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1. Introduction

Thank you for purchasing 3“ Plasl2! We have created this program to bring more enjoyment to your model

railroading, and more pleasure and success in your track planning. Please take a few minutes to read this
manual, as a little knowledge can increase your ability greatly.

3" Planlt is a powerful CAD program designed specifically for the needs of model railroading. The
program draws strongly from the Windows user interface methods, such as right-clicking the mouse, and
using the Control, Shift and Alt keys during editing. You can choose between the ‘“Press-Move-Release”
drawing style or the “Click-Move-Click” style to suit your preference, and numerous automated features
make creating complex designs easier than ever before.

First, this manual presents tutorial examples to introduce you to 3™ Planlt’s track and terrain editing
techniques with simple track plans. Then, later chapters describe 3 Planlt’s features in detail. A tutorial is
provided in Chapter 28 to demonstrate using 3 Planlt for both sectional and flex track.

Enjoy using 3" Planlt, and enjoy your model railroad!

1.1 System Requirements

3" Planlt requires an PC-compatible computer with a Pentium processor (or newer). It operates under
Windows XP, Vista, Windows 7, Windows 8, and Windows 10. It needs a minimum 100 MB of disk and
512 MB of RAM beyond your other programs. Since 3" Planlt is a true CAD program, it performs better
with faster processors, more memory, and accelerated video graphics cards such as the NVIDIA GTX
series.

1.2 Right Mouse Button and Mac use

Some systems have software that allows the function of the right mouse button to be modified. Disable this
feature when running the program. Also, some systems do not transmit the “Right mouse button down”
message when the left mouse button is already down. If you are having a problem right-clicking when the
left button is pressed, the space bar can be used in the same manner as the right mouse button.

Mac users can also use 3" Planlt, using the space key as described above. Best performance is usually
found under BootCamp and Crossover; VMWare and Parallels have shown good results as well. For fastest
3D rendering, look for a version that supports hardware acceleration of OpenGL, the 3D graphics rendering
system used by 3™ Planlt. BootCamp operates under Windows, and always has hardware acceleration
available.

For convenient access to hotkeys that don’t exist on a Mac, you can purchase a USB numeric keypad or the
PC-compatible Apple Keyboard upgrade. Alternatively, you can use Tools / Shortcuts to assign commands
to keys you prefer.

(Windows XP, Vista, Windows 7, Windows 8 and Windows 10 are trademarks of Microsoft Corporation)
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1.3 Installation

To install 3rd Planlt on your machine, place the CD-ROM in an available drive. If you have Auto-Run
enabled, the 3" Planlt Installation Wizard will appear. If not, run the program 3pi_full_11_xx_yyy.exe on
the CD to install 3" Planlt.

1.3.1 Adobe Acrobat

The Tutorial and the User’s Manual are distributed in PDF format, and can be read using the free Acrobat
Reader available at http://www.adobe.com. If you don’t have Acrobat Reader installed on your system,
you will not be able to view the Tutorial or User’s Manual on your computer.

1.3.2 Customer Site

You can also visit the El Dorado Software Customer Site using your Web Browser. This site contains the
most recent updates of software, as well as advice on model railroad design and construction:

http://www.TrackPlanning.com/release.htm

An online forum is available for interaction with other 3" Planlt users:

http://groups.yahoo.com/group/3rdPlanit

Online support forum for technical issues:
http://forum.3rdPlanlt.com/


http://www.adobe.com/

2. Getting Started

2.1 Starting 3" Planlt
Once you have installed 3" Planlt on your computer, you

can begin using it by pressing the Start button on the
Windows task bar, then selecting 3" Planit. You may
also start 3" Planlt by opening a file with the extension
“3pi", once you have created and saved a track plan.

V' Present this screen
when 3rd Planlt starts

When you start 3" Planlt you will be shown the Startup 7 X
leard Here yOU are glven a ChOICE Of VIEWIng thIS & i0pen the Tutorial [requires Adobe Acrobat to be installed on your computerf

" Start the I_.a;v“a-u\ Wizard to outline a Room or an N-Trak module

Tut_orial, starting the Layout Wizard (a tool to_ help you £ Do oo v e
design a room or an N-Trak module), or starting a new o el e o

o R R art a new Sectional Track drawing
Sectional or Flex-Track drawing. To begin a new
drawing, select a category, and press OK.

You’ll also see a Tip-of-the-Day dialog. This contains hints on using 3" |

Planlt that change each time you start the program. You can also move & biayouknow.. NenkTi

through them one at a time. You can disable the feature using the checkbox ||| st semesiertivert || eeiute
release the Left Mouse Buttan guickly,

at the bottom. foien

2.2 Lower-Resolution Displays  show s st

If you are using a lower-resolution display, such as 800x600,

you may see a display similar to the example at the right. 16 £ Yo i o s e (SR T2 5% 8 | B D ErE
. d . DeEg irex oo |aEEylrArz dewBE2 SR
You can customize the appearance of 3™ Planlt in many ways = r—_—S=svaa. ¢ 3 =¥

e dotous]

to provide the best working area for your particular needs. 15}
First, you’ll want to resize the docked toolbars on the right 4
side of the screen. Point to the border between the toolbars 32

and the drawing grid until you see a double-ended arrow %.
appear. Press and hold the left mouse button, then move the = _

border until the toolbars have a pleasing size. M

=N Equmment
Landscage
Foling siock.
Trac

o

You may also turn the various toolbars at the top on and off
as you wish, or move them so they are floating. To turn
toolbars on and off, use the View / Toolbars... menu

selection. To “float” a toolbar, point to the pair of lines on its .. ——
top or left side, press and hold the left mouse button, and drag

the toolbar elsewhere. You can prevent it from re-docking by holding the Ctrl key down while you drag it.
After you change toolbars, you can once again fill the drawing area with the Grid by selecting View /
Zoom / Full Grid or by pressing Shift+F3.

At the bottom of the drawing window, you can see a tab marked “Untitled”. This “Workbook view” allows
you to select from several open documents quite easily. You can reclaim this space by disabling the
Window / Workbook Style menu selection.
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2.3 The User Interface and Controls

When you start 3 Planlt the first time, a number of standard conditions are set up for your convenience.
The first time you start 3" Planlt, it will look very much like this:

Document Bar

“#, 3rd Planit - [Plan1]
R ”@ Flo Edt View Action Todk Window Heo |9 B Ny 7 2 0 R R | o R | D < La) |1

FileBar ____jincas|: oo |saE lrzlcas aea)or e P Menu Bar Buttons

ﬁ s (2 112 I£58 B [ ||| Line [defauits] =~

¢ - I~ Property Bar
Rulers — & ) i .

g i Ef snnn?' 4_ e Object Data

A 2 Window

= T

= «— il =

S = — .
ToolKit /v: . | Drawing area

P =

L — Standard Library |

i e

™ {2 Raling stock

Q2 B Track

14

| &

¥ -

@ <«——1— Library Bar

I Ha L

Planl

Status Bar =P e Do T v [0 [[Zz [x2le7e"  [v23911/32° [Mdstace  [Vdstance 4

In this chapter, we will introduce the controls you use to create and modify your drawing. There are eight
primary controls or informational areas within 3™ Planit. They are:

ToolKit Control
Property Bar
Document Bar
Object Data Window
Library Bar

File Bar

Status Bar

Menu Bar Buttons



3. Controls

3.1 ToolKit Control

Perhaps the most important control is the ToolKit control, along the left side of the view. This control lists
all the editing tools available for you to use. As is the case with all 3™ Planlt toolbars, the ToolKit is a
floating, dockable toolbar. This means you can move it to another area of the view if you wish, or place it
anywhere on your Windows desktop for your use.

3.1.1 Floating ToolKit

3" Planlt offers a unique feature to Save Space ON YOUr i me—— s
display, and provide you with convenient access to the (=Be— s —=lgscsezsesparoalor Jeseda o,
ToolKit wherever your cursor may be pointed. To try this
feature out, point to the two lines at the top of the ToolKit,
press the left mouse button and drag the ToolKit onto the
drawing area, resulting in a display such as the example. The
ToolKit assumes a compact rectangular shape when it is
floating. As you can see, this gives you a lot more room for
the design area itself. You can press Shift+F3 to make the
grid fill the available space once again. The grid is a 20x20
foot area in which you will draw your track plan, seen at low
magnification. The size of the grid can be changed in the File

/ Settings / Units / Drawing dimensions. T s e

What’s more, when you select a tool, it disappears! You can bring it back any time simply by clicking the
right mouse button when you are not pointing at an object. It will repeatedly appear and disappear as you
successively click the right mouse button, always positioned near your cursor for easy access. If you
double-click the right mouse button, the Context Menu choices will be presented instead of the ToolKit.

This way, the ToolKit is always where you need it!

3.1.2 ToolKit

When you drag the ToolKit from its docked position, it will appear as shown at the
right. As you change tools or tools modes, the box will resize to concisely display

the available commands. IT k4 Ck

Looking below the Draw Tool, you can see the various objects that can be drawn: |7 T oo A
Lines, Circles, Points, Text, Turnouts, Helix objects, Polygons, Images and Meshes.
The Draw Line button is pressed in the example. There are nine line-draw options =< & 0O &

T ool Kit

in the next group of buttons: freehand lines (selected), multi-line, rectangle, vertical & o e
lines, line perpendicular to another object, line tangent to another object, and lines

to be treated as couplers. (You can choose to start with the Select Tool active in IT ad 120 |t
Tools / Options / Startup). Y R

These tools may be used to design track, terrain, buildings, equipment and anything )
else you want for your model railroad. You will be introduced to each of these tools
and their use in the next chapter.
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3.2 Property Bar

This control allows you to change the [ x|
properties of one or more objects, or to set , _ o,

the default properties assigned to new Main layer H = T 6 al el fa 2
objects. From the left to the right, the

controls in the property bar operate as follows:

Layer Select When no object is selected, shows the layer in which all new objects will be

created. When an object is selected, shows the layer that holds the object. You
may change either the default layer for new objects or the layer holding a
selected object using the pull-down menu.

Line Style Shows the line style of the currently selected object, or the line style of newly
created objects of the current type. You may select a default style for Lines,
Circles and Points independently.

Line styles

= —l=l=|=| =| ~|-|--]--=| == |* (s [w]= ]

“|riviy|eleoje| 7|r(viv| =" |0 w-]|-||

When you press the Line Style button, you are presented with a choice menu
that shows the ten high-speed line styles, and a button to set the Native Line
Width of solid lines. There is also an assortment of wood and wall elements that
you can select (see the chapter “Wood and Walls”). The currently selected
choice is highlighted. High-speed lines are fixed width and always available, so
they draw very quickly. Native line widths are used in trees, buildings and other
objects that a user may wish to enhance in certain views, such as 3D rendering.

Note: An object’s native line width is set to the same width as the high-speed
line width the first time the line style is set to any style other than hairline. From
that time on, the native line width is independent of the high-speed line width.

Set Line Color (RGB) Set the line color of the currently selected object or objects; if no object is
selected, set the default color for newly created objects of the current type. You
may select a default line color for Lines, Circles and Points independently. This
color is the object’s “Native color”. If you have set up your display for Color By
Layer (Alt+B) you won’t see this color. To see objects in their native colors,
press Alt+N or File / Settings / Display / Native Object Colors.

After pressing the Set Color button, you are presented with a standard Color
Selection dialog box. In addition to the array of default colors, you may create
virtually any color you desire, and add your color to a palette of 16 possible
custom colors that is saved with the document.

Set Fill Color Set the fill color of the currently selected polygon or polygons; if no object is
selected set the default color for newly created polygons. As with the Set Line
Color command, the standard Windows Color Selection dialog box is presented.

Set Back Color Set the fill color of the backside of the currently selected polygon or polygons; if
no object is selected, set the default backside color for newly created polygons.

Set Cut and Fill Set the Cut and Fill profile for the currently selected object, or the default for
new objects of the current type. See the chapter on “Terrain” for more details.
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Set Font (Aa) Set the font of the currently selected text object or objects. If no text object is
selected, set the default font for newly created text objects. For more
information, see the Object Properties chapter.

Set Elevation and Grade Sets the Elevation and grade of the currently selected object or path. For more
information, see the chapter on Object Properties.

Properties Brings up the Object Properties dialog for the selected object(s).

3.3 Document Bar

The Document Bar controls settings that are carried with the document from session to session, or enable
alternate views of your current document. From left to right, the Document Bar controls operation as
follows:

Documert

HEM ey eSE 22 BEE | OX

Snap on/off Turn the snap feature on or off. If snap is on, the cursor position “snaps” to an
imaginary grid while drawing, moving and many other similar operations. The
snap grid settings are different than the display grid (described below) and are
generally much finer — on the order of an inch, a centimeter or similar distance.

Grid on/off Turns the grid on or off. You may control the grid spacing and colors in the File
/ Settings menu choice.

Track on/off You can enable and disable automatic display of rails and ties with this button.
When active, rails and ties appear as you increase viewing magnification.

Show Ballast Turns on and off the automatic display of Auto-Ballast in 2D and 3D views.
Show Roadbed Turns on and off the automatic display of Auto-Roadbed in 2D and 3D views.
Show switchstands Turns on and off the automatic display of switchstands in 2D and 3D views.
Show spline ends Show and hide the flex tips on spline segments.

Show turnout routing  Toggle routing mode to control the routing of turnouts in the 2D plan view.
Click a turnout to change its routing when this mode is selected.

Modify layers Brings up the Enable Layers dialog (Ctrl+D). With this control, you prioritize
the layers for display, create new layers or modify the existing layers. By
double-clicking on a layer or pressing the modify button in the dialog box, you
can enable or disable a layer from view, freeze the layer from further changes,
define whether it creates track, determine whether it will show in the document
map or set the layer colors. See the Layers chapter for more information.

Modify Active Layer Brings up the Modify Layer dialog (Ctrl+Shift+D). You can enable or disable
a layer from view, freeze the layer from further changes, define whether it
creates track, determine whether it will show in the document map or set the
layer colors. See the Layers chapter for more information.

Edit only Active Layer Locks the objects in all layers except the Active Layer. This helps prevent
accidentally moving or modifying the wrong object.

Document Map on/off ~ Turns on or off the display of the full plan in a smaller window. This display
provides a view of the entire plan and allows you to navigate around the layout
while you are zoomed into the main window.
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Display Object List

Display Profile View

Set Spiral Length

Uncouple

3.4 Rulers

3rd Planlt

Brings up the interactive Object List; you may also press F8. The Object List is
useful for editing or locating objects within a drawing. See the Object List
chapter for more information.

Show a profile view of the track selected in a Path.

Controls the length of Spiral Easements when they
are created, relative to the radius of the Circle to
which they are connected.

Spiral length

After clicking the Set Spiral Length button,
you are given the Spiral Length choice menu.
The current selection is highlighted. 3 Planlt

automatically ~creates easements between o g -
circles and tangents for you. This menu allows
you to choose short, medium, long or fixed- N
length spirals. Longer Spiral Easements require ( e L
more room, both from the center of the circle i

and along the tangent, but look more pleasing. Corce

By pressing the check-marked button, you may adjust the length of short,
medium long and fixed-length spirals. Use the slider to set spiral length from 1
to 100, as a percent of the maximum spiral length possible when you are making
a connection. The field Fixed length determines the size of all new fixed-length
spirals. Using shorter easements for broader curves makes spirals shorter as
the radius of a curve increases. Many users prefer this setting as it saves space in
the layout yet is quite appropriate for smooth operations.

Long spirals 50
oo

100

-

Length max at radius fimes

Uncouple the select rolling stock and/or locomotives from their neighbors.

Two rulers are provided to help navigate around your
drawing. The rulers’ zero is originally set to the origin
of the drawing, location (0.0, 0.0, 0.0). The rulers
extend in both the positive and negative direction, with
rules appropriate to the Units setting of the drawing.

At the point where the two rulers intersect at the upper
left, there is a small square. This square allows you to
reset the drawing’s ruler origin, which defaults to the
lower left of the grid (0, 0, 0). To move the origin, point
the cursor to the square at the ruler’s intersection. Press
and hold the left mouse button, then drag the origin to
where you want it in the drawing.

B EEPEZCPEIrT Y

]

If you hold the Alt key down while moving the origin, you can snap the origin to an object’s nearest end.
This lets you draw “zero-based” locations from, for example, the lower-left corner of your room or a piece
of rolling stock. To reset the origin to (0, 0, 0), double-click the box at the rulers’ intersection.
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3.5 The Object Data Window

The Object Data Window provides a complete display of the details of
objects, as well as the ability to “Lock” certain dimensions while you
are drawing. You can also change the layer of an object (or a selection
of several objects) by clicking on the Layer field in the first data line.

When you start 3 Planlt, you will see the display shown at the
immediate right. The fields for a Line are, from top to bottom, Length,
Delta X, Y and Z, Azimuth, Grade, and the starting and ending X, Y
and Z coordinates. See Appendix C for more information. The last
entry shows the Cut-and-Fill for the object; see the Terrain chapter.

If you select the Draw Circle tool, you will see the display at the far
right. Most of the fields are the same, but the circle includes total
angle, and start and end azimuths. In this example, the Radius of new
circles has been locked at 30”. Each object type has fields appropriate
for that type of object.

When you draw an object, the Object Data Window is updated while
you are drawing so you can monitor the progress of the object. An
existing object can be selected, and its dimensions will similarly be
shown. Please note the example at the far right. You may double-click
any field for an existing object and edit its value to change the
dimension. If you are changing the grade, the start or end height will
be changed to achieve the desired grade (you can right-click the
Object Data Window to select which end is “fixed”).

Controls
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= Main laver = Main layer
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To lock a dimension, make sure no objects are selected. You will see “[defaults]” in the display as shown at
the upper right. Double click any displayed field to enter a “fixed” value. When you press Enter to
complete entry of the number, the Lock will automatically be highlighted. You can Lock and Unlock fields
by clicking the Lock icon to the left of the field. More than one dimension can be locked at a time. When
you draw new objects, their locked dimensions will be fixed to the values shown in the window, while

others remain free.

3.6 Non-Proportional Resizing

By default, if you resize an object using the Object Data Window, the object resizes in all dimensions
proportionally. For example, if you change the dX of a Polygon, its dY will change by the same ratio. You
can change the resizing to Non-Proportional by right-clicking in the Object Data Window and selecting

Non-Proportional Resizing.

3.7 Library Bar

Using the Library Bar, you can insert objects into your drawing or add custom
objects to the library. The Library Bar has many capabilities, so it’s been given a

chapter of its own.

Note: you may also choose to have the Library and Data Bars appear as two
overlapping tabs in one window. Select Tools / Options / Controls / Tabbed

Data/Library bar.

2|«
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Controls 3rd Planlt

3.8 File Bar

This standard toolbar allows you to create new 3" [z =]
Planlt files, open a file, save the current file or print the _

current file. The common edit functions Cut, Copy and W= E = | E‘ﬂ B X | SR
Paste are also available. The two buttons at the right
are Undo and Redo, and are only highlighted when it’s valid to use them.

3.9 Status Bar

The Status Bar at the bottom of the 3™ Planlt program window displays helpful hints as you use the
program. The green cube allows you to swap into 3D and back to 2D. To its right is an indication of the
current 2D view — in this case, looking down along the Z axis.

The Select Tool is active P2z wosz13aer ve0sser  [deDt | 0

Next come two pairs of status fields. The two left fields displays the current cursor location, and the two
right fields display the amount the cursor has moved during the current operation. You can expand or
reduce the size of these fields using View / Toolbars / Increase/decrease position width or the hot keys
Ctrl+Alt+PgUp and Ctrl+Alt+PgDn.

There are many output styles available for position information. The Fractional Inches option is shown in
this example, but you can also select decimal and/or metric representations. See File / Settings for the
complete list of output styles for position measurements.

3.10 Menu Bar Buttons

3" Planlt allows you to have toolbar buttons embedded in the menu bar. As this space is typically unused,
this allows you to have more buttons available while keeping the drawing area as large as possible. You
may customize the buttons in the Menu Bar, as well as in all toolbars, from Tools / Customize.

You can enable and disable this option from Tools / Options / Controls / Menu Bar Buttons.

3.11 Snapshot Bar

You can save the positions of the 3D Camera and Origin in Snapshots. The 3D Camera and Origin control
what you see in 3D. Taking a snapshot allows you to return to the same position and view at a later time, to
see the layout with design changes in place. Display of this bar is controlled using the menu choice View /
Toolbars / Snapshot Bar. Each time you take a snapshot, the location of both Camera and Origin is saved.
Clicking the name of a snapshot moves Camera and Origin to their positions when the snapshot was taken.

3.12 Animation Bar

Some sample files have animations in them. You can control display of this bar using the menu choice
View / Toolbars / Animation Bar. Clicking on a checkbox in the Animation Bar starts or stops the chosen
animation. At this time, animations are not supported for general use.
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4. The ToolKit

The ToolKit is the most frequently used control in 3rd Planlt, and the most powerful. As a result, it takes
the most time to learn. A lot of information will be presented in this section, so don’t be concerned if you
don’t recall it all as you read.

Also remember that you learn best by using — not by reading. A quick read of this section will familiarize
you with the ToolKit. After that, you will find that the icons and ToolTips help you understand the tools’
functions, and this section will serve as a good reference. (ToolTips are the small text boxes that are
displayed when you point at a button or other similar control.)

4.1 The Draw Tool

41.1 Line drawing

The ToolKit display shown at the right contains buttons for drawing lines in six | Fy==Ta

different styles. Each style shown in the bottom rows of the ToolKit changes as you

select a different type of object to draw. If the snap grid is enabled, the start and end II SRF EREN
points of any line will be aligned to a grid intersection. l? oo A

Freehand line Draw a line from any point to any other point. Move -5 0O 5
the mouse to the starting point, press the left mouse
button and drag the mouse to the end point. When & X o B
you release the mouse button, the new line is added |7

— |t
to the document. A I

. . . Yy QR
Multi-segment line Draws several lines, one after another. When all
segments have been drawn, double-click the Left oG
Mouse Button to end the multi-segment draw, or
press the Esc key to abort it.

Rectangle Draw a rectangle of four connected lines. You may use the Undo command
(Ctrl+Z) to remove all four lines with a single keystroke.

Vertical line Draw a vertical line at the position the left mouse button is next clicked.
After clicking the mouse, you will be presented a dialog box to enter the
starting and ending elevations of the line.

Perpendicular line Draw a line perpendicular to an object. You may draw a line perpendicular
to any object other than a point.

Tangent line Draw a line tangent to an object. You may draw a line tangent to any object
other than a point, including another line. If you draw a line tangent to
another line, it effectively “projects” the existing line to the new line.

Projecting line Draw a line projecting from the end of an existing object.

Draw curve and line Draw a transition curve and a line projecting from the end of an existing
circle.

Coupler Draw a coupler for use in Rolling Stock groups (see the Rolling Stock
chapter).

11
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3" Planlt

4.1.2 Circle drawing

A circle can be complete, or can be partial (a curve). The example at the right shows  FfEela;
the ToolKit when you wish to draw a circle. l_
+ & A ]K

Draw from center

Draw from tangent

Draw tangent to object

Draw Projecting Curve

Draw Transition Curve

In this mode, you start the circle draw by pressing the

left mouse button at the location which will be the /- IE = A
center of the circle. As you hold the button and draw -5 0O 5
the cursor away from the center, the circle enlarges. .

Release the mouse button to complete the circle. & & o B

Another way of drawing a circle is to start the circle @ o W
on its tangent, pulling the center of the circle away ol

from the tangent point. The circle “rotates” around
the point.

This is similar to Draw From Tangent. In this mode, you must click an
existing object (line, circle or spiral) to begin your draw. The circle is then
drawn tangent to the selected object and you cannot rotate the circle out of
alignment. Hold the Alt key while clicking the first object to select the exact
endpoint of the object as the tangent point.

Draw a partial circle (a curve) projecting from an existing object, tangent to
an endpoint. Hold down the Shift key to change the radius of the curve. If
you click the Right Mouse Button while drawing, the direction of the curve
will swap. If an S-curve is formed, a short segment of straight track will be
inserted.

Draw an easement (a transition curve) and a curve projecting from an
existing object, tangent to an endpoint. Hold down the Shift key to change
the radius of the curve. If you click the Right Mouse Button while drawing,
the direction of the curve will swap. If an S-curve is formed, two easements
will join the curves.

When you are drawing a circle, its color may be red or black. If the circle’s radius is smaller than the
Minimum Radius for the layer, it will be red. When the radius is equal to or larger than the minimum, it
will be black. Once you are done drawing the circle it assumes its normal color based on your settings.

4.1.3 Point drawing

Several kinds of point-like objects can be drawn with this tool. A simple point is | i=sf
usually drawn for reference when creating the drawing. Four drawing modes are II oL @

available for points:
Draw freehand

Draw at center of circle

Draw Reference Point

Draw Light

Draw Viewpoint

Draws the point at the cursor location. e IT A

To draw a point at the exact center of the circle, click =& 0 5
the left mouse button while pointing at an existing & F oo ik

circle. l?fj " @
P

A Reference Point provides aid in constructing the
layout. Refer to the chapter “Designing and Building
your Layout” for instructions on the use of reference
points. The Reference Point is drawn at the cursor location.

Draws a Light at the cursor location. Lights are used in 3D rendering of
buildings and terrain to provide realistic views of the design.

Places a Viewpoint at the cursor location. A viewpoint is like a “Tripod” on
which the 3D Camera can sit while following a locomotive or other train
object (see the chapter “Train Running and Operations”).

12
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4.1.4 Text drawing

T ool Eit
select the Draw Text Tool and rubber-band a rectangle in which the text will be II 4 SQ

All text in 3rd Planit is drawn within a rectangle. To enter text into a drawing,

enclosed.

o]
When you release the mouse button, you will be presented with a dialog box that - L,
accepts your text. You may enter any length text you wish; however, if it does not =& 0 5
fit within your box you may only see a portion of it — or none at all! (Remember & X oo B
that a large font may actually make each character or word larger than the box you
have provided for the text.) The text will be created using the font characteristics Iﬁ T frz TR

last set using the button in the Property Bar. -,

The clearance at this

qint is onk 6.5 feet Teckamcatse | [The clearance at this point is only
Eue fo 3 wa&iter nipe. e bawaerope. | 6.5 fEEL dUE to a water pipe.

The text lies within a frame the same size as the outline you made when you entered the text. You may
change the size of the text box at any time; the words you have typed will “word wrap” inside the box as
long as they fit. Note that when a text object is selected, it is surrounded by eight handles rather than by
four handles typical of other objects. The four handles at the corners of the text will resize the box and the
text within it proportionally. The four handles on the sides, top and bottom change the size of the text box
without affecting the size of the text itself. Both examples are shown above. The optional border has been
turned on to illustrate the changes.

As you zoom in and zoom out, the text changes size to reflect its true
appearance at the selected magnification. Here we see the result of

“zooming into” the upper left corner of the center text box in the prior e
example. We can see it’s only hard to read in the above example

because of the low magnification.

414.1 Elevation Markers

Another form of the text drawing tool is the Elevation Marker™. This automatically displays the elevation
of any object at a point. A dotted line is drawn between the elevation and the point. If the elevation of the
point changes for any reason, the elevation shown in the Elevation Marker is updated to the new value.

To place a marker, select the Elevation Marker tool as shown at the right. Point to any object whose
elevation you’d like to display and press the left mouse button near the desired endpoint. You can move the
marker into position; then, release the left mouse button to complete the marker.

In the Property Sheet File / Settings / Layout, you can set a value that is added to all Elevation Markers.
By setting the actual height above the floor of the “zero elevation” point in your drawing properly, all
Elevation Markers will show the height above the floor, rather than the plan height.

4142 Coordinate Markers

Similar to Elevation Markers, Coordinate Markers display the X, Y and Z values for a given point on any
object. Select the Coordinate Marker tool, point to the desired object and press the left mouse button. Drag
the text field to the desired location.

4.1.4.3 Radius Markers

Radius Markers display the radius of a selected circle/curve. Choose the Radius Marker tool, point to the
desired curve and press the left mouse button. Drag the text field to the desired location.

13
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4144 Grade Markers

Grade Markers display the grade of a selected track object. Select the Grade Marker tool, point to the track
object of your choice, and press the left mouse button. Drag the text field to the desired location.

4.1.5 Drawing a Smart Turnout

3rd Planlt includes mathematically based Smart Turnouts™ to simplify many aspects | gy
of track planning. Although it is possible to use Groups of objects to define a
turnout, the program does not understand any specifics about a Group or its use. 3rd
Planlt “understands” the role of a Smart Turnout, and can therefore perform many
functions automatically.

You may draw a Smart Turnout anywhere on your drawing, or you may draw a i
Smart Turnout directly onto an existing tangent line. Only standard straight turnouts E
can be inserted into tangent tracks.

To draw a turnout, select the Draw Tool, Turnout Object and then the type of
turnout you would like to draw. The default dimensions and style of each type
turnout may be changed using the Library Bar. After selecting the tool, you will be =
provided a cursor with a turnout symbol near it. To place a turnout anywhere on the
drawing, simply point to the location and click the left mouse button.

To draw a turnout directly on an existing tangent track, point to the desired track and the tangent track will
highlight (turn green) when you are pointed at the track centerline. Press and hold the left mouse button.
The turnout will be drawn on the tangent track centered on your pointer. You may then move the turnout
along the tangent track while holding the mouse button down. You can flip the entry and exit of the turnout
by clicking the right mouse button (while still holding the left mouse button down). You may also flip the
turnout right or left by moving your pointer on either side of the tangent track. Release the mouse button
and the turnout is inserted in the track where it is located. The track is cut and trimmed at the same time.

You may move the turnout along the tangent line. As long as you move the turnout to somewhere else on
the same tangent track, the track is “repaired” at the old location and the turnout is gracefully inserted at the
new location.

If a turnout already is present in the drawing, you can move it to a tangent track and it will auto-insert in the
track. As you move it to the tangent track, the track highlights and the turnout aligns to the track. When you
release the mouse button, the turnout is inserted in its current location.

4.1.6 Drawing Helix Objects

The Helix is supported as a unique drawing object in 3rd Planlt. It is derived from a Circle object, and
behaves in most ways as a circle does.

In the example at the right, a helix =~ ————— = O — e
was drawn first. To create theentry B

and exit tracks, the Connect With :
Easements tool was used. The helix : LR
was clicked first, and then the —
control key was held while clicking
the second time, terminating the
connection at the tangent. The
same procedure was used on the - . A
other side of the helix.

To set the elevations and grade through the helix, use the Path Tool to

select a path through the helix. In this example, if we assume the entry to the lower part of the helix is the
top track, you would click the top tangent track near the helix end. Clicking the lower tangent track
completes the Path.

14
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Setting the elevation through a helix is no different than any other grade. Simply define the starting and
ending points (or grade and one end point) and press OK. Viewing the helix in 3D confirms the grade is set
through the helix, the easements, and tangent tracks. If you select the helix in 2D, the Object Data Window
will show the number of turns and clearance.

4.1.7 Polygons

Polygons are objects with one or more vertex connected by lines. Closed polygons of three or more vertices
may be filled with a solid color, a hatch pattern, or a bitmap pattern. Here are a few closed Polygons with
different numbers of vertices and different fill patterns:

Sieae

You can use Polygons in a wide variety of roles in your
drawings: individually, to color or highlight areas of
interest, together in 3 dimensional solids as simple as
cubes or as complex as locomotives, or in sheets to
represent terrain in the layout. Polygons may be grouped
together, tilted up, and otherwise manipulated to make
possible a wide variety of objects to populate your
"virtual railroad".

This rendering of LASERKIt™ #704 shows the results of
combining several polygons and a few groups of
windows and doors. Windows and doors are themselves groups of lines created separately from the
building and usable in other buildings... just like leftover parts being saved for kit bashing. When viewed
in 3D, the controllable Light Source highlights wall and roof segments properly, and the building takes on a
very realistic appearance.

4.1.7.1 Drawing Polygons

You can draw two basic kinds of Polygons: defined shapes such as triangles and | MEELSE

stars, and freehand shapes you enter on your own. If you are entering a freehand l: L Q
Polygon, you can choose to make it a typical closed Polygon, or you can draw a '
Contour Line. A Contour Line is a Polygon that is not filled and need not be closed. PAR G- %

In the example at the right, the Contour Line ToolKit button is depressed. The — @lﬁ S
Freehand Polygon button is at its left; it has an oddly shaped icon to represent its :
freehand nature. e

To draw any regular Polygon, select the shape you desire from the ToolKit. Point to A IE T
the upper left corner of the location for the new object and press the left mouse 0z O 4
button. Drag the mouse to the lower right and release it when the object is the size OH®
and shape you're looking for. If you hold the Shift key down while drawing the

Polygon, 3" Planlt will "square off" the object so the X and Y dimensions are equal. & B

Freehand Polygons and Contour Lines are drawn differently, since you want to

choose the exact location of each vertex. After selecting the Freehand Polygon or Contour Line tool, point
to the location of the first vertex and click the left mouse button. Point to the location of the next vertex and
click the left mouse button again.

Continue entering each vertex like this until you are ready to position the final vertex. Double-click the left
mouse button to place the final vertex. If you are drawing a freehand polygon, 3rd Planlt will make the
connection between the final point and the starting point automatically. If you are drawing a contour line,
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you may leave it “open”, or you can “close” it by placing the final vertex directly over the first vertex (use
the Alt key to ensure exact alignment).

You may use the Alt key to snap a freehand vertex to an existing object. Point at an existing object near
one of its endpoints, then hold down the Alt key while clicking the left mouse button. The new vertex will
appear at the nearest endpoint of the target object.

4.1.7.2 Editing Polygons

After you've drawn a Polygon, you can change the location of each
vertex individually. The object may be a regular Polygon or one
drawn freehand; once the object is created it is simply a collection of
vertices.

/
™
/

To edit a Polygon, point to it with the Select Tool, double click the ==
left mouse button and you will be presented with a number of handles
to manipulate the object, one at each vertex. If the Polygon was filled
in any way, the effect will be turned off while you are editing it. l/
™

To move any vertex, point to its handle and press the left mouse
button. Drag the vertex to its new location and release the mouse
button.

SN

You can also move more than one vertex at a time. Use the Select

Tool to rubber-band the vertices you'd like to move. Point to any of ,_f
the selected handles, then press and hold the left mouse button. As

you drag the mouse, all of the selected vertices move at the same time.

Release the mouse button when you are happy with their location. K“n/

&dd wertex

Inzert portal notch

You can delete the currently selected vertex or vertices by pressing the
Delete key. You can also add a vertex at a particular point on the
polygon. Point the cursor to a polygon line at the location you want
the new vertex, click the right mouse button, and select Add Vertex.

To finish editing the Polygon, point to any free area in the drawing
and double-click the left mouse button. The handles will disappear
and the fill pattern will again be displayed. The entire operation can be

™, ; ™,
reversed using the Undo command. Q

Polygons embedded within groups may be edited in place. Double-
click the group to begin in-place editing and then double-click the
chosen Polygon. This can be useful in Contour Sheets for making
minor esthetic adjustments.

41.7.3 Front and Back Surfaces

When viewed in 3D, polygons have front and back surfaces, determined by the order the vertices are added
to the polygon. You may select an option in Tools / Options / 3D Settings to color both sides of polygons.
However, it’s best NOT to color both sides, so you can ensure that all the polygons in a 3D object have
their front faces on the outside of the object. Refer to “3D Object Design” for an example of this.
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41.7.4 Other Polygon Operations
There are several forms of Polygons as shown at the right. A Polyline is
an unfilled Polygon whose start and end points need not necessarily be the P Terue| ek tppeaace|

Tupe | Polpgon -

same (it may be “open” as well as “closed”). A Contour Line is a Polyline Qraaies
that is used to make Terrain Connections, and is usually drawn only in 2D,
not 3D. A Contour Plane is a regular Polygon, except that the lines
surrounding it can be selectively turned on and off in 2D and 3D views.
You’ll find there are times you want to see the edges of Contour Planes,
and other times you’d rather have just the colors of the areas without the
clutter of the polygon mesh lines.

132144
13214
14021/32"
14021432

Polygons can be rotated, resized, grouped, tilted, and otherwise treated
like any other 3" Planlt drawing object. Since polygons are composed of

185 25/32"
1771118
177 11416" o
185 25/32" o

I Encble golor blending

Palygan

Folyline
Cartour ling
Contour plane

line segments, they can be tilted into the Z-axis as group members along

Cancel

any other line segments. Color blending lets the colors of each vertex
determine the face coloring.

41.7.5

(<

Contour Lines

Contour Lines are your way of describing to 3rd Planlt the
elevation of the terrain on your layout. They are used in the
same manner as contour lines on a map — the object at the
left is a hill with a small creek running towards the lower

right.

A contour line =S =@ can be “open” or

“closed”. The |[osu x&e= = wom e = 3=%6 | above hill is

made of three g closed  contour

lines  around ' 3 each other. On

the right, three open contour lines are shown; these define a
sharper slope. The contour lines were set to elevations 07, 2”
and 4”. They were then connected with the Connect Terrain
tool, resulting see=s s e wene wew | i the terrain shown in 3D at the left.

4.1.8

3" Planlt offers a realistic way to represent landscape elements such as trees and
bushes, known as Bitmap Plants. The plants are drawn from a bitmap image, such as
a JPG, BMP or TGA file.

Bitmap Plants are drawn using the Draw Tool as shown at the right. There are 13
kinds of plants available to be drawn directly from the ToolKit. Their types display
as you point your cursor at each plant type button (e.g., Oak, Cherry, etc.)

Bitmap Plants

Bitmap Plants may be drawn with their base at the same elevation as an existing
object. Simply hold the Alt key down when drawing the plant and point the cursor
to an object already in the drawing. Click the Left Mouse Button to place the plant.

You can change the look of the plant by selecting it, switching to 3D mode, and
pressing the Backslash key (\). If you hold the Shift key while pressing Backslash,
the plant will retain the same shape but grow larger. Similarly, the Ctrl key causes
the plant to grow smaller.

Tool Kit

#
w5
&

To set the Properties of a Bitmap Plant, double click it, or select it and choose Edit / Properties. You can

change the texture used for the plant to one of your own choosing.
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4.2 Splines

There are three kinds of splines available in 3" Planlt: Cubic, Rounded and MA (Minimum Acceleration).
The first two splines use geometry defined entirely within the spline, and thus cannot have their entry or
exit aligned to existing objects. MA splines are specifically designed for track planning, allowing the
direction of endpoints to be aligned to other objects. All of the splines assume the curvature at each end is
zero, so you can reasonably align tangent (straight) track or lines to splines.

42.1 Cubic Splines

The cubic spline is what you may have come across in other ) Tool kit

drawing programs, a smooth curve that connects three or more II b 4Gy
points. Although a cubic spline may have two points, it ends up

as a straight line. VARSI
To draw a cubic spline, or any other spline, first select the kind = & O E
of spline you prefer from the ToolKit. Point to the location for 2 F B
the spline to begin, then click the left mouse button. As you -

move the mouse, a line will be drawn from the first point to IU W™

your cursor’s location.

At the location you want the second point, click the left mouse button again. Now, as you drag the mouse,
the spline curve will begin to show. You may point to a third location and click the left mouse button again.
Continue this procedure until you get to the last point of the curve, and then double-click the left mouse
button.

4.2.2 Rounded Splines
These splines are, as the name implies, more rounded than the Tool Kit
cubic spline. They are more suited for track planning, as the II o4 Gy
sharp bends present in cubic spirals are rounded.

. . e =
The example at the right was not drawn; it was made from the © £
example above. Using the object’s Properties dialog, the spline ~= & 0 IF
was changed from cubic to rounded. You can see the . I T
difference between the two examples. If you wish, you can -
align objects to the spline’s endpoints. These should generally v IU ™y

be straight lines, as splines end with zero curvature.

It’s worth noting that the ends of cubic and rounded splines have a bit a “reverse curvature”. This is the
nature of these curves, which are not particularly suited for trackwork.

4.2.3 Minimum Acceleration Splines

Minimum Acceleration splines — MA splines — have been specifically designed for | REL

track planning. Their endpoints can be aligned to existing objects. In addition, their II N
curvature is designed to provide the least horizontal acceleration through the curve ’

given the start and end directions. Finally, MA splines can be straightened, letting S oo A
you design complex track with multiple curves in one spline. & 0O IF

In the example below, we see a reversing loop that might appear on a peninsula in & X
our layout. The curve has been defined by five points, as can be seen more clearly -

on the right. o F
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MA splines minimize horizontal acceleration, as measured over the whole curve. Because of this, moving
one vertex will result in changes throughout the curve, especially between the vertex being moved and its
neighbors.

4.2.4 Straightened MA Splines

With MA splines, you can design track with several curves, controlling the position and radius of curves by
the location of the spline vertices, along with the straightening percentage. To serve as an example, the
same MA spline used in the previous section was used here.

You can turn on straightening either from the spline’s property page, or by clicking on Straighten in the
Object Data Window. In either case, you can also set the straightening percentage. In this example, a 80%
straightening was chosen.

4.2.4.1 Editing Blocks of Track

One of the great benefits of MA splines is the ability to edit areas of track as a whole. You can make such
changes while editing the spline. To enter object editing mode, double-click on the spline. Each vertex will
have a blue handle that you can move independently — or as part of a group. To move one vertex, point at
its handle, press and hold the left mouse button, then move it around. Release the mouse button when
you’re done.
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To move a group of vertices, double-click the spline using the Select Tool to edit its
vertices. Then “rubber-band” a number of vertex handles. When you move any one
of them, all of them will move together. The example on the right was made by
moving the three vertices in the upper-right of the spline to the right. The result is

still an orderly, useful track segment that is a bit wider than before.

In the next step of this example, the lower two vertices were moved to the left. The

minimum radius is about 27” again, with two broad curves and two more narrow
curves.

This large change in track geometry was accomplished in just a few simple
operations. All the curves are smoothed by cubic easements and flow into each
other as part of a balanced whole. It’s easy to try a wide range of layout options in a
short time using MA splines, with elegant results. ,

4.2.4.2 S-Curves with MA Splines

This example shows an S-Curve embedded within an MA spline,
as well as editing blocks of track. To help visualize the changes
between the drawings, an orange line was added to each end of
the spline. Both lines stay in their original positions as changes
are made.

The first edit moved the upper-right two vertices a bit lower and
to the left. Compare the end of the spline to the end of the line to
which it was adjacent. After that, three of the four vertices were
moved to the left as a block, shortening the lower-left track.

While you are editing an MA spline, if the radius becomes too
small at some point, the spline will become first orange, then red
where the radius is under the minimum. You can also see the
changing radius in the Object Data Window as you edit.

4.2.4.3 Transitions between Straight Lines

You can use MA splines as transition track between two straight lines (tangent track). If you want to
transition between one or more curved segments, you are better off using Quintic Easements, as shown in
the SoftTrak chapter.

In the image on the right, you can see
the range of straightening available to
MA splines, ranging from 0% to 100%,
every 20%. The radii of the curves vary
from just over 12” to about 33”.

By adjusting the straightening value,
you can achieve the working radius you
want. Adding a point mid-spline will
generally not achieve the same results,
unless you turn straightening off.
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4.3 The Select Tool

43.1 Selecting, Moving and Resizing Objects

Tool kit

Once you have created an object, you will manipulate it primarily with the Select
Tool and its variants, the Copy Tool, Parallel Tool and Align Tool. To use the + IE.{_ G
Select Tool to select an object, point at the object and click the left mouse button.

You may select more than one object by holding the shift key while clicking an IE Le+ Gan [yt
object. If the object is not selected, it is added to the selection. If it is already * 2 g 2
selected, it is removed from the selection.

The Copy Tool is used so frequently that it is available in another way — the traditional Windows copy
technique, holding the Control (Ctrl) key while dragging a selection with the Select Tool.

When you choose the select tool you are provided the standard arrow cursor
to select and manipulate objects. If you draw a line, double-clicks to get the
Select Tool, and select the line, the line appears as shown. You may drag
the line around the screen by pointing to the line, pressing the left mouse
button and moving the mouse. Release the button to drop the line in a new
place.

IMPORTANT NOTE: Polygons must be “grabbed” by an edge, not an
internal region. This allows you to easily select an object that has terrain
underneath it.

You can also move an object, or several objects, with the arrow keys. The
arrow keys move all selected objects one screen pixel at the current
magnification. Therefore, the more you are zoomed-in, the smaller each
arrow movement will be in actual distance.

The four black squares surrounding the line are called Handles. You can “grab”
a handle with the mouse to proportionally resize an object such as this line. In
this example, the upper right handle was dragged to the lower left to shrink the
line.

When you resize an object, its elevation is adjusted proportionally, as well.
This line retained the same grade after adjusting its size, indicating the Z values
had been scaled similarly to the X and Y values.

You may also resize an object by a precise factor, which can be useful when

converting from feet to inches, American to metric, or for changing scales of

existing objects. For example, if you are an N-Scaler and would like to use an HO Scale building object in
your drawing, you could resize the building by a factor of 0.544375 (87.1 / 160). The Resize By Factor
command is available under the Edit menu, and from the context menu after right-clicking an object.

4.3.2 Editing objects

The Select Tool allows you to edit objects in powerful ways. Start
editing an object by double-clicking it. When a single object (not a
group) is being edited, the black resizing handles are replaced by

blue editing handles, as shown. L

To change the object, move the Select Tool over one of the handles
(in this case, the lower right). Press the left mouse button, and move
the mouse to change the length of the line.

The line is constrained to the angle at which it was originally drawn when you move the mouse. If you
would like to freely move the endpoint to any location on the screen, hold the Shift key down while moving
the object. The endpoint you are moving stays directly under the cursor, while the far end remains fixed.
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A circle may be similarly edited; you may adjust the start and end

3" Planlt

points anywhere along the circle defined by its radius. When a circle =
is first drawn, both the start and end points are set to an Azimuth of
90. As you move an endpoint, the circle is redrawn and a gray
guideline is drawn to your cursor. You may extend the guideline
anywhere on the screen; it will be removed when the mouse button is

released. If you hold the Shift key down while moving a handle, the
circle’s radius changes and the other vertex does not move.

Spirals may not be edited; they are precisely fitted between circles and lines. Spirals should be recreated if

the adjoining circle or line is modified significantly.

4.3.3 Editing groups

In 3rd Planlt, groups are made of one or more objects bound together in
a single object. You may name a group, and assign other characteristics
to it such as cost. You can also edit a group by double-clicking it.

The examples show the editing process using a tree from the Object
Library. When pasted into a drawing, the tree group may be moved
around as a single object. If you want to edit a single object in the group
(in this case a branch of the tree), you may double click the group and it
will appear as shown, with a special hatched rectangle.

AR R R R

When you are editing a group, all actions you take become relative to the group. If
you draw a new line or paste an object, it becomes part of the group. You may delete
objects from the group, and you may resize and edit objects within the group. The
hatched border will change to reflect the new size of the overall group after you

change its objects.

Should one group contain another group, you may double click that group and
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similarly edit it. When you are done editing a group, double-click the background to remove the hatched
rectangle and return to normal operation. The example at the right shows a group designed to be the wall of
a building. The wall group contains the outer rectangle, two windows and a door.

To demonstrate the “drill-down” group editing capability, the wall group was
double-clicked first. This surrounded the whole group with the hatched
rectangle. Then the window group was double clicked, resulting in a second
hatched rectangle around it. A line in the window is selected in this example.

The line can then be repositioned in-place. What’s more, most any other edit
operation can be performed while you are editing in-place. You could add a
second mullion to the window using the Draw Tool. You could then double-
click the left mouse button to end the window edit; the second mullion will
be part of the window group from that point on.
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Similarly, you could delete the window on the left at this point and perhaps add a different one. When you
again double-click the left mouse button, you will end the editing of the overall wall. All your changes
would be incorporated into the remaining group. A Ctrl-Z or File / Undo removes all the changes in a

single command.

4.3.4 Selecting When Objects Are Stacked Above Each Other

If two or more objects are stacked above each other, you can select a specific object from among them as
follows. Point the Select Tool at the objects, then Press and Hold the Left Mouse Button. If the proper
object is not selected, CLICK (press and release) the Right Mouse Button while still holding the Left
Mouse Button down. One by one, each stacked object will be selected with each click of the Right Mouse

Button.
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4.4 The Copy Tool Tool Kit
The Copy Tool works much like the Select Tool, except that every time you move + IE AR
an object, it is copied rather than moved. N IE N vt
45  The Parallel Tool K e 2

You may easily create parallel objects with this tool. And, if a number of objects
were connected with the Connect Tool, they may all be paralleled in one action. See
the Tutorial (Chapter 2) for an example of using the parallel tool. aF IE A

When you have chosen the Parallel Tool, if you hold the Control key while you [ IE [yt
select an object, the selection is extended to all connected objects on both sides of & & @
the original object. This is shown in the Tutorial.

T ool Kt

When a document is created the default parallel distance setting is 2 inches. If you
wish to change the default value, use the Tools / Options / Tools menu selection. You may also set the
parallel distance on the fly by right-clicking the mouse while dragging a selection with the parallel tool.

4.6 The Align Tool

It is often desirable to precisely align one object with another. In the tutorial, you | g
found that you can use the Alt key to select an object at an end and hold the Alt key
while dragging to snap the object to other objects’ ends. This is a nice technique if + IE FAILEN
you have an occasional object to align. If you want to align quite a few objects, you e l_
may select the Align Tool from the ToolKit. + b Dyt

F @ 2 &2

The Align Tool works much like on-the-fly alignment, except you don’t need to
hold down the Alt key. Simply press the left mouse button over the first object, near
the end you will want to align. Drag the object to any other object; when it snaps to the end you desire,
release the mouse and the first object will align itself to the second with their endpoints exactly coincident.

4.6.1 Auto-Alignment

3" Planlt offers an Auto-Alignment feature for track objects. When you first start 3 Planlt, this feature is
turned on. When you are using Auto-Alignment, whenever you move an object marked as a Track Object,
it automatically snaps to the end of target objects and aligns the object when you release the mouse button.

This feature causes Track Objects to appear to “jump around the screen” while you are moving them. This
happens when they snap to the end of a target object, confirming their final location when you release the
mouse button. If you do not want Auto-Alignment on, you can use Tools / Options / Tools to turn off the
Auto-Alignment feature.

4.7 Eyedropper and Paintbucket

This set of tools allows you to transfer a color from one object to another. To Tool Eit

start the process, select the Eyedropper as seen on the right. You will then be rd

presented with the Eyedropper cursor. + IE EERREN
Carefully point to the color you want to sample. If you look at your screen carefully, x e+ Do Lyt

you’ll note that it’s made of an array of many tiny dots, or pixels. The Eyedropper l? @ 2 &
samples one of those pixels and saves it to be applied to other objects. The RGB

color of the pixel is shown in the Status Bar. To sample the color of a pixel, click

the Left Mouse Button.

You can then select one of three Paintbuckets. The first applies the stored color to objects’ lines. The
second, to the front face, and the third applies color to the back face. Point the bottom tip of paint in
the cursor to the object that is to receive the saved color.
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4.8 The Connect Tool

The Connect Tool greatly speeds layout of connections in your design, while providing high precision that
assures you of a reliable and well-functioning model railroad. Powerful transition curves let you change
curvature and grade smoothly, following traditional or high-speed rail standards.

48.1 Connect Direct and Connect With Easement
The Tutorial showed the Connect Tool in use in two | oI T ool Kit
capacities: to connect two lines with a circle and two spiral
easements, and to connect two circles with a line and two + k lzck + R II N
spiral easements. lﬁ Ty v "‘Fm" vy
L Tt o Tt ot e o

There are several different Connect Tool variants available SV A

. : . : it VA
to simply create trackwork, 3D objects, terrain, and vertical ‘-] ! ﬁ? ? ! ﬁy
gasements. S T R 7

. ER - ERE -

The two tools shown selected at the right can both connect S~ VA S~ VA
in the same ways; the left tool connects without easements, e e
and the tool to its right connects with easements.

4.8.2 The Two Step Connect Process

The Connect Tool works differently from other 3rd Planlt tools. While all other tools are “Press and
Move”, the Connect Tool is designed to work with two
objects.

To work with two objects, the Connect Tool has a two
step process: “Click the first object, then Press and
Move”. After you click the first object to be connected,
the mouse draws a guide line while you point to the
second object. If you’ve selected a circle as the first
object, the guide line follows about the circle as a
tangent line. This helps you envision the final connection
that will be made by 3rd Planlt.

Place your pointer over the second object — near the
point it would reasonably connect to the first object as shown by the guide line. Then press and hold the left
mouse button; if you like the connection you may release the mouse button; If you don’t like it, you can hit
the Esc key, or adjust its position if you are connecting two lines.

If your connection is between two circles as in the first example, or between a circle and a line, you may
not adjust the connection with the mouse. The spiral length settings determine the placement of the
connection. If you are connecting two lines as shown in the second example, when you move the mouse the
position of the circle and the spiral easements move freely along the length of the lines.

4.8.3 Connecting with Quintic Easements Tool Kit

The Connect Tool has six modes that create Quintic Easements™, located at the + L IZ iy
bottom of the ToolKit. These CAD-based transition curves operate in three
dimensions, allowing vertical as well as horizontal easements.

h"\_,:'i ':u.' h‘,&-‘" !5.‘
Please refer to the SoftTrak chapter for a complete overview of the various uses for RN 4
these powerful objects. P F

(RS

T
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4.8.4

This useful feature is very helpful in real-world track planning.
Let’s say you’re working on a design and have placed some
basic minimum-radius circles.

