color editor



Working with environment mapping

Step 5. You can also control the color dynamically with the Color
Color Editor Ly Editor. Click the colored box next to Diffuse to change the hue and
saturation of the material.

This displays the Color Editor window. The Color Editor provides a
dynamic way to explore all aspects of the color very quickly. The
upper area is for broad adjustments while the sliders below are for
fine tuning. All of the controls on the Color Editor are interrelated.
For the purposes of this exercise, adjust the color to match the
image below using the tools as follows:

a. The color range is controlled by the two markers on the color
circle around the triangle.

b. By dragging the cursor in the triangle at the top of the window,
you can change the hue and saturation. Move the marker in
the triangle and watch the six horizontal sliders to see how they
are all related.

Move your cursor horizontally for the hue and vertically for the
saturation.

Notice that the H and S sliders below adjust to reflect the
changes in the color triangle.

c. The slider to the right of the color circle adjusts the
value (brightness).

d. The two color rectangles below the color circle show the
previous color and the current color.

Use the left and right arrows to make the two colors match.

Use the double arrow button to switch between the
two colors.

e. The eyedropper button on the right is a press and drag tool
that allows you to pick any color shown on your computer

Range: |255 - screen. You can even move the eyedropper tool over desktop
items outside your application window. Releasing the left mouse
QK | Cancel _] button selects the color.

f. The three RGB sliders individually control the levels of red,
green and blue and the boxes allow for specific values to
be input.

g. And of course the HSV sliders at the bottom control hue,
saturation, and value respectively.

Step 6. Save your Session



Environment maps function as reflections,
emulating the reflective properties of shiny
surfaces such as chrome, glass, or glossy
paint. You can select an image, add it to an
advanced material, and apply the material to
a part. The image appears to be reflected by
the shiny surface of the part. Environment
maps can emulate reflections, but they are
not true reflections. If you place two parts
next to each other, for example, you will not
see the second part reflected in the shiny
surface of the first part.

Activity — add an image as an
environment

Step |. On the Material tab, scroll down to
the Environment Map area. Accept the
default Layer 4, set Blend to Decal, and
Type to Sphere.

Step 2. To load a new image, open the
Image tab at the top of the Appearance
Editor. Click on New and Browse. Browse
to the Images folder and select the outside
I.jpg image and accept by clicking Open.

Ml Choose image location

Look in Env_Maps

x| e B B X B . Toos -

Am Desktop
H & My Computer
=20

@muGs

=00

(3 Pragram Files

(3 Teameenter 2005
3 visualization
(1 Examples
(23 Cancept
HImages

ES

— Siee | Type | Modifiad

1 park_dirtjpg
1 park_grassing

& park_pathjpg

<

E: (Compact Disk)
T@ e

File Falder 94172005 7:28:36

8KE Paint Shop Pro 8| 5/9/2005 2:15:42 F

16KE PaintShopPro8l. 5/9/20052:15:44 F
B5KE  Paint Shop Pro 81 5/9/2005 2:15:44 F
47 KB Paint Shop Pro 81 5/9/2006 21544 F
- 19KB PaintShopPro8l. 57972006 21544 F
304KE  Paint Shop Pro 81 5/9/2005 2:15:44 F
70KE Paint Shop Pro 8| 5/9/2005 21546 F

11KB PaintShopPro8l.  5/9/20052:1546 F

43KE Paint Shop Pro 8| 5/9/2005 21546 F

27 KB Paint Shop Pro 81 5/9/2006 21546 F

70KB PaintShopPro8l. 5/9/200562:15:48 F

23KE Paint Shop Pro 8| 5/8/2005 21548 F

77 KB PaintShop Pro 8| 541842005 5:04:00

93KB PaintShopPro8l. 5/18/20055:04:00

107 KE  Paint Shop Pro 81 5/18/2005 5:04:00

File narme [outside_1.jpg

Files oftype IAH Suppored Image Files

= ] ‘—-EnvimnmentMap

| Type:  {@ Sphere " Cube

| Layer

P

Layer: ‘4 vl %Ellend; iDecal ';

Farametars »» |

P]ac:ement}}

i [ Specular highlights an tap

image should also appear reflected in the car body.

Step 3. Go back to the Environment Map area on the
Material tab of the Appearance Editor and click the middle
grey square. The image should appear on the square. The
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Working with environment mapping

Environment Parameters

Transparency: 0.80 Al — ’_

Filtering
Min: [TrilineariP | J
ha: |Linear ﬂ None Best
(=
-
Step 4. By default, the environment map has a transparency value Step 5. You can experiment with different Environment Maps by
of 0. Select the Parameters button in the Environment Map area selecting them in the palette and clicking the middle square in the
of the Material tab. It will open the Environment Parameters Appearance Editor.

area providing access to the Transparency setting. Change the
transparency to .8 to make the paint finish less reflective and to
allow the paint color to show through.

