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END USER LICENSE AGREEMENT

IMPORTANT: Please read the terms of the following End User License Agreement (“Agreement”) carefully.
IDX is a brand of IMSI/Design, LLC. This Agreement is between you and IMSI/Design, LLC (“IMSI”). By
installing or using the IDX software accompanying this Agreement, or any portion thereof, you are agreeing
to be bound by the following terms and conditions. If you do not agree with the terms and conditions of this
Agreement, you should promptly remove the Software from your system. If you do agree with the terms
and conditions, please retain this Agreement for future reference.

Article 1: License Grant

The IMSI software accompanying this Agreement ("Software") is the intellectual property of IMSI and its
licensors, and is protected by state and federal law, including United States copyright laws and international
treaties. The Software is made available to you for your personal use only. IMSI grants to you a personal,
worldwide, royalty-free, non-assignable, and non-exclusive license to use the object code of the Software on a
single machine and to make a single copy of the Software for backup purposes only.

Article 2: Restrictions

You acknowledge and agree that the Software contains copyrighted material, trade secrets, and other
proprietary material, and that IMSI owns all right, title and interest in and to the Software, including without
limitation all intellectual property rights therein and thereto. In order to protect them, and except as
permitted by applicable legislation and except as expressly provided for in this Agreement, you may not, and
will not permit any third party to, copy, modify, create a derivative work of, reverse engineer, decompile or
otherwise attempt to extract the source code of the Software, or transfer this Software. You may also not
network, rent, lend, loan, distribute or electronically transmit the Software from one computer to another or
over a network. You may not sub-license, assign, or transfer the license or the Software except as expressly
provided in this Agreement. Any attempt otherwise to sub-license, assign, or transfer any of the rights, duties,
or obligations hereunder is void.

Article 3: Functionality Limitations Warning

COMPUTER-AIDED DESIGN SOFTWARE AND OTHER TECHNICAL SOFTWARE SUCH AS THIS (“THE
SOFTWARE”), ARE INTENDED TO HELP YOU WITH DESIGN AND IS NOT TO BE USED AS A SUBSTITUTE FOR
INDEPENDENT DESIGN ANALYSIS, ESTIMATION OR TESTING OF PRODUCT STRESS, SAFETY AND UTILITY.
BECAUSE OF THE LARGE NUMBER AND VARIETY OF POSSIBLE APPLICATIONS FOR THE SOFTWARE, THE
SOFTWARE HAS NOT BEEN TESTED IN ALL SITUATIONS UNDER WHICH IT MAY BE USED. IMSI SHALL NOT BE
LIABLE IN ANY MANNER WHATSOEVER FOR THE RESULTS OBTAINED THROUGH THE USE OF THE SOFTWARE.
PERSONS USING THE SOFTWARE ARE RESPONSIBLE FOR THE SUPERVISION, MANAGEMENT AND CONTROL
OF THE SOFTWARE INCLUDING, BUT NOT LIMITED TO, THE DETERMINATION OF APPROPRIATE USES FOR
THE SOFTWARE, AND THE SELECTION OF THE SOFTWARE AND OTHER PROGRAMS TO ACHIEVE INTENDED
RESULTS. USERS OF THE SOFTWARE ARE ALSO RESPONSIBLE FOR ESTABLISHING THE ADEQUACY OF
INDEPENDENT PROCEDURES FOR TESTING THE RELIABILITY AND ACCURACY OF ANY PROGRAM OUTPUT,
INCLUDING ALL ITEMS DESIGNED BY USING THE SOFTWARE.

Article 4: Term

This Agreement is effective until terminated. You may terminate the license granted by this Agreement at any
time by destroying the Software together with all copies thereof. Your rights automatically and immediately
terminate without notice from IMSI if you fail to comply with any of the terms and conditions of this
Agreement. You agree, upon such termination of the license for any reason, to delete and destroy the
Software together with all copies thereof.

Article 5: Export Law Assurance




You agree and certify that neither the Software, nor any other technical data, if any, received from IMSI, nor
the direct product(s) thereof, will be exported outside the United States, except as authorized and permitted
by the laws and regulations of the United States. If the Software has been rightfully obtained by you outside of
the United States, you agree that you will not re-export the Software nor any other technical data, if any,
received from IMSI, nor the direct product(s) thereof, except as permitted by the laws and regulations of the
United States and the laws and regulations of the jurisdiction in which you obtained the Software.

Article 6: Government End Users

The Software and any related documentation are deemed “commercial computer software” and “commercial
computer software documentation,” respectively, within the meaning of the applicable civilian and military
Federal acquisition regulations and any supplements thereto. If the user of the Software is an agency,
department, employee, or other entity of the U.S. Government, the use, duplication, release, modification, or
transfer of the Software, including its technical data or manuals, are restricted by the terms and conditions of
this Agreement. Use of the Software is further restricted in accordance with Federal Acquisition Regulation
12.212 for civilian agencies, and Defense Federal Acquisition Regulation Supplement 227.7202 for military
agencies.

