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| - RENDERS

Renders are 3D animated graphics.
They display primitives of the OpenGL graphics library.
Refer to http://www.opengl.org/

See tutorial Working With 3D primitives http://www.true-world.com/htm/en/tutorials3D.htm
It is better to select the black color configuration for this model : Main Menu — View — Global colors.

'Global Color' window

WGiobal colors %]

‘windaw I St-:u:kl Stock mirrl:url FIl:uwl Flow mirr-:url .-“-‘-.I:tiI:unl Ehartl Framel Global!specific l:l:nll:urI

window  |Background [ =] Chart transparency copyMergeFairt,

D BaRbaciz] e,

Seral color filker the field image source

and the texture [
IE Al Black] j pattern ') of the fizld
imade destinatian
] SrcPaint, combines by
Stock, Resize hande (| the method of the ' O
Cver limits the pixelz of the field
W alue Teaxt Tranzparency for image zource and the
Renders figld image destination
Chart B ackground colo IDefauIt Black I:uan:kgj
FRender B ackground colo

O H @

Configuration

Test Ok Caricel
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A) New render

1. Creating a render

a Select the option 'New render' from the main popup menu
0 Enter a name
a Click on the 'Ok’ button

Popup menu

& Mew stock MuR ender
6 Mew mirrar stock

O e il | e @

M f -
E il MyR ender 0k
i M e render |

or

O Click on the 'New 4D render' button from the toolbar
Q Click on the model

Toolbar and the 'Render' button

oL SédeV¥SOONRDE D@
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2. Moving, resizing and fixing a position
Moving a render :

0 Drag-and-drop the render by its title bar
Resizing a render :

Q Click on the title bar of a render to select it
0 Drag-and-drop the handles

3. Popup menu of a render

Popup menu of a render in 'Elements' the window

| =] %]
Sto... Mimo..  Flow  Mine..  Chart Growp  Frame
Hendering
MyBender e Y
Select
A Modiy
a Enable
|| Disable
@ Show _
| W Hide 2
i Delete
ﬁ Esport M [5 ToExcel
% To'wiord
[ ToxML
TRUE - Manual Part 09 — Renders Page 6
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Popup menu of a render in the model

v ender

IE:@ Fename
A Modify

E Adjuzt rotation and tranglation

[ Fotation reset

B Translation reset

|:| Dizable render

5 Fix position
M Hide render
W Hide render name and border

"i Delete render

Options for the popup menu :

O 'Rename' : renames the render

0 'Modify' : opens and edits the render

O 'Adjust rotation and translation' :
(‘or you can click on the button from the left toolbar with the 'Name' name)

- adjusts the rotation and the translation of the render in the model
(the string (<) is added at the right of the title of the render)

Press the left button of the mouse and move it to adjust the rotation
Press the left button of the mouse and turn the wheel to adjust the translation

L]

*  When finishing, select this option again

TRUE - Manual Part 09 — Renders Page 7
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'Rotation or Translation reset' : resets these parameters

'Disable/Enable render : displays only the frame of the render, the render being hidden
'Fix position' : fixs or frees the position of the render in the model

'Hide/display render' : hides or displays the render

'Hide render name and border' : hide the name and the border of the render

e
e

4. Modifying a render

Double-click on the title of the render

0Drelect the render and press the 'F3' key

grelect the 'Modify' option from its popup menu

OCrlick on the 'Modify' button from the right toolbar and click on the render

Right toolbar and 'Modify' modifiy

S AL e ¢ =l QY

O Modify the render in its 'Render ' window'

TRUE - Manual Part 09 — Renders
www.true-world.com
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Il - 'RENDER' WINDOW

'Render' window

1= ]|

H:!imﬂ}u "I",nﬂ ®  Prslrogs Elermnts  Image:

=4 Honefl]

p—

'r r'l_.ﬂd..m:uhm:dpam

fepeal |Bane

L LA x

Rott 0

DECEEAE

alafalalalalala

=l
E
» il

SR N R R Y

Erushia [1.0]

Diraee fi01]

Crinecion 20,12, 4.5]
Lasgih & Sioal lox Prssleesf
\&ficdth [0Ln]

Dresign bflln]

E runbiler g ot Bod Prirves

Sern? Foi PromstrenF orfl onel
Size] for PrmitrveF orloned
Design2 bafling

E rushi bty fon Privite
Sen fo Prmitreef ol onel
Sz For Prmitivef orflonel
St ol Prmdresf ol onad
harvlste w

traralste g

Inarrtlate

—E-E-E-E-F-N-K-X-R-N-X-F-R-R-1-N-N-!

Rofr B Ao B [Teedd [Taea' B TanZ @ |

A) Adding primitives in a render

Q

Double-click or drag-and-drop one primitive from part 1 over part 2 (the render)
or drag-and-drop one primitive from part 1 over part 3 (the TreeView)

Select one primitive in part 3 (TreeView)
Select one parameter of the selected primitive, in part 4 (table of parameters)

Adjust the value of the parameter in the 'Default' column in part 4

or adjust the value of the parameter with the fields or the spins of part 5

or adjust the value of the parameter with the mouse in part 6

or display the 'Elements' table in part 1, and drag-and-drop one element over the parameter
or display the 'Images' table in part 1, and drag-and-drop one image over the parameter

or drag-and-drop one image from explorer in part 1 ( size of the image = power of 2)

In part 2, you can adjust the rotation and the translation of the render with the mouse (and scrool
wheel) or the keyboard (click on the '?' button)

TRUE - Manual Part 09 — Renders Page 9
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B) Toolbars

1. Buttons from the toolbar

Toolbar

| ] = | ] %]

H 5O = CHE] ‘ Iﬁ% w7 ‘-‘- Elemerts Images

[Save render| |Eisable fenable texture (F4)]

|Treeview,l'table| |ReFresh render by Timer|
[wirefsolid (F23|  [Stark (F5)]
|Designed bonefdefault bone I{F3jl|

From left to right :

0 'Save render' : saves the render

0 'Treeview/table' : displays the TreeView of the primitives or the table of the primitives

On the left : Treeview. on the right : Table

EN=Nmi=NCNCNE

(2] Frojection
Carmera
Frimitives for bones

|Step kirne |

[Kizys For Translate and Riotate |

Export the render and to display it
withTrueRender (F&)

Display exported render
with TrueRender (F7)

HEilO= OO

N_umITI,Ipe

Pririitive: %Ele

Sort

B

1i&

o

—_
il R B e R )
X 0=

-

=T}

Frojection
Perzpective
Clean
Translate
Ratate
Camera
Tranzlate
Raotate
Component
Repere
Bone
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a 'Wire/solid ('F2' key) : displays the render in wire or solid mode

On the left : solid mode. on the right : wire mode

N

0 'Designed bone/default bone ('F3' key) : displays the bones with their designed primitives or not

On the left : bones are not designed. on the right : bones are designed with one sphere

o 'Disable / enable texture ('F4' key) : displays the render with or without textures

On the left : cube without texture, on the right : cube with texture

TRUE - Manual Part 09 — Renders Page 11
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0 'Refresh render by timer' : enables the option - if one primitive in the render changes over time,
such particles or fountain are displayed

The particles can be displayed only if the render is refreshed by a timer (and the background

model is black)

a 'Start/Stop ('F5' key) : displays the render according to the values of the elements, if they are
driving parameters of the render : that is called 'procedural animation'
You can also move the blue cursor to display the render manually according to the unit of time

O 'Step time' : this spin initializes the step, in unit of time, when playing the render with the 'Start'
button

O 'Export the render to display it with TrueRender ('F6' key) : TrueRender is an external program.
It can read binary files that contain the renders made with "True' software.
When clicking this button, the render together with the values of the elements, if they are linked to
the parameters of the render's primitives, is exported in one external binary file (in the folder
'Export' from the model). The name of the binary file is the name of the render + ".tru'

TRUE - Manual Part 09 — Renders Page 12
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0 'Display exported render with TrueRender ('F7' key)' : this option opens the program
TrueRender.exe with the exported binary file of the current render

TrueRender program displaying exported binary file

t'-' TrueRender : C:'Mes Projets 201 1% True'\Exe - IEIIE[
File Miew Display Tools Help

vo-

O 'Translate and Rotate' keys:

Keys for the translating and rotating the render

1 Tranzlate Fatate
Eﬂrrn:m.r Prior/Next Translate 2

Ctrl+ Arrow Left/Bight Translate X —-+1
I:trl+ Arrow Up/Down Tranzlate ¥ +-1
Hl:ume,fEnd Fotate Z +-5
T.Tp,-"Du:umn Rotate ¥ +-1
| |Left/Right Fotate ¥ +-1

TRUE - Manual Part 09 — Renders Page 13
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2. Buttons on the right side of the toolbar

Right side of the toolbar

+=@0ea|
m
%I = E’,‘[ & | Frimitives| Elements  Images
Display/hide lists |Display list of images |

|Display lisk af primitives|

|Displa';.f lisk of elements|

From left to right :
0 'Display/hide lists' : displays or hides the list on the right of the window

On the left : the list of primitives is displayed. on the right : the list of the primitives is hidden

. ' ] -
| Primitives Elements  Images Wy Frimitives Elements  Images
_

TRUE - Manual Part 09 — Renders Page 14
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a 'Display list of primitives / elements / images' : these buttons allow the selection of the list to be
displayed on the right side of the window

On the left : list of primitives. in the middle : list of elements, on the right : list of images

Elements  Images Primitives Images Primitives Elemerts

C:hMes Projets . NMmage S

Jpo-TesturezPlane - |
ipo-Textures
lea-Divers |
Gif-Drapeaus
Gif-Divers Ad
——

TRUE - Manual Part 09 — Renders Page 15
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lll - THE 'TREEVIEW' OF PRIMITIVES

A) The 'TreeView' of primitives

1. 'Treeview'

The '"TreeView' lists all the primitives of the render.
Displaying a render consists in displaying the primitives in the same order as they appear in the
"TreeView'.