As you think about connecting the two circles near the back
wall, you decide you don’t want a simple line with easements
connecting them. You’d like a broad, sweeping turn that is more
photogenic to take some pictures of your models.

To accomplish this, click the first object with the Connect Tool
in the usual manner. Then press the Control key, and move your
cursor anywhere on the plan. The Control key “frees” the
Connect Tool to place a new line (and optional easement) from
the circle to the selected point. Click the left mouse button to
complete the connection. Do this with both circles, as shown in
the middle example on the right.

Next, using the same connect tool, connect the two new lines. In
this example, easements have been selected for all connections,
and they will be placed in this new segment as well.

The resulting smooth curve shown in the bottom example
consists of one circle, two lines and four spiral easements
joining the left and right circles. The ability to rapidly create
complex designs such as this allows you to explore a large
number of possible track layouts before building.

You will also be able to keep your track plan current more
easily. Frequently, as we move from “drafting board” to
construction, we would like to make a few changes. 3rd Planlt’s
rapid editing allows you to keep your drawing in step with your
work in just a few minutes.
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A Special Case — Connecting a Circle to a Random Point
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485 The Key to Success in Connecting

This whole process has looked quite simple. How, one might ask, can there be a problem when connecting
objects like this?

The one real source of problems comes when connecting between two lines, or a line and a turnout. If the
connection overlaps the far end of a line or penetrates a turnout, the connection will not be made. You
would be warned about the overlap and offered suggestions on different approaches.

It’s really best to try this to see what happens. Sz

Make a quick drawing like this example, and try IBsaa ve e[ e senEsse—T=nEE -
the connection. Intentionally try moving it “too ]|
far” beyond the lines and releasing it. You’ll o
receive a warning message and the track will  mos
remain unchanged. o
But there’s no need for this to be a problem. | ..ol : ) || -
Simply position the connection so that there isa [~ st mire
gap between the new connecting object and the = 1
turnout. .
When connecting between a group and another

object, or between two groups, this is especially

important. Groups in 3rd Planlt are units; much | . A=

as in the real world, you can’t just “extend” the E mi B wme
end of a turnout for convenience. 3rd Planlt === E——
automates this by inserting an extra line between the turnout/group and the connection. Therefore, always
make sure you always leave room between the connection and the grouped objects or turnouts.

4.8.6 Fixed Radius Connections

You may set a specific radius to be gy
used when connecting between two
lines using a circle and optional
easements.

T ool Kit T ol Kt

+hlLa| +R[LS
"'v"‘ '-u-‘ u&;l'?-‘ "'v"‘ '-u-‘ u&;l'?-‘
VAL | WV A Y
N T W w P F

The examples at the right show the
Connect Direct and Connect With
Easements modes, as well as the

button used to set the fixed radius % fu8s Y f o VW Ry
value. a a a
S B Lt
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4.8.7 Polygon Connections

Polygon connections are used to make 3D solid objects. In the example below, a
square polygon was drawn. A copy was made and placed to the right of the first
polygon. The height of the second polygon was set to 127, then the two were
connected using the Connect Polygons tool. The resulting 3D solid is shown below.
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488 Terrain Connections

The Connect Terrain tool is the primary tool for creating terrain on your virtual
model railroad. It is used to join two Contour Lines with a “Terrain Sheet”, a mesh
of triangles that can be set to chosen colors.

The Contour Lines you draw determine the nature of the Terrain Sheet that’s
created. Each triangle in the mesh has 3 vertices, and each of the triangle’s vertices
will be at the same location of a vertex in the contour line. Let’s start with a simple
example that highlights the nature of the triangle mesh.

— At the left you can see two simple contour
lines that were made for this example. Each
contour line has four vertices — the two ends
and two vertices in the middle.

The ToolKit
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Terrain connections are made using the same two-step technique used
for other connections. To recreate the top example, point the cursor to
the top of the left contour line, then click the left mouse button. In the top left frame, you can see the red
reminder line being drawn as the cursor is dragged toward the second

contour line and click the left mouse button. The terrain that’s created

\ contour line. To complete the connection, point to the top of the right

is shown in the example.

In the second example you can see how the Connect Terrain tool
uses your input to fashion the Terrain Sheet. The connection was
started at the top of the left contour line as in the first example, but as you can see, the cursor was pointed at
the third vertex from the top to complete the connection. The terrain sheet’s triangles clearly show the

connection starting from the two selected points and proceeding from there.

IMPORTANT HINT: if you are creating a ridge top or a creek, you can use this feature of the Connect
Terrain tool to your advantage. Create your contour lines, then make all the connections between the high
or low points of the topographical feature. This ensures the ridge or creek takes the course you desire.

There are many important and useful features in terrain connection. See the chapter on Terrain Contouring

for details on more advanced aspects of terrain building.

4.8.9 Polygon Connections

See Section 19.6.1 for a description of Connect / Add Polygons and Connect / Subtract Polygons.
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4.9 The Path Tool

E wd Piaa - [BormRoom. Ipi]

3" Planlt

[ Fle Edt Tool view Window Hep

The Path Tool, a variant of the Connect

DEE& r@e 2 |

TR Neal -1 =1 B e J=" %

Tool is used to find a path between any
two objects. Even in the most complex
drawing, if a valid path exists between two
objects, 3rd Planit will find it and highlight
it for you. Here is an example using the
BonusRoom.3pi drawing included in your
release kit.

Note that BonusRoom is a very large file. 3rd
Planlt will handle the largest drawing and run
the fastest when your computer has enough
memory to hold the entire plan at one time.

The Path Tool has highlighted a track |
segment running from one end of the
layout to the other. 3rd Planlt has been set
to Use Model Scale, and we can
immediately see the length of this path to |,

B 0360 mikes
] 0337 mils
<l 0088 mies
L 0028 mikes
o 0458 mile:
204 e
Ly 0408 miss
s 07% mikr
L. 0013 s
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HO Beale

2lx
Take a smapshot

be 2.9 miles in HO Scale. This worked out = Bewse=]

XO140mies ¥ 0817mies 440000 ¥ 0.000

to about 175 actual feet (View / Use
Model Scale).

49.1 Using the Path Tool

The Path Tool and the Crooked Path Tool both are used in
the same way, and each is similar to other Connect Tool
variants in that you click on two objects to create a path.

A path is not a group; it is temporary and exists for setting
elevation, viewing in profile, and determining path length. If
the path does not go through any groups, you may group the
path members for later use. (It’s not possible to group
members of another group... they do not exist independently,
they are part of a group and objects may only be members of
one group).
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In the lower left view, a pair of lines has been connected with a circle. The path is started from the left line,
which is clicked near the departure end of the line. You can see the guide line emerging from the departure
end, and the Message Window directing the user to click the second object.

In the right view, the second circle down the track has been clicked, and the path highlighted in magenta. A
short segment of tangent track is visible in black at the upper right; it is not part of the path.

The length of this path is now shown in the Object Data Window. You may now set its elevation from the
Property Bar, or from Edit / Elevation. If the objects were not connected smoothly as these are, the Crooked

Path Tool would be used to traverse them.

G A
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You may press the shift key when clicking an object to extend or shorten
an existing path. In this final view, the second circle has been removed
from the path. The line segment before the circle was clicked to remove
the circle. Always click the last object you want in a path.

4.9.2 Choosing the Path You Want

When you choose the two endpoints of a path, the Path Tool finds a plausible path between them. However,
the tool may choose the main line when you had wanted to include a siding track, or other particular
situations.

,,.,—'—'—'_'_'_‘—
——

To choose a specific path when alternate paths exist, use the Shift key to create the path in several steps.
Start by choosing a path through the junction, then Shift-Click the track where you’d like the path to go
next. You can repeat this process indefinitely, negotiating a path through several junctions.

| I
—

4.9.3 Setting Elevations Through Turnouts

When trackwork like that above is on a grade, it can be tricky to set the elevation of the siding. It’s easy to
set the main line... select a path through the turnouts, set the elevation, and you’re done. To make it easy to
set the elevation of the siding, 3rd Planlt does something when setting elevations along paths.

_,_,_:—'—'_'_'_'—
] — ]

Whenever a path goes through a turnout and elevations are being set, every point in the turnout is set to the
proper grade. The endpoints of objects coincident to the turnout are set to the turnout elevation as well.
Setting elevation on the second leg of a siding is then simple, as the endpoints are already set to the proper
elevation. Simply bring up the elevation dialog box and click OK, and the elevation of all the intermediate
objects will be set properly.

4.10 Connecting End Points

You may easily connect two endpoints without regard to alignment using this
Connect Tool mode. When Connecting End Points, you do not need to hold the Alt =+ [ IZ Q,
key to select an object’s endpoint; the tool selects endpoints by default.

Tool Kit

U I Y - I -
By clicking two objects, you draw a straight line between their nearest endpoints, o
and set the connecting object pointer in each of the objects. If you were to draw a B II} &
line using the Draw Tool and holding the Alt key, the result would look the same, W o= O

but 3rd Planit would not know that you had intended to treat them as connected. CorElt foan
Connected objects may be multiply selected by selecting just one of the objects in WA R
the connected chain as described in the Tutorial. e B
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411

Since 3rd Planlt understands a turnout’s geometry and purpose,
crossover layout and yard design.

Connections with Turnouts

411.1 The Connect Turnout Tool

This is a very flexible tool that can be

Tool Ki used in many layout situations. The first
+ [ IZ €4, | task we will address is layout of switching
L ... | yards. Our design goal is an HO scale

WA yard with the first track separated from
™V o the main line by 2 3” and the remainder
= separated by 2 %4”. The turnout from the
= F | main line will be a #5, the turnout to the
s 4 58S 7 an | first lead will be a #6, and the remaining
& turnouts will be #5. This makes for a
e compact yard design, but minimizes the

problems associated with the inherent S-
curve leading into the first yard track.

In the first example to the right, the #5 turnout has been placed in
the main line, and the yard tracks have been positioned to their
desired spacing. Using the Library Bar, set the default turnout to
a number six for the next connection. Point your cursor to the
routing track of the number five turnout and click the left mouse
button. Point to the first yard track and click the left mouse
button again. The turnout is positioned and connected properly as
in the second example.

Zooming in closely as in the third illustration, we can see that a
short segment of curve and a segment of spiral easement have
been added in addition to the turnout. This is because the #6
turnout has a smaller frog angle than the #5 turnout which
establishes the switch lead. 3rd Planlt calculates the proper
connecting curve and offsets the turnout the right distance so
everything aligns precisely.

Finishing the yard is easy as shown in the fourth drawing. From
File / Settings / Turnouts, select the #5 turnout once again.
Click the final turnout at its normal exit, then click the next yard
track. Each time you do this, the connecting tangent track is
added and the yard track is trimmed to the proper length. The
final connection is made using the standard Connect Tool or
Connect With Easements.

3" Planlt

it can automate the tedious process of

o

REWE VIR (RO [

= onEEES e d=%mh

o

The Connect Turnout Tool is also useful for making junctions other than in the yard. For example, here the
Connect Turnout Tool was used to form the junction between a main line and a branch line.

The connecting curve and the spiral easement are quite visible in this
example. The Alt+T (Color By Object Type) display mode is used with
endpoints highlighted to show the transitions from circular arcs to spirals \

and from spirals to tangent track.

When making connections such as this, the Connect Turnout Tool
determines which direction to place the turnout based on where you clicked \
the mouse relative to the endpoints of the two objects. You may want to try
this a few times, varying the line angle and length, to get a feeling for how L\
the Connect Turnout Tool operates in large angle situations such as this.
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4.11.2 The Connect Crossover Tool T ool Kit

This tool exists for one particular use, the creation and alignment of crossovers. + G II =
First, lay out two parallel tracks separated by any reasonable distance. Insert one of
the chosen turnouts on either of the two tracks using the Turnout Draw Tool as
described above, and align it the way you’d like to see it end up. Then select the T} VA @f

L4 vl NE
Tt T o

Connect Crossover tool as shown at the right. e E Y
i Click the left mouse Lopegat 4
2w € 120 o im0 == button while pointing <N R
neEs vel -] FeloenEEsFen 3=t .| at the first turnout | e B
z=r 7| near its routing
S (diverging) track, and move your cursor to
S e {2 touch the parallel track. The track highlights

Hi— ol oo

when you are pointing at its centerline.
When you see your drawing look similar to
that on the top left click the left button again.
) ) | The second turnout is inserted automatically
et R ren e at the proper location, and the connecting
tangent track is inserted at the proper length
as shown in the bottom drawing.

[JSEQ Tedd View ‘window Hel N T-IES)
DEEa e m oG OE= O [ferem d="0 .
You can make an ‘“automatic crossover’

between two parallel tracks, also. Simply
choose the Connect Crossover tool, click
one of the tracks at the location to center the
first turnout. Then click the second track in
the location you want the other turnout in the
crossover. Two turnouts and a connecting
. track will create a crossover. The Default
Lt = s wememese| Straight Turnout is used in both instances.

412 The Zoom Tool
The last tool in the ToolKit is the Zoom Tool, used to change the display

T ool Kit
magnification of your track plan. Six zoom commands are available from the + & .{_ﬁ

ToolKit:
. et s qf

Zoom In Rubber-band the area you wish to have magnified, 8 .0
and 3rd Planlt will perform a “best-fit” zoom, which @Al
ensures everything in your selected area is visible.
This tool can also be accessed by typing F2.

Zoom Previous Zoom to the previous zoom factor and location. A convenient short-cut is the
F3 key.

Zoom Return Used after Zoom Back to return to a previous zoom factor and location. F4
can also be used for this tool.

Zoom to Half Size Make the drawing magnification half of what it currently is.

Zoom to Full Page Show the whole drawing on the screen. This can also be accomplished by
pressing Shift+F3.

Show All Objects Zoom to the highest magnification that will show all the drawing’s objects in
the current view. This can also be accomplished by pressing Alt+F3.

Zoom to Favorite Zoom to a view that you find useful at the present time. The zoom factor and

position are saved using the next command.
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Set Favorite Zoom

3" Planlt

Set the favorite zoom factor and position to the current view.

There are two alphabetic hot keys for your convenience in zooming. The F key zooms “forward” into the
drawing centered on the cursor, and the B key zooms “backward” out of the drawing.

4.13

How Shift, Control and Alt Affect Tool Operation

When you are using the various 3rd Planlt tools, the Shift, Control and Alt keys modify their operation in
defined ways to make the tools even more useful. Although many of these features have been mentioned
throughout this manual, they are summarized here for easy reference.

Tool If Shift Pressed If Control Pressed If Alt Pressed

Draw tool During draw At beginning of draw At beginning of draw
Constrain to horizontal Start from the defined starting | Start object from the
and vertical when position. end of another object.
draWing lines. During draw
During edit Snap the end point to
Frees line end point. another object.

Select tool During move During move When selecting
Constrains movement to | Changes the move to a copy Select the object at its
horizontal and vertical. | operation. nearest endpoint.
When selecting When double clicking During move
Adds or removes the Opens the Properties Sheet for | Snap the selected point
object from the current an object. to an object end point.
list of selected objects. Right-click to align.

Shift key sets elevation.

Parallel Tool No effect. When selecting No effect.

Right-click while
moving to set
parallel distance

Extend selection to all
connected objects.

Align Tool When button released | When button released No effect.
Moves base elevation of | Uses the nearest point of
object to elevation of second object rather than
second object. nearest endpoint.
Connect Tool No effect. When connecting from circle | No effect.
Allow connect to any chosen
point in drawing.
Path Tool When selecting No effect. No effect.
Adds or removes the
object from the current
list of selected objects.
Zoom Tool Shift, Control and Alt have no effect.
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5. SoftTrak

SoftTrak is the most powerful design tool ever introduced to track planning. It lets you focus on the track
routing, rather than the details of curves, easements and tangents that form the basis of track design. In
addition to SoftTrak, 3rd Planlt now offers Quintic Easements that allow smooth transitions in all three
dimensions at the same time.

51 SoftTrak Basics

When working with SoftTrak, it is helpful to think about track design as the task of connecting a number of
straight track segments with curves. Prototype railroads use straight track as much as possible to minimize
energy consumption and wear of track and wheelsets. Thinking this way when you design your model
railroad helps keep it in tune with the prototype, and SoftTrak works naturally in this paradigm.

We will therefore start with a design example that looks first at the elements of the layout, and second at
the position of the track. In the image below-right, you will see a track plan that has a freight house and a
corner café at the lower left, a packing house near the center, and a freight house on the right.

fo A

A few simple sidings were placed by the industries, made in the manner described
in the tutorial. To connect them using SoftTrak, select the Connect SoftTrak tool as
shown on the right. First, connect the lower-left turnout to the middle turnout, by + & IZ =N
clicking on the open entry legs of each turnout. The two will be connected by a RN YRTT

SoftTrak curve that completes the connection without any other additional track. W R
i —
The same process is repeated for the remaining connection. In this example, the E &' &
radius of the resulting curve came out to 33 3/8”, using SoftTrak with a Maximum ™V A @p
Radius of 607, as shown in the Object Data Window. To see one benefit of Y = b
SoftTrak, we select the upper-right curve; then click on the “Maximum Radius” . i m9 5 g
field in the Object Data Window. LU W

33



SoftTrak

The field will change to “Fixed Radius” after
you click on it, with a default value of 30”.
As a result, the curve is recomputed using a
fixed radius rather than the maximum radius
of 60” previously in use. Compared to the
previous image, the curve is now longer and
the radius has become smaller.

In this view, the curve‘s internal structure is
visible. You can see this by using command
View / Display Style / Type (Alt+Y) twice.
As you can see in this example, SoftTrak is
comprised of tangents, easements and circular
curves. All of the internal detail was
generated by the program, and changed
automatically when you changed the curve
from “Maximum Radius” to “Fixed Radius”.

SoftTrak may be used without easements, as
well. Simply select the curve and click the
field in the Object Data Window that displays
“Easements”. It will changes to “No
Easements”, and recalculate the track.

At the right we can see the result of this
change. The upper curve, with a fixed radius
of 30”, now extends a bit further to the north.
The lower curve has no easements, and was
set to have a fixed radius of 30” also.

Note how the SoftTrak extends from turnout
to turnout. SoftTrak is defined as:

1. Anentry segment of tangent track
2. Aneasement

3. Acircular curve

4. An easement

5. An exit segment of tangent track

3" Planlt

&
m
&
Il
e

In any given piece of SoftTrak, one or more of these elements may not be present. Easements are optional,
at the user’s choice. The circular arc may become very short or non-existent, depending on the angle of the
connection and the spiral length settings. Finally, the entry and exit segments complete the track from the

curve to an existing object.

SoftTrak is dynamic by its nature. Because
you control characteristics of the curve and
not the specific geometry of the objects, you
may change a curve’s connection quite easily.
Looking carefully at the examples above, you
can see a yellow “tip” at each end of every
SoftTrak object. Point your cursor to one of
the tips, such as the top tip of the lower curve.
Press the Left Mouse Button, then drag the
tip around. It will flex as you move it, much
as a piece of flex-track. Note that easements
have been turned on again.

weEs
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In the same manner, you can drag the tip to
an existing track object, so that the object
highlights to confirm your aim. The SoftTrak
will align to the existing object, while
maintaining alignment with the object at the
other end. The track elements within the
curve will change accordingly.

Changes to complex track are just that
simple. For example, we can easily add a
turnout and a branch route to the drawing at
the right.

After placing the turnout, we drag the tip of
the bottom curve from its present location to
align to the new turnout. We use the Connect
SoftTrak tool once again to connect each
turnout to the other.

The image on the right shows the details of
the design so far. Examining the lower curve,
we can see that it is, in fact, an S-curve. Each
part of the curve is made of a pair of back-to-
back easements — the most efficient track
design for shallow angles. They are nicely
balanced, providing room and similar
geometry for each part of the S-curve.

It’s worthwhile to look back through the last
few paragraphs. The track design has been
changed substantially through the course of
the discussion — but each change was simple
and fast. If you want to change the location
of an industry and it’s siding, just select the

SoftTrak

=

s

objects by rubber-banding (or group them temporarily), move them to the new location, then drag each
track tip into alignment as you wish after the change. SoftTrak takes the drudgery out of layout changes, so
you feel more free to “work the plan” into the best design possible.

5.1.1 Changing SoftTrak to Objects

3" Planlt gives you many powerful tools that work with individual track objects: straight lines (or tangent
track), curves (arcs of circles), and easements (transition track from curved to tangent). You can easily
change SoftTrak to its constituent pieces so you can fine-tune the route, such as providing vertical
easements. Select the SoftTrak you want to change, then issue the Edit / Transform / SoftTrak to Objects
command, or right-click on the SoftTrak and select Transform / SoftTrak to Objects (or use the shortcut
Ctrl+2). The resulting objects are exactly the same as those within the original SoftTrak.
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5.2 SoftTrak as a Spline

Designed specifically to be used in railroad or thoroughfare planning, SoftTrak let you design long
stretches of track as though they were a spline — a traffic spline, if you will. They are made of one or more
SoftTrak curves, joined internally to form a contiguous track with multiple curves.

In this case, we will start with an L-shaped
room and try to find a mainline for it. Our
room has a door at the lower-left, so there
must be an opening to allow people to enter
the room. Select the tool Draw / Spline /
SoftTrak with Easements. Point to a
reasonable location near the lower left, then
press the Left Mouse Button. Drag the mouse
away from the starting point in the direction
it should head, in this case, to the right. After
a while, move the cursor north a bit, and a
natural bend will form, in the same manner as
adjusting SoftTrak by its tip. If you haven’t
released the Left Mouse Button, do so now.

This is the time to focus on the straight
segments. Review the image on the left; each
black segment is straight track, and each has
a vertex associated with it. (Note that S-curves can form between two vertices, but there is no vertex
associated with the tangent track between the two curves.)

To see and manipulate the route’s vertices, double-click the route. As you can see below-left, each vertex
has a location and a direction, from blue to red.

5|

Using the same technique as for editing a polygon, you can point to a blue vertex, press and hold the Left
Mouse Button, and drag the vertex to a new location. Each vertex also has a red direction pointer with a
diamond head. If you drag the red handle around its blue vertex, you adjust the direction of the track
through the vertex. Note how the track parallels the walls at the top and bottom. By holding down the Ctrl
key while adjusting a red direction diamond, you can “snap” the direction every 15 degrees to aid in
establishing typical directions such as horizontal and vertical.

a

5.2.1 Changing SoftTrak to SoftTrak Segments

While you can transform SoftTrak to objects, you might also find occasion to transform SoftTrak into its
constituent SoftTrak segments. Select the SoftTrak, choose Edit / Transform / SoftTrak to segments
(Ctrl+F2), and it will be transformed to a number of SoftTrak segments.
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5.2.2 Point-to-Point Layout with SoftTrak

Let’s return to the first example, where we began with a
few sidings and industries. Choose the tool Draw /
Splines / SoftTrak With Easements and point to the /@
right end of the lower-left turnout. Hold down the Alt
key, and the cursor will change to an arrow from a
crosshair. This indicates the Snap to End mode, and it
will cause the turnout to highlight when you point to it.
Still holding the Alt key, press and release the Left
Mouse Button, then draw it away from the turnout to the
right and north, as you see in the example. Click the left
mouse button to begin the next segment of the spline.

In the example, the cursor was dragged to the northwest /@
after starting the second segment. Notice how the 1
program treats each vertex of the spline as a definite

location for straight track, then provides curves that are in

conformance with AREA, European and other railroad

and traffic design standards. o

The route was completed by clicking (a) along the upper-
left side near the center of the tangent, (b) at the top,
between two easements, and (c) at the end. The final
vertex was inserted by holding the Alt key (Snap to End),
then clicking the left mouse button. This automatically
completes the route, leaving the draw cursor available to
create another route.

The second route was constructed in the same manner. It
began from the lower end of the center turnout, using the
Alt key to establish the alignment. Two vertices guide the
track northward between the turnouts, then a final vertex
was aligned to the top of the rightmost turnout. The loop

9
from north to south was generated only from the two
tangent tracks before and after it. You could easily move
the yard to a new location, then drag the open tip to the
turnout, completing the track changes in a matter of
seconds.
SoftTrak let you explore possibilities that you might @
never consider. You get immediate feedback on the radii
of your curves as you draw, letting you find a very m
efficient way to get from point A to point B. You can fine

tune the route by double-clicking it, then adjusting the
location and direction of vertices. The example plan was
changed quite a bit between the last two images, yet the
editing took only a minute or two to complete. In the end,
when it comes to building your layout, you still have the
traditional track elements used anywhere else: curves,
easements and tangent track.

~
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5.2.3 Moving Multiple Vertices while Editing

There are times when a section of track is designed just

the way you want, but you’d like to move it intact while V

keeping it attached to its neighbors. You can easily |

accomplish this by selecting more than one vertex while

editing SoftTrak.

Starting with the example from the preceding section, we &

double-click the left route to bring up its editing vertices.

To select more than one vertex, first, click on one vertex "

you want selected. It will change from solid blue to a blue

box. Then, hold down the Shift key and select any other ]

vertices you want to move. You can also use the rubber-
band selection method to surround the vertices you want
to move — only blue vertices are captured by rubber-band
selection.

To move the whole selection, point to any of the selected
vertices, press and hold the left mouse button, then move
the mouse to move the vertices — and rebuild the route. In
the example, holding the Shift key while moving the /@
vertices forced them to move exactly north. You can see
how all the features of the bottom part of the spline
remain the same relative to each other, but they have all
moved relative to the rest of the spline. It is truly that ’ ]
easy to change your mind about the location of the track, ———._
or of the industries and towns that determine its route.

5.24 Spline-Like Editing of SoftTrak

If you are looking for some creative ideas for your main

line, you might like to use the spline-like qualities of

SoftTrak to your advantage. Thus far, the vertices of the

route have been locked into a given direction until you

choose to change its direction. You can also let 3" Planlt

generate some unexpected shapes by holding the Ctrl key

while moving a vertex. This frees the direction of the &
vertex to follow a path of minimum-acceleration between

the previous and next vertex. As you move the vertex

around, the angle of the track through the vertex will m
change. You can extend this minimum-acceleration route

generation further by holding both the Shift and Ctrl — &
keys while moving a vertex. This frees the direction of

the moving vertex, as well as its two neighbor vertices.

525 A Layer for Saved SoftTrak

There are times when you’ll transform SoftTrak to curves or objects for detailed work. If you want to be
able to come back to the route for further changes in the future, here’s an easy technique. Create a layer to
hold the routes you want to save, named “Saved SoftTrak” for example. Before you transform the route,
select it, use Ctrl+C to copy it, Ctrl+Shift+V to paste it in place, then change its layer in the Object Data
Window to “Saved SoftTrak”. It’s usually best if the layer is not visible until you want to find a saved
route.
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5.3 Quintic Easements

3rd Planlt offers a design capability previously available only to full scale high-speed railroads. Quintic
Easements have their roots in CAD software, based on mathematics not available until recently: quintic
splines. Unlike cubic splines available in many drawing programs, splines based on a quintic equation
allow the curvature at each endpoint to be specified. Quintic Easements can also be referred to as quintic
transition curves.

53.1 Background

To better understand the role of the quintic in railroading, we can look into the role of the transition curve
in general. If you’d like to simply use them, feel free to skip to the next section.

Before CAD design systems were available, both regular curves and transition curves (easements) were
determined by “stationing”. Surveying points, or stations, are located every 100ft along the track (in the
United States). If one was laying out a curve of constant radius, at each station the surveyor would set out
an angle of a few degrees, using the same angle at each station.

To transition that curve to a tangent (straight) track, the surveyor would subtract a small value from the
angle at each station, until the angle between stations reached zero. This natural measuring process resulted
in a curve that is represented by a cubic spiral. “Cubic” means that the distance from the tangent increases
as the cube of the distance along the curve.

Quintic transition curves find their power in CAD systems by exploiting the mathematics of equations
using the distance along the curve raised to the fifth power, rather than the third. What is special to us is
that a quintic equation can calculate a curve with specified curvatures at each end. Traditional cubic splines
must approach zero curvature at each end — which renders them ineffective for connecting curved track to
tangent track or to another curve.

What new design capabilities are available with Quintic Easements? There are three major benefits. The
first is the shape of the curve. It is very close to the same curve as a cubic easement, but it is optimized to
provide a better transfer of lateral acceleration when entering or leaving a curve. This difference is critical
to the operation of high-speed trains, as momentum is proportional to velocity. The second benefit is that
the quintic curve operates in three dimensions, not just two. It can just as easily transition vertical grades as
horizontal grades. One or both ends may have curvature, as well. Finally, it allows connection between two
curves in situations that are difficult or impossible to accomplish with traditional easements, such as curves
whose center of radius is concentric or closely spaced.

532 Vertical easements

If a track at one grade meets track at another grade, the

simplistic solution appears at the right. The difference ]
in grade between the flat segment on the left and the

10% grade to the right is made more noticeable here

by the use of terrain underneath the track. One never sees track like this in the real world, as there would be
a huge bump changing from one grade to another. The track designer must provide transition track to
smoothly change grades.
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3rd Planlt offers a connect tool to quickly add vertical easements to your design. Toak
Select the “Connect Quintic Easement” tool, shown at the right. This tool operates + i IE Q
in much the same manner as Connect With Easements, and other Connect tools. The C oot ot @ @
transition track is made by clicking first on the left track segment (press and release v oW
the left mouse button). =YV oA
Next, point your cursor to the center of the right track segment. Press and hold the W= P F
left mouse button, then move the mouse to adjust the length of the vertical Lortgrt d o
easement. When you think the transition track looks reasonable, release the left e
mouse button to complete the connection. IT A
Your track should look like the image on the right
when you view it in 3D. You can see that the track

D ——— |

now smoothly curves from the 10% grade on the right
into the flat track on the left. The abrupt change in
grade is still visible in the terrain below the track.

The image on the right was made after conforming the
terrain to the new vertical easement and placing a short
train on it. The train looks natural despite the huge
change in grade, with each car’s angle a bit more than the one in front of it. This not only looks better, but
makes reliable operation possible.

Building vertical easements is easy. They are created naturally by gradual flexing of the track and roadbed,
be it wood or foam. 3rd Planlt gives you valuable reference points at each end of the curve, which can be
transferred to your layout as you build it.

5.3.3 Vertical easements with a fixed radius T ool Kit

The Connect Tool also lets you create a vertical easement with a fixed radius. This + & IZ =N
provides regularity in your design and building. Select the tool “Connect vertical C et fas A
easement, fixed radius” as shown at the right. W

Using the tool is much the same as using the adjustable radius version discussed VA
above. There is no need to adjust the curve using the left mouse button, though. The Nl o
length of the transition curve is set to achieve the fixed radius. You can set the value
of the fixed radius by pressing the button with the lock and blue check mark.

SRRV

In the Background section of this chapter, it was noted that quintic equations allow us to specify curvature
at both ends. This fact brings great flexibility to quintics, allowing track designs not possible otherwise. As
an example, a tangent track with no grade is butted against a curve that has a 10% grade.

534 Complex vertical easements

You can see the abrupt change in grade in the left image. On the right, a transition curve has replaced a few
inches of both sections of track. The track transitions not only as a vertical easement; it smoothly connects
the curve and the tangent while smoothing the change in grade. This design would be extremely difficult to
achieve without quintic transition track.
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5.3.5 Editing Quintic Easements

SoftTrak Easements may be simply edited, bringing new
speed and flexibility to track design. Starting from the
example above, each primary track segment was shortened
using the double-click edit feature. A gap appears between
the primary tracks and the easement, shown at the right.

Note the yellow tips of the Quintic Easements. These tips indicate a powerful new editing feature — flexible
track that maintains smooth curvature from end to end. Before completing the broken trackwork, take time
to experiment with the Quintic Easements. Choose the Select Tool and point your cursor to the left end of
the easement, at the yellow tip.

g

As you move the tip, the whole track flexes from end to end. The curvature of the other end is maintained

until you adjust it by its tip.

As shown above left, the left tip of the easement was dragged to the tangent track. When the tip hovers over
the end of the tangent track, the tangent is highlighted in confirmation. At that point, the left mouse button
is released and the easement is aligned to the tangent track.

_4—1_/

To move a Quintic Easement, point your cursor near the center of the track segment. When it highlights,
press and hold the left mouse button, then drag the easement elsewhere. If you double-click the Quintic
Easement, you can move the editing handles without changing the curvature.

Note that there is a bit of an S-curve in the track on the left. An S-curve is not good track design in general.
However, given the curvature and location of the easement’s right end, the path with the least acceleration
is accomplished as shown. You need to be aware of this when designing with Quintic Easements, and avoid
unwanted S-curves by using good geometry. When the right tip of the easement is connected to the
constant radius curve, the easement is adjusted for its new location and the curvatures in play. This longer
easement allows a smooth transition from curve to tangent, absorbing the change in grade along the way.

After adding a train and swapping to 3D by pressing the Tab key, you can see the graceful results.
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It’s worth considering this connection in detail. The 10% grade of the curved track has been transitioned
smoothly to a tangent track with no grade, while at the same time transitioning from curve to tangent. This
kind of track planning power lets you design complex track in very little time.

5.3.6 Connecting with Quintic Easements

T ool Kit

If you use easements in your designs, using quintic easements is much the same. In
fact, the program computes the quintic curves with the same routines used for cubic + G X
easements. quintic easements replace cubic easements as the final step. St s bl

Loy
L W Ry
This implies that you can replace any cubic easements in an existing design with R
quintic easements. That’s quite true. You’ll find two versions of the tool, providing A
variable and fixed radius connections. The Toolkit shown at the right has the Nl 7 B

variable radius version checked; the fixed radius version lays to its right. LA
¢ 3 o
This example begins with two segments of tangent track at a shallow angle to each &

other. The “Connect Quintic Easement” tool is used in the same manner as the
“Connect with Easements” tool, optionally with a fixed radius curve.

e

=

While it is only evident in this illustration by their colored tips, the easements are Quintic. You use the
same procedures found elsewhere in the program to design with modern geometry. By printing your design
1:1, you can build your layout to the exact specifications you designed.

5.3.7 Connecting with a Single Quintic Easement

Toal Kit

When connecting obtuse angles of 135 degrees or more, you might prefer having
the connection made with a single Quintic Easement. This provides a very smooth + [ IZ N
curve, with lateral acceleration distributed evenly throughout the transition. AT
Although a quintic transition curve does not follow track design standards prior to s

the 21% century, this kind of transition is currently used on prototype high-speed M &
rails on shallow curves. You might also find it useful in designs of an earlier era, el T
where it can provide more attractive flow or let you achieve complex yard designs.

E I
This example begins with two segments of tangent track at a shallow angle to each
other. If the lines to be connected form an angle less than 135 degrees, a traditional

easement-curve-easement will be automatically be produced, not a single easement.

> -
o

5.3.8 S-curves with Quintic Easements

Toal Kit

You might be wondering — if the quintic transition curve can have an S-curve, can it

be used to solve an S-curve situation intentionally? The answer is definitely “Yes”. =+ L Q
A new tool is available to connect existing endpoints with Quintic Easements, as TR Y
shown on the right. W W
Shown at the right is an arbitrary AN 4
misalignment of track to serve as Nl 7 B
an example. T Y

p LR iy

e B
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After selecting the “Connect Quintic Easement, between ends” tool, click on the end of the left track, then
the end of the right track. A new piece of track is laid out between the ends, without repositioning the ends.

Even this artificial design situation is
resolved smoothly with the quintic transition
track. It would not only be difficult and
time-consuming to perform a similar design
with curves, easements and tangent track. It
would not be possible to minimize the
transitions as effectively, nor provide
reliable operation in a small area. You will
be able to make more compact and
interesting designs by carefully using this
new curve.

5.3.9 Connecting two circles

You will occasionally run into a situation where you wish to
connect two curves that form overlapping circles, as in the
example at the right. These nearly concentric circles are of
24” (on the left) and 36” radius (on the right). It would be
nearly impossible to connect these curves using traditional
design tools. However, the Quintic Easement makes it easy
and customizable.

Start by slicing each curve at places that appear to provide reasonable transition opportunities, such as
shown below on the left.

Use the “Connect Quintic Easement, between ends” tool to produce a very smooth curve that gradually
eases one radius into the other. The transition curve that resulted is not a unique solution to the overall
problem, though. Let’s try the same situation, with a slightly different end for the left curve.

You can decide which curve is preferable to your eye. Both will provide reliable and smooth operation
when you build your layout. Use good judgment, though — you can also take things to an extreme.

If you consider the image above left, it does not appear that a smooth connection can result. It can’t, but the
Quintic Easement will try its best to smooth the complex connection. The new track looks like it is in the
mountains, but if the radii are large enough, it will operate reliably. The curvature from the left track is bled
off as the S-curve begins, and curvature to the right track is worked in near that end. It is the best available
solution to the complex (or inappropriate) starting geometry.



SoftTrak 3" Planlt

5.3.10 Understanding the vertical component

This example will help you

understand the capabilities of |
the Quintic Easement. We start

with a contrived design to make

the nature of the curve more "o ]

visible.

The track at the left has no

grade and is at 0”elevation. The
right track is at 10” elevation
with no grade. The terrain
makes this quite evident.

After using the “Connect
Quintic  Easement, between
ends” tool and conforming the
mesh to the track, a smooth
roller-coaster  track  appears
between the two original tracks.

3rd Planlt’s unique Quintic Easements allow you
to create flowing, complex designs to make the
best use of your layout area. At the same time,
you will enjoy the subtle beauty of the new
curve, knowing you are using the most modern
design methods available.

5.3.11 Concentric Circles

Connecting two concentric circles can be a ey =
particularly difficult problem. This most V/4 '
commonly arises when one is designing a  // 60 deg

: : ¢ 70 deg

dual-track hgllx, crossing from the inner to ( 23 89" I 25.56" 1
the outer helix. \ \\ I
\ 5% 5%

At the right are four sets of two concentric
circles. The radius of the inner circle is 307,
and outer circle has a radius of 32”. There T
are an infinite number of paths by which you

can connect the two. It’s up to you to choose s
the curve that will operate reliably with your -~
equipment, and has a smooth flow
throughout the curve. 80 deg

Four examples are shown, with the transition | |'|'. e I
length varying from 60 to 90 degrees of arc. 55% i
The 60 degree example has a clear bulge at " 3
the bottom of the arc; the 70 degree is fairly e
good, and the 80 and 90 degree curves are
both quite usable. The minimum radius in
the curve is shown, and comes very near the

30” radius of the inner circle despite the bending required.

These smooth curves were accomplished using the Straighten feature of Quintic Easements. In most cases,
you will only use Straightening with Minimum Acceleration (MA) splines, not Quintic Easements.
However, in some cases such as this, it comes in very handy to adjust the location of the smallest radius.
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6. SectTrak

You can have SoftTrak’s design speed and flexibility when you use Sectional Track as well. Sectional
Track is a collection of straight and curved segments in addition to turnouts and crossings offered by a
manufacturer. Two well-known examples are Atlas and Kato. Both are offered in N scale and HO scale;
each has its own radii and lengths. Kato includes faux ballast with each track segment, while Atlas provides
only the track segments for placement on the modeler’s roadbed or ballast.

Sectional Track pieces are snapped together to create a layout that can be changed or taken down when
desired. SectTrak lets you quickly design original layouts with unprecedented ease. The straight and curved
track segments of your chosen library will be selected to best represent the design of your SoftTrak curve.
You’ll be surprised how many possibilities are available when you don’t have to position each piece.

6.1 Sectional Track Libraries

A document may have a number of Sectional Track libraries, but typically only one library will be needed.
Sometimes it is desirable to mix manufacturers or product lines, such as Ross and Gargraves in O scale, or
Mérklin C and M track in HO scale. Most often one library is sufficient.

If you started a new Sectional Track drawing or opened the Sectional Builder with 3rd Planit v12, an entry
for the Sectional Track library was added for you. If you want to add a new Sectional Track library, you
can also right-click the library in the Library Bar and choose “Add to Sectional Track library list”. You are
now able to use the new ST library (Sectional Track library).

6.2 Drawing SectTrak

Let’s use the Kato Unitrack library for HO scale as an introduction to SectTrak. -

. ; . ) Tool Kit =]
Open a new flex track or sectional track drawing at startup, or use File / New if
3rd Planlt is already running. It doesn’t have to be a Sectional Track drawing that + L 4 S
used with the Sectional Builder; you may use draw SectTrak in any drawing you
wish. Look at the Library Bar, find the HO scale Kato Unitrack library, right-click 7O = A
on it, and add it to the ST library list. —= = @ 5

You will be asked if you would like to make the new library the default for & B o ik

SoftTrak. Answer “Yes” so that new SoftTrak will be created as SectTrak using gl —
the library. T @

To draw a SectTrak spline, choose Draw / Various splines / SoftTrak as seen at VU
the right (if your ToolKit is docked, the icons may be arranged vertically). Do not
choose Draw SoftTrak with Easements, as Sectional Track has no easements. Because you have a default
ST library for SoftTrak, it will automatically be created as SectTrak. You can turn this off in an overall ST
Manager dialog, discussed later.

Move your cursor to an open area of the drawing, click the Left Mouse Button, and pull your cursor down
and to the right (towards 4:00). As you move the mouse, the curve will change in length and angle. If you
find an angle you like, press and hold the Shift key to lock that angle into place. Try to achieve a curve that
looks like this.
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This is shown in Color By Type display mode
(Alt+Y). The pieces in the curve are chosen
dynamically as you change the endpoint of the
curve, and happened to end up with this
combination. 3rd Planlt tries to connect each
node in a SoftTrak spline with Sectional Track
in the most efficient manner.

When using SectTrak, as for almost any phase
of design, it is always wise to use Color By
Type mode. When you want to review or
display you design, other display modes are \\_1_
best. When you are laying track or connecting

pieces, Color By Type makes curves more apparent and differentiates between tangents, curves and
easements. There are no green easements at the ends of this curve as might be had with flex track.

Consider the task of designing freeform SoftTrak curves that are executed in Sectional Track. The angles
are quantized — you can’t have any angle, you can only choose from the angles in the library of objects. The
choices of radius are similarly limited. This means that there will almost always be a difference, small or
large, from where you want the track to go and where it is able to go.

This is where a characteristic of Sectional Track that comes naturally with the real objects needs to happen
in the CAD process: nudging the track into position. We know that, over a number of Sectional Track
objects, there is a little give-and-take in the real word. The track can be nudged a bit off its natural path yet
still work. The difference in position is spread out along the length of the track route. 3rd Planlt does
exactly the same thing.

6.2.1 Nudging SectTrak

While one might not expect it, many Sectional Track designs published in books, on the Internet, and by
manufacturers, depend on the give-and-take of sectionalized track to make the design work. You just nudge
the ends into alignment. It’s easy to nudge SectTrak into place in the same manner.

Click on the menu bar Tools button and find the choice “...Nudge SectTrak to target”. In a new drawing,
it is not checked, which means that SectTrak is not nudged to its target. In general, that is the best way to
design. If you can make the lengths and angles of your ST library match perfectly on their own, it is
obviously the best solution. At the same time, it isn’t all that bad to nudge. In fact, it’s hard to get a perfect
alignment between pieces in any case.

Your best strategy is to design with Nudge off, and turn it on when you want to complete that final
connection. Tools / ...Nudge SectTrak to target has two modes. If nothing is selected, it shows the style
that new SectTrak is created: Nudge On or Nudge Off. If SectTrak objects are selected, it shows the current
setting of the SectTrak object and lets you toggle Nudge on and off. The Nudge status of SectTrak is
preserved with the object so that it will or will not be nudged into position when a file is re-opened and
when it is adjusted while editing.

. ,,;///)/',,,
< / ///',' Yy
i/ /7, 77 ”
"'/:////'"f "/://// ty
v n,/’///'/l/'/ " 7 :{'////'/’u ’,
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The images before are an example of nudging. On the left is the end of a 37-object SectTrak spline with
every piece aligned exactly: The endpoint does not align well at all; the angles of the curves and the length
of the straight sections work out poorly. On the right, the pieces of Sectional Track have been nudged into
place within 0.01”. They could be nudged more closely if you choose. A slight angle is allowed between
each piece, and the necessary change in angles is spread out over the entire SectTrak length. It works in 3rd
Planlt the way it works in real life.

6.2.2 SectTrak Limitations Compared to Flex Track

SectTrak considers thousands of possible track combinations \
from your chosen Sectional Track library to find the best match

for your chosen path. However, there are some possible paths

that can’t be solved with the available track. In that case, you

will see a different display of your SectTrak: one that has no
highlights along the spline, as shown at the right.

Unlike the first example, this SectTrak spline is made of three W
vertices. The third vertex is near the middle of the SectTrak,

resulting in a short tangent track mid-curve. This addition makes it more difficult to find pieces of Sectional
Track that properly complete the desired curve. The two splines look very similar, but under examination

one can note the difference in angle of the center tangent section. The change was made by double-clicking
the SectTrak spline and changing the angle of the track through the center vertex.

Most two-vertex splines can be successfully constructed, although in some situations a slight change in
angle can make the difference between a valid SectTrak spline and one that can’t be built. It’s important to
remember that this is not a limitation of the program — it is sometimes not possible to build a specific path
with the sectional track you have chosen. Often the only choices of angles through curves are at 22.5
degrees, limiting your track design options. This limitation is something you want to know during design,
not after purchasing the track.

When you design SectTrak with more than two vertices, the path is more constrained. You are choosing the
angles between segments, and if your choices are not compatible with your track library selection, you will
need to similarly edit the SectTrak and adjust the track angles. This way you can achieve new, exciting
designs that were almost impossible to envision without SectTrak.

6.2.3 Designing with SectTrak

Just like designing with SoftTrak, SectTrak lets you focus on the routing, not the details. While flex track
can be tedious without SoftTrak, designing piece-by-piece with Sectional Track can be every bit as tedious.
SectTrak lets you be creative, thinking about the path from here to there, not the geometry or the track
pieces necessary to get there.

There are two powerful design modes. As multi-segment SectTrak, you create a spline defined by points
and thinking about how to route your main line around the layout. Double-click SectTrak to edit its control
points, setting their position and angle. Select several control points while editing and move a whole design
area from place to place. You see where you can go with what you have available.

The other design mode is “Connect The Dots”. Simple two-point SectTrak objects can make connections
between turnouts and other SectTrak. It’s easy to move a turnout then reconnect the SectTrak leading to it.
Don’t forget — when things don’t align just so, Nudge can come to the rescue and get them aligned.
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6.3 Managing Sectional Track Libraries

Your drawing may reference up to 15 |MenagevourSeerfrakibrries ==
Sectional Track libraries (although it’s Default lbrary for SoftTrak Track objects available for SectTrak, select to Exdude
difficult to imagine the need for so many). | TR ~| [Bc 7€ stadhinad she =
Each of these contains only the curved and BAC 1,25, Sraight ke oher

straight segments of a track library. You | [atounrack B Lo R e e Siver

can manage these libraries using Tools / BAC 13" Rodn Actorevirting Curve Nk Siver
Manage Sectional Track libraries... from BAC 13" Radus Bulk Curve Mickel Siver .
the main menu or Ctrl+Alt+K. The image T o e i
to the right shows how a drawing with two BAC 27" Radius 1/2 Curue Nk Siver

ST libraries looks. The Bachmann EZ BAC 22" Radius Curve Nide) Shver Buk

Track library is used as well as the Kato e 2 e G el shver

Unitrack library. e

The upper-left field, Default library for BAC 355 s Conve i S -
SectTrak, lets you choose a default setting add... | Refresh | Remove. | | setbngs. | [ ok | cancel |
for SoftTrak. You can select a Sectional

Track library or you can select Flex track. Designs can include both flex and sectional track.

Below the default library is a list of the libraries included with the document: the ST Library List. It is
important to know that every ST library is saved with the document. This prevents changes in your design if
a library object changed in a recent update. It lets you send your drawing to another 3rd Planlt user, who
can interact with the drawing even if they don’t have your particular object library on their system.

Below the ST Library List are three action buttons: Add, Refresh and Remove. Add lets you add a library
using a file select dialog. Refresh instructs the program to apply updates from the Standard Object Library
that may have been presented when you opened your file. Remove drops all references to the ST library
and resets all SectTrak that referred to it back to flex track.

On the right of the dialog is the Track List. It contains all the objects from the track library available to use
in SectTrak. By default, turnouts, crossings, and complex groups are not included, nor are any Groups
marled Exclude From SectTrak in their Group Properties. There may be objects you wish to exclude for
your own reasons, such as limiting choices to your stock on hand. You can Click, Ctrl+Click, and
Shift+Click selections of objects to exclude, then press the Exclude button. They can be excluded from the
drawing or extended to update the Standard Library file, so your exclusions apply to all files in the future.

6.3.1 SectTrak Settings
At the bottom of the SectTrak Manager is the Settings... button. Click it to bring up this dialog:

-

SectTrak Settings IEI

A warning sound is generated and the connection is marked failed if the
averane per-piece adiustment exceeds this value.

Warning distance | 0.027

In the real world, sectional track can be adjusted slightly to make ends
meet while still running trains reliably. You can have the sectional track
in your plan similarly nudged into position,

[¥ Mudge SectTrak end point to spline endpaint

Target distance | 0.01"

Maximum rotation | 0.5

MNumber of atempts | 1500

oK | Cancel
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These are default settings for US measurements; similar values are provided for a metric preference. The
Warning distance is measured by-piece along a length of SectTrak. If the offset between an endpoint with
exact alignment between segments and the target causes a greater by-piece offset, you will hear a warning
sound. If you want to override the warning, hold down the Shift key and realign the SectTrak.

Controls for the Nudge feature are provided. The state of Ctrl+Alt+Shift+N (Tools / ...Nudge SectTrak
to target) is reflected in the check box. This field and Ctrl+Alt+Shift+N are the same. When Nudge is
active, the next three fields control its action.

The Target distance has been tested as low as 0.0001” with a large Number of attemps. The closer your
tolerance, the longer it takes to compute — but on many systems, this is not a problem. Maximum rotation
is by-piece. It controls how nudging is spread along the length of SectTrak. The 0.5 degree setting is the
most liberal that should be used, although in practice alignment to one degree is typical. The Number of
attempts field works together with Target distance. The more restrictive your target distance, the more
attempts will be required. Most current systems are capable of as many as 5-10 thousand attempts to
converge on the best location.

The default settings allow for responsive operation on any current system. It is quite reasonable to require
alignment to 0.001” with 5000 attempts at 0.25 degree rotation. This produces a smooth curve distributed
over a long distance, and conservative evaluation of the fit achieved by the Sectional Track.

Pay attention to the alignment angle between SectTrak and other objects when using Nudge. Sometimes it
is possible to align endpoints at the same place but have a large change in angle between adjacent objects.
While the Nudge feature is realistic and powerful, it gives real-world results that you need to evaluate
carefully, as though you were building the track.

6.4 Setting the Characteristics of SectTrak

If you skipped the chapter on SoftTrak because you plan to use Sectional Track,  sectTrak [1532) =
please take the time to read the previous chapter on SoftTrak and learn its 2 Main layer
capability and controls. There are several fields in the Object Data Window that O ane
control the operation of SoftTrak and SectTrak. The Radius control field has a E &9 1/2"
qualities specific to SectTrak, as seen on the right. d.g 0172

4z, 0"
Since Sectional Track is only available in certain radii, the Radius field for i1, 593/8"
SectTrak is a dropdown menu listing the radii offered by the ST Library you have &y
chosen. You still have the ability to choose a maximum radius as well as a fixed i ?2321‘,32..
radius, as there are cases where it’s desirable to have the program choose the i 143732
largest radii possible for each SectTrak segment, and other cases in which all radii a0
should be the same. i 5tdCut and Fl

{7 No easements
= Fixed radius
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6.5 Conversion to Objects

The Edit/ Transform / SoftTrak to Objects (Ctrl+2) command works with SectTrak as well as SoftTrak,
as SectTrak is a derivative of SoftTrak.

Just as you can transform SoftTrak to its building blocks of tangent and curved track, you can use the same
command to transform the SectTrak spline to its constituent Sectional Track objects. Each will appear in
the drawing as though they were inserted as individual pieces from a Standard Library file. Even before
transforming the SectTrak to Objects, the individual Sectional Track pieces are shown in the F8 Object List
described in a later chapter. This lets you know how many of each piece is used in the drawing. If you
provide a cost for each piece, you’ll also know how much you would need to spend to build the layout you
have designed.
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7. Object Properties

Every 3™ Planlt object has properties associated with it. The properties determine everything about the
object: where it is, its angle, color and width, and a number of other characteristics. Every object’s
properties may be examined through an interface that is very similar for every object type. There are
several ways to display an object’s property sheet: you may select the object and press Enter or use Edit /
Properties, or right-click an object and choose Properties, or double-click an object with the Select Tool
while holding down the Ctrl key.

7.1 The Line

7.1.1 Data

One of the most common objects in drawings is the line. This is the Line
Property Sheet, showing the first page of information. There is a unique first
page for each object type. The first page for a Circle would clearly need its s
center point and radius, while a group property page would list the members -
of the group. Some pages are the same for all objects, and are used in the ;
same manner.

oth 72429
zimuth 162316
i

1.381%

Here we can see all the significant numbers that describe the position and
size of the selected line. The grade is included on the first page of an
object’s properties for convenience. e T &

7.1.2 Dimensioning

Many times you will want to show the dimension of an object. These are typically indicated on mechanical
drawings with a “Dimension line”, that has arrows or tick marks at each end and the length in the middle.

