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Introducing Ortelia Space Builder

OrteliaSpace Builder A& | 05 A ydie&tiNg3Dgalley Spacés? dise i @rilla Cunator
Ortelia Space Builder allows users to import flptans of gallergpaces. A scale 3D model of the gallery
can be created fronthe floor-plans as wll asinserting of doorways, doors, windows and square holes

in walls. Users can set ceiling and wall height and wall thickness independently. Walls can be painted
and the resulting gallery saved for use in Ortelia Curator

OrteliaSpace Builder has been created specifically wiglallery professionals mind.Ortelia Space
Builder requires no specialised CAD skilis,diasy to use and very quicklearn

Ortelia Space Builderis bundled with Ortelia Curator and is installed at the same tiRefer to the
Ortelia Curator Manual for installation instructions.

e
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System Requirements

The following hardware and software configurations are recommended for rui@rtedia Curator

Operating system:

1 Microsoft Windows XP® (SP3)
I Microsoft Vista®
T Microsoft Windows 7®
T Microsoft Windows 1®
T Macintosh
9 Linux operating systems are not supported.
Hardware:
1 Recommended minimum of 2Gb of RAM
9 Intel Core 2 Duo or Quad Core processoabove
91 DirectX 9.0c (and above) capable graphics card with a minim&i2dtb graphics memory (we

recommendNvidiagraphics cards, see below)

Important Note

OrteliaSpace Builddeverages many of the latedevelopments in graphics catechnology. Specifically, the
interactive environment utilizes Microsd@irectX Shaders Shader Model 3 suppornd above. Your graphics
card(at a minimum) mussupport Mcrosoft DirectX @and above to ensure that your environment will display
correctly. The following graphics cards are a minimum specification required @rteira Curator

Minimum Graphics card specification

ATIRadeon HD 3800 Seriesd above 512Mb Memory and above
NVIDIA GeForcg Seriesand above 512Mib Memory and above

Note: We do not recommend the use of integrated motherboard graphics cards. It is highly recommended that a
stand-alone graphics card be used.


http://www.nvidia.com/content/global/global.php
http://www.microsoft.com/games/en-US/aboutGFW/pages/directx.aspx

Getting Started

OrteliaSpace Builder is installed with Ortelia Curator

To start OrtelisBpaceBuildem 32 (G2 GKS 2AyR2ga adl NI YSydz yR yI
Click on the Orteli&pace Builddink with your Left Mouse Button (LMB).

. Ortelia Curator
O Deactivate Licence
7 Help
~ © Orielia Space Builder
o Ortelia Curator
(9 Uninstall

Note: Load time will depethon the hardware configuration you are using. Refer toreadommended hardware
configurationabove

The Space Builder Interface
There are three key areas within teavironment. These are:

.  The File Menus
[I.  TheBuildPanel
lll.  The BuildWork Space

File menus

The "Build'
work panel

The OrteliaSpace Buildemterface


file:///D:/Ortelia/Docs/MayneControls/system-requirements
file:///D:/Ortelia/Docs/MayneControls/system-requirements

The File Menus

The 'File' menu consists of four menu items with each menu having its owrddrep. The menu items
and their dropdowns are detailed below.

The'Fileé menugives users access to commonly used commands.

New Create a nevgpace

Openi Open an existingpacefile

L Save the currergpace

Save As Save the currergpacewith a new name

Screenshot Save a screenshot of the current view

Exit ExitOrteliaSpace Builder

The Edit menu allows users tando and redo actions

Undo (Ctrl + z) Undo thelast actions

Redo (Ctrl +y) Redo the undo sequence

TheViewmenul f f 26a dzaSNAR (2 a6A00K 0SisSSy Wtily

HERRVETA(S RN Switch to 'Plan’ view when in preview md@® view)

MEVEIA(SEN ) Switch to 'Preview' view (3Dew) when in plan view mode

The Help menu gives access this help manual and information about the software.

OVl @iz NEli[s[IM Launches the Quick Start Guide with descriptions of commonly used tools

User Manual Openghis help document as a PDF.

Web Go to the Ortelia website

About Application credits and version humber
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The Build work panel in detail
The Build work panel is divided intéour individual tabs that allow access to categorised functionality.
The work panel tabs are summariseelow:

SACENEIRS I ETEM Tools forcreating the external walls of individual gallg
spaces, setting ceiling height and apply floor coverin

WWEIS

Inserts Tools forcreating doorways, windows and hole insert]
in walls

Tools Tools foiimporting floor plans, setting drawing scale
and setting gallery realvorld position

Tools fouilding internal walls

TheExternal Shapdab

Add Space Remove

Ceiling Height:| 300 |cm

Add Space Create a new space or add another to the current by

Remove Remove the selected space

Floaring

(o-TI[[ s (-1 s 18 Set theceiling height (in cinfor the currently selected
space

Wood Light

Flooring Change the floor covering for the selected space fro
the preset list.

Pamuet Wood

Parquet Wood Light

TheWallsTab

Create Createaninternal wall

Detach Detach a section of wial

Split Split a wall into twaequal sections

Create Detach Spit Delete

Height [ 300 Jom  widt[ 15 _Jom Delete Delete the selected wall
Height Set the wall height

Width Set the wall thickness




The Tools Tab

i Tools.

wiasie:[ 1 Jon  Snep [

Location Information

Time: ;=%
1

Time zone: .:D:
10
Latitude .:D:.