One component may contain one or more components, bones or primitives.
A bone may contain one or more components, bones or primitives (see chapter IX)

The 'repeat’ parameter of one component allows to repeat its elements.
The elements in a bone are translated and rotated by the values of its '"Translate and rotate' parameters.

Example : Components and bones

[l Projection

.H Camera

#1818 Frimitives for bones
[F1™E Componert

A Repere

B3 Component?
9= Eone03
M8 Componentd3

TRUE - Manual Part 09 — Renders Page 16
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The 'TreeView' allows to :

a Creating new components or child components :
- one component can contain primitives, bones and components

O Creating new bones or child bones :
- one bone can contain primitives, bones and components

0 Renaming (press 'F2' key), enabling or disabling (tick the box), droping, inserting, duplicating,
moving or deleting primitives, bones or components

O Selecting one or more primitives to make a new component
o Copying and pasting primitives, bones or components in the render or to another render

The '"TreeView'

El-[#]i&E Frojection -
----- Perzpective

..... Clean

----- Tranzlate

----- Fatate

=-MES Camera

----- Tranzlate

Rotate

1]
o
=,
=
a1}
Ll
g
o
[m]
=
m
o

I Sphers

L]

13 Compaorent

EAH] Repere

57 Rectangle

- [F]P Particles |

Notes :
the first primitives in red should not be deleted

'"Primitives for bones' is a component that can contain primitives for drawing bones

YV Vv V V

'Component' can contain other primitives and other components :
- if a component is disabled, the primitives following this component (in the "TreeView') are also
disabled

» Bones are special primitives :
- all the primitives displayed after a bone in the 'TreeView' can be translated and rotated by its
'"Translate and rotate' parameters (see chapter IX)

TRUE - Manual Part 09 — Renders Page 17
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Moving primitive

Move one or more primitives :

O Select one or more primitives using the 'Shift' or 'Ctrl' key as with Explorer
0 Drag-and-drop the selection on another component or on another primitive

Duplicating a component, bone or primitive

O Use the same method with the 'Ctrl' key pressed

Copy and paste a component, bone or primitive

Selecting a component or a primitive :
O Select the 'Copy' optionfrom the popup menu
O Select a component or a primitive from a render

O Select the 'Paste' option from the popup menu

Deleting a component, bone or primitive

Deleting a component :

a Select the component
a Select the 'Delete selection' option from the popup menu or
O Press the 'Delete’ key

Deleting one or more primitives :
O Select one or more primitives using the 'Shift' or 'Ctrl' key as in Explorer

a Select the 'Delete selection' option from the popup menu or
a press the 'Delete’ key

TRUE - Manual Part 09 — Renders
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2. Popup menu

Popup menu of a component , Popup menu of a primitive

Popup menus

=& Frojection

E| W3 |#=8 Insert abone
-0 =% 2dd abone
..... HP =% New child bone

) copy
ﬁ:] Paste

& Collapse all

¥ Expand all

"i Delete selection

Notes :

to select several primitives :

= [#liiE Frojection

..... Perspective -2 Perspactive
..... Clean -2 Clean
..... Translate - [PEE Translate
..... Fiotate -] Fiotate
E'Elm Camera Hﬂm Camera
..... Tranzlate - [PJRE Translate
. Rotate i e Rotate
=1 Priritives for bones = Il Frimitives for bones
[P Sphere
= ; == ['{E Cormpareht
Insert a companent ; E REere
B8 Add a component Dg 23 8 Insert a component
e ™ ‘Pa o
o s Bor B 1o child component I'_—'I--- Eh:ur;i; ...... ™8 add a component

=% Insert a bone
------ M3 | #=% Add a bone

[ Cub I:TI'] Copy
[ Paste before
[ Paste after

& Collapse all

¥ Expand all

"i Delete selection

['TE Make a component with selection

select the first primitive with the mouse
press and hold the 'Shift' key

select the last primitive with the mouse
release the 'Shift' key

V VYVVV VYV V

The font of the selected primitives is in bold : see above, on the right, under the popup menu
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To create a component with the same level as the selected component or bone :
a Select the 'Insert or add a component' option

To create a bone with the same level as the selected component or bone :
O Select the 'Insert or add a bone' option

To create a component in the selected component or bone :
O Select the New child component' option

To create a bone in the selected component or bone :
O Select the 'New child bone' option

To move a component or a bone :
O Drag-and-drop or move it with the mouse
a It will be at the same level as the component or bone on which it is dropped

To move a component or a bone on a lower level :
O A component or a bone of the lower level must be created before the component or bone with a
higher level

TRUE - Manual Part 09 — Renders Page 20
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B) Table of the primitives in the 'TreeView'

1. Table of primitives

The table lists all the primitives of the render.

Table of primitives

Num|T_l,l|:ue Prirnitive QJEIE Sort EIJ
1(iE |Projection 1] ﬂ
2 Perspective 1]
K] Clean 0
4 Tranzlate 4
4] Rotate 1]
E m Camera 1]
7 Tranzlate 1]
a Rotate 1]
9 (M8 |Primitives for bones 1]
105F |Sphere 10
11 ™8 |Componert 11
12 %P |Repee 15
13 %P |Rectangle ogf 17
14 P |Particles 15
15 |@=g |Bone oo| 15
16 ™8 |Componentl 16
17 5P |Sphere ol 0
18 5P |Cubel 18
195 |Box Group ko sork m 1]
31[' g EEE:? Clear the group number ::g J
Teuture m]
Friritives for bones o
Element ]

Columns :
Q 'Num': order of the primitive
a 'Type': type of primitive
O 'Primitive' : name of the primitive
a 'Ele': indicates according to the color (as displayed in the little table below)

blue : the primitive is textured
red : the primitive is a bone designed with a primitive for bone
yellow : one or more parameters are drived by one or more elements in the model

O Sort : indicates the group number of the primitive
- to sort the primitives by their group number, click on the title of the 'Sort' column

TRUE - Manual Part 09 — Renders
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2. Grouping the primitives in the table

The primitives in the table can be grouped.

Once grouped, the primitives can be sorted by their group number.

Once sorted by their group number, the can be selected.

Then, the selected primitives can be changed according to the change made to the initially selected
primitive.

Example : if you drop one image on the table of parameters of the initially selected primitive,
the other selected primitives can be initialized with this image.

Grouping the primitives

a

Q

Select several primitives on the table (press 'Ctrl' key and click on the primitives)
Right-click on the initial selected primitive to open popup menu
Select the 'Group to sort' option from the popup menu

The group number of the selected primitives will be the order number of the initially selected
primitive

Sorting the primitives by their group number

Q

Click on the title of the 'Sort' column

TRUE - Manual Part 09 — Renders Page 22
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3. Initializing several selected primitives in the table

Initializing the selected primitives in the table :

a Ifseveral identic primitives are selected in the table, when you drop one element (stock, flow or
image) over a parameter of the selected primitive, you can assign this element to the other selected
primitives, this being the same situation as you remove an assigned element.

Below., 2 primitives are selected in the table : 'Cube and Cubel'

after one Image is dropped over the parameters 'Tmage name' of the primitive 'Cube[1],

you can accept assigning this image to the other selected 'Cube' primitive

Mum|T vpe Primitrve CQEIE Sark Ej
11 @8 |Component 11|~
12 %P |Repere 15
13| |Rectangle o117
14 5P |Particles 15
15 |8=% |Bone o| 15
16 ™8 | Component] 16
17 5P |Sphere o 0
18 %P |Cube 17
9T JEeet T —

Texture

Primitives for bones

Element

Question ?

