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1. INTRODUCTION

This tutorial provides an introduction to the common tools and functions contained within Deswik.CAD
in an Underground Hard Rock operation, however as this tutorial is an introduction to Deswik.CAD
functionality, the learning’s can be applied generally.

This tutorial is designed to be used in conjunction with the training data folder 4.01 Intro to CAD for
Underground Hard Rock containing all of the training data, software files and a completed set of CAD
exercises.

Z % o A R R

A You must have Deswik.CAD software downloaded and licensed to be able to complete this tutorial. If
you are attending a Deswik training course, the license will be supplied on the first day of training.
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2. LEARNING OBJECTIVES

This tutorial has been developed to introduce the learner to Deswik.CAD and familiarize them with the
common tools and functionality used to navigate the Deswik.CAD interface effectively.

At the conclusion of this tutorial, the participant should be able to;

e Load and identify Deswik.CAD files

e Managing licenses

e Identify Deswik.CAD terminology

e Navigate the CAD display

e Configure the CAD interface

e Manage toolbars

e Dock and pin windows

e Manage navigation shortcuts, shortcut menus and hotkeys
e Manage layer control

¢ |dentify and understand the states of layer

¢ Manage common dialog boxes, prompts and inputs

e Manage the properties window

e Manage attributes and attribute values

e Create and manage filters including the interactive filter
e Manage files

e Import and export data

e Selecting and modifying entities

e Manage snapping

e Manage visual styles including shaded view and animation
e Manage working planes

e Manage the viewing plane

e Create and manage legends

e Copy and move data

o Create plots (layouts) and viewports

3. SETUP

This tutorial is a self-paced and/or guided tutorial and is to be completed using the tools and functions
contained within Deswik.CAD.

This introductory tutorial is a dual purpose tutorial containing a mix of reading theory and practice
exercises and should be accompanied by the training data 4.01 Intro to CAD for Underground Hard
Rock

. 4.01 Intro to CAD for Underground Hard Rock
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4. REQUIRED DOCUMENTS

The documents required to complete this tutorial are;

e 4.01 Intro to CAD UG HR Datasets Soft copy folder
0 4.01 Upper Stope Wireframes.dm DataMine polyline file
0 4.01 Upper Lode Vulcan solid file
e 4.01 Intro to CAD UG HR Export Data Soft copy folder (Empty)
e 4.01 Intro to CAD UG HR Exercises *.vdcl Deswik.CAD file
e 4.01 Intro to CAD UG HR Completed *.vdcl Deswik.CAD file
e 4.01 Intro to CAD UG HR Tutorial v3.3 PDF Hard copy tutorial

5. GETTING STARTED

As explained earlier, this tutorial contains a mix of reading theory and practical exercises which use a
pre-prepared Deswik.CAD project to practice the various exercises on.

5.1. LOAD DESWIK.CAD DATA SET

The following steps will guide the loading of the Deswik.CAD project and some basic navigation tips to
get started.

1-— Open a new/blank Deswik.CAD file;

1. Open a new/blank Deswik.CAD document by either;

a. Selecting the Deswik.CAD icon % from the Windows Start menu
or

b. Selecting the Deswik.CAD icon % from the desktop.

v

6% Deswik.CAD (54 bit) - v3.2.1325
File Edit View Layer Format Inset Draw Medify Tools Window Help
DEH @Ry o & FY 5 e ~ "k v V¥ Vo % T Vo | [<NoFitering

02 = i Move Warking Plane: f 0] .v (? (Q'@ @ [ REJE-i @\
HERRR AT EHTEN SN E AR B T@E

Clipping: 0]

Pen Color: | |~ | Pen Width: 0|2 | LineType: |BYLAYER SAIRAER S N
|'..$ Layer Control 1 x Document 1
= 0
r_/o A new/blank document opens.
V4 The name updates the first time the
document is saved.
A
P
o
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2. From the Main menu run the File | Open command or click the = button from the File/Edit
toolbar.

DEH *B@EA9 ™~ &~
3. From the presented Windows Explorer screen, open the 4.01 Intro to CAD for Underground Hard
Rock folder.

4. Select the 4.01 Intro to CAD UG HR Exercises.vdcl file and click

" 4,01 Intro to CAD for UG HE Exercises.vdcl

It's recommended a specific folder be created to save the Deswik.CAD files that will be created during
this tutorial.

5.2. IDENTIFYING CAD FILES

Deswik.CAD files can be identified by the Deswik.CAD icon and/or the Deswik.CAD file extension.

DESCRIPTION DETAIL

Deswik.CAD icon The Deswik.CAD icon is located in the top, left corner of the display.

