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15. To make the larger frame, activate Offset and click
the grill face, somewhere near its outer edges.

16. Create the offset outward.

17. Paint the frame and grill, and pull them up so that the
grill is slightly lower than the frame.

58

18.

19.

20.

21.

Make a component for the window front, again
gluing itto Any face and checking Cut opening. The
component’s cutting plane should be along the back
of the frame.

Use the guide lines as a reference to move the front
component atop the back component.

Erase the guides. Then move the front component up,
using the same distance as the thickness of the back
frame (6 inches, in my case).

Make a component of these two components, gluing
itto Any face. Do not check Cut opening, and set the
component axes and cutting plane along the back of
the front frame.

22. Erase the window.
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9. Use this method to place the four pins at the four If the your image isn’t perfectly aligned, you can
rectangular corners of the door photo. When one pin continue to lift, move, and drag pins until the
is directly above/below/left/right from another pin, a alignment looks right.
dotted line appears, which is very helpful for 12. To keep this image “distortion” (you distort the

accurate positioning.

image to make it look right), right-click and choose
L

Done. (Or click anywhere in the blank space.)

The door fills the rectangle, but the arch portion is
missing.

o e T — I
10. Now drag one of the pins to the closest corner of the
door rectangle on the model.

13. Use Arc to place an arc of any size at the top of the
doorway. Erase the line between the rectangle and
arc, and the image extends into the arc.

e il

11. Do the same for the other three pins, to fit the

rectangular part of the door into the model doorway.
ik P d

14, To_fit the arc to the photo, activate Move. Hover to

pick up a moveable endpoint . . .
e

73



12. The idea behind placing the red and green bars is to
use known axis lines or points, make them as long as
possible, and spaced as far apart as possible. This
helps maximize accuracy. Drag the ends of one of the
red bars so that it spans the bottom of the building. It
often helps to zoom in and out while adjusting the

axes.

13. Place the other red bar parallel to the first, along the
roof ridge.

Chapter 4: Working with Digital Images

15. And place the other green bar between these points
on the gutters:

When the red and green bars are placed correctly, the
blue axis should be vertical.

16. Turnthe model display back on - the origins and axes
match, but the scale relative to the model is incorrect.

93
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8. To complete the main part of the table, we need to 12. Now we will create one table leg. Draw a rectangle to
remove what’s not included. To make tracing easier, create this vertical face.
change the edge color (Styles window, Edit tab,
Edge settings), and trace the rectangle below the
table top and between the vertical supports.

n 13. Go back to the photo’s scene tab, right-click on the
new face, and choose Project Photo. This applies

Pull this rectangle through. the photo only to the new face.

10. The faces that were not painted, or are painted
incorrectly, will be painted a solid color. This color
should be red, but I’m using white so that other
objects will be easier to see. To paint the outer faces
on the other side and back, sample the correctly
painted faces first.

=

11. Make this part of the table into a group. This will
prevent other objects from sticking to it, and will
make it easier to select later.

15. Remove the rest of the vertical face, leaving only the
front face of the table leg.

103
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Like you did with the box, drag corners of the gable
roof. Because snapping is on, the corners highlight
with a double circle when they meet other corners or

edges.

The gable shape appears on the photo, not anchored 17.
to anything yet.

Image 4
16. Here’s an important step: click Toggle Snapping (or
press S), so that you can snap to corners and edges of ' Ty
the box you just finished.
Eha e Spmn chi e fx s LR S NOTE: If you want to scrap a building shape and start over, just

select the shape and press the Delete key. The Undo / Redo
arrows are also extremely useful!

Tir: If your roof isn’t oriented such that it's easy to see, you can
drag it into blank space and move corners in order to rotate the
shape. Then drag corners where they need to go.

18. Adjust the roof in all other views. This should require
less tweaking than the box did.

134
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22. Let’s do one more building- create its basic model ... you get a head-on view of this building.
here, including the sloped roof.

23. Find the Street View image for the front face.The
default view that appears in the Photo Textures
window is not exactly a head-on view.

& |
1 >»B

25. This time when you use Select Region, the shape
you’re matching is not rectangular - it matches the
front face of the house, including its roof.

24. As you may have noticed, your position on the map

can be moved if you want to get a better view. If you
move a little bit to the east . . .
.-.;y - PN = '.-,.'.'." o
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Now you can see into the room on the second floor,
and all of the other planes have returned to the
display.

TIP: If you want to keep certain section planes from being
displayed, you can hide them like any other SketchUp object.
Hidden section planes will not return to the display when you

toggle section plane display; you will need to manually unhide
them.