0oao4

7 Bone\Cube[1]

Drop the element Image checker.bmp C:\Mesz Projets 2011
A TruerExerlmage\Bmp-Texturesichecker. bmp

Hepeat | /|Cube Ele.typ [Elem: ower the same parameter
1| | Hotate or Tranzlate bir
ratate « of the otherz zelected elements 7
rotate v
] ratate 2
i translate »
tramslate y
| ranzlate z
i repeat texture [0.n]
Irmage name [Jpa/Bm| Image |chec
Coloration by [0.7]
Mag_Filter [0.1]
‘Wrap [0.1] Tes Ho
Fotd 2 Foty 24 Ro2 D |
TRUE - Manual Part 09 — Renders Page 23
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IV — 'RENDER’

A) 'Render’

1) Adjusting the rotation and the translation

0 Rotation X and Y : click on the render and move the mouse to the left, to the right, up or down

0 Rotation Z : click on the render, press the 'Home' or 'End' keys

o Translation Z : click on the render, move the scrool wheel or press the 'Page Down' or 'Page Up'
keys

o Use popup menu to reset the rotation or translation

a Click on '?" button from the toolbar to display other keyboard shortcuts

A render with its popup menu

|- Reset translation

[l Reset rokation

Keyboard shortcuts

1 Tranzlate Rotate

Eﬂrrm-.r Prior
Ctrl+ Arrow Left/Bight Translate X -+1

I:trl+ Arrow Up/Dowmn Tranzslate ¥ +-1
HDIIlE,-"End Fotate Z +-5
Uprl:utm Fotate ¥ +-1
| |Left/Right Rotate ¥ +-1
TRUE - Manual Part 09 — Renders Page 24
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V - TABLES ON RIGHT

Choose the table to be displayed on the right of the window with this buttons :

. =gdJel
u Elements  Images

A) Tables of primitives

Choose the primitive table to be displayed on the right side of the windows with this buttons :

Element:  Images

|F'rn:|jectin:-n| |Lights|

20, text
[aterial]

TRUE - Manual Part 09 — Renders
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1. 'Projection’ table

Primitives of the 'Projection' table

Frojection |

Perspective
Clean

O 'Perspective' option : set the perspective of the render

Parameters of the 'Perspective' primitive

Perspective Ele.typ [Element Pazs[E Malue El0p  [Default
Enable [1.0] 1
Fouy 45
zMear n.m
zFar 1000
0 'Clean' option : clean the render
Parameter of the 'Clean' primitive
Clean Ele.tvp Element|Pazz|E Malus EIO D1 efault .
Enable [1.0] o~ o 1

» Note : if only the 'Enable' parameter is present, we will say that there is no parameter

TRUE - Manual Part 09 — Renders
www.true-world.com

Page 26


http://www.true-world.com/

2. 'Position’ table

Primitives of the 'Position' table

Faozition

Puzhhd atrix
Fophd atrix
Tranzlate
Raotate
TranzlateT oCell

O 'PushMatrix' option : saves the current rotation and translation of the render (no parameter)

O 'PopMatrix’ option : restores the rotation and the translation saved by the previous PushMatrix
(no parameter)

Notes :

in the render :

'PushMatrix' and 'PopMatrix' options work together

between 'PushMatrix' and 'PopMatrix’ options, you can insert "Translate or Rotate' primitives

YV VY

Push matrix' and 'PopMatrix' example

[P Sphere
[l =F Pushbdatiz
[ Translate
~ [P Cubel
[ = Poptatrix
[P Box

TRUE - Manual Part 09 — Renders Page 27
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Q 'Translate' option : set the translation for the next primitives

Parameters of the '"Translate' primitive

T ranzlate
Enable [1.0]
M

¥
z

Ele.typ |Element PassE Malue El0p  Defaul

o 'Rotate' option : sets the rotation for the next primitives

Parameters of the 'Rotate' primitive

Fotate Ele.t
Enable [1.0]
M

!
z

Element

Crefault

[ e Y s R

TRUE - Manual Part 09 — Renders
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0 'TranslateToCell' option : sets the position of one 'ChessPiece' primitive on a chessboard

Parameters of the 'TranslateToCell' primitive

*  'Num cell' : sets the position from 1 to 64 on the chessboard,

(from the left bottom corner to the right top corner)
* 'Nb cell by side' : sets the number of cells on the side of the chessboard
* 'size': sets the size (width=height) of the chessboard

TranzlateT oCell

|E|e.t_l,l|:| |E|ement|F'ass E

Enable [1.0]
Murn cell

Mb cell by side
zize

Example of a Chessboard

o
o
o
o

e 0o — —

* the chessboard is a Rectangle (with=height = 4)

[P Rectangle
Pushtd atrix1
TranzlateT oCell
I ChessPiece

Puizhid atrix
TranslateT oCell
I ChessFiecs
[¥]l = Pophatix

2]

e first 'TranslateToCell' : Num cell =1
¢ second 'TranslateToCell' : Num cell =2

TRUE - Manual Part 09 — Renders
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3. 'Material’ table

Preferably use the 'Color' table instead of this table, because it needs the OpenGL knowledge.
Do not use the primitives of the 'Color’ table with the 'Material' primitives.
Choose between the primitives of the 'Color' table and the primitives of the 'Material' table.

Primitives of the 'Material' table

b atenal -

b aterial_Enable

b aterial_sAmbient
b aterial_Diffuse
bl aterial_Specular
b aterial_E mizzion
katerial Shininezs

0 'Material Enable' option : enables or disables the other 'Material' primitives (no parameter)
0 'Material Ambient, Diffuse, Specular, Emission' : set the corresponding material colors

Parameters of the 'Material Ambient, Diffuse. Specular, Emission' primitives

tatenal Ambient Ele.typ [Element FPazs|E [Walue E|0 D efault

Enahle [1.0] afr 0 1

clRed (0.255) afr 0 51

chiGreen [0,258] o 1] a1

chBlue [0,255) afr 0 51
| chdlpha o] o 255

Example with 'Material Diffuse'

Loy e

Camera

Primitives for bones
1™ Component

----- b aterial_Enable
----- O Material_Ambient
----- Material_Diffuse
----- O Materal_Specular
----- O Material_Emizsion

----- O b aterial_Shininesz -
[ »

Componentsh atenal_Diffuse[1]

atenial [iffus
hable [1.0]
rRed [0,255]
Green (0,255
B lue [0,255)

TRUE - Manual Part 09 — Renders Page 30
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4. 'Lights’ table

Preferably use the 'Color' table instead of this table, because it needs OpenGL knowledge.

Do not use the primitives of the 'Color’ table with the 'Material' primitives.
Choose between the primitives of the 'Color' table and the primitives of the 'Lights' table.

Primitives of the 'Lights' table

Lights - |
Light_fmbient

Light_[hiffuse
Light_Specular
Light_Position
Light_Spot_Direction
Light_Spot_Exponent
Light_5pot_CutOff
Light_Congtant_fttenuation
Light_Linear_aAttenuation
Light_Cluadratic_Attenuation

0 'Light Ambient, Diffuse, Specular' : set the corresponding light colors

Parameters of the 'Light Ambient, Diffuse, Specular' primitives

Enable [1.0] ar 0
chiRed [0,255) o 0
chGreen [0,255 ol ]
clBlue [0,255) alr 0
ajr 0
alr- 0

| »

clidlpha
Light number(0,

Example with 'Light Ambient'

- [#iE Projection

: Camera
b Primitives for bones

E..."IE Carnponetit
M ' Light_&mbient

-y’ Light_Diffuse

----- [ . Light_Specular -
1 | r

' ComponenthLight_gmbient[1]
Eletyp [ElEPassE Malue E

Eht .-i'-.ml_:uient
Enable [1.0]

chRed [0,258]
chiGreen (0,265 chElue [
clrBlue [0,255]

cliélpha
I imkt rirnbarl

TRUE - Manual Part 09 — Renders
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5. 'Color’ table

Preferably use this table ('Color' table) instead tables 'Material' and 'Lights’.
Do not use the primitives of the 'Color’ table with the 'Material' primitives.
Choose between the primitives of the 'Color' table and the primitives of the 'Lights' or 'Material' tables.

Primitives of the 'Color' table

Calar -

Color_Enable
Color
Colorlnteger
ColorHSL
PushdsttribCalar
Popdittrib

0 'Color Enable': enables or disables the parameter of this primitives
0 'Color': sets the color for the next primitives (color = Red, Green, Blue)

Parameters of the 'Color' primitive

Calar Ele.typ |ElsPazs[E Palue EO Crefault

Enable [1.0] alr 1] 1=
chRed [0,255) o 0 21
chiGreen [0.255 o 1] 194
clBlue [0,255) o 0 102
chitlpha o 0 255

Example with 'Color’

[+-~L_J=ig Lomponent
- []o= Bore
=-[F™& Component
Calar
[P Box

Drefauilt

ComponentTSCalar[1]

Enable [1.0]

chRed [0.258]

chiGreen [0,2565 a4
ciiBlue [0,255] 19
chéloha 205

*  You can select the color from the 'Color' window by clicking on the 'Select Color' button

TRUE - Manual Part 09 — Renders Page 32
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O 'Colorlnteger' : sets the color for the next primitives (color = Integer)

Parameters of the 'ColorInteger' primitive

| |Calarnteger [Eletyp [ElePass[E Falue E[0p  |Default |E;
Enable [1.0] ajr ] 1=
Colorl It value ar| o 2345363
chtlpha o] o 255

a 'ColorHSL': sets the color for the next primitives (color = Hue, Saturation, Luminance)