#5% Deswik.CAD (64 bit) - v3.2
File Edit

View Laye

Deswik.CAD file extension *.vdcl (Vector Draw Compressed Drawing).

0 There are 2 additional Deswik.CAD file extensions which are detailed later in the tutorial.
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6. LICENSING

Deswik Software Application Licenses can be installed and accessed, either locally, on a client's
computer or on a network server.

The Deswik License Manager shows all of the licenses that are available for a client's machine to use.

A One valid Deswik.CAD license enables the user to open one instance of Deswik.CAD, if additional
(simultaneous) Deswik.CAD instances are required; a valid license is required for each of these
instances. Multiple documents however can be opened in a single instance of Deswik.CAD.

Deswik License Manager - 3.2,1430 = B R
File Tools Help 4
% (Roaming Licenses) My v3 Licenses

. Deswik.Landform.Solution =
./ (Local File) valid ]{
__ :I deswik-bkp1 Host: DESWIK-25 (local)
- Roaming: Mo
Deswik.IS =
Valid ]{

Host: DESWIK-26 (Jocal)
Roaming: No

Deswik.CAD

Valid

Host: DESWIK-26 (local)
Roaming: Ne

=

Host ID{s): 4c516c31

@ Refer to the Downloads section of the Deswik Client Portal https.//clientportal.deswik.com/user which
contains detailed Deswik Licensing documentation.

6.1. OPENING THE LICENSE MANAGER

When a valid license is not detected, Deswik.CAD displays the following warning message which requires
the user to obtain a valid license, or the application is opened in read-only mode.

_ :
I\ Warning
The license manager could not obtain & valid license for this Deswik

Product. This could be due to network connectivity issues, or
disconnection by an administrator.

Click "Yes' to open the license manager now to try obtain a vald license,

Click Mo to start the application in read-only mede {you wil be unable
to save any of your changes).

For the purposes of this tutorial a temporary license has been provided.

1-— To open the License Manager;

1. From the Invalid License Detected dialog box click
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https://clientportal.deswik.com/user

0 To open the License Manager from the Main menu at any time, run the Help | Licensing | License
Manager command.

Contents ¥, Vi | |<NoFitering>

Search 0o @\

Release Notes
o fom (B e el

Licensing > License Manager

Ab,

2. From the presented Deswik License Manager run the File | Import command.
3. From the presented Windows Explorer screen, navigate to the project location, open the License
folder and select the Deswik-Demo license.

@ The valid Deswik.CAD license is displayed in the main panel of the Deswik License Manager.

Deswik.CAD =
Valid ]ﬂ/
Host: DESWIK-26 (Jocal)

Roaming: MNo

6.2. NETWORK LICENSES
To access a network license from a local machine, the server that is broadcasting the license must be
referenced by the License Manager. Once the network server has been added to the list of available

license servers to check, it will be checked for a product license each time required.

A Network Licenses are automatically checked back in by the server if it detects an idle client and the idle
time exceeds a timeout period (approx. 1 hour) or if a network disconnection occurs.
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6.2.1. CHECKING OUT A LICENSE FOR ROAMING

Machines that do not have a license stored locally can easily roam a license from a server. A license that
has been ‘checked out for roaming’ from a server is called a Roaming License i.e. if the user requires to
take the computer home for the evening to work, but do not have a network connection at home, the
user could roam a license from the network for 1 day.

1-! To roam a license from a server; select the desired product from the list of server licenses and click
{ Chedkout for Roaming |

% (Roaming Licenses)

|/ {Local File)

My v3 Licenses

Deswik.Landform.Solution B
valid ]f

B :' deswik-bkp1 Host: DESWIK-26 (local)
-

& Roaming: Mo
7
B Deswik.IS (=
e ]E) Deswikls 5 valid ]f
]( DeswikScheduler ersio 3 Host:  DESWIK-25 (ocal)
Roaming: Mo
=
]f DeswikLandformSolution
= Deswik.CAD e
]E') Deswiklend Valid Ir
Host: DESWIK-25 (local)
Roaming: Mo

Checkout for Roaming

6.2.2. CHECKING IN A ROAMING LICENSE

When a license has been checked out for roaming the license appears under Roaming Licenses in the
License Manager.

i3 Deswik License Manager - 3.2. 1430 o = =
File Tools Help -
5] % {Roaming Licenses) “ | My v3 Licenses Return Al
(=] Deswik.Landform.Solution Fa
i ]E) - valig 't
-, (Local File) Host: DESWIK-26 (local)
l_/ Roaming: Mo
2 DM deswik-bkp1
.‘ Deswik.IS '
------- ? DeswkCAD o ]5()
? Deswikds Host:  DESWIK-25 (local)
Roaming: No
? Deswikscheduler
= Deswik.CAD
uﬁ Deswid andfarmalution e %
.......... ? Deswikdlend Host:  deswikbkp1
Roaming: Yes Stop Roaming
Host ID(s): 4c516¢31
ZU To check in/return a roaming license; click =2 mnt . to return an individual roamed license, or

click - ! to return one or more roamed licenses.