Step 6. Save your session.

Environment Map Transparency = 0 (fully reflective) Environment Map Transparency = .8



Activity — Load in a Palette Library
You can Save, Load, or Merge collections of materials called a
material palette. For this activity you will merge an existing palette

into your session.

Il Choose PLMXML location

Step I.Right click in a blank area of the Material Palette (between
any two colors works well). Select Merge Palette and Browse.
Browse to the Libraries directory as shown below and load the
Automotive.plmxml file and select OK.

Step 2. You should now see a number of new materials in the
palette. Assign the Chrome material to the four rims as described
above.

X

Look in: S Libraries _'J @ B X = Tools -
of P
ﬁé‘iﬂsﬁmpmer & Size | Type | Modified
o S0KB JT2GoFYDocum..  4/22/2005 7:25:12
: _ 47KB JT2GoFvDocum.. 4/22/2005 7:25:12
(3 Program Files | 13KB JT?GoPVDocum.  4/22/2005 7:2512
Bucs I KB JT?GoFvDocum.. 4/22/2005 7:25:12
(3 Tearmcenter 2005 EKE JT2GoPvDocum.. 4/22/200510:01:0.
[Avisualization = 23KB JT2GoFv Docurm.. 4/22/20057:25:12
[ Examples 22KE JT2GoFY.Docum.. 4/22/20057:25.14
3 Concept 13KB JT2GoFvDocum.. 5/18/2005 5:04:26
b= Likraries
=0
&5 E: (Compact Disk)
&) F: (Compact Disk) M

| 7|

File name: Automative. plrrxml

Open |

Files ot type:

lAppearance Library Files (* plrmxml)

_‘d Cancel |

A

15 «




Working with lights

Concept Desktop has three types of lights. You can apply three
different types of light sources to illuminate geometry in the 3D
Viewing window. The three types are:

* Directional — Directional lights have no position, only direction.
Use them to simulate infinite light sources like the sun.

* Point — Point lights are omni directional lights originating from a
point source. Use them to simulate indoor light sources like a
bare light bulb in a room.

* Spot — Spot lights have both position and direction. Use them to
light a particular area within a scene.

You can use as many lights as you need.

Activity — add a directional light to the model
In this activity you will add a directional light to your model.

Step |. Select the Lights tab in each of the Appearance Editor and
Appearance Palettes. Note there is currently a default light. In the
Appearance Palette, toggle the Default light off to see the effect of
the new lights by right-clicking on the light tile and clicking on the
Light On menu selection.

Step 2. From the Management area on the Appearance Editor,
create a new Directional light named D_1.

Step 3. Open the Light area and set the Coordinate System to
World. Check the boxes for Light on, Show light, and Enable 3D
manipulators.

Step 4. Scroll down to the Position area, choose Pick, and select a
point on the car’s hood. Change the Z value to 1500 to raise the
light above the car.

Step 5. Scroll down to the Direction area, and choose Target

point. Click Pick, and select a point in the middle of the windshield.

The light is now shining down on the car.

> 16
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Step 6. Use the manipulators to move the light source. Step 8. Once you like the position of the light, toggle off Enable 3D

a. Click on the shaft of light and drag to change the distance from manipulators and Show light.

the target. Step 9. You can turn lights on and off by right-clicking on its icon in

b. Drag the pink tip to change the target. the Light Palette at the bottom of your screen.

Step 10. You can also adjust the directional light’s color and

c. Drag the round ball to move the source. ) o . .
intensity in the Color area of the Light Editor.

Step 7. Rotate the model. Since you set the Coordinate system to

World, the light remains with the model as you rotate your camera

(or view). If the Coordinate System had been set to View, the light

would remain fixed and the model.

White cylinder:
Moves light along
direction

Pink ball:
Moves source

\a

Pink point:
Moves target
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Working with lights

Activity — add a point light to the model
Point lights are omni directional. Use them to simulate indoor light
sources.

Step |. Create a Point Light just like you created the Directional
Light. From the Management area, create a new Point light named
Point_1.

Step 2. In the Light area, set coordinate system to View. Check the
boxes for Light on, Show light, and Enable 3D manipulators. Rotate
the model to see the effect of using a View coordinate System. The
light appears to remain fixed with respect to the view as the car
rotates. Change the Coordinate System back to World for the
remainder of the activity.

Step 3. Scroll down to the Position area, and select Pick. Select a
point on the top of the dune buggy. Note that the Point light has no
direction component; it radiates in all directions.