Parameters of the 'ColorHSL' primitive

ColarHSL |Ele.ty|:| |Element |F'ass E [WValue E|EI|:| |Defau|t iﬁ;
Enable [1.0] o] o T
Hue [0.239) o] o 74
S aturation [0,240) o] o 163
Lurinance [0,240] o 1] 143
clélpha o 1] ZhA

O 'PushAttribColor' : saves the current color (no parameter)

Q 'PopAttrib' : restores the color saved by 'PushAttribColor' (no parameter)

» Notes :

» inthe render :

» 'PushAttribColor' and 'PopAttrib' options work together

» between 'PushAttribColor' and 'PopAttrib', you can insert 'Color' primitives
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6. '2D, text' table

Primitives of the 2D, text' table

Repere

Line Syle

Line

Bezier Spline
Teut2D

TextZ2D_FB
Text3D_FO
Text2D30_Charzet

0 'Normal' : sets the 'Normal' for the next primitive

Parameters of the "Normal' primitive

Mormal Eletyp [ElemelFazz[E [Walue E|0 D efauilt E
Enable [1.0] o o 1[=
% o 0 00
Y o 0 00
z ar 0 1.0

o 'Repere' : draw a repere

Parameters of the 'Repere’ primitive, an example with Scale >0 on the right

vl

Enable [1.0]
size

vidth
Scale
Scalet
Scales

Lo R e T e T L Y O
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Q 'Line style': sets the line parameters for the next primitives

Parameters of the 'Line style' primitive with an example

] O IRy
Camera e _..
Frimitives for bones "} ]
O™ Comporent .' 0
» L] o N T
» ! \
"‘l i
- wel

Hne Syle
Enable [1.0]

width

Line Stipple [0,65535]
Factor [1,255]

Blend [0.1]

Liaht Ernable [0.11

Fass alue E

* Lines of 'Cubel" are set by default
* Lines of 'Cube' are made with 'Line Style' parameters

0 'Line': draw a line

Parameters of the 'Line' primitive with an example with 'Repeat’ =3

Hne Ele.tpp [Element Fazz|E Ealue E DE Crefault ﬁ
Enable [1.0] alr i 1]a
zize o ] 1
Fiepeat o 1] 3
Fepeat Interval o™ I} 0.5
Showe pointz [0,1] o 1] 1
Blend [0,1] o 1] n
Light Enable [0.1] ar 0 i

TRUE - Manual Part 09 — Renders
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O 'Bezier Spline' : draw a Bezier spline

Parameters of the 'Bezier Spline' primitive with an example

Bezier Spline Ele.typ [Element alue El0p  [Default E
Enable [1.0] 1] 1[= -
Grid or a 20
2 o 0 2
22 ar 0 05
y3 or 0 05
23 o 0 05
Jwd o 0 -2 "
| =4 ar] o 15
i size ar 0 2
Show pointz [0.1] o 1] 1 -
|Blend [01] o 0 0
Light Enable [0,1] o 0 0

* y2,72 are y,z of the control point 2
* y3,73 are y,z of the control point 3
* vy4,z4 are y,z of the control point 4

a 'Text2D' : draw a text in 2D

Parameters of the 'Text2D' primitive with an example

Text0 Ele.tvp [Element F'asle_[UaIue Eldp  [Drefault

Enable [1.0] ar 0 1
Drraw what [0,1.2.3.4] o 1] 2
Teut from element Flow | bApF o 1+ 01 01
Font [0.1,2.3.4 58] ar 1] 3
% o 0 15.8
y ar 1 36.4

MuFlow = 0,1

* Drag-and-drop an element from the 'Elements' table over the '"Text from element' parameter
* Adjust the 'Draw what' parameter as indicates on the right
* Adjust x and y to set the position of the text in the render
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P

O 'Text2D FB' : draws a text in 2D with choice of font

arameters of the 'Text2D FB' primitive with an example

TextZ0r FR Ele.typ |Element F'asle_['JaIueEElp Crefault

Enabile [1.0] o 0 1
Diraw what [0,1,2.3.4] o n 2
Tewt from element Flawy  [buFlows 1+ 0.1 0.1
Fomt [0,1.2.3.4.5] o I 2
H o i 292
Y o 0 26 6

éCh-eOs B Owr=

*  Drag-and-drop an element from the 'Elements' table over the "Text from element' parameter
e Adjust the 'Draw what' parameter as it is indicated on the right

* Adjust the 'Font' parameter as it is indicated on the right

* Adjust x and y to set the position of the text in the render
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www.true-world.com



http://www.true-world.com/

O 'Text3D _FO'and 'Text2D_3D_Charset' : draw a text in 3D

Parameters of the '"Text3D_FO' primitive with an example

TextdD FO Ele.tvp Element FPazs|E EalueEDp D efault ﬁ
Enable [1.0] o n 1|
Diraw what [0.1,2,3.4] o 1] 2
Text from element Flow | bpFlow 1 01 01
Font [0.1.2,3.4.5] ar 1] n
Test centerad an & [0, o 1] 1]
Tewrt centered on £ [0, o I} 1
Sralex o 0 1

| Scaley o 1] 1

| 5calez o a 0.4

Caract rotate or ] 0.7

{| Caract rotate v alr 0 1.5

| Caract rotate 7 o n Ealal ]
Colorl Int, walue [<0=c o I} REEZ955
Ratate or Tranzlate firg o n n
rotate « or n n
rotate y o 1] 1]
rotate z o n n
tranzlate = o n n
trarizlate v o 1] 1]
tranzlate z o 1] o).

*  Drag-and-drop an element from the 'Elements' table over the 'Text from element' parameter
*  Adjust the 'Draw what' parameter as it is indicated on the right
*  Adjust the others parameters

* Notes available for other primitives
* the color can be adjusted with the 'Color1 Int' parameter :

- clicking on the 'Select color' button and selecting the color in the 'Color' window
* Adjust the 'Rotate.. to translate z' parameters to set the position of the text in the render
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7. 'GluQuadric' table

Primitives of the 'GluQuadric' table

Cylinderlu

SphereGiu

Drigk Gl

2DImage

TRUE - Manual Part 09 — Renders Page 39
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O 'CylinderGlu' : draws a cylinder

Parameters of the 'CylinderGlu' primitive

Culinderziu Eletyp [Element Pazs alue El0p  Default
Enable [1.0] ]
SalidAwire [1.0]
bazeRadiuz

topR adiuz

height

glices

ghack

Colar] Int. walue [<0=dizab
i| Fotate or Translate first [0,
| rotate «

i rotate y

| rotate z

translate «

tranzlate y

tranzlate 2

Irmage name [lpa/Bmps/Taz| Image |brick004rjpg
Coloration by [0.1]
tag_Filker [0.1]
Wirap [0.1]

Blend [0.1]

Light Enable [0.1]

< M7 oy 11 RoZ 0 [ensX @ [Teny [ [TranZ 5

[ v

B351497
1]

B s e s e e s e e s e e s e B B

oo -=mmooo o o0

(s}

*  Drag-and-drop an image (texture) over the 'Image name (Jpg/Bmp/Tga)' parameter

Image size : width and height, should be numbers power of 2 (2
e example: 512 x 128 pixels ( for 512,a=9, for 128, a=7)

* Notes available for other primitives
e The color can be adjusted with the 'Color] Int' parameter :
Click on the 'Select color' button and select the color in the 'Color' window

e Adjust the 'Rotate.. to translate z' parameters to set the position of the text in the render
*  Adjust the other parameters as your choose

O Use the same directions for the other primitives in this table
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8. 'GlGeometry' table

Primitives of the 'GlGeometry' table

Triangle

SierpingkiSponge

Sphere

Toruz

Sup E:_rT E\

Octahedon

HeightFieldz

Cube T etrahedran

Dodecahedron

RhombicDodecahes

Culifiies
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Q 'Torus' : draws a torus

Parameters of the 'Torus' primitive

T orus Ele.tl,lp Element F'asle Ealue Eldp  [Default ﬁ
Enable [1.0] a0 1[a
Solid/wire: [1.0] o 0 1
innerR adius ol ] nz
outerR adius o 0 0.8
hzides o 0 a
fitgs o 0 15
Screw size [3607] o ] 360
Screw step [z step] o ] n
gtarthngle o 1] n
sweepangle o 1] 360
Colorl Int. walue [<0=dizabl o ] 8974775

:| Rotate or Translate firzt [0 o™ 0 I}

i rotate « alr 0 0

| rotate v ofr 0 0

I rotate z o 0 0
trarislate » o 0 1]
tranzlate p o ] n
tranzlate z ofr 0 I}
Repeat texture on torus par o 1] 11
repeat texture [0,n] o 1] 1
Image name [Jpg/Bmp/T gz o 1] 1]
Coloration by [0.1] o™ 0 1
Mag_Filter [0,1] o 0 0
Wrap [0,1] afr 0 1
Blend [0.1] o 0 I
Light Erable [0.1] ar 0 !
Maomnalize [0.1] o 0 oj

* Notes available for other primitives :

* Drag-and-drop ane image (texture) over the 'Image name...' parameter

*  The color can be adjusted with the 'Colorl Int' parameter :
- clicking on the 'Select color' button and selecting the color from the 'Color' window