A Roamed Licenses that have not been checked in/returned by the user are automatically checked back
in and returned to the pool of available licenses after midnight on the date of the roamed license
Expiration.
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7. TERMINOLOGY

Deswik.CAD contains different types of entities for the purpose of modeling, creating, designing and

modifying various shapes.

The table below describes some of the more common entity types used in Deswik.CAD;

ENTITY DESCRIPTION AKA

Polyline A Polyline is a connected series of line segments. | e Strings

e Multi-Line Segment
Polygon A Polygon is a Polyline which has been closed. ¢ Closed Polyline
Polyface A Polyface is a group of line segments which are e Triangulation

either open or closed. e DTM

e Mesh

e Wireframe
Surface A Surface is an open Polyface. e DTM

e Open Polyface
Solid A Solid is a closed Polyface. e Mesh

¢ Triangulation
e Wireframe

(&) crapTERS REVIEW

Before proceeding to the next chapter; review the subjects below and confirm the particular skills have
been acquired. The acquired skills and knowledge should include;

SKILLS & KNOWLEDGE

Load a Deswik.CAD * .vdcl file using two methods.

CHAPTER REFERENCE

Load Deswik.CAD Data Set

Identify a Deswik.CAD project or file.

Identifying CAD Files

Install a temporary license.

Opening the License Manager

Check in and check out roaming licenses from a server.

Checking Out a License for Roaming

The theories covered in these topics can now be applied to similar processes.
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8. DESWIK CAD DISPLAY

The main platform contains seven main areas which house some of the more common functions
contained in Deswik.CAD. The functionality has been grouped together to allow for ease of use and
improved navigation and the various areas can be configured to the users preferred layout.

To get started with Deswik.CAD, it will help to get familiar with the general layout of the application.

The main application has seven main sections;

Main menu Model Space Toolbars
E Layer Control window E Output window E Properties window

Status bar

1Sl A an i AP E R R R WS Ve LG [onreme G kv deieend AR
| I Parw | 4 $ SER D ARBBEAE L NO FI 'T]
BolHE ~ T R RER AR RS PR OBER e Y- AL SHIASAOCS - L
3 =] Fen wiceh [ v Type: [VLAYER: e MWW ¥R & v cPckPreset To Aoy # i B - BEBREO -~

O mMANE A Beela

A For this tutorial and while learning the product, it is highly recommended that all toolbars, windows
and menus remain in their default locations.
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8.1. MAIN MENU

The Deswik.CAD Main menu contains all the commands available to the user to work within Deswik.CAD.

i

File Edit View Layer Format Insert Draw Meodify Tools Window Help

When a Main menu command is selected, a drop-down menu of multiple commands and sub-menus
is displayed. If a menu option has an associated shortcut icon, it will be displayed to the left of the
menu item.

Hover the cursor over a command in the drop-down menu to highlight the command and click to

select.
[Eormat |
Snap Mode b
Selection Mode r

Shortcut icon ! -N& Block Model Slicing [
Display Dynamic Slice |rﬂ—J| Highlighted menu item
Image List

Text Styles |
Dimension Styles

Point Styles

Lighting

External Reference Files

8.2. MODEL SPACE

Graphical entities are displayed and edited within the Model Space.

Open Documents
cument 1 | Documen

Bl XYZ Axis Guide

Scroll Bar
Scroll Bar ,-

MODEL
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A The cursor displays as crosshairs . within the Model Space, unless Deswik.CAD is processing a
command such as File | Save. In this case the cursor displays as an arrow within the Model Space and
no other functions can be processed until the active command has processed, at which time the cursor
returns to the crosshairs.

0 The user can easily work within multiple projects in Deswik.CAD simultaneously. Document names are
displayed on tabs along the top left of the Model Space. Click on a tab to make it the active document.
The active document is always highlighted (the color will depend on the View | Look and Feel style
selected), and the tab for the active document will be displayed ‘in front’ of the other tabs.

