ILES FOR MODELING
N SKETCHUP

ork frequently

C ways be active when

”;oeﬁng

aw one part at a ti

, soon as a part takes 3D shape make it a
ponent

As soon as a component is created move it
to the layer were it will reside

~ 6 Draw a complete model before creating
scenes, texturing or dimensioning



menu choose Preferences. Select the
der “Saving” make sure both
uto-save’ check boxes are

must save your file once before “Create backup”
ffect, so do it immediately upon beginning a

dition, get into the habit of saving your file
ently using the File/Save (or File/Save As if it is the
first sa‘ve{

= 3D modeling is a lot of work and loosing multiple hours
of work can make you blood curdling angry. Follow this
basic rule to avoid hypertension.



" Rule 2

ays be active when modeling

hould remain true through the entire modeling

sures that all primitives reside on Layer(. More
tantly, that the primitives of a given group or

ent are not on different layers which would make
using Layers to view and hide individual parts nearly

- impossible.



Rule 3

time
t in its primitive state touch another

imitives, means points, lines,
ygons and arcs including
truction lines and points. In short, a primitive is any
n object except a solid, group or component.

itives are the most fundamental of drawing objects
which all other geometry is drawn.

rt is in its primitive state unless it is made into a
or component.

= [t is very important to understand that when two

primitives touch, even when they are on different layers,
they STICK together.




Rule 4

akes 3D shape make it a component

ime and frustration.
atically reduce the file size of your

ups are similar to c
ral advantages, most i
fficiency in editing.
groups if possible.

rt doesn’t have to be completed before making it a
nponent; in fact it should be made a component as
SO0 it takes on a 3D shape.

= Further modeling of the part, or edits to it, can be made
later using the protected “Component Edit” or “Group
Edit” tools.

nents but components have
portantly reducing file size



Rule 5

onent is created move it to the

desired layer does not exist, use the Layers box to
it and then move the desired component onto the

e Layers and Entity Info box can be found on the
w menu, including other helpful boxes.



Rule 6

odel before creating scenes,

omple irst, including joinery.

re all parts are co

ponents must have a unique and descriptive
ion Name.

= . .
mponents should have a unique instance Name.

hen the 3D model is complete should you move
eating scenes, texturing or dimensioning.