* Adjust the 'Rotate.. to translate z' parameters to set the position of the text in the render
* Adjust the other parameters as your choose

0 Use the same direction for the other primitives in this table
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O 'Waves, Fountain, Particles' :
- Click on the 'Refresh by timer' button to refresh the dynamic display of these primitives

a 'Particles':
- The particles are not displaying if background color of the model is white, therefore choose
black configuration

'Wave, Fountain, Particles'
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O 'Map2D': draws a Bezier surface

Parameters of the 'Map2D' primitive

tap2D Ele.typ Element |[Pasz|E
Enable [1.0]

SolidAwire [1.0]

Grid

Map2D [Bx8 contral poi
Show pointz [0,1]
Scale

Scale

Scalel

kdirrar b ap2Dr w620
translate # Mirmaor
tranglate v Mirmar

| tramzlate £ Miror

i Colar! Int. value [<0=di
Ratate ar Translate first
 rotate «

I rotate U

rotate 2

translate =

tranizlate

tranzlate z

repeat texture [0.n]
Image name [Jpg/Brp.
Colaration by [0,1]
bag_Filker [0,1]

wirap [0.1]

Blend [0.1]

Light Enable [0.1]
MHarmalize [0.1]

v
=
0
rm
-
3=]

Dietault B+ Jojofojofofa

ﬂﬂ aorder : 4 jﬂ YWorder : B

B Cefault values for selected [

E]:l Copy values of selected poir

[ Paste values on selected poi

o e s e e e e s e e s e e e s e e e o o o e

O O=O=0=0000000 =000

* select the 'Map2D (8x8 control point) parameter

* In the plan, on the right side of the parameters table :

*  Adjust with the 'Uorder' and 'Vorder' spin the number of point

*  Select the points with the mouse (lasso method)

*  To deform the surface, adjust the position of the points (x,y,z) :
- with the mouse (x,y, and z with the scrool wheel) in the 'Adjust parameter with mouse' plan
- or with the spins on top adjust all the selected points together with same values for x,y,z
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B) 'Elements’ table

These tables contain the stocks and flows of the model.

When one element is added, modified or deleted in the model, the tables are updated.

Drag-and-drop a stock or a flow over a parameter of the selected primitives

The value obtained is the parameter that will be initialized with the value of the element, following the

current unit of time.

a Click on the 'Elements' button
a Click on the 'Stocks' button to display the list of stocks
o Click on the 'Flows' button to display the list of flows

Flows' table

@ Prmitives [mages

Flow

Fr
Fw(1]

b pF I

'Stocks' table

Columns (they cannot be modified in theses tables)

a 'E': if checked, the element is enabled
Q 'Ve':if checked, the element is vectorized

TRUE - Manual Part 09 — Renders
www.true-world.com

Page 45


http://www.true-world.com/

C) Images' table

These tables contain images : the textures of the primitives.

The size of the images should be a number power of 2 (23, example 512 x 128 pixels)

a Click on the 'Images' button

a Click on the 'Images main folder' button to select the main folder of the images
a Click on the 'Mode image/list' button to select the displaying mode of the images

0 Drag-and-drop an image over the table of the parameters of the selected primitive
O The primitive will be textured with this image

Images' table

@ Prmitivez Elements

@ Prmitives Elements

C:3Mes Projets 20114 Smage

C:Mes Projets 201145 Smage
w'mi-Buziness Images main Folder iness =

wrnf-Arrows | Wrnf-Arows
Toa-Textures Toa-Testures
Jpa-T erturezFlane Jpo-TesturezPlane
Jpg-Textures Jpg-Textures
lco-Divers o lco-Divers e
Gif-Drrapeat Gif-Dirapeadn
Gif-Divers Gif-Divers
Gif-Cartes || | Gif-Cartes ]
1
brick001 +.jpg [128x128) i | brickO001 +.jpg [128x128)

brick 001+ jpg

brick004.jpg

checker_with_numbers.jpg
checker! 2.jpg
checker?d.jpg ﬂ

~hacl ar?? inn
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VI - TABLES OF PARAMETERS

Buttons. 'Repeat' table, Parameters table

|O|:|en Adjust windu:uw|
|SEIE|:I: colaor | |Llru:||:| |

Scaley
| 5caleZ

-

Rotx B8 [Rety 2 [RFoZ [0 [Trans 10 [Transy 10 TransZ -
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A) Buttons

1. Buttons

O 'Select color' button : opens the 'Color' window to adjust the value of the selected 'Color’

parameter
j =
ACAIATAUTRTA LT S,
nponentiRectangle(1] fas s Defaulk  F
Hectangle Ele.typ [Element Pazz[E Malue E[Op  Defaulk 1
S aliddwire [1,0] o 0 11
width o 0 2
depth afr 0 25
Turn Pivat [0.n] o™ 0 0
Colarl Int. walue [<0= o ] A03_37I
Rotate or Translate fir o ] ol

TRy BB Foz B enR [0 [Transy B [franz
|

O 'Open Adjust window' button : open the 'Move, setup elements' window

'Move, setup elements' window

spanentsFectangle[1] . des Ei! iy Factori0.1 4[»

Hectangle Eletyp [ElePazzE [alue E[Op '_ WL ‘hl 45.0.0
Salid/wire [1.0 ar I 14

width o 0 45

depth ar 0 2

Turr Fivat [0r o 1] 1]

Colorl Ink. wal o 1] 3035379 -

‘| | *]

| [Rotv B85 [Roz [ [Transx [0 [Transv [0

*  Click on the spin on the right to adjust the factor
* Left-click and move the mouse to adjust the value of the selected parameter

0 'Undo' button : restore the last default value
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B) 'Repeat’ table

1. 'Repeat’ table

If a component is repeated, the primitives of this component will be repeated.
The title of the table displays the repeating number : 'Component\Sphere[2]'
0 Select one or more repeating number in the 'Repeat’ table and adjust the default value of the
parameter

A Component with repeating number = 3

3 Component[1]

Mode  [Eletyp Element [PazzE WMalue El0p  Default [

| Enable [1.0]
i| Repeat

Select Repeat '1' and initialize the 'translate x' parameter for the first repeat to '1’
< ComponentsSphere(1]

ihranslate « | 1] I EI| 1

| ranslate y ‘ ‘ | D‘l-‘ EI| ‘ I:I‘
]

i tranzlate 2

Select Repeat '2' and initialize the 'translate x' parameter for the second repeat to '3’

itranslate « 1]
2 bramslate y o 1] 1]
3|3 translate z 1]

Select Repeat 3 and initialize the parameter 'translate x' for the third repeat to 'S’

Etranslate b
brarslate y ‘ ‘ ‘ EI ‘r‘ EI‘ ‘ 0

i| ranslate z

The 3 spheres, with translate x = 1.3.5
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C) Table of parameters

1. Table of parameters

Table of parameters

Hectangle Ele.typ EIemenF‘asle_rJalueEDp Crefault

ilidth Flows  [buFlo

Enable [1.0] o i
SalidAwire [1,0] I 0
vl 21
=
-

1]
1]

1]
]
depth ]
Turn Pirvat [0.0] 0

Columns :

Q

Q

'Rectangle..." : displays the name of the current primitive

'Ele.typ' : indicates the type of the element, 'Stock’, 'Flow', 'Tmage' or 'Tuning' when dropped over
the parameter
- the element can be dropped from :

* the 'Elements' table of this window (stock, flow, image)

» the graphic of the model (stock, flow, image)

e the 'Elements' window (stock, flow)

¢ the 'Elements of the vector' window (stock, flow)

* atuning 'Tun : ...' window, from the label of a tuning

* an image from one frame in the graphic of the model

* an image from Explorer

'Element' : name of the element dropped over the parameter

'Pass' : number of passage of the element dropped over the parameter (only stock and flow)
'E' : enables or disables the value of the dropped element :

if the box is not ticked, the value of the parameter is the value from the 'Default' column,

else the value is that of the element

'Value E' : current value of the dropped element according to the current unit of time, it cannot be
edited
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O 'Default': sets the default value of the parameter. To adjust the default value :

select one or more parameters in the table

enter the value in the 'Default' column

or

initialize the value with the fields or with the spins on the right side of the table

or

initialize the value with the mouse in the black zone : 'Adjust parameter with mouse'
(select the factor in the red list)

or

click on the 'Open adjust window' button and adjust the parameter with the mouse in this
window

else, for the 'Color' parameter :
click on the 'Select color' button and adjust the color in the 'Color' window

Default' column. plans for adjusting the default value

l'} Adjuzt selected parameter Adjuzt parameter with mouze
k BlJojojofofols]cmas]
: BEEEEEEEE
1] 38
1] ns
1] 1.5
1] 3035379
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O 'Op': allows to calculate a new value for the parameter :

'Op' column, list of the options 01 to 13 :