Article 7: Disclaimer of Warranties and Limitation on Liability and Damages; Indemnity

YOU UNDERSTAND AND AGREE THAT IMSI IS MAKING NO WARRANTY THAT THE SOFTWARE WILL MEET
YOUR REQUIREMENTS, THAT THE SOFTWARE WILL BE ERROR OR BUG-FREE, REGARDING THE SECURITY,
RELIABILITY OR PERFORMANCE OF THE SOFTWARE, OR THAT ANY ERRORS IN THE SOFTWARE WILL BE
CORRECTED. YOUR USE OF THE SOFTWARE IS AT YOUR SOLE RISK. THE SOFTWARE IS PROVIDED ON AN “AS
I1S” BASIS AND WITHOUT WARRANTY OF ANY KIND. TO THE EXTENT PERMITTED BY LAW, IMSI DISCLAIMS
ALL WARRANTIES AND CONDITIONS OF ANY KIND, WHETHER EXPRESS OR IMPLIED, INCLUDING BUT NOT
LIMITED TO THE IMPLIED WARRANTIES AND CONDITIONS OF MERCHANTABILITY, FITNESS FOR A
PARTICULAR PURPOSE, AND NON-INFRINGEMENT. ANY CONTENT OR MATERIAL DOWNLOADED OR
OTHERWISE OBTAINED THROUGH THE USE OF THE SOTWARE IS DONE AT YOUR OWN DISCRETION AND RISK
AND YOU WILL BE SOLELY RESPONSIBLE FOR ANY DAMAGE TO YOUR COMPUTER SYSTEM OR OTHER DEVICE
OR LOSS OF DATA THAT RESULTS FROM THE DOWNLOAD OF ANY SUCH CONTENT OR MATERIAL. YOU CAN
RECOVER FROM IMSI AND ITS SUPPLIERS ONLY DIRECT DAMAGES UP TO THE AMOUNT YOU PAID FOR THE
SOFTWARE. YOU CANNOT RECOVER ANY OTHER DAMAGES, INCLUDING CONSEQUENTIAL, LOST PROFITS,
SPECIAL, INDIRECT OR INCIDENTAL DAMAGES. This limitation applies to, among other things, claims for
breach of contract, breach of warranty, guarantee or condition, strict liability, negligence, or other tort to the
extent permitted by law, even if repair, replacement or a refund for the software does not fully compensate
you for any losses, or IMSI knew or should have known about the possibility of the damages. Nothing in this
Agreement is intended to exclude or limit any condition, warranty, right or liability which may not be lawfully
excluded or limited. Some jurisdictions do not allow the exclusion of certain warranties or conditions or the
limitation or exclusion of liability for loss or damage caused by negligence, breach of contract or breach of
implied terms, or incidental or consequential damages. Therefore, only those above limitations which are
lawful in your jurisdiction will apply to you, and IMSI’s liability will be limited to the maximum extent
permitted by law. You agree to hold harmless and indemnify IMSI and its affiliates, officers, agents, and
employees from and against any claim, suit, or action arising from or in any way related to your use of the
Software or your violation of the terms and conditions of this Agreement, including any liability or expense
arising from all claims, losses, damages, suits, judgments, litigation costs and attorneys’ fees, of every kind and
nature. In any such event, IMSI will provide you with written notice of such claim, suit, or action which comes
to its attention.

Article 8: Product Serial Number and Required Activation

Many of the software programs IMSI produces contain a serial number and activation system designed, in
part, to prevent unlicensed or illegal use of the software. If this Software contains such a system, you agree
that IMSI may use these measures to protect IMSI against software piracy and other lawful purposes. Software
using this system may contain technology that limits the ability to install and uninstall the software on a
computer to not more than a finite number of times for a finite number of computers. Software containing




this technology requires activation as further set forth in the installation program of the software. The
software using this system will operate for only a finite period of time prior to activation by you. During
activation, you will be asked to provide your unique product serial number, which is provided with the
software, to verify the authenticity of the software. If you do not complete the activation within the finite
period of time as prompted by the software, the software will cease to function until activation is complete,
which will restore software functionality. In the event that you are not able to activate the software over the
Internet, you may contact IMSI Customer Service to complete the activation process, using the information
provided by IMSI during activation, or as may be set forth in the documentation accompanying the software.
Information collected by IMSI in connection with your use of the Software may be stored and processed
wherever IMSI or its agents maintain facilities. Accordingly, by using the Software you consent to any transfer
of such information outside your country. You acknowledge and agree that IMSI may access, preserve, and
disclose your account information if required to do so by law or in a good faith belief that such access,
preservation, or disclosure is reasonably necessary to: satisfy any applicable law, regulation, legal process, or
governmental request; enforce the terms and conditions of this Agreement; detect, prevent, or otherwise
address fraud, security or technical issues; respond to user support requests; or protect the rights, property,
or safety of IMSI and the public. IMSI will not be responsible or liable for the exercise or non-exercise of rights
under this Agreement.

Article 9: General

This Agreement will be governed by the laws of the State of California, without regard to its conflict of law
provisions, and you and IMSI agree to submit to the personal and exclusive jurisdiction of the courts located
within the county of San Francisco, California. This License constitutes the entire agreement between the
parties with respect to the use of the Software and the related documentation, and supersedes all prior or
contemporaneous understandings or agreements, written or oral, regarding such subject matter. No
amendment to or modification of this License will be binding unless in writing and signed by a duly authorized
representative of IMSI. The failure of IMSI to exercise or enforce any right or provision of this Agreement shall
not constitute a waiver of such right or provision. If any provision of this Agreement is found by a court of
competent jurisdiction to be invalid, the parties nevertheless agree that the court should endeavor to give
effect to the parties’ intentions as reflected in the provision, and the other provisions of this Agreement shall
remain in full force and effect. The provisions of Articles 2, 3, 5, 6, 7, 8, and 9 shall survive any termination or
expiration of this Agreement.
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INTRODUCTION

IDX Renditioner and IDX Renditioner Express Free are plug-in applications for Google
SketchUp and Google SketchUp Pro versions 6 and 7 that produce photorealistic images of
the SketchUp model. IDX Renditioner is powered by the LightWorks rendering engine and
combines physically accurate rendering with ease of use. The first time user can get
excellent results using the default SketchUp material and lighting properties with no
knowledge of rendering concepts. Even more realism can be achieved by adding IDX
Renditioner lights, material finishes, modifying the background environment, and adjusting
the balance of natural and artificial lighting.