8.3. TOOLBARS

Toolbars provide shortcuts to many Main menu commands. The majority of toolbars are located at the
top of the screen with additional toolbars down the left and right sides of the screen.

Main Toolbars

EEREL RN P AR T R T R NMA P AR 1Y ¥ %6 | [Selnd> UL K T
Clipping: | B [ w[:[ B | n]:] § = MoveWorkingPlane: | ¢ | 5./ § FH4¢ H B - H QBB L -0+ Friog -
BEEHE A HTE®  TUER AR I GEFoAED 2w XYY - Al "HIAADD -
| B v [<PickpresetTodpoyr [~ | Ep kv BT - @@ @O -

Pen Color: [ | ~| Pen Width: 0> | Line Type: [BYLAYER - PR e

Left Side Toolbars

g \NAR4 - XAPEQg¢/vEm- Bod-i@o2Fp0®0 -

Right Side Toolbars

RLEKRLD EABRRDR 20 B ¥ o8& |E

In default mode, hovering the cursor over any of the buttons on a toolbar will display pop-up text
(called screen tips), which provides the button’s associated command and a short explanation of what
the command does. Clicking on any toolbar button will run the associated Main menu command.

o N TN NN TSI | s LI D P TN O R

ipping: | i EN - 102 | v MoveWorkingPlane: | 4t | 103 & | F 4 Edit | Filters | Hide Selected Entities BER A - NDOr FEOR -
AR AT H T @ o T 0 EEEk R (R - | e sdected enttes = MUY A MHIAAOG S

@ Refer to Configuring the CAD Interface for further information on toolbar options.
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8.4. LAYER CONTROL WINDOW

All layers created within a project are displayed in the Layer Control window. Layers allow the user to
quickly change the visibility of the data by selecting ! or clearing

layer names.

the checkboxes to the left of the

Layer Control n

x

4 0
4 UNDERGROUND HARD ROCK
=% TUMMEL STRINGS
[ l&=# TOPO SURFACE
=% DUPLICATE SOLIDS
=% TUMMEL SOLIDS

To display Layer tool tips, hover the curser over any layer in the Layer Control window, further
Description can be added to the tool tip by right-clicking the layer and selecting Properties from the

shortcut menu.

AN = NN <3 i NVl IR Vo

Pen Color [ | ~| PenWidth: | 0] 2] Line Type: BYLAYER IR ZSAE

PLICATE SOLIDS

INNEL SOLIDS

Selected Layer : 0YUNDERGROUND HARD ROCKITOPO SURFACE '

Active Layer : 0\UNDERGROUND HARD ROCK\TUNNEL STRINGS

Refer to Layer Control for further, detailed information on Layer Control window options.

8.5. OUTPUT WINDOW

The Output window defaults to the Command tab view which displays a Command field for user
inputs and a window displaying a history of command prompts and user inputs.

Additional information including XYZ coordinates, Azimuth, Dip and Distances are contained within the
Rotation, Coordinate, Relative Rotation and Relative Coordinate tabs. These fields can be locked to
assist with picking precise points in the Model Space.

Output

Command:

EEY 0// ‘-?‘__I Command| | Rotation | Coordinate | Relative Rotation | Relative Coordinate

|

‘ Output | Tasks
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When running a command, if a prompt is closed in error or it is simply no longer visible, and the user is
able to refer to the Output window for the previous prompt.

Command:

Specify Start Point :

~

Specify Nest Poirt ar [Arc Close, Unda] :&
Specify Second Point of Arc or [Angle,CEnter, Close Line, Radius, Tangential, Second pt,Uindo] :

Specify End Pairt of Arc :

8.6. PROPERTIES WINDOW

l User input l

Prompt
histary

All entities in a Deswik.CAD project have properties associated with them. These properties are
displayed within the Properties window when an entity is selected in the Model Space.

0 When entities are selected in the Model Space, always check the Properties window to ensure the
correct number and type or entities are selected. The Properties window remains blank if there are no

entities selected.

Properties

Fixed Properties

The Properties window is divided into 3 sections: Fixed Properties, Attributes and Variable

Properties.

Properties

calarted Entitas

Fixed Properties

Attributes

Projection Details

Variable Properties

LineType
LineTypescale
LineWeight
PenWWidth
ToolTip

LRL
Vertexlist

| Attributes

| Sort Attributes

BYLAYER
LW _BYLAYER ~

03

| Properties

@ Refer to Properties Window for further, detailed information on Properties and Attributes.
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8.7. STATUS BAR

X-2131447  Y:8527.233 20,000 Working Azimuth: 00 Dipi0.0 | View Azirmuth: 0.0 Dip: 00 = ORTHO

The Status bar is located at the bottom of the screen and provides real-time information regarding
entities in the Model Space. Move the cursor, or as it changes the view within the Model Space, the
Status bar will provide the user with X, Y and Z coordinates, Working Azimuth and Dip, and View
Azimuth and Dip.