-28

Longilude

orfentation: [ ]

[ Plan View H Preview View l

Display wall codes: [ |

Selected wall code: |

The Inserts Tab

Load Plans | Display Plans: [v/]

Load Plans ‘ Load gallery floor plangmage file)

BIEYJEVAREREIM Show or hide the plan in the Build area

Grid Size

Set thesize of the grid squares and snapping

Snap

Turn snapping o/off when creating walls, placing
inserts etc.

Enter the time zone, latitude, longitude, and
orientation (north) of your gallery

Location
information

Plan View ‘ Switch to Plan View frofreview View (3D mode)

IV AV Switch to Preview view (3D mode) from Plan View
Display Wall Show or hide the wall codes
Codes

SO RAWEM Shows the code of the currently selected wall
Code

Add Insert Add aninsert in a wall

Remove Remove an insert from a wall

Type Select between, Window, Door Way, Hole or fixed d
(Closed doonysing the dropdown menu

Width Setthe width of the insert (in cjn

Height Set Height of the insert (in gm

Full Height Checkbox for full floor to ceiling insert




Build

External Shape

Inserts

Type:!Wmduw

|
r ) r )
width: |150 lem  Helght: {100 jom

Full Height: [
—

Distance From Floor: {120 }‘cm

Repeat Horizontal:|1 1

RepeatVertical: |1

DS Elle=-N= e Distance of the bottom of the insert from the floor
Floor

Repeat Input the number of horizontal sections in the insert

Horizontal

SETEEVAVAE 1N Input the number of vertical sections in timsert




Keyboard functions and Navigating

There are a number of methods fmteracting andmoving around inside the Ortelpace Builder. A
combination of keystrokes and mouBenctionscan be used to navigate.

Plan View Mode
There are only two mouse functions needed to use and navigate in Plan View modelldwiagtable
summarizes these functions.

1 Left Mouse Button(LMB) ¢ This button ighe
action button. You can use it to select/move wal
andcomplete input actions such as check baxes

1 Middle Mouse Button(MMB) - The middle mouse
button is used to pan around the work space. Cl
and hold the MMB and move your mouse to Par

T Thescroll wheelcan be used for zooming in and
out in Plan View.

Preview (3D) Mode

Keyboard functions (Directional Keys)
Both the arrow keys and the W,S,A,D keys can be used as directional keys to move around the
environment.

t Arrow keys allow the following movement:
Forward (Up arrow, Backwards (Down Arrow), Left (fetiw) and Right

N A B (Right Arrow)

w W,S,A,Dkeys allow the following movement:
| Forward WV key), BackwardsSKey), LeftA Key) and RighQ(Key)
ol

Mouse Functions$electing objectslooking around)
The mouse buttons serve various functions.




1 Left Mouse Button(LMB) ¢ This button ighe
action button. You can use it to seléubve walls,
andcomplete input actions such as check baxes

1 Right Mouse ButtonfRMB ¢ This button is used
to rotate about the3D previewenvironment. Hold
the RMBdown and then move your mouse
sideways to rotate about. Use this in combinatio
with the direction keys to move freely around the
environment. For example, you can simply use t
forward and backward directional keys to move
those directons whileholding down theRMBto
steer.

Note: This is a very effective and efficient way to
navigate the 3D environment.

Hint: You can travel faster through the 3D environme
by holding down the 'SHIFT' key while moving.

Moving andTurning

Use either thearrow keysor the W,SA,D keys to move forward, backwards or pan sidewa&igk and
hold downthe RMB in combination with the directional keys to turn corners and look aroLimel figure
below demonstrates moving forward in the 3D environment while using thesado steer.

Hold down either the Up Arrow key or the W and Hold down the Right Mouse Button while
key moving the mouse sideways
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Importing Floor Plans
To import a floor plan go to th@bolstab.

i : l — m' 1. dick the Load Plarishutton.
2. The'Plans' window will appear.
g = ey 3. To Load a plan click thleoad Plan Imagdédoutton.
% e 4, Navigate to the folder containing your plan image (.jpg

‘ format) and select ibr use the example floor plan

f‘ Gallery 2 Example Gallery Floor Plan p r OVI d e d
§ N
— : . ® 5. Once the plan has been loaded, it can be scaled to the
correct realworld size ready for building.
6. To scale the plan to the correct reabrld size click the
'Set Scaldutton.
7. Position the mo (\ _— [
. use W a (== cursor over the start point
for your scale ‘ o measurement and click with
the LMB to place your | |} o first point.

8. Move your mouse

red line will be drawn).

G4

pointer to the next point (a

Click on the engloint with your LMB

Enter the distance (in cm) in the Distance input box.

11. When you are finished click th&K button.

The plan of the gallery will now appear in the wqrése.

Note: You do not need a plan to create a gallery. You can build a gallery without the use of a floor plan.
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Building a Gallery
The first step in creating a gallery space is to create the individual sfaces.this go to theExternal
Shapeétab.

1.

2.

3.

6.

Click on the 'Add Space' button.

Your cursor will change to a crosshair.

Click with the LMB on the first point where you want to start the external wall.
Move your cursor to the next point and click with the LMB to add the next point.

Trace your wayraund the first gallery space and finish the space by pressing 'Enter' on your
keyboard.

The sequence below shows this process for creating the first space n the example file.

Note. If you do not want to complete the space simply press the 'Escape’ k@uokeyboard to abort
the drawing operation.




