IDX Renditioner and IDX Renditioner Express versions function in exactly the same manner
with a few performance and content differences. The differences between the products
include:

Maximum Image Size:

e |IDX Renditioner creates renderings up to a maximum 16 Megapixels (4096 X 4096
pixels), more than 50 times larger than Express Free renderings. This large size
produces greater quality and is particularly necessary for printed presentations.

e |IDX Renditioner Express Free creates renderings < 1 Megapixel (640 X 480 pixels).

Performance:

e |DX Renditioner supports multithreading. If the computer CPU has multiple cores IDX
Renditioner uses those cores independently during rendering. This produces
significant performance increases and faster renderings, particularly necessary with
the large image sizes it can produce.

e |IDX Renditioner Express Free does not support multithreading.

Differences between the PC and Mac versions include:

® The Mac version rendering window includes zoom functionality to see the entire
rendering regardless of image size.

® The PC version allows for installation in both SketchUp versions 6 and 7 during the
same installation. The Mac version requires the installer be run once for each
version.




INSTALLATION

IDX Renditioner requires Google SketchUp or Google SketchUp Pro version 6, version 7, or
both to be installed before installation.

INSTALLING IDX RENDITIONER

INSTALLING ON WINDOWS PC

1.
2.
3.

No v e

Locate the downloaded file (.zip or .exe format) and if a .zip file extract the files.
Locate the application file (.exe).

If you have a version of IDX Renditioner, or TurboSketch Studio installed on the
target computer, go to the START menu, select Control Panel and Uninstall, or
Remove, the previously installed applications.

Double click on the EXE file.

Once the Installer is running you will see an installation wizard screen.

Click Install IDX Renditioner.

Follow the steps of the installation, which require you to enter a Serial Number.
During this process the installer will look for all eligible versions of SketchUp (6
and/or 7) on the PC and provide an option to install in either one or both versions. If
you do not see the SketchUp version in which you want IDX Renditioner to install
skip to the troubleshooting comments below.

When done, run SketchUp and look for a new toolbar with three red balls and press
one to start a render. An activation window should appear.

In the product activation window enter the Activation Code that came with your
serial number, or, if you do not have an Activation Code follow the instructions on
screen to get one online.

Troubleshooting tips for Windows installation:

IDX Renditioner looks for and uses certain files in the SketchUp installation. They
are in the SketchUp Plugins folder and are Examples.rb and Utilities.rb (and their
corresponding directories). If it does not see these files it may have a problem
during installation. To check for these files, use Windows Explorer, or MyComputer
from the START menu, then navigate to:
c://ProgramFiles/Google/GoogleSketchUp#/Plugins (with # being the version 6 or 7).
If those files are not in the directory, either reinstall SketchUp, or if you have access
to another SketchUp installation copy these files to this folder.

On a 64-bit operating system look for the above files in the program files folder for
32-bit applications. Additional administrator permissions and read/write access may
need to be ensured if there are installation problems.



INSTALLING ON MACINTOSH

1. Locate the downloaded file (.mpkg or .dmg format).

2. Double click on the file and follow instructions to extract the installers for Google
SketchUp 6 and Google SketchUp 7.

3. Double click on the installation file (.dmg) for the version of SketchUp in which you
want IDX Renditioner to be installed.

4. Follow the instructions on screen.

5. When done, run that version of SketchUp. The product installs by default in trial
mode. A window for the license manager appears. Run the license manager to
enter the serial number to extend a trial (button on the right), or to enter a
purchased serial number and activation code (button on the left).

6. A new toolbar should appear in SketchUp with three red balls for the different
rendering modes.




QUICK START

RENDERING (QUICK START)

For a short introductory video to IDX Renditioner visit www.IDX-Renditioner.com and select
the option for Renditioner Videos. In a few minutes you will learn how to apply material
textures, add a background image, and add artificial lights.

After installing IDX Renditioner Express Free you will see a new toolbar within SketchUp.

€06 BEHA

NOTE: It is considered best practice to always save your model and any changes before
you render.

To produce a photorealistic render of the current SketchUp model, click one of the 3 red
render buttons. The default behavior for each is as follows:

Preview Render — a fast render with simple lighting.

Standard Render — a higher quality render with more accurate lighting, and anti-
aliasing turned on to reduce jagged edges.

Q Presentation Render — final quality render with higher quality lighting accuracy.

If the image quality isn't what you expected then you can configure the render settings by

clicking the IDX Renditioner Render Settings button HT on the IDX Renditioner toolbar.
Scene Size and Lighting Characteristics can have an immediate impact on the quality (but
can have the greatest impact on render time. If the next render takes longer, keep reading
this guide.

NOTE: The larger you make the final image the greater the quality and time difference will
be between levels of rendering. IDX Renditioner Express Free, with much smaller image
size than IDX Renditioner, will not produce as high a quality of image. This results from
the fact that with small images there is a reduced set of pixels to which light bounces can
be mapped.