19. Toggle off the section plane display, and add some
furniture. (The easiest way to find furniture isto do a
quick search in the Components window for the
piece you want, such as “queen bed author:google.”)

20. Toggle section planes back on. Then make a copy of

the horizontal plane you just made, placing it just
below the second floor.

Chapter 7: Sectioning

21. This section plane is not automatically active, so
right-click on it and choose Active Cut. (You can
also activate a section plane by activating Select and
double-clicking the plane.)

™ Entity Info

Erase Delete
Hide

=

Reverse

1

Align Yiew

=

=+

22. Toggle off planes again, and add some more furniture
and a car.

Create Group From Slice

23. When you’re finished, toggle off the section cuts. If
you were to keep going and add more furniture, or
divide the house into more rooms, you could display
all planes and activate the one you need.

161
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2. Onthe 3D Warehouse page that opens, click the
“Download Model” button.
Toy Blocks

Edil » | Boanea: | Shane

Wiews (7 dirys 1]
Dowmnicads {7 days) 1)

Download Model

3.

Click No when asked if you want to open this model
directly in your SketchUp file. Windows: You will
then be asked if you want to open or save the model
- click Open. This will open the model in a new
instance of SketchUp. Mac: Save the file and open it

Open the In Model folder of the Styles window.
There are four styles here; “Base Style” is the one
currently active. We will create a new style that takes
certain properties from each of these four styles.

|~ | Base Skvle
Defaulk calors, Shaded with textures
facestvle, Sky enabled. Brown background
color, 3px profile ines,

select |Ede | mix |

¢l CE} mllnMndel j [?

-~

0 @B,

To see what these styles look like, activate them one
by one. “Company Watermark” has a logo overlay in
the lower right corner, and a grainy overlay
throughout.

in a new instance of SketchUp.

NOTE: The reason not to open this model directly into your

SketchUp model is that it contains styles, and styles are not

included when a model is imported directly into the current
SketchUp file.

The current style has a blue ground plane, no profile
edges, and axes are displayed. The face front color is

white, the back color is blue.

184

NOTE: Watermark styles are covered in “Watermarks and
Backgrounds” on page 188.

6. “Marker with Depth Cue” has marker-like sketchy
edges that become less thick the farther they are from
the camera. No axes are displayed, there is no sky or
ground, and the view is Hidden Line.
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23. Create the “top of stairs” scene.

II Looking at stairsl looking upstairs JREEREIETE
24. Then next scene will be a view from the top of the

stairs into the bedroom. Activate Position Camera
and stand right next to the dog.

Notice that the Eye Height is now 16°-6". This is
because the second floor is 11° off the ground, and
your eye is 5’-6” above that.

Eye Height |15' B"

25. Look around until you see the bedroom.

26. Create the “bedroom” scene.

I Looking at stairsl lnaking upstairsl top of stairs alteleul

238

27. Activate Position Camera and stand between the
bed and bookcase.

28. Look around until you see the desk in the corner, and
create the “office” scene.

I Looking at stailsl looking upstairsl top of stairsl bedroom IS

29. We’ve completed all of the upstairs scenes, so we can

go back down. Activate Walk, hold Shift, and drag
the mouse straight down. Stop when you hit the
ground floor (if you go under the house, move back
up).

—




Outer Shell won’t affect anything that’s not a solid, so the
fireplace and table remain inside. Turns out that dresser
happens to be a solid model so it’s included in the “Outer
Shell” group, but it doesn’t get physically eliminated like
the walls did.

uuthiner £
Fites: | »
[E) Unitled

=i~ 22 <Round Dinette Tables

q F om <lreplses

B CukerSheld

Trim and Subtract

One of the markets that will be best served by the Solid
tools is woodworkers, simplifying the design of joints and
connections. (Same goes for mechanical design.) This
example shows how to make a dovetail joint by using a
cutting tool.

1. Inthe Components window, search for “dovetail
joinery roskes.” Click the thumbnail to bring the
model into your file.

Components |
O ®
% ’

Select |Edit | statistics
E§ :I {at |V|| dowetail joinery roskes |)}|E

Dovetail Joinery

by Bonnie Roskes

Thiz model iz uzed in the Solidz chapter of Google
SketchUp Handz-Or: Adwanced Exercizes, by Bon...

