Blender to BRL-CAD

1. [image: image1.jpg]


Open Blender

2. Use the scale manipulator to flatten and expand the cube so it looks like a tabletop.
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3. Go to the Add menu or use the shortcut Shift+A. Add a cube.
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4. Use the scale manipulator to expand and flatten this cube so it looks like a table leg. Then duplicate this table leg 3 times.
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5. Move the legs of the table so it represents a table.
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6. Select all the legs and the tabletop, and then click joins on the left side of the window under Object.
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7. Go to File on the top left corner and select export. Under the export select obj.
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8. You will get an export window. Name your file test (optional).

9. Once you have named your file click on the Export OBJ button, which can be found in the top right corner, to export your blender file.

[image: image16.png]Fie pdi Render window elp 15 265 Vet Faces 30 Oects 3 | Lomps/1. [ Mo 541 (0.110) | Comra
| T e ann
| s Open. ano

B0 I openpecert..  shirCi0 )

AT ) Recover Last Session

IEE= 5 oo e
-

sve aus
(CF sove ns. shiftCir s
[ & sove oy cutas

EFRTE ) serpreferences..  cirlAltU
o Sweusersatns v
) Load actory Settings

L ) Line iAo
OE g popera stk

otion PR
Calcul

Collada (Defaul) .dae)

Extermal Data Motion Capture ( buh)
e - Stanfor (ply)
f b qui s
foo- st (st)

[ Clear Pat

{vistry 18 3D St (36

Grease pencil Autodesk FBX (fox)

Draw [ uine Wavefiort (.obj)

X3D Extensible 3D (x3¢) Y Time Remapping

@sr B (0 )
¥ AntiAliasing

¥ Translate

Vector.

5 11 16 | mitchellNetra?
@ Fulssmple (- size:1.000 )

Constraint Axis
© » @ sampled Motion Blur

@y » Shading
8z > Performance

(1) Camera
Orertation » Post Processing

©: ol T @ obiectivode ¢ | % % ¢ [ A AIGIRAl oo ¢ |anmnslanums) @)@ % | > @ semp
¥ output

= =)
o o

100 110 120 130 140 150 160 170 180 190 200 210 220 230 240 250
@ Placeholders

-
[0 [ Q[0 (T (o) Ne-





10. Go to the BRL-CAD bin directory and give the command to turn you obj file into a .g file.
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11. Open mged. You will see two windows, a command window that is white and a graphics window that is black.
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12. Select File and click open. Open you .g file that you just made.
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13. Then click on Tools. Open Geometry Browser under tools. Double click on the top object to display it. Your graphics window should display your upside down table.
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14.Click on View. Select “az35,el25” 
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15. Click on Tools once again. Select the Raytrace Control Panel. Hit the raytrace button. 
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16. Once your raytrace is complete you should have a table that looks something like this:
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GETTREE: 0.001 user + 0.001 sys in 0.001 elapsed secs (100%:
Additional mem=0., #malloc=1130, #free=1058, #realloc=0 (72 retained

PRED: 1e-005 user + 0 sys in 1e-005 elapsed secs (100%)
rdditional mem=0., #malloc=224, #free=156, #realloc=0 (68 retained:
INUBSP: 0 nu, 28 cut, 29 box (0 empty!

Tree: 1 solids in 1 regions

Model: X(-12523, 12229), Y(-362, 15384), 2(-4166, 4126)
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Evye_pos: 63506.3, 52081.1, 36214.6
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Raytrace complete.
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Result


Do you remember what your table looked like when you finished building it in Blender?  It was upside down in Blender and now it is on its side. This is because Blender’s coordinate system is not compatible with CAD. In blender the Z-axis is up as shown in this diagram.
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