10



http://www.idx-renditioner.com/

LIGHTING (QUICK START)

IDX Renditioner uses the location of the sun in your SketchUp model for natural
#  lighting. You can add light fixtures to the model from the IDX Renditioner Lights folder
in the SketchUp Components Window. These components have pre-set light attributes.
Right click on a light component and select IDX Renditioner Light Attributes to change its
settings.

Click the Lighting button on the IDX Renditioner toolbar to switch Natural Lighting (from the
sun) or Artificial Lighting (Component Lights) on and off, or change other settings like the
type of sunlight. The Natural Lighting slider acts like a balance when both natural and
artificial lights are in a scene. With only Natural Lighting, increasing brightness (sliding to
the left) of natural light will increase the contrast and the shadows will be darker.

NOTE: The IDX Renditioner user forums may have additional light fixtures for
downloading and use. You may also share fixtures you create with others. The forums
are located at http://forums.idx-design.com.

MATERIALS (QUICK START)

IDX Renditioner uses SketchUp materials and any changes made using the SketchUp
Material Editor. Renditioner also automatically creates a bump map for a texture based on
the light and dark areas of the bitmap. You can add realistic finishes, such as Mirror or
Polished, by selecting any face, group, or component with the material you want to modify,
opening the SketchUp context menu (right clicking), and selecting IDX Renditioner Material,
then select the material you wish to edit (from the front and back side of the face). Any
change to a material is made to ALL instances of the selected material, not just the face
upon which you clicked.

IDX Renditioner supports materials applied to groups and components, including dynamic
components (SU7). But if a material is applied at the group or component level, then you
must right click at the group level to get the IDX Renditioner Material attributes for that
material, rather than selecting the face itself.

ENVIRONMENT (QUICK START)

g IDX Renditioner automatically configures the background to suit the lighting setup, but
~ you can override the default environment by clicking the IDX Renditioner
Environment button on the IDX Renditioner toolbar and changing the settings.

11



http://forums.idx-design.com/

IDX RENDITIONER OVERVIEW

Photorealistic rendering is primarily concerned with how light interacts with the model. IDX
Renditioner uses a combination of natural and artificial light sources and material attributes
to add photorealistic effects.

For realistic images it is necessary to include ambient lighting from the sky, direct sunlight,
light from light fixture components, and light bounced off the surfaces of the model.

IDX Renditioner approximates realistic daylight based on the location of the sun in SketchUp
plus a choice of lighting conditions. By default the color of the background is automatically
adjusted to suit the light settings.

For night scenes you need to add only IDX Renditioner lights from the IDX Renditioner
folder of the SketchUp component library and the software will automatically calculate the
lighting within the scene.

IDX Renditioner can create very realistic images using the standard color and texture
material descriptions in SketchUp, but for added realism you can add surface finishes such
as polished, metallic, plastic, or mirror; fine tune the reflectance using a slider that is graded
for each finish; and you can adjust the “Bumpiness” of finishes to make it anywhere from
smooth to rough.

IDX RENDITIONER TOOLBAR

After installing IDX Renditioner you will see an additional toolbar:

€00 & BEHE

IDX RENDITIONER PREVIEW RENDER

This opens the render window and performs a fast render, typically used to check
material and light settings before performing a higher quality render. By default the Preview
Render mode uses the fast lighting and low image quality to give you an initial idea of the
light levels and material finishes, but you can configure this mode using the Render Settings
window.

Anti-aliasing is performed on materials, but not geometry. This means that the edge of a
wall might be rough and jagged, but the line in a brick material’s texture will appear
straight. Render times will depend on the model size and lighting setup, but for Preview
Mode you would expect to measure times in seconds.

12




IDX RENDITIONER STANDARD RENDER

&| This opens the render window if not already visible, and performs a relatively quick
render. Used for reasonable quality renders with accurate lighting to review how the design
or model is progressing. Anti-aliasing is performed on materials and geometry for smoother
edges. Again the quality and accuracy can be controlled via the Render Settings window.
Render times typically measured in minutes.

IDX RENDITIONER PRESENTATION RENDER

m This opens the render window if not already visible, and performs an on-screen
render. This mode is typically used for final presentation quality renders with render times
sometimes measured in hours, although with IDX Renditioner Express Free the smaller
image size makes this unlikely. Again the quality and accuracy can be controlled via the
Render Settings window.

SAVE RENDERING

This button is used to save a copy of the render. You have a choice of the following file
formats on the PC version: JPG (jpeg), TIFF, TGA, or BMP. The Mac version includes
JPG(jpeg), TIFF, BMP, and PNG.

IDX RENDITIONER LIGHTING

M This opens the IDX Renditioner Lighting window, from which you can choose between
natural and artificial lighting, specify lighting conditions, and more.

IDX RENDITIONER ENVIRONMENT

This opens the IDX Renditioner Environment window, used for configuring rendering
environment specifically the background.

IDX RENDITIONER IMAGE CONTROLS

B This opens the Image Controls window, used to set the size of the image.

IDX RENDITIONER RENDER SETTINGS

This opens the Render Settings window, used to control the quality and accuracy of the
various render modes.

IDX RENDITIONER USER GUIDE

This opens this IDX Renditioner User Guide as a PDF to assist you in using the program.

13




RENDER WINDOW

Rendering Complete 100% 2565 [ Stop J

T
| ! Time
Stage Progress (in Seconds) Stop Button

Above is an example of the PC version of the IDX Renditioner render window that appears
the first time you click one of the render buttons. You can resize the window by dragging
the corners, or via the Image Controls window. The render window will always open to %
the height, and % the width of the SketchUp window (unless using the Free version of IDX
Renditioner Express and if one of those dimensions would exceed the maximum size of 640
x 480 for that version of the product).