ORTH

@ When ORTHO (Orthogonal Drawing Mode) is enabled/toggled on o it forces digitizing to be

performed at 90 degree angles. Click to toggle off ORTHO so digitizing can be at any angle.

18.7.1. PROGRESS BAR

The Status Bar also contains a Progress Bar which provides the current status of the current command.

X:3,400.291 : 5,425.795 £:315.638 Working Azimuth:

A When Deswik.CAD is processing a command the cursor also displays as an arrow within the Model
Space and no other functions can be processed until the Progress Bar has completed and the cursor
returns to the crosshairs.

(&) crapTERS REVIEW

Before proceeding to the next chapter; review the subjects below and confirm the particular skills have
been acquired. The acquired skills and knowledge should include;

SKILLS & KNOWLEDGE CHAPTER REFERENCE

Understand the Deswik.CAD interface is comprised of 7 main areas. Deswik CAD Display
Identify that there is one or more projects open at a time. Model Space
Locate the last command in the model space. Output window
Display tool tips for toolbars. Toolbars

Apply the orthogonal drawing mode. Status Bar

The theories covered in these topics can now be applied to similar processes.
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9. CONFIGURING THE CAD INTERFACE

Certain areas of the Deswik.CAD interface can be configured to suit the users or the system

requirements i.e. general settings, toolbars and dock windows.

9.1. GENERAL SETTINGS

Default settings in Deswik.CAD such as display, system and backup options can be modified to suit the
user's preferences.

1-— To modify settings run the Tools | Options command from the Main menu.

@ The presented Options dialog box defaults to the General tab view where general settings can be

modified i.e. Cursor Size, Rotation Speed and Multi-Figure Selection Key.

0 Most of the remaining default Options do not require modification, or in the case of Backups are

General | Display | System | View Copy | Backups | Autometic Refresh | Extemal Fiies |

Cursor
Pick Size: |10
Auds Size: |50

Grips and Selection

Gip Size: |10 &
[] Display Polyiine Start Grip
] Add to Selection on Click

Multi-Figure Selection Key

@ Control Key () Shift Key

Mouse Wheel Zoom
Sensitiviy: (=) 1 @
[ Reverse Direction
Arow Key Panning
Senstivity: (=) ———+={}— &
Rotation Speed
Sensttivity: =/ ~ _U &
Snaps

Snap Size: |16
Prompt On Trim To Ertities

detailed later in this tutorial.
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9.1.1. GRAPHICS DISPLAY SETTINGS

Deswik.CAD uses OpenGlL lists for faster rendering, however if the user has an older graphics card in
your computer that cannot support the use of OpenGL lists, this may cause your computer to crash.
This setting can also be modified via the Tools | Options command.

z-ﬂ To modify graphic display settings;

1. From the Options dialog box click the System tab.
2. From the Graphics Display section clear the | Use OpenGL lists for faster rendering checkbox.

| General I Display| System |\|"|ew Copy I Backups I Automatic Refresh I Exdemal F|Ies|

Design Window Graphics Display

ze OpenGL lists for faster rendering

Model Background: _] Tum off to improve rendering

performance with older graphics cards.
[ Set Document specific Background Calor

Redraw Timer: |30 = Maximum Bitmap Size for Draped Images

Curve Resolution: | 500 [ Set Max Size (KB): [1000

LEAREG

No. Recert Commands: |20
[ Imperial

Stope Optimizer
Licensing Delay {secs): |4 =

3. Click

9.2. TOOLBAR SETUP

Toolbars can be customized to suit the user's requirements. By default, most Deswik.CAD toolbars are
‘pinned’ in one section under the Main menu, with the exception of several toolbars; Snap Mode,
Grips, Visual Styles, Rotate, 3D Views and View Planes. These toolbars are ‘pinned’ vertically to the
left and right of the Deswik.CAD main screen.

O You can ‘un-pin’ any toolbar from its default, ‘pinned’ position and move it to a new location or leave it
as a floating’ toolbar.
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|9.2.1. ADD OR REMOVE A TOOLBAR SHORTCUT

The toolbar shortcuts can be added or removed as desired to provide control on what is available and
is not available in the toolbars.