Ele.typ [Element

Fazs

alue B0

Ciefault

Stock |5

Image |brick007+.jpg |

—

o o o o o % o o e B

O o oo o oo o oo

—_

oo oo oo o oo

01 wal =Y alueE + Default
02 wal = aluek - Default

03 wal = Default - YWalusE

04 wal =YalueE = Default
05 val =V alueE # Default
06 val = Default / YalueE
07 w = nbt + wval

03w = nbt - val

09+ = val - nht

o [Tansx o

|TransY |EI

10w = nbt ® val

* a)Options 01 to 06 :

o these options are only available if an element is assigned to the parameter

©  options :

= 01 : the new value is equal to the Value of the element + the Default value
= 02 : the new value is equal to the Value of the element - the Default value

* b)options 07 to 13

11 % =nbt / wal
12 % =wval / nbt
13w +=wal » step [-360,360]

o these options are only available for the external reader TrueRender

© options :

= (7 : the new value is equal to the current number of time+ value of the parameter
= (08 : the new value is equal to the current number of time- value of the parameter

= 13 :new value += (value of the parameter x pulse step)
if (new value > 360) new value =0
if (new value < -360) new value =0

TRUE - Manual Part 09 — Renders
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2. Popup menu of the table of parameters

Popup menu of the table of parameters

Hectangle Ele.tvp [Element FazzlE Malue EOp Default ]+ 0
ratate ¥

rotate v h Default values

rotate z Stoc

tranzlate = E—j Dynamic passing = current passing (0)

translate v

Skatic passing = current passin
tranzlate 2 @ = | = e

repeat texture [0,1]
Image name [Jpg/Bmp/Taal | Imag
Coloration by [0.1] £ Assign the Domains of the selected element to the Repeats
kag_Filker [0,1]
wirap [0.1]
Rlend I 11

G—j Assign the Passings of the selecked element to the Repeats

'ﬁ Remove assigned elements

O Select one or more parameters in the table :

* Do not select the parameters with the mouse over the 'Element' column
*  This column is reserved to drag-and-drop an element from one parameter to another one

a Right-click on the table to display the popup menu
Options:
O 'Default values': resets the default values of the parameter

O 'Dynamic passing = current passing(0)'
see 'Dynamic passing' paragraph

O 'Static passing = current passing'
see 'Static passing' paragraph

O 'Assign the Passings of the selected element to the Repeats'
see 'Assign the Passings to the Repeats' paragraph

O 'Assign the Domains of the selected element to the Repeats'
see 'Assign the Domains to the Repeats' paragraph

0 'Remove assigned elements' : remove the assigned elements
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3. 'Passing' assignment

While computing, if in the model there is an action with the function ReStartAt(), its calculated values
are stored with the current passing number, function of the current number of retro-calculation.

If a flow or a stock is assigned to a parameter, the value of the parameter will be a function of the current
passing number, selected in the 'ReStart' window, or selected with the 'Select current ReStartAt()' spin of

the model.

'Select current ReStartAt() spin of the model

I P AP g
¥ rest [SE 2| =

EE cl. 111, nl1A2 |Select current ReStartP.tl{ﬂ
1

'ReStart' window

| =]x]
Fazz|From To FeStart 5 :l
g([117{1.1 1— —
RN 1— |—
2([.17(.1 1— |—
21.17(1.1 1— —
1 T —— | ;l
|GI|:|I:|aI passing : 3 [Action : Restart: Ack0S [ Defaulk]  [Gate: 1] [Restark ; 2] o

4. Dynamic passing

To define the passing number function of the current selected passing number in the model :
O Select the 'Dynamic passing = current passing(0)' option from the popup menu
O Select a passing number from the 'ReStart' window or use the 'Select current ReStartAt()' spin

5. Static passing

To define the passing number, not function of the current selected passing number in the model :

a Select the current passing number from the 'ReStart' window or with the spin
O Select the 'Static passing = current passing' option from the popup menu
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6. Assigning the 'Passings’ to 'Repeats’

While computing, if in the model there is an action with the ReStartAt() function, its calculated values
are stored with the current passing number, function of the current number of retro-calculation.

When the parameter 'Repeat' of a component is greater than 1, its primitives are repeated.

The parameters of a repeated primitive can be initialized with the value of the elements according its
repeating number and its passing number :

value for parameters for repeat 1 = value of the element for passing number = 1

Q

O value for parameters for repeat 2 = value of the element for passing number = 2
O value for parameters for repeat 3 = value of the element for passing number = 3
a

To assign the '"Passings' to the 'Repeats' :

0 Compute the model with an action with the ReStartAt() function

example :

ReStartStat ()
y = t * Random(1,10) / 10
y+=p:nb passing

IF t=12
ReStartAt(1,1,2) //we will have 3 passages in the model
END

O Select a component in the "TreeView'

O Select the 'Repeat' parameter

O Initialize the default value of the parameter 'Repeat’ with 3
O Select a repeated primitive in the repeated component

O Assign an element to a parameter

O Right-click on the line of the parameter

O Select the 'Assign the Passings of the selected element to the Repeats' option from the popup
menu
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7. Assigning 'Domains’' of the selected element to 'Repeats’

While computing, if in the model there is a vectorized flow, its calculated values are stored with the
current domain of the assigned vector.

When the 'Repeat' parameter from a component is greater than 1, its primitives are repeated.

The parameters of a repeated primitive can be initialized with the value of the elements according to its
repeating number and its domains :

value for parameters for repeat 1 = value of the element for domain 1

Q

a value for parameters for repeat 2 = value of the element for domain 2
O value for parameters for repeat 3 = value of the element for domain 3
a

To assign 'Domains' to 'Repeats’ :

0 Compute the model with a vectorized flow or stock

a Select a component from the "TreeView'

O Select the 'Repeat’ parameter

O Initialize the default value, 'Default’, of the 'Repeat' parameter

O Select a repeated primitive in the repeated component

O Assign an element to a parameter

O Right-click on the line of the parameter

a Select the 'Assign the Domains of the selected element to the Repeats' option from the popup

menu
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Vil - 'COLOR' WINDO

0 Select a 'Color' parameter
a Click on the 'Select Color' button
a Select a color in the 'Default' plan or in the 'Personalized' plan

Color' window_'Default' and 'Personalized’ plans

1 Color YR Color Y

Drefault Perzonalized  Bunning man Drefault Perzonalized  Running man

Tranzparency Y ellow toolhelp

Add to personalized colars ; it

Hue I ED %! Red 02l New

Hue I B0 2! Red 021 New

=] =] =] |
Satur Iﬁﬁ Green I_Uﬁ Satur Imﬁ Green I_Uﬁ -

Lum |12':I ﬁ Elue |255 ﬁ Actual Lum |12EI ﬁ Blue I255 ﬁ Actual

0 the pipette allows you to choose a color from the entire screen
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VIl - TEXTURES
A) Textures

The primitives in the 'GluQuadric' and 'GlGeometry' tables can be textured by images.

The format of the images should be : jpg, bmp or tga
If the format of an image is not good, you can convert it (see chapter XI : 'Converting an image")

The number of pixels (x and y) of the images should be a power of 2 : 16, 32, 64, 128, 256, 512, 1024,....
If the number of pixels of an image is not a power of 2, it will not be displayed in the model.
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1. Textures

Adding a primitive in the render and texturizing it :

]

]

]

]

Click on the "Primitives' button

Click on the 'GluQuadric' or 'GlGeometry' buttons

Drag-and-drop one primitive over the render

Click on the 'Tmages' button

Drag-and-drop an image from the table of the image over the table of the parameter of the

primitive

or

Drag-and-drop an image from Explorer over the table of the parameter of the primitive

If the image has an unfitted format you can convert it (see chapter XI, 'Converting an image')

A textured rectangle

]

[¥lii&i Frojection

Camera
H Frimitives for bones
®18 Componert
OP Gphere
[P Rectangle

— e - [t

- [F]™8& Component -

% ComponentsFectangle[1]

Hectangle
| repeat texture [0.n]

| Coloration by [0.1]
A hdag_Filker [0.1]

LI S e B

the 'Image name..' parameter displays the name of the image in the 'Element' column

TRUE - Manual Part 09 — Renders
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2. 'Ttexture' parameters

QO 'repeat texture' : allows you to repeat the texture : see above

The texture is repeated twice

Light Enable [0.1]
Mormalize [0,1]

I3 Raty 21 FoZ D Transx |0 [Transt |0 TransZ |2 |

Fieu:tangle EIe.tHE Element F'asle_ alue E DE Drefault .
irepeat texture [0.n] 1] 1] 20
Image name [Jpa/Bmp/Toal | Image |brick14.jpg C| 0O 3 3
Coloration by [0,1] o 0 1
Mag_Filter [0,1] o 0 0
wirap [0.1] o 0 1
Blend [0,1] o 1] 1]
o 0 1]
o] o o)

a 'Coloration by' : allows you to color the texture by the current color if it exist

The texture is coloured by the current color (green) of the 'Color' primitive

e

Colar
FI“7 Rectangle
"8 Component]

= Boned1

mponenttAectangle[1]

Hectangle ) Pazz|E [alue E|Op D efault
+| Coloration by [0,1]
kag_Filker [0,1]
H'whap [0.1]

Blend [0,1]

Light Enable [0.1]
Mormnalize 111 I

43 Rty 21 RoZ [0 |Trans |0 Trans' |0 [TransZ [25 |
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O 'Mag Filter' : sets the 'Mag_Filter' to 'Linear' or 'Nearest'

Mag_Filter = Nearest (on the left), Linear (on the right)

g ]

a 'Blend': enables or disables the blend

Disabled blend for a cube (on the left): Enabled blend for a cube (on the right)

B,

0 'Light': enables or disables the Light

Disabled light for a cube (on the left); Enabled light for a cube (on the right)

B E,
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3. 'TGA' Texture

A 'TGA' image assigned to a primitive allows transparency of the texture.