The IDX Renditioner window for the Macintosh includes additional buttons along the top
that allow you to zoom in/out or fit the rendered image into the view window. The last
option is useful when the Image Controls have been used to set an image size larger than
the screen. These buttons are for viewing only and have no impact on an output file.

14




RENDERING PHASES
The status bar includes a progress bar and displays the percent progress, the current phase,
and the elapsed time of the current render. Phases include:

e Loading Model

e Bouncing Light (accurate lighting of interiors/dark scenes only) make use of light
bouncing off of surrounding surfaces.

 Gathering Light (accurate lighting only)
e Adjusting Image Levels
e Rendering

e Rendering Complete

RENDER DATA

The Progress percentage is relative to the steps involved in rendering, not to the total
rendering time. The time for rendering varies depending on several factors including: the
complexity of the geometry, the size of the model, lighting controls, and other factors not
the least of which is the CPU power of the PC and whether other applications are running
and competing for computer resources. Therefore total rendering time can not be
accurately predicted ahead of time.

LIGHTING

IDX Renditioner includes both natural lighting from the sun and sky, and artificial lighting
from light fixtures introduced into the model as special components. The IDX Renditioner
Lighting window allows the user to select either natural lighting or artificial lighting or both
together.

IDX Renditioner Lighting - IDX Renditioner Ijghti_ -
| Matural Lighting [ Artificial Lighting | Matural Lighting Artificial Lighting
| |
Lighting Balance - i Lighting Balance - M
Eiright Dim Bright Dim
Lighting Corditiors | Clear Sky | Lighting Conditions | Clear Sky - |
COrverride Sketchlp Sun Override SketchUp Sun
Elewation ’ ; Elevation ’ i
Lo High Low High
Crientation r i Orientation r M
M E 5 W M M E 5 W M
[ Ok ] [ Cancel [ QK ] [ Cancel ]
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NATURAL LIGHTING

With natural lighting IDX Renditioner automatically uses the location of the sun in your
SketchUp model to determine exterior lighting. If the Natural Lighting check-box is marked
in the lighting dialog natural lighting will be used during rendering.

NATURAL LIGHTING BRIGHTNESS
The Natural Lighting slider controls the brightness of the natural (sun/moon) light.

If the Natural Lighting slider is set all the way to Dim the natural light will be very weak, and
artificial (component) lights will appear relatively bright.

If the Natural Lighting slider is set to Bright the natural light will be very intense, and
artificial (component) lights will appear relatively to be weak or off.

If only Natural Lights are on, or there are no artificial lights in the model, the slider will not
have a significant effect because of image tone mapping. Tone mapping adjusts the image
exposure, much like a fully automatic camera. That said, the brighter the setting, the
stronger the light before tone mapping adjustments, and therefore the darker the shadows
become and the stronger the contrast. This last point can produce almost the opposite of
the intended effect in some circumstances.

LIGHTING CONDITIONS
By default IDX Renditioner assumes a clear sky with no clouds. You can choose from a list of
Lighting Conditions to alter this effect.

16




Matural Lighting Artificial Lighting

Lighting Balance - I
Bright Dim

Lighting Conditions ‘ﬂear Sky "

Override SketchUp Sun Hazy

Cloudy
_ Overcast

Elevation Twilight - Clear

Twilight - Hazy
_ ) Twilight - Cloudy

Orientation Twilight - Overcast
Might - Full Moon
Might - Half Moon
Might - Overcast

RESET SO

These options modify the color and brightness of both direct sunlight and reflected light
from the sky. They can also be used to control the background color (see Environment
Setting) which is used for that reflected “sky” light. Different settings also impact how hard
or soft are the shadows and can modify the tone of colors when rendered.

Using Hazy can produce more glare and reflection brightening some aspects of a scene.
Cloudy produces softer shadows than Clear Sky and Hazy. Twilight settings use a warmer
color for the sun, similar to a photographer’s “good light,” but the intensity is also lower,
and the slider may need to be moved to the left. Night renders have soft moonlighting,
except when there are artificial lights, which tend to wash out the subtle details. For darker
renders, large image sizes are recommended.

*NOTE: IDX Renditioner uses the location of the SketchUp sun as the position of the moon.
Using the Override SketchUp Sun settings you can also precisely locate the moonlight.
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|OVERRIDE SKETCHUP SUN POSITION

You can choose to override the SketchUp Sun Position. You can then specify the Azimuth
(the orientation of the sun clockwise from the SketchUp green axis (North [N], South [S],

East [E], West [W]), and the Altitude (the angle between the sun and the ground) High or
Low. This allows you to more easily position the sun.

Sun in the West Sun in the East

Sun in the South

Sun in the North

Sun Override Positions

SUN RESET

If you have changed the position of the sun using Sun Override option, you can use the Sun
Reset button to set the elevation and orientation, allowing for incremental changes from
the existing position. This functionality does not change your sun settings in the model.
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ARTIFICIAL LIGHTING

IDX Renditioner includes a library of light fixtures available via the SketchUp Components
window (IDX Renditioner Lights). These lights can be turned off for daylight images and
turned on again for night-time. Refer to SketchUp's documentation to learn more about

components. Additional light components may be available at the user forums:

http://forums.idx-design.com.