Step 4. You can manipulate the Point light directly in the viewing
area dragging it around.

For the purposes of this activity, set the Position of the Point light
at X=2000, Y= -2000 (minus 2000), Z=2000.

Step 5. When you're satisfied with the Point light, uncheck Light on
and Show Light in the Light area of the Editor

Step 6. Save your session.

Point light




Activity — add a spot light to the model
Spot lights have both position and direction. Use them to light a
particular area within a scene.

In this activity you will create a spot light.

Step |. From the Management area, create a new Spot light named
S_I in the same manner as above.

Step 2. In the Lights area, set coordinate system to World. Check
the boxes for Light on, Show light, and Enable 3D manipulators.

Step 3. Scroll down to the Position area, and manually set
X = 1000, Y = -2000 (minus 2000), and Z = 0. This will position the
light just outside the driver’s door.

Step 4. Scroll down to the Direction area, and choose Target
point. Instead of entering the coordinates for the target point, click
Pick, and select one of the rims. Click Pick again and select one of
the other rims. This gives you a good feel for the “cone” of light.

Step 5. Use the manipulators to move the light source.

a. Click on the lamp shade and drag to rotate the light around
the target.

b. Click on the shaft of light and drag to change the distance from
the target.

Step 6. From the editor, you can adjust other properties of the
spot light.

a. From the color area, you can adjust the color and intensity.

b. From Spotlight Attributes, you can adjust the angle of the cone
of light. This changes the effective size of the “spot” at a given
distance.

You can also change the Spot Exponent that effectively softens the
“edge” of the circle created by the cone.

Step 7. Rotate around the car model. Since you set the Coordinate
system to World, the light remains with the model as you rotate
your camera (or view).

Step 8. Once you like the position of the light, toggle off Show
light.

Step 9. Turn off and on the various lights that you've just created
from the Light Palette at the bottom of your screen. Notice the
different affects that you get from each light and from combining
them. Of course you can create as many different lights as you need
to create a desired effect.

Step 10. Save your session

White cylinder:
Moves light along
direction

Cone:
/ Moves source

Pink point:
Moves target
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Creating environments

to create realistic scenes by —

. . Look in: E t - & B OX B . =
putting your products into ;D"w[:"men = El e
. . | &l Deskiop ~ = =
environments like rooms, 53 My Cornputer = Size | Type [ Modiied
. ik 17MB JT2GoFYDocum..  3/11/2005 12191,
buildings, or even outdoors. 0 ) 4MB JT2GoFY Docum..  5/19/2005 8:06:58
&3 Program Files B EMEB JT2GoFY Docum.. 3/11/20051279:2.
. . Qaues 3MB JT2GoFVDocum.. 5/18/20055.04:44
Activity — adding a room [ Teamcenter 2005 2MB JT2GoPv.Docur..  5/18/20055:04:26
. Visualizati e
Step 1. From the File button e y/guclzatian
[ Examples
on the main menu, insert the (23 Concept
trees.jt model from the -
. ) {3 Erviranments
Environments directory as =00 I
. : v
shown to the right. Lo E (Compact Disk]
Step 2. Turn on the trees.jt
model by checking the box in
the assembly tree view. You
may wish to contract the
DuneBuggy product structure
by clicking on the “-” sign to
the left of its name in the
Assembly tree. The view < i | 3

should now look like your
dune buggy is buried a couple
of inches in the grass.

File name: frees jt Open |
Files of type !3D Models _VJ Cancel

]

Transformation

Translate‘lXYZ Rotate | Feature-' Scale | .Cf:t%rdmate Systerm | Reset'

Step 3. To translate (move) the trees

— Translate
model relative to the dune buggy,

IW JI select it in the Assembly Tree and
v open the Actions/Transformations/
IW | Transformations dialog. Click on the

Al “negative” side of the Z Translate
< /\ slider until the dune buggy appears to
|13499_gggu JI be sitting properly on the grass.

Slider Span |10 Note that for realism, the knobs on the

tires should still be buried a bit.

OF. | Cancel | Al
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Step 4. Now rotate the model
a bit to get a view of the dune
buggy sitting in a grassy field
with trees in the background.

You may want to “turn down”
the Point light a bit. Double-
Click on it in the light pallet,
scroll to the Color area. Click
on the “negative” (left) side of
the slider to reduce the
intensity.

You may even want to open
the Color Editor (click on the
color box) to change the color
to a yellowish orange to
simulate the sun. Click on the
double arrow button on the
Color Editor to see the impact
of the change.