Line [5] [x]

Dala  Ditensioring | Elevalion | Line siles | Appearance |

¥ Show length of this object

Posiion (¥ Centered over cbiect [ Align ta obiect

o
Distarce from certerine

H I Bad
1.750 - I ltalic
Font Size W Opaque

i
[ial | [~

I Hide al dimensions in drawing

0K | coed | Hen |

If you check the Show length of this object option, its
length will be displayed in the middle of the line. On this
page you can control the document-wide settings for
dimension lines. Use the Line Styles page to select the style
of the line ends. Filled arrowheads are used in this example.

25

F 3
¥
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7.1.3 Line Styles

Data | Dimensicring | Elevation Line styles | Appearance | Data | Dimensioning | Elevation Line stles | Appearance |

End sty
&

M- End style
Sampl
ample. ~

vt
Sample.

Objects may be drawn in a number of styles.

J c

Those object with two ends, such as lines, s oo
. . Ce——C Ce——>0C
spirals and circles may have End Styles as well. cE—c e [€
O F——FC e H
- o o
The top left example shows the various styles ca—c || sw[mm e | e[
C€<—>C Lines |Single - > Lines |Single -

of the line whose elevation we set in the
previous section. As drawn, the line has no End
Styles, is Thin, and is a Single line of Width 0

Width |07 r Auto u Auto

soale scale

widh [0
Helght [0"

- At ul Auto

scale soale

Height [0

(a width of 0 means to draw the line one pixel S T L o ]_trt | |

wide on the current OUtpUt dEViCE). A Sample of

the line is shown for reference. Dsta | Dinensioing | Elevain Lin sl | Appeatance| Dsta | Dinensioring ] Elevaion Live #les | Appearance |
End styl - Multi-line End sty - Multi-line

The top right example shows the line with its i— e L — o

End Styles modified. A solid arrow is at the left il S £ || p—

end of the line, and a tick mark crosses the c4—pc f—pe

right end of the line. The lower left example = Fe—3r @ sl L S |

shows a double line whose line style is Dash,  C€=20 =i 2 | e e || v p— =

and the lower right shows a medium weight S Y — S Y —

line. The Native Width of the line is %”. This

thickness will be used when you have selected | T | | x| o | e |
File / Settings / 2D Display / Native Line Widths.

Most typically, the Native Line Width only comes into play in 3D rendering, to make trees, buildings and
the like appear as realistic as possible.

When an object is created, its Native Line Width is set to the equivalent of the current Line Style line width
at the current zoom factor. In the case of hairlines, the Native Line Width is set to zero. It can be set to non-
zero either from this page, or by changing the object’s Line Style to a wider style.

Once set to non-zero, you can only change an object’s Native Line Width from this menu. This allows
objects with several line widths to be drawn using various Native Line Widths. Draw the components using
regular line widths; this will set an appropriate Native Line Width. When all lines have been placed, you
may change the Line Style for all the objects to a hairline for quick drawing in 2D mode. The Native Line
Widths will be left at their chosen settings for effective 3D rendering.

7.1.4 Elevation

Data | Dimensioning E\evelanILmegMEsl Appearance |

All objects except text objects have an Elevation page. In addition, this page = = =

can be used to calculate the elevation along a Path when using the Path T
Tool. F G fEr

£ Set all points it &l objects to s elevation
€ Addithis elevation to all points in all obigcts

The three elevation characteristics you would like to control are available on
this page. As this example is shown, the user can change the Elevation of
either the start or the end point. The resulting grade is calculated and
displayed in the read-only Grade Field.

T |

Sometimes you may wish to establish a grade, and calculate the resulting
start or end points. In the second example, the designer has chosen a grade
of 2.0%, and knows the starting Elevation of the line is 1 inch. Freeing the | s |meruins Eecien] une s | gmeaance|

Free

end Elevation to be the result of the other two fields and entering the 2.0% O

H H ” @ Elevaionofendpont  [2as8
grade calculate the Elevation of the end point to be 2.448”. SR
Two additional fields in the property page are disabled for lines. These e

options are only available for groups, and will be discussed in the section on
group properties.

0K | Cacel Help
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7.1.5 Appearance

Several factors that control an object’s appearance are available on this page. on| T —— -
At the top of the page, the layer control allows you to change the layer in = e fame 3 &gy
which an object currently is located. The buttons to the right create a new = eusn [sacaaei 5 i £
layer, and modify the object’s layer, respectively. I Dol T

The next field is the object’s Cut and Fill selection. This determines how = Ell ] fon]
terrain is contoured around the line, as described in the Terrain chapter.
You can create a new Cut and Fill parameter, or modify the current one.

The check box Hide in 3D lets you have objects visible when you’re in the
2D plan view, but not while you are viewing in 3D. To its right is a check -
box that determines if this is a Track Object. If an object is a Track Object,
when you zoom in on it, rails and ties will appear as magnification increases. When an object is first drawn,
the Layer in which the object is being drawn determines its status as a Track Object.

If the line is a Track Object, the next fields will be active. Two control how terrain is conformed to the
track. Tunnel Track indicates terrain should be conformed over the track, rather than under it. Do not
conform Terrain is useful for track where the terrain should not be brought to the track grade, such as
track on a bridge. The final check box, Converging track, is used to override clearance checking when you
expect two tracks to be closer to each other than typically allowed.

Each object may have a unique color in 3 Planlt. For most editing, you will be using color by layer or
color by object type (native colors take significantly longer to draw because each object is allowed to
assume any color your system can display). As mentioned in the Tutorial, the Change Color button brings
up the standard Windows Color Selection Dialog box. This dialog allows you to pick any of the standard
colors you wish as a native color, and to create a palette of 16 additional custom colors, which is saved with
the drawing. You must be in Native Color Mode (Alt+N) to see the color assigned here.

7.2 The Circle
Circle [7]

7 2 1 Data {Daia | Elevation | Line stylex | Appearance |

E hs z

The Position and Size page of a Circle property sheet contains details similar o & & -
to those found in the line Position and Size sheet. In the case of a Circle, the =~ [ oo = °
Length 186.435"

position of the center in two dimensions is provided along with the start and St it 50000

End azimuth 50.000

end positions. Also presented are the Circle’s radius and length, given the T
boundaries of its arc.

A Circle’s arc is always drawn counterclockwise from start point to end
point. For ease of use, the Azimuth is used to specify a Circle’s start and end
points rather than an angle. (For reference, an Angle is measured counterclockwise from zero, and a line
drawn at an Angle of zero degrees points exactly to the right of the (x, y) origin. An Azimuth is measured
clockwise from zero; a line drawn at an Azimuth of zero degrees points straight up, or “due north.” An
azimuth of 90 degrees points “due east”, and so on around the Circle in the same manner as a compass.)

0 | cacel | Hew |

7.3 The Point

7 . 3 . 1 Data Dat | Elevation | Appearance | -
As an object of infinitely short length and width, a point has few position ot 1 - o
characteristics and a consistent size.

Points are drawn in 2D with a small box around them to allow you to see Ll shon o et st ot enk

them more easily. In 3D rendering mode, the points are drawn as dots and

are generally not noticeable. Points are most often used as references for

drawing other objects in a plan. When you need a Point in a drawing, but

want it almost unnoticeable, select Show as a single-pixel dot only. s = )
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7.4 The Spiral Easement

7.4.1 Data

A Spiral Easement is an automatically generated object used to connect a
circular curve to a tangent line. However, once a spiral is created, you can ‘5| eeein] e sie]| Apsecorce]

move it, align objects to it, and align it to other objects. You should do this . ‘

with some discretion — it does no good to align a too-small spiral with a Circle = s mes  @m o

just to “make it fit”. T::;ﬁ gaaggz

Azimuth 168,653

Shown at right are two interesting values for the spiral: its Azimuth, measured Okt 0128
in degrees at the tangent endpoint of the spiral, and its Offset, the distance =~ ™* "™
from the extended Circle to the extended tangent line. John Armstrong’s fine
book Track Planning for Realistic Operation offers an excellent discussion on
the Spiral Easement, and presents several methods to lay one out on plywood T [ R
when the time comes.

3 Planlt’s printing capabilities offer you the chance to plot the Spiral Easements you generate on any
Windows-compatible printer. Your track plan can be plotted at 1:1 and spread over a number of pages for
layout of any track segment. In testing this program on EI Dorado Software’s HO Scale model railroad, we
found it convenient to use pins to tack the pages in alignment on the sub-roadbed material. Once all were
aligned, a dentist’s tool was used to poke rather significant holes into the sub-roadbed every inch or so.
You could also use a “Ponce Wheel” from Micro-Mark. This device is a pointed roller wheel on a handle —
you can simply run it along the track centerline, pressing down hard. When the track plan is removed, the
holes are easy to see; the dots can be connected by pencil and the roadbed glued in place.

7.5 The Group

7.5.1 Unigque Group Characteristics
. .. . Giroup | Symbol | Roling stack | Texture | Elevation | Appearance |

Groups have many unique characteristics that make them different than other Nm'hmi el

objects. The first page is much different than others; it is not a Data page. ' F_hj

Instead, the Group page lists the member objects of the group and its name, | [ermmsnm cn G Tl

Eack. hanchai [183]  Fan [304] Group [225]
Botiom body (28] Fan [322] Group [232]

part number and cost. The cost field shows up in the Object List, discussed in = jeriifemn s b
its own chapter. Cotoapo ol ool Craps
Cortour plane [268]  Group [113] Group [265]
Coupler [10] Giroup [195] Handrail [142]

Each member object retains all the characteristics of any typical Line, Circle, [5==®  S===a  ter=
Group or other object, even though they cannot be selected independently from [ ssiare I Zive Tk | open |

™ Dffset polygons behind lines [~ Cull back faces

the group. From the Group properties page you can examine the specific | T imnsiseaston: [ Endicciebinica

I [rieluude subarouns ™ Prevent selection in 30

placements and qualities of each object in the Group. Simply double-click any e

group member; in this case, Line [1] was double-clicked.

When you double-click a member object in a group, the member object is |||||,_|
. . . . . . e [fon | coao
highlighted in the drawing and you are presented with the same properties = e | U e

sheet you would get if the object was not in a group. You can change any  oeen v [Firdnl ]

Cortour plane [289] Contou plane [279]
Contour plane [270]  Contour plane [260]

setting for the member object in its properties page, click OK to save the
changes, and they will be incorporated into the group when (and if) you click | [orsseeiz fommrimeizy

Contour plane [275] - Cortour plane [285]

OK on the group’s properties page. Coton pore 219

Contour plane [277]
Cortou plane [278]

If one group is embedded within another group, the group will show up inthe .. E——
object list as seen in the top example. You can double-click the group to get its | = 2t £ tapkieee

group properties sheet, and double-click any of its member objects to view (g e o 3D
their property sheets. Groups can be nested to a depth of 64. [

The Type field lets you designate the Group as a Contour Sheet. With this setting, any polygons in the
group will have invisible outlines when viewed in 3D. The Visibility setting lets the group be hidden when
the Tools / Options / 3D Settings / Visibility setting is low. This is typically used for groups within other
groups, such as hiding the handrails on a locomotive at lower visibility settings.
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The option Offset polygons behind lines is used only to control 3D appearance. Let’s say you have
grouped together a polygon as a wall, and a set of lines to indicate a door and window. If this option is not
checked, the lines would blend into the polygon, since both are at the same distance from the viewpoint.
Checking this option makes the lines clearly visible with no interruption.

Smooth shading also controls 3D appearance. One example where this would apply would be a sphere.
Made of a group of polygons, the sphere takes on a very realistic appearance when smooth-shaded. This
check-box lets you be specific about which polygons should smooth-shade with others. Only polygons
within this group will be smooth-shaded together. If you want to include subgroups in the smooth shading,
select the option Include subgroups.

The Tunnel track option is primarily used when working with sectional track. Tunnel track conforms
terrain above it rather than below it, and is an option settable for all track objects. Since sectional track
objects are made of Groups, this flag indicates all track within the Group is tunnel track.

Cull back faces improves 3D rendering speed, sometimes by quite a bit. It you have a closed object, such
as a cylinder or sphere, the back faces of its polygons can be “culled”, or prevented, from rendering. This
can cause individual polygons to become invisible when viewed from the back, so use this with prudence.

Enable color blending allows a smooth transition of color across adjacent polygons within a group.

Groups can be selected in 3D by holding the Shift key while clicking the Left Mouse Button. If you check
the Prevent selection in 3D box, the group will not be selectable in 3D.

7.5.2 Symbol

A A A A A Group  Symbol | Rling stock.| Tenure | Elevation | Apearance |
You can assign any group a Symbol that can be displayed in the 2D view. This  ¢u 7
is frequently used for sectional track pieces — which are groups containing one P ¢ teneedosiex 2 signinstis
track object. The Symbol can then be displayed next to (or above) the object o O et o
for easy reference. ll s

- . . [2is1 N

Each Symbol may have its own text font and size, and you can quickly enable I St aoie
and disable display of Symbols throughout the document from this page. (“W |
7.5.3 Rolling Stock and Textures = = =

These pages let you designate the Group as a piece of Rolling Stock, and apply textures to the members of
the group. Please see the Rolling Stock and Texture chapters for details on these powerful features.

7.5.4 Group Elevation

A group’s Elevation needs different controls than e
an |nd|V|dua| ObjeCt requ"es Because a group |S a G:::ISymbn\lRDngstucleexlme E\evauan|App eeeeeee 1 E:::lSymhullﬂu\hngxlm:klTexture E\evamanppp eeeeeee
collection of objects, it is not possible to set an = ¢ sesmddtme T Ot —
Elevation without knowing an awful lot about the 5 oo

nature of the group. - b e sy o b swrso s
When you first see the elevation page for a group,

the field Elevation of All Points will be set to the

overall range of elevations in the object. In this

example, the building is about 2 inches high, based

at zero elevat|on Cancel Help Cancel Help

The second example shows how an object can be shifted to a higher or lower Elevation. The Elevation of
this building needs to be set to that of the terrain that supports it - in this case, 4.5 inches. The radio button
Add this Elevation to all points in all objects has been checked. As a result, the building as a whole will
be moved up 4 ¥ inches when the OK button is clicked.

You may also change the overall Elevation of a group on-the-fly using the Select Tool. To do so, as you’re
moving an object, point the cursor at another object. Click the right mouse button before you release the
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left mouse button, and the elevation of the group will be changed so that the lowest point of the group is at
the same elevation as the nearest point of the second object.

7.6 Smart Turnouts

A Smart Turnout is a unique object that “understands” the geometry of railroad turnouts, crossings and slip
switches. With this information, 3" Planlt can provide sophisticated connections with little effort.

7.6.1 Straight Turnouts

In the example to the right, an Atlas turnout is shown. The dimensions for — SEEE=IE]

this turnout (and all NMRA turnouts in 3" Planlt) were drawn from John N [ T
Armstrong’s Track Planning for Realistic Operation, Second Edition. The  trsFr — aeceFr o f
Overall Length corresponds to Armstrong’s dimension S on page 74 of
the second edition. The Routing Length is dimension C, and the Entry
To I_nte!’section i_s the sum of dimensions P _and Q. The Rail Closure ., (o || ot i
Radius is also unique to a given turnout; the figures for NMRA turnouts Orae I BT s Rouolerg [1557
were drawn from page 46 of Armstrong’s book. It is the radius of the " e
curved segment of track and is provided in the data sheet for mOSt  swehms cu cn  coetmicmuinaen 1220
manufactured turnouts. The Switchstand selection allows you to position [ == | P
the switchstand on either the Normal or the Routing side of the turnout.
The Symbol page lets you custom-label each turnout, controlling the
position, font and visibility of the turnout symbol.

Spmbol  [#6
You can easily enter custom dimensions from manufacturers’ data sheets = i & Gresdomica ¥ ssntoched
to define turnouts that are not in the Turnout Libraries, or to meet your
needs if you are hand-laying the track or turnouts. Hand-layers will e
actually define these dimensions as part of their design process. - 3

If you have a sample of the turnout you’ll be using, you can measure it to
enter its dimensions. The best way to do this is with a piece of graph
paper. A trip to an office or drafting supply store will yield many useful T ] e | b |
styles of “paper”. One long-lasting style is actually a thin plastic stiffener
for a drafting surface; it has a very nice grid on its surface that meets our needs quite well. Another
possibility is B, C or D size drafting paper. Whatever style you get, make sure you get the smallest grid
spacing you can comfortably use. One excellent setting for spacing is 10 to the inch, giving a 0.1 inch grid.
Since 3" Planlt lets you enter dimensions in any units, we’ve found that it is easiest to enter distances from
a 0.1 inch grid... it’s much easier to estimate 6.77 inches, than to come up with the proper fraction for in-
between distances.

D
’V ™ Enable spmbel display for entire document |

Now lay your turnout on the graph paper. Align the entry of the turnout with any of the thicker lines on the
grid, and align the centerline of the Normal track accurately along the grid. You can easily read the Overall
Length, and the Routing Length. Please notice that the Routing Length is measured along the Normal track
centerline, not in some imprecise manner along the curved segment. The Routing Length of most turnouts
is the same as, or a bit less than, the Overall Length.

The Entry To Intersection length is a bit more difficult to determine accurately. This is the point where the
Routing Track would intersect the Normal Track if the Routing Track continued straight. It’s close to the

middle of the turnout on the centerline of the Normal Track.
Overall Length
We estimate the Point of Intersection using two people. One | ‘

looks along the Routing Track with their eye at railhead — —

height, holding a pen or pencil to mark the graph paper. The — jf{ +' e ‘#ﬁ#ﬁ Ll T —
second looks down on the turnout from above. The first m Tﬂﬁﬁ"ﬁi Nk .
person moves the pen along the centerline of the Routing  Entry To I

Track as viewed from the side, while the second notes the |

intersection. ‘
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When measuring a turnout, you will also need to determine the radius of the Closure Rail, or the radius of
the two legs of curved turnout. This also can be a bit tricky. One method is to use 3™ Planlt to draw a
number of arcs of different radii and print them at 1:1. Lay the turnout on the arcs and pick the radius
closest to that of the turnout.

Another method can be helpful for N or Z scale turnouts. Lay the turnout on a piece of paper and carefully
trace the rails onto the paper. It’s then easier to determine the centerline at several locations, and use a
yardstick compass to sweep out the radius. If you trace the turnout onto tracing paper, you can lay that
paper over the arc templates in the first technique to determine the radius.

7.6.2

Turnouts such as those made by Central Valley and Pilz/Tillig allow you to flex them into curved turnouts.
You can do the same thing in 3 Planit. Simply press the Flex this turnout button on the turnout property
page. The straight turnout will be converted to a special form of the curved turnout, in which you can
control the radius of what was the tangent track prior to being flexed. This feature allows for very custom
design of yards and very smooth, broad-radius turnout arrangements.

Flexed Straight Turnouts

7.6.3 Curved Turnouts

PE100 curved turnout [37]

Curved turnouts are actually quite difficult to measure and set up
properly, but once you’ve got one correct the resulting layout is quite
accurate.

The single most significant difference between defining a curved turnout
and a straight one is the use of the Entry To Frog Point. In all other
turnouts and crossings, the angle is defined directly or as a frog number.
In the case of a curved turnout, the frog number can be very difficult to
establish. Instead, the Entry To Frog Point measurement is used.

Realistically, the only way to accurately enter a curved turnout is
to have a sample of the turnout itself, or access to mechanical
drawings for the turnout. It is important that every dimension is
accurate, especially if you envision having two or more curved
turnouts in succession.

Print the turnout on your printer at a scale of 1:1 so you can
verify its accuracy. Lay the turnout on top of the printout,
carefully aligning the entry and exit of the larger radius track.
Ensure that the intersection of the routing track appears correct,
its endpoint is correct, and that the radii of both circles are
accurate.

7.6.4

Defining a Wye or a 3-way turnout is pretty much the same as defining a
straight turnout. The Left/Right button selects the left or right route and
places its data in the fields. Make sure you press the Lay Out Turnout
button before switching sides.

Wyes and 3-Ways

Wyes and 3-ways look symmetrical, but they usually are not. Carefully
enter both the left and right side data for the component and if possible,
verify it against a sample.

7.6.5 Crossings and Slip Switches

Crossings and slip switches are the most easily defined of the Smart
Turnouts. All you need to know is the angle of intersection, the length along

both tracks, and the distance to the intersection along both tracks.
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Switchstand N & R

Tumout | Symbol, left | Symol, ight | Elevation | Appearance |
Name [FET00 curved tunout Tyge [Cured o]

L Pait # [SLES? R Pait # [SLESS Cost [0

Fog  [iz.000 _y| Nermal length [9.302"
& Angle € Frogumber Routing length [3.744"
Radius N |63 396" Entry to intersection |1.2207

Radius B [28.740"

Entiy to fiog point [7.323"

Certerling to routing exit 1.087"

I

Carcel | Heb |

PE100 large wye [47] [x]

Tumout | Symbol, It | Symbol. right | Elevation | Appearance |
Type [viye 5] —|
Lpattt [sLE%E R par i cost o

Hame [PE100 large wye

Ediling ight route

FrooR  [5000 _yl

& Angle © Frog number

Nermal length [7307"
Routing length R [5.625"
Aadie BT Eniwlointersectio
Substza[iaET | RaslClosweRadush 127

Swilchstand © N & R Centerline to routing exit 0502

]

Concel | Hep |

Mame [ATE3 125 cioss Tope [Cossing 1] —|

L Part [571 B Fart Cost [0

Fiog  [12500 l‘
@ fnge C Fiognumber
Fdiss 1 [367

|

Switchstand C N G R

Centetine to routing sxit 0974

Cancel Help
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Some crossings and slip switches are made with one leg longer than another. If such a crossing or switch is
available in a pair, set up a different part for each member of the pair.

ymbol,left | Symbol, ight | Elevaion | Appeatance

e[S 5] —|

766 Sn ap SWItCh es LPan# [5203 A Part # [520¢ ot 0
A Snap Switch is very much like a standard straight turnout, except the
routing leg is a true portion of a circle, with no straight segment. You can set =« F—— 4]  tabeas fim—

& fingle) € Fiog i

Facits 4 [E67
Substred [17.220°

Switchstand € N & R

the routing leg based solely on the radius and length of the curve.

Diveiging radius [17. 220"

Centetine torouting exit 1524

Cancel Help

7.6.7

Many sectional track manufacturers offer a curved turnout that is made of two
curves, both tangent to the angle of entry. The first starts at the point of entry;

Offset Curved Turnout

the second is offset by a specific distance. This type turnout can be set up ' “““““ R ,J—ﬁ
directly from radius, length (in degrees), and offset.
s
7.6.8 Modifying a Turnout S T e BB
frgle! @) o iten Degreesinach [0
You may change any of the turnout fields to your specifications, —
or to those provided by the turnout manufacturer. When you want == S CN R Cereonie 1
p y y Cancel Help

to see the resulting turnout, press the Lay Out Turnout button.

7.6.9

Part number fields are provided for all turnouts. When turnouts can be manufactured in a Left and Right
orientation, such as straight and curved turnouts, two part number fields are provided. Enter the correct part
number for each version of the turnout. When you look at the Object List the proper part number will be
displayed based on the orientation of the turnout in the drawing.

Turnout Part Numbers

7.6.10

Each turnout can be given two symbols, one for right and one for left. The symbols can be displayed in the
2D view for easy identification of the type of turnout. This is independent from the name of the turnout,
and can be much shorter.

Turnout Symbols

7.7

The Helix is supported as a unique drawing object in 3™ Planlt. It is o cee o o
derived from a Circle Object, and behaves in most ways as a circle does. 3

Helix Objects

of
¢ b

In the example at the right, a helix was drawn first. To create the entry and
exit tracks, the Connect With Easements tool was used. The helix was
clicked first, then the control key was held while clicking the second time,
terminating the connection at the tangent. The same procedure was used on T
the other side of the helix. ‘

The result is an entry and exit with easements, and a settable number of &<
turns in the helix. For this example, the helix includes one full turn, beyond
the entry and exit portions. SERTTEE | esnomre s

HERE To set the Elevations and grade

through the helix, use the Path Toolto | .

Position and size | Elevationl Line stylesl Appealancel

X ¥ z select a path through the helix. In this
A example, if we assume the entry to the

End 343452 136142" 815418"

lower part of the helix is the top track
in the drawing, one would click the top
tangent track near the helix end.

Radius 3672
Length 308 13/418"
Start azimuth 340191
End azimuth 198.018

Gade 190 Clicking the lower tangent track
Tams 1 completes the Path.
Tumns including entry and exit 1.394923
Raihead-ta-raihead distance 4 7/32"
0K I Cancel I Loply Help
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Setting the Elevation through a helix is no different than any other grade. Simply define the starting and
ending points (or grade and one end point) and press OK. Viewing the helix in 3D confirms the grade is
through the helix, easements, and both tangent tracks.

In the above-left drawing you can see the Position and Size page for the helix after completing this
connection. It’s about 1.4 turns long and has a railhead-to-railhead clearance of 4 7/32”.

7.8 Polygons

Polygons, Polylines, Contour Lines and Contour Planes are all related: they each are composed of a list of
vertices. Lines generally connect the vertices, although the lines may be turned off if desired.

The Polygon property page for a rectangle is shown below. The four vertices are listed by coordinate, along
with the vertex count near the top. On the right you can see a pull-down list with the four Polygon types.
You can apply a Texture to a polygon on the Texture page; see the Texture chapter for more details.

Polygon [15] [=]
Polygon | Testure | Elevation | Appearanca | Polygon | Texture | Elevation  Appearance |
4 vertices Tope |Pbgon | Lot [Mantper =] aa| €
Cut and il |Standard Cut and Fil = || |
o = Turrelizcl

73118" 72565" o

o i
Bl _chenge ine coin | T Invisle
[ _changsfilcolar [soia ] stie
E—
[] hange Sold
oo

0K | Cencel | Heb | 0K | Cencel | Heb |

IMPORTANT: Polygons are always “closed”, meaning the last point is automatically connected to the
first point. Contour lines are “open”, unless you actually place the last vertex at exactly the same location
as the first vertex. Contour Lines may be hidden in 2D or 3D using the File / Settings / Topography /
Invisible contour lines... menu selection. Contour Planes are Polygons whose lines may be hidden by
using File / Settings / Topography / Invisible lines around contour planes... menu selection.

In the above-right example you can see that polygons have an additional color setting: the Fill Color.
Polygons lines may have different colors than the filled area within the polygon.

If you select a Hatch or Bitmap fill pattern, you can
press the Style button to display the one of the

Hatch pattern Bitmap pattern

selection dialogs shown at the right. Polygon | 77/ Hill
elevations are treated in the same way as Group S
elevations. See the Groups section for details. ””H” N\ %|

7.9 Lights

Lights control the appearance of terrain, buildings and other solid objects when they are rendered in 3D.
The illustration at the right shows the various characteristics of a light that you can adjust.

7.9.1 Attenuation

Lighting | Data | Elevation | Appearance |

These three slider controls adjust the rate that light dims with increasing distance
from the light source. The Constant factor is like a dimmer control, decreasing
the overall light from the source. The Linear control is based on distance from
the light source; the farther from the source, the dimmer the object is. This factor
is used to simulate pollution and dust, which decrease light linearly over
distance. The Quadratic control adds a very realistic effect to lights. Have you
heard of the “inverse-square law”, in which the available light decreases by the

square of the distance? This slider control allows you to set the quadratic
attenuation of the light to simulate what you see in your layout area. ) ea [ 66
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7.9.2 Brightness and Color

These three settings tell 3" Planlt the color and intensity of the light source. The Ambient Color provided
by the light illuminates all surfaces equally, regardless of their orientation to the light source. The Diffuse
Color and the Specular Color control the amount of light reflected by Polygons surfaces, based on their
orientation relative to the light source(s) and the viewer.

The Diffuse Color controls how much light is reflected in general from the surface of a polygon. For
example, when you look at a leaf or a brick, you are seeing diffuse lighting reflected to you. The Specular
Color controls the “shiny” part of the light. It’s like seeing the sun reflected in someone’s windshield, or
watching the flashes from a mirrored ball as it turns.

7.9.3 Spotlight Control

A light can be set up as a spotlight. It points downward from its location to illuminate whatever lies below
it. As you adjust this slider control, you control the focus of the light. When at its leftmost point, the light
will behave like a simple light bulb. As you move the control farther to the right, the light becomes more
tightly focused on the point below the light.

Text [360]

710 Text Poston and o | gpesance |

w v [ Bod [ halic
You can place text fields into your drawing. As seen at the right, you can = & fawe Sie o vsbmmen
control the font, size and characteristics of each text object independently. e 21 o
The check box Single line text... indicates the text object may be rotated. e

Note that text size is measured relative to the drawing’s units, not in points.
This lets you relate the size of the text to the size of other objects in the
drawing. Text fields are also used for Elevation, Coordinate, Radius and I~ Sioelnetet. ttescund e e
Grade Markers, and may be similarly controlled.

Cancel
7.11 Splines
There are three varieties of spline, as noted in the ToolKit chapter. You can ‘““""“2] | |
change a spline’s type from the Spline Properties Page, as well as view the e[ 3]

locations of each vertex.

3815/16" 14358"
747/32" 127 34
B51/3" 187 33 o
8527/32" 197 23/32" o
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8. Helix design

8.1 Introduction

When incorporating a Helix into a 3rd Planlt design, it's important to remember that the Helix is only the
means of getting from one track to another. The elevation, direction and location of the approach tracks at
each end, together with the radius of the Helix and its number of turns, define the Helix in detail. The best
way to get a feeling for designing with a Helix is to start with a simple example.

Before getting started, it's important to define "Curve", "Circle" and "Helix" as they are used in 3rd Planlt.
The definition of a Circle is fairly intuitive: it is a curving line of constant radius, always equidistant from a
Center Point, which is 360 degrees in length so that its start and end points are located at the same X,Y
position. It may or may not have a grade (a change in elevation). A Curve is a portion of a circle, less than
360 degrees, which may or may not have a grade. A Helix is a "Circle™ of more than 360 degrees, which
always has a grade.

If you are designing a loopback curve that's less than or equal to 360 degrees, you must use a Circle or
Curve. A Helix always is expected to have more than 360 degrees of curving track. With these definitions
in mind, let's start learning how to use a Helix in your track plan.

8.2 Drawing the Helix

First, draw a Helix using the Draw / Helix / Draw from center tool. Place a helix
of reasonable size in the center of a new track plan. The helix shown in this example

T ool Kt
II 4 has a radius of about 39 inches (1 meter) to ensure reliable operation with HO scale

equipment.
;o os A

For this example, the "Color by Object
—= lE O & Type" mode is active (chosen by pressing

Z o i Alt+Y on the keyboard). The helix appears
red, like a circle would appear. That's
@b‘ ) because the default helix is made from a

complete 360 degree Circle, plus an
additional 360 degrees called a Turn in 3rd Planlt. The track
included in one or more Turns is colored a light purple, but it's not
visible at this point because the entry and exit points have not yet
been established. If you look at the Object Data Window at this
point, the start and end points will have the same elevation. Ignore
that for the moment; the program will determine the proper
elevations for you in a later step.

Now choose the Connect with Easements tool. You can use the Connect Direct
tool, but I prefer to include easements in the approaches to a Helix. Point the cursor
+ [ IZ N to the top of the Helix, making sure it highlights to confirm you are pointing at it.
. Jlﬁhi“ ‘g Click the Left Mouse Button (press and release it). After clicking the Left Mouse
B T Button (LMB), move the cursor to the right. A red line will follow the cursor from
=V o g the top of Helix. Should the red line happen to start at the bottom of the Helix,
WP F simply click the Right Mouse Button (RMB) and it will swap to the top of the Helix.

T ool Kt
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Although the Connect Tool is most frequently used to connect
two existing objects, it can also be used to make a connection
from an existing object and terminates anywhere in the drawing.
We'll use that feature to design our Helix. Hold down the Ctrl
key on the keyboard, and the Arrow of the Connect Tool will
change to a Crosshair, indicating that you may now "Connect" to
any point in the drawing. Hold the Ctrl key down and position
the approach track. Still holding the Ctrl key down, click the
LMB to achieve results similar to those you see at the right. You
can now see a portion of the Turn of the Helix colored purple.
The tangent approach track might be the higher level or the lower
level... it does not matter. The details of elevation will be
automatically set later in the process.

Using the Connect Tool in exactly the same manner, establish the

other approach track. As you can see in the image to the right,

more of the Turn of the helix is visible. Since 3rd Planlt is in

"Color by Object Type" mode, you can see the Tangent Track

colored black, the curved track as red, the easements as green, /
and the visible Turn of the Helix colored purple. The "Color by

Object Type" mode lets you easily select the desired track

segment, even when the joint between two objects is not obvious,

such as where the easement joins the tangent track and curved

track.

Again, the elevation of the two approach tracks is unimportant at this point. The only important feature is
the placement of the two approach tracks. Simply envision one track as the "upper™ approach track and the
other as the "lower", even though all track objects have the same elevation when you draw them.

To help demonstrate this point, two Elevation Markers have been added to the drawing in the images
below:

As you can see, all track objects were originally drawn at an elevation of 0 inches. In this example, we will
choose to make the upper level at 54" and the lower level at 32". To do this, select one approach track and
set its elevation to 54". This is most easily done in the Object Data Window, setting both Z values to 54" in
one case and 32" in the other. Experienced users need only set the "most distant™ elevation. When you click
on a Z data value in the Object Data Window, a shrinking circle will appear at the end of the line
corresponding to the Z value you selected. You need only set the elevation of the ends of the Lines farthest
from the Helix.

Select the Path Tool, available in the ToolKit just below the Connect Direct button. Point to the upper
tangent track near the end closest to the helix and click the LMB. Don't click while pointing to the green-
colored easement, or the grade will not be properly designed. As shown in the left image below, if you have
properly clicked the upper tangent track, it will highlight, first in magenta, then in light blue when the
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cursor points at other track objects. Point to the other tangent track approaching the spiral, make sure it
highlights then click the LMB once again to establish a Path between the two tangent tracks. The whole
Path will then appear in Magenta.

Setting the grade through the helix is easy. Simple press Ctrl+E to bring up the Elevation dialog 2
box, or click the Elevation and Grade button in the Property Bar (shown at the right). The Set =3
Path Properties dialog box will appear with the Elevation control page.

You can see the elevations you chose for the approach tracks have [T ]
already been set up in the dialog box. The resulting grade is -4.44%,  Eevatin |

a negative number because the grade is computed from the higher Free
elevation to the lower elevation. © Elavaion of anpa B¢
" Elavation of and point |32"
This grade is too steep for use in a real model railroad, but it is very & Grade [earz
-2.54 degrees

useful in this design example. There's no need to change any values _ _ _

in the Elevation page, so click OK to establish a grade of 4.44% e
through all the track included in the Path. Swap to 3D using the Tab
key or the Render 3D button in the Property Bar. You may need to
adjust the view a bit using the Arrow keys, but in the end you will

see a smooth grade through all the track highlighted in the Path,
including the Helix. The results are shown at the right.

It looks good, but obviously a grade of 4.44% is not usable in a
Helix that may be inaccessible when your layout is built. It is too
steep, which may cause locomotives to lose traction, or in the worst
case, the whole train might fall off the track to the inside of the
Helix. There are several ways to adjust the grade of the Helix. The
best place to start is to add a Turn to the Helix.

Swap back to 2D using the Tab key or the Render 3D button in the Property Bar. Choose the Select Tool
from the ToolKit. Point to a blank area of the drawing and click the LMB to deselect all objects. Point to

the Helix and click the LMB to select
the Hell)_(. Bring up the PrOp_erty Shf':‘et Dala | Line styles | Elevation| Appearance | Dala | Line styles | Elevation| Appearance|
by pressing Enter, or choosing Edit / " ¥ 2 " » 2
Properties_ The Data page shows all Ceter W 12518732 ) Ceer % 12818732 )
.. . Start 77 e/ 161 516" 501416 Start 77 e 161 /16 501416

the critical values of the HE|IX, Erd 1041/32" BT 156" 341/16" End 10471/32" BTIGAE" 34 1/16"
including the Railhead-to-railnead = [ owe logh 0w

. .y s 0o Start azimuth 332.186" Start azimuth 332.186"
distance. You can see that it is 11" in End azimuth 168.235" End azimuth 168,235
this example, far more than required et lﬂ Bie IE

. Tumg 1 Tumnz 2
for an HO Scale HE||X. Change the Turns including entry and exit 1 455419 Turns including entry and exit 2 455419
number Of Turns tO tWO, and note that Raihead-to-raihead distance " Raihead-to-raihead distance 12"
the separation is now 6 1/2", sufficient
for HO scale operation.
Cancel Cancel
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It's important to note that the exact number of turns, including the entry and exit segments of the Helix, is
2.455419 in this example. You can only adjust the number of complete "helical” turns as an integer value.
The fraction to the right of the decimal point is determined exclusively by the geometry that connects the
helix to the approach tracks. If you were allowed to change the decimal portion of the number of turns, the
endpoints of the Helix would no longer be aligned to the approach tracks. This will be discussed in more
detail below.

After changing the number of Turns from one to two, you have
only changed the grade of the Helix itself. The approach tracks  eievation |

still have their original 4.44% grade. Press OK to set the number Fres

of Turns in the Helix to two then use the Path Tool exactly as you O Eevatenofsatpant [
did before. Bring up the Elevation dialog box again, as before. O Elvalonofendpoint e
The endpoint elevations will be the same as the first setting, in & Grade 286%

this case, 54 and 32 inches. 1.70 degrees

) Set all points i &l abjects o this elevation
Note that the overall grade is -2.96% including the approach Sellen e il o
track, rather than -2.633% shown in the Helix data page. That's
because the Helix endpoint elevations were originally established
with a grade of 4.44 percent. This "compressed” the vertical _ Corcel |
space available to the Helix, compared to what is available when
the Helix has an additional Turn.

Now that you have made a Path that includes both approach tracks, as you did originally, the overall grade
through all track segments is now 2.96 percent. This will result in a Helix whose endpoints are slightly
higher and lower than in the original attempt. Again, this is a matter of geometry, not a fault in the track
design or the use of the Helix in the design. Simply press the OK button to establish a constant grade
throughout all the track segments in the Path.

Swap to 3D to view the results. The Helix now has an extra Turn,
and remains smoothly connected to the approach tracks. All track
segments are at the same grade. To see the details of the Helix,
swap back to 2D and select only the Helix. The Object Data
Window will then show all critical dimensions and locations, as
shown below.

———.]<| Because the approach tracks have a lower grade than the first attempt, the vertical
Helix [11] distance available for the Helix is greater. Therefore, the endpoints of the Helix are
% I;dga;g:}ller higher and lower, the grade is a bit steeper, and the Railhead-to-railhead distance is
e BO7 19432 a bit greater. The resulting 2.6% grade and 6.5" spacing is quite reasonable, and this
o 163.9517 design could be built and operated successfully.
bet 332.185°
o 168.235° But what would you do if you couldn't achieve workable results by simply adding
g '224%353"4 or removing Turns from the Helix? In the real world, there are only three ways to
i oy make more subtle changes to the grade or spacing of the helix: 1) change the upper
o1, 77eme and/or lower elevations, 2) change the geometry of the approach tracks, or 3)
i 181 516" change the radius of the Helix.
51, 501M16"
oL, 1041782 Approach number one is the easiest. If you haven't locked-in the elevations of the
i gz]fgs upper and lower levels of your layout, simply change the elevation of one or both
#1E gg" approach track endpoints. Use the Path tool and Elevation dialog as before until you
11§ 126 15/32" find elevations for both levels that are comfortable for operation and result in a
usable Helix.

Approach number two is accomplished by changing the location that the approach segments enter the
Helix. You won't be able to make a large change in grade this way, but it may be adequate if your
dimensions are only slightly out of tolerance. Delete one or both of the approach tracks, including the
tangent track and easement. Use the Connect with Easements tool exactly as you did before, but relocate
one or both approach tracks to change the length of track in the Helix. Again, use the Path Tool as before
and see if you can obtain usable results.
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Finally, you can change the radius of the Helix itself. Note that, if you change the radius of the Helix, it by
definition changes the geometry of the approach track. The easements were originally created to transition
to the radius of the original Helix, and the locations of the easements and tangent tracks were determined
based on the Helix. Changing the radius of Helix necessitates changes to the approach tracks as well. The
best way to do this is to delete the original Helix and draw a new Helix with a different radius. Move the
new Helix until it is near the original approach tracks. Then delete the approach tracks, both tangents and
easements, and redraw them using the Connect Tool in the same manner shown above. From experience,
you may want to set the Number of Turns in the new Helix before using the Path Tool to set the grades.
Next, use the Path Tool in the same manner to set the grade through the approach tracks and the new Helix.
If you've chosen the new radius well, you should end up with a grade and spacing that meets your design
goals.

With these techniques, you will never need to
manipulate the endpoints or grade of the Helix
directly. The Helix dimensions are set automatically
with the Path and Elevation tools, based on the
geometry of the approach tracks. You could even
"flip" the Helix top-to-bottom, simply by swapping the
elevations of the approach track endpoints and using
the Path and Elevation tools in the same manner. If
you find yourself tempted to change the values of the
Helix directly, watch out! You'll need to change the
approach tracks to correspond to the changes in the Helix, which can be very difficult and time consuming.
It's always best to start with approach tracks that make sense, a reasonable radius and Number of Turns for
the Helix, and use the Connect, Path and Elevation tools.

Think of the Helix as the result of the elevation and orientation of the upper and lower approach tracks, the
radius of the Helix, and the number of Turns within the Helix. Focus on these variables, and use the Path
and Elevation tools to automatically compute the proper Helix for the elevation, geometry, radius and
number of turns you select. In fact, it's best to not even view the Helix in 3D until you have applied the
Path and Elevation tools, or you might be concerned that something isn't right. Be confident that the Path
and Elevation tools will compute a Helix that corresponds to the elevation of the approach tracks,
considering the radius and number of turns in the Helix.

You can also use these procedures between Layers in the 3rd Planlt track plan. You need to make sure that
the Allow only the Active Layer to be edited checkbox in the Layer Enable Dialog is not checked, and the
layers containing the track objects are not frozen. There is no difference in technique, whether the track
objects exist in the same Layer, or more than one Layer.
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9. The Object List

Each drawing is composed of hundreds or thousands of individual objects, and it is often helpful to be able to look
at those from a different perspective. Using the Object List, you can examine objects based on their type and their
characteristics. Your selections on the Object List and changes made in the Object List are reflected in your
drawing. If you leave the object list open while drawing, the changes you make to your drawing are reflected in the
Object List.

To bring up the Object List, press the Object List button on the Document Bar, as shown at right. You can
also press F8, or select View / Object List.
9.1 Sample Object List

The Obiject List for the lines in the file BonusRoom.3pi is presented below. The Object List is resizable, and
remembers the size and location you set for it. Also, you may resize all the columns; the column sizes are retained
as well. These settings are stored in the Registry for you as a user, not with the document.

Lines - Export

Number | Length | Giade | Asimuth | Stet® |  Staty | Statz | EndX | EndY | EndZ | Laper [=
3574 0'3206" 0.000% 56867 1E807" 4310183 oo 1'3.482" 4311935 00" Topography
3575 03504 0.000% 1200973 1'3.482"  4311.935" oo 20486 4310132 00" Topography
357 06309 0.000% 25.600° 2'8.7ED" 445174 oo 3'3.080" 44'5E5E" 00" Topography
37T 0'7.663" 0.000% 111.432° 1'6.807" 44'3.m3" oo 2'1.540" 4462113 00" Topography
3578 0'8113" 0.000% 61.065" 2'1.940" 44'6.213" oo 2'9.040" 4410.138" 00" Topoography
3579 0'6.820" 0.000% 90.000° 2'9.040" 44'10.138" oo 33861 4410.138" 00" Topography
3580 0'7.956" 0.000% 56.487° 338" 44107138 oo 310.494" 452531 00" Topography
3581 06857 0.000% 1239537 310.434" 45'2.631" oo 4'3.353" 4417260 0'0" Topography
3683 0'oNg" 3482% 7708 4'7.788" 4717 1 4'7.856" 71747 1'2004" Track, visible
3684 40206" 0.000% 1800000 2411.225" 313854 oot 2411228 27 a7 00" Room
3585 0'1.700" 0.000% 15,267 240771 araee 0g 241.218" 3710457 05" Track, visible
3586 1'9.047" 0.000% 3.268° 2310.359" 35 4377 o8 2311.559" 3713900 0'5" Track, visible
3587 0'1.666" 0.000% 171.254° 24' 2073 39 4.061" g 24' 2. 326" 39 2.414" 0'5" Track, visible
3588 2'6.252" 0.000% 3.268° 24' 04707 35 4.074" g 24'2.194" Erali rr 09" Track, visible
3583 1211.256"  0.000% 180.000° 16221" 48'8.748" oo 16.221" 35'3.490" 00" Room
3530 3'8.985" 0.000% 179.665" 12'6.013" 24'4.701" oo 12'6.276" 207 0'0" Backdrop
3553 1'0583" 0.000% 15.252° 24'409" 42' 2,880 0'g" 24'7 403" 433128 0'5" Track, visible
3857 2'a502" 0.000% 97.990° 1410752 36 4615 0g" 17 7.937" 36'0.018" 0'5" Track, visible
3558 0'6.862" 0.000% 99641 18'9.570" 48'0.881" oo 19'4.735" 4711.732" 00" Topography
3559 0'6196" 0.000% B2 168" 18'6.378" 4710.455" oo 18'9.570" 48'0.881" 00" Topography
3600 0'4.366" 0.000% 123.968° 23 7.816" 4710.042 oo 2311.437" 477 603" 00" Topoography
360 02817 0.000% 153.718° 2311437 47 7603 oo 24'0.685" 47'5.076" 00" Topography
3602 071657 0.000% 16477 24'5.415" 44'4.278" oo 24'5.750" 45'3.930" 00" Topography
3603 0'2572" 0.000% 748840 2210877 42'1.634" oo 23'1.160" 422204 00" Topography
3604 010129" 0.000% 173.730° 123717 2611.283" oo 12'4.823" 26'1.1594" 00" Backdrop
3605 1'1.983" 0.000% 84072 1210.918" 27 B389 oo 14'0.868" 27 5.405" 00" Backdrop
3617 1'7.569" -2314% 89,2557 14'4.802" 4817850 1" 2.004" 16" 0.454" 48" 2.004" 1'1.862" Track, visible
3618 0'6127" 0.000% 101.314° 2'0.496" 4310132 oo 2'6.504" 43'8.930" 00" Topoography
3619 0"4.640" 0.000% 146.244° 2'6.504" 43 8.930" oo 2'a.082" 435072 00" Topography
3620 0'7.351" 0.000% 107.958° 1'6.807" 44'5.085" oo 2'1.998" 44'3.542" 00" Topography
3621 0'6.956" 0.000% 76,4307 2'1.938" 44'3.542" oo 2'8.760" 44'5.174" 00" Topography
3622 110137 0.000% 174837 2410.235" 30Ty ot 240440 289652 0'0" Backdiop
3623 07477 0.000% 182.362° 24' (1685" 47 6076 oo 24'4153" 4610453 00" Topography
3624 02677 0.000% 93200 2210244"  #0eg oot 221067 42'1.634" 00" Topography
3626 0'6.86" 0.000% 179.881° 24'4183" 46110.453" oo 24'4168" 46" 3 683" 00" Topography
3627 0'5.485" 0.000% 12168° 24'4.258" 4310.915" oo 24'5.415" 44'4 278" 00" Topoography 5
aca0 N BT nnnne 1C0 998 Y TP T e T R 1= e 244 704 pronre U T e "

™ Recursive = | Summaries obizets

You may sort on any column in the Object List. It’s often very useful to find out the track segments with the
highest grades... simply click the column header for the Grade column.

Everything looks OK, except for line 3583, which as a grade of 3.49%. It might be good to go back and check that
line... perhaps it was drawn incorrectly, or perhaps the grade here is truly as steep as is shown and might need to
be re-examined.

The Recursive checkbox shows all objects in the drawing, even if they are within Groups.
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M Object list for BonusRoom2.3pi

Lines v E xport

MNurnber | Length | Grade I Azimuth | Start ¥ | Start I Start £ I End | EndY | EndZ I Laper |_‘|
3673 0'4.374" 0.000% 108.066° 25110 4403100 i 2'9.244"  4310.881" '0" Topography
3574 0'3.206" 0.000% 56.867° TEBO7"  4310183" 1'9.492"  4311.935" " Topagraphy
3575 0'3504" 0.000% 120973 1'9.492"  4311.93%" 2'0.49" 4310132 " Topography
3576 0'6.309" 0.000% 85,6007 2'8.760" 445174 3 3.080" 44' 5,658 " Topography
3677 0'7.663" 0.000% 111.432° 1'6.807" 44 9.3 219407 " Topography
3678 0'8113" 0.000% E1.065° 2'1.940" ! 2 28,0407 " Topography
3673 0'6.820" 0.000% 50.000° ! " i " '0" Topography
3680 0'7.986" 0.000% 5E.487° "

" 123 953"
2

3585 207" a7 ee 09" 241.218" 3710457 09" Track, visible
3686 2310.353" 3E 43 ogt 2311668 371,390 09" Track, visible
3687 242073 35 4.061" g 24" 2. 326" 324 09" Track, visible
3688 24'0.470" 354074 g 242194 370 0'9" Track, visible
3689 1621 48’ B.746" oo 1622" 369,490 00" Raom
3550 126013 24'4.701" oo 12'6.276" 2007 0'0" Backdrop
3593 24 409" 42' 2,900 (=N 24'7.403" 4373125 0'9" Track, visible
3897 1410.752" 36 4615 = 17 7.937" 36 0.ME" 0"9" Track, visible
3598 18'9.970" 48'0.881" oo 1947350 4711732 0’0" Topography
3693 1896375 4710.455" oo 18'9.970" 480,881 00" Topography
3600 2378160 4710.042" oot 2311437 47 7.603" 00" Topography
3601 2311.437" 47 7603 oo 24' 0.685" 47 5.076" 00" Topography
3602 24'5.415" 444278 oo 24'5.750" 45" 3,930 00" Topography
3603 2210677 42'1.534" oo 23" 1.160" 422204 00" Topography
3604 123717 26'1.263" oo 12'4.823" 26'1.194" 0’0" Backdrop
3605 121091%" 27'6.399" oo 14'0.868" 275,405 0’0" Backdrop
3617 144902 481,790 12,004 16" 0.454" 482,004 11.852" Track, visible
3618 2'04%6" 4310132 oo 2'6.504" 438,930 00" Topography
3619 2'6.504" 43'8.930" oo 2'a.0s 435072 00" Topography
3620 1'6.807" 44' 5. (165" oo 2'1.998" 44'3542 00" Topography
3621 2'1.998" 44' 3542 oo 2'BL7ROD" 445174 00" Topography
3622 24'10.235" a0 77es” oot 2410.414" 289592 0’0" Backdrop
3623 24' 068" 47 5.076" oo 244153 4670453 00" Topography
3624 2270.244"  4170892" oot 2210677 42'1.534" 0’0" Topography
3626 24'4153"  4610.453" oo 24'4.168" 46" 3.583" 00" Topography
e g @ a0 aiE oo AwE MR g a 7T 0 T oo -t I~ |

I™ Recursive = | Summarizz objzsts

To find the line or other object you are interested in, simply click the row that includes the object as shown below.
When you select the row, the object is highlighted in your drawing, and a large shrinking circle animation draws

your attention to its location.

9.2

The Object List treats groups and turnouts in a special way: they
be summarized.

Groups, Turnouts and the Object List

Although the costs have been eliminated from this example, the
result of summarizing groups is still evident. Each group object
having the same name is gathered into one row. The Count
column shows the total number of groups with that name, and the
Cost column shows the sum of all the prices of the group objects.

You can easily see the total cost of your layout using the
Summarize Groups feature if you are using sectional track, as
section track piece is a group and can have its cost set. If you are
using flex track, you can use the Path Tool to find lengths of
important track segments and get a good idea of your cost in flex
track.

9.3 Exporting Data

By pressing the Export button, you can produce a “Comma Separated

Il Object list for BonusRoomz2.3pi x|

[erops oo |

Mame | Part #

| Count | Total Cost I

Bret's Brewery [Campbel]
Cartour line

Curved turnout [Peca)
Double slip turnout [Peco]
Engine house [Gloor-Craft]
Freight house [Gloor-Craft]
Grain depat, Bilinger [Fika)
Grain elesator, Bilinger [Fikao)
Grain silos, Bilinger (Piko]
Group

Large turnout [Peco]

b edium turnout [Peca)
Pazzenger platform (Campbell]
Sink.