1- To add a toolbar shortcut;

1. Right-click on a ‘pinned’ toolbar and select Customize from the shortcut menu.
2. From the Customization dialog box, select the Toolbars tab.
3. Select the required toolbar checkbox ¥

Customization pcd

Toolbars | Commands | Options

Toolbars:

| Standard

| Main Menu

| 3D Views

| Zoom

] Visual Styles

| Clipping Reset

4
=
]
=

| Working Flane
o | Filter

| Legend

| Annotation
o

Madifi Canaral

Close

Close

4, Click

To remove a toolbar shortcut, clear the required toolbar checkbox || from the Customization dialog
box.

|9.2.2. MOVE A TOOLBAR

Toolbars can be relocated to new locations on the Deswik.CAD platform.

Z-— To move a toolbar;
1. Hover the cursor to the left of the toolbar to be moved.

2. Wait until the cursor changes to cross arrows %
3. Click and drag the toolbar to a new location.

il CRIE-PT-
4, To'pin’ the toolbar to its new location, drag the toolbar to the new location and drop it.

0 Toolbars and menus can be reset to their default locations by running the View | Reset Menus to
Defaults command from the Main menu and restarting Deswik.CAD.

A For this tutorial, please leave or reset all toolbars, windows and menus to their default locations.
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9.3. DOCK WINDOWS

The Layer Control, Properties and Output windows are all known as dock windows. By default,
these windows are docked on the left, right and bottom of the Deswik.CAD main screen.

Control panels for plugins in Deswik.CAD (e.g. Dump Scheduler, Interactive Scheduler) are displayed
as dock windows as well. All of these windows can be moved to a new location, or hidden from view at

your discretion.

5 Deswik.CAD (54 bit) - v3.2.1695

File Edit View Layer Format Insert Draw
DEH $2@d9 > &~ &4
Clipping: | [ w :| E 0 8~

REERR A7+~ H

Laver Comtral

4 0
SAMPLE LAYER 1
SAMPLE LAYER 2

S

Click and drag to
unlock the window

84 Deswik,CAD (54 bit) - v3.2. 1685

— =

‘“‘1.7

Pen Coler: || = | Pen Width: 02| Line Type!

File Edit View Layer Format Insert Draw

DEH s 2B9 ¢ &~ &3

Clipping: | E 02| 2 10 -

da B eadd B = A

Pen Color: | 1|~ | Pen Width: o2

Layer Control

4 [V=f 0
[Vi=# SAMPLE LAYER 1
[Vlm=# SAMPLE LAYER 2

The window is now
floating, ready to be
docked in a new
location

@& AX o+ rM\

-

Document 1 | Intro to Deswik.CAD Exercises_v3.2

A If any dock windows, such as the Interactive Scheduler or Underground Design Toolbox are loaded
when you opened the Deswik.CAD project, they are not required for this tutorial and therefore can be

closed.

ZU To close dock windows click '**! at the top right corner of the dock window to be closed.

Interactive Scheduler n

“ Settings -

Project Options
Activity Types

Underground Design Toolbox n

Enable vector Changes
| Auto Lock

Create
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To reveal a dock window that has been closed; run the View | Dock Windows command and select the
required dock window, which will be displayed in its last docked location.

5% Deswik.CAD (64 bit) - v3.2.1695

Ll

File Edit | View Layer Format Inset Draw Modify Tools Window Help

RE=R" Copy To Clipboard F [ TSR E N L T AR A ]

Save To Bitl
Clipping: ave lo bimap Move Working Plane: t 10 2 ‘ %
Switch Background Color
B2 @ B2 s LT = T R ]
L us Dock Windows » Layer Contral

Pen Color: Look and Feel 3 External References

Layer Cd Reset Menus to Defaults Properties

|-I““g Reset Form Startup Locations Output Window
c/: [ |{ Regen Workflow
V.d [ # Refresh Layer Control Tasks
B Solid Selection » Landform and Haulage Scheduler
s Visual Styles N Interactive Scheduler
o

. Pan

|9.3.1. UNPINNING DOCK WINDOWS

Dock windows can be ‘unpinned’ when they are no longer required, giving the user more room to view
entities in the Model Space.

lh- To ‘unpin’ a dock window click the pin icon (currently in the ‘pinned’ position) from the title bar of the
dock window to be ‘unpinned..

Layer Contral Ex
4 o

4 [=# UNDERGROUND HARD ROCK

@ Deswik.CAD will hide the window, creating a tab (with the name of the window) in the corner where
that window was displayed. Hover over the tab, the window will be displayed. The moment the cursor is
moved away from that window, it will disappear again.

|9.3.2. PINNING DOCK WINDOWS
Dock windows can be ‘pinned’ as required to different locations on the Deswik.CAD platform.
1-— To ‘pin’ a dock window;

1. Hover the cursor over an ‘unpinned’ window tab to display the window.
2. Click the pinicon (currently in the ‘unpinned’ position).

