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From conceptual 2D and 3D Design to Render and Reports
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Quick Start Guide

One of the first things you may want to do in LD Assistant is

to change the way the menus look.
In the bottom right corner of the

drawing you will find an icon that looks like a small gear.
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Linking the Textures

New in LDAis a dialog to, o
Update Support and Textures | oo -
Files Search Path for textures
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When the dialog opens at the o
bottom of the dialog, click on SR —— ——
Update Support and Textures

Files Search Path for textures. Once you do this you will need to restart

LDA so the program saves the new path. You only have to do this once.

Wire and Cable

After drawing a few polylines as cable runs...
1) Under the production menu look for
and click on Wire/Cable.

2) When the dialog opens, you will click
on No. 2 Create Cable Block from Curves.
3) Click on the polylines to create a cable.

Cable Methods

Salect one task from the following list

+ 1. Create Cable Block as 3D Polyline
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+ 2. Create Cable Block from Curves
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To edit or add data to the Wire/Cable

+ LD Task

1) Under the Lighting menu look for and click on LD Task. = weseue
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From conceptual 2D and 3D Desian to Render
Select one task from the following st

2) When the General Tasks opens, B Gener Tt
look for and click on No. 2 Manage
specific objects data.

3) When the Data Tasks opens, click
on No. 6 Wire and Cable Data.

4) To view and/or edit in a Schedule
and place the data on the drawing.
Under the Lighting menu look for
Schedule, at the fly-out click on
Schedule. Now look for the Cable

[: 1. Insert objects into current drawing
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Schedule and slect the cable and click
OK.
5) The Schedule will show up at the bottom of the drawing.
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Walkthrough View Setup

When you first enter a simulator and try to walk around using (F5) you
may have to set the Camera Zoom factor.

Before entering the walk around mode look for and click on the next to the
last button at the top of the screen, the button is called info.
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Once you enter into the walk around, look at info that is in yellow at the
bottom you will see the Zoom Factor and the Camera Angle.

Now to change the Zoom Factor and the Camera Angle using the WHEEL
on your mouse to make the changes. Pushing forward on the wheel will
zoom the camera out.
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3D Audio

Now you can add 3D Audio to your walkthroughs.
With LD 3D Audio when you walk from one room to
another you will hear a different audio.

Each sound cabinet in your drawing can play a different
audio file attached to it.

To attach an audio file to a sound cabinet you will first
need to do a Quick Focus so you see the cone.

Select the sound cabinet by clicking on it. Now under the
lighting menu click on Focus and when the fly-out opens
click on Quick Focus.

Next under the lighting menu look for Data and then the
fly-out and click on Sound Equipment Data.

Lighting | Visualization  Production
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