The tree is a "TGA' image assigned to a rectangle
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IX - BONES

A) Bones

O A 'Bone'is a particular primitive, like a component, but with more functionalities
O When creating a new render, the last primitive to be created is a bone

O All the primitives displayed after a bone in the TreeView,
can be translated and rotated by its 'Translate and rotate' parameters

1. 'Bone’

The 'Repere' and the first 'Bone' are created by default

- [#li&i Projection

- [k Camera
i [W]RSI8 Primitives for bones
=]

- [#]®1& Component

‘ ..... @ H EpErE
“ Bone
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2. Parameters of a 'Bone'

The parameters of a 'Bone'

Bone Ele.tvp Element PazslE [alus El0p Default E|+fofoqoqojoqn 2
SEEEEEEBER
]

on x.p.z[0, ki)

Enable [1.0] ]
Drraw [0.1]

Direction ».p.2[01.2 3,
Length or Sizel for Pri
"Width [0,n]

Dezignl by[0,n]
Enable parameters faor
Size? for PrimitiveF orB
Size3 for PrimitiveF orB
Design:z by[0.n]
Enable parameters for
|| 5ize for Primitiverorb
i| Size2 for PrimitiveForb
Sized for PrimitiveF orB
| translate »

| translate y

franslate z

rotate

rotate v

rotate 2

Apply Rotate [0,1]
Colarl Int, walue [<0=c
Current color [0,1]
Light Enable [0.1]

L I s R s s e Y s Y s s s s e Y s Y s s s e s o Y s B o

B e e e e e e o
oo o oo o oo oo o oo oo oo oo o oo o
o S e S o T e e Y e SO e R e e e S e e O e e e R e B e e i e B B S E
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a Direction x,y,2[0,1,2,3,4,5] : selects the direction of the Bone

The 6 directions of a 'Bone'

o 'Length or Sizel for PrimitiveForBone' :
initializes the length of the Bone

or
the sizel for PrimitiveForBone (see paragraph 'Primitives for Bones')

Length of the 'Bone' =4

TRUE - Manual Part 09 — Renders
www.true-world.com

Page 65


http://www.true-world.com/

O 'Designl ... to Size3 for PrimitiveForBone' :
- see paragraph 'Primitives for Bones'

O 'translate x,y,z' :
- initializes the translation of the Bone

O 'rotate x,y,z':
- initializes the rotation of the Bone

o 'Apply rotate [0,1]'
- applies, or not, the rotation of the Bone to the primitives behind the Bone

Rotate y = -45:
on the left : Appy rotate =0

on the right : Apply rotate = 1
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3. Primitives for 'Bones'

O A primitive is a 'primitive for bones' if it is dropped in the red component 'Primitives for bones' in

the 'TreeView'

O When a primitive for bones is assigned to a bone, that primitive is displayed instead the bone

Adding primitives for bones in the 'Primitives for bones' component

O Drag-and-drop the primitives over the 'Primitives for bones' component

O Adjust the parameters of the primitives for bones
0 Uncheck the box of the 'Primitives for bones' component to not display it

A cylinder and a sphere in the 'Primitives for bones' component

[#lii&Ei Frojection

Camera

Frirnitives for bones
[P Cylinder
I Sphers

®18 Component

Assigning a 'Primitive for bone' to a bone

a Select a bone
O Drag-and-drop the primitive for bone 'Cylinder' over the parameter 'Designl by[0,n]'

0 Drag-and-drop the primitive for bone 'Sphere' over the parameter 'Design2 by[0,n]'

The cylinder replace the bone, the sphere is displayed at the end of the bone

F-[¥]i&E Projection
#-[FEa Camera
=-[J®8 Frimitives for bones
- [P Cylinder
. O Sphere
- [F™& Component
- [Z]9=# Baone

* Note : A'primitive for bone' can be assigned to several bones
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4. Bone parameters for the assigned 'Primitives for bone'

Parameters for 'PrimitiveForBonel'

Parameters for 'PrimitiveForBonel'

Bone Element Crefaulty
Enable [1.0] ] 1
Draw [0,1] ar 0 1
Direction «,».2[0,1.2,3.4.5] o ] 2
Length or Sizel for PrimitiveForBone o 0 2
Wiidth [0.n] ar 0 0
Deszign by[0.n] Primitive|Cylinder o 0 ]
Enable parameters for PrmitiveForBonel o ] 1]
SizeZ for PrimitiveF orBonel o 0 0
Sized for PrimitiveForBonel ol ] 1]

0 'Length or Sizel for PrimitiveForBonel' : initializes the length of the bone
O 'Enable parameters for PrimitiveForBonel[1,2,3]":
Box 1:
if ticked : the sizel of the primitiveForBonel will be the 'length' of the bone
if not ticked : the sizel of the primitiveForBonel will be the 'height' of the cylinder

On the left, the 'Sizel' box is ticked. on the right it is not ticked
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0 'Enable parameters for PrimitiveForBonel' :

Box 2:
if ticked : the size2 of the primitiveForBonel will be 'Size2 for PrimitiveForBonel'
if not ticked : the size2 of the primitiveForBonel will be the 'base radius' of the cylinder

Box 3:
if ticked : the size3 of the primitiveForBonel will be 'Size3 for PrimitiveForBonel'
if not ticked : the size3 of the primitiveForBone1l will be the 'top radius' of the cylinder

Parameters for the 'PrimitiveForBone2'

Parameters for the 'PrimitiveForBone2'

Bone |Ele.t_l,l|:| |ElemeriF'ass alue E|I:I|:||Default |E

E
Dezign2 by[0.n] Frirnitive | Sphere 0 (v 15 15| &
Enable parameters for PrimitiveForB one2 o 1] 1] u . e . . . o
Sizel for PrimitiveF orB one? o ] n ' '
Size for PrimitiveF orB onel o 0 1]
Sized for PrimitiveF orB one2 o 0 1]

O 'Enable parameters for PrimitiveForBone2[1,2,3]":

Box 1:
if ticked : the sizel of the primitiveForBone2 will be 'Sizel for PrimitiveForbone2'
if not ticked : the sizel of the primitiveForBone2 will be the radius of the sphere

Box 2:
if ticked : the size2 of the primitiveForBone2 will be 'Size2 for PrimitiveForBone2'
if not ticked : the size2 of the primitiveForBone2 will be the 'flat x' of the sphere

Box 3:
if ticked : the size3 of the primitiveForBone2 will be 'Size3 for PrimitiveForBone2'
if not ticked : the size3 of the primitiveForBone2 will be the 'flat y' of the sphere
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X - SPECIAL PRIMITIVES

A) 'HeightFields' primitive

1. 'HeightFields'

The 'HeightFields' primitive displays an 3D image according to its coloration.

The 'HeightFields' displays the image with half-rectangles for which the vertices may undergo lying and
color according to the parameters :

a 'Elevation by": check the boxes according the desired elevation

a 'Coloration by": check the boxes according to the desired criteria of color

'HeightFields' parameters

Textured rectangle on the left

Textured HeightFields on the right

TRUE - Manual Part 09 — Renders
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HeightFieldz Eletyp [Element F'asle_rkfalue E|0p [Cefault

Enable [1.0] afr 0 1
SolidAvire [1.0] ar 0 1
Image name [Jpg/BmpdT gal | Image |veuspaticle.brr| 0| 11 11
Elevation bp | HS LR GE.[ 1] ] 10000
Coloration by [LH.5.L.R.G.E, o] o 1
SubDiv [0.n] afr 0 1]
SubDivY [0.n] alr ] &0
Sralex afr 0 1
ScaleY o 0 1
Scale? afr 0 0.9
AreteTransv[0.1] o 0 0
CullF aceB ackHide[1,0] o 0 1

G| [B||C
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B) 'Text' primitives

1. "Text' primitives

The 'Text' primitives display a 2D or 3D text by :
a Clicking on the 2D, Text' button
0 Dragging-and-dropping the 'Text3D FO' primitive over the render
O Clicking on the 'Elements' button

0 Dragging-and-dropping a stock, flow or a frame, over the "Text from element' parameter from the
table of parameters

Parameters of 'Text3D_FO' primitive

Text3l FO Ele.tup [Element FazzE Ealue E DE D1 efault ’
Enable [1.0] ar ] 1
Draw what [0.1,2.3 4] 1] 1] 2
Test from element Flows | bApFLos 1 [[w|0.7471 0747124
| Font[01.2.3.4.5] o I i
| Text centered an 3 [0,1] o 1] 1
i Test centered an 2 [0.1] o 1] 1
| Sealei ol o 1
| Scale o 1] 1
Scale? o 0 0.2
Caract ratate o I} I}
Caract rotate ' o n n
Caract ratate £ ol 0 I}