2. Explode the model, which consists of a dovetail
cutter and a 2” x 4” board.

Chapter 11: Solid Tools

Select the entire cutter object and make it a
component. (If you were to make the same joints
repeatedly, you would save this cutter as its own file,
to be imported as a component as needed.) It’s not a
solid component, but it needs to be solid to work with
Trim or Subtract.

|
Compurnent (1 in mudel) a
| e
;o-.wuo.m-
R Cast Shadows
I Rt Shadows

To “solidify” this component, open it for editing and
place a section plane along this face:

Here’s the problem: four small vertical faces
including the one indicated below, which divide the
cutter into five separate volumes.

289
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13. Unhide the windows once again - here is your 15. Rotate and Move it into the corner, and apply some
completed wall. color if you want.

— e
16. The next cabinet is supposed to be 2’ wide so copy
You can continue with this method to add the rest of the 1” cabinet, make it unique, edit it, and move its
the windows and doors around the house, but let’s entire right side one foot to the right. Next to that,
move on to the kitchen. insert two copies of the washer, and one range.

This is where the first cabinet will go. Itisa 12” wide
broom closet.

14. Find and insert the 1’ Cabinet.

Cabinet_T & 17. Next, insert a 2’6” cabinet.

| cabinet 1' - To make this an end cabinet piece,
| just draw on the end.

Select |Edic | statistics

Eelalf B

Cabinet_1* —
by Loy -
] cabinet 1' - To make this ah end cabinet pisce, just

. w on the end.
t_2'6
II by I

H‘ cabinet 2' B - To make thiz an end cabinet piece,
jugt draw on the end.
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There is no single, centralized location to read about and
download plugins, but I’ve listed a few good places to
start. Once you poke around in the plugins community,
you’ll quickly learn where to find the good stuff.

3DVinci Blog

About once a month, schedule permitting, | do a blog
write-up on a plugin I’ve tried out. A typical post shows
where to find the plugin, how to install it, and present a
few examples of how you can use the plugin.

My blog is http://3dvinci.blogspot.com, and the plugins
and features are listed along the top right. (Write-ups
about SketchUp features are also listed here.)

=" Plugins, SketchUp Features,
Etc.

Feature: Measured Guide Line
Feature: Modifying a Push/Pull
Flugin: 30 FDF

Plugin: Caleulating Waolume
Plugin: Component Spray

Plugin: Draw Metal toaols
Plugin: Instant Roof
Flugin: Joint Push Pull
Plugin: JS Mave

Plugin: PathCopy
Flugin: Round Corner
Flugin: Wweld

Plugin: Windowizer

I always appreciate suggestions and recommendations for
future plugin write-ups, so feel free to send me a message
or comment via the blog, or by email:
bonnie@3dvinci.net.

Smustard

The go-to website for SketchUp experts is Smustard:
http://www.smustard.com. (Get it? S-ketchup,
S-mustard?)

Smustard is staffed by very talented programmers who
have been part of the SketchUp community for years, so
their plugins are quite relevant for designers, architects,
engineers, etc. They offer many free plugins, and the rest
are very reasonably priced.

Chapter 14: Additional Resources

On Smustard’s home page, you can search for a specific
script if you know its name, or click “Products” if you
want to browse around. (You can also click “Store” if you
want a Smustard T-shirt.)

Swmustard.cont

™M ghe Companien 19 Skatchlip™

—

Seanch fgr s soepl

Fad Al Certtact

Each script is listed with its price and short description.
Click “More Info” for more detail, and in some cases, to
see a graphic example of what the script does.

Lt v Ay Ul ekt B LY e e e O S b
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Bk ad o 8 e “":"‘I t 4 F .,:\._
e ] LT coun 0 Drrug b ek PR © & 1:"-
B . Fa it R —— -
Bwwwl i ak N—_— s
B vy e - - , =
LR TR W K - wnd piac e Pa " ol T .'
gty ' m-. . ¥ - - -
SketchUcation

Mentioned above as a great resource for tutorials,
SketchUcation (http://sketchucation.com) also provides a
wealth of information about plugins.

On the “Forums” main page, there is a link to a plugins
index:

m The Daily CatchUp

Plugins Index {update 2010-12-14)
% Eoard index « Google SketchUp Community Foruss « Fikgins Forus
| I
lim Plugins Index (update 2010-12-14)
Faritn by i ot FS o 04, 2010 419 pen
i prsp
Fara

Ths i & list of SketchUp pluging which have been posted
an the SketchUcation Pluging Famum,

Operwlieg tywhs o
Abmbhiip wursm -

2
Updated: 2010=12=14 13:11:37 UTC,
Maosl Recent:
= GIFxtractor

s poedeum_texture +bumpmap script 20001211
& ImageAnamator 200100213
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