Components 1@
‘O [ o
\J ’

Select |edit | Statistcs |
g2 v| f ||| Google Pl

IDX Cellmg Light #01

by
Round chrome colored ceiling light, inclcudes 1DX spotlight, defautt of
1200 lumens, white light, medium cone. www.IDX-Renditioner.com

IDX Ceiling Light #02

by Linknow
' ’ Shell shaped off white ceiling light, includes IDX point light with default
\_J 100W, 1600 lumen, wam light. www.IDX-Renditioner.com

IDX Ceulmg Light #03
| by
| White plastlc ceiling light, includes IDX point light with defautt of
Flourescent 27W, 1750 lumen, emits a wam off-white light. www.ID...

IDX Celllng Light #04

{ , | by Unk
O Tlanslucem glass covered ceiling light includes IDX point light with
; default 100W Incandescent, 1600 lumen, wam light. www.IDX-Ren...

Components @
| o
=
Select | Edit | statistics |
Qv. P '3’
[} O O ~— =
u C | =
H IMAENLINS
NMrEEI=cIc
=<

LIGHT LEVELS

IDX Renditioner uses physically based lighting and automatically adjust the light levels in a

similar way to the human eye.

When natural and artificial lighting are used at the same time, the much brighter daylight
will tend to hide the contribution of the Artificial Lighting. Dimming the natural lighting can
create balanced effects that can make compelling scene.
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IDX RENDITIONER LIGHTS

USING IDX RENDITIONER LIGHTS

IDX Renditioner provides a library of light fixtures that are available via the standard
SketchUp Components window. Select the light fixture that suits your requirements and
place it in the model using standard SketchUp commands. The light fixture will glue to walls,
floors, or ceilings as appropriate.

You can mix Natural and Artificial Lighting but bright sunlight will tend to wash out the
effects of the much lower powered Component Lights unless you balance natural and
artificial lighting.

You can set the Light Attributes by selecting the component and using the SketchUp context
menu (right click on the component or the component name in Outliner).

Entity Info

Erase Delete
Hide

Lock

Edit Component

Make Unique

Explode

Unglue
Reload

Save Az

Change Axes
Reset Scale
Reset Skew

Scale Definition

Intersect 4
Flip Aleng »
Soften/Smuooth Edges

Zoom Extents

DX Renditioner Matenial

ID¥ Renditioner Light Attributes

Then select the IDX Renditioner Light Attributes option.
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The following window is displayed (settings vary for different lights):

5 1
IDX Renditioner Light Attributes .

Dimmer Switch B
Off on

Light Type Paint Light -
0 -

Power Spotligh

Incandescent 15w
Incandescent 25w
Incandescent 40w
Incandescent 0w
Incandescent 100w
Incandescent 150w
Incandescent 200w
Halogen 20w {Spot)
Halogen 35w {Spot)
Halogen 50w (Spot)
Halogen 75w {Spot)
Flourescent 14w
Flourescent 27w
Flourescent 42w
Flourescent 14w (Spot)
Flourescent 27w {Spot)
Flourescent 42w {Spot)

FL - Cool White 14w

FL - Cool White 27w

FL - Cool White 42w

FL - Cool White 14w (Spot)
FL - Cool White 27w (spot)
FL - Cool White 42w (Spot)
FL - Full Spectrum 14w

FL - Full Spectrum 27w

FL - Full Spectrum 42w

FL - Full Spectrum 14w (Spot)
FL - Full Spectrum 27w (Spot) &

Calor

Com—

m

If the Component contains more than one IDX Renditioner Light then only the Dimmer
Switch option is enabled. You may edit those lights only by accessing the subcomponent
and opening this dialog for each unique light. If the Component contains no IDX Renditioner
Lights then the Light Type is “None” and the controls are disabled.

Double-clicking on the Color box will open the Color dialog. This will allow you to select a
color for the light emitted by the fixture, and it determines the “glow” of the actual light
component, for example a bulb within a fixture.

CREATING LIGHT COMPONENTS

You can add IDX Renditioner Light Attributes to any SketchUp Component, including
dynamic components, by selecting it and choosing the IDX Renditioner Light Attributes
option from the SketchUp context menu (right click).

First choose a Light Type from the drop down list, this controls how light is emitted.

Point lights emit light in all directions and Spot lights define a cone of light in the direction
of the component’s Blue Axis. Both Point and Spot lights emanate from the origin of the
component. The origin is the point where the green, red, and blue axes meet.

NOTE: By default a component’s Blue axis points upward. If you use the default
orientation when creating a spotlight it will point upward.
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The Blue axis on this
component is pointing up.
Therefore, if this component is
turned into a spotlight the light
will also point up. Change the
direction of the axis to change
the direction of the light
the component.

\«.\\

NOTE: refer to the SketchUp help documentation to guide you in creating components and
aligning axes.

The Light Type also sets the initial values for the Power and Color of the light, but you can
change these to suit the specific light component as required.

The Dimmer Switch combines with Power to define the actual intensity of the light, and can
be used to temporarily switch the light off.

To remove the IDX Renditioner Light attributes from a component set the light type to
“None”.

Note that the Power parameter represents the total output from the light measured in
lumens. A Spot light of the same Power as a Point light will tend to look brighter because all
the light is focused in one direction.

The geometry in Component Lights is automatically set as non-shadow casting and the
material colored to suit the Power and Color of the light so that they appear to glow. When
Artificial Lights are off then the material will no longer glow.

To make a complete light fixture you would typically create one or more components for
the actual lamps (light emitting objects), and then position these within the light fixture
component itself.