Layer Control IE'X

= l=# 0
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@ Deswik.CAD will ‘pin’ the window in the same position that the window was displayed.

A For this tutorial and while learning the product, it is recommended that all Dock Windows remain in
their default locations.

(& cHaPTER REVIEW

Before proceeding to the next chapter; review the subjects below and confirm the particular skills have
been acquired. The acquired skills and knowledge should include;

SKILLS & KNOWLEDGE ‘ CHAPTER REFERENCE
Adjust the defaults settings for Deswik.CAD to suit the user. General Settings
Adjust graphics display to suit the graphics card. Graphics Display Settings
Unpin, add and or remove a toolbar. Toolbar Setup
Relocate a docked window in Deswik.CAD. Dock Windows
Reveal a dock window that has been closed. Dock Windows

The theories covered in these topics can now be applied to similar processes.
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10. SHORTCUTS

There a several shortcuts available which assist in the navigation and operation of Deswik.CAD.

10.1. NAVIGATION SHORTCUTS

The table below provides a list of some of the more basic navigation shortcuts within Deswik.CAD.

FUNCTION DETAIL INSTRUCTIONS

Rotation | Use the Rotation feature to Hold the <Shift> key down and <Left mouse> click.
grk:;che view in the Model Click the L button in the Top Right section of the

pace. screen.

Zoom Use the Zoom feature to Use the Scroll Wheel on the mouse.
zoom the view in and out in
the Model Space.

Zoom All | Use the Zoom All feature to Click th b " the Top Middl ) fth
quickly align the view to ick the utton in the Top Middle section of the
include all current visible screken..
entities in the Model Space. Hotkey:Z+ A

Pan Use the Pan feature to Click and hold down the Scroll Wheel and drag the

quickly drag the view of
current visible entities in the
Model Space.

mouse to the desired view.
Use the keyboard Arrow Keys to pan the Model Space.

10.2. HOTKEYS

The Hotkeys listed below are used to control some common functions within Deswik.CAD.

Key

Esc (escape)

DETAIL

e Hit the <Esc> key to clear the current running feature or command.

Ctrl (control) e Hit the <Ctrl> key to let the user select multiple entities in the one selection
command.
Spacebar e Hit the <Spacebar> key to rerun the most recent command performed.

Tab

windows.

e Hit the <Tab> key to quickly move between selections in certain Deswik.CAD
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110.2.1. CREATING HOTKEYS

Users can create and edit keyboard shortcuts that are associated with Main menu commands in
Deswik.CAD.

A Shortcuts must be unique and impossible to confuse with another command i.e. if there is already an
existing shortcut ‘AA’, you cannot create a new shortcut ‘AAA’, or ‘A’ as it would make the other shortcut
commands redundant and unusable.

z-ﬂ To create a hotkey;

From the Main menu, run the Tools | Shortcuts command.

From the presented Shortcuts dialog box select the command ID and enter a unique Shortcut.
Enter a Description (optional).

Ok

e

Click to save the shortcut and close the dialog box.

[} Shortcut | Description -

CID_DRAW_S0LIDS_OBJECTS

CID_DRAW_SOLIDS_POINTS

CID_DRAW_SOLIDS_SECTIONS
CID_DRAW_SOLIDS_SLICEATWORKINGPLANE
CID_DRAW_SOLIDS_SLICES MSL
CID_DRAW_SOLIDS_SLOPEMARKERS

CID_Draw_Solids_Sphere
CID_DRAW_SOLIDS_SURFACEBOUNDARYPOLYGONS
CID_DRAW_SOLIDS_SURFACEPOLYGONS
CID_Draw_Solids_Tessellate MD
CID_DRAW_SOLIDS_THICKNESSSURFACE
CID_Draw_Sclids_Torus

CID_DRAW_TABLE
CID_DRAW_TABLEHOLDER
C|D_Draw_Text_|nteractive
CID_Draw_Text_Menu

[=]
=1

DRAW TABLE SHORTCUT

ok | [ cancel | [ Hew

10.3. SHORTCUT MENUS

Deswik.CAD offers several different shortcut menus when you right-click: the shortcut menu that is
displayed and the commands/options offered will differ depending on where the cursor is when a
right-click is engaged.

