BRL-CAD to FREECAD
1. Make a model in FREECAD and save the file.[image: ]
2. Select the object and go to export in file tab and export as .obj at the required place.
[image: ]
3. Open cmd and change the directory to the bin directory where the BRL-CAD has been built.
4. Use the obj-g command to change from .obj to .g file. The syntax is as follows:
obj-g <full file name> <full output name> 
[image: ]
5. Open BRL-CAD MGED.
6. Open the .g file.[image: ]
7. Browse and find the .g file to be imported and open it.



8. Draw the object.   
                      [image: ]
9. Render the object using rt command.
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\Users\Chiranjiv\Documents\BRLCAD 7.26.6\bin>obj-g D:\3D\gci\box.obj D:\3D\gci\box.g
art time Sun Dec 15 19:07:46 2019

ELECTED OPTIONS:
Using distance_tolerance (@.000500mm)
Using grouping_option (g) group
Using mode_option (b) native-bot
Using conversion factor (1000.000000)
Using open_bot_type option (s) surface bot
Obj file normals processed
Plot open edges disabled
Verbose messages disabled
Debug messages disabled
Input file name (D:\3D\gci\box.obj)
Output file name (D:\3D\gci\box.g)

BJ FILE CONTENT SUMMARY:

Total number of groups in 0BJ file; numGroups = (1)

Total number of object groups in OBJ file; numObjects = (2)
Total number of material names in 0BJ file; numMaterials = (2)
Total number of texture map names in OBJ file; numTexmaps = (1)
Total number of vertices in 0B) file; numVerts = (8)

Total number of normals in OB file; numNorms = (6)

Total number of texture coordinates in O0BJ file; numTexCoords

(0)
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