NOTE: When you turn a component into a light the entire component becomes the light
source. If you want you could turn a sofa into a light although the light will only emit from
one point, the axis. The best method is to add a sub-component to a light fixture to act as
a light bulb; AND THEN make that sub-component the light source. If the subcomponent is
the light source, context clicking on the parent component, the fixture, still engages the
light attributes dialog for the subcomponent.

Additionally, if you save the component (from the component window’s In Model menu)
the light attributes will not be saved unless the light attributes are in a sub-component.
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If you have a dozen lights that are all the same but want one to emit its light at a different
angle, you must make the component unique. That is true also of the subcomponent.
Simply select the component, right click and select Make Unique. Then double click on the
component to go into edit mode, select the subcomponent and make it unique. Otherwise
every light will have the change you are about to make.

The axis of the component does not affect the location of the geometry, only the direction
and origin of the light. You can set it up outside of the light fixture if you want, or on or
near the surface of the light subcomponent.

On a related note, some components like strip wall lights have subcomponents that are
fixtures, and they have subcomponents that are light emitters. In those cases the light
fixture can be moved, and the subcomponent will move with it.

23




Changing axis can be difficult in SketchUp. See the images below for one example of how to
do it...

A guideline can

also be useful
to accurately
direct light in
a narrow spot.
Use the line, then
delete, or keep it,
~ as a single line
it will not
render.
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IDX RENDITIONER MATERIAL

You are able to extend the standard SketchUp material attributes to enable more
sophisticated surface finishes.

Select a face with the material you would like to modify, and then open the SketchUp
context menu (right click). Any changes you make will change all instances of the material,
not just the selected face. To edit only one instance of a material, make a copy of the
material and assign it to the desired face, then add the material attributes to that instance.

Then choose the IDX Renditioner Material and you will see the following window.

Entity Info IDX Renditioner Material

Eraze Delete
Hide Default Materia [ Stone_Rubble_...

Select b
Area k

Intersect k

Align View
Align Axes Ty

Reverse Faces : -‘

COrient Faces

5 Et Bumpiness
oom bBdents Smooth Rough
Texture ¢ Reverse bumps  []
1D Renditioner Material Reflectance e J T T
Absorbs Reflects
Finish |Matte v
[ oK J [ Cancel ]

The name, color, texture, and opacity arguments are defined in the SketchUp Material
Editor window. IDX Renditioner allows you to define additional attributes, Bumpiness,
Finish, and Reflectance. The reflectance slider allows you to refine the level of reflectance
in the context of the Finish that is applied. Therefore you may have a Polish finish and
refine the level of Polish accordingly. Therefore the slider is not equivalent from finish to
finish, but is always in context with the selected finish.

BUMPINESS

This parameter controls the bumpiness of the surface from ‘smooth' to ‘rough'. IDX
Renditioner generates a bump map from the texture applied. The material finish chosen
can also add an element of bumpiness as well. For solid colors the only bump comes from
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the finish, although by default the bumpiness is set to smooth. For textures the bump

pattern is generated by treating dark parts of the image as indentations, and light parts as
embossed.

Checking the Reverse Bumps option makes indentations (dark) appear as embossed and
embossed areas (light) appear as indentations.

Normal Rough

. e .
e A N

T NS

E".’g \?'F V0

Reverse Rough ﬁg’fs‘ ?ytg‘ ;)}__/
&

)i 7

Smooth
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FINISH

IDX Renditioner includes a set of pre-defined surface finishes that define how light interacts
with the material. The set of finishes available are the following:

Matte

Plastic

Varnished

Polished

Mirror
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Metal (dull)

Metal (Polished)

Glass

Glow

Water

These control the shininess and the reflectivity and also combine with the Bumpiness
control to define how rough the surface appears. Water for example is reflective and has
large scale roughness pattern.
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ENVIRONMENT

Clicking the IDX Renditioner Environment button on the toolbar displays the following
window from which you can define the background to the rendered image.

ID¥ Renditioner Environment

Background
Match Lighting
Sketchidp Colors

ser-defined Colors

Image

()
Sky Color ]

Sk AL Horizon

Ground &k Horizan

Ground Caolar

[ Ok, ] [ Cancel

BACKGROUND

There are several background modes available in IDX Renditioner.

The default mode Match Lighting automatically adjusts the sky and ground colors to suit
the lighting setup. When Natural Lighting is switched off, a night-time background is
selected; otherwise the background matches the Lighting Conditions setting.

The SketchUp Colors option uses the ground and sky colors defined in the edit background
tab of the SketchUp Style window.

The User Defined Colors option allows you to specify colors for the sky, the horizon, and the
ground. Click on any color to open a color-selector dialog.

The Image option uses a bitmap image as the background. The Open File button opens a
File Open dialog with a choice of bitmap file formats. That background image will be
automatically scaled to fit the proportions of the render window.
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IDX Renditicner Environment

IDX Renditioner Envircnment

Background

Match Lighting
SketchUp Colors
User-defined Colors ()

Image (]

Sky Calar

Ground Ak Harizon

|
Sky &t Horizon [
|
|

Ground Color

Background

Match Lighting
SketchUp Colors

User-defined Colors

(‘::l

Image (@]

]
Sy Colr I —

Sky At Horizan

Ground At Horizon

|
|
condclor

IDX Renditioner Environment

IDX Renditioner Environment

Badkground
Match Lighting i
SketchUp Colors i

User-defined Colors ()

Image @

File Name

Background

Match Lighting (@)
SketchUp Colors (@)
User-defined Colors ()
Image Q@

File Name  3.jpg
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IMAGE CONTROLS

Clicking the Image Controls button on the IDX Renditioner toolbar displays the following

window:
IDX Renditioner Image Control

Use Window Size

Width

Height

Fix Aspect Ratio

L OK ] [ Cancel ]

RENDER SIZE

Render size defines the Width and the Height of the rendered image in pixels. If you are
happy with the ratio of height to width but want to adjust the size then you can set the Fix
Aspect Ratio option. By default the window will open in proportion to the current SketchUp
window dimensions at half the width and half the height unless one or both exceeds the
maximum image size of 640 x 480 for IDX Renditioner Express Free.