O Initializing the 'Draw what' parameter according to your choice

'Draw what' parameter = 2 : 'Name' = Value

MyFLow = C. 747124

'Caract rotate Z' parameter = -50

g

(4 =
\P\L Q
Q s

.
S
o /‘? .Ll.':
TRUE - Manual Part 09 — Renders Page 71

www.true-world.com



http://www.true-world.com/

C) 'Particles’ primitive

The 'Particles' primitive displays particles.
The background of the render must be dark in order display the particles

1. 'Particles' primitive

a Click on the 'GlGeometric' button

0 Drag-and-drop the 'Particles' primitive over the render

a Click on the 'Refresh render by Timer' button, else the particle will not be displayed
O Initialize the 'Config selected[1,2,3,4,5,6]' parameter

6 configuration of 'Particles' primitive
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Parameters of 'Particles'primitive :

Farficles Ele.typ [Element  [FazslE Malue E[Op (Default
Enahble [1.0]

i{Config zelected [1.2.3.4,
b aw particles
MHum to releaze
Releaze intersal

Life cycle
Murnber af Lifes [0.n]
ReStart Lifes [0.1]

gize

Welocity =

Welociby v

Welocity £

[Eravity

Gravity v

Gravity v

Wind ¥

Wind v

Wind £

AirR eziztence [0.1]
Welocity Far
CollizionPlane_Front [1.0
bounceF actor
collizionResult [0,7.2]
z_Frant
CollizionPlane_BEack [1.0
bounceF actor
collizionResult [0,7.2]
z_Back
CollizionPlane_Floar [1.0
bounceF actor
collizionResult [0,7.2]
y_Floor
CollizionPlane_Ceiling [1
bounceF actor
collizionResult [0,7.2]
y_Ceiling
CollizionPlane_Left [1,0]
bounceF actor
collizionResult [0,7.2]
w_Left
CallisionPlane_Right [1.L
bounceF actor
collisionFesult [0.1,2]
w_Right

Scalei

Scaley’

Scaled

Colorl Int value [<0=diz
Fotate or Tranzlate first |
rotate =

ratate v

rotate 2

=

1000
1000
0.05

L =
[ e Y ) |

oOoOo0OO0O 2 S o oo o004 o000 0002000000 =" 0020000000000

s e s e e s e e s e e e s e e e e e s e e e s e e s e s e e s e e e e e e s e e s |
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Xl - CONVERTING AN IMAGE

When an image is dropped on a primitive, if its format is not correct, you can convert it.

A) Dropping an image with a wrong format

1. While dropping an image with a wrong format

a Click on the 'Yes' button (when the question 'Convert this image ?' appears) to convert the image
'Convert this image' question

Thiz type of image WMF] cannot be assigned to this pnmitive -

Convert thiz image ?

'Convert image' window :

L P152201
Wy Texture - Mo tranzparence j |

O See next paragraph : 'Converting an image'
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B) Converting an image

1. Opening the 'Image edit' window

@ Click on the 'Tmage edit' button of the main window
or

0 Click on the 'Yes' button of the question 'Convert this image ?' while dropping an image with a
wrong format

'Image edit' button

o 7

Convert image' window opened with the 'Image edit' button

N = *)
S 00000 HE

Deztination |Frame - Tranzparency |Mo tranzparence -

q J P J—
Back [t Hue gaturatu:un Eumlnance

ﬁ i. . | : | : |

Drop or paste here one image...
after setting and saving
drag and drop it over a render or over a frame

| Y

Q Drag-and-drop an image in this window or, from the table of images of the 'Setup Frame' window
of one frame, or from Explorer.
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2. Buttons

Top buttons

Wtenvertimage 0 .;ctr|+5;‘.?‘
%S

Save as ||
|Edit imagel
l‘j Deztination IFrame j Tranzparency IN::: transparency j
|Image reln:nal:l| |In'|a|;|e destinatiun| |Image kransparency |

O 'Save image (Press and hold 'Ctrl+'S' keys)
- saves the image as does the 'Save as' field in the folder selected by the 'ITmage destination’
combo

a 'Edit image'
- edits the image with the default image editor of your computer (Mspaint)

O 'Image reload'
- reloads the image, cancels changes if the image is not saved

0 'Image Destination'
- selects the destination folder of the image: \Image\ConvertedBmp\Textures, \Heightfields,
\Frames

O 'Image transparency'
- selects the type of transparency : No transparency, Magenta, Top left corner
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Middle buttons

Enable resizing|  Dim %{ width 4| w=—v —= Height 4P| [ %{ 2h 4
[Resizing step = 10] Resize both Step rotate= 45
width and height Rotate right

Raotate left

0 'Enable resizing'
- click on the button 'Enable resizing' to enable image resizing, then adjust spins on right

O 'Resizing step ="'
- adjusts of the resizing pixels by using the spins

a 'width'
- adjusts the width using this spin, according to the pixels step

O 'Resize both width and height'
- when resizing , resizes both width and height

O ‘'height'
- adjusts the height using this spin, according to the pixels step

O 'Step rotate =..'
- adjusts the rotating angle step using this spin

a 'Rotate right'
- rotates the image to the right

0 'Rotate left'
- rotates the image to the left
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Bottoms buttons

Back [ et Hue S aturation Luminance

i:‘ o I I I

|Ba|:k|;|r|:|unu:| cu:ulu:ur| |Invert cu:ulu:ur| |Hue|
Filling color

o 'Background color'
- click on the button to open the 'Color' window to set the background color

a 'Filling color'
- indicates the background color

a 'Invert color'
- inverts the colors of the image

O 'Hue, Saturation, Luminance'
- adjusts this parameters of the image
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Xll - 'TRUERENDER'

"TrueRender’ is an external program that can read the renders, once exported in a ".tru' file.

This ".tru' file contains the render, the textures and the values of the variables assigned to the parameters of
the primitives.

A) Exporting a render

1. Creating and exporting a render

O Add primitives in the render
O Assign elements of the model to the parameters of primitives
a Click on the 'Export the render for TrueRender (F6)' button

O Click on the 'Display exported render with TrueRender (F7)' button

Toolbar

=@0a|

% m e [ ® | Primitives| Elements  Images

Export the render
for TrueRender (Fa)

Display exporked render
with TrueRender (F7)
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B) 'TrueRender’

1. Buttons

Bottom buttons

#® TrueRender : C:\Mes Projets 2010 ModelesD20100501", -0l x|
File Wew Display Toaols Help

from: 00007 00 G600 00:07:33 00

Reading the exported render :

a Click on the 'Play' button to read the exported render or press the 'Space' key
a Click on the 'Stop' button to stop playing or press the 'Space' key
a Click on the '-' or '+' button to change the current unit of time

or
O Drag the cursor
O Click on the grey triangle to select the first and the last unit of time to be read
O Click on the '-' or '+ button to change the current 'from' or 'to' cursors

or

O Drag the 'from' or 'to' cursors

O Move the scene with the keyboard, the mouse and the scrool wheel (see the "Menu Help'
paragraph)

O Press'-' or '+' keys to adjust the speed

O Press'q or's' keys to increase or decrease the step of unit of time
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2. Menus
'File' menu

'File' menu

‘..- TrueRender : C:%™Mes Projets 2011% True' Exe'Models',Doct Expo
lﬁ Miew Display  Tools  Help
QpEr. .., ChrliD
Feload current file F4

7 C:\Mes Projets 20113 Trug)Exel TrueRenderd, tru
3 C:\Mes Projets 20113 Trug)Exel TrueRenderS. tru
9 C:\Mes Projets 20113 Trug)Exel TrueRender3. tru
10 C:iMes Projets 201 10 Trug)\Exel TrueRender 2 kru

Ezit

O Select the exported render you wish to open
or
a Pressthe'0 ... 9' keys to open the default exported render

'View' menu

'View' menu

iew Display  Tools  Help
Full Screen F1z
¥ Screen Sizel
Screen Sized

v Buttons
Button auto hide

O Press 'F12' key to display in full screen mode
or
O Select the default size, or adjust the size of the window with the mouse

0 Display or hide the buttons with the 'Buttons' option

0 Check the 'Button auto display' : hides the buttons, displays the buttons when mouse I sover the
buttons
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'

Display' menu

1

Display' menu

Cisplay Tools Help

Display accelerakors F1
Display parameters F1 (x2)
Salid | Wire Fz
Design bone) Default bone  Chrl+F2
Textured [ Colored F3

Display accelerators

File Wiew Display Tools Help

i primitive

n mode
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Display parameters

Oto9 S : e I}

noot/00z5

1 cylindre part

a press 'F9' or press and hold 'Ctrl'+'F9' keys to select the primitive

'Tools' menu

Tools  Help

fssociate extension Jtru with current path of TrueRender
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