There are 4 different shortcut menus depending on where in the project you right-click;

e Model Space

e Model Space (with entities selected in the Model Space)

e Layer Control window

e Layer Control window (with the cursor over a specific layer)

A The Model Space shortcut menu varies, depending on whether any entities are selected in the Model
Space.
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10.3.1. MODEL SPACE

When no entities are selected in the Model Space, the shortcut menu displays an historical list of
commands recently executed i.e. breadcrumbs.

When an entity is selected in the Model Space, the shortcut menu has additional commands which are
specific to the type of entity selected.

"'is Tools | Query | Volume Madify | Polylines
" Draw | Polyline Madify | Polygons
m View | 2D Views | Top _?‘[3 Mod!f‘y|Pon\!nes\ant5|DeIete
iz Modify | Polylines | Points | Insert
View | Zoom | All Label
gl“ View | Rotate | Orbit "k Tools | Query | Volume
Layer | Delete "\. Draw | Polyline
_é Modify | Erase ) View 3D Views | Top
‘i:[ Draw | Rectangle erwlzwm Al
29 View | Rotate | Orbit
Draw | Circle | Center, Radius Layer | Delete
Layer | Isolate & Modify | Erase
La)rer | Add 171 Draw | Rectangle
¥, Edit | Filters | Unhide All Entities Draw | Circle | Center, Radius
Layer | Isolate
“  Edit| Filters | Remove All Layer | Add
Help | Search W, Edit| Filters | Unhide Al Entities
M' | Working Plane Displai ﬁuide & Edit | Filters | Remove All

10.3.2. LAYER CONTROL

The Layer Control shortcut menus assist in the quick modification of layers and/or the selection of
data within a layer.

There are 2 shortcut menus available to assist in the quick modification of layers and/or the selection of
data within a layer:

li- From the Layer Control window, right-click when the cursor is not over a layer name and the following
shortcut menu displays:

Layer Control n )ﬁ
4= o
4 [T§=4 UNDERGROUND HARD ROCK
["&=# TUNNEL STRINGS
[T#=# TOPD SURFACE
|["5=# DUPLICATE SOLIDS
[Tl&=# TuNNEL sOLIDS

Add

Display All Layers
Hide All Layers

———f
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A This shortcut menu relates to the Layer Control window, not a specific layer.

Z-— From the Layer Control window, right-click when the cursor is over a layer name and the following

shortcut menu is displays:

Layer Control a2 x
4 [Vifo
4 [1&# UNDERGROUND HARD ROCK
TUNNEL STRINGS

Activate
=
=] Lock

Add
Delete

Rename

Attributes...
Properties..

Interactive Filter...
Zoom to Visible Entities...

Select Entities
Deselect Entities

Izolate

A This shortcut menu relates to the currently selected layer only.

4.01 Intro to CAD for

’10.3.3. REFRESH LAYER CONTROL

The View | Refresh Layer Control command updates all layers in the Layer Control window, ensuring
that all layers are represented, and regenerates the drawing in the Model Space using the source data.

’E CHAPTER REVIEW

Before proceeding to the next chapter; review the subjects below and confirm the particular skills have
been acquired. The acquired skills and knowledge should include;

SKILLS & KNOWLEDGE

Use shortcuts to zoom, rotate and pan.

CHAPTER REFERENCE

Navigation Shortcuts

Create and use hot keys.

Hotkeys

Initiate shortcut menus at various locations in Deswik.CAD.

Shortcut Menus

The theories covered in these topics can now be applied to similar processes.
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11. LAYER CONTROL

An individual layer in Deswik.CAD is the equivalent of an overlay used in paper-based drafting. In
drafting, multiple overlays might look something like this;

Walls

Electrical

Furniture All layers

In Deswik.CAD, entities contained on multiple layers might look something like this;

LAYER 1 LAYER 2 COMBINED LAYERS

Layer Control nox Layer Control B ox Layer Control R x
4 ] 4 0 P 0
4 UNDERGROUND HARD ROCK 4 UNDERGROUND HARD ROCK 1 UNDERGROUND HARD ROCK

| l=# TUNMEL STRINGS TUNMEL STRINGS =

[Vli=# TOPO SURFACE TOPO SURFAGE .:;z TUMNEL STRINGS

[l&=# DUPLICATE SOLIDS [(l&# DUPLICATE SOLIDS TOPO SURFACE

[4=# TUNMEL SOLIDS [l TUNNEL SOLIDS DUPLICATE SOLIDS
TUMNEL SOLIDS

Layers are the primary organizational tool in Deswik.CAD and can be used to;

e Group information by function i.e. keep entities with a similar purpose on the same layer
e Enforce line type, color and other