If the Use Window Size is selected, the other options are disabled. To change the render
size, drag the render window to the dimensions or size you want. Deselect Use Window
Size to enter precise values for the render. The render window will not change size, but
scroll will be added if the image is larger than the window.
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RENDER SETTINGS

Clicking the Render Settings button on the IDX Renditioner toolbar displays the following
window that allows you to modify the default render settings to the particular scene and to
optimize the Image Quality, Lighting Accuracy, and performance.

ID¥ Renditicner Render Settings

Scene Characteristics

Scene Size [Ruum ,]

Lighting Characteristics [Exterinr - ]

Button Settings

Preview ||S13ndard | Presentation

Image Quality [Smndard -

Lighting Accuracy ; i
Fast Accurate

Scene Characteristics can be optimized by considering certain characteristics of the model.
The characteristics may depend on the particular view of the model and the lighting setup.
These characteristics are particularly significant in combination with the Lighting Accuracy
setting. Using the most detailed Scene Size and Lighting Characteristics will have the
greatest impact on render times.
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SCENE SIZE

Use Scene Size to specify the approximate size of the area of interest in the current view of
the model. You can choose from a list of typical scene types (site, building, room, furniture,
large object, or small object) or, if the model is not to scale, select custom and enter the size
yourself, in inches. Note that if your camera is focusing in on the details of a chair within a
room you might prefer to choose large object rather than room. Setting a larger Scene Size
reduces the number of bounces off of each surface in the model, increasing the speed of
rendering. For larger scene sizes you may find that using Site or Building will improve the
render quality, so choose the size appropriate to your scene.

Scene Characteristics

Scene Size [F‘.oom ,]

Site

Eiuilu:lini

- - Large Object
Lighting Characteristics small Object

Custom

LIGHTING CHARACTERISTICS

The Lighting Characteristics option is used to help IDX Renditioner decide the precision and
accuracy of the rendering process when calculating the lighting within the scene. For
example, the Interior can be used to turn on the Bouncing Light phase during rendering.

e Exterior — The default and fastest option - doesn't do the Bouncing Light phase.
(see rendering phases)

e Interior — Use for models that have dark areas that are not lit directly by light
sources - it switches on additional Bouncing Light functionality beyond that done in
Standard and Presentation renders, but may noticeably increase render times.

e Studio — Typically used for a single objects in the middle of the scene where you
want to pick out more detail - it uses a higher number of light bounces and a higher
resolution for surfaces, and uses the Bouncing Light phase. Using the studio setting
can result in long to very long render times.

Scene Characteristics

Scene Size Ip_mm - I
393 | jn
Lighting Characteristics | Exterior -

Interior
Studio
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RENDER MODES

You can control the settings of the three render buttons on the toolbar.

e Preview Render
e Standard Render
e Presentation Render

IDX Renditioner Express Free Render Settings

Scene Characteristics
Scene Size 5
|Room VW
[ lin
Lighting Characteristics fExterior vl
Button Settings
Preview | Standard | Presentation |
Image Quality EStandard bad
Lighting Accuracy J
Fast Accurate
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IMAGE QUALITY

Controls the quality of the image, in particular the level of anti-aliasing used to smooth
jagged edges.

e Lighting Preview — no anti-aliasing or reflections

e Material Preview — anti-aliasing of materials only, not geometry.

e Standard — anti-aliasing of materials and geometry sufficient for most scenes

e High — use for models with highly detailed geometry
Button Settings

Preview Standard Presentation

Image Quality [SEndard "]
o Lighting Prewview
Lighting Accuracy Material Preview
Standard
High

Every increase in the level of image quality will result in progressively greater rendering
time, although with IDX Renditioner Express Free image sizes, even Standard renders should
be quick in most cases.

LIGHTING ACCURACY

The Lighting Accuracy sliders are used to control the accuracy of the light calculations in
particular the accuracy of the more subtle ‘secondary shadows' created by light bouncing
between the surfaces of the model.

Lighting Accuracy (none - slider at far left) -- IDX Renditioner calculates direct light from the
sun and light components and uses simple ambient lights to illuminate parts of the model
that are not lit directly.

Lighting Accuracy (low to high) -- IDX Renditioner calculates light reflected from the sky as
well as direct light from the sun, and also light bouncing between the surfaces of the model.
Increasing Lighting Accuracy will result in increased render times and usually better quality

images. Scenes that have a very small amount of direct lighting, such as dark interiors, will
require high lighting accuracy settings to get good quality images.

35




SAVE RENDERING

The Save Render button on the IDX Renditioner toolbar is used to save a copy of the current
render to a bitmap file. When the button is clicked either the Windows Save dialog opens,
or a Mac Finder window allowing you to name the file and designate the location. The PC
version supports JPEG, TIFF, BMP, and TGA. The Mac version supports JPEG, TIFF, and PNG.

Happy Rendering ©... Share you images, ideas, and knowledge, or
get help from others at http://forums.idx-design.com
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