MODUL PRATIKUM

¢

Universitas

Esa Unggqul

MATA KULIAH
3D CAID Modeling 1

TOPIK
Perkenalan Autodesk Alias Interface

Penyusun:
Geggy Gamal S.,. S.Des., M.Des



KATA PENGANTAR

Puji syukur kita haturkan pada Tuhan Yang Maha Esa bahwa kini telah tersusun Buku Panduan
dan Modul Praktikum Mata Kuliah Desain Produk Desain Portoflio Universitas Esa Unggul.
Tujuan diterbitkannya modul praktikum ini adalah sebagai panduan dalam :
1) Pengelolaan kegiatan praktikum bagi mahasiswa
2) Melaksanakan proses praktik dari bidang keilmuan dalam ilmu desain produk
3) Melaksanakan proses pembelajaran kasus, analisis praktis dan analisis profesional dalam
praktek desain produk
4) Bagian dari proses belajar mengajar dan praktikum pada program pendidikan S1 Desain
Produk
Harapan kami semoga modul praktikum ini dapat bermanfaat sesuai tujuan dan sasaran

pendidikan.

Jakarta, 20 Agustus 2017
Universitas Esa Unggul
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+ Tujuan Intruksional

+ Memberikan Pendahuluan dan Perkenalan atas mata kuliah 3D CAID Modeling 1
Mempersiapkan mahasiswa agar mampu mempromosikan diri dan mampu
berkomunikasi dengan audiens.

+ Pengenalan software Autodesk Alias Design yang sebagai jembatan antara para desainer
dan engineer

+ Sasaran Pembelajaran
Sasaran pembelajaran praktikum manual mata kuliah 3D CAID Modeling 1 ini adalah
mahasiswa S1 Desain Produk semester 3 Fakultas Desain dan Industri Kreatif Universitas

Esa Unggul.

+ Sumber Pembelajaran
Sumber pembalajaran yang digunakan sebagai rujukan adalah:

1. Danaher, Simon., Digital 3D Design : The complete guide, llex, 2004
2. Bryden, Douglas. (2014). CAD and Rapid Prototyping for Product Design. Laurence
King: London.
+ Sumber Daya

A. Sumber daya manusia:
1. Dosen pemberi kuliah pengantar : 1 orang
2. Asistensi dosen : 1 orang
B. Sarana dan Prasarana
Ruang Lab Komputer Universitas Esa Unggul

+ Ruang Lingkup
Ruang lingkup praktikum 3D CAID Modeling 1 meliputi penjelasan tentang:
Mendeskripsikan pengertian 3D modeling
Mendeskripsikan fungsi dan tujuan 3D modeling
Memahami interface pada Autodesk Alias
Memahami tombol perintah pada layar dan keyboard
Memahami Curves dan Surface
3D Rendering
Perintah 3D Printing
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+ Alat dan Kelengkapan
1. Komputer, laptop, Wacom, Projektor, Digital Pen, Mouse 3 Button.

+ Pengendalian dan Pemantauan
1. Absensi mahasiswa dan dosen yang telah ditanda tangani
2. Format asistensi tugas yang telah ditandatangai setiap adanya asistensi, diberi nama jelas
dosen yang menilai serta peserta didik yang bersangkutan
3. Pedoman penilaian pencapaian kompetensi

+ Pelaksanaan

Interface Overview

Prompt Line
Displays instruction on

Menu the current tool, error Work Area

The menu contains messages, and any input The modeling and
functions that affect that you key in. paint windows

the scene. the appear in this space.

picked object. or the
Alias program.

Layer Bar —_—
Lets you organize ‘."::,
and manage A
objects in your
scene using layers.

L—. Palette

e
Shelf ‘:’} Al tools for creating and

This is your customizable manipulating objects are

tool shelf. if you are running located in tabs in the palette.
Alias for the first time, a Unlike the Shelf, the tools are
default shelf is loaded that fixed in their tabs. and cannot
contains all the commonly be moved, making it ideal
used tools. for leaming.

Key Interface Elements R Cinrson

This is the general cursor in Alias. Some
features have special cursors.
= +Z «——Control Panel
s This panel has three separate modes supporting Modeling.
Visualization. and Painting. t combines shelves, tools, and
display controls to provide focused workflow functionality.

o ~ 1 — - Marking Menus
—— . > Gesture-based menus can be activated
right at your cursor for very quick access
to commonly used tools.



Windows

Windows are automatically generated when you
create a new file (File > New in the menu bar).
By default, there are 4 windows, each
occupying a quarter of the space.
At any time, you can change the
number of windows or position
and resize them to suit your
needs. The windows can overlap
each other. In this case, the active
window is drawn on top.

Although you can view multiple windows
at once, you can pnly work in one at a time.
Moving the cursor into a window and clicking

in it, or on its window bar, makes that window
active. New windows and window layouts can
be selected from the Layouts menu.

1 In Alias, windows are associated with virtual cameras, so a window
‘ is like looking through a view finder at your data. Windows are
L 4 independent of your data, so closing a window does not delete
objects in your scene or the cameras. There are 3 types of
windows in Alias: Orthographic, Perspective, and Paint.

The Orthographic Window

The orthographic window gives you a two dimensional view of
the objects in your scene. These windows provide fixed views.
The orthographic views are Top, Left, Right, Bottom, Front and
Back.

The Perspective Window

This window lets you view your 3D scene from any angle. You can
tumble, zoom, and pan the camera view. You can tumn off the
perspective in this window and tumble in an orthographic mode.
The perspective window also has an associated Viewing Panel,
allowing access to preset views and camera controls.

The Paint Window
The paint window is for viewing Canvases and Overlays. This
window type supports sketching and annotation workflows.



Navigating Windows

Building your muscie memory using keyboard modifier keys combined with mouse button
clicks lets you interact with Alias with incredible finesse. The Shift, Ctrl, and Alt keys
(Windows) or Shift, Control, and Command keys (Mac) are important elements of the
interface and can dramatically speed up your ability to switch between common
functionality without ever losing focus. Manipulate the views inside your windows by
clicking on tools, or by using modifier keys and mouse button combinations.
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The Orthographic Window The Perspective Window

Track your view and zoom in and
out in the orthographic window.
when the Shift + Alt (Wil-'ﬂM) Shift +
i appear or Shi
ViewCube and Command (Mac) modifier keys are pressed.
keys
ug se?\’iews _— :
Click faces, comers, and O, —— Look at selected objects.
Previous View = )
Toggle between current @ Switch between
and previous view. orthographic and
perspective view.
a —— Orient tumble behavior
to an active

construction plane.




Menu, Palette & Shelves "

The menu bar contains a series of pull-down
menus. Each menu contains a group of
related commands.

This symbol indicates that an item

has an associated option window or
editor. To open, click on the icon. You will
see this symbol in the menu pull-down as
well as the palette and shelf.

This symbol indicates a submenu.
Click and hold on icons that have this
symbol to open a cascading list.

This symbol also indicates a
submenu, but is used over tool
icons in the palette and shelf. Click
b°|a::l hold on icons t.hatr.l:ve this TR TR =X T
sym open a cascading *» WeeEr T
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, Tabs can be found in .'ﬁm be accessed without
”"’"”':g::‘:l_\ the palette and the e actually opening the tab.
[ Gmae | || shelves. They can ' T v Clicking on the tab with
| _wwe= | be opened by [ Gt — + | the right mouse button
%L clicking on the tab R | opens a cascading
P y‘— with the left mouse ! """, | Krpont Carve Tanbex menu revealing all the
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3D View Mouse Constnl_qts 2D View Mouse Constraints
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