Color Editor
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Working with behaviors

You can use Behaviors to add interactivity to 3D documents and
presentations. Each Behavior consists of an action, such as the
rotation of a part or change in camera position. This action is
triggered by an event in your model, such as a selection, or by
pressing a key on your keyboard.

At its most basic level, each Behavior consists of:
I. The target object that is affected when the Behavior is triggered

2. The trigger that initiates an action. A trigger can be when you
select something, press a key on your keyboard, the start or
end of another behavior, or activating a snapshot

3. The action that occurs when the Behavior is triggered. Actions
include spin, translate, visibility changes, switching materials,
sounds, motion files, camera moves, and more.

You can create Behaviors that employ three types of target objects.
These include:

* Geometry target objects (for example, rotating or moving a
part or assembly)

» Camera target objects (repositioning the camera to a different
view of your 3D model)

* General target objects (stopping a running Behavior, jumping to
a specific snapshot, launching an external system program, or
playing a sound or motion file). To create a Behavior, you need
to create an action for a target object (geometry)

> 22

Activity — spin behavior
In this activity you will create a basic behavior to spin the dune
buggy when you press a key.

Step |. From the Concept/Behaviors menu, choose New
Behavior. This will display the New Behavior dialog.

Step 2. Name the behavior Spin_Z.

Step 3. Set the Action type to Spin, and click Properties.
Step 4. Set the following parameters as shown below:

a. Initial Delay — 0.0 Seconds

b. Duration — 4 Seconds

c. Velocity — 180 degrees per second (you may wish to adjust this
depending on the speed of your computer)

d. Global Coordinate System — Z Axis

e. Origin — click the Pick Point button and select somewhere in
the center of the dune buggy’s interior.



Spin Action Properties

— Time Parameters -

Initial Delay; | 0.00 Seconds
Duration:

i Fixed I 4 Seconds

" Infinite

Interpalate. ..

by

-~ Spin parameters -
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~AxgandOrigh——————
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¢ Total Displacement (deg) ] e
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12 Axis v!

¥ ]1580.49 ¥ 1?5.92

| Pick Point | BBox Center |
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Step 5. Click OK.

Step 6. Back in the New Behaviors dialog, you'll want to
spin the dune buggy with respect to the environment, so
select the dune buggy model in the assembly tree then click
Capture Selected in the dialog. Under Available Triggers,
choose Key Press, and pick Add. Click Properties, choose
Z, and OK.

Step 7. Pick OK to close the dialog.

Step 8. You'll want to Deselect the dune buggy model. Right-
click in the window and click Deselect All.

New Behavior

MName: ]Spin_1

—Action —

Description...

]Spin

i~ Target Ohject

Fropeties...

1

Geometry

Parts or Assemblies:

DuneBuggy

Capture Selected 1

- Triggers —

Assigned triggers:

Auwailable triggers:

Capture Visible 1 ‘

x|

T Select
i Key Press
- Snapshot Active
Delste ' Action Start
Action Stop
OK ] Cancel
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Working with behaviors

Step 9. From the Concept/Behaviors menu, choose Activate. to View to see the impact of the dune buggy rotating relative to
Concept is now waiting for a trigger. Press the Z key. The car the lights.

should rotate around the Z axis. Step 12. From the Concept/Desktop Display menu, choose Full

Step 10. To modify any of the parameters of the behavior open the = Screen Mode. Test your spin behavior in full screen mode.
Behaviors/Behavior List dialog from Concept menu, click on the

. . . Press Esc to exit full screen mode.
behavior, and click Edit.

Step | 1. Try switching the lights from World Coordinate System
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Concept Desktop is a natural extension to

your Teamcenter Visualization environment. It
leverages the power of |T and creates a real-time,
interactive environment that’s ideal for adding
realism to your design reviews. Because Concept
Desktop builds on the valuable functionality of
Teamcenter Visualization, it’s a perfect solution
for making digital mockups easier for everyone to
understand. It can combine with other add-on
solutions for Teamcenter Visualization such as
adding realism to technical publications using
Publish or even adding realism to tolerance
simulations from VSA. You can even incorporate
CAE results into your models in the Concept
environment.

Of course Concept Showroom builds on the
Concept Desktop solution by enabling support
for high-end, virtual reality (VR) hardware
environments like CAVEs or PowerWalls.
Concept Showroom includes all the functionality
of Concept Desktop plus additional tools for
arranging and staging your models prior to
projecting in the physical VR environment.

As you can see, Concept Desktop is very easy to
use but has many valuable features and capabilities
for you to explore and apply to your day-to-day
work. You may continue to evaluate Concept
Desktop until the expiration date of the trial
license.

For more information on purchasing Concept
Desktop call 1 800 498 5351 to speak to a
telesales representative.
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