Small turnout [Peco)

Station, UP [LASERKit)

Tree

™ Recusive

¥ Summarize chjects

000
Q.00
Q.00
0.oo
000
000
Q.00
Q.00
0.oo
000
000
Q.00
Q.00
0.oo
0.oo
000
Qoo

o
LD LN PR3 =k R G0 00 PR3 =k R RS R =k R LD 0 =

42

Close

Select output file

Lookin, | =3 Exanpies - =1

Value” file (CSV file) for import into other applications. You can

the file as you wish and place it in the directory of your choice.
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10. Layers

You may set up a number of layers in your track plan and assign
H | low arly the Active Layer to be edite e
Objects to be members Of any Iayer oy o @l e B s B s

S ——— Changes... I~ Keep visible layers

¥ Keep frozen layers

- Update alist— x| New Fiemaye ¥ Re-activate last laper

10.1 Layer Enable Dialog

Layer name | Staus | Objects| Def Elev.| Flextrack | Sectional|
[ Train cars 1 oy 2'9, g
The Layer Enable dialog as would appear in BonusRoom.3pi is [sf S
ShOWn at the right Eu\\dlngs 17 o oo o
Landscape 38 o oo o
- . W Alteinate landscape 5 o oo o
The layers that are visible are checked in the boxes at the left. Each 2 oo romw owow
layer’s data is drawn in the color of the layer, including the count of  |#tu et woow o
objects in the layer and the Active status of the layer. New objects are ~ |*# oo
created in the Active layer. oo | o |
You may set 3" Planlt to display your drawing in order of layer if
. . . . g‘ gl ﬁl & ™ Allow only the Active Layer to be ?d\led =
you wish. If you have selected File / Settings / 2D Display / Sort =-= F Doarom s o gL —2]
objects by layer, the bottom layer in the dialog — in this case, the | [-sieii-3 - =il
Room layer — will be painted first. The next painted layer in creeree d | ] R et
H H ayer name: tatus | e
BonusRoom would be the Benchwork layer, and so on until the final |5 .
- . . rack, visible Active
layer to be painted is the Train Cars layer. ER =
[m] Allow references while frozen
H H L H Bul\d\ngs reate new objects as Trach
You can therefore control which objects are always visible in Sort By |z it e it et i 20
. . .y . . . amale andeaps Smooth Shade Layer
Layer mode by setting their position in this dialog box. Those on top |7 - i Dt Mo
in the list will be on top in the drawing. The buttons with Up and |4t o eees o b Lo
- age . Froperties.
Down Arrows are used to adjust the position of a layer relative to the ™"
other layers. o |

The leftmost button at the top creates a new layer; the button to its right modifies the currently selected
layer (Track, visible). You may also modify a layer by double-clicking the row that includes the layer. You
are presented with a property sheet for the layer. As shown in the second example, you can right-click any
layer in the drawing to Activate the layer, Remove it from the drawing, and set other characteristics. Note
that you cannot remove layers that contain objects.

.
102 La.yer Proper“es Layer Properties | Balast and Aoadbed | Questionsble tiack |
Through this property sheet you may adjust a layer’s color, indicate Na,;emll;:ck‘ = A
whether the layer is Visible or Frozen, whether it contains track and I Frozen % Includa leyer n Documen Map
determine if it will show in the Document Map. If the layer is NOt [ yovmicnss [ Hesmtassine oes 0
visible, none of its content objects will be drawn in the primary Trzcko o
display. Frozen layers cannot be edited in any way. However, o e -
checking Allow references while frozen allows you to use objects in F eeus s Gae [orwon
Frozen layers to be used as the base for drawing objects or e
measuring. ¥ Superelevate in 30 0 — [
Marking a layer Always visible in 3D is used primarily for layers = o EEE 200

that hold lights. These layers can then be hidden in 2D, but will be == Eeain Somn
active in 3D to light the layout as desired. The converse setting, T | et | 0 |
Never visible in 3D, lets you view layers only in the 2D plan view. =

If you check Include layer in Document Map, all objects in the layer will be drawn in the thumbnail map
of the plan when it is visible. The Smooth shade all checkbox lets you select Smooth Shading for all
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objects in the layer. This is typically used for topography layers. If you want to Hide contour plane lines
in 2D when editing the plan, you can select that option here on a layer-by-layer basis.

Several options control track presentation. If you check Create New Objects as Track, all new objects
drawn in this layer will be treated as track objects — rails and ties will appear as you zoom in. Note that
objects from the library, or pasted from elsewhere, retain their track object status. Prevent terrain
conform to track treats any track in this layer as non-existent; Tunnel Track is an example of a layer
which should not conform.

Do not follow track lets you create roads for cars based on their centerline, but have that centerline ignored
by locomotives and rolling stock. Tramways embedded in streets are a typical example. Hide Rail and ties
is generally used to create a path through a drawing that is followed by an invisible locomotive or the
Engineer’s View. This lets you create a kind of guided tour through your layout in 3D. Hide ties is
typically used for streetcars.

Text display is also related to the text object’s layer. The default is to Always show text, so any text will
show regardless of a layer’s status. However, you may also choose to Hide Text when layer is frozen, or
Hide Text when layer is inactive for your convenience.

3" Planlt allows you to mix up to four track gauges in a drawing. Each Laypmm|Eahstandmm|mmmml

new drawing starts with two default gauges: Standard and Narrow. You Name [Trck, v
can define two other gauges as well, perhaps for streetcar track or other o e Rl

gauges. Using the Gauge pull-down, you select the kind of track in this [ abrvten® [ Sneeed
layer. When magnified, the rails and ties of track objects will be spaced as i

4
Fl
3
omo * |z
T g
28

i . - . v Rail color
set in File / Settings / Track. You can define two extra gauges. E -
When a new object is drawn in the selected layer, it will be assigned to the  F i ™ 2 et
Default elevation. ™ Superloelen20 it

Tet display
= lwaps show
" Hide text

You can set the Minimum radius for each layer. If you draw a circle o HE

Default elevation

whose radius is less than the minimum for the layer, you’ll be presented a o € it
Warning Box. The minimum radius is also checked when circles are ok | o | o0

added indirectly using the Connect Tool.

By selecting Superelevation and choosing an angle of deflection, you can simulate the appearance of
superelevated track in 3D. Clicking on the angle field at the right lets you control the range of the slider.

10.3 Other Pages

The Ballast and Roadbed Profile pages let you define automatic ballast and roadbed on a by-layer basis.
See the chapter “Auto-Ballast and Auto-Roadbed”. The Questionable Track page sets the clearances and
other values used for checking your layout, as shown in the “Verifying Your Layout” chapter. You can also
adjust the maximum coupler angle allowed between cars during 3D operations.

10.4 Suggestions for Layers

Layers can be used to your advantage in several ways. Here are a few suggestions that you may find
helpful.

As in BonusRoom, keep logically related items together. The Room layer was drawn first and made
absolutely perfect before continuing. The layer was then locked to prevent accidental changes. After the
track was well along, the Benchwork layer was added to keep track of the specifics of the benchwork. This
was important in BonusRoom, as it is multi-level and the lower layer trackwork needs to work its way
through the legs that support the benchwork

In BonusRoom, the Landscape layer is green, the Edge of Benchwork and Topography layers are earth-
colored, buildings are blue, and the track is black except in tunnels, where it is gray. These colors help the
eye differentiate the objects while you are editing, and still paint at the highest possible speed.
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11. The Library Bar

== The Library Bar provides easy access to a large library of objects you can
incorporate into your design. As shown at the left, each scale is grouped into five
categories: Buildings, Equipment, Landscape, Rolling Stock and Track. By clicking
a category, you will see a list of manufacturers. You can then click a manufacturer to
see a list of available library objects.

Standard Library
I~ Buildings:
|51 Equipment
7 Landscape
21 Rolling stack
21 Tiack

To add an object to your drawing, click the object name in the Library Bar. It will

appear centered in the screen ready for placement. -
3" Planlt is defaulted to its Standard Library of objects. To L
select another library of your own creation, right-click in Campbel HO

. . City Classics HO
the Library Bar, select Change Library and press the “...” DPY uidigs HO

button. You will be presented with the Tools / Options / | v

Environment dialog. Click the Change button to the right & ="

(three dots) to receive a standard directory browsing KbitD
window. The default Standard Library is generally located in the folder Misellaneous
C:\Program files \ 3" Planlt \ Standard Library. This may be different on your & F*
system, for example, if you chose to install 3" Planlt on another drive. 0
You can change the presentation of the Library Bar to suit your preferences. Right- Wahherlqmpmem
click on the Library Bar background and select Group by category to obtain the Landscaps
presentation seen on the right. If you would like to have the most possible space R””‘T”rg:‘:““

for the Library Bar, use Tools / Options / Controls / Tabbed Data/Library Bar
to display the Info Bar with tabbed windows.

11.1 Adding New Library Files

You may easily extend the Object Library. All Object Library files are standard .3PI drawing files, placed
within the Object Library. You can freely add files or folders to the Object Library structure at any point. If
your Library Bar is set to Group by category, you can even put a favorite library at the “top level” and its
name will appear on one of the Object Library bars for primary access.

You can add Object Library files of your own creation, or you can bundle current library objects in a new
library. For example, you might be working with certain track and certain trees. You could make a .3PI file
that contains all of the objects and save it in the Object Library. Selecting this single library could provide
all the objects you need for most of your work.

Although it is possible to modify 3" Planlt’s Object Library files, it is not a good practice. New releases of
3" Planlt will update the library and cause you to lose your personal data. If you try to modify a 3™ Planlt
Object Library file, you will be warned that your changes will be lost when you next upgrade.

The best way to use the Object Library is to create a file to hold your library objects, such as “My objects”,
and store it in the Object Library where you see fit. Right-click the Library Bar and refresh it, and you
should see the name of your library file. If there are any groups or turnouts in the file, you can see them by
double-clicking the file name like any other library member. 3" Planlt installation will not delete files you
create in the Object Library, it only replaces its own files or provides new manufacturer’s data. If you
avoid the naming conventions of 3" Planlt’s object library files no conflict should ever take place.
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11.2 Adding Objects to the Library

Once you have a personal Object Library, you will likely want to add new designs to it. This most
important thing to remember when adding an object to the Object library: you must add it to a file, not a
folder. If you haven’t already created a file in the Object library to hold your objects, go back to the section
above and create one.

There are two ways to do this, depending on what you’d like to accomplish. If you have a single object (a
group or a turnout) that you’d like to add to the Library, right-click the Object and select Add To Library.
You can also choose Edit / Add to Library. You will be offered a standard file browser window. Select
the Object Library file you’d like to add the object to and press Open, or double-click the file name. The
object will be added and the Library Bar refreshed.

The other way to modify an Object Library file is to edit the file directly. Simply select File / Open, and
find the file in the Object Library. When you are done modifying the file, close the file (or save it) and
refresh the Library Bar by right-clicking it and selecting Refresh.

11.3 Removing Objects from the Library
To remove an object, right-click the object’s name in the Library Bar and select Remove from Library.
You can also edit the library file, remove the object, close or save the file, and refresh the Library Bar.

11.4 Auto-scaling

When you insert an object into a drawing, the 3" Planlt Library Manager compares the scale of the library
file with the scale of the drawing. If they are different, the object is automatically resized to the scale of the
drawing. This allows you to use any building in the library in any scale layout — at least during the design
process! If you’ve rescaled a building, you may need to scratch-build it to see it on your layout.
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12. File Settings

Each file carries with it a number of settings that define how the file is measured and presented. They are
available for review in File / Settings; the various pages of the file settings for BonusRoom.tpi are shown
here.

12.1 2D Display

The first page deals with display characteristics, and SRS
offers different settings for 2D vs. 3D views. The
options on this page not only control the display
appearance, but how long it takes to display your plan.

o
T Fative e widihs " Monochiome

¥ Sort obijects by layer " Color by layer

™ Highlight end paints ' Color by cbiect type
T~ Shaw start/end when selected " Native fine colors

¥ Show ballast over roacked € Shew i color
€ Show Questionable Track

T~ Show circle centers
¥ Show dimensions of ines

Minimum line: width (in pixeks] 1

Native line widths instructs the program to draw all
lines with their exact width (as opposed to the closest
standard width). Sort objects by layer control the order
objects are drawn on the screen; if checked, the lowest
Layer in the Layer Enable Dialog will be drawn first,
and the highest Layer last. Highlight End Points causes _ -
all endpoints of each object to be drawn with a tick [ ] o |
mark. It is helpful to determine the start and end of adjacent objects. Show start/end when selected is a
helpful feature for editing objects. The Object Data Window frequently allows you to modify coordinates
for the start and end of the object. When this option is chosen, if you select an object, its start is indicated
by a green dot and its end is shown with a red dot. Show ballast over roadbed enables display of both
ballast and roadbed. The 2D view will refresh more quickly if only roadbed is drawn. Show Circle Centers
draws a dotted line from the start and end of each circle or curve, identifying the exact center of each curve.
The radius is also shown. Show dimensions of lines is a document-wide setting to turn on/off the
dimension numbers on lines.

The fields on the right allow you to select the style of color presentation you want. Monochrome is useful
for some printers which do not support colors as input (although most monochrome printers do a credible
job of producing gray-scale output from colors). Color by Layer is most useful in editing, or when you
would like to have high-speed 3D rendering on a large drawing, and you still would like to have color.

Color By Object Type is very useful when editing. If you work with easements a lot, you’ll notice it’s
difficult to tell where a spiral ends and where the Circle or line next to it starts. Color By Object Type
colors each object type differently, making the distinction easy.

The Native line Colors selection is for when you want esthetics, as it shows the exact color assigned to
each object. Show rail color shows rail in the color selected in the Layer of the rail object.

Show Questionable Track is a very powerful tool for ensuring your layout will operate properly, with
adequate horizontal and vertical clearances. For a full description of the mode, see the Chapter “Verifying
your Layout”.

Minimum line width (in pixels) allows you to have lines wider than a single pixel. If you have a very
high-resolution monitor and video card, you may find that single-pixel lines are too narrow to be seen
comfortably. Here, you can set a width that is pleasing to your eye.
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12.2
This page controls the style and speed of 3D rendering

3D Display

3D Display settings |

3" Planlt

on the drawing. There are other 3D rendering options in s i— P —
Tools / Options / 3D settings that apply to all files. . el
These settings control only the current file. & I e e e -

" Include full detail  Show Questionable Track
Native line widths instructs the program to draw all antiercign: NI
lines with their exact width, rather than a thin line. In S —

general, one should not draw wide lines with the

intention of viewing them in 3D. They are best used to e e
highlight items |n the 2D VieW. If you Want a good, Wlde Do nat display obiects farther from the Camerathan  |41° €
area in 3D, it’s best to draw two contour lines and use e

the Connect Terrain command to create the wide area
in polygons.

Track display style affects rendering speed. The fastest setting is Track as lines. No ties will be shown, but
on older displays or very complex drawings, this might be useful. Track as two lines is a nice, general-
purpose setting that is reasonable realistic and relatively fast. If you select Include ties as rectangles and
the 3D view will show every tie as a polygon with proper dimensions. However, you can dramatically
speed up 3D rendering by selecting Include ties as lines and still have a very satisfying display. If you
have a very fast video board, select Include full detail and the ties and rails will have thickness and detail.

The fields on the right control the presentation of object colors in 3D, independent from the 2D Display
settings. Please refer to the previous section for details of these settings.

The final two entries are distances. These distances control two display characteristics simultaneously. The
fields Do not display objects closer to / farther from the Camera than settings limit the range of what
can be seen. You want to limit the minimum Camera-to-object distance, so very close objects don’t cover
up the primary items of interest. Limiting the maximum distance can cut back the number of items to be
rendered in 3D, speeding up the frame rate. The other characteristic these two settings control is the level of
detail in 3D objects.

Your video board may have a 16- or 32-bit “Z buffer”. This is a kind of list of what is closest to the camera
and what is farthest away. Your video board gives you a number of chunks of distance that objects can
occupy (16-bit is 65.536, for example). The greater the distance between the closer to and farther from
settings, the less resolution is available in the Z buffer.
For best performance, keep the near distance as large as
possible, and the far distance as small as possible.

This design was made for 2 borws 1oom over the Rlandy's garags in E| Dorada il

12.3 Comments

On the Comments page, you can make notes about your
drawing that are passed along to others who view it. By
checking the box Show comments when opened, the
text from this page will be presented each time the file is
opened. This is a good way to introduce viewers to the

I~ Show comments when opened

concepts behind your drawing. oo |
Cut &Fill settings

12.4 Cut and Fill e —

You may define many different Cut and Fill settings for e il of el sufooe —

your document. Cut and Fill comes into effect whenever

you have a Terrain Mesh and use the Conform to e

Objects command. If track is too high or too low, the

Terrain Mesh will be modified based on these settings, J— Era—

either cutting into existing terrain or filling underneath Mmoo EE—

the track by raising the height of the terrain. See the

Terrain chapter for more details of Cut and Fill settings. B Tt st [T
ETEN|
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125 Grid

In this property page you control the style of the
alignment grid presented in 2D display mode. There are

two primary grid styles: based upon specific i M
measurements for the document, or based on e — cun—
“Armstrong squares”. John Armstrong first defined ] A I%l i
these useful squares, which he explained well in his e [Bazazil
book Track Planning for Realistic Operation. 3rd Planlt s spoer— e
provide_s direct support for Armstrong squares for your ‘Etj::j:;:j';jlijm— e
convenience. ‘

I Set as favorite:
In the top example, you can see fields to enable the grid, -
to set the line style, and to select the use of specific
measurements or Armstrong squares. The top example
has selected specific measurements, so the Major Grid
Lines and Minor Grid Lines fields can be edited. This e 5o B 47
example shows a major grid at 3 foot intervals, and a Mot o Mior i
minor grid at 1 foot intervals. The color for each Grid & on e oo e
Line can be independently set. ] A ECI— ] o

Change color Change color

In the second example, Armstrong squares have been o
chosen as the grid spacing unit. In this mode, you ‘FMMZE— e o
provide a Minimum radius you want established for Canertoezniy T2 50 & /s
the layout, and the Center-to-center track spacing for PEE—
that radius curve when parallel track is to be laid. By -

definition, the length of the side of an Armstrong square

Grid settings | x|

& Sold
 Dash
Dot

I¥ Enable gid
I~ Enable gidin 30

File Settings

£ Use specific measurements
@ Use Armstiong squares

is (R + 2C), or the radius, plus twice the center-to-center spacing.

This measurement becomes the dimension of the major Grid Lines when using Armstrong squares. You
may then select your minor Grid Line style: every ¥ square, every % square, or turned off. You may switch
back and forth from Armstrong squares to your specific measurements as your needs change.

To save the settings as your favorites, click the Set as Favorite checkbox. Each new document you create
will be given the settings you choose as your favorites.

12.6 Layout
.. . Layout settings
This is where you control various features of the layout
and itS topography in your |ay0Ut Height of 0 elevation raihead above Hoor 40
I™ Invisible contaur ines in 20 ¥ Invisible in 30
[~ Invisible fines around contour planes in2D [ Invisible in 30
12 . 6' 1 Zero Ral | h ead Hel g ht m\l‘:l‘w‘en making Tenain Connections, somelimes a long stretch of straight
. . . et sl Shcs i e o o secments
In the first field you can set the actual height of the P
. y e s . . . . . applied to all terrain connections |10
drawing’s “0.0” elevation as it will be built in your e I Lorge
room. It’s most convenient to design your layout around SrpiEg e EeECe !
a “0.0” elevation. However, if you would like Reference e el
Points to reflect their true height above the ground, you
can set this field appropriately. __Carcd_|

12.6.2

The next four check boxes control the display various topography features. You can make Contour Lines
visible or invisible in 2D and/or 3D mode. You can also make the lines around Contour Planes invisible in
2D and/or 3D mode (the triangles in a Terrain Sheet).

Topographical Display
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12.6.3 Interpolation

When Terrain Sheets are made using the Connect Terrain tool, many connections can be made using the
contour lines exactly as you entered them. However, there are times when there are just not enough vertices
to make a successful connection between two contour lines.

Interpolation solves this problem. There are two stages of interpolation:

Make sure no excessively long segments are present. For example, a ballast contour may have frequent
vertices through its curves and spirals, but none within the tangent tracks. This first stage of interpolation
uses the Fixed Interpolation Distance to add vertices simply based on the distance between one vertex
and the next. If any two vertices are farther apart than the Fixed Interpolation Distance, more vertices will
be added to keep the distance between them less than the Fixed Interpolation Distance.

If the first connection could not be made, reduce the interpolation distance by the Automatic Interpolation
Factor and try the connection again. This step will be repeated up to ten times, or until a successful
connection is made. If you have a particularly tough connection, you can reduce the Automatic
Interpolation Factor on this page and attempt the connection again.

These settings will be different for different scales and personal styles in contour line layout. With the auto-
interpolation capabilities of 3" Planlt, you can successfully connect virtually any contour lines.

See the chapter “Terrain” for more specific details of these fields.

12.7 Owner

These fields allow you to identify the drawing, its author,
and copyright information. It also gives a brief look at the
history of the file, noting its creation and most recent
modification date.

Tile
Wersion

Auttior
Author copyright

Lapout designer
Designer capyrioht

Created 17-#ay-38 17:30:08 ™ Lock file contents
Modified 11-0ct07 14:04:15 I~ Freeze owner information
File version 183

The Freeze Owner Information field locks the owner data
to what is in the fields when you press OK. The field Warn
users that this file may be updated in the future is used
primarily if you’re distributing an object library, such as the

Warm users tha this fle may
be updated in the future

Object Library of 3" Planit. If this field is checked, a user e

will be warned if they attempt to add an object to the file : :

using the Library Bar Settings for BonusRoom.3pi

wufood ] Topography | Cut and Fil | Owiner |

Display I Units I Grid Snap I Track | Turmouts

12 . 8 S n ap p I n g Enter the distance between paints in the snap grid.

You may set the number of snap positions per foot (or flongRwis [T11

meter) using this page. When drawing objects, the starting Aerg¥aes 101

and ending points will snap to the nearest snap position. fesn M

When moving objects, the object will snap to the nearest Lleltenis
snap position as you move it.

IMPORTANT NOTE: If you are in Auto Align mode, the
snap grid will not affect movements of track objects. That’s
because you want to be able to precisely position a track o]
object in relationship to another, letting the Auto Align
feature provide final positioning and alignment.

Cancel | Help |

Track settings

These dimensions are used to draw the track rais and ties when you zoom in to
higher magnifications. Choose the: Gauge you want to use for a Layer in the
Enable Dilog. These dimensions are always in protolype Lnis.

Gauge [Standard x| | Nemes widhoiral [T |

Rail Gauge (distarce betwesnrais) [£8500°  Hehtolral [T6"
Distance betweentie centers [21259° | widhof ies [710887" |
Length of ies [£5123" | Tieaboveballast [0 8

12.9 Track

This property page defines the dimensions of the track in the
layout for use when drawing the layers containing track. All
track dimensions are entered in prototype units. 3rd Planlt
uses scaled sizes calculated from the prototype sizes entered
here when rendering track in both 2D and 3D modes.

Rails appear -}

Ties appear -}

Ties widen -}

Cancel
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Using the Gauge pull-down, you can display the dimensions for each Gauge the drawing supports. Press
the Names... button to define the names of each gauge. Please note: this page simply defines the
characteristics of each kind of Gauge. The Layer a track object is in determines the actual gauge used for a
piece of track. Use the Layer Properties to choose from the four Gauges you set up in this location.

At the bottom of the page, three sliders let you control the magnification at which rails appear, ties appear
as lines, and ties widen to their prototypical shape. The farther a slider is to the right, the more

magnification is required to show the feature.

12.10 Turnout Settings

You may see the current defaults for drawing turnouts
and set the defaults for the Turnout Connect Tool on this
page. The boxes at the left show the kind of turnout that
will be created when drawing each kind of turnout that
is available in 3rd Planit.

The column on the right defines characteristics of the
Turnout Connect Tool. If a turnout requires a connecting
curve to successfully connect two tangent lines, the
radius of the curve will be as selected here.

The Rail Closure Radius and Substitution Radius are
both characteristics of the turnout, and will change as
you select different turnouts. The Connection Radius is
selected wusing Connect Tool, Set Fixed Radius;
choosing this selection keeps all your connecting curves
consistent. Finally, you may enter a Custom Radius
that is unique to turnout connections.

You may check With Easement to have 3rd Planlt
insert a transition easement whenever a connecting
curve is inserted. If the connecting curve is very short,
the easement may be eliminated to provide a proper
connection.

The option German-style turnouts fills in a small
triangle at the frog of each turnout, as is typical in
German and other European drawings.

12.11 Units

This important property page lets you choose the units
in which your track plan is measured, and the Model
Scale you are using.

The left box, Distance units and display format, lets
you choose between the American and Metric systems.
Within each system, you can choose your preferred
means of formatting a measurement.

The upper right box contains the Model Scale of the
drawing. This convenient scaling factor is applied to a
drawing’s measurements when they are displayed, or
when you type them. If you are laying out trees or
buildings, or if you are measuring the length of your
main line, it’s helpful to use Model Scale so you can
work in familiar units.
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Turnouts settings

Draw todl
Suaight  NMRA 5
Snap

Cuved  NMRA 86
Difset
Wye NMPi4 45
Jway  NMRAHE
Crossing  NMRA G
Siip NMPA #5

Dbislp  NMRA #6

Right-click umouts in Libraiy Bar to change:

Connect tool

- Tumout ansitions
ol *when using a turmout ko
~ conhect bwa lines, a2 in
4 ladder, use this radius
for connecting curves.
" Ral Closure Radius
" Substitution Radius
" Cannection Radius
& Custom Radius
T
[ fith asement
 Standard
 Lang

™ Geman-siyle tumouts

Cancel
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Units settings

- Distance units and display forma!
© Decimal feet
% Feet, decimal inches
 Decimal inches
 Feet, hactional inches E petinch
© Fractional inches
C iles

£ Decimal meters

" Decimal certimeters
£ Decimal milimeters

" Meters. milimeters

 Kilometers

Decimal places [3

Number style
& 1000.00
" 1000,00

- Model scal
Scale of drawing

1: |B7.08571428571
HO scale B

[ Rescale copied objects
I~ Wain when rescaiing

~Drawing dimensions
width [50°0"
Height [50'0"

I™ Extend grid to include
negative )Y posiions

I~ Set as avorite

[~ Use model scale ta see and enter prototype dimensions

Cancel
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The upper right box also controls the behavior of the file if it is part of the Object Library. In the chapter on
the Library Bar, you will see that objects are automatically rescaled when they are placed into a drawing
from a library. Using the check-boxes in the upper right box, you can control this behavior. If you don’t
want objects rescaled at all, disable the top check-box. You can also warn the user that an object is being
rescaled; this is appropriate if your library file contains buildings only made in N scale, for example.

To switch to and from Model Scale, use the check box in the lower center, the View / Use Model Scale
pull-down or Ctrl+M. The Drawing Dimensions show the width and height of your plan in the selected
units and scale. If you want the (0, 0) origin to be at the center of the drawing rather than the lower-left,
check the Extend grid to include negative X/Y positions field. If you select the Set as Favorite check
box, new documents will be created with these styles.

Whenever you are presented with a field for you to enter a measurement, you may type the measurement in
any valid format. You may enter fractions one time and decimals the next; as long as your number is a
recognized format, it will be properly interpreted.

Remember, 3rd Planlt assumes you are entering numbers in feet, inches, meters, millimeters — the units
you’ve chosen in this page. If you’re in Decimal Inches but want to enter 2 feet, you’d need to enter 2’ to
override the Decimal Inches setting. You can mix Metric and American formats freely. If you’re in
Decimal Inches and enter 2.54cm, you’ll get a distance of 1 inch.

Valid American formats 2.25"' 2.354"'
2’4 1/4" 27 425"
2'3" 27"
28 1/4" 28.25"
Valid Metric formats 1.03m 1030mm
11/2m 55 1/4 mm

12.12 Wood and Wall Settings

This dialog lets you control the Tw1
dlmen_SIOnS and StYIe Of WOOd and Cleatanc fiom top of Fiser o botiom of roahed, balast and iack, [T 17 1x2
walls in your drawing. e i et e e 1u3

) ) ; Wond stie Girder style 1ud
The first field, Distance from top [Ceree1vs 3 € L 1%6
of riser to railhead, is used when wian  [romr CiCous 2y2
slicing wood used as a riser. P | 2x4
Select a piece of wood that’s e t'g!fgﬂhl H%
vertical and issue the Slice at Gidertih 107 “alrder, 1k
Intersection command (F5) L -Girder, 1x4

. : L-Girder, 1 4 6
Then click the nearest track Raund, small
segment to the riser, and the E Riound, medium
riser’s top end will be trimmed so Round. large
it lies below the track railhead at the specified distance. EEH 12
=]

Styles 1 x 1 through L-Girder, 1x6 are all “Dynamic size” styles. This means, if you |'all 3
change the dimension of any of these items, ALL ITEMS IN THE DRAWING of the
same style will change to the new dimension also.

abinet 1
Cabinet 2

Styles Round, small through Plywood 3 are “Fixed size” styles. When you set a new |Cabinet 3

size in this dialog box, you are only setting the size for future objects of this style. Efﬂ’;ﬁfﬂ
Existing objects with these styles will retain the size at which they were drawn. F.|iwmd 2
You can also indicate whether you want to build using “L-Girder” or “T-Girder” style Loz¥oad 3

joists.
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13. Tools and Options

You may select various application-wide preferences using Tools / Options or pressing Alt+O. If you are
using Windows NT or above, these preferences are saved in the section of the Registry assigned to you as a
user. Each user has a personal set of 3rd Planlt preferences. Windows 98 users are provided a single set of
preferences.

13.1 3D Settings

T~ 2pply same color o front and back sides of polygons [ Green/Miolet 30

3" Planlt uses the OpenGL subsystem for 3D rendering.
Specific settings for 3™ Planlt and its interaction with
OpenGL control the speed of the 3D rendering on your

are aclive [V AutoHide Cursar
I™ Auto-Hide Throtdes
I~ Shouw Animation Bar

system. You may turn on and off various features to find T
the best compromise of realism and rendering speed on 7 e e LevelefDeta [Lon T
¥ Uss ¥Sync Truck Wishiity [Nearest -

your system.

I™ Disable fast trucks

Clock source
|V(-‘ Std € GPC ¢ OPCsafe ¢ Swnth

Onee you have switched to 30, this field will show device info

Cancel

The Apply same color to front and back sides of
polygons option determines if the user sees a difference
between the color of the front and back surfaces of each
polygon in the drawing. IMPORTANT: If you are
designing a 3D object, you should always have this option switched off. When enabled, the boundaries
between adjacent polygons in boxes and other such objects are less visible. It takes longer to render if
different colors are applied to front and back, but it ensures accurate results. Lights both sides should be
turned on to best see different front and back colors.

Smooth shade polygons instructs OpenGL to vary the lighting across the surface of each polygon. On
older/slower video boards, turning this off might greatly improve performance. Smooth shade objects
controls the overall use of Smooth Shading between polygons within objects. Even if an object or layer is
marked for Smooth Shading, if this option is not check, the object will not be smooth-shaded. Rendering
time is much faster without Smooth Shading.

Anti-alias edges causes lines to be drawn slightly wider than normal and their edges smoothed.
Green/Violet 3D is chosen when wearing green/violet glasses, rather than red/blue, for anaglyphic 3D.
You should generally leave Add a light if none is present in drawing checked. You can Show textures
and Show ballast textures independently. Each adds overhead in 3D rendering. Aggressive prioritization
is generally not needed, unless 3 Planlt seems to stop and start in 3D. Use VSync can improve the
smoothness of screen-to-screen transitions on some video boards, at a price in frame rate.

You can control the operation and priority of animations, which includes the movement of trains when in
3D. Turn off train and animation sequencer when none are active is a power-saving setting for laptop
computers, and is usually left unchecked. Allow animations when running other programs can generally
be enabled if you have a fairly powerful computer. Otherwise, other applications may bog down when
trains are running in 3" Planlt. It’s best to use Idle priority, the lowest priority, but if you have a dual-
processor system, you might choose Normal priority. If you wish, you can Auto-hide cursor and Auto-
hide throttles independently. When you stop moving the mouse, they will disappear, and will reappear
when you move the mouse or press a key.

Groups created in 3" Planlt can be marked with a Level Of Detail setting, so you can easily switch from
high-speed real-time detail to slow rendering with complete detail. The overall setting is controlled with the
Level of Detail field. Truck visibility actually removes trucks from rendering when they are so far away
you generally can’t see them. This helps keep 3D operations fast.
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Finally, there are four clock settings. The first, Std, uses a high-resolution 64-bit clock for timing. If your
system doesn’t have this feature, you can select QPC, for “Query Performance Counter”, a technique for
determining timing. On some computers, there is a hardware fault that can make QPC unstable. In this case,
QPC Safe may provide the best timing. Finally, for laptops that vary the speed of their clocks in response
to battery and temperature conditions, the Synth setting may provide the smoothest operation.

13.2 Colors

This page allows you to select the colors used when EIEETTEERS
your document is in Color By Object Type mode (set :

within the document, using File / Settings / 2D/3D
Display). The colors for switchstands are also set here,
along with the color to use when drawing the railroad
rails and ties in track objects.

Line Change color Railioad ties Change color

hange color Helix cois Change color
Change col

hange color Fieference points

il

Q
=
=

Lights

Folygon

o |a
=
31z (&8 | (8
3 |a
" |8 (8 |8 (8
a la a2 |2 [=
s 12 (2 [2 |2
ENENERENE

The 3D Background setting controls the color of the Hande
screen where there are no objects in 3D mode. You may
find that a black background is esthetically pleasing
when your drawing contains a light. The default setting
allows a simple drawing with no lights to be rendered

well.

o
=
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EEENERCEN

F e
2. 3
o
2
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The colors for “Routing turnout” and “Normal Turnout” are used for the turnouts’ switchstands, to indicate
the setting of their points. This controls color in both the 2D and 3D modes.

13.3 Controls

The first check box determines if a right-click displays s
the ToolKit. If not, a right-click brings up the document
context menu. If so, you can double-click the right
button to get the document context menu. The second
check box causes the ToolKit to disappear after a
command is selected if the toolbar is not docked. You
may have the ToolKit move with the main window
using Move ToolKit with Window.

I¥ Display the floating Tooki for Right Mouse Bulton T Move ToolKit with window

¥ Remave the floating Tookit when Tool chosen I~ Spiral length labets

I Use Metric dimensions for all default settings [V Use Menu Bar Buttons

I¥ Present the Page Setup dialog before printing [~ Tabbed DatarLibra bar
Dbjex

size fine widhs with objects
¥ Resize objects as a group ~ Align chiects t

Precisian to select abjects Nomnal = @ Al selected abiects
n e [50 " First selected abject

~Auto Save
¥ Enable AuloSave

Mumber of actior

If you prefer Metric settings, select Use Metric o O
dimensions for all default settings. It’s usually best to
select this option if you have Windows itself set to [ox ] _cama |

metric measurements. You can also control the style in
which numbers are displayed to meet your personal preference.

Present the Page Setup dialog before printing is a default setting. If you always use the same printer
from the same document, you can disable this screen, thereby making printing more direct.

The next check box allows you to Restrict the Object List to only those objects currently in 2D view.
This is a helpful option, especially when drawing a large plan. You can zoom into a small area, disable a
few layers if you like, and restrict the Object List. When you display the Object List, it will only contain the
visible objects. This is usually a lot less information to manage, allowing you to find specific objects more
quickly.

Default to flyover mode in 3D, may be turned off by Insert key is a default setting. You can navigate the
drawing in 3D, smoothly flying over the drawing area, by pressing and holding mouse button while
dragging the mouse. You can disable/enable the feature using the Insert key in 3D. You can also control
the nature of the Left / Right Arrows in 3D. They can rotate the view (the default setting), or move from
side-to-side if you choose.

Two resizing options allow for specific control when resizing Groups. Resize line widths with objects
ensures the line widths stay proportional to the object size. However, if your intention is to increase the size
of an object while leaving its line widths intact, you may disable this setting. Resize objects as a group
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controls the way resizing works when more than one object is selected. By default, the objects are treated
as if they were grouped.

The field Precision to select objects controls the sensitivity of the cursor when selecting objects. If you
feel it is too difficult to highlight an object, you can change this option to expand the cursor’s active area.

3" Planlt comes with an adjustable Undo buffer that stores the last few changes you’ve made to the
drawing (Ctrl+Z performs the Undo function). By default, 50 changes are stored. You can increase this
value to store more changes, but be aware that this will require more memory, as each changed object is
stored until the Undo buffer “wraps around” and re-uses the memory.

Auto-save provides a backup to your drawings, should something happen while using the program that
causes an abnormal shutdown. If you have Auto-save enabled, a copy of your file will be written out every
few minutes. This file can then restore your work to the point it was last saved when 3™ Planlt is restarted.

13.4 Drawing Style

ard Planit Dptions - Drawing style

3" Planlt lets you control the drawing and editing style
of its user interface to meet your personal preference.
Users of other CAD systems may be most familiar with
the “Click-Move-Click” interface. In this style, one
draws a line by pointing at a location, clicking the left

3id Planit offers two drawing styles. allowing users to work in their favaiits style

Yo car draw an object by Pressing the Left Mouse Button (LMB), Moving the
cursor, then Releasing the LMB. ou can aleo Click the LMB (press and releass),
Mowe the cursor, and Click the LMB a s=cond time to complete the object,

This page allows you to select the drawing style you prefer. If you like having the
option of both drawing styles, you can conliol the sensitivity of the change from
Click-Move Click to Press Move-Release:

o (s Press Move, Helease s thig
" Use Click, Move, Click style only

" &llow both Press, Move, Release and Click, Move, Click styles

mouse button, moving the cursor to the final location,
and clock the left mouse button once again.

In the Press, Move, Release style typical of popular
current CAD and consumer products, a line is drawn
differently. The user points to the starting location,
presses the left mouse button and holds it down, moves
the cursor to the final location, and releases the mouse button. As first installed, 3™ Planlt allows you to use
either style. You can also confine its behavior to one of the two.

Cancel

13.5 Environment

This page allows you to define the relationship between EIEETEEEETm
3" Planlt and the files on your computer. Locaion o ckec iy
|E:\Prugvam Files [#86]1%3rd Planit\Standard Library, _I
The first setting lets you select the location of the Object Sselnic i)
. [C\Progiam Files (86 PlanltiTextures’ _|
Library. You can press the “...” button to use a standard
. . R R . ¥ Switching sounds on I Reduce size of test in display
directory lookup dialog to specify the Object Library dooon it e
root directory. Only files and folders within this e o
. . . ovie Recording ile backup and versioning
dlreCtory are shown in the lerary Bar. You can also Playback frame rate  [10 | FPS © Save BAK fil
chang_e this value by _right-clicking th_e Library Bar and e i i fie—
selecting Change Library. There is also a Texture
Library associated with 3" Planlt, whose location can be
Cancel

chosen in the second field. Both of these library folders
are generally found within C:\Program files\3rd
Planlt, although your installation may vary.

If you prefer to have coupling and uncoupling sounds disabled when viewing in 3D mode, uncheck the
Switching sounds on option. You can independently disable the locomotive sound, as well. There are scale
odometers built into rolling stock, which you can display with Show Odometers.

Due to variances in graphics presentation on some computers, if text does not display at the size indicated
in its properties, try checking the box Reduce size of text in display.

The default frame rate for creating AVIs or frame sets from 3D operations is 30 FPS. This produces very
smooth and fairly large animation files. You can lower the frame rate, typically choosing 20, 15 or 10 FPS.
You can also choose to write AVI files directly, or a set of individual frames that you paste together into an
animation using a 3" party tool.
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13.6 Mouse Wheel

If your computer is equipped with a mouse that has a
“Scroll Wheel”, you can control the reaction of 3"
Planlt to mouse wheel movements.

The first field lets you pick the standard reaction to the
mouse wheel from one three choices: Pan Up/Down,
Pan Right/Left, and Zoom In/Out. The default action
is to Pan Up/Down, but another very popular selection is
Zoom In/Out.

You can also set the action performed when the mouse
wheel is rolled while holding down the Shift or Ctrl
keys. Together, the combinations let you pan in all
directions and zoom in/out by rolling the mouse wheel.

13.7 Startup

3" Planlt offers many options to customize its startup to
your preference. Typically, 3 Planlt starts with the
Line Drawing tool active; you can change this to the
Select Tool if you wish. You can also choose to show a
“Tip of the Day” as part of the startup procedure. The
number of Files in Most Recently Used list can be set
here.

If you frequently start new drawings, you can have the
Startup Wizard come up each time you start the program
S0 you can select a drawing type. If you choose not to
have the Startup Wizard shown, you can choose the
action to be taken at startup.

3rd PlanIt Options - Mouse wheel

3" Planlt

Mause wheel operation in 2D

Dperation when mouse wheel is rolled

Dperation when mouse wheel is rolled and Shift Key is held

Pan leftright -

Dperation when mouse wheel is rolled and Chil Rey iz held

Pan up-dovn -

Cancel

3rd PlanIt Options - Startup | x|

¥ Start with Select Toal active Files in Most Recently Used list [ 8
™ Shaw the Tip Of The Day

Startup action
™ Present the Startup Wizard when 3rd Planlt is started

" Open the Tutorial (requires Adabe Acrobat to be installed on your computer)
" Start the Layout Wizard to outline a Room or an N-Trak module

& Opeen the most recently used drawing

© Start & new Flex Track drawing

© Start & new Sectional Track drawing

T~ Present the Sectional Builder when 3 drawing is created of opened
Librany for Sectional Buiider
[£\Progrem Fies (+88.3rd FloritStandard bran\Trsck\HD Soderdtias 8 _ |

Cancel

You can also choose have the Sectional Builder presented whenever a drawing is opened or created. This
tool assists in making layouts with sectional track. The default library for the Sectional Builder can be

selected in the bottom field.

13.8 Tools

You may determine whether the Select Tool highlights
objects under the cursor. This verifies a target object for
use in subsequent operations. Using Inverse highlight
makes this process even faster. If you wish, objects may
be “selected” automatically after they are drawn.

You may enable and disable the Auto Align feature by
setting Automatically align all moved track objects.
This feature aligns all track objects to each other when
they are moved to ensure accurate alignment of track
segments. Remember that Auto Align only applies to
Track Objects. Track objects are typically drawn as lines
when you are drawing or connecting objects; you may

3rd Planlt Options - Tools |

[V Highlight obiects under cursor when maving select tool T Inverse highlight
IV Automaticaly lign all moved tack obiects ™ Select abjects after
™ Shaw ral and iz detalls while draning and connecting they sre s

¥ When setting elevations, set same elevation for all coincident endpoints

I¥ When draning rectangles. gioup al ines at end of operation

IV Al closed Palpgons default to Contour Planes when drawn

IV Highlight zera length lines as long 45-degree lines

I~ Allows abiects within gioups to be pasted into ther criginal lapers

I™ Release the curent Path after an attempt fails

‘when convetting obiects to lines Distance between paralel abjects

 Create few fines o

& Create typical lines
© Create manp lines

Mouse sensitiviy [distance to start move) 0 — —— 100

Cancel

Marimum cbiects dhawn duing mave

50

have them drawn with rails and ties if you wish using the next check box.

An important Elevation Tool characteristic is controlled by the field When setting elevations, set same
elevations for all coincident endpoints. When enabled, whenever you set Elevations, the endpoint(s) of
any objects that are coincident to an endpoint you are setting will be set to the same elevation.
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The next option controls the grouping of four lines drawn as a rectangle using the Action / Draw / Line /
Rectangle tool. All closed Polygons default to Contour Planes is the best setting for drawing structures
and rolling stock, but illustrating a drawing might be better served by disabling this setting. The next
checkbox is for “garbage collection.” By highlighting zero-length lines you can remove them from the
drawing. You can set the default distance between parallel objects using the field at the lower right. This is
the distance used when you click the right mouse button during a parallel operation.

Allow objects within groups to be pasted into their original layers is a powerful feature if you work
with groups that contain objects in different layers. You can paste them between drawings, and the
appropriate layers will be created if they don’t already exist. Release the current path after an attempt
fails maintains operation consistent with earlier releases of the program.

The top “Edit Box” allows you to set the distance between parallel objects. This is the distance that pops
up when you click the right mouse button during parallel operations. The bottom Edit Box helps you
manage your machine’s speed vs. the style of move operations. As set, if more than 50 objects are going to
be moved with the Select Tool at one time, the move will be displayed as a Bounding Rectangle. When in
this mode, the single object you are pointing to (within the selection of moving objects) is shown for
reference when using the Alt key. The Alt key behaves the same regardless of how the move is displayed.

The box at the bottom contains radio buttons to choose a characteristic of 3" Planlt’s tilt-up construction
feature. In order to tilt up a group, all of the embedded Circles and Spirals must be converted to lines. You
select the resolution of the lines in this box. When making your choice, balance drawing speed and number
of lines with the need to draw the curves precisely.

Mouse sensitivity (distance to start move) help tune 3" Planlt’s drag-and-drop characteristics to your
working style. If you find yourself selecting objects and accidentally moving them, increase the value of
this slider bar. On the other hand, if you start a drag-and-drop and you feel you need to move objects a bit
too far until the real move/copy operation begins, move this slider to the left.
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14. 3D Rendering

3D Rendering offers several benefits, and
they are both esthetic as well as functional.
Perhaps you’ve heard the expression “Let’s
look at this problem from all angles.” That
saying reflects something quite natural for
us as humans, our ability to build a mental
image of something by simply looking at it
from different perspectives.

Whether it’s an antique, a sculpture or even
a pet, people will pick something up and
turn it around and around to see it all.
When we want to take in something as
large as a model railroad, we “turn it
around in our hands” by walking around the room.

3rd Planlt gives you an unprecedented tool for drawing model railroad layouts: the ability to change the
rotation and elevation of your track plan in real time.

14.1 Controlling the 3D View

In the tutorial, you were introduced to the manner in which Arrow Keys allow you to “walk around” your
track plan as shown in Table 1. You may also remember that you can use the Arrow Keys while holding the
Ctrl Key down to rotate the track plan. There is one more flavor to the Arrow Keys in 3D mode, used by
holding down the Alt Key and pressing any of the Arrow Keys.

When used with the Alt Key, the Up and Down Arrow Keys adjust the height of the viewpoint (Camera).
When the Alt Key is pressed the Left and Right Arrow Keys move the viewpoint right and left without
changing its viewing angle. The Focal length of the camera is adjusted using the numeric keypad +/- keys.

HINT: You can hold down the Shift Key during any of these operations to briefly make the increment of
movement larger.

Up Arrow Down Arrow Left Arrow Right Arrow
Normal Move forward Move back Turn left Turn right
With Alt Key Raise viewpoint Lower viewpoint Move viewpt left Move viewpt right
With Ctrl Key Rotate viewpoint about 3D Origin. Appears to rotate track plan in view.
With Shift Key Increases the increment used in any of the commands. May be used with Ctrl and Alt.

Table 1: Arrow Keys in 3D Mode

Depending on your personal preferences, layout scale and display size, you may find the standard
increment of movement too large or too small. You can adjust the movement size using the Page Up and
Page Down keys. The Page Up key increases the movement size, while the Page Down key decreases the
step size. Unlike the Shift key, these changes remain in effect until you change them again using one of the
Page keys.
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14.2 Flyover Mode

Along with navigation in 3D using the arrow keys, you can also use 3" Planlt’s Flyover Mode to easily
move about your drawing. In 3D, press and hold the left mouse button, then move the cursor upward on the
screen. You’ll begin to accelerate in the forward direction. If you move the mouse left or right, you’ll turn
in that direction.

You can also slide left/right and up/down by pressing and holding the right mouse button at the same time
as the left mouse button. The two modes allow you to position yourself precisely or to move rapidly around
a large drawing, intuitively and smoothly. If you choose (in Tools / Options / 3D Settings), you may
restrict Flyover Mode to be active only when the Insert key is pressed.

14.3 Transferring 3™ Planlt Views to Other Programs

You can exchange the 2D and/or 3D

. . y
rendering of your layout in several ways. &

14.3.1 The Clipboard

One method starts by copying the 3D
image to the Windows Clipboard. This
standard Windows technique allows you
to bring the 2D or 3D track plan image
into any other Windows program. Set up
the 2D or 3D image as you’d like it.
Then hold down the Alt Key and press
the Print Screen key. This action copies
the 3" Planlt window to the clipboard.

Switch to another program, such as Microsoft Word or the Windows Paint utility (Start / Programs /
Accessories / Paint). Select Edit / Paste, or press Ctrl+V to paste the 3" Planlt image in the program’s
document.

The manual you’re reading was made in just this manner. In some cases, the contents of the Clipboard were
pasted directly into the file, then resized and positioned. The illustration above was made in this manner.

14.4  Exporting the Current View

In both 2D and 3D, you can select File / Export / View to
file. With this feature, you can save the screen image as you
see it, pixel for pixel, or scaled as you wish. You will be
given the opportunity to select an alternate height and width.
If you select Lock aspect ratio to view, the image that
results will be exactly the same proportions as what you are
viewing, even if you select a different height or width. If
selected, when you change the height, the width will change,
and vice versa.

145 Move the Camera and Origin in 2D

Sometimes you will want to simply move the view from one place on the layout to another. Walk-around
mode can be used to get there incrementally, but there’s a faster way. Simply switch to 2D (Tab), move the
Camera and/or Origin to new positions, and switch back to 3D mode by pressing Tab again.
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15. Wood and Walls

Wood and Walls are actually just lines with special line styles. This allows you to design with simple lines
to control location and orientation, but have 3D solids result. This unique combination lets you create and
modify wood, benchwork and wall objects very quickly.

15.1 The Line Style Bar

3" Planlt’s Line Style Bar presents a wide variety of styles in 2 and 3 dimensions. Let’s look at each of the
features in some detail.

Line styles

It_l_l_l-l_l ........... |_| —|-|l|l|l|-|'|

dididid "I-'I-'I 'I'II'III - || ||

The first 11 entries control standard line characteristics as described in the ToolKit chapter. The next 11
entries, all yellow, control wood and L-Girders. The final 14 buttons, all blue, control dowels, walls,
cabinets and plywood.

15.1.1 Wood and L-Girders

The rightmost 7 buttons in the top row are basic wood shapes — 1x1, 1x2, 1x3, 1x4, 1x6, 2x2 and 2x4
(please note that lumber differs in size from place to place, so do verify that 3 Planlt’s dimensions match
those of your lumber). The leftmost 4 buttons in the bottom row are L-Girders. These initially are set to a
combination of a 1x2 with a 1x2, 1x3, 1x4 and 1x6.

Wood and L-Girders, controlled by yellow buttons, always fetch their width and height from the Wood
Dimensions table associated with each 3 Planlt document. If you change the values in the table, all the
wood in the drawing will be updated to the same size. Please note, this doesn’t mean 3™ Planlt will
automatically re-locate all the wood if you change the width of a 1x4 by %4”. Use the elevation tab to set the
vertical top and bottom points for the wood, such as legs and risers.

15.1.2 Dowels, Walls, Cabinets and Plywood

These are all related to each other by their ability to have custom
dimensions that do not change when the Wood Dimensions table e ki

changes. In the Line Style Bar, the buttons are colored blue to indicate c c —

this quality. When you draw a line with custom dimensions the first .

time, the settings from the Wood Dimensions table are copied to the b

object and used from that time forward. T

. . . . 3 Swle [Fhwoods 7]
You can change these settings in the Object Properties dialog. The ;‘—'4(—)? Lym
example on the right shows a 24” wide piece of plywood, set to a rAde  ade ||

thickness of 1”. Either of these fields may be modified and the object Heiont 11"
will be updated to reflect the new settings.

Important: Walls and Cabinets are measured from the bottom up.

Cancel
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15.2 Wood Dimensions

Each 3" Planlt document carries with it a table of Wood
Dimensions that can be set to your specific needs. In the
example at the right you can see the dimensions for an

Clearance from top of Riser to batiom of roadbed, balast and ack, [1”
as defined in the Layer of the track, This provides clearance for a
wooden cleat 2t the top of the Rise to suppat the 1oadbed

Wood style

L-Girder based on a 1x2 and a 1x4. Every Wood ETTATTNN |
Dimension selectable with a Line Style can be modified win oy
on this page. hogtt B2
GiderWidth  [T816"
Important: Basic Lumber and L-Girders always get et e

their dimensions from this table — even after they have
been drawn. Custom-dimensioned pieces (see previous
section) copy this value when they are created and retain
it thereafter.

Cancel

Important hint: since Custom-dimensioned pieces keep their dimensions, you can use and reuse the
entries in the Wood Dimensions table. Simply use the selection buttons to provide a list of popular sizes
for the construction you’re doing currently, and change them as your needs change. Only Basic Lumber and
L-Girders always get their dimensions from this table.

3" Planlt allows you to select between T-Girders and L-Girders on your layout. T-Girders are similar to L-
Girders, but they provide screw mounting locations on both sides.

15.3 Positioning Wood

You can move one piece of wood to another; the moved piece of wood will be aligned with the side of the
stationary piece of wood. At the right you can see an L-Girder next to a vertical 2x2 used as a leg for the
benchwork. The 2x2 is a vertical line with the 2x2 line style. Use elevation to set the top and bottom points.

B B £ o i s Lol B B £ o i s Lol B B £ o i s Lol
DIQ& R nc ==[r|onOm=o oo I=%E - DIE& Lbr o ==t |enOm=o e d%E N DIQ& R nc ==t |enOm=o fom  ds%E -
3|

=

s Pyl 2 s Pyl 2 s Pyl

P iy S P RGO P RETAG: A AT

In the second example, the 2x2 has been moved to the L-Girder. Note that the center of the 2x2 is slightly
on the lower side of the centerline of the L-Girder. This indicates that the 2x2 should be positioned below
the L-Girder. When the left mouse button is released at the end of the drag-and-drop operation, the 2x2 is
snapped into position along the side of the L-Girder

Important note: You can align the butt end of a piece of wood to the face of another piece
of wood. Hold the Alt key while selecting the first piece of wood. Drag it to another wood
object, which will highlight. Position the mouse on the desired side of the centerline.
When you release the mouse button, the dragged piece will be rotated at a right angle to
the fixed piece.

There is also a helpful tool two align one piece of SEiemmmimaEs.
wood to the top of another piece of wood. In the
example to the right, to L-Girders are set up to |

support a series of 1x2 joists. To align the 1x2 to S
the top of the L-Girders, use the Select Tool to 1
drag the 1x2 to one of the L-Girders, so that it

highlights. While still holding the Left Mouse
Button down, click the Right Mouse Button, and = e nftirom] = R

then release the Left Mouse Button. This ends the move operation and allgns the 1x2 to the L-Girder.
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16. Auto-Ballast and Auto-Roadbed

This version of 3™ Planlt contains a new feature that automatically draws ballast and roadbed
underneath the track as you plan. The Auto-Ballast view is available in both 2D and 3D, and can be &~
turned on and off using the Auto-Ballast button on the Document Bar.

16.1 What is Auto-Ballast and Auto-Roadbed?

When a prototype builds a railroad, they usually employ
one or two layers of ballast to firmly seat the railroad ties
and provide good drainage. As modelers, we usually want
to model at least one layer of ballast to achieve a realistic
appearance. In addition, we mount the ballast on some
form of roadbed, usually made of plywood, splines, or
other materials.

As can be seen in the example at the right, Auto-Ballast
and Auto-Roadbed give you a very accurate view of the
model you will be building. In this example, the model
was built using spline construction, resulting in a roadbed
slightly less wide than the ballast. The splines are
supported by 1x2 risers glued to the cross-members.

The ballast and roadbed you see in the illustration are drawn automatically by the program underneath the
track you place. As you change trackwork, the ballast and roadbed change accordingly.

16.2 Styles of Ballast and Roadbed

You may select different combinations of ballast and roadbed, as seen here in Full detail 3D style.

Bk S Yow okt ok Wk b O WO D TEAREN OE 02

ey BEmes T e Ta @ o B e T T

Pt it .
(B S ow e Joie om0 DWW TEANEY OB 02 sl x| D £ o fiken Tok Wodw b DB W D TEAREN DT i1

F— =

ey [UF 2 N S X S ) oI e e @ |
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The only differences between the pictures were check-box settings to enable the ballast layers, and the
width of the roadbed. The first three roadbeds are typical of plywood roadbed; in this case the width is set
to 4 inches. The final roadbed represents a spline design 1.5” in width.

16.3 Controlling Ballast and Roadbed Styles

The layer of the track determines the ballast and roadbed characteristics. For example, the Main Track layer
could use two-layer ballast on roadbed, while the Staging Track layer uses track directly on the plywood
roadbed.

To set ballast or roadbed styles, access the Modify Layer &3
dialog using the button on the Document Bar or by entering Loy Froperts Ballat and Rozdbed | Quesonatle tack |
Ctrl+Shift+D. Choose the Ballast and Roadbed tab.
As seen at the right, you can turn Auto-Ballast on and off using the
Check bOX at the tOp Of the page If AutO'Ba“aSt |5 enabled, yOU can ¥ Automatically add ballast below track in this layer Texture
also check the second box to include a second layer of ballast Innerwists [13716" | Height [03716” )
underneath the first. Duler widh [1 25732 Color |:||.|
You can select a different color for each layer of ballast. On the = Aflasmzmdl spmalltlumibn=ttitio  forme
prototype it is common to see different types and colors of gravel et [5ne" | Heght Jo1/2 e
for each layer of ballast on the main line. You can simulate that fuleruidtn |2 o [mmmE| |
appearance by mixing colors appropriate to the prototype you’re 1l Al el s
modeling. width [4" Height [0374"

. Color :”v
You can also control the appearance of the roadbed or spline that F° e batem cuface

supports the track or ballast. If you wish, you can add a bottom T =
surface, so the 3D rendering looks realistic from any angle.

16.4 Rendering

In the 2D Plan View, only the widest layer underneath the track is
drawn. The first example is a ballast-only view as it is built on a
spline roadbed less wide than the ballast.

The second example shows the 2D Plan View when the roadbed is
widened to 4.5 inches. This view provides an excellent template for
cutting plywood sections when you are building the layout.

The 3D view shows every ballast and roadbed section you have
enabled. This can use quite a bit of processing time, so if you are
going to run a simulation on a large layout it can be helpful to
disable some or all of the ballast and roadbed.

16.5 Terrain A

You may easily connect track with Auto-Ballast to the surrounding terrain
using the same techniques outlined in the Ballast Contouring section of the ¢ i.isessiemen Frim—
Terrain Contouring chapter. Select the desired track using the Path Tool, 2 ot fomuallocortour [70376

then choose Edit / Transform / Create ballast contours from path. When .
presented with the dialog box at the right, press the Use Auto-Ballast Data 2 et rom s conlar [0375
button. The exact distances appropriate for ballast in the track’s layer will

replace the old data. Press OK, then continue as usual with Terrain =)
Contouring.
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17. Terrain

The realism of the layout you build is established by its overall setting: the hills, valleys, rivers, cuts, fills,
and other features that together bring the model to life. 3™ PlanIt’s Dynamic Terrain" tools allow you to
quickly plan the terrain for your layout and view it in 3D from any angle.

You can enter any level of detail you wish, from broad flat areas to a narrow creek wandering down a
hillside. You can apply a texture to the terrain to give it a natural appearance. There are a number of ways
of building your terrain, and you will undoubtedly come up with your own unique ideas.

17.1 A Hill and a Tunnel

Let’s start with a simple oval track
plan, designed with flex track. It looks
like the layout would be better if the
upper-left area was a hill with a tunnel
through it. The process of making a
hill and tunnel is quite easy.

+ Enable layers, first layer is top layer

™ Allow orly the Active Layer to be edited

Layer name [ Status | Objects |
[ILighting Frazen

] Main layer 24
| Buiidings 0
48

First of all, it’s quite important to have

a layer dedicated to Terrain. If you | L] EEEE
don’t have one already, create the ~— o
Terrain Layer and make it the active layer. The Terrain Layer should be positioned below the Track Layer
in the Layer Enable Dialog, so it is drawn underneath the track. If your Mesh is not in the Terrain Layer,
select it, then click on its layer icon in the Object Data Window to change its layer.

Start by zooming in to the area where you want to place one of the tunnel Tool Kit
openings. You can press F2 and click a location, or press F2 and surround the area — IEE=EE
to be enlarged. If you have an Intellimouse™ (or similar) mouse with a wheel, you IT [

can point to a location and roll the wheel to zoom in and out, centered on the
location. PRGN -\

Choose ToolKit / Draw / Tunnel Opening / Perpendicular to object as shown at =& 0O %
the right. This tool creates a Tunnel Opening marker that is visible in 2D, but not in F o lﬁ
3D. The Tunnel Opening marker makes is easy to see the opening and it provides

the details to cut a Tunnel Opening in the terrain. The height of the opening can be 8 W

set in the Properties field; select the opening and choose Edit / Properties.

To draw the Tunnel Opening, point to an existing piece of
track so that it highlights. Press and hold the left mouse 2385572  eov. wre o denmoe —
button, then move the mouse to expand the width of the 1
Tunnel Opening. As you change its width, it remains
centered over the selected track. If you have more than one
track, as in this example, move the mouse until the far side is
properly positioned. Then hold down the Shift key, which
locks the far side into position. You can flip the open side by
clicking the right mouse button. Adjust the near side until it
looks right, then release the left mouse button. The original
track is cut into two pieces at the Tunnel Opening. The
upper-left piece is automatically marked as Tunnel Track
for future use.
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To similarly slice the outer track into two pieces, select the
outer curve and choose Edit / Slice / Slice at Intersection or
press F5. With the Scissors cursor, point to the Tunnel
Opening. When it highlights, click the left mouse button to
cut the curve.

Mark the upper-left segment of curve as Tunnel Track by
selecting the track segment and choosing Edit / Properties /
Appearance / Tunnel Track. When track is marked as
Tunnel Track, the terrain will be automatically conformed
above the track. The height of the terrain over the track is set
in the Cut and Fill description for the track. This is found
using File / Settings / Cut and Fill or pressing Alt+S.

Now move to the top of the drawing and draw a second
Tunnel Opening for the other end of the tunnel. In this
example, the opening was placed on the straight track in a
location that would make sense with the existing hills.

Notice how each tunnel marker is oriented so its open side
points toward the flat area. This is in keeping with traditional
published track plans, and helps you interpret the drawing
when viewing it in 2D.

At this point, press Alt+F3 to zoom out and see the whole
drawing. Select one of the track segments that will be in the
tunnel. Now, hold down the Shift key and select each of the
other track segments until all are selected. To quickly change
all of the to Tunnel Track, press the F9 key to Group the
selected track segments (or use Edit / Group).

Bring up the Group Property Sheet by pressing the Enter
key (or Edit / Properties) and choose the Appearance page.
Click the Tunnel Track check box, then click OK. Now,
Ungroup the object using Shift+F9 or Edit / Ungroup.
Each track object is now marked as tunnel track. This same
technique — Group :: Modify :: Ungroup — is useful for
changing various properties of several objects at the same
time at other times in your use of 3" Planlt.

3" Planlt
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To actually cut the openings into the terrain, select each Tunnel Opening and choose Edit / Mesh / Cut
Mesh below Tunnel Opening. You won’t see much change in 2D - perhaps just a few triangles of slightly

different color — but in 3D the change is quite apparent.
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You can now select the Mesh and choose Edit / Mesh / Conform Mesh to Objects. Then switch to 3D to
see a basic tunnel that simply covers the existing track. However, it makes a good starting point for 3D
editing. To edit the Mesh, go back to 2D, point to its boundary and double-click the left mouse button. You
can also select the Mesh and choose Edit / Mesh / Mesh Editor if you prefer.
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Use the Editing Cone to adjust the terrain, pressing the mouse button when you want to change the
elevation of an area. As noted in the Tutorial chapter, the Ctrl and Shift keys narrow and widen the
affected area, respectively. As shown below, you may want to tilt the view (Ctrl + DownArrow) to get the
cone into tight areas.
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Keep working with the terrain until you are pleased with what you see. As seen above, the track will be
covered and the trees will get buried while editing the terrain. That’s not a problem — when you’re done
editing, hit the Tab key to swap back to the 2D view. Select the Mesh, then choose Edit / Mesh /
Conform Mesh to Objects. Reselect the mesh and choose Edit / Mesh / Align Plants to mesh. The 3D
view is really quite nice.
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Note the very steep cliff above the right tunnel entrance. Typically, the Conform Mesh to Objects
command would change the slope of the cliff. Since we wanted the tall cliff, the Standard Cut and Fill
definition was changed to Do not fill beyond ends.

93



Terrain 3" Planlt

17.2 The Terrain Editor

Several Editing Modes are available using the Terrain
Editor, as well as complete control of the Color by Height  edt sswe: VertcalRange [ /| o |

feature. Max 21.468"

Min 033" Spread [[— Help |

o v v i

17.2.1 Editing modes I 00
0 i O Mound © Peak  C Flat ¢ Smooth

17.2.1.1 Fractal Mode

There are five Editing Modes. The Fractal mode creates the bumpy, somewhat random terrain shown in
the previous example. By moving only one vertex (a point on the Terrain), you will see a radial pattern
around that vertex in the 2D view. To make realistic mountains, such as those in the example, you’ll need
to manipulate the terrain “here and there” a number of times to achieve the look you want. The hill above
was created using about 30 mouse strokes, about one-quarter of which were made with the Shift key held
down to spread the effect.

17.2.1.2 Mound Mode

The Mound mode forms very smooth, rounded changes in the terrain. The left image shows the result of a
single lifting action within Mound mode. Taken by itself, this doesn’t really resemble natural terrain, just as
a single Fractal manipulation doesn’t create a complete effect. The image at the right shows the
combination of several Fractal changes, followed by several wide Mounded changes.
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17.2.1.3 Peak Mode B =

Peak mode lets you manipulate individual vertices, with
very little effect to surrounding vertices. A small amount of
smoothing is applied around the selected vertex.

Peak mode is generally used to touch up areas of terrain, not
as a primary editing tool. If a particular vertex in Fractal
Terrain looks too high, the Peak mode can be used to push it
down into a more attractive position.

Femste 45 A 61T U T
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17.2.1.4 Flat Mode

The very useful Flat mode editing tool is best demonstrated using the Tutorial developed earlier in this
chapter. Looking closely at the area around the building, there really isn’t much room for equipment, cars,
people or anything. If you look carefully at the left image, you can see the Editing Cone placed just to the
left of the building. At this point the terrain is aligned with the bottom of the building.
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To flatten an area of terrain, point to the vertex at the desired height; in this case, the vertex that’s right next
to the building then Press and hold the left mouse button, and move the Editing Cone around. As you move,
an area around the cone will be set to the same elevation as the starting point. To narrow the effect of the
Flat mode tool, press the Ctrl key while moving it.

As always, don’t be concerned if the track becomes obscured while you are editing. After the next set of
changes, the Conform command will align the terrain to the track properly.

17.2.15 Smooth Mode

You can use the Smooth mode to make the change in elevation between vertices more gradual. When you
are in Smooth mode, the Spread field of the Terrain Editor controls the amount of “bumpiness” that is left
in the terrain. It also hides the “triangle-based” nature of the computer’s representation of the terrain.
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Illustrating this effect, the image made previously using the Flat mode was polished with the Smooth mode.
To do this, point to the flat area near the house, press and hold the left mouse button, and move the Editing
Cone around the areas you want smoothed. As with other editing operations, track can be covered or trees
can appear buried or floating. Simply switch to 2D and issue the Edit / Mesh / Conform Mesh to Objects
command. Reselect the mesh and choose Edit / Mesh / Align Plants to mesh.
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17.2.2 Statistics
The upper-left area of the Terrain Editor dialog box shows —

. . . Edit 8.576" i I T
three values. Edit shows the elevation of the vertex directly e z1assr oo oo L0 |

under the Editing Cone. Max shows the elevation of the '*:n a3 Spread . [ — Mv

hlghest vertex found anyWhere on the mesh. Slmllarly, Min N
shows the lowest elevation of the mesh. : C Mound  C Pesk O Flat O Smooth

17.2.3 Vertical Range

The Vertical Range field links the Color Bar in the Terrain
Editor to the height of the terrain. In the previous examples, ~
the height has been left at its default value of 8”. Looking
back, the boundary between green and tan is rather stark.

v s
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Looking at the Statistics, we can see the Max height is about
21.5 inches. The Vertical Range is set to 8”, which means
that the left end of the color bar starts at —8”, ending at +8”
on the right end. For this mesh, most of the terrain is higher
than 8” and therefore colored tan.

TSNS 15 175 O WAE Y 012 |

By changing the vertical range to 16” results in the green now transitions much more smoothly into the tan,
resulting in a more pleasing appearance as in the example above.

17.2.4 Spread

The Spread field controls the amount of mesh affected by the Terrain Editor when using the Editing Cone.
Moving the slider farther to the right causes a broader spread. In the case of the Smooth mode, the Spread
field controls the amount of bumpiness allowed in the resulting terrain. As you move it farther to the right,
it tolerates more bumps in the underlying terrain.

If you press the Ctrl or Shift key, the width of the affected area changes relative to the current Spread.
Using the Shift key with a small Spread will still only affect a small area.

17.2.5 Color Bar

The Color Bar lets you control the Color by Elevation
feature. The three inverted triangles above the Color Bar are S8t 578 Vetical Range e & [und |

known as Color Markers, and define a change in color. You  min 00 Spread —— —— Help_|

can point to a Color Marker, press and hold the left mouse ¥ v Y
button, and drag it to a new position in the Color Bar. In the
example at the right, the center Color Marker has been
moved to the right of center. Compared to the previous
image, the change from green to tan occurs at higher
elevation.

i Mound  Peak  © Flat ¢ Smooth
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The center of the color bar is marked with a black vertical
line — this is the Base Elevation of the mesh. When you first
drew the mesh, it was all at the Base Elevation. As you edit
the terrain, some parts rise above the Base Elevation while
others fall below it. As a terrain changes elevation, its color
changes to match the description in the Color Bar.

You can add and remove Color Markers to create custom
effects. To remove a marker, point to it, click the right
mouse button and select Delete Marker.
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To add a marker, point to the location where you want it placed and double-click the left mouse button. A
new Color Marker appears, assigned the color directly below it in the color bar. The new Color Marker
provides a new “change point” for the color bar. Now, the light green is “locked in” below the tan marker

Terrain Editor

Edit z723" Wertical Range I‘IB" Cr rda
Max 21.466" _I _I
Min -0.610" Spread —J— Help |
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at the right end. Moving the second Color Marker to the left now spreads the change in green color over a
larger change in elevation. The effects are seen in 3D as the grass is how a lighter color, but the elevation at

which the color changes to tan has not been affected.

You can change the color of a Color Marker; point
to it and double-click the left mouse button. Creative
use of colors and placement of Color Markers can let
you automatically create lakes in low areas of the
terrain. The two left markers, colored shades of dark
blue, define a sharp transition from green to blue,
then a gradual deepening blue as the elevation gets
lower.

Terrain Editor
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17.3 Conform to Contour Lines

You can also make terrain using Contour Lines to define the terrain elevation. To draw a

Contour Line, select Toolkit / Draw / Contour Line.

17.3.1 Drawing Contour Lines

For this example, three contour lines were drawn. The elevations for the top contour were
set to 6” and 8” by clicking on the values in the Object Data Window. The contour on the
left was set to 4” and 3”. The contour running down the center defines a valley; its

elevation was set to 0” to —4”.
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To conform the terrain to contours, select the Mesh and choose the Edit / Mesh / Conform to Contours
command. The example results are present here in 2D and 3D.
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In many ways, the results reflect exactly what is defined in the contour lines. But it does not look very
realistic — nature is not so simplistic. What we need is more structure, and more randomness. The first step
is adding more points (vertices) to the contour line.
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Select one of the Contour Lines, then hold down the Shift key and select the other two contour lines.
Choose the Edit / Change / Interpolate Vertices command, and accept the default 6” spacing between
vertices. All three contour lines will have extra vertices added between the ones you originally drew. The
upper line is shown in Edit mode. There are now many more vertices available to make the terrain more
complex.

17.3.2 Edltlng a Contour Line T ————————————
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To edit a contour line, point to the line and double-click the left
mouse button. Point to a vertex box, press and hold the left
mouse button. Shift each vertex around a bit by moving the
mouse. You may find it most convenient to turn off Snap mode
so a vertex can be positioned anywhere (View / Snap / Off or
Shift+A). The example on the right shows the result of such
editing.

To add randomness to the vertical dimension of the contour
lines, select them all and choose the Edit / Change /
Randomize Contour Line Height... menu choice. For this
example, the values on the right were chosen.

M aximum elevation change |2"

These values allow the terrain to be changed in elevation as much as 27 = . . -
. K N R . 4 . . inimum elevation change |-2
in either direction, from its current location. It also indicates that the _ e

. u . Maximumn change between points |2
greatest change between vertices should be no more than 2”. A higher
value would allow more jagged terrain, while a lower value would result
in smoother terrain.
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Now select the mesh and choose Edit / Mesh / Conform to Contours. You will see a message box asking
if you want to revert to the Saved Original. In this case, we certainly do, as the goal is to have new terrain
shapes created from the modified contour lines. Select Yes to revert to the flat mesh we started with.
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The results are starting to look much more natural. However, there is a high spot in the valley that does not
belong there. It is possible to edit the vertical position of contour line vertices, using the Contour Line
Editor. In the 2D view, select the valley contour line and choose Edit / Change / Adjust Contour Line
Height and Color... from the main menu. You can resize the dialog box to suit your preferences.

o o

B[[9772 Handes adjust clevation _bin | M| Cancsl BI|[479/32° | Handes adjust levalion _bin | M| Cancsl

It is easy to see the elevation of each vertex. As you point at a vertex, its height shows in the display at the
lower left. If you point to a vertex and click the left mouse button, a Shrinking Circle appears in the 2D
view at the vertex that you selected. Since water must run downhill and this contour line represents the
center of the valley, each vertex is made lower than the previous one, but in varying increments.

After a similar edit to the left contour line, the Terrain Mesh ~ SEe=ere e
. . . 0@ LAEESNEIEICEPIS Ya TaC  — | S|

was again Conformed to Contour Lines, reverting to the

Saved Original. The resulting terrain now is much more

realistic. If you want, you can use the Terrain Editor to add

complexity to the scene.
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17.4 Bridges

Starting with the example from the previous section, some track was drawn across the narrow section of the
valley and out the top and left side. These three sections were connected with the Connect Direct tool; then
the Terrain Mesh was conformed to the track, without reverting to the Saved Original.
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This is a nice fill over the valley, but it would look much better with a bridge. Choose Edit / Undo or hit
Ctrl+Z to undo the conform operation. The Mesh will be selected and therefore on top of all track, so
deselect the Mesh. Select the straight track segment that crosses the valley and hit Enter or choose Edit /
Properties. On the Appearance page, select the Do not conform terrain option.
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After performing Edit / Mesh / Conform Mesh to Objects this time, there is no fill in the valley. You can
now go on to design the kind of bridge support you feel is appropriate for your era and taste. You can also
use the Mesh Property Page to set the Fascia Height, and the Minimum Fascia Height. The Minimum
Fascia Height ensures fascia appears below the lowest terrain at the edge of a mesh, such as shown above.

17.5 Cut and Fill Definitions M”“""C"‘”ﬁ"
Cut and fill
Whenever a Conform to Objects or Conform to Contours Name [Standard Cut and FI
command was issued the cuts and fills were not arbitrary. ,
. . ... . ‘Width of level surface IB"
They were defined by a Cut and Fill Definition, which can :
be found in File / Settings / Cut and Fill. You can also select

an object and press the Cut and Fill button in the Property Angle of cut [45000
Bar to see the dialog box shown here, or click the Modify Cut Masirnum width of cut [2¢"
and Fill button in the object property Appearance page.

Each drawing has a set of Cut and Fills that can be assigned to Angle of fil [#5.000
objects that conform terrain. The object may be a piece of Mairnuim width of fil [2¢"

track, a building or any other group, another mesh or a
contour line, and it can be assigned to any Cut and Fill in the Mirimum height of turnel B
document‘ ™ Dot fil beyond ends

ak. I Cancel | Help I
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175.1 Cut and Fill Angles

Using the previous example to demonstrate the use of Cut and Fill definitions, let’s assume the hill at top of
the 2D view (in the background of the 3D view) is made of shale. Therefore, it can be cut almost vertically
without risk of sliding.

In the 2D view, select the straight segment of track that cuts through the hill and hit Enter (or £|
choose Edit / Properties). From the Appearance page, press the Create Cut and Fill button to the

right of the Cut and Fill name field. Name the Cut and Fill Shale and set the Angle of cut and Angle of fill
fields to 75 degrees.

Cut and Fill | Data I Dimensioningl Line st_l,llesl Elevation Appearance |
Name |Shale Layer IMain layer j %l g
Width of level sulface IB" Cut and fill gl ﬁ
[~ Hidein 3D ¥ Track object
Bl I?S— [~ Do not confarm Terain [~ Tunnel track
)3 Glf G [~ Converging track
Mairum width of cut |24” ) =
Line - Calar | Paint |
Angle of fill |?5
I asirnurn width of Fill |24"
Minirmurn height of tunnel |5“
™ Do ot fill beyond ends
Ok I Cancel I Help | 0K I Cancel |

While on this page, notice that you can limit the effective width of the Cut or Fill. That’s important,
because in model railroading we often put very different scenes back-to-back, divided by a backdrop. You
can make sure one Cut and Fill does not interfere with scenery on the other side of the backdrop.

Cut and Fill definitions also apply to tunnel track. You can adjust the minimum clearance between railhead
and terrain with this field. Finally, you can select Do not fill beyond ends for the times track enters a
nearly vertical cliff face. In this situation, you don’t want the terrain Cut beyond the end of the track.

Choose OK to add the new Cut and &

Fill to the document. Ensure it is e smc o =-s. cmom-a— 9enome e
selected in the Line Property page as

shown here, and select OK to assign
the new Cut and Fill to the track.

Select the Terrain Mesh and choose
the Edit / Mesh / Conform to
Contours and Objects command.
You do not need to revert to the
Saved Original, as the contour lines
will reform the land, then the track
objects will cut and fill it. Your
results should look like the example
to the right.

The Cut to the left of the track is
now much more vertical - consistent
with the shale in which it is cut. Sl EE T N R
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17.6 Custom Terrain Meshes

You can easily make meshes whose outlines fit a specific shape, such as a peninsula. In this example, four
lines were drawn in a rectangle. The two corners were smoothed using the Connect Direct tool.
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As shown above, the Connect / Crooked Path tool is used to create a Path around all the segments. If you
only get two segments in your Path, the Path went the wrong direction. Try again, and notice the Shrinking
Circle when it appears. It is drawn at the junction of the first and second objects to be in the path. The
example shows the Path tool after it was clicked near the bottom of the left line, then pulled to the top line.
Point to the top line until it highlights, then click the left mouse button.

With the Path colored magenta, choose Edit / Transform / Change to Mesh from the main menu. The
Mesh will be trimmed to the shape you defined. Note that the trim may be attempted two or more times, as
the program tries to reduce the number of triangles necessary to represent your outline.

17.7 Dynamic Terrain

It may be desirable to design your layout with more than one =
Terrain Mesh. If you have a large layout, it will make terrain N 15

editing more responsive. You can also create Meshes with
different colors to simulate changes in the underlying rock or
vegetation. In this example, an L-shaped layout is drawn as

two separate Meshes.

Dynamic Terrain™ lets you create a Terrain Sheet between
two Terrain Meshes. The Terrain Sheet is automatically
updated in elevation and color whenever you edit either Mesh
it joins.

Faen ot 1

17.7.1 Dynamic Contour Lines

A Terrain Sheet is made by connecting two contour lines. If — exemmm—" i
either side of the Terrain Sheet is created from Dynamic === ==remsimmnl= s,
Contour Lines" associated with a mesh, changes to the mesh

automatically change the Terrain Sheet. To create a Dynamic
Contour Line for a Mesh, select the mesh and choose Edit /
Mesh / Create Contour Line surrounding Mesh. The
contour line will surround the whole mesh, and will be
“closed”, meaning it is one continuous path.

First, open the Contour Line by pointing to its top line,
clicking the Right Mouse Button, and selecting the Change /

Open Polygon command. A Contour Line is a special case of = Zuws f%ﬁ“«

a Polygon, one that is not filled with a color. After opening the Contour Line at its top, point to the Contour
Line and double-click the left mouse button to edit it. You will see many small squares, each representing a
vertex on the Contour Line.
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Delete almost all the vertices. You can delete several at a time; point to the drawing background, press and
hold the left mouse button, and drag a Bounding Rectangle to surround the unwanted vertices. Release the
left mouse button and all enclosed vertices are selected. Press the Delete key to remove these vertices.
Continue until the only ones that remain are those few directly across from the peninsula. Double-click the
left mouse button while pointing at the background to end the contour line edit session.
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Similarly, create a Contour Line around the peninsula. Use the Right click / Open Polygon command to
open the Contour Line at its bottom. Double-click the Contour Line to edit it, and remove all vertices
except those along its top edge. Note in the example that the blue Editing Handles are not evenly spaced
this time. That’s because this mesh was created from a custom perimeter. To do this, the various triangles

around the edge of the mesh were cut into pieces. You are seeing the result of that cut. ol

+ L4
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You can make a Terrain Sheet by connecting two Contour Lines with the Connect NV AP
Terrain tool. If one or both of the Contour Lines is a Dynamic Corgtour Line made from N = E
a Mesh, the Terrain Sheet becomes a Dynamic Terrain Sheet  — one that changes :

when either mesh changes.

17.7.2 Dynamic Terrain Sheets

After selecting the Connect Terrain tool, point to one of the
Contour Lines near an endpoint. Click the left mouse button
to start the Connect process then point to the other Contour
Line at a position nearly opposite of the first. Click the left
mouse button a second time to complete the connection.

A Terrain Sheet now appears between the top and bottom
Terrain Meshes. The image below-left shows the how the
Dynamic Terrain Sheet has had its elevation updated to align
with the lower Terrain Mesh. The lower row of triangles is
lighter in color, indicating their new elevation. — f%

After editing the top Mesh, the Dynamic Terrain Sheet joins the two Meshes seamlessly.
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17.8 Applying a Texture to a Mesh

It’s easy to apply a texture to a Mesh. Using the Tutorial example, S —— g
select the Terrain Mesh and choose Edit / Properties. On the

Texture page, select Use a texture for the surface of this object.
From the Texture Library select a Grass texture and close the dialog
boxes using the OK button.

You can adjust the Scale in the Texture page of the Mesh Properties
Sheet so the size of the pattern is appropriate for the terrain it’s
applied to. In the example at the right, the Replace color option was
chosen. That way, the color of the terrain is mixed with the color of
the texture, in relationship to the height of the terrain.

17.9 Using Several Meshes Together

To mix terrain textures, you can create smaller “sub-terrains” within the main mesh, as shown below.
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It is usually good to create the smaller mesh with a smaller spacing (set using ToolKit / Draw / Mesh / Set Mesh
Defaults). Edit the sub-terrain mesh by double-clicking its edge and using the Fractal mode to pull it above the
existing terrain. Note: sometimes your Editing Cone may not be visible, covered by higher terrain. Just pull up the
terrain until it becomes visible.

It can be helpful to keep the edges of the sub-terrain from rising above the main terrain. Select the sub-terrain,
choose Edit / Properties, select the Mesh page and check the option Lock top of fascia at current elevation.
You can do this before you edit the sub-terrain, or any time thereafter. For example, you could edit the sub-terrain
until its boundary is just slightly below the main terrain, then lock it in position. Then you are free to edit the sub-
terrain without concern of its edges showing.

17.10 Holes in Meshes

If you’d like to have a turntable or an access
hole in your mesh, or even more than one, it’s
easy to do. If you have a contour line left from
designing the turntable choose it. If not, you
can draw a new Freehand Contour Line, and
snap it to the perimeter vertices of the turntable.

Draw another contour line for the outline of the
mesh. Select both contour lines, then use Edit /
Transform / Change to Mesh to create a mesh
similar to the one on the right. You can embed
as many polygons as you wish, for example, to
create windows in the side of a piece of rolling
stock.
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18. Textures

Textures bring detail to surfaces. When you apply a texture to a surface, it’s as though you were gluing a
photograph to the surface. In fact, a texture is a digital image, saved as a file in a format such as JPG, TIF
or BMP. 3" Planlt comes with a wide assortment of textures, or you can add your own to the Texture
Library and your drawings.

18.1 Applying a Texture

You can apply Textures to Polygons, Terrain Meshes and Groups. To learn how to use Textures, start with
a new drawing, and draw a rectangular Polygon. Select the Polygon, the choose Edit / Properties. Change
to the Texture page. Click the check-box Use a Texture for the surface of this object, found at the top of
the page. After you click the check-box, you will see the Texture List dialog box.

potygon 1) &
Polygen  Testure | Elevation | Appearance |
I™ s atexture for the surface of this object
Cherge
= Repeat
pattern
I= | FEdlace
ol
= Use alstia
Hame
Seale |
Autorscale )| | Autoscale | [futoscalerr|
i3 Caneel Help Add [ Smallimages 7 7
J | | a B e [T

The Texture List shows all the textures associated with the current drawing. In this example, the file was
created just before drawing the polygon, so no textures are shown in use. Click the Add button to add a
Texture to the Texture List for the current document.

Select Texture File X

brick05.jpg

This brings up the Texture Browser, a convenient way to view S=== —
your Texture Library and select a Texture. 3 Planlt’s basic [« [ et
texture library comes with two major categories: Materials and e

Nature. Feel free to look around the library, then select any
texture you’d like. For this example, we will select a brick
pattern, then press OK. You could also double-click the texture

of choice.

brick01.jpg

There are two options you can select, at the bottom of the box. e
The Small images option reduces the size of each image and .
removes the file name, letting you see many more textures at the

I |

brick03.jpg

same time. Compute alpha is used to control transparency of the A
Texture and should generally not be checked; this is discussed in bodZpy  biklips "
more detail later in this chapter. ™ Compueapha [~ Smalinoges Carcel

brick0G.ipg
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After selecting the texture, your document’s Texture List will now show one texture — the one you selected.
Once a Texture is in your Texture List, you can use it repeatedly on other objects in the document. A red
box surrounds the selected Texture. Press the OK button to apply the selected texture to the Polygon.

Texture List Polygon [1] | ]

Palygon  Texture I Elevationl Appearance'

¥ {Use a testure for the surface of this object

Change

IV Repeat
pattern

[~ Replace
color

[~ Use alpha
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brick0E.jpg

Name |bricliBAipg

Scale J‘

Auto-scale X | Auto-scale Y | Auto-scale XY |
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The Properties Sheet for the Polygon now shows the texture you selected, including the name of the file
from which it came. The various options associated with the texture are now available for use. Let’s look at
each of the options in detail.

18.1.1 Repeat Pattern

The texture image can be adjusted in size relative to the surface it is applied to. It can be made much
smaller, and repeated in a grid-like manner across the surface. If the texture is carefully made, the seams
between copied images can be made invisible, such as in this brick pattern. When repeated many times over
the surface of an object, the resulting brick appearance is quite realistic.

This option is best used for surfaces such as roads, walls, rocks, ballast, grass, water and other such
materials. If you are applying a photograph of a boxcar to the side of a boxcar, you do not want to select the
Repeat Pattern option.

18.1.2 Replace color

A texture can either replace the usual color of the surface, or it can “modulate” it — mixing the color of the
surface with the colors in the texture. One good place to use modulated color is when making a Terrain
Mesh. The Mesh changes color as its elevation changes. Modulating a texture with the terrain color helps
define different elevations.

18.1.3 Use alpha

The Alpha of a Texture image controls its transparency. If your texture has an Alpha Mask and you want
parts of it to appear transparent, select this option. If you want the Texture to be opaque, do not select this
option. (See the Controlling Transparency section in this chapter for further information).

18.1.4 Scale

The Scale of an image is its magnification, compared to the surface it is applied to. There is a wide range of
sizes available when you apply a texture to a surface — or to a Terrain Mesh. This sliding Scale control is
most often used to adjust the appearance of grass, water, rock or other repeating textures.

18.1.5 Autoscale X, Y and X-Y

If you are covering a surface with a photographic texture and you want to have it match 1:1, these controls
provide the means. This situation happens with the sides of buildings, rolling stock, billboards, signs and
other similar objects.
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When you apply a texture to a surface, you will almost always want it “flat in the X-Y plane”. For example,
the four vertices of the example polygon are all at a Z value of 0. The polygon could also be “flat in the X-
Y plane” if all of its Z values were 4, 10 or any other value. If the polygon is not flat, the texture will
appear distorted on the polygon — which can create unusual and desirable effects in certain situations.

Let’s use for an example the task of applying a texture to the side of a boxcar. A photograph can be
scanned, or a digital camera can produce the image file directly. This file is edited in image processing
software (such as Adobe’s PhotoShop) to a size of 64 x 128 pixels. At the top of the image, four rows of
pixels are black, due to the proportions of the boxcar.

When applying this texture to the side of the boxcar, you would want to press the Autoscale X. That is
because the texture fills the bitmap image from side-to-side (the X direction), but does not fill it top-to-
bottom (the Y direction). If your texture was complete from top-to-bottom, but the right part of the image is
not complete, use the Autoscale Y button. If your texture is able to fill the bitmap image both horizontally
and vertically, you can use the Autoscale X-Y button. Since both the X and Y dimension are scaled
independently with the command, the texture could appear distorted.

Press OK to apply the texture to the Polygon.

18.2 Viewing the Texture

When a texture is applied to an object, the texture is only visible in 3D. Many people find it helpful to
assign the dominant color of the texture to be the surface color of the polygon. This helps identify objects
that might otherwise appear to be similar shapes.
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Press the Tab key to switch into the 3D view. You may need
to adjust the view direction using the arrow keys to bring the
textured polygon into view. When you see the polygon, you
should see the pattern of the texture repeating across its
surface. Move through the drawing until you are close
enough to the polygon to assess the appearance of the texture.
If it is too small or large, change back into 2D, select the
object’s Property Sheet, and adjust the Scale control until it
appears appropriate for the surface.

You will see the Polygon has a black outline. This is
characteristic of Polygons used in 3™ Planlt. To change to an e s s e
invisible boundary, switch in 2D, bring up the Polygon’s Property Sheet and switch to the Polygon page.
Under Type, change the value from Polygon to Contour Plane. A Contour Plane is the name for a 3™
Planlt polygon that has an invisible boundary.

18.3 Editing Textured Objects

When you edit a textured object, such as rotating it or
resizing it, the texture is edited in the same way. If you tilt a
textured object, the texture will tilt with the object.
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In the example at the right, a brick pattern was applied to a
Polygon. The Polygon was then tilted up, and a copy was
made. The copy was rotated 90 degrees to form the second
wall.

The Select Tool is used to align the second wall. First, hold
the Alt key and point to the second wall near one of its ends,
so it highlights. Still holding the Alt key, press and hold the
left mouse button and drag the second wall to the first so their
corners come together. When you are pointing to the first wall, it will highlight to confirm the alignment
and the second wall will snap to its end. While still holding the Alt key, release the left mouse button and
the second wall will be perfectly aligned to the first. Confirm this by switching to 3D using the Tab key.
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18.4 Applying Textures to Terrain Meshes

Terrain Meshes are almost always used to represent Brommrmm
undulating terrain (terrain that is not flat). Overall, a Terrain

Mesh is considered flat in the X-Y plane, but portions of it
rise and fall across its surface.

I
M

When Textures are applied to surfaces that are not in the X-
Y plane, the texture is slightly distorted. In a Terrain Mesh,
this distortion reinforces the 3-dimensional feeling of the
terrain. Parts of the terrain that are highly vertical will have
greater distortion, while flat areas have no distortion.

Be sure to try different scales for the texture you select. The
proper scale for the terrain is essential for a realistic look.

Fiane e 00 KON T O WO

18.5 Applying Textures to Groups

A Texture can also be applied to a group of objects. The same texture is applied to any Polygons or Meshes
in the group. The texture is aligned to the lower-left corner of all objects in the group.

18.5.1 Groups That Are Flat

One obvious and useful example of this is to make walls for buildings — walls with holes for doors and
windows.

To make a wall with holes for doors and windows, you need to make a group of polygons. These will
usually be square or rectangular polygons, aligned precisely to one another. Note... use the Alt key while
drawing or moving to snap to the nearest endpoint. This ensures good alignment and makes the process go
more quickly.
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Once you have a wall made, select all the Polygons and press F9 to make them a Group. Select the group
and enter Edit / Properties, choosing the Group page. Change the Type from Group to Contour Sheet to
eliminate boundary lines in 3D. Now select the Texture page. Select Use a texture for the surface of the
object, and then follow the dialog boxes to select a brick texture for the wall.

When you view the wall in 3D, the brick texture will be continuous across the wall, ignoring the boundaries
of the polygons. The window area is totally open and will show any objects behind it.
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18.5.2 Groups That Are Not Flat

A sphere is an excellent example of a group that is not flat in = BEEEE T —
the X-Y plane. In fact, not one polygon in a sphere is flat in == =i =sremmmnmel  SShuis o

the X-Y plane, as the sphere is originally drawn.

In the example at the right, a Stucco texture was applied to a
sphere. The texture is set to repeat across the surface of the
group. While the polygons on the top and bottom 2/3 of the
sphere look reasonably good, those near the middle of the
sphere are noticeably distorted.

However, there is a consistency to this distortion that we can
use to our advantage. When you take a photograph of an
object that is spherical, the sides are compressed into the 2D

plane of the photograph — the exact opposite distortion. — T

If an image of a spherical object is applied t0 a spherical e —
Group in 3" Planlt, these two distortions cancel each other (2 *sf=sllecsr ionta [ d=tob=

out. In the lower example, the sphere was given the texture
from a digital image of a basketball. The image was Auto-
scaled in both X and Y so it fit the ball perfectly.

This same technique can be used to apply the texture to any
curved surface, such as the front of an F7. Make a texture of a
head-on view of the locomotive, preferably taken with the
camera centered on the locomotive in both width and height.
Make a group of the polygons that form the nose of the
locomotive, and “tilt it onto its back” so that the headlight is

pointed up, in the Z direction (out of the screen). Now apply Li.w R —
the texture, and in 3D the nose will be textured properly.

18.6 Controlling Transparency

The Compute alpha option lets you control the transparency of a texture. You can make all of it partially
transparent, parts of it completely transparent, or any combination. This is accomplished using an Alpha
Map. To understand an Alpha Map, it’s important to review what a texture is.

All textures are an array of “pixels”, or picture elements, each
of which has its own color. One of the brick patterns shown
above was enlarged to create this example. Some pixels are
dark, some are light, some are reddish and some are bluish.
When all the pixels are much smaller, our eyes see what they
are accustomed to seeing: a pattern of bricks. The pattern of
the pixels is too small to be noticed.

Each of the pixels’ colors result from combining different
amounts of Red, Green and Blue. Red and blue combined
make a pinkish color known as Magenta. Red and green

combine to form yellow. Other colors result from other
combinations. This scheme of creating colors is called RGB.

3" Planlt has an additional “channel” for each pixel, Alpha, to control the transparency of the pixel. This is
known as RGBA color. If a pixel’s alpha is zero, it means the pixel is completely transparent, and
contributes no color to the scene. If a pixel’s alpha is as high as possible (typically 255), the pixel i
completely opaque, so nothing behind the surface is visible. The transparency changes linearly between the
lowest and highest values; a value of 128 would mean that the object is partially transparent. The resulting
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color of the pixel would be 50% from the texture, and 50% from the object behind the textured surface in
the drawing. A water texture made partially transparent would show the terrain beneath the surface.

18.6.1.1 Using Your Own TGA Files with Alpha

The TGA file format supports the RGBA pixel coloring method. Various picture processing programs, such
as Adobe’s PhotoShop ", let you edit the Alpha channel directly, then include it in a TGA format file. If
you create such a file, you can add it the Texture Library to import it into 3 Planlt (see below). When
using a TGA file with Alpha stored with the color information, you do not want to choose the Compute
Alpha option. This would compute a new Alpha for each pixel, replacing the Alpha value saved in the file.

18.6.1.2 Computing Alpha from Color Information

If you check the Compute Alpha option, when you press OK you
will see the Alpha Setup dialog as shown here. - T ey et
With this, you can choose the way transparency for each pixel is Seosdeoke |
calculated. If the method is based on a color, you can select the color T%;v

using the lower button. The Transparency Methods available are:

Brighest is clear — transparency goes from 0 to 1 smoothly, making
the brightest pixels in the image the clearest in the Alpha Mask.

Cancel |

Darkest is clear — transparency goes from 0 to 1 smoothly, making
the darkest pixels in the image the clearest in the Alpha Mask.

Selected color — only pixels with exactly the Target Color will be made transparent. All others are opaque.
Brighter than color — pixels brighter than the Target Color are made transparent. All others are opaque.
Darker than color — pixels darker than the Target Color are made transparent. All others are opaque.

The best setting for the water texture in the example would be Darkest is clear. Since no water color is
black, no area will be transparent. The darker areas will show what lays beneath them in a natural way.

18.7 Using Your Own Textures

Since a Texture is simply a digital image, it’s easy to create your own textures. You can make a library
with your favorite rolling stock or architecture, complete to the car numbers. The first thing to do is to set
up your own Texture Library component. In a typical installation, the Texture Library is located in C:\
Users \ Public \ Documents \ 3rd Planlt \ Textures and contains two folders: Materials and Nature.
Create a new folder along with Materials and Nature, perhaps named Personal. Then create a Category
within Personal, such as Cabooses. You would then store all your caboose textures in that folder.

Sometimes it can help to design the object directly to the texture, so the proportions match exactly. To do
this, use the Toolkit / Draw / Place Image command and place the texture as a 2D image in the drawing.
After carefully resizing the image to the scale of the drawing, draw the polygons directly over the image.
Then apply the texture to the polygons and it should align perfectly.

18.8 Changing Textures

When a texture is first applied to an object, or when you press any of the Autoscale buttons, the texture is
applied in the X-Y plane as discussed previously. However, when you change a texture, the scales and
direction references are left the same. This allows you to revise a texture without needing to return an
object to its original orientation in the X-Y plane.

For example, if you have made a boxcar and put textures on its sides, they will be vertical and appear as
lines in the 2D view. You can choose a side, select Edit / Properties / Texture, and press the Change
button. Select a new texture for the side of the boxcar, and press OK. Do not press any Autoscale buttons,
and do not change the position of the Scale slider. Simply hit OK and close the properties sheet. The new
texture will appear in the 3D view, retaining the scale and position of the previous texture.
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19. Layout Splines

Layout Splines are a revolutionary new method to convert your digital track plan into a full scale layout.

Instead of printing your layout onto paper to transfer to plywood or other roadbed material, Layout Splines
can be digitally cut using CNC cutters, laser cutters or other similar digitally driven machines. They can be
used to determine placement of the track and track centerline or to create spline-like roadbed. When Layout
Splines are generated, they take into account all changes in elevation along the path to provide highly
accurate results in all situations. CNC routers and laser cutters are becoming more accessible to the general
public, or you can have El Dorado Software produce Layout Splines from your drawing file.

19.1 \Varieties of Layout Splines and Materials

Two types of Layout Splines can be produced: Track Splines or Roadbed Splines. Track splines are used to
help lay out your track onto roadbed material of your choice by fitting between the rails of flex or sectional
track, letting you install this track and accurately match the complex curves and designs possible with 3rd
Planlt. Roadbed Splines are usually as wide as or wider than the track and ties, and can be used as actual
roadbed support for the track.

19.1.1 Track Splines

Track Splines can be built with centerline slots if you choose. You place the Track Splines on your layout
surface, position them as you intended, then draw centerlines on the layout surface through the slots to
guide placement of cork or foam roadbed. You can also use a tool available from El Dorado Software that
holds two mechanical pencils to trace both sides of the roadbed onto your layout surface. This is most
useful when you’re using foam roadbed that is full-width, rather than half-width cork roadbed.

After you’ve installed your roadbed and want to lay track, you can use your Track Splines again. This time
you’ll place them within the rails of the track. The Track Splines will guide you as you flex the track into
its planned shape. Track Splines are fabricated using Expanded PVC (XPVC) or, in some cases, a wood
product as the material. Expanded PVC is a durable, closed cell, free foam PVC sheet material that
combines a rigid exterior and matte finish.

If they are made with XPVC, they have a slight flexibility that lets you smooth the track curvature and
adjust its placement from your original plan, as sometimes can be desirable. You can choose Track Splines
made with 1/8” or 1/4" thick XPVC. 1/4" XPVC flexes less than 1/8” XPVC. While either will provide
good guidance for drawing centerlines, you may wish to have 1/4" material if you want the least accidental
deviation from your plan. 1/4” material costs more than 1/8” material, so, in general, 1/8” is the best choice
for most situations. To achieve the highest faithfulness to your drawing, 1/8” Track Splines made from a
wood product such as Masonite or MDF (Medium Density Fiberboard) flex the least.

19.1.2 Roadbed Splines

Roadbed Splines are made to support your cork or foam roadbed. They may be set to Roadbed width
specified in the 3 Planlt Layer Properties for each track layer, or may be set to a Custom width of your
choice. Roadbed splines are typically made of plywood, Masonite, or other wood products.

Roadbed Spline material may be 1/8” to 1/2" thick for most purposes. If you have changing grades in your
layout, the Roadbed Spline must be able to flex vertically to make a smooth grade transition. While it is
possible to cut 1” or thicker Roadbed Splines, they will not flex sufficiently to make a change in grades.
For that reason, Roadbed Splines are typically 1/8” or 1/4" thick.
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You may also cut Roadbed Splines into MDF (Medium Density Fiberboard) or HDU (High Density
Urethane) foam. Both products offer superior temperature stability and excellent workability. HDU is a
wonderful material that can be sanded like wood or trimmed with a vibrating cutter. Typical thickness is
1/4", but can be milled to 1/8” for better flexibility at additional cost.

19.2 Notching of Layout Splines

routers or Laser cutters, the splines are built with Notches and
matching tabs as shown in the image to the right. The image shows a ) .
junction of two Track Splines, including the Spline Label and one of —|_
the centerline slots.

.,
|

As it is not possible to cut splines of great length on either CNC J_
.

A oa

Notches and tabs allow you to build Layout Splines of any length. You may glue together adjacent splines
until you have the spline length best for you. There are practical limitations to the longest usable Layout
Spline..While it is possible to glue together your whole layout as one huge spline set, you won’t be able to
move it when you need to or conveniently store it. Remember that splines can be temporarily attached
without glue. If you are working with Track Splines, it’s best to have one complete spline for each track
path between turnouts, assuming the length is manageable.

If you are working with Roadbed Splines, you will be adding them to your layout as you build it. In this
case, it works well to glue together a 4- to 8-foot section on a flat surface with wood glue or construction
adhesive, and then glue that section onto the end of previously installed Roadbed Splines. A good strategy
is to glue together yards or turnout groups as one section, position the most critical element on your layout,
then glue additional segments to that and work your way along the track paths.

While building your layout with Roadbed Splines, you will want to support it with Risers as typically found
for hand-made splines (see www.TrackPlanning.com/splines.htm). It’s far faster to build a layout with
Roadbed Splines than to hand-craft splines from poplar and glue or hand-cut them from sheets of plywood,
yet gives you the same freedom of placement with built-in accuracy. It’s good practice to leave an
occasional junction without glue until you’ve positioned the Roadbed Spline end-to-end, in case you need
to slightly adjust the path along the way. However, make sure all junctions are glued prior to installation
where a change in grade is found, or the grade change may not have a smooth vertical transition.

19.3 Building Layout Splines from your Track Plan

Now that you have some background in the use of Layout Splines and various materials, it’s time to build a
set of splines from an existing track plan. We’ll use a simple point-to-point example made from SoftTrak as
well as individual track objects (curves, easements, tangents and a turnout).

All track objects are in the Main Layer, as typical of many small track plans. However, Layout Splines can
be built from more than one layer in a complex design. Before building your Layout Splines, make visible
any layers for which Layout Splines should be built.

It’s always good practice to save your file before generating Layout Splines, especially when you are first
learning how to generate and edit them. You can easily revert to your known-good document should
something go wrong during the process.

To begin, select Tools / Build Layout Splines or use the shortcut F12. If the shortcut is not active, select
Tools / Shortcuts and click Reset All. After issuing the Build Layout Splines command (F12), the Layout
Splines Build Information dialog appears:
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Layout Spline Build Information X
Selected layers wil be incuded Track analysis: 0 open ends, 0 isolsted objects
Manlsrer |

Material

Length |40‘ Thickness | 0.125"
Width |30’ Edge clearance Il“

~Cutting tool -
ICPK router 'I ol amreter | No offset
I~ Add offset for tool Enceeve dtameter | No offset

.m -
Maximum spne langth I#B‘
Widkh of splnes [Rosdbed x| |Bylayer
Notches on ends Open ends flat v
Maximum arc (degrees)  [Notused | |15
Maximum angle between segments 0.5°

~ Splne properties
Lines -‘\" Weight IThn 'l
¥ Inchude centerines Bl  weh 0.0

F Incude tunouts V Inchude labels - see [ioow
export to different layer Swtmnberll
[V Layer notification after buld ™ Save as favorkes | Build I Cancel |

While there is a lot of information presented, it is broken down into related fields that do not change
frequently. Let’s review each area, starting on the right side.

19.3.1 Track analysis

This is perhaps the most important field in the dialog. If you have open ends, you really should not build
Layout Splines without reviewing your plan in View / Display style / Questionable track (Alt+Q). You’ll
often come across a mismatch in elevation at ends that appear connected in 2D, or an open connection that
is only apparent if you zoom in deeply. To get good Layout Splines, start with a good track plan!

If isolated objects are detected, decide whether they are intentionally isolated, such as the radial track
around a turntable. They may also be hidden lines underneath other lines and other drawing errors that
should be resolved prior to building Layout Splines.

19.3.2 Material

In these fields you select the Length and Width of the material based on the capacity of the machine which
will be used to fabricate the Layout Splines. The Thickness field is used to set the engraving depth for
labels when the splines are fabricated on a CNC router. Make sure to set Thickness to match the material
you plan to use. Edge Clearance allows you to provide enough “wiggle room” for positioning the splines
for fabrication.

19.3.3 Cutting tool

You may choose CNC router or Laser cutter. A CNC router needs to use two cutting tools to fabricate
Layout Splines: one to cut the edges and another to cut centerline slots for Track Splines and labels if
selected. The field Add offset for tool provides a basic tool path for the chosen cutting tool. For example, a
CNC router using a 1/8” (0.125”) diameter end mill needs to run the center of the tool offset outside the
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spline by half its diameter (1/16” or 0.0625”). You will not need to use this field if you submit your job to
El Dorado Software or another commercial vendor. In-house CAM (Computer-Aided Manufacturing)
software generates the optimal tool path for the cutting machine from the edge outlines provided in the
exported DXF file generated in your final step to production.

If you have access to a machine that does not have CAM software to generate the necessary tool offset,
Add offset for tool will be handy. If you select CNC router, two diameter fields become active: Cut
Diameter and Engrave Diameter. The end mill discussed above is entered as the Cut Diameter, and will
typically be either 1/8” or 3mm. If you select Laser cutter, only one size field is active: Cut diameter. This
will be the beam width at the least focused extent. The default value is 0.003” as found on a commercial
laser cutter. Hobbyist laser cutters will typically have a beam width of 0.006” or a bit more, depending on
the optics of the system. Although a laser cutter has only one diameter available, it also can engrave
material as well as cut. Isolating lines to engrave from lines to cut is discussed in Spline properties, below.

19.34 Splines

These fields control the specifics of how Layout Splines are built by 3™ Planlt. Maximum spline length
helps you control the length of the splines in concert with other limitations. Above all, Layout Splines are
limited by the specified size of the material less the specified edge clearance along each side. In the 40x30”
example with 1” edge clearance, the size of splines is constrained to 38x28”. You can further reduce the
maximum spline length to a chosen value if you wish.

Width of splines determines whether you are building Track Splines or Roadbed Splines. The example
builds Track Splines because its width is set to Rail Spacing. The value field shows By gauge, because the
width of the spline is computed from the gauge information in the File / Settings / Track dialog and the
model scale set in File / Settings / Units. Similarly, if you choose Roadbed for Width of splines, the
roadbed defined in each objects layer is used (Action / Modify Layers / (Main layer) / Ballast and
Roadbed). You can also select Custom width and enter a specific value.

Notches on ends lets you choose All ends flat, Open ends flat, or All ends notched. This is typically set
to Open ends flat. Unless you select All ends flat, turnouts are built with notches on open ends as well as
connected ends. This lets you add track in the future and easily connect it to the existing turnout end.

Maximum arc helps you control spline length in special situations, such as a helix. You want to make best
use of the available material, and later in the process you will position Layout Splines within a material
outline. If your helix spline is generated until it would intersect itself, you’ll have a few very large round
splines that don’t pack nicely onto material. This may be OK — you may choose to have fewer junctions
and give away some excess material. If you prefer to use material more efficiently, try setting Maximum
arc to 120-180 degrees. You’ll find it much easier to arrange splines on the available material.

Maximum arc (degrees) controls the accuracy of cut compared to the curvature of the track. Curves are
provided to the cutting machine as a sequence of lines that approximates the curve. The value of 0.5
degrees keeps the lines within 0.005” and 0.25 degrees keeps the lines within about 0/002”. The smaller the
value, the larger will be the generated data file sent to the cutting machine.

19.3.5 Spline properties

Here you can control the content of your splines and provide information to the cutting machine to fabricate
them properly. The Lines color field is often used to control the beam power of a laser cutter, and could be
used to select a tool on a CNC router. The Lines / Weight field controls the thickness of the Layout Splines
in the 3" Planlt view.

You can choose to Include centerlines if you wish. If so, you can select a color appropriate to what you
are making and the fabrication machine. If you are making Track Splines, you’ll want to trace a centerline
with a 0.6mm mechanical pencil. If a laser cutter will be used, this should be set to the same color as the
Lines color. If you’re making Roadbed splines on a laser cutter, the color should be appropriate to
engraving, as you want to lay roadbed direction on the spline. You can also choose the width of the
centerline, which in the example is a value appropriate for the mechanical pencil.
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Include labels generates a numbered sequence of labels with a chosen Prefix and Start number. You’ll
almost always want to generate labels — it is far more difficult to recognize a specific spline than you would
expect! Labels help greatly by showing you what connects to what. Along a path of splines, the sequence
number always increments by one until reaching the end or a turnout. Since labels will always be engraved,
you can set the color as appropriate for power setting or bit selection on the cutting tool.

Centerline and labels export to different layer can help the operator of either style cutting tool. Some
CAM packages work most naturally if the mill or power setting is made by-layer rather than by-color.
Choosing this option creates a DXF export file with a layer named Layout Splines and an extra layer
named Layout Splines Ext. Spline outlines export to the Layout Splines layer, while labels and centerlines
are exported to the Layout Splines Ext layer.

19.3.6 Selected layers will be included

This list box will be populated with all layers in your track plan that contain track. Layers holding terrain,
rolling stock and other non-track objects are not included. All layers selected in this list will be included in
the Layout Spline build list.

19.3.7 Checkboxes

Include turnouts is almost always checked, but you may want to generate splines for turnouts separately
from the rest of the track. Include isolated track is disabled if the drawing contains no unconnected track
objects. You have the option of making splines for these “outlying” pieces if you check this box. Save as
favorites stores the values in this dialog to be your default values in newly created documents. You can
also disable a notification window displayed after the build process once you get comfortable building
Layout Splines.

19.4 Building Layout Splines

With all the values set appropriately, press the Build button. Here’s the output for the example settings.

The large box is the size of the material than can be handled by the cutting tool. We also see the Track
Splines that have been built. Note that only the Layout Splines layer is active and displayed. It’s easy to
toggle Layout Splines Only mode: View / Show / Layout Splines Only (Ctrl+F12). With the select tool,
move the splines into the material box in a compact arrangement.
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This is a nice, efficient arrangement of the pieces. The bottommaost spline was rotated about 160 degrees
from its original position to make good use of material. The less material you use, the less you’ll pay for
your Layout Splines. Make sure to leave at least 1/8” between adjacent splines for the cutting tool.

19.5 Exporting to DXF

If you will be submitting your file to ElI Dorado Software for fabrication, you can save your file as it is.
We’ll open it with 3 Planlt and create the DXF file. While still in 3" Planlt format, we can easily make
small changes that may make production more effective. Once the file is in DXF format, the locations are
more-or-less fixed. If you are submitting this to another vendor or using your own machine, you’ll need to
have the Layout Splines stored in DXF format.

. .
Choose File / Export / DXF from the main menu. You must be P _ o
. 4 . . . 3 ease select the dimensions to use while creating the file. In
running the 32-bit version for this option to be active. Choose alher words, 1.0 along any s wil be in:
the location and name for the export file and press Save. You £ s £ e
will see the dialog shown at the right. In America, you will F it #0525
. . * ‘ard Meh
almost always select Inches for units. Elsewhere, you’ll choose o
Millimeters or Meters, depending on your vendor’s preference. Seaingfacter [osias
The Scaling factor field will be updated to reflect your choice
Of Output un|ts [~ Use nothingfeasting style [exchange %)
Press OK to complete the process. Cancel

19.6 How to Work with Wide Splines

There is a significant difference between Track Splines and Roadbed Splines: their width. Consider for a
moment that Track Splines always fit within the rails. They can never overlap each other. On the other
hand, Roadbed Splines can be any chosen width. If you have track spaced at 2” and generate Roadbed
Splines at a 3” width, the overlap is apparent. Here is the sample layout again, this time with Roadbed
selected for the Spline Width.

The difference in width is obvious when compared with the Track Splines built previously. The splines in
the open area on the left are fine, but the area around the turnout needs attention. What should be done?

19.6.1 Connect / Add Polygons and Connect / Subtract Polygons

Two new editing tools are part of 3 Planlt to support Layout Splines. They are not ToolEil
limited to Layout Splines, however; they can be used on any polygons in the
drawing. Let’s take a look at their operation using two simple rectangular polygons. + & IZ X

. . 5 ,JFH,E,J"E-'
The Connect / Add Polygons tool joins two polygons or polylines that = B T
(:.::' overlap each other. The result is one polygon or polyline whose outline YTY B R
is defined by the union of the two original objects. It doesn’t matter - VA §P

which order you click the two objects when connecting. '
=YX

The Connect / Subtract Polygons tool subtracts the second polygon or R TR
% polyline you click from the first polygon or polyline you click. R
Sometimes this can result in the first object being divided into two or | e B 04 @

more pieces.
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The operation of the tools can be understood by using them on two crossed rectangular polygons.

The original pair of polygons is shown on the left. It was copied twice to the right before using the Connect
tools. The center example shows the result of Connect / Add Polygons. Only one polygon remains after
the operation, shaped like a thick Plus sign (+). The right example shows how the Connect / Subtract
Polygons tool can produce more than one result polygon. The vertically oriented polygon was clicked first,
followed by the horizontal polygon. Think of it as “subtract the second polygon from the first. The result
shows two highlighted polygons, made from the top and bottom portions of the vertical polygon.

19.6.2 Adding Adjacent Layout Splines

Let’s look closely at the results of the Roadbed Splines build on the right side.

The build process recognized the two splines attached to the turnout overlapped. It trimmed the splines so
that the spline proceeding from the non-routing side of the turnout was left intact at its assigned width of
3”. During the build, the turnout spline (Spline 1) and Spline 5 were subtracted from Spline 6. While this
could be built by gluing the three pieces together, it is possible to make a composite Roadbed Spline that
simplifies building.

By selecting the Splines 1, 5 and 6, we can see their overall length is slightly less than 34”. This can easily
fit on either CNC or Laser material as one piece. We’ll choose Connect / Add Polygons and click Spline 1
followed by Spline 5.
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This composite spline can easily connect to Spline 2 at the left, but does not need to be glued together as an
assembly while building. It is easily fabricated on either cutting device. We notice that two labels are now
unnecessary — the 5 and 6 that originally indicated which splines were adjacent to the routing and non-
routing turnout endpoints. Layout Splines are groups that contain the cutting outline as a polyline, as well
as optional labels and centerlines. It’s easy to double-click the Roadbed Spline group to “drill-down” edit
its contents and delete the redundant labels.

When you are working with Roadbed Splines or Custom Width Splines larger than the Rail Spacing, it’s
always important to review the output and simplify sections that can be joined as one piece and still fit on
the material size determined by the cutting tool.

If you’re building splines near a roundhouse, yard or other complex and closely-spaced set of track, the
Connect / Add Polygons tool can save a lot of build time. We’ll examine an excerpted set of track from a
complete layout design to learn how.

This example was set to a Custom width of 2.25” to allow roadbed to fit nicely on the Roadbed Splines
while leaving room for terrain to be attached along the sides. The wide splines look like quite a mess at first
glance.

It’s obvious that these splines can’t be assembled as they stand. Notice that the whole group of Roadbed
Splines fit within the material box — they can be joined together and still fit on the cutting tool The
Connect / Add Polygons tool was used in several successive operations to create the more pleasing, easily
fabricated and constructed spline group on the right. There are only two pieces of material at the end of the
process, and the unnecessary labels within the two spline groups were removed. Less than 60 seconds of
editing saved about 60 minutes of gluing and alignment while building the layout.

It’s important to note a certain drawback to the result. There are several places where a narrow V-shaped
cut is required; in particular, between the radial track segments extending from the turntable. If this shape is
cut on a CNC router, the Vs cannot come to a sharp point. Even with a 1/16” end mill, there will be a 1/32”
radius at the point of each V. This may not be an issue in many situations, but depending on your needs and
preferences, you might want sharp points on the Vs. In that case, you want to cut the splines on a Laser
cutter. With a typical beam width of only 0.003” or so, the effective radius is only 0.0015” — as close to a
point as can be achieved. Due to the lifespan of the expensive CO2 laser in a Laser cutter, production will
always cost a bit more than with a CNC router. This is a good example of the trade-off between the two.
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19.6.3 Subtracting Adjacent Layout Splines

The Connect / Subtract Polygons tool is used in

many situations. Here’s one that commonly occurs Uy, M@!}Ww

on model railroads. The track snippet at the right L
shows a curve passing near a tangent track. We see L
this all the time, often planning for track to be as et

close as reasonable to make the most of our space.

st

But what happens if we build Roadbed Splines? Here, the width setting Roadbed was chosen, using the
Main Layer roadbed width of 3” as the spline width. The output of the build is shown in the left image.

As generated by the Layout Spline Build operation, although the track spacing was quite sufficient, the 3”
wide Roadbed Splines overlap. They could be joined together as in the previous example, but these are only
portions of what might be quite long splines. If added, they may not fit on the available material. In this
case, it’s better to subtract the top spline from the bottom. With Connect / Subtract Polygons, click the
bottom piece first, then click the top piece to subtract it from the bottom. They can both be positioned in the
material box, as both splines fit the material box when first generated.

19.7 Grade Changes with Layout Splines

Layout Splines are built to compensate for changes in grade
along the spline. Simply projecting an outline of the 2D
view of track will not suffice — it’s important to remember
that a spline will need to be longer than its 2D appearance if

it climbs a steep grade. One of the easiest places to see this '
is in a helix.

This example uses a helix with a grade that could not
possibly work on a model railroad, as shown at the right.
The purpose of the example is to show the grade
compensation performed when building Layout Splines and
the appearance of splines build on grades when viewed in
3D. With typical grades, the differences will be far less
pronounced.

The next sequence of images demonstrates the “grade stretching” resulting from the example track.

The original track centerlines are shown on the left. The center image shows 3” Roadbed Splines built from
the track and the right images shows the track with rails and ties superimposed on the Roadbed Splines.
Note now the splines do not overlay the track as one might expect. That’s because the very steep grade had
to be accounted for when building the splines. Without compensating for grade, the splines would be too
short and serve no purpose.
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Despite the apparent incorrectness of the result, when you build your layout with Layout Splines, you can
be assured that they will be the correct length considering the grade. They will also end up with proper X/Y
alignment, even though the image suggests the splines do not end on the track endpoints. After you work
with Layout Splines for a while, this will become second nature.

19.8 Tool Offsets

During the discussion of the Layout Splines Build Information dialog, the field Add offset for tool was
reviewed. Since it’s necessary to position the Layout Splines on the material with some knowledge of the
tool location, 3" Planlt presents splines with tool offset as shown.

The light gray outlines show the tool path. When you position splines in the material box, ensure that tool
paths do not overlap each other.

19.9 Where to Order Layout Splines

You may order Layout Splines directly from EIl Dorado Software. We can produce splines made from any
of the listed materials using on-site equipment. You can submit your 3PI file directly (almost always the
best choice) or you can export the Layout Splines to a DXF file for submission. Simply send an email to
3pi@TrackPlanning.com to ask questions or submit a file.

El Dorado Software can provide Layout Splines on material up to 40x30” on the CNC router, or 36x24” on
the Laser cutter. If your project requires larger material, we can use equipment and services from partner
vendors, but be aware that larger material is considered “oversize” by shippers and costs quite a bit more.
Splines made of XPVC must be run on the CNC router, as PVC gives off hydrogen chloride gas when
heated. Splines made from wood products (plywood, MDF, etc.) and HDU may be run on the CNC router
or the laser cutter. Although laser-cutting is a bit more costly, its accuracy and ability to engrave labels in
highly visible dark letters often outweighs the slight increase in cost. If your design has a large humber of
V-shaped corners in the Roadbed Splines, you may wish to have them laser cut to avoid sanding required to
mate splines against V-shaped corners.

You may also use an exported DXF file to work with a vendor of your choice or on a CNC router or Laser
cutter you can run yourself. If you choose an independent vendor, make sure to discuss the job carefully, as
vendors are not familiar with Layout Splines. If you choose to do the job yourself on a machine you own or
rent time on, always make sure that your material choice is compatible with the chosen tool! Both tools can
be dangerous if not used properly! If you are new to these tools, seek guidance from a knowledgeable
friend or published guidelines. EI Dorado Software assumes no responsibility for results, problems or
complications resulting from personal use of any manufacturing tool.

The Notches and tabs have been designed for cutting with a 1/8” or 3mm end mill on a CNC router for HO
scale and larger and a 1/16” end mill for N and smaller. A larger tool will not fit within the Notch of a
Layout Spline, while a smaller end mill can break more easily. Carbide mill bits are almost always the best
choice — they are strong and keep their edge longer than hardened steel. It is generally best to process
engraves before cuts.
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20. Designing and Building Your Layout

20.1 Designing Your Layout

Now you have this wonderful tool for designing your railroad... but where do you start? Fortunately, every
layout has a few fundamentals that are the same in most design processes.

20.1.1 Enter Your Layout Area

This is the least creative phase of the process, but  Sfp== = = o —— . o
it is the most important for one reason: if you don’t ey
enter your room, basement or other layout area o
correctly, your whole design will be wrong. And,
since you just might fudge on the too-large side,
the design may not even fit. NOTE: If you wish,

you can use the Layout Wizard to automate the

process described below, using Tools / Layout —
Wizard. Lnicas

The “2D Origin” of a 3rd Planlt drawing is at the
lower-left corner of your drawing. The 2D Origin
is where the X and Y axes are both zero. From

there, X increases to the right and Y increases to _ e
[ Desgring 3
the top of the screen. Fo i pert KT VA 0 o

First, measure the space in which you’ll build the layout. Create a 3rd Planlt drawing and use File /
Settings to set the dimensions of the drawing a little larger than your area in both dimensions. Think about
how you will be looking at the screen and how the drawing will print, and select the dimensions with this in
mind.

Use Enable layers to create a new layer named “Room”. Select a color for the layer for the Color by Layer
option and return to the drawing.

Pick a corner of the room to be the 2D origin — the lower left of the room as you will be drawing it in 3rd
Planlt. Pick a point somewhere in your drawing (1, 1 is very convenient) to start your first wall. Select the
Draw Tool and start drawing a line to the right or up. Hold down the shift key to cause the line to be
exactly horizontal or vertical. Watch the length of the line as you draw it, and stop drawing when it is the
length you measured for that wall. If you’d like, you can use the fields in the Object Data Window to
exactly set the length of the line.

Draw the second line of the room from your room origin now. To ensure this line starts exactly at the end
of the first line, hold down the Alt key and press the left mouse button while pointing to the first line near
the desired end. The shrinking circle will show you have selected the exact end. Draw the line holding the
shift key down so it is exactly vertical or horizontal and stop drawing when it is the right length.

Do this with the remaining walls and you are done outlining your room! To insert a gap for a door, use the
Slice Here option to cut the correct wall into two segments where the door belongs. Double-click each new
segment and adjust its endpoint so the door is properly positioned and the correct width.

Once you have your room dimensions accurate and have verified them to your satisfaction, use Enable
layers again to mark the Room layer “Frozen” and you’ll never accidentally resize your room.
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20.1.2 Laying the Main Line
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3rd Planlt is a very productive tool. This track plan has easements
between every Circle and every tangent, although a design without
easements would have been just as easy.

The time it took to place these Circles and make the connections:
less than a minute. This rapid rate of design allows you to try
literally dozens of layouts before you invest any time in refining
or building the design.

20.1.3 Yards, Industries and Sidings

It’s important to have some idea of the kinds of industries you will
locate on the layout, and the size of the yards, industries and
sidings. You should lay out your main line taking into account the
best location for each design element.

Once you have a sound main line, it’s easy to add turnouts. Zoom
into the area you wish to edit. Select the ToolKIt / Draw /
Turnout tool and the Straight Turnout. Move your cursor to the
point on the line where you’d like the turnout added (the line will
highlight), and press and hold the left mouse button.

While holding the mouse button down, you may move the turnout
along the line. As you move the mouse from one side of the line
to the other, the turnout will flip side-to-side to follow your
cursor. To switch the entry and exit ends, click the right mouse
button while still holding the left mouse button.

When you release the left mouse button, the turnout is inserted in
the line and the line segments are trimmed.

Add the second turnout
in the same manner.

You should end up a
J drawing something like
the top example. The
TS || next step is to place a
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This is definitely the fun part. Change back to the Main Layer for
your track. In our example, it was named “Main track”. Having
chosen your minimum radius, place Circles at strategic locations
in the room where the curves in your main line will be. Use a
Fixed Radius by locking the radius in the Object Data Window
and simply draw and move them into the proper positions.

i T = Once they are all in place, use the Connect Tool to connect them
W/ R to each other. You’ll get something like the example below.
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parallel track for the siding itself.

Use the Parallel Tool to create this track spaced appropriately
from the main line as shown in the second example. Then, use the
Connect Tool (easement or non-easement version) to connect the
turnouts to the siding track as shown at the left.
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20.2 Trees and Plants

Trees add lots of detail and esthetic value to the layout, even on the computer. Use the ToolKit / Draw
landscape object / (plant) tool to place them in realistic settings. You can easily resize the trees (they
resize in three dimensions) to vary their appearance or bring them to your scale. Select the tree(s) in 2D,
then swap to 3D. Press Shift+Backslash to increase their size or Ctr+Backslash to decrease their size.

If you have many landscape objects in a drawing, its rendering will slow down. For this reason, always
place trees and plants in a Landscape or Trees layer. You can turn them off when you’re working and want
to be productive, and turn them on when you want to sit back and see how it looks.

20.3 Buildings and Tilt-Up Construction

3rd Planit simplifies building input so you can quUiCkly — TG e i g s e T
create very good representations of your chosen SRS SISEERE R SRR
buildings. In this example, we drew a LASERKit model N
by measuring each of the pieces in a kit. Each piece was ' ¥ o
drawn with the wall “laying on the ground”. Once the = 8 i T
walls were drawn, including the windows and doors, X = = &
they were grouped so each wall can be treated as a unit. - - al o
The shaded wall backgrounds are Polygons. They were C B
drawn using the ToolKit / Draw / Polygon / Rectangle 8 i
tool. The end pieces with sloped top edges were LED
modified by double-clicking the left mouse button while _ o
pointing to the wall Polygon, then using Add Vertex to L — |
add one or two vertices as appropriate. The new vertices e o e v
were then moved into the correct position.

EE;::WT: = oROMEA ||[Folen =" = =

To tilt a wall, group all of its constituent objects. Then
select the group on the line that will be used as the axis

for tilting. You can right-click the axis line, as well. Y D

Then select Tilt / Tilt around selected line / 90° to tilt
the wall into position. Drag each wall into position
using the Alt key so their corners are exactly aligned. J

IMPORTANT: Viewed in 3D as shown below left, we
can see that the front surface (the colored surface) of
one of the top walls is backward. Using Edit / Change /

Change front surface, the right example shows the &
corrected wall. Ly — Pall=="
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Note the difference between a Polygon and a Contour Plane. Each polygon in the building’s lower section
was changed to a Contour Plane prior to this rendering. The polygons in the upper section were not. You
can see the bounding lines only present around Polygons.

The roof surfaces were drawn using the Draw Polygon Freehand tool. Note that when you use the Draw
Polygon Freehand tool, the resulting object is set to be a Contour Plane, not a Polygon. That’s because the
tool is most often used in this manner and it saves a step.
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After selecting the tool, hold down the Alt key and point to the left wall near the upper end. Click the left
mouse button to start drawing the roof. Move the mouse to the right, still holding down the Alt key (you
can hold it down throughout this whole draw operation). When you near the corner along the top of the
wall, the highlight line will snap to the end point. Click the left mouse button and move straight down to
the lower wall, about the same distance from the left as you were at the top wall. Click to place the third
vertex and move the cursor to the lower left corner. Still holding the Alt key, double-click the left mouse
button to place the final vertex.

The results are shown above in 2D and 3D. The roof corners were snapped to the top vertices of the walls,
resulting in accurate alignment with the tops of the walls. This same procedure was repeated for the right
roof segment of the bottom section, and the two roof segments of the top section. The top section was
grouped and moved into alignment using Alt+Move. The results are shown below. You can now insert this
building into any 3rd Planlt drawing.
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20.4 A Building with Windows

You can also design a building with “see through” windows rather than line-based windows. It takes a bit
more work to set up and more time to render, but there are many esthetic benefits to see-through windows.
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This example was started by drawing the outline of the wall as a Contour Line. Three windows were drawn
as Contour Lines within the wall area. Then, as shown in the upper left example, the wall outline was
double-clicked and two vertices were added along the top and bottom edges. As seen in the above right
example, three Contour Lines were drawn around each window, snapped to the vertices in the wall outline.
The wall outline was deleted after the three contour lines were drawn.
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The above left example shows the result of performing a Terrain Connection between each window and the
Contour Line surrounding it. When tilted up and viewed in 3D, the wall is seen as shown on the right.
Below, the same wall was duplicated three times. Each wall was aligned to the next to create a square room
with four similar walls. When viewed in 3D, the see-through windows are quite evident. NOTE: If you are
designing a group object in which you do not have lines “in the walls” as in this example, turn off the flag
Object / Properties / Group / Offset Polygons... so wall junctions are made cleanly.

EETrrTT——
[ B oot Yoo i e BE
lo@@a :ve 2 |fi=rseOm=a |Frm  J=%m. -
l
A e ]
Pl
S
Ho
& =
o mm
% 0
€
— [
jzal
@
L — o
I R =
FoHeb s P S [T AT T SR T8 T 1

125



Designing and Building Your Layout 3" Planlt

20.5 Building Your Layout

When you’ve completed your design and want to start building the layout, the first problem that comes to
mind is “How do I position all the track in the middle of this room”? While 3rd Planlt allows you to design
your layout to very precise levels, that is of little value if you can’t locate the track in your room or on your
module. However, 3" Planlt introduces a valuable new tool for building your layout: Reference Points.

20.5.1 Reference Points

To make building easy and accurate, 3rd Planlt has building aids called Reference Points”. A Reference
Point is quite simple: it represents the fixed end of a tape measure.

When it comes time to build your layout, find three or four easily accessible and sturdy mounting locations.
Attach the zero end of a tape measure long enough to reach corner-to-corner in the room to each of those
points. Now carefully enter the actual locations of each tape measure mount as a Reference Point in your
Room Layer. Be sure to include the elevation of the point, measured the same way your other elevations
are measured.

To create a Reference Point, select
Draw / Point / Reference Point, and
draw as though it were a regular point. - @”
This view of BonusRoom shows four "
Reference Points, located pretty much aome
in the each of the four corners of the G
drawing. A box with a large X through gl
its center represents each Reference %
Point. Each point was given a name
corresponding to the location of the |

2lxl
point in the room. ]
At the lower left of this example you
can see the Reference Point Distance
window (View [/ Toolbars /
Reference Point List) for a selected e T o T
Circle. The distance from each T HE BE oE
Reference Point to the three primary
locations of an object is shown. The L T— | [ SR
check box is set to display distances in i - s
3 dimensions, which is the typical B _f JESssR o] |

setting. This is important.

When set to Distance In 3 Dimensions, the actual length of the tape
measure from the Reference Point to the object location is given. This will
be longer than the distance in two dimensions, as it includes the extra
distance the tape measure travels going from the elevation of the Reference
Point to the elevation of the object location.

To precisely locate any point in the room, simply choose any two
Reference Points whose tape measures cross at an angle near 90 degrees
(definitely greater than 45 degrees). This provides an accurate triangulation from the two Reference Points.
Cross the tape measures at the proper distances, then pull both tape measures tight. When both are pulled
tight, the point defined by their intersection may be located with great accuracy and repeatability.
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20.5.2 Terrain Templates

An important part of building the model railway, is building the model terrain. It can be difficult to
translate the terrain seen in the plan to the actual model using just your eye, or by checking terrain elevation
in a number of places. 3" Planlt contains special tools to help with this process — the Array command, and
the Conform Contour Line to Terrain command.

Bt 10 Tooks e vk bt =l x|

It’s quite common to build model terrain by making a series — fessisias [ l=ais janaia - JswsEs s =
of particle board “ribs” or “bulkheads” every few inches.
Screen, chicken wire, or newspaper is then laid over the
bulkheads, and plaster or polyurethane foam is applied to it.

Returning to the Tutorial example as expanded in the Terrain
chapter, we start by drawing a single, two-point Contour
Line vertically at the left end of the terrain. In the example,
the Contour Line is selected — it shows in light blue and has
resizing handles around it. Keep the contour line selected,
and choose Edit / Transform / Array. b T—"| —

The Array command lets you make multiple copies of an object, offset from the object by a selected
distance. Here, 47 copies repeated at a 4-inch spacing create an array of Contour Lines that cover the
terrain.

Copies I‘W
Translate
Delta |4“
Delta®y ID"
DeltaZ ID"
Distance |4"
Angles ISD.DDD ID.DDD ] ; )
[T - — —

After you press OK in the Make Array dialog box, the 47 copies are added to the drawing, and all 48
Contour Lines are selected — the original and all the copies. You can now issue the command Edit /
Change / Conform Contour Line to Terrain and the command will affect all 48 lines.

When you issue the command, you’ll be presented with this dialog EiEEians

box. The first parameter, Distance between points, lets you control _ o~

how closely each Contour Line follows the terrain below it. If you Disnce between poris
reduced the distance to 0.1” the Contour Lines would very closely
follow the terrain, but would take ten times as much time and Cancel |
memory. You can also choose to Tilt cross-section to horizontal.
After you Conform the Contour Lines, each line will be a cross-section of the layout underneath the line.
Selecting this option tilts the cross-section so you can easily see it; you generally will want this option
selected.

¥ Tilt cross-section to harizontal
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After the Conform Contour Line to Terrain command finishes, you will have an array of Cross-Sections
spaced evenly across the drawing. Each is a group, made of a dotted line showing the original Contour
Line’s location, and a solid line that follows the terrain underneath the original line. The 7" line from the
left has been moved to the bottom of the drawing and rotated —90 degrees so you can see this more clearly.

& 3rd Planit, Randy Pleiffer - [Tutorial.3pi]
|FR Bl Edt Tookkit View Window Heln = 5“

= E R e B R el =l e— N s

Contou fine [defaults]
= Tenain
i g
£

o o

=2

fadanasotoging

=l
Standard library |
Buildings
= || Equipment
Landscape
Roling stock
Track
la1 | il
For Help, press F1 [ 4514 Y129 31/32[d< 18 518" [d7 1 28/32 2

If you print the Cross-Sections at a scale of 1:1, you can use them as cutting templates for Masonite or
particle board bulkheads used to support the terrain.
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21. Verifying Your Layout

One valuable use of Computer Aided Design in the process of railroad design is to
ensure that your railroad can be built and operated reliably. The feature Show
Questionable Track compares what you have designed to a number of criteria you
establish. You can switch to this display mode in one of two ways: File / Settings /
2D/3D Display / Show Questionable Track or by pressing Alt+Q.

When you switch to Show Questionable Track mode, a dialog box appears to track the
progress of the clearance checking. If you want, you can abort the clearance checking by
pressing Cancel. If you press cancel during the clearance check, the program still
performs Minimum Radius Checking and Grade Checking.

Track that is not questionable is drawn in a gray color adequate to trace the route of the

track. Other colors drawn wider than normal are used to show track that has questionable characteristics.
Red dots are shown over open ends that should be investigated; blue dots are shown where endpoints meet
but their elevations are not the same.

Color Meaning

Red Radius is below minimum for the Layer

Dark Yellow Grade is above maximum for the Layer

Green Track is too close to neighboring track; both segments are colored green
Blue Insufficient vertical clearance between intersecting tracks

21.1  Verification by Layer
Since many modelers mix branch lines, main lines, gauges

and even scales, it is necessary to have the Verification Laper Prapetties | Balast and Roadbed | Guestionable track |
process check the trackwork using values unique to each
layer. To modify or examine Layers, bring up the Layer

MName IMain layed

. R . i W Wizible ™ Allov references while frozen
Enable Dlalog US!ng TOOIkIt / Laye_rs or by pre_SSIng I™ Frozen ¥ Inchude laper in Document Map
Ctrl+D. Double-click the Layer you wish to work with to I~ &ways visblein30 [ Smaoth shade all
bring up the Modlfy Layer dlalog bOX. ™ Mever visible in 30 ™ Hide contour plane lines in 2D
Track characteristic: ;
A . . ¥ Create New objects as track Rail color
2111 Mlnlmum Radlus CheCklng ™ Brevent terain conform to track -|'
.. . . . R I™ Dot Fallow track
The Minimum radius specification is found on the Layer [ HideBslsandties  Gauge |Standsd o]
Properties page of the Modify Layer dialog. This value is T HideTies  pimum adus [247
{ilso used when d.ra.wmg C|rc!es - drawing th circle in red if [ Superelevate in 3D
it’s below the minimum radius, or black if it’s at or above
Ho H n Test digplay
the minimum radius. coor | & Ao chawtont
. . . . Default elevation ™ Hide test when layer iz frozen
When you are viewing your layout in Show Questionable [ | Fideton whanloeris acive

Track mode, any curves or circles that are marked as Track
Objects are checked. If an object’s radius is less than the ok | Cancal Bpnl
minimum for its Layer, it is drawn in red.
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3" Planlt

21.1.2 Grade Checking
ayer Properties | Ballast and Roadbed  Questionable track
All specifications for Verification other than the LoverPoperes | Bolest and Foscbed |
minimum radius are found on the Questionable page of W Hoizontal clearance 27
the Mod|fy Layer d|alog V' ‘ertical clearance |4"
Grade checking ensures that the grade through each track _ :
segment does not exceed the value in the Maximum ¥ Masimn gede E ¢
Grade field. If a track segment is too steep, it is drawn in
.- .. ! . . V' Maximum coupler angle I 2807 *
the color green. Additionally, it is drawn using a wide line M e
style so that even short segments are identifiable, and for
the benefit of color-blind users.
21.1.3 Clearance Checking
3" Planlt performs both horizontal and vertical clearance
checking for you. Larger layouts will require more time
for this checking, as all track is verified against its nearby
neighbors in three dimensions at several points along the ok | caed [ o |

length of the track.

The Questionable page of the Modify Layer dialog contains the Horizontal Clearance and Vertical
Clearance fields. The Horizontal Clearance specifies the amount of distance that must exist between the
centerlines of adjacent tracks. If two tracks are closer than this distance (without sufficient vertical
clearance), they will both be drawn in black.

The Vertical Clearance specifies the amount of open space you want over track in the Layer. Make sure to
include any “comfort margin” you want to have. When 3™ Planlt checks vertical clearance between two
tracks, it requires the railhead to railhead spacing to be the total of Vertical Clearance for the Layer of the
lower object, plus the Ballast Thickness for the Layer of the upper object, plus the Roadbed Thickness
for the Layer of the upper object.

21.2

The Show Questionable Track mode has been selected in the image shown below left. A number of
potential problem areas have been identified. After zooming into the upper-left area, we can examine the
questionable track in detail.

How to Verify Your Layout

D&

Qil Tank

Lt o

HIEVE PR o

L — P
FotHe s 1 K PEsE e e

First, at the lower left one can see a spiral easement all by itself, with a radius that’s too small. It’s hard to
tell how this came to be... perhaps it was copied from the easement above it? Nonetheless, you can correct
it by deleting the incorrect easement and using the Connect with Easements tool to join the curve and
tangent track with a new easement.
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Near the top of the view we see two objects colored blue. This is the color of intersecting track with
insufficient clearance. Why is this track blue when there is clearly no intersecting track?

The answer lies in the details. Zooming closely into the right end of the objects in question, we can see the
reason why. The right object is drawn incorrectly, overlapping the left object. There is also a gap between
the right object, and the gray object to its right.

. : —— o
Fobn e 1 B FATL T T

T L it

To correct this problem, delete the top line entirely. Use the Connect Ends tool to simply connect the
easement to the turnout with tangent track. At the same time, we notice a small gap between the objects
below it. Zooming out to see the whole existing tangent track, we delete the track and use the Connect
Ends tool once again to repair the gap. (Note: the Connect Ends tool does not align the track. It should

only be used when the track is known to be in proper alignment, as was the case in this example.)

After making these corrections, press Alt+Q to verify the
trackwork again. As you can see to the right, the improper spiral
has been corrected and the blue segments are also changed. But
they have been changed to black, as is the track below them.

That’s because these tracks converge as they approach the
turnout. In this case, the tracks are “too close to each other” by
design. However, you can instruct 3" Planlt to disregard these
converging tracks, because you know they are properly close to
each other.

All track objects can be marked as Converging track in the
Appearance page of their Property Sheet. In this case, the upper
track (a spiral easement) was selected.

Press Alt+Q to re-verify the layout. As you can see
below, the only remaining questionable track is the

Spiral [6426] B

Data I Elevationl Line styles Appearance |

Layer IMa\n layer

Cut snd fil |Standard Cut and Fil

v Railroad back object o
[~ Da not conformn Terain v

- Change line colar |

Ohject connected ta stat Mone
Object connected to end  Circle [BE18]

o]

Cancel Help

==t e NROMEO0 [foon  A=%0 0=

inner curve and its associated easements. This shows
the value of 3" PlanIt’s track verification. The inner
track is designed as the main line, as the turnout’s
points divert traffic to the outer track and main lines
typically do not follow the points through a turnout.
The designer must decide whether to choose a main
line that follows the routing direction through a
turnout, or must redesign the area to remain consistent
with the desired minimum radius.

E
L
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Just below and left of center lies another problem area. We can see three questionable areas: the first, a
thick green segment that has too much grade, the second is the curve leading to the turntable, and the third
is the various turnout convergences.
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Selecting the thick green segment, we notice it has a grade of 14%, the unusual result of climbing 3/16”
over such a short distance. As shown above-right, the Path tool can be used to spread the grade change out
over several pieces. After changing the grade using the Elevation tool, the segments in the path all have a
2.14% grade — much more reasonable.

We see several convergences that are to be ignored. Since all of them involve two curved segments and one
tangent segment, it’s quickest to set the Converging track flag on the three straight segments. Select each
one and choose its Edit / Properties / Appearance / Converging track flag.
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After pressing Alt+Q to re-verify the track, this area has only one remaining issue — the curve below
minimum radius. After zooming about (above, right), we see a number of convergences that can similarly
be ignored, but we also see track spaced too closely at the lower right. This is another design issue that the
user must resolve by suitably modifying the trackwork. There is also a grade problem just above and to the
right of center, which can be resolved in the same manner as the first grade problem.

Important Note: You can reset all Converging track flags in the entire drawing with a single command:
Toolkit / Reset all Converging Track selections. After choosing this command, if you are in Show
Questionable Track mode, the drawing will be rechecked. Any intentional convergences will reappear,
but so will any unintentional clearance problems that have been introduced into the drawing since it was
last checked in detail. Note that Maximum coupler angle applies to 3D train operations.
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22. 3D Object Design

3" Planlt offers you the opportunity to build custom objects that can be grouped together and used in your
designs. You can create components and group them into assemblies, which can be used as is or in other
assemblies. This chapter illustrates a few different 3D solids and the steps required in making them, as well
as a sample of making an assembly. The illustrations are grouped in rows of three pictures. The text
describing an operation follows the row of images so you can naturally follow the sequence of development
without needing many “above left” references. This chapter assumes you have several hours of experience
using 3" Planlt, and that you will be issuing commands through the ToolKit.

VERY IMPORTANT: Always design 3D objects with Front and Back Surfaces in different colors! This is
controlled in Tools / Options / 3D Settings.

22.1 A Cone

A cone is useful in different situations. For example, a kiln is an example of a cone, although a kiln is a
cone with the point cut off. A kiln could be made using the same technique described below — you would
simply use a circular polygon as the central object rather than a single-point polygon.
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To create the cone, first draw an N-sided Polygon, or a “N-gon”. Bring up the Property Page for the N-gon
(Ctrl + Double-click the N-gon, or select the N-gon and choose Edit / Properties). Change it from a
Polygon to a Contour Line and press OK. Then use Draw / Point / Center of object to put a Point at the
center.

There is no way to directly draw a single-point polygon, but when you need one for a special purpose,
here’s how to make one. In this case, a Contour Line was drawn, Alt-clicked to the central Point. The
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second and final vertex can be placed anywhere. Delete the central Point after drawing the Contour Line.
Double-click the Contour Line, select the non-central vertex and delete it. Double-click to end the contour
line edit. Set the desired elevation of the center vertex. Use the Connect Polygons tool to connect the N-
gon to the center vertex.
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22.2 A Log and a Pipe

Logs and pipes are common in railroad culture. Here’s how to make either.
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Draw two N-gons. Change one to a contour line; in this case, the N-gon on the right is a contour line. Select
Edit / Transform / Make 3D Solid and enter the height of the log and pipe. Remember the height of these
objects will be their length when you tilt them down. Note the different appearance of the log and the pipe
in 2D when they are standing on end, then tilt them down.
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22.3 A Peaked Roof

Roofs of different shapes are needed for every building. Draw the outline of the roof using a Polygon, then
change it to a Contour Line. Of course, you can draw a Contour Line directly if you prefer.
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Draw a second Contour Line down the center of the roof, and connect the two using the Connect Terrain
tool. Note that the center Contour Line had two vertices in this example; yours may have more if you
prefer, or if you are making a more complex roof shape.
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22.4 Tires and an Axle

This is the most complex example of 3D design in the manual. Although there are a number of steps, an
experienced user can create this design in about five minutes.
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Start by drawing an elliptical N-gon and change it to a Contour Line. Double-click it to edit its vertices, and
remove most of them. Only the lower-right quadrant of the ellipse was retained in this example. Change the

location of the vertices slightly to simulate the proper profile of a tire. End the edit session, copy the object,
flip it and align it to the original Contour Line.

FI5b £ 1ot yow et i

B e tume- it g i it
Bl £ Jou Yo s 1 Fle E4 Lot Yo s 1 it xf
DFES L he 2 =5 0 =
DEEE ;e DEEa8 :he(a:|[Ea=loepm-0 e d=%0
El| =
z-
J a
J !
Ly = o L - o] L o
P B B A=
men mmnaveesevewa = Farip gy i e @ Farip gy S v aoiar

Draw a centerline leftward directly from the center of the tire profile using Alt+Draw and the Shift key.
Draw another horizontal line directly leftward from the outside of the tire profile to aid in creating the
hubcap. Draw a perpendicular line so the center of the tire and the center of the hubcap are aligned. Create
a four vertex Contour Line and edit it so it makes the profile of a domed hubcap.
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Group all these objects. Using the Centerline, tilt up the group. Copy it and rotate it 15 degrees. Align the
center points of both groups. Select both groups, and ungroup both of them simultaneously. Using Connect
Polygons, connect two of the contour lines. Use Connect Polygons again to connect the other two contour
lines, noting they will be in exactly the same 2D locations as the first contour lines. Rubber-band both
resulting Contour Sheets and set their fill color to something that is not white, gray or black.
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It’s important to use a non-gray color, as we will see below. All polygons have a front surface that is
colored and a back surface that is not.
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View the created Contour Sheets in 3D. You may find one or both of them with the front side on the wrong
side as shown here. Use Edit / Change / Change front surface to change the front surfaces of each
Contour Sheet, and check it again in 3D to make sure the front surface is on the outside of the tire.
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Group the objects. Duplicate the group, rotate the copy 15 degrees and align it to the first group. Do this
again to have three sections together. Select all of them, duplicate them, and align them to complete the
first 90 degrees. Select all of these groups, duplicate them, rotate them 90 degrees and align them to
complete the first 180 degrees. Select all of these objects, duplicate them, rotate them 180 degrees and align
them to complete the tire.
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Viewed in 3D, the tire looks good. Return to 2D, select everything and ungroup it repeatedly until no more
groups remain. Select each of the Centerlines and delete them, leaving only the hubcap contour lines.
Connect these using the Connect Terrain tool. You could also use the Connect Polygons tool to get four-
sided Contour Planes rather than triangles.

Finish connecting the hubcap, and set the color of the hubcap to a light gray or white. The tire should be a
darker gray color, not black.
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The tire now looks just right in 3D. Duplicate the tire, then tilt it 180 degrees so it is upside-down relative
to the first. Draw a N-gon about 1.5 inches in diameter for the axle. Color it gray and use Edit / Transform
/ Make 3D Solid to make it an axle Move the axle to the center of the upside-down tire. Make sure the
lower Z dimension of the axle ends up in the middle of the tire’s Z range.
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Move the right-side-up tire and center it over the other tire. Adjust its elevation so the center of its Z range
is at the top of the axle. Group the two tire assemblies and the axle into a tires-and-axle assembly. Draw a
vertical line for easy tilting. Group the assembly and the line. Tilt down 90 degrees, ungroup the tilting
group and remove the tilting line. You may leave the tires and axle grouped together as an assembly.

22.5 Stitching Contour Lines

There may be times when you want to slice a Contour Line and then reassemble it. You may also want to
join two Contour Lines to form a single Contour Line.
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These two contour lines need to be stitched. Point to the lower right contour line, point to the upper end of
it, and drag it towards the other contour line. Point at the end of the second line and click the right mouse
button while still holding the left button down (much like “Tree Planting”).

Editing the resulting Contour Line, you can see that the two contour lines were joined at their end vertices.
Only one vertex remains at the point the two were joined.
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22.6 Polygon Count and Rendering Speed

When it comes to rendering a 3D image, the number of objects directly affects the rendering speed. From
the Tires and an Axle example you could imaging drawing railroad wheels, trucks, frames, car sides,
windows, mullions, and on and on. 3" Planit will certainly let you draw all this, but remember your
computer limits the speed of working with the drawing.

As you build assemblies, be judicious in the use of polygons and other objects. For example, in Tires and
an Axle, the hubcap could have been connected with Connect Polygons to reduce the polygon count with
only a small difference in rendering quality.

Be conscious of these limitations as you design to keep your object counts conservative. Also, place objects
in different layers that you can turn off and on when they aren’t needed. With some good judgment, you’ll
find you can realistically simulate many exciting objects and complex topography.

Finally, remember that a very fast video card with hardware support for OpenGL will provide the highest
level of performance on your computer. Beyond that, the next most important component is memory. When
you start to make a very complex layout with many buildings, you may find the 64 Mb isn’t as large as it
once seemed!
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23. Rolling Stock

Rolling Stock in 3" Planlt is simple and versatile. Simply add Pivot Points to a Group, mark it as Rolling
Stock and it’s ready to run. You don’t even need to use trucks if you want to save time or run very long
trains.

This section presents construction of a boxcar. A locomotive is really no different; in fact, the boxcar could
be marked as a Locomotive if you’d want to and it would faithfully pull trains and MU with other
Locomotives.

23.1 First Steps in Rolling Stock Construction

A boxcar was chosen for this example because it’s body is
simple. You can create very detailed bodies if you wish... just 5L5"*"
remember there’s a tradeoff between complexity and
rendering speed. The more things to draw, the longer it takes
to draw each frame of animation when a train is moving.

nae ==t cwOmEe | v =B84 2

To create a box like the one at the right, first draw a
rectangular polygon the length and width of the boxcar. This
polygon will be the floor of the boxcar (a 50-foot prototype
was used for the example). After drawing the floor polygon,
select Edit / Transform / Make 3D Solid and enter the height
of the boxcar. That completes the body in just 6 polygons for | ... —
optimal drawing speed; you could even consider removing the

floor polygon if you wanted.

S rd Piame - Bescar 3o
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Here’s the first step in changing a Group to Rolling Stock.

You might notice that, when making a 3D Solid, you end up ~ S=E€ f == =mn GRaaTe PeeS2NE
with a group of polygons. That’s a great start for Rolling s
Stock. -

Double-click one of the polygon edges to edit the boxcar body

group. Place two Points at the exact locations you find them _
on the prototype (or model piece). To place them on the exact
centerline, select the boxcar body and both points and perform
the Edit / Align / Middle command. Using the ToolKit tool
Draw / Line / Coupler, draw a coupler at each end with its 3 ... =
pivot point properly located. Center the couplers as before so ===

the couplers and pivot points are all on the exact centerline. End the group edit by double-clicking the
drawing background.

mmmmmmmmmmmmmmmm

The boxcar as it currently stands is a perfectly adequate piece of Rolling Stock for 3™ Planlt. In fact, folks
who like long trains might want to consider what we fondly call “The Magnetron Line”. This is a set of
train cars and engines that don’t have trucks. There are times when it’s nice to just run a long train and the
wheels aren’t that important.
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To change the Group into Rolling Stock, select it and choose Edit / Properties, or hold the control key
down and double-click the group. Change to the Rolling Stock page. Click the check box at the top to
enable the rolling stock fields below it.

You can now select the two pivot objects. You are able to
choose either a line or a point; if you choose a line, the lines’ Group | Symbol Roling stock. | Teture | Elevaiion| Appesrance |
start end is used as the pivot point. This way, you can use a line 7 This aroup is Roling Stock and should Snap To Track
that’s vertical or horizontal, as long as the start point is in the B Vil s et el ek
right location. o T

Height over railhead |0 11/32"
For each pivot object, you need to set the height of the pivot Trailg pivol R
point above the railhead. This all depends on where you’ve Heightoverraibead [011/32° |

located the pivot points in the group. In this example, both pivot
points are located on the floor of the boxcar. The floor of the
boxcar should be .350” over the railhead according to the sample

I This group is a Locomotive [ Frefered MU master

I aximum speed 75 MPH

Acceleration factar | 100

I have on hand. This height is selected for each pivot point. Decobsion s [
Important note: When choosing pivot objects for a Locomotive, Bt el 4

Pivot Object 1 is the front and Pivot Object 2 is the back. This

controls the direction when you’re using a throttle. Rolling Stock Cancel_|

that is not a locomotive is not affected in this way.

The boxcar is now ready to run on track as part of a train.

Fivns - {Bexcue 30i)

23.2 Manipulating Rolling Stock
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A piece of Rolling Stock is a 3" Planlt Group and retains all
the capabilities of a group. You can move it, copy it, cut and
paste it, and treat it in every respect like any other Group. The
main difference you will see is when you move a piece of
Rolling Stock to a track, or to another piece of Rolling Stock.

At the top right you can see the boxcar being moved to a
curved section of track. The car is being moved using the
pivot point, and the curved track is highlighted as the target
object.

When the left mouse button is released, the car snaps into
position as shown below right. Each pivot point is located

directly above the targeted track object, or one connected to oSS EEIEEREIEEE it
it. The height of the pivot points is set above the railhead as S G
defined in the Rolling Stock properties, effectively setting the S Dam

whole car at the right height.

To couple one car to another, simply drag and drop it. Below,
you can see how the boxcar was duplicated (Control+Drag)
and placed to the right of the first. The copy was moved using
its coupler, although you could move it using the pivot point
or any object near its end. When you are dragging Rolling
Stock and the target object is another piece of Rolling Stock,
the car automatically couples to the target and snaps to the track.
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3" Planlt

23.3  Trucks

You can add two trucks to each car to complete the rolling stock.
As you can see at the right, 3 Planlt’s trucks are quite
minimalist. That’s so they can run in real-time as quickly as
possible.

Each wheel is simply two 16-sided polygons, one behind the
other. The back polygon is the size of the flange and the front is
the size of the wheel. Each “Bettendorf” truck is made of four
such wheels, two side polygons, one top polygon, two lines and
one pivot point. That’s it.

The SD-40 wheelset is more complex. Each side frame is made
of 11 polygons and there are three connecting polygons. Two
lines and a pivot point complete the truck.

In its own way, a truck is a piece of Rolling Stock itself. As
shown at the right, you should select the Rolling Stock check
box as well as the Truck check box.

When you designate the group as a Truck, the Pivot Object fields
change to a Pivot point and an Alignment line. In this case, you
need to choose a true Point as the pivot. The Alignment line is
made parallel to the track by 3™ Planlt; either of the lines in the
two trucks are suitable candidates for alignment lines.

You can design your own trucks, or you can copy them from an
existing Object Library element Double-click a piece of Rolling
Stock with the desired truck so you are editing it. Select the truck
and copy it to the clipboard, then follow the procedure in the next
section.

23.3.1

To add a truck to the boxcar or any other piece of Rolling
Stock, first get the desired truck in the Clipboard. You can
copy it from existing Rolling Stock as in the previous section,
or have a few “template trucks” in a drawing or library.

Double-click the piece of Rolling Stock to begin editing it.
Paste the truck from the Clipboard; it becomes a member of
the group. Use the Alt key to select the Truck by its pivot
point and, while holding the Alt key down, align it to a pivot
point in the boxcar. Do the same for the second Truck, then
double-click the background to complete editing the group.
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Rolling Stock
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Bettendorf Truck [18]

Groupl Symbol  Roling stock ITaxluraI Elevalionl Appearancel

¥ This group is Rolling Stock and should Snap To Track:
¥ This group i a Truck and should pivot and slign to Track

Fivat point Paint [5] =
Height over railhead |1
Alignmerit line Line [3] s

Height over railkead |01

I Thiz gioup iz a Locomotive [ Friefened 00 master

7h MFH

Aceceleration factor | 100

Deceleration factor — [-2000
40

I aximum speed

Braking factor

Cancel |

Adding a Truck to Existing Rolling Stock

When you place a car on the track, its trucks will both be
aligned to the track as shown at the right.
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23.4 Coupling and Uncoupling

Earlier it was shown how one piece of rolling stock can be moved to another, causing them to couple. 3™
Planlt actually aligns the couplers and correctly spaces the cars based on the dimensions of the rolling stock
and the track on which it rests.

¥a Pieat - [Boxcu 3pi)

S 3 Piews - ke 301
B fle £ Tod Y it
DEE& LIS fEat OBEME @ ||

B2t B Tod Yo Windee Hep al8]x|
DEE& LIS fE ozt OWEIME @ || .

m
HIE
:

Ll

TP [ soawi - TP [ soawi

Fot o s F1 RV [ 00 [44 R (47 BHE Fot o s F1 RIETE (Y18 365" [ 01" (v i1

Zooming in to the couplers as shown at the left, you can see how they are properly aligned and their ends
touch precisely. What happens on an S-curve?

The same thing that happens on the prototype: the drawbar breaks. The right example shows the two
boxcars placed at the most awkward point of an S-curve between two small-radius circles. The misaligned
circles and the gap between couplers shows this track arrangement won’t work with this size rolling stock.

Uncoupling cars is performed in one of two ways. You can move a piece of Rolling Stock that's coupled to
another location in the drawing; it is uncoupled as part of the process. You can also right-click one of the
cars near the junction for uncoupling and select Uncouple.

23.5 Locomotives

Any piece of Rolling Stock can be designated to be a
Locomotive. A Locomotive is simply self-propelled Rolling

Stock that presents a Throttle control when viewed in 3D.

Groupl Symbol  Roling stock ITaxluraI Elevalionl Appearancel

¥ This group iz Rolling Stack and should Snap To Track
™ This group iz a Truck and should pivot and align to Track

Leading pivat Paint [127] &

The properties of the SD-40 are shown at the right. Maximum

speed is set to the maximum operational speed of the prototype
H rd - Height over raihead |0 21/32"
locomotive. 3™ Planlt scales the speed appropriately for the o e
5 . . ralling pryol ‘aitt -
model scale you’re working with. S,

When a locomotive is at rest and you move the throttle to a
higher position, the speed of the locomotive is gradually
increased according to the Acceleration factor. If the locomotive

¥ Thiz gioup iz a Locomotive [ Prefemred MU master

I aximum speed Fil MPH

Acceleration factor |00

is moving and you lower the speed on the throttle, the speed is Decelaion s [3305 "
gradually decreased according to the Deceleration factor. All S

speed changes occur similarly, simulating the prototypical
behavior. Typically, deceleration is much higher than

acceleration. Cancel_|

Finally, you can select your Preferred MU master. When you

place more than one locomotive in a consist, 3 Planlt will automatically combine all their controls into a
single throttle. By choosing Preferred Masters, you can select the speed profile in use when MU’d and the
first locomotive name to be shown in the Throttle’s Title Bar.
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24. Train Running and Operations

You can run trains in 3D on your layout and perform switching operations just like you would on a real
layout. This chapter gives you an overview of 3D setup and operations.

24.1 Setting up the Train

To run trains on a layout, place the desired rolling stock and motive power on the track. You can get library
Rolling Stock from the Object Library, if you wish. The cars can be placed anywhere on the track in 2D to
prepare for train running. You may couple them if you wish, and they will remain coupled in 3D. You may
also couple cars while running in 3D if that’s your preference.

You can set up your turnout routing in 2D if you prefer. The Show turnout routing button in the —=
Document Bar causes turnouts to be drawn with black track to indicate the current route through
the turnout. Gray track indicates an inaccessible route.

24.1.1 Performance

It’s important to remember that Train Running requires computing the location of each part of the train
each time the screen is redrawn. The longer the train, the slower it runs. The more detail in each car or
locomotive, the slower it runs.

Fast systems can pull trains of many cars at excellent frame rates. Settings in the Tools / Options / 3D
Settings dialog let you tune the drawing to your system’s capabilities.

24.2 Controlling the Train

When you switch into 3D, you are provided a Throttle for each consist on the layout. If you have a consist
with MU’d engines, there will be one Throttle to control all the locomotives; each locomotive name will be
listed in the window’s title bar.

To run a train, slide its throttle control to the right. The train will 1 o
accelerate to the speed you have set, then maintain that speed. You ° - N —
can control forward and reverse using the controls at the upper right.  Beke [F" A | 13' Lo —— i Folow |
If you click the Follow box, the camera will follow the locomotive as  IEETZMNETEHRESE

it moves around the track. You can easily switch from one locomotive ' B

i 0

to another in this way. Momentum

Brake ||?i| 24" Lo |J— Hi Followl

24.3 Controlling Turnouts

You can change the routing of a turnout in 3D by simply clicking the turnout. In addition,
Switchstands are provided so you can control turnouts from low viewing angles. The Switchstands 4.
On/Off button in the Document Bar allows you to turn them on and off.

Switchstands are colored Red to indicate the turnout is Routing; they are colored Green when the turnout is
set to allow a train to pass through without routing. You can change these colors in Tools / Options /
Colors.

24.4 Operations

You can perform the same switching operations in 3 Planlt that you would on your layout or on a
prototype. You can even design 3D switching puzzles with buildings and landscape.
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To couple, drive one piece of rolling stock into another just like you would on the layout. You’ll hear a
distinct sound to confirm to coupling (you can turn sounds off in Tools / Options / Environment). At that
point, the car (or cars) to which you have coupled become part of the consist and you can drive away.

To uncouple, point your cursor to the junction of the two cars you want to uncouple, or to either car near
the desired end, and click the left mouse button. You’ll hear an uncoupling sound, and, if you’re moving,
the cars you cut from the consist will be left in position on the track. If you are stopped, you can drive away
after uncoupling, leaving the cars behind.

This sequence demonstrates dropping off a car at an industrial spur, then continuing on.

24.5 Viewpoints

As mentioned in above in “Controlling the Train”, you can click Follow in the Tool Eit =]
Throttle for any locomotive or MU’d consist. The 3D Camera will then follow the —
selected locomotive as it moves through the layout, as though it were flying II oA G
alongside the locomotive in a helicopter.

s Ols A

You can use Viewpoints to set up “Camera locations” in various places in your —~ SO 4
drawing. When following a locomotive (or any object selected for Following), the *
camera will snap to the nearest Viewpoint to the locomotive. It will remain at the kg ia
Viewpoint, panning to follow the locomotive as it crosses by the camera. When the

locomotive moves closer to a different Viewpoint, the Camera is moved to that 4+ 2 X B
Viewpoint to continue following the action. The result is rather like watching a Ig

skier going down a hill at the Olympics with eight different camera locations.

To place a Viewpoint in a drawing, use the selection Draw / Point / Viewpoint. Point to the location for
the viewpoint, the press and release the left mouse button. The Viewpoint will be drawn at the current
default elevation. This may put it at railhead-height, so you’ll want to select the Viewpoint and give it a
height that looks attractive in 3D. Sometimes it looks nice to view a train going by at “eye level” with much
of the train above you. Other nice lookouts are higher than the track, looking from a side or through some
scenery. You can even locate a Viewpoint directly above the track and watch the train go beneath you.

In the Properties page for the Viewpoint you can set a Maximum and Minimum Height for the Viewpoint
to be effective. This is important, for example, if you have a multi-level layout and/or a staging area. If you
want to have a variety of Viewpoint setups, you can put different setups in different Layers, and enable or
disable layers to enable or disable the Viewpoints in that Layer. You can also turn off Viewpoints totally
using View / Use Viewpoints (Ctrl + Space), after which the Camera will follow the locomotive like a
Helicopter again.

It’s important to remember you must be in Follow Moving Object mode (Alt+1) for Viewpoints to be
effective at all. If you are not in Follow Moving Object mode, the Camera remains stationary, controlled
by the Arrow keys or mouse wheel movements.
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25. The Engineer's Perspective

3 Planlt allows you to view your layout from the
perspective of an engineer in a locomotive. Simply
select View / Engineer’s View of Track, and the
Camera will center itself directly over the nearest track.
The perspective will be from a few inches or cm over the
track, configurable in View / ...Set Cab height.

Here we can see a model town known as Parkdale from
two perspectives. To the right is the view a modeler
might see while running the train set. Below is a view of

Parkdale from over the bridges.

107600 ¥ 60097 K BA100° oV 22060

Parkdale.

To move your train forward, press the Up
Arrow key. When 3" Planlt is set to “snap
to track” you are in “Driving Mode” and
will follow curves in the track as they
appear. You can back up by pressing the
Down arrow key, or reverse direction by
pressing Ctrl-F (for Flip directions).

When a turnout is approaching, you can
click the turnout or switchstand to indicate
the direction you want to turn.

If you press Home 3" Planlt will continue
to move the train without further
keystrokes. To stop the train, press End. If
it reaches the end of a track, the train will
flip and head back the way it came from.

Switch to 3D mode (Tab) and you will see a view much
like that below. In this case, the Camera (or locomotive)
was placed at the farthest end of a terminal track in

You can see a number of features from this new
perspective — the buildings as they relate to one another,
the track curving off in the distance, and the trees and
hills that define the surroundings.
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25.1 The Parkdale Sequence

Many thanks to Charlie Comstock for his track plan used in this chapter, and for his tireless efforts in
testing and refining 3" Planlt.

5
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26. Printing

3rd Planit provides a complete suite of printing capabilities for your layout. You may select the
magnification, the number and position of pages, and the margin size to meet your changing printing
requirements through the layout design process.

26.1 Page Setup

. .| HP Laseilat 6P
The Page Setup screen defines how you want your 4 e s
layout printed. This is the full view of BonusRoom in B seip
the Page Setup screen. In order to print BonusRoom on H% i
asingle 8.5 x 11 sheet of paper, it is necessary to choose e [ 50
a scale of 1 inch = 3 feet. e
Upperlett camer of printable area
You can see the actual scale of 1:36 has been computed. Pt [rzisr | sal
. ok i Vrodon [ | se
You may select any printing scale you wish in the Scale
field. The Quick Scale field simply fills in the Scale e e ™
field with some common scales. If you wish to set a | B ome e
specific scale, type that scale into the Scale field and o o = rﬁ“_“‘c“]

press the Set button to the right of the Scale field. e

You may also select the exact upper-left position of the printing area by entering the position similarly to
entering an exact scale. However, it’s far easier to just drag-and-drop the green print area rectangle to the
proper position.

26.2  Actual Size Printing (1:1 Scale)

The Page Setup screen allows for many different scales
and areas to be printed. Previously we printed a fairly
large layout on a single sheet of paper. However, several
times during the construction of this layout it was

Page setup x|
<] HP Lasenlet 6P
Page size 8.500 % 11.000 in
Printable area 8.000 % 10.0001in

Printer setup.
J Fons [ B2 & Print by rows
Columns 333 " Piink by columns

Outputscale 1: 1 Set

necessary to print areas of the drawing at 1:1 scale. _Comman seaes |
These printouts were transcribed to the sub-roadbed to ot e sa
recisely lay the track. VPoien [T se
y lay =
In this view we can see the more complex trackwork at o ' e e ™
the throat to the main yard in BonusRoom. To transcribe A T e
this to the actual layout requires 24 sheets, in 3 rOWs Of L auicmans )
8 Columns el e Zoomou | Zoomin | Fit | Cancel |

To set up the location for the printout, it was necessary to Zoom In to the document. The Zoom buttons at
the bottom of the dialog box provide this capability. Once zoomed in, the scroll bars surrounding the image
are active and can be used to position your view within the drawing. Each page can be individually disabled
or enabled by holding the Shift key and clicking the page. Use this to eliminate blank pages from output.

The Minimum line width field sets the smallest line width that 3rd Planlt will produce when printing. This
is useful for high-resolution output devices, in which a single-pixel-width line is so thin it is barely visible.

Rotate text opposite direction is used when your printer shows text incorrectly, rotated 180 degrees away
from the intended direction.
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Show roadbed outline only (for plotters) is a special mode designed for printing roadbed templates on
plotters. By selecting the proper options for Layers that contain track, you can display the simulated
roadbed in both 2D and 3D. When you print on an ink-jet printer, the roadbed will print in a wood color.
However, this takes a long time if you are using a plotter and your goal is to print templates for cutting
wood. With this option selected, only the outlines of roadbed will be plotted, saving time and ink.

26.2.1 Registration

It’s quite difficult to print several pages and cut-and-paste them successfully. Here’s the key: keep the Grid
Lines turned on when printing multi-page output and select Show Registration Marks. After cutting two
edges off each sheet (except the right/bottom edges), each page’s Grid Lines can be aligned to the
corresponding lines on the next-door neighbor pages. Use a long straightedge to align chosen Grid Lines in
both the horizontal and vertical directions across several (or all) pages. You can Show page numbers
(row, column) to aid in assembling the numerous sheets you can produce when printing 1:1.

26.2.2 Transcribing to the Sub-Roadbed

Everyone has their own style, but we found a trick that works well for us. After carefully aligning (and
checking!) your output on the sub-roadbed, use a sharp instrument like an awl or a dental tool to poke
through the paper on the centerline of the track. Do this every 1-3 inches along each track you’re interested
in. When you remove the paper, the series of holes will guide your track placement... even after painting.

26.2.3 Margins

In the example above, the top and bottom margins are one-half inch and the side margins are 0.25 inches,
resulting in a printable area of 8 x 10 inches. Margins are set using the Printer Setup button, where you can
also select your desired printer.

Remember every printer has an area at the outside of a page that is unprintable. Your margins must be large
enough to provide for the unprintable area, or you will be missing some of your drawing. Inadequate
margins will keep you from properly aligning multi-page output.

26.3 Page Numbers and Row/Column Printing

If you are printing multi-page output, you can select t0 | T
Print by Rows or Print by Columns. This controls the | rine
order pages are numbered and printed: Print by Rows Name:  [WSIRIUS\HP Laserlet BP/BMP -Enhancecx] | Propeties
prints each page on the top row, from left to right, then Staus  Ready

does the same for the second and following rows. Print by | = T seie Saie:erhees

wihere:  LPT1

Columns starts in the left column, printing from top to Comment I Pt to e
bOttO m. -~ Print rang: Copi
Al Humber of copies: 1 H:

You may select which pages you want printed, as well. s pon—
When you select File/Print, you are presented with a . - ™ Colets
screen to provide printing information. This example =
shows the Print dialog box for the BonusRoom page setup Cancel
shown above (3 rows of 8 columns). As you can see, there
are 24 resulting pages numbered one through twenty-four.

Because Print by Rows was selected for BonusRoom, the top-left page is numbered one, counting up to
page eight at the upper right. Pages 9 through 16 are the middle row and pages 17 through 24 are the
bottom row. This can be very important. If you are printing a large Circle, Spiral Easement and tangent
track, there can be quite a few blank pages in the page grid. Note which page numbers contain track, and
use this dialog box to print only the pages you want. You’ll need more than one pass to get all the groups of
pages you desire, but it sure does save paper and time!
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27. Importing and Exporting

27.1 Export and Import of STL files

STL is a file format that allows you to send designs for 3D printing to companies such as Shapeways.com
or to your own 3D printer. Complete designs of railroad cars and equipment have been successfully printed
and built using 3rd Planlt. While all the details of designing objects for 3D printing are beyond the scope of
this manual, you can find many good references starting at Shapeways.com. To export an object for 3D
printing, select a grouped object, then choose File / Export / STL. You can also import STL files.

27.2 Importing DXF/DWG Files

Using the DXF/DWG option, you can directly import DXF and DWG R13 and R14 files into your 3"
Planlt design. Simply select File / Import / DXF-DWG and browse for the desired file. The layers present
in the DXF/DWG file will be created in your 3Pl document, then all the DXF/DWG objects will be placed
in their designated layers. Please note that the DXF and DWG file formats only allow for triangular solids.
If you export a square from another program, it will be converted to a pair of triangles and that is what will
be imported into 3 Planlt.

27.3 Importing Cadrail Designs

Users of Cadrail version 5 or 6 may directly import their designs into 3" Planlt for a quick upgrade (Cadrail
is a trademark of Sandia Software). Simply create a new 3™ Planlt document and select File/Import. Choose
the Cadrail drawing you wish to import. The process is thorough but there are some limitations.

27.3.1 Spiral Easements

Most significantly, there are differences between Spiral Easements under 3™ Planlt and Cadrail. 3" Planlt
computes spirals using the “Clothoid” curve, which results in the cubic spiral algorithm as mentioned by
John Armstrong in his book Track Planning for Realistic Operation.

A Clothoid is a curve whose radius changes from a finite number (like 30 inches) to an infinite radius in a
linear fashion. A straight line — or tangent track — can fairly be thought of as a “curve of infinite radius”. A
good Spiral Easement makes for clean entrance and exit of curves by long rolling stock, and just looks
great. It also changes the horizontal acceleration (or centrifugal force, if you will) from zero on a tangent to
the value in the fixed curve in a linear fashion, which feels right to any small passengers who may be riding
your trains.

In Cadrail, you could draw a spiral of your own dimension and align it to a curve or tangent. Because there
are so many possibilities to create spirals in Cadrail that differ from the standards chosen for 3" Planlt, it
does not import Cadrail spirals.

This really is not much of a problem. Simply use the Connect with Easement Tool to connect spirals where
they are needed. If you get a message “line is too far from Circle” or “line crosses Circle”... you have some
re-thinking to do. Usually the proper solution is shrinking (or enlarging) the offending Circle’s radius so a
proper spiral can be drawn. Sometimes repositioning the Circle is effective.
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If you have a situation where you have a long Circle with spiral entrances and exits, there is a better
approach. Versions of Cadrail did not allow you to have spiral/Circle/spiral connections greater than 180
degrees, so many users placed Circles and then did a “Fit to Tangent”. If you have this situation, or indeed
almost any spiral/Circle/spiral connection, you may find that recreating the trackwork (deleting the old
Circle and spirals) gives more pleasing results.

You can also choose the length of your spiral segments, giving you fine control over the look and feel of a
section of track. This also helps fit spirals into tight areas without violating good design principles.

27.3.2 Multi-Line Segments and Text Fields

In Cadrail, multi-Line Segments and text fields (in v5) did not scale their width as you zoomed in and out.
An approximate spacing between double and triple lines is made at import; you may want to adjust the
spacing of lines once you view them at various magnifications.

Cadrail v5 did not have “box text”, text which word-wraps within a box of your chosen size. 3" Planlt
creates a box of reasonable size for the text, but you will want to go to each text object and tune its font size
and box size for optimal presentation. Please note that the text object receives the point size assigned in
Cadrail, but because 3 Planlt doesn’t know what magnification you were using when you assigned the
point size, it doesn’t know the proper size in your new drawing. 3" Planlt uses the point size used in the
Cadrail drawing, but you may want to adjust font sizes for appearance.

27.3.3 Track Objects

3" Planlt allows you to mark objects to be “Track Objects”. When you zoom into them or view them in 3D,
the rails and ties are displayed. This feature did not exist in Cadrail. One effective way to set a large
number of objects to be track objects, is to display a single layer with track in it. Use Edit / Select All to
select all the components in the layer. If you want to remove some objects from the selection, use
Shift+Select to remove them.

Next, group all the objects, using F9 or Edit / Group. From the Edit / Properties / Appearance dialog
box, set the Track object check-box. Then Edit / Ungroup the group to complete the action.

27.3.4 Hints

Don’t be too concerned about preserving the details of your Cadrail import. Use the critical objects as base
locations for using 3™ Planlt design tools. 3™ Planlt performs different connections than Cadrail, so it is
often the case that you will end up with a more pleasing layout by eliminating some existing objects and
reconnecting.

For example, versions of Cadrail cannot connect two tangents at narrow angles “around the outside”. This
would occur if you were laying out a figure 8 by starting with two crossed lines. 3™ Planlt can connect the
crossed lines with or without easements, resulting in a smooth and satisfying connection.

V6 and previous versions of Cadrail could not connect using turnouts. Therefore, crossovers and general
intersections with turnouts had to be carefully hand-positioned and could rarely be precisely correct. It is
best to eliminate one of the turnouts and use the Turnout Connect Tool to provide a new and precise
connection.
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27.4 Import CSV to Contour Line

You can create a contour line with very specific vertex locations using this feature. For example, you might
have the cross-section of an object (such as a fuel tank or a wing) described in a spreadsheet. You could
export the cross-section to a CSV file, resulting in something like this:

1.00000, 0.00000
0.99666, -0.00011
0.98657, -0.00023

0.97290, -0.00233
0.98767, -0.00121
0.99682, -0.00033
1.00000, 0.00000

Using File / Import / CSV file as Contour Line, this data can generate a contour line of very specific
dimensions. This can then be transformed to a 3D object, or otherwise manipulated to achieve an accurate
representation of the desired object. You can also include a “Z position” in addition to the X and Y
positions as shown in the list above.

27.5 Import 3DS

Files in the general-purpose 3DS format originated by 3D Studio Max can also be imported. This is a
convenient way to populate your drawing with generic objects such as people, cars, animals and such.
27.6 Export DXF/DWG

Use File / Export / DXF or File / Export / DWG to export your 3 Planlt design as a DXF or DWG file.
As mentioned in the import discussion, due to constraints in the DXF file format specification, all polygons
will be converted to triangles for export. You can choose the file format in the file browser dialog.

27.7 Exporting 2D and 3D Images

You can directly export a rendering of your plan in either 2D or 3D to  REEETIIEIET
a BMP, DIB, JPEG or TIFF file format. To start the process, selecta = ¥ {

view in either 2D or 3D mode. Select File / Export / View to file. Width 800 pisals

The upper-left corner of the view on the screen will appear in the Height BOE | pisels

upper-left corner of the output file. The output image will contain
either the complete width of the view, or the complete height of the
view, or the exact view depending on the settings in the dialog box

shown at the right. _ Cancel |

If you select Lock aspect ratio to view in the dialog box, the output image will contain the entire view. As
you change one dimension, the other will change proportionally to make sure the entire view is shown in
the output file. If you do not select Lock aspect ratio to view in the dialog box, the output image will be
trimmed at the right or at the bottom in order to achieve the aspect ratio you provide.

After setting up the image size, you will be given an opportunity to select the location to save the file, the
file name and the file format you desire.

File / Export / Screen to file is available in 3D, and transfers the current screen image pixel-by-pixel to the
file, without redrawing by OpenGL and without any resizing or scaling.
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28. Tutorial

28.1 Starting 3" Planit
Once you have installed 3" Planlt on your computer, you

can begin using it by pressing the Start button on the
Windows task bar, then selecting 3™ Planlt. You may
also start 3" Planlt by opening a file with the extension
“3pi", once you have created and saved a track plan.

V' Present this screen
when 3rd Planit starts

When you start 3" Planlt you will be shown the Startup
Wizard. Here you are given a choice of viewing this
Tutorial, starting the Layout Wizard (a tool to help you N e
design a room or an N-Trak module), or starting a new 2 i kbR
Sectional or Flex-Track drawing. To begin a new

drawing for this Tutorial, select Start a new Flex Track

drawing, and press OK.
You’ll also see a Tip-of-the-Day dialog. This contains hints on using 3" W o IS |
Planlt that change each time you start the program. You can also move ) m“’"’;’":‘:”‘:‘“"" o [T
through them one at a time. You can disable the feature using the checkbox | it e susor ten s ane -l S22
at the bottom. tvice) ‘

IV Show Tips at Startup

28.1.1 Lower-Resolution Displays

If you are using a lower-resolution display, such as 800x600,
you may see a display similar to the example at the right.

£ Y o dNDEsrsrs g8 BOS oR
You can customize the appearance of 3" Planlt in many ways Fr—_d=suas - T o
to provide the best working area for your particular needs. <4 T
First, you’ll want to resize the docked toolbars on the right :4
side of the screen. Point to the border between the toolbars 32
and the drawing grid until you see a double-ended arrow .
appear, then press and hold the left mouse button, then move <
the border until the toolbars have a pleasing size.

b
i =lxl
o

You may also turn the various toolbars at the top on and off
as you wish, or move them so they are floating. To turn
toolbars on and off, use the View / Toolbars... menu
selection. To “float” a toolbar, point to the pair of lines on its e 00 win
top or left side, press and hold the left mouse button, and drag

the toolbar elsewhere. You can prevent it from re-docking by holding the Ctrl key down while you drag it.
After you change toolbars, you can once again fill the drawing area with the Grid by selecting View /
Zoom / Full Grid or by pressing Shift+F3.

At the bottom of the drawing window, you can see a tab marked “Untitled”. This “Workbook view” allows
you to select from several open documents quite easily. You can reclaim this space by disabling the
Window / Workbook Style menu selection.
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28.2 A Sectional Track Plan

You may remember that you selected Start a new Flex-Track

drawing when you began this Tutorial. Even so, you can use srkhesmmm‘der JRyap—— —
the Sectional Builder to add Sectional Track to any drawing at o

any time. To use the Sectional Builder, select Tools / Sectional Eaupnt

Builder. You will be presented with this File Selection dialog, Rling stock

allowing you to choose the Sectional Track library. (If you rock

don’t see “Standard Library” at the top, use the pull-down to

select the C: drive on My Computer, then Program files\ 3@ | =
Planit \ Standard Library). Double-click on Track, then = s e —
double-click on your scale, then double-click on the library you 4

want to use. In this case, the Atlas code 83 library was chosen.

28.2.1 Laying the Track

The Sectional Builder will appear. You can point to its frame with the ~ EEE—
cursor and adjust its size. The buttons will resize within the frame to C o | ]
provide as much information as possible for the size you have chosen.  #

Here you can see a symbolic representation of each part, its part i |“ |
number, and a description of the part (or its common name). You can
choose a new library with the Library button, Undo changes, and set =

the direction of the next curve or turnout. e

—

|
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Whenever you are using the Sectional Builder, you will see a small red box, the Guide Box, displayed on
your layout. In this case, with an empty drawing, the box is placed at the center of the grid. The Guide Box
indicates the location that the next piece of track will be placed.

5 8 o it o e e DB TEAHQ SEE O alziz )5 8 Yo Bt o ke e P B T 2SR SN O Lz
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To place a piece of track, press its button in the Sectional Builder one time. The piece will be added to the
drawing at the location of the Guide Box, and the Guide Box is advanced to the open end of the new piece.
To produce the drawing above right, the 9” track button was pressed four times, and the 30.0° 18” button
was pressed 6 times.
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It’s difficult to see the drawing at this magnification, so let’s increase the magnification. Select View /
Zoom / In using box or press the F2 hot key. You will see a Zoom Cursor used to outline the area you
want to see in more detail. Move the Zoom Cursor to the upper-left of the track that’s been laid, press and
hold the Left Mouse Button, and drag the bounding box to the lower right. When you’ve surrounded the
track, release the mouse button and the area you surrounded will be enlarged.
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If you’ve zoomed in far enough, the track will change from a single-line to a two-line representation.
Pressing the Track On/Off button shown at the right will change to a single-line display regardless of your
zoom magnification.

D 8 o e Tkt Wi ik DD TR SEE D e

If you have a mouse with a wheel, you can roll the wheel to  FeRsrrr=rinsamezmasmason eSS a0,
zoom in and out, centered on the cursor. This behavior is
controllable in Tools / Options / Mouse wheel.

Let’s add a turnout to the drawing at this point by pressing VY i
the #4 Turnout button. Note that the divergent exit of the
turnout will be on either the right or left side, depending on =
the setting in the Sectional Builder. If you want the exit on N 4 =
the other side, simply press the N key (on the keyboard). i
Add three more 9” track segments and 6 more 30.0° 18”
pieces to complete the loop. Your drawing should look much
like the example at the right.
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To add track to the divergent exit of the turnout, point the cursor to the free end. The turnout will highlight
by turning green when you are pointing at it exactly. Click the Left Mouse Button to place the Guide Box at
the free end of the turnout.
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Now click the 10° 18” curve button to make a siding track. Oops! The curve continues to the right because
the Sectional Builder was still set for Right Turns. Simply hit the N key to reverse the curve of the turnout
and make it somewhat parallel to the main line. Click the 9” track button 2 or 3 times to extend the siding.
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28.2.2 Viewing in 3D

Let’s look at the track plan in 3D. 3 Planlt’s three-
dimensional view centers on a 3D origin that you may place
anywhere on the drawing. In this case, it will be best to center
the 3D origin in the center of the oval. Choose Edit / Select All
or press Ctrl+A to select all your track objects.

Use the menu command View / 3D Origin and Camera /
Move 3D Origin To Center Of Selection to position the 3D
origin in the exact center of the track plan. As seen in the
example at the right, you will be shown the 3D Origin centered
in the oval, with the Camera below it (it may be outside the
viewing area, if so, press Alt+F3 to show all objects, then F3
to return to this view). This setup determines the initial 3D
view of the track plan — the view is always from the Camera to
the Origin. You can move either the Origin or the Camera to
adjust the view, including their Z positions to control the angle
at which you view the drawing. You can press Alt+C to hide
the Origin and Camera from the view if you wish.

You may turn on 3D View using the menu choice View /
3D View, by typing Tab, or by pressing the 3D button in
the Document toolbar on the top.

You will see the track plan in 3D from the viewpoint of the
Camera looking at the Origin. If your drawing was set up
similarly to the example, you’ll see a 3D view much like that at
the right. You can see you are indeed looking across an oval
width a siding. Neither end of the loop is visible — the camera
is too close to the scene to see the ends of the loop.

3" Planlt
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One quick way to see more of the track plan is to rotate the track plan itself. Hold down the Ctrl Key and
press the Left Arrow Key. The track plan will rotate about the 3D origin. If you continue to press the Left
Arrow Key while holding the Ctrl Key down, the track plan will continue to rotate (you can hold the Left

Arrow Key down to repeatedly rotate the plan).

IMPORTANT: The various Arrow Keys can be used to “walk
around” your track plan as shown in Table 1. The Up Arrow
Key moves your viewpoint forward as though you were
walking towards the far end of the track plan. Conversely, the
Down Arrow Key is used to back up away from the track plan.
The Left and Right Arrow Keys turn your viewpoint right and
left, just as if you were standing in a location and turned to the
right or left.

HINT: You can hold down the Shift Key during any of these
operations to make the increment of movement larger.

)6 £ o bt ok W b D BB R FEABED OE b alaix

B L)

Up Arrow Down Arrow Left Arrow Right Arrow
Normal Move forward Move back Turn left Turn right
With Alt Key Raise viewpoint Lower viewpoint Move viewpt left Move viewpt right
With Ctrl Key Rotate viewpoint about 3D Origin. Appears to rotate track plan in view.
With Shift Key Increases the increment used in any of the commands. May be used with Ctrl and Alt.

Table 1: Arrow Keys in 3D Mode
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28.2.3 Terrain

3" Planlt’s Terrain Mesh features let you quickly add realistic terrain to your plan, and will automatically
“Cut and Fill” the terrain to your track, buildings and Contour Lines (described in the Terrain chapter of the
User’s Manual). If you are still in the 3D view, switch back to 2D by pressing the Tab key. Click the Done
button in the Sectional Builder to close it.

Create a new layer for the terrain by pressing the Enable Layers button, pressing Ctrl+D, or
by choosing Action / Modify Layers.... From the Enable Layers dialog box, press the New % %
Layer button, then change the name of the layer to “Terrain”. Note that the Create new objects as track
check box is not checked, then accept the new settings by pressing the OK button. The Terrain layer
becomes your active layer for all new objects. Note: to change an object’s layer, click on its layer in the
Object Data Window and select a new layer from the pop-up list.

If you floated the ToolKit, bring it up by pointing the mouse cursor to the gy
background and clicking the Right Mouse Button. Select the Action / Draw / Mesh
/ Rectangle option. Point to an area above and to the left of your track oval, press II 4 X
and hold the Left Mouse Button, drag the cursor to a point below and to the right of |7 o oo A
your track, and release the left mouse button. The rectangular Terrain Mesh will

appear behind the track you drew. -~ = 0O 5
& F o B
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To edit the Mesh, point to one of its edges and double-click the left mouse button. The Terrain Editor will
become active, letting you design the Terrain in full 3D. As you move your cursor about the drawing, the
Edit Cone will follow your cursor. Point to a place where you’d like to raise the terrain, press and hold the
left mouse button, and move the cursor up. The terrain will follow, changing color as its elevation changes.
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The image above right shows the result of one editing —
action, using the default Fractal Mode. This editing

mode is selected in the Terrain Editor shown to the Eld“ jggg Vettical Range [5" v Unda_|
. - - - ax

right, an_d is one of several available options. You can |y gy Sprsad ————— |— Heln |
select different shapes to result from the edit action,

v v v
control the spread of the affected area, and see the | ]

numerical results of your editing. You can als0 | & #iid ¢ Mound  © Pesk © Flat O Smooth
control colors by editing the existing color markers or
adding new ones of your own.
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Apply several more edits to the terrain, until you achieve realistic looking results. Don’t worry if the track
gets hidden while you are editing... simply make realistic terrain that looks appropriate for a railroad right-
of-way. When you are satisfied with the look of the terrain, select Edit / Mesh / Conform Mesh to
Objects. The terrain is automatically conformed to the track, using realistic Cut-and-Fill profiles.
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28.2.4 Modifying the Design

Let’s explore the editing facilities of 3 Planlt, I—
now that we have a start at the track plan. JJlME'” laer E

= " i 4 & Ra g (@

Return to the 2D view by pressing Tab. At the |

top of your screen you will find the Properties Terain
Bar as shown here. The “pull-down box” allows you to change the Active Layer — the layer in which new
objects are placed. Note that each layer has its own Default Elevation, the elevation at which new objects

are drawn. Since we will be modifying the track, click the small arrow at the right of the box and choose
Main Layer.
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The 2D view will now show the track you built and the elevation changes made in the Terrain Editor.
Higher terrain appears lighter in color in a mesh of small triangles. You can clearly see the cuts made for
the track right-of-way.
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If you’d like, you can hide the terrain layer; use the Layer Enable Dialog by pressing Ctrl+D or selecting
Action / Modify Layers... from the Main Menu. In the Layer Enable Dialog you will see the two Layers
in the drawing, accompanied by boxes with Check marks. If a box is checked, the layer is visible in 2D and
3D mode. If you want to edit without seeing the Terrain layer, click the box to remove the Check mark and
select OK. You will see only the track pieces on the grid.

B pEe Ve

28.2.4.1 Selecting Objects

Let’s explore different ways of selecting track using the various tools. The first way to select
objects is with the Select Tool, a basic arrow pointer. You may either choose Action / Select / kR
Select or press the Select Tool and Select Mode buttons in the ToolKit.

IMPORTANT HINT: There is another great way to get the Sres o= = sseeemmagaase o
Select Tool: double-clicking. If you point at the background i

(not an object) and double-click the left mouse button, the
current tool will be replaced with the Select Tool. If you

background, your original tool will again become active. By

double-click the Select Tool while it is pointing at the /’7\

repeatedly double-clicking the left mouse button, you can

switch back and forth between the Select Tool and your most N |/ =
recent tool. I

With the Select Tool, point to any object in the oval and click
the left mouse button. The object is selected, turns color and is
surrounded by a resizing box. This is the typical way single = ——
objects are selected. You can select more than one object
similarly; hold the Shift key and click another object. It is
added to the list of selected objects. You can Shift-Click —S5as=os SRl ittt e 5ae o
selected objects to deselect them. :

If you want to select several objects, you can use the Select
Tool to “rubber-band” the desired items. Press the left mouse
button and hold it while moving the mouse. Any objects fully
enclosed in the bounded box will be selected when you release S T
the mouse button. ‘

To Deselect all objects, point to the drawing background and
click the Left Mouse Button. All objects will be deselected and
return to their normal colors. To continue with this exercise,
use F2 to zoom into the siding area as shown at the right. — —— smrewornds
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28.2.4.2 Deleting Objects

To delete one or more objects, select them using any method
described above. Press the Delete key to remove them from the
drawing.

If you accidentally delete an incorrect piece, you can undo the
previous command(s) by pressing Ctrl+Z or selecting Edit /
Undo. The Undo command can be reversed using Ctrl+Y or
Edit / Redo if desired.

For this exercise, the three straight track segments after the
turnout and curve were deleted.

28.2.4.3 Moving Objects

You can move objects with the mouse, or by using the Arrow
keys. To use the mouse to move an object, point to the
centerline of the track object and the object will highlight (turn
green) when you are positioned directly above the object.

Point to the small curved segment in the siding, and with the
curve highlighted, press and hold the Left Mouse Button. Drag
the curve to another location as shown in the example. Note
while you are moving the curve, it appears to “jump” from
place to place. That is because the Snap Grid is turned on.

To turn off the Snap Grid, press the Snap on or off
button in the Document Bar, or select View / Snap and
click the on/off menu choice. If you move the curve around
after turning off the Snap Grid, you will find it now moves
smoothly from place to place. Leave the Snap Grid off for the
remainder of this exercise.

3" Planlt
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You can also move objects using the Arrow keys. With the curve still selected, press the various arrow
curves to “nudge” the piece in small increments. If you hold the Shift key down when pressing an arrow,
the objects will move a larger distance. If you hold the Ctrl key down when pressing an arrow, the objects
will move a predetermined amount set in Action / Set Custom Fixed Distance. If you hold the Alt key
down when pressing an arrow, you can enter the exact distance to be moved.

28.2.4.4 Copying Objects

To add another track to the siding, we need to add another
turnout. It would be possible to bring up the Sectional Builder,
position the Guide Box to the outlet of the turnout, and
continue from there. It is also possible to make these changes
using the standard ToolKit.

With the Select Tool, point to the existing turnout so that it
highlights. Press and hold the Left Mouse Button, and drag the
turnout upward. While moving the turnout, press and hold the
Ctrl key on your keyboard. This indicates you want to make a
copy of the object(s) you are moving. You can press the Ctrl
key at any time while moving the object — as long as it is
pressed when the left mouse button is released, a copy is made.
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28.2.4.5 Using the Context Menu

The turnout is oriented in the wrong direction to make a yard.  SSsaaicis | Ge s gsmens o =3
It can be “flipped” from left to right in a number of ways.
You could select Edit / Flip / Flip Right/Left from the main
menu bar, but there is a more convenient way.

Point to the turnout so that it highlights, then click the Right
Mouse Button. This brings up a context-sensitive menu that
contains choices specific to the object you’ve selected. In this
case, the Flip / Flip Right/Left option is chosen to change
the divergent exit from the right to the left.

28.2.4.6 Auto-Alignment

In 3" Planlt, track objects automatically align with one another when you move them using the Select Tool.
In the left picture, you can see what this looks like while you are using the tool. To begin the operation,
point the Select Tool to the “points end” of the turnout, press and hold the left mouse button and begin
dragging. A red “shadow” of the original object remains in position while you move the turnout.
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When you drag the second turnout to the original one in the main line, the original will highlight when you
are pointing exactly to it. The object you are moving “snaps” to the nearest end of the target object. When
you release the left mouse button, the moved object is automatically aligned to the existing object.

28.2.5 Fast Design Using Existing Pieces

All the pieces you need to complete the double siding are already placed in the drawing. With the
Ctrl+Drag copy capability, you can quickly copy existing pieces for use in other areas. What’s more, they
will Auto-Align when they are positioned at the endpoint of an existing track object.
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Point to a straight track segment in the main line until it highlights. Press and hold the left mouse button,
and drag it to the exit of the turnout as shown. Hold the Ctrl key down prior to releasing the left mouse
button so that the straight segment is copied instead of moved. You can repeat this operation several times
to extend the siding. Move the curve into position at the free exit of the new turnout and copy two straight
segments to it, as well. In just seconds, you have designed a yard.

28.2.6 Conform Terrain to New Track

Use the Layer Enable Dialog (Ctrl+D) to turn the Terrain layer back on. Even in the 2D view, you can see
that the new track interferes with the terrain. You can quickly Conform the terrain to the new track while
still viewing in 2D. Point to the edge of the Terrain Mesh, and click the right mouse button. The Terrain
Mesh becomes a “foreground” object, covering all other objects so it can be seen completely.
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Choose Mesh / Conform Mesh To Objects. You will then be asked if you want to “Revert to the Original
Version” of the mesh. This can be very helpful if you’re moving track around during a design. Whenever
you conform a mesh, the program lets you save the current version of the mesh as the Original Version.
You could make a nice hilly terrain, and successively conform it to different track designs using the
Original Version each time. This way, no trace of earlier track work is noticeable in the Terrain.

After the Conform operation is complete, deselect the Mesh. There will now be more visible room around
the tracks, and the 3D view will confirm the cut in the terrain is correct. While in 3D, note that there is an
automatic Fascia placed around the outside of the Terrain Mesh. This can be disabled in the Mesh
Properties page if you wish.

28.2.7 Running a Train

In the 2D view, select a piece of track on which the locomotive will be placed. Expand the Rolling Stock
area of the Library Bar by clicking the on the field. Click the American library, then click SD-40 to place
the locomotive on the selected track. It will appear near the center of the drawing. Using the Select Tool,
drag the SD-40 to the main line until one of the track segments highlights. Release the mouse button and
the locomotive will align to the track. Click on the back end of the locomotive to indicate the next car
should be coupled to that end.
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Now click the Flat Car entry in the Library Bar. It will appear at the back end of the locomotive, coupled
and aligned to the track. You can continue to add pieces of rolling stock to the consist by clicking pieces of
rolling stock in the Library Bar. If you now switch into 3D, you can see the train and control it with the
Throttle dialog that is presented.

That’s it! It’s easy to design a model railroad in 3" Planlt. The next exercise introduces you to Flex Track.

28.3 Using Flex Track in an Oval Track Plan

The previous exercise taught you how to use 3 Planlt with Sectional Track. Many model railroaders prefer
to use Flex Track, as it gives you much more freedom in your design. You can choose any radius you want,
and design with Transition Curves, or Easements, as prototypes use. Let’s start the learning by laying out a
traditional oval... but we’ll make it a bit more interesting by designing it with two parallel tracks.

28.3.1 Laying the Main Line

Start the oval track plan by drawing two somewhat parallel —See=sssiesrassmane e tas =00 e
lines as shown above. You can draw a line by pointing to the )
starting point of the line, and pressing the left mouse button. —
While holding the mouse button, drag the mouse to draw the
line. When you have the line where you want it, release the
mouse button and the line is complete. Do this twice to create a B
drawing something like this illustration.

As you can see, 3" Planlt has added the outline of ballast =
to the two track lines you drew. You can turn on and off

the Automatic Ballast feature using the Show Ballast Button at
the top of the program window.
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You can see more of the track details by “zooming in”. J
To zoom in to a particular area, press the Zoom Button =

in the ToolKit or press F2. Point the cursor to the upper left
corner of an area you want to see more closely. Press and hold
the left mouse button, then drag the mouse to surround the :
desired area with a dotted line. When you release the mouse o
button, you will see the enclosed area in greater detail. T

To return to the previous zoom setting, press the
F3 button, or select View / Zoom / Back, or use ﬂ ﬂ

the zoom buttons in the ToolKit.

IIII'IlllIllllH“Hllllllllll'llllll

T

If you have a mouse with a wheel, you can roll the wheel to
zoom in and out, centered on the cursor. Bt = PR S
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28.3.1.1 Connecting Track Objects

3" Planlt

It’s simple to create the curves at each end of the track plan. We will use the Connect tool to automatically
connect the two lines. And, since all trains run better when their curves are connected to their tangent tracks
with spiral easements, we will choose to include easements in these track plans.

From the ToolKit, select the Connect Tool and
the Connect With Easements option using the
button sequence shown at the right.

LS

You are now presented with a cursor that indicates you are in
Connect mode. Click one of the two lines near an end to begin
the connection process. Now move the cursor towards the
second line. It will highlight (turn green) when you are
pointing at it. To continue the connection process, press and
hold the left mouse button. THIS IS IMPORTANT: although
you clicked the first line, you want to point to the second line
then PRESS AND HOLD the left mouse button.

While still holding the left mouse button down, move the
mouse to adjust the size and placement of the connection.
When it looks the way you want it to, release the mouse button
and the connection is made. The two spiral easements, the
circular arc connecting them, and the lines are all properly
trimmed and aligned automatically. Your drawing should now
look like the example at the right.

You may complete the oval by repeating the same actions on
the other ends of the lines. When you start the connection, you
may see the circle “pointing the wrong way” as shown here. If
so, simply click the right mouse button (while still holding the
left mouse button down) and the circle “flips” to the other
orientation.

Release the left mouse button when you have the connection
placed as you like it, and the oval is complete. There are four
easements connecting the two curves with the tangent tracks,
all endpoints are precisely trimmed with each other, and the
objects have been “connected” internally by the program, as
will be seen when drawing parallels.

You can clearly see the easements, curves and tangent tracks
by selecting Color by Type mode, using Alt+Y. For those
reviewing this document in a color presentation, the example at
right shows curves as red, easements as green, and tangent
track as black. You may return to Color by Layer mode using
the Alt+L
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IMPORTANT: If you make a mistake while working, press Ctrl+Z or Edit / Undo. To “Undo an Undo”,

press Ctrl+Y or Edit / Redo. You can Undo (and Redo) thousands of changes, so you can
actually Undo this whole track plan when you finish, and Redo it to completion once again.

28.3.1.2 Making Parallel Track

Using the “rubber-band” method, select the whole oval track plan. Then choose the Parallel

Tool from the Tools menu, or with this two-button selection:

2/ e

Bl

Point at any object in the oval. Press and hold the left mouse button, then drag the object to the place you’d
like the parallel track. Note that the whole oval moves at the same time - it appears the track will cross

incorrectly. Don’t worry; the program will correct this.
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When you get the object where you’d like it to be, you can TEEEEm e serrrine suuas e
either release the button to create the parallel track, or youcan [ g iE R
press the right mouse button while still holding the left button. -
The right button brings up the Parallel Distance dialog box, '
where you can enter the exact distance between parallel tracks. f ]
Please note that this distance is always used as the parallel 1A
distance until you change it again. When you drag an object - :
parallel, you tell the program where you want the parallel =
object in relationship to the original object. The program then
applies the exact distance you have selected when actually
creating the parallel object. The first time you use the Parallel |
Tool in a document, the parallel distance is set to 2 inches. ) y

oo Tt e B Pzrmve vhwr ons @r

Once you’ve completed drawing the parallel track, your track

plan should look like the example to the right. As you can see, the entire oval has been double-tracked!
Again, all circles, easements and lines have been carefully sized and trimmed for perfect alignment... in
almost no time.

Using the Select Tool (or the Parallel Tool, a variant of the Select Tool), you may click the various objects
in the plan to see information about them. The Object Data window shown in these examples contains
relevant information about whatever is selected. The information is shown in units most convenient for you
and the drawing; in these examples, feet and fractional inches have been selected. There are several
American and metric display options available. You can enter dimensions in whatever units you prefer,
regardless of the display option you have chosen. They will be properly converted for you automatically.

IMPORTANT HINT: At times you may see objects on the screen that look like they don't belong. If you
want to make sure the display reflects your drawing exactly, you can use View / Refresh or press F7 to
redraw the entire display.

28.3.2 Using Lights in the Drawing

You can add lights to the drawing to control the shading of objects in the track plan. If ﬂ ﬂ E
you don’t add a light to the drawing, one is added automatically above the center of all

objects. This may not be the best light for your track plan. To add a light, return to 2D by pressing Tab,
then choose the Actions / Draw / Point /Light tool from the ToolKit. Point to the drawing in the place you
want the light and click the left mouse button. Press Tab to see the 3D view with the ballast lighted.
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28.3.3 Adding Buildings

Let’s add a building to the track plan. Return to the 2D view by pressing Tab. Create a new
layer for the buildings by pressing the Modify Layers button. From the Enable Layers % %
dialog box, select the New Layer button, then change the name of the layer to “Buildings”. Note that the
Create new objects as track check box is not checked and return to the drawing by pressing the OK
button. The Building layer becomes your active layer for all new objects.
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3" Planlt

Note: to change an object’s layer, click on its layer in the Object Data Window and select a new layer

from the pull-down list you are presented.

You can quickly place a building on the drawing by selecting one from the Object
Library. You can To do so, you use the Library Bar on the right side of the screen. It
appears as shown in the example to the right in the standard object library. You can
double-click a category such as Buildings to expand the category and see its contents.
To place an object in the drawing, simply double-click the left mouse button on any
object. For this example, we have chosen the LASERKit HO Transfer Depot.

When you double-click the object name, the object is placed in the center of your
view. You may move it wherever you like with the Select Tool; simply point at one of
the building’s lines, press and hold the left mouse button, then drag the object to its
new location. Release the mouse button to complete the operation... or press Escape
to return the building to its original location.

Note: The Esc key (Escape) can abort almost any operation you are performing.

Favata | B Library |

Standard Library

) Buildings

Campbell HO

City Classics HO

City Classics HO test

DPM buildings HO

DPM parts HO

Faller HO

Gloor-Craft HO

LASERKit

: Transfer depot

: Dil's Market

o Statior, UP

: Station, $anta Fe
Giroup

Miscallaneous

Fika HO

i

Walthers

=) Equipment

) Landscape

=) Raling stock

9 Track

To rotate the building into alignment with the track, make the Select Tool your
active tool. Point to the building, hold down the Alt key, and double-click the
left mouse button. Prior to starting a rotation, you can move the point of
rotation from the center of the object to any point you desire. The Alt key can
be used to snap the point of rotation to an endpoint. To rotate the building,
point to the top handle with your cursor, press and hold the left mouse button,

and rotate into position. To end rotation mode, double-click the left mouse
button.

28.3.4

A few trees would spruce up the drawing. Add another layer named “Landscape” as
you did above with the “Buildings” layer. It is always good to group similar items in
their own layer, so they can be disabled and enabled all at once when desired.

Landscape and Plants

3 Planlt provides “Bitmap Plants” to provide quick design of realistic looking
scenery. From the ToolKit, the Draw / Draw landscape object menu provides
several different plant types for you to choose from, including trees and bushes. To
draw a plant, simply point to the location of its trunk and click the left mouse button.
You can resize a plant using the resizing handles, like any other object.

Your drawing should now look something like this:

Tool Kit
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You can quickly swap back and forth between 2D and 3D mode by pressing Tab. Your existing 3D and 2D
settings are saved and the drawing appears from the same perspective as your previous view.

A number of plants are available from the Toolkit, as shown here. You can also add from a wide selection
of Trees from the Object Library. Within the category Landscape, the files Trees1 and Trees2 contain more

than 60 trees and bushes at higher resolution than those in the Toolkit.
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28.3.5

Adding Turnouts and Trackwork

Tutorial

A building like this should have a nearby turnout. Change back to the Main layer to add this trackwork.
This layer is marked so that all new objects are created as track objects - objects that have rails and ties
when you zoom into them or render them in 3D.

It would be difficult to do accurate trackwork at low magnification, so let’s “Zoom in” to the
drawing and get a better look at things. To Zoom in, press the Zoom tool button in the ToolKit on

4

the left side of the screen or press F2. You will see the Zoom Cursor; you use this to outline the
area you want to see at higher magnification.

Point to the grid near its upper left corner, then press the left
mouse button and hold it. While holding the button, drag the
mouse to the lower right to surround the area you wish to
examine more closely. When you release the left mouse button,
the area you outlined will be enlarged to fill the view.

Depending on your zoom magnification, you may notice that
as the magnification becomes larger, the objects drawn in the
Main layer begin to look like tracks. You may find it easier to
connect track if it were showing as a line instead of rails. To
accomplish this, press the Track On/Off button at

the top of the screen. This will turn off the track
draw feature of 3" Planlt.
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When zoomed in, the scroll bars on the right side and bottom of the screen change size to reflect the
enlarged view. You may move the scroll bars to slide the drawing through your view. The entire drawing
document is accessible at any magnification.

When working on a large track plan, it is useful to turn on the Document Map
by pressing the Document Map button at the top of the display (“Document”
refers to the area outlined by the grid). The Document Map is very useful when you
zoom, as you can see the entire plan and your location within it. A green-bounded
box indicates the region that is currently in your regular display window. As you use
the scroll bars, the location of the box changes; as you zoom, the size of the box
changes. You can also move the box itself to change your view location rather than

using the scroll bars.

=) Track

..... =
..... =

Gm Scale

HO Scale

Alaz 83

Allaz 100

BE Enterprises

Copy of Walthers 83
Fleizchrann Profi
Micro Engineering

M arklin C

I arklin K.

I arklin b

Peco 75

----- —= PE75 large turnout
----- L PE75 medium turmout
----- —= PE75 zmall turnout
----- Lt PETS curved tumout
----- % PE7S large waye
----- == PE75 small wiye
----- Y= PE75 long cross
----- == PETS short crogs
----- Y= PE75 single slip

----- Y= PE75 double slip

Select the Draw Turnout Tool from the ToolKit. The default
turnout for drawing is a Peco 75 medium turnout. You can

Il Map of Tutorial - Flex Track.3pi

D

El

EEE

easily select another turnout using the Library Bar. Click the Track category in
the Library Bar, then click a manufacturer of your choice. To choose the default
drawing turnout, point to the turnout name and click the right mouse button.
Select Use with Draw Turnout Tool. A checkmark is drawn next to the turnout
name, indicating it is the drawing default. You can set the default for each type

of Smart Turnout that can be drawn.

The easiest way to place the turnout
in this example is to draw it directly
into the existing tangent track. With
the Draw Turnout Tool selected,
point the cursor over the track closest
to the building. The track line will
highlight to indicate your cursor is
directly above it. Press and hold the
left mouse button. The turnout is
drawn directly on the track, properly
aligned but still movable.
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You may slide the turnout along the track until it is properly
positioned, holding the left mouse button down. The routing
exit of the turnout will be drawn on the same side of the
tangent track as the cursor. If you want to flip the entry and
exit of the turnout, click the right mouse button while holding
the left mouse button. When you release the left mouse button,
the turnout is inserted into the line as you left it, and the
tangent track line is trimmed to align with the new turnout.
Now let’s add two spurs to the plan. Choose the I
Parallel Tool using the buttons in the ToolKit. M M
Point to the tangent track just to the right of the turnout, press
the left mouse button, and drag the copy of the track upward.
Release the left mouse button. Repeat the process with the new
track, resulting in two parallel spurs.

To position the second turnout required for this -
track arrangement, select the Connect Turnout H ﬂ
tool from the ToolKit. Click the diverging track of the first
turnout near its end. Move the cursor until the first yard spur
highlights, then click again. A turnout will be properly
positioned, and all track lines will be added or trimmed if
needed.

Next, use the Connect Tool with no easements . {

to connect the switch and the parallel track. J“’ J =
Point to the exit of the turnout and click the left mouse button

3" Planlt

@tk €8 m Lk e e
DFEE thex o

FBE TEARE SHME O latx

iDEslrrs S8R @ADS 0 o d=wwilfadnuF
El

ioEslrez wew @RS S8

G TEALE SHMY DR

to begin the connection. Move the cursor to point to the line and verify the line is highlighted. PRESS AND
HOLD the left mouse button, adjusting the curvature until the arc does not touch the turnout.

IMPORTANT NOTE: When

~ [Tutorial - Figure 8.3pi]
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connecting track to a group or a
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turnout, make sure the connection
does not touch the group or overlap
the group. There must be a gap
between the connection and the
group as shown at the right. 3"
Planlt will properly fill the gap and
trim it for you, resulting in a
drawing that looks quite nice. Note
the gap between the turnout and the
arc as it is being drawn in the
example to the right.

The zoom in 2D is independent of
the view in 3D, so you can easily
edit at any magnification and
quickly return to the 3D view to see
the results.
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28.3.6 Adding Terrain to the Plan

Bring up the Layer Enable Dialog (Ctrl+D) and create a hew
Layer named Topography to hold the Terrain Mesh. Using
the ToolKit Draw / Draw Mesh / Rectangle or, from the
Menu Bar Actions / Draw / Mesh / Rectangle, surround the
track with a Terrain Mesh.

3" Planlt can automatically contour terrain around buildings,
as well as track. Let’s make sure terrain is contoured around
the Transfer Depot. Bring up the Properties Sheet for the
Transfer Depot in one of several ways: select it and use Edit /
Properties, right-click it and choose Properties, or hold

1
|

Wl M
Sz rmne Tma s e

down the Ctrl key and double-click the left mouse button =

while pointing at the building.

Choose the Appearance page and select Conform meshes to this group.
This will cause any Mesh to conform its terrain using the selected Cut and
Fill Definition. You can define several Cut and Fill entries in the File /
Settings / Cut and Fill property page. We will use the standard Cut And
Fill setting, so press OK to close the dialog box.
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Double-click the edge of the Terrain Mesh to start the Terrain Editor. Add a few hills to the terrain as
before. Don’t worry when the trees and building get embedded in the terrain, since the Conform operation
will fix this. When you are finished making the hills, hit Tab to return to 2D. You may be asked if you
want to Save this mesh as the Original Copy. Since this mesh has not been conformed, select Yes to save
the hills as they are drawn.
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In 2D you can see the change in shading that represents the terrain height at different locations. Select the
Terrain Mesh by pointing to its edge and clicking the left mouse button — the selected Mesh will cover all
objects. Now choose Edit / Mesh / Conform Mesh to Objects from the Main Menu. The path for the track
will be quite evident, as will the clearing for the building.
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Figure 8.3pi]

Now select Edit / Mesh / Align 15 £ o s ok st G BB TE 5587 OEslr 2 loif
Plants to Mesh. This sets the base
of every plant to the elevation of
the terrain below it. As you can see,
the track and trees are all visible
now.

To continue developing this track
plan, including a tunnel and
textures, please turn to the Terrain
chapter.
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28.4 A Figure-8 Track Plan

Let’s start a figure-8 track plan by drawing two circles. This is very representative of practical model
railroad layout, as it is usually a good practice to start a track plan by placing the circles for the main line
first.

28.4.1 Drawing the Main Line
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Select the Draw Circle tool, drawing a L

circle from the center outward. Point togthe ﬂ g ﬂ TN :
location you’d like to have as the center of one of the circles. { L\ | =
Press the left mouse button and hold it as you move the mouse. N TN LA
The circle will grow larger and smaller as you change the
radius from the established center point. Release the left mouse

button when its size is similar to the illustration above. Repeat
the same procedure for the second circle.

The circles are connected using the Connect £ s
With Easements tool used in the first exercise. == =%
This time, select one of the circles and start drawing the line to

the other circle. As you move your mouse around the screen, a  Sfas™ o 7em T D GtET e me s
“guide line” is drawn from the first circle to your mouse. The =iy |5
guide line shows you approximately where the connection will TN/

take place. ( N

Draw the guide line across the center of the space between the ==

two circles. Place the pointer over the second circle on the side
you’d like to be connected, causing the circle to highlight.
Click the left mouse button to complete the connection. The
connection is made, including spiral easements at each end of
the curve (you can make connections without easements by
choosing the Connect Direct tool). : e

To complete the figure-8, perform the same kind of connection =~ Fres = —re e sweeemeeeamat i s
starting with the other side of the first circle. Point at and Taee ™
highlight the first circle, click the left mouse button, point at T~/
the second circle, and click the left mouse button again. Your {

figure-8 main line is complete. e

IMPORTANT: As in the first exercise, it is possible that the
guide line will be on the “wrong side” of the first circle. If so,
click the right mouse button while holding the left mouse
button down to switch the line to the other side of the circle.

28.4.2 Setting Elevations and Grades

The figure-8 looks fine from above, but all the track is at the same elevation — zero. In the center, the tracks
cross each other. To make this an over-and-under figure-8, it’s necessary to define the elevation of the track
so there’s plenty of room for trains to go over and under at the crossing. As in the previous example, it is
critical to know where objects begin and end. Here are two ways to see the individual nature of each object.

IMPORTANT HINT #1: You can mark the endpoint of each object using File / Settings / 2D Display /
Highlight End Points.

IMPORTANT HINT #2: You can display each object type in a different color using View / Display style
/ Type or by entering Alt+Y. To return to Color-by-Layer mode, enter Alt+L.
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It will be easiest to work on this design if the view is Seesie s smeeeminene e =
zoomed, so press Alt+F3 to zoom in as tightly as possible.

Note the ends of the various track objects. In this example,
the options File / Settings / 2D Display / Highlight End
Points and Object Type Colors were used for clarity in
publication. In the illustration at the right, tick marks cross '
the track at the endpoint of each object.

Looking at the design, it seems practical to have the up- and
down- grades occur through the easements and curves at
both ends. Each line (tangent track) will be level, with one
tangent track at zero elevation and the other at an elevation

of five inches. - ——" 7

To set the elevation of several track objects, use the Path Tool to select the track. The Path Q ﬂ
Tool is used to select all track objects connected to each other between two end objects. Point ——

to the lower right spiral easement, near the end that’s touching the rightmost curve. Click the left mouse
button, highlighting the spiral easement in magenta. Point to the top right spiral easement and click the left
mouse button to complete the Path.

IMPORTANT: Watch the “shrinking circle” when you click the first object in a Path. It shrinks at the
junction of the first and second objects in the path. If your path goes the wrong way around the figure eight,
you’ll need to click at the other end of the first object.

You may now select the elevation using the Elevation Button or the Action / Set Elevation and ﬂ
Grade menu choice, or by right-clicking the path and selecting Elevation. Since we’ve paid no ==
attention to sizes up till now, you may find that a 5-inch clearance at the crossing results in a very large or
small percentage grade. That's fine for a tutorial, though!

Here’s what happened on the tutorial drawing created for this manual:

-
R0 ta et Lok s e [BWE T EABE o BB O e Set path properties E3

CEUs tmeX 0| H0S s td GRRBE08 o8 o J=Silksm
b (= “ Elevatinnl

Elevation of end paint |5"
Grade |2.31 %

1.32 degrees

Fiee

" Elevation of start point IU"
~

&

) Set ol paints in el abjests ba this eleyation
£ Add this elevation to &l points i &l cbjscts

Cancel |
You can see the grade worked out to 2.31% (1.32 - et e e
degrees) for a 5-inch clearance on this figure-8. Your
results will be slightly different as your layout will be a
different size.
S

Let’s take a quick peek at the drawing in 3D and see if
the elevation change really took place. This view shows
the track grade dropping sharply through the tangent track
that crosses on top. The tangent track’s endpoint was
automatically set to the same value as the last spiral
easement as part of the connection process.

e o o Focar @ e
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To set the elevation of the left curve, perform the same set of commands you used to set the elevation of the
right track. This time, start the path with the lower left spiral easement, ending with the upper left spiral
easement. Make sure you set the start point elevation to 5 inches, as your track is going downgrade as it
moves along the Path from start to finish. A downgrade from start to finish will display as a negative value.

As shown below, the grade in this direction is —2.83%. The difference in grade results from the left circle’s
smaller radius. Switch to the 3D mode using Tab. Note that the track is now smooth in grade, climbing
through the right circle and easements and descending through the left circle and easements.

Set path properties x| e el TEANRD BE a2 iz

Elevation |

Elexation of end paint ID” —
Grade |283°/,—

-1.62 degrees

Free

" Elevation of start point |5”
-

&

£ Set &l points inall objests t this elevation
) Bdd this eleyation b &l poitts it &l cbects

Cancel |

28.5 Drawing Track Point-to-Point with the Connect Tool  EEELE

The Connect Tool offers a feature that lets you quickly lay out main and branch + k IZ X
lines, using a single tool from start to finish. For this exercise, choose the Connect v l_ TR
with Easements tool as shown at the right. Create a new drawing by pressing -

Ctrl+N or by choosing File / New. Ty VA&
o —_—

Move the cursor around the screen to see the Connect Cursor. In L =V F

its usual condition, it is shown as an arrow with a curve connecting [«\5 it ERE R

two lines. The arrow indicates the cursor must be pointed at an &

object, such as a line, circle or curve. e

If you press the Ctrl key while moving the Connect Cursor, it will change to the _|ﬂ\“i

Connect to Point Cursor shown here. This allows you to connect to any point in the drawing,
from an existing object or even from a selected point.

When you have selected the Connect with Easements mode,
Siea raosssiitms a3 .« | pointto any location on the drawing, then press and hold the
| Ctrl key and click the Left Mouse Button.

Move the cursor to the right, and a red line will be drawn from
the first point to the cursor. When you get the first segment of
track drawn as you’d like it, hold the Ctrl key and click the
left mouse button. This will complete a connection between
two points, leaving a single piece of tangent track as a result.
Now release the Ctrl key and point the arrow of the Connect
Cursor to the right end of the first segment of track. Click the
left mouse button to begin a connection — this time, between
the existing line and another point on the drawing. When you
connect between a line and a point, 3 Planlt uses a curve to
make the connection.
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After you’ve clicked on the first object, as you move the cursor you will see a Reference Line drawn in red.
This indicates a point that the new track will pass through, and the object from where it will start.

e L Er Y eI |

e L Er Y eI
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Once again, press the Ctrl key so you can connect to a selected point. Press and hold the left mouse button,
then move the cursor to adjust the new curve. If the curve is smaller than the minimum radius for the layer,
it will be drawn in red as a warning. When you release the left mouse button, the existing track will be

trimmed to align to the new track, forming a smooth path.
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With the Ctrl key released, point to the curve and click the
left mouse button. This begins a connection from the curve,
which can again be connected to a selected point. To place
the track and complete the connection, press the Ctrl key
and click the left mouse button.

You can continue this process, connecting from one object to
a selected point, until you have a complex track built.
Remember, when connecting from a curve to a selected
point, you can click the right mouse button to change the
direction of the tangent.

This method lets you very quickly build track plans that run
through chosen locations, automatically including easements
and producing smooth, flowing lines.

e £ o g o e e IR TEL50 SEE O
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28.6 In Conclusion

These three exercises have acquainted you with many of the techniques used to design track plans with 3
Planlt. Its many tools let you design your layout in great detail, as described in the rest of this manual. The
key to a good design is to try a lot of ideas. That is the value of 3" Planlt. Experiments with different main
lines, branch lines, buildings and landscape will help you design a layout that is reliable and rewarding
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29. Helpful Hints

This chapter is a compilation of hints from users that you may find useful as you design with 3™ Planlt.

Use Color By Object Type (Alt+Y). This may be the most important hint for people who design with easements.
It clearly identifies each end of easements, which is difficult to determine without Alt+Y because they flow
smoothly into the adjacent objects.

Switch frequently between 2D and 3D view. If you are laying out a multi-level pike this is especially useful. The
3D view confirms that your drawing and your mental image are evolving together. It also forces you to resolve
clearance problems early before changes become time-consuming.

Use the floating ToolKit. Set it to disappear when a command is selected and reappear on a right-click, the default
settings. You will find this very quick and available when you need a tool.

Think stick shift and steering wheel. For ease of use, 3" Planlt groups the most frequently used hot-keys on the
left side of the keyboard. You can keep your right hand on the mouse and your left hand on the keyboard most of
the time.

Use lines to measure distances. You can use freehand lines to check the distance between two objects. Both the
Position Data Bar and the Object Data Window display the line length while drawing. You can also draw a
perpendicular line from a Circle or another line to check distance at a known 90 degree angle.

Watch the shrinking circles. This is especially important when using the Path Tool, as the shrinking circle shows
the departure end of the first object. The object attached to the first object at the shrinking circle will become the
second object in the path.

Use lots of layers. You can use an extra layer to hold dimensions for a room layer, and turn them off when not
wanted. Parallel helixes may be placed in different layers to simplify editing. Electrical wiring and accessories can
have a layer. There is no limit to the number of layers you can use.

Use groups to align several objects, such as in yards. Let’s say you’ve designed a nice yard, but then want to
rotate all of it 5 or 6 degrees after a change to another area. You can group the whole yard using the Select Tool,
then align it to a new track or rotate it as a unit. Ungroup the yard when you’re finished if you wish.

Use “Set As Favorites” in File / Settings. This allows you to set the default settings for all new documents you
create.

What caused that loop-de-loop? This results from connecting two Circles with easements, when one of the two
Circles is already connected with an easement. If you are using long easements, they can overlap, requiring a
nearly complete Circle to connect them. See Chapter 4, “A Special Case — Connecting a Circle to a Random Point”
for a technique to achieve the desired results.

Draw buildings and trees in Model Scale. Whenever you have prototype dimensions to work from, switch to
Model Scale and enter prototype units.

Turn off landscape layers in 3D. Trees contain dozens or hundreds of lines, which each must be positioned and
rendered in 3D. This can make rendering and rotation slow on even fast computers. Turn off landscape layers
when your goal is viewing your track in 3D using real-time rotation. Turn the trees back on for esthetic evaluation
from a few viewpoints.
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Is your terrain “flashing”? As you move your mouse around, when you cross over the edge of a Terrain Mesh
with highlighting turned on, the mesh will be redrawn. The objects associated with the mesh will also be redrawn
when the mouse clears the edge of the mesh. This can slow down drawing and get annoying. To stop it, Freeze the
layer holding the mesh. You’ll still see it, but it won’t flash any more.

Edit using track centerlines rather than rail-and-ties. If you are doing detailed work at higher magnifications, it
can be tough to locate the track centerline when rail-and-ties mode is selected. You might try Highlight End
Points, or switch to centerline display to make editing most comfortable.

CAD likes a powerful computer. For best performance, have lots of memory and a high-end video card. Over the
years, video boards from NVIDIA have proven themselves best for 3 Planlt and other CAD programs. Large
drawings also benefit from Solid State Drives with their fast access times.

Exchange 3™ Planlt drawings with friends. Anyone is free to load the 3 Planlt demo from the El Dorado
Software web site, http://www.TrackPlanning.com. E-mail a copy of your track plan to a friend and have them
download the demo to see it. They can print it, Zoom in on areas, view it with you on the phone, and even edit it to
some degree with the demo package. Or post your drawing on a web page... feel free to provide the above link as a
service to those who might load your track plan.

Borrow a plotter with continuous-feed paper. You can temporarily install 3" Planlt as a demo package on a
computer that has a plotter. This way, you can get very long, wide 1:1 printouts to guide construction.

Use 3" Planlt for many applications. 3" Planlt is a great general-purpose CAD package, useful for yard and
landscape planning, home improvements and additions, electronic schematics, flowcharts, organization charts, and
many other drawings. Make the most of your software investment!
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30. Selected Hot Keys

Colors

Layer determines object color
Monochrome

Native object colors
Questionable Track Display
Rail colors

Type of object determines color

Display

3D view or 2D view

3D Origin and Camera on/off
Armstrong squares on/off
Snap on/off

Grid lines on/off

Model Scale on/off

Native line widths on/off
Refresh screen image

Track details on/off

File

New file
Open file
Print
Save file
Settings

Object manipulation

Add object to Library
Convert object to lines
Copy to clipboard

Cut to clipboard

Flip right/left

Flip top/bottom
Elevation and grade
Group objects into single object
Ungroup objects

Move object to back
Move object to front
Paste from clipboard
Paste into same position
Paste into selected group
Resize by factor

Select all objects

Alt+L
Alt+M
Alt+N
Alt+Q
Alt+R
Alt+Y

Tab
Alt+C
Ctrl+Q
Ctrl+G
Alt+G
Ctrl+M
Ctrl+w
F7
Ctrl+K

Ctrl+N
Ctrl+O
Ctrl+P
Ctrl+S
Alt+S

Ctrl+Shift+L
Ctrl+L
Ctrl+C
Ctrl+X
Shift+F11
F11

Ctrl+E

F9

Shift+F9

F6

Shift+F6
Ctrl+Vv
Ctrl+Shift+V
Ctrl+Alt+V
Ctrl+R
Ctrl+A

Polygons, Polylines and Contour Lines

Change polygon front surface
Contour line profile adjustment
Interpolate vertices

Make object into 3D Solid
Randomize contour line height

Rotate, Tile and Roll

Roll selection, prompt for angle
Roll selection, use last angle
Rotate, prompt for angle

Rotate using last value

Tilt selection, prompt for angle
Tilt selection, use last angle
Tilt down

Tiltup

Slicing Object

Slice at end of another object
Slice at intersection of an object
Slice into segments

Slice where selected

Tools

Double-click of left mouse button
Right-click while left button down

Draw Freehand Line
Draw Perpendicular Line
Draw Tangent Line
Draw Freehand Circle
Draw Freehand Point
Draw Text

Connect

Connect with Easements
Path

Crooked path

Options

Alt+Shift+C
Ctrl+H
Alt+Shift+1
Alt+3
Alt+Shift+H

Shift+G
G
Shift+R
R
Shift+T
T
Ctri+l
Ctrl+U

Shift+F5
F5
Ctrl+F5
Alt+F5

Space
Space

>PSCMO>»TO0Or

t+0



Selected Hot Keys

Undo

Undo
Redo after Undo

View

Center 3D Origin in view
Center Camera in view
Center 3D Origin on selection
Center view on 3D Origin
Center view on cursor

Center view on selection

Windows

Document Map on/off
Layer enable dialog

Library Bar on/off

Object Data Window on/off
Object List on/off

Profile view on/off
Reference Point List on/off
Snapshot List on/off

Zoom

Fill window with grid
Half of current magnification
Previous zoom setting

Return from previous zoom setting

Set current view as favorite
Set to favorite view
Show all objects

Zoom in using rubber-band box

Zoom Forward
Zoom Back

Ctrl+Z
Ctrl+Y

Alt+F12
Alt+F11
Shift+C
Shift+F12
\%

F12

Alt+D
Ctrl+D
Ctri+Alt+]
Ctrl+Alt+O
F8
Shift+F8
Ctrl+Alt+R
Ctrl+Alt+N

Shift+F3
Alt+F2

F3

F4
Ctrl+Shift+F4
Shift+F4
Alt+F3

F2

F

B

3" Planlt



31. Cursors

Following is a description of the function for each cursor in 3rd Planlt.

b
N
N
[y
N
[§
5V
[
N
N
¢
e
[
N

N

Standard Cursor

Alignment Cursor

Copy Cursor

Slice Cursor

Parallel Cursor

Path Cursor

Crooked Path

Circle Attach Cursor

Line Attach Cursor

Multi-line Attach

Perpendicular line Attach

Rectangle Attach

Tangent Attach

Z-Line Attach

Point Attach

Point Attach Center

Connect Tool

Connect endpoints

Normal cursor.

Auto alignment is enabled.

Copy mode is enabled.

Slice mode: click object to be sliced.

Parallel mode is selected for drag and drop.

Select a path through objects whose endpoints align precisely.

Through objects whose endpoints touch at any angle.

Start drawing circle from nearest endpoint of selected object.

Start drawing line from nearest endpoint of selected object.

Start drawing multi-line object from nearest endpoint of selected object.

Start drawing perpendicular line from nearest endpoint of selected object.

Start drawing rectangle from nearest endpoint of selected object.

Start drawing tangent from nearest endpoint of selected object.

Start drawing vertical line from nearest endpoint of selected object.

Draw point at nearest endpoint of selected object.

Draw point at the center of selected circle.

Form a connection between two objects.

Connect two endpoints.



Cursors

Connect Crossover

Connect Turnout

Draw Circle

Draw Line

Draw Multi-line

Draw Perpendicular

Draw Rectangle

Draw Tangent

Draw Vertical Line

Draw Point

Draw Point Center

Draw Text

Zoom Tool

3" Planlt

Connect turnout routing exit to parallel line, inserting new turnout

Connect two tangent tracks with a turnout and optional connecting
curve and easement

Circle drawing mode.

Line drawing mode.

Multiple line drawing mode.
Perpendicular line drawing mode.
Rectangle drawing mode.

Tangent line drawing mode.

Z-axis (vertical) line drawing mode.
Point drawing mode.

Place point at center of selected object
Text mode.

Magnify to fill screen the area of drawing selected by tool



32.
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Icons in the Object Data Window

Length of a line or path

Length of a circle, helix or arc

Radius of a circle, helix or spiral

Azimuth of a line or spiral in degrees

Overall angle of an arc, circle or helix in degrees (note black letter)
Start angle of an arc circle or helix in degrees (note green letter, drawn counterclockwise)
Start angle of an arc circle or helix in degrees (note red letter, drawn counterclockwise)
Grade of an object or path in degrees

Number of turns in a helix

Railhead-to-railhead clearance in a helix

Radius of spiral at its least curved end

Radius of spiral at its most curved end

Spiral offset; distance between arc of curve and tangent

Delta X, the distance between two ends in the X-axis

Delta Y, the distance between two ends in the Y-axis

Delta Z, the distance between two ends in the Z-axis

X coordinate of object start point (note green letter)

Y coordinate of object start point (note green letter)

Z coordinate of object start point (note green letter)

X coordinate of object end point (note red letter)

Y coordinate of object end point (note red letter)

Z coordinate of object end point (note red letter)

X coordinate of object center point (note black letter)

Y coordinate of object center point (note black letter)

Z coordinate of object center point (note black letter)

Cut and Fill of object

Part number
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33. Icons in the ToolKit

-+ Draw an object

# Drawaline

g
N
I
|t

Freehand between any two points
Several lines in succession
Rectangle made of lines

Vertical line

Perpendicular to another object
Tangent to another object
Projecting line

Transition curve and projecting line

Coupler

3 Draw acircle

ﬁ%%@ﬁk&
=

¥ @ B G 4

From the center outward

From outside toward the center
Tangent to another object
Projecting curve

Transition and projecting curve
t

At cursor location

At center of object

Reference Point at cursor

Light at cursor

ViewPoint at cursor

A Draw text

2\ 0

B

A

Draw bounding box then fill with text
Elevation Marker

Coordinate Marker

Radius Marker

Grade Marker



Icon in ToolKit

<+ Draw an object, continued

-

2

¢

Draw a turnout

- Staight =< Spap

=¥ Curved =+ Offset curved
=< Crossing =< Single slip
Draw a helix

=% From the center outward
¥ From outside toward the center

@ Tangent to another object

Draw a polygon

Ay Triangle [ Rectangle
Ty Star I3 Hexagon
@ Octagon 3% 8-sided star
BR Terrain sheet ()

{# Freehand polygon J*  Polyline
Draw landscape object

W Oak & Birch

% Weed #  Pine

W Bamboo ¥ Gingko

&  Juniper ##  Honey locust
# Redwood

Place an image from an external file

Draw a mesh
B Rectangular
&  Set mesh defaults

@@ Elliptical

Draw a tunnel opening

# .  Point to point

N-sided circle polygon

8. Perpendicular to object

oA A

& Ao

Fy
!

+#

13
ELd

3" Planlt

Wye
Three-way

Double-slip

Pentagon
6-sided star
Sphere
Setsidesin N

Contour line

Pittosporum
Willow
Cherry

Dogwood

Freehand
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Icons in the ToolKit

[z  Selection tools

Iy
L3+
Y]

Select one or more objects; shift-click or rubber-band for multiple objects

Copy objects when moving

Make a parallel copy of the object or objects; right click during move for distance
Align object to another during move

Eyedropper; sample color from a single pixel

Paintbucket; deposits sampled color onto object lines

Paintbucket fill; deposits sampled color onto object front faces

Paintbucket back; deposits sampled color onto object back faces

{_ Connect two objects

<

B (&

by Y 2 &) T G

-
o

Connect directly with no easements

Connect with easements

Connect using fixed radius with no easements

Connect using fixed radius with easements

Set the fixed radius for future connections

Find a Path between two objects; requires alignment between each object
Find a Path between two objects; allow angles in Path
Connect the endpoints of two objects

Connect two tangent tracks with a turnout

Make a crossover between two tracks and an existing turnout
Connect two contour lines or polygons vertex-to-vertex

Connect two contour lines or polygons using triangular patches in Contour Sheet

@, Zoom controls

o

L4
af
S
@
Q@
QLD

Zoom in; rubber-band desired area to increase magnification

Reduce magnification factor to half its present value

Set Favorite settings to current magnification and position

Zoom to Favorite magnification and position

Change back to previous zoom magnification and position

Return to next zoom magnification and position; used after changing to previous
Set magnification so Grid fills the available view

Set magnification so all objects in drawing can be seen
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INDEX

2D
Display Settings ........ccoveveveriiiieirsireieieiens 73
Object List restriction.........cccocevvvviviveviernennn, 80
Return to 2D VIEW .......cccceeeviieeiiecnnne, 158, 165
Z00m feature ........ccceveeveece e, 168
3D
OFIgIN o 156
RENAEN ..o, 86, 145
VIBW i 85, 86, 156
View Origin on/off ..., 156
3-Way TUMOULS........cccveriiiiienee e 57
Align Tool ..o, 21, 23, 32
Aligning objects ........cccceevvevvviniienen, 23,88, 124
AL KBY oo 32
AlFDIAW. ... 135
AL 164, 171
ARFMOVE ..o, 124
AN e 6, 53
AlHO . 156
AltHQ.iiiice e 129,131, 132
AR 86, 145
AlES 92
AlFT e, 30, 164, 171, 175
APPLATANCE .....eeiiiie et 53
AIMSLrONG SQUAIES.....ccvivreiieerieeirieesieeesieesnsees 75
ATTAY i e 127
ATOW KEBYS ..o 85
AENUALION ... 59
AULO ALIGN ..o 76, 82
Auto-Ballast...........coovveeviiveeiiicree, 7,89, 163
Auto-Roadbed ... 89
AULO-SAVE ...evieeeciiie e 81
Ballast ... 90
Ballast and Roadbed Profile ...........cccccoeennen. 70
Benchwork..........ccocviineiiiniicee, 70, 87, 88
BridgeS ...ooovveiieieeee e 100
Broad, sweeping turns .........cccoeeeeveieeieeseeninns 25
BUIlAINGS ..o, 71, 165
ROOTS ..o 124
Tilt Up Construction.........c.cccevvevvvcrienne, 123
WallS....oooieiieecececceec e 125
WINAOWS.....coiiiieiieiieceeeeeere e 125
Bulkheads .........ccccovveiiiieiiiiie e 128
Camera ......ccocevvevrienennn, 12, 85, 86, 144, 145, 156
Follow the locomotive..........ccccceeveiiiecnnne, 143
HEIgNE .o 85
Circle
Draw from center.........cccoveeveiieiciieniecens 12
Draw from tangent...........ccocoeveiininicienens 12
Draw tangent to object...........ccovvvrvivncrnnns 12

Index
Drawing .....cccovevevenesesesieeieeseseseseennas 9,171
POSItioN and SIZ€ ........cccocvvvvveieiesece e 53
Circles
CONCENLIIC...cvieiiciece e 44
COoNNECEING TWO .....voviviiiieireee e, 43
Clearance Checking........ccooeveveneneieneneiennen, 130
Color by
LAYl ..o 73,121, 164
MONOCHIOME.....cviiiiiicceece e 124
Native ColOr .....ccovvviiereece e, 6, 53
Object TYPE ..ovvvevreieieieen, 30, 164, 171, 175
Connect
Circle to a random point..............c.c....... 25,175
Fixed radius ........cccooeieiininieniceee e 26
Gap between connections.............. 26, 131, 168
Two Step Connect Process .........ccceevvevennnene. 24
Connect Tool
Add Polygons........ccvvvereieeee, 116
Connect Crossover TOOI ........cccovvvvrvrenenne. 31
Connect Terrain TOOL.......ccooeverevivnnireene, 27
EXamples .....cccoovvveneneiiiniens 17,27, 134
Interpolation .........ccccevvevievecce e, 76
Tires and Axle assembly..........cccccveneee. 136
Connect Turnout Tool ........cccevevirennne 30, 168
Fixed radius connections ...........ccccceeerenuenne. 26
Guide liNe ....oovevieieceecee e, 24, 28,171
Polygon connections.....27, 133, 135, 136, 138
Subtract polygons ........c.coceevervinenninienn 116
Terrain connections
Example with windows ............c.ccceennen. 125
With easements................. 14, 30, 58, 164, 171
Without easements.......... 24,26, 100, 102, 171
Connection Radius..........cccceeerennenne. See Turnout
ContexXt MenU ........ccceevveeieiiiniesie e 5,161
Contour lines
DAllASE........ooiii 90
building aridge.......cccccvevvveviveiecie e, 27
drawing walls and windows........................ 125
hide connection lines .........cccccceevveiieieecnenne. 59
OPEIN .ottt 17
random elevation control ...........cccccceevvvennnne. 98
SHECHING c.vveee e 137
Contour Plane
difference from Polygon..........ccccociiinns 124
Converging track ........ccoceoeviieniiiiciee, 131
CoPY TOOI ..o 21,23
COoUPIING et 142
Crooked Path TOOl........cccccevveviicicecc e, 28

Cross Sections
DUIKNEAAS ...t 128



Index
CrOSSINGS «vvvevveeerie e steseeeeee e e e e e e enee e 57
CrOSSOVEN ...t 31
CSV AlES o 68, 151
CHITKEY o 95
CUIHA e 156
CHIHD .o 7
CUHM s 78
CHIHN. e 173
CUIHV oo 86
CHIHY o 160, 164
Ctri+Z...ooveveeiie 11, 81, 100, 160, 164
Curved TUINOULS......cccorieerieriee e 57
CUStOMIZE StartUP ...vecvveeeeeeie e 82
Cut and Fill Editor
Angle of CUt.....ccoveieiicc e, 101
Angle of fill ..o 101
Defining....cccooeeiiriiiieeee e 100
TUNNEIS .t 92
Tutorial......coveviiic 169
DIimenSioNing .......cceovvereneineneisenese e 51
Display
Draw track feature .........cccocoveneiinnninnennens 76

Show end-points on objects...73, 171, 172,
176

Display settings
Show circle centers.........ccovveninenicienene, 73
Show start/end when selected....................... 73
Dockable Toolbar........cccccovveiiiiiiiiciceceen, 5
Document Bar
3D rendering.......coeoveereieineneieeese e 8
Display grid on/off ..o, 7
Document Map on/off ..., 7
Enable layers ........cccooevivevveieinenn, 7, 157, 165
Object List on/off ........ccovevviiiiiiiiee 8
Set spiral length ... 8
Show turnout routing..........cccceeeeeveeiecnenne, 143
Snap onfoff .....ooovi 7
SWILChSTANS ......c.oeiiieiceee 143
Track display on/off ... 7
View plan profile ... 8
Document Map .......cooocevvveenieniiienieee 7,69, 167
DOWN AFTOW ...coeiiiiieeciiee e ciiee e e e ereea e sinee e 85
Draw Tool
Circle . 12
HEliX oo 14,58
LN .o 11
Centerling .....cooveveece e 135
COUPIEF e 139
POINt ..o 12
POIYGON....coiiiiiiiie e 15, 124
Smart TUrOUL........ccccovveiee e 14
TOXL.eovie e 5, 13,70, 150
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DXF FIleS ..ovoiveiiiciiceeceece e, 149, 151
Easement
Connect With........cccoeeeveeve i, 24,164
Connect WithOUt...........ccceeevveeiie i, 24, 26
Edit
AN o 139
Elevation.......c.cceevevceeiieeccec e, 28,172
Properties.......cccoeevveneinnenn 51, 104, 105, 169
REAO....coiiiiicectice e 160, 164
Transform
AITAY oo 127
Change to MeSh .......cccccovvveveveninie e, 102
Create ballast contours from path.............. 90
Make 3D Solid..........cceveneene. 134,137,139
(000 [o TR 11, 81, 100, 160, 164
El Dorado Software .........cccceevvvvveeennen. 2,54,176
Elevation..........cccceevvve v 7
Elevation Marker ........ccccocvvveeeeicieccee e, 13
Elevation Tool .......cccocevevviiiiciiiiecee e, 82
Elevation, through turnouts .............cccccceeeennen. 29
Enable Layers......cccccovevenevenennnenne 7,157, 165
ENVIronment ........cccovveveeiiii e 81
ESC KEY..ooiiivececeereeee e 11, 24, 166
EXPOrt VIEWS ..o 151
Exporting Data.........ccccevevieiiieveecree e 151
FaSCIas ....coceovvveiiee e 100, 162
Figure 8 Track Plan .........ccccocvveniiicnencnen, 171
File
EXPOrt ..o 151
NEW ..o 173
OPBN s 72
SAVE . 170
SELHNGS cvveveeeee e 92
FIle Bar....oooveicieecii e 10
Fill Color
Backside .....ccccoovvviiiiiie e 6
Fill color ..o, 59
Fill patterns........cccevveveevevcevee s, 15, 16, 59
Flexed Straight TUNOULS .........ccovverieinieicieen, 57
FID .o 145, 161
Floating Toolbar ... 5
Follow 1ocomotiVe.......cccocvvviviiceeeec e, 143
FONtaeee e 7
Function Key
ARFF3 e, 31,92, 156, 172
F2KEY oovviviieiieesee e 31, 155
F3KEY cooviiiieiiiei s 31, 156, 163
FAKEY ..ot 31
FSKEY oot 78, 92
S ) Y 109, 144, 165
FBKEY vt 8
FOKEY v 92,108, 150
ShiftHF3..ce e, 3, 5,31, 153
SITtHFD .. 92
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Grade .....covovveeiiiiece s 9,52,171
Grade Checking......ccocvevvvvvevevennie e 130
Grid
Actual Size Printing..........ccooeovveneiinnnennn 148
Auto Alignment and Snap Grid.................... 76
Major Grid LinesS........cccceveivnennieneniecnene 75
Minor Grid LiNeS........cccoeveveninenieieieiee 75
SIZE it 5
Snap Grid Settings........ccovvvreviereiiinenns 76
GIOUP ettt s 54
COSL..eeee e 54, 68
Embedding.........cccoeveiveieieiisnse e 54
ROING StOCK......cocveieiee s 140
SUMMANIZE ..o 68
TEXEUMES ... 108
Grouping a rectangle during draw .................... 83
Guide liNe ...cveevveececcee e, 24, 28,171
correcting placement ..........c.ccccooeveene 136, 171
Hatch or Hatch Pattern ...........coccoevvevvennee. 15,59
[ (1 S 14, 58
Helpful HINtS ..o 175
Highlight........ccoooiiiniieecee 14,160, 164
Highlight end points.................. 73,171,172, 176
Importing Files .......ccoevveveie e, 149
INFO BAr ..o 71
INStallation ... 2
INterpolation .........ccocooeviincineicece 76
Landscape OBJECES.....cccereeiirieincicisicieine 166
Layers
And the Document Map ........ccoceovveneieniennn 69
Changing ....coooeereiiireee e 9
Enable.......ccoooeviiiiiiiieee, 7,69, 157, 165
Frozen......cociniiieic e 69, 121
Layer SeleCt.......cccvvvviveiiieiieceece e, 6
Minimum radius CUIVe .........ccocevvveveiieniennenn 70
NEW ..ot 157, 165
Prevent terrain conform to track.................. 70
Track [ayers .....ccoovevvevevie e 70
ViISIDIE .o 69
Layout Splines
Build Information..........cccocvvevvviiiiennnnn 112
CheckboXes .....c.covvvrviriiieieeece s 115
Cutting tool.......ccovevviiiree 113
Included 1ayers .......ccocovvveiinenicieiee, 115
Material ........cocooieiiiiie 113
NOCNES ...t 114
Spline properties........ccoovvvereeieeneieneens 114
SPHINES .o 114
Track analysis.......cccoceviieiiienicicnen, 113
Building Layout Splines............cccceeevvrenen 112
Editing ..c.ooovieeeieee 116
Adding adjacent splines........c.cc.cccevennn. 117
Subtracting adjacent splines.................... 119

EXample....coooeveiiiecceeeee e 112,115

Index
Exporting to DXF .....covcveeee e, 116
Grade Changes ......ccccccvvevevievenene s e, 119
HEIIX oo 119
MaterialS........ccovveveiieiieccecece, 111,112
Material thickness..........cccceveveeveiiennnnnn, 111
NOLChES ..o 112,114
Spline types
Roadbed Splines .........cccoovveineneincnn, 111
Track SPlNeS.....cccoovviveiiinccce 111
Tool offset display .......ccccevveveieieneiecnne, 120
Wide SpliNeS .....ccovvviiicieeee e, 116
Layout Turnout button........c.cceeevereninnenn 57, 58
Layout verification ..........ccccevvvveveienninennne, 129
Layout Wizard.........ccceeevvveneveenene e, 3,153
L-GIrders ..oveveieece e 87, 88
Library Bar ......cccccooevevevcenninann, 4,9,30,71,81
LGNS ..o 59
Ambient Color ..., 60
ALENUALION ..o 59
Brightness and Color ..........ccccovevviiiincn, 60
Diffuse Color.......coevveviiiicieccieceeeen 60
Draw to0l .......ccooveiviiieee e 12
INEENSILY ..o 60
Specular Color.......cccvvvvieviiceee 60
SPOtHght ... 60
Line
Freehand .........cccoooeiiiiciici e, 11
MUIti-SEgMENT.....c.viiriiiiirieiee e 11
Position and Size ........cccccoveveiveiie e, 51
SEYIE e 6,52
TaNgeNt.......ooiieeeee e 12
Line Segment........cccovvvvveeeeieeece e 150
Line Style Bar........cccoovevveve i 87
LOCOMOLIVES ... 139
Magnification ..........ccceeviviiieniciieiees 31, 167
Measurement Units
AMEFICAN ..o 77,78
1 o 77,78
Set as favorite .......cocvvveveeieere e 78
Message Window .........cccceeveveiereneneseeenanen 28

Minimum radius70, 122, 129, 130, 131, 132,
174

Minimum Radius Checking..........c.ccoceovvnnene. 129
Mouse

Press, Move, Release interface...................... 81
MU o 142
Native Line Width ........c.cccooeviiiiiiiices 6, 52
Native Object ColOr.........cocvreeiiiiee e, 53
New file .o 173
NMRA tUIMOULS ......evveeeieee e 56
Non-proportional resizing..........cccceeverveirennne 9
Object Data WIindOW ..........cccovevivrvrniinannns 9,175
Object Library ......ccoceevevenennincncnenns 71,81



Index
(@] o113 I T RS 8, 58, 67, 80
Object Properties .......cccovevevevesvseseereeseenns 6,51
Open existing file ..o 72
OpenGL.....c.cccoevvvvriinrinns 16, 54, 79, 133, 138
OPErations .......c.ceoveerereenenee e 12,143
Other Programs..........ccoecerereenenieesenee e 86
OWNEF SELLINGS ...cvveveveieiesieeie e 76
Freeze Owner Information ..........ccccceeerenene 76
Page DOWN ... 85
Page Up oo 85
Paint
WiIndows UtHTItY ....cccoveveieiece e 86
Pan
with mouse Wheel ..........cocoovveivinencicieen 82
Parallel ToOl ..o, 164
Paste
From clipboard ..........ccccoovovniiiiiiiiiicies 86
Path Tool ..o, 28, 32,68, 172
PlOtter OULPUL ..o 148
Point
Draw at circle Center........cocovvvvviveivneerieninns 12
Draw at CUrSOr ........coceeveeieenecie e 12
Position and Size ........cccceoeveiiieiiiiicee 53
Polygons
Changing front surface ..........cccccocve. 123, 136
ClOSEA. ...t 15
DraWing .....ccoooveeieneiieneese e 15
Editing ....oooviverieiieeece e 16
Precision to select objects.........ccccovvevvererennnne 81
Printing .....ccoocvvvvvneneeeeieenes 57, 86, 147, 148
ACtUAl SIZE ..o, 147
MarGINS......cvieiriiiiirieee e 148
MUII-PAJE ..o 148
Pagination..........cccccveevvievie s 148
Plotter QUPUL .......ccvvviecieiie e 148
Registration ..........ccccccvvievieiiee i 148
Profile VIEW ..o 8
Properties.......c.ccocevvvevevievinennn, 51, 104, 105, 169
Property Bar
Layer SEIECT........couvireiierieiie e 6
Linestyle.....ccoovvovviviicieren, 6, 51,52, 87, 88
Native line Width .........cccoeveviiiiiiicies 6, 52
Set elevation and grade.........c.ccococeveiienennn 7
Set fill COlOr.....ccovviiiiiiicc e 6
Questionable Track............. 70, 73, 129, 130, 132
RAAIUS.....eeivieiecie e 9,12,129
FiXed. ..o 26, 77,122
Rail ..o 57,77
Rail Closure Radius..........c.cccceevvenen. See Turnout
[T [ 160, 164
Reference POINtS........c.cocevveeveeicveeennenn. 12,75, 126
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In frozen layers......ccccoevvveiveicveccce e, 69
Relationship to tape measure....................... 126
Refresh screen image...........cc..o...... 109, 144, 165
Rendering ........ccoceevevvinineinenn 79, 85, 90, 138
Resizing
Non-proportional ..........c.ccoceeieneinenciieen 9
Proportional ...........coccovineiinciciieces 9
RoIlING StOCK ..., 139, 162
ROOT drawing ........ccocevvevneneinincecseece, 124
RUIEIS. .o 8
(0] (=T g @ o[ PSRN 8
SCAIE i 77,175
Scenery
TIEES ..ot 123
S-CUINVES ..o 20
Sectional BUilder .........ccccoevveveveiiveeenene, 82, 154
SECETIAK ..t 45
Color BY TYPE ..t 46
Conversion to ODJECtS ........ccoceverrenierinenen, 50
DESIGNING....ceivirieiiierieeceee e 47
DIaWing ...covcvveereeiiinieeseneeee e 45
LimitationsS.......ccooeieieneneiieece e 47
Managing ST llibraries.........ccccccevvvevveinnnns 48
NUAQING c.veevecee e 46
RAIT .o 49
Sectional tarck libraries ..o 45
SEINGS ..o 48
SeleCt Al ..o, 156
SeleCt TOOI......covviieeece e 21
Access through menu.........c.ccoeevenenieenen, 159
Double clicking .......ccccocevvvievvnrieanne. 21,159
Effects of Shift, Ctrl, Alt .......c.oooovviiie, 32
Use of .....5, 16, 21, 51, 83, 159, 162, 165, 166
Selecting stacked objects.........cccccvevvveiiiiennene 22
Set Favorite Z0OM .......cccccveeireeieieese e 32
Set Fill Color ......cocoviiiiiieee e 6, 59
Settings
Cutand Fill .....ccoovvvviiiiieeen, 92, 100, 169
DiSPlaY.....coveeririeeiie 73,74
Color by Object TYPe ....covvvvveeiirieiiiees 80
(€] ¢ o S 7
Highlight End Points .........cccccovvniinnne. 171
Native Line Widths..........ccccoevvvvrininnnnne. 52
Native Object ColOrS .......cocevveiiiiiiies 6
(€] ¢ T TSRS 75
OWNET .ttt 76
SNAP GFid...c.veiiiieieee 76
Topography......ccccoeeiiiiieniieiee, 13,59, 75
TrACK.cviieeeee e 70, 76
TUINOULS....eveeeee ettt 30, 77
UNIES oo 77
Drawing Size ......ccceovvevvvreneineeesenenes 5

Set AS FaVOIIteS.....ccovcvveeeeeeiee e 175
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Wood and Wall ... 78
ShIft KEY oo 85, 156
SIAINGS cvveeeee e 122
Slice

AL iNtersection ... vevvvenieieee 78, 92

SHCE HEre ..o 121
SIip SWItChES ..o 57
Smart TurnouUt..........ccceeeeeinieneen. 14, 56, 57, 167
Smooth Shading ........ccoeevvvrvieiiiciicies 69, 79
Snap

ON/OTF o 160
SNAP Grid....ocveieieiie s 76
SNap SWILChES.......cccviiiiece e 58
SORtTIAK ..o 33

Changing to ObjectS.........ccccevvevvevviiievienn, 35

Connecting with SoftTrak Easements .......... 42

Moving Multiple Vertices ..........ccccocevvrennn. 38

Point-to-Point Layout ...........c.cccevereivncrnins 37

S-CUIVES ...ttt 35, 42

SOftTrak CUIVES .....ocvveveeiie e 33

SoftTrak Easements........cccoeevevvveneeeeniennn, 39

SOftTrak ROULES.......ccvevieiiiiie e 36

Spline-Like Editing .......c.ccovevvevveiniinieeen, 38
SO BY LaYer .vvveeee e 69
Sound effects

SWItChing SOUNS ........cccecveveriee e 81
Spiral easements...........ccocvvivviveierienenn 8, 54, 149
Spirals

Fixed length ..o, 8

Setting maximum length...........ccocoviininenn 8
SPHINES . 18, 60

CUDIC ot 18

Minimum acceleration (MA)..........ccccevenne. 18

ROUNAEA ... 18
SPotlight ... See Lights
StAIS..ocvevee e See Polygons
SEAMUPD oo 82
SEAtUS Bar ....ocveeiiiiieeee e 10
Stitching Contour Lines........cccccovveveiienencnn 137
Substitution Radius..........c.cccevverieenne See Turnout
SWItChSLANAS......eeeeveeccieeceee e 7, 143
SYMBOI ..o 14, 55, 56, 58
System ReqUITEMENTS ......ccervevierieiniereesienieneas 1
Terrain

CONNECEING.....eeveieiiieeieie e 27

Examples .......cccoovniiiiiinen 17, 27,134
INterpolation ... 76
Tires and Axle assembly ........cccccceeee. 136

CreekS...ooviieieec e 17,27,91

Cut and fill profile ... 6

Dynamic Contour Lines .........ccccoceveveriennn 102

Jagged mountains ........ccoceveeeneneenenn 94, 98

Index
MESH e 96
RIAQES ..veveirce e 27
Smooth Shading.......cccccevvveveviniciecne, 69, 79
TUEOrTAl . 97
Terrain Editor .....ccoceevvvieeieie e, 91, 158
Terrain Mesh ......ccvveeveieiieee e, 157
Terrain Templates........ccocovveiiineiiiiceenes 127
Text
Word Wrapping ......ccoceveeeeeenenenene e 13
Texture BrOWSES ......veveveeiiiiiiiiiieeee e, 105
TEXIUIES wevvvveeeeee ittt 105
Alpha ..., 106, 109, 110
Applying —general .........cccoevevivvieinene, 105
Applying to Groups .......ccevvevverererereeenne 108
Applying to Terrain Meshes ............ccccue..... 108
AULOSCAlE ... 106
Repeat pattern ..o 106
SCAlE . 106
Transparency .......cccceceevveenneennn 106, 109, 110
TRIOTHIE v 143
Tilt Up Construction .........cccoecevvvvnvninannns 83, 123
Tip of the Day......ccccovevveie e 82
Tool
AlGN ..o 21, 23, 32
Connect TEIraiN ......oocvveee e, 27
Connect Tool
Connect Crossover TOOl ........ccccovvveenneenee. 31
Connect Terrain TOOl........ccccceevviiveeennennne, 27
With easements............. 14, 30, 58, 164, 171
Without easements......24, 26, 100, 102, 171
CopY TOOL ..o, 21,23
Crooked Path Tool........coccoevveveeiiiiceieeeie 28
Draw Tool
(O | (o [T 12
HEliX oo, 14, 58
1 LT 11
POINt.....ooiiiie e 12
Polygon.......cccccvvieiee e, 15,124
SMart TUMNOUL.......oveeeiiieiiieeeee e, 14
=) S 5,13, 70, 150
Elevation TOOl .......ccoeeviiiieieeiee e 82
Parallel Tool ....cc.oooveeeeeeeeeeee e, 164
Path TOOl .....cooevvveeeiieee, 28, 32, 68,172
Sectional Builder ............ccoovevvviieiiciiiee, 154
Select TOOI....oooovciiiiiiiii e, 21, 32, 159
Z00M TOOl...ocoiiiiiiiiee e, 31,32
Toolbar
Document ...........ccoeuvveeee. 4,7,89,90, 143, 160
File oo 4,10
Property ...cccocveveeieeiieeiee 4,6,13, 28,100
SEALUS . 4,10
TOOIKIE eveieeeeee ettt 11
COoNNECL.....ccvveeeevieeeeeee e, 24,32,164,173



Index
Connect TUrNOUL.........cocvvvriiirieeecciieeene 30, 168
Crooked Path .......ccocevvieviiciicceee e 28
Parallel........ccocoviiiiiiieee e 32, 164
Path........... 14, 28, 29, 32, 52, 58, 90, 172, 175
SEIECT ..o 21, 159
TOOITIPS «veeeieeeereee e 11
Topography
Display .....cccovreiiiieiie e 75
Interpolation ..........cccoevvineneiiee 76
Automatic interpolation factor.................. 76
Fixed interpolation distance.........c..c......... 76
SEHINGS ovveiee e 75
Track display ....ccoevvevieveiiiice e 167
Track gaugeS.....cceveievierere e 70, 77
NaITOW...cvvviiiii e 70
StANAArd....oeeeviiiee e 70
Track layers ......coeovveieeiinee e 70
Track On/Off .....oviiieieiee e 167
TIEBS e 93, 95, 123
TrHANgleS. ..o See Polygons
TTUCKS ettt 141
TUNNEIS ..o 53, 70, 91, 92
Turnouts
Adding aturnout..........cccccvevveeneinnie e, 167
Connect Turnout Tool ..........ccceevvveenene 30, 168
Connection RAdiUS ......cvveevvviiiiiiieee e 77
Defaults ......ccvviiiiee e, 30
German Style..........coovvviiiniieee 77
MOdIfYiNg ....ccooveiiiieiieieee 57, 58
OFffset CUIVEd ... 58
Part NUMDErS......ccveeeeeeeee e 58
Radii
Connection RadiusS .......ccceevvvieeiiiieeeinen. 77
Custom RadiUS .....ccvvvvivvieeeiiiee e, 77
Rail Closure Radius.........ccccoeevvvveeiinennnn. 77
Substitution Radius.........ccccoeevveeivcineeinnen. 77
Rail Closure Radius.........ccccceevvveieiviiiire e, 77
ShOW routing .......cccevvevveiicic e 143
Smart Turnout.........ccccvveveeeennne 14, 56, 57, 167
Substitution Radius..........cccceevvevvveeiveeereenne. 77
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S-WAYS ovveirenieeir e 57
CUINVE ..o 57
WS ..o 57
Two Step Connect Process ..........ccoevvvereenenne. 24
UNCOUPIING ..o, 142
UNdo...ocoveiicecceeen 11, 81, 100, 160, 164
UNGIOUP ..ot 92
UP AITOW ..ottt 85
Vertex (Vertices)
Deleting a VEMeX.....coovvvveeeeieeiece e seseannns 16
Vertical aSemMENtS.......ccvevvereivereineneeniens 39
(000] 0] 0] [ S 40
Fixed radius .......cccovvervinennieescees 40
View object list......cccevveveveviniir e, 8
Walk around your track plan .................... 85, 156
changing Step Siz€......covvevevenine v 85
WiNAOWS......coviiiiiiiciececceeee e 125
WOO ..o 87
Alignto buttend..........ccoooeveiinineiiinece, 88
DIMENSIONS ....cccvveicvieecriec e 87, 88
L-GIrders ....coceeeveicieeeie e 87, 88
Line Style ...ooveeiee e 6, 87
POSItIONING ....ccviiiecieceecee e 88
WOrd WFapping .....coccveveeieesee e seese e 13
WOrKDOOK ......cviiiiiiiiiicieee 3,153
WWYES oot 57
Zero railhead height..........ccoooviiiiiiiniien, 75
Zoom
BacK......oovviieieeei e 31, 156, 163
Forward..........cccoveiiiiiciiceece e, 31
In31, 155
Set FaVOrite......ccovveieeieccecceece e 32
Show all objects..........cccc....... 31, 92, 156, 172
TO FaVOIILe ..o, 31
ToFull Page .......ccoooevevvecveieeen, 3,5,31, 153
To Half Size...coooiiiiie, 31
With mouse Wheel ..., 82
Z00M CUISOF .....eiieeieeieeie et 155, 167
Z00M TOOl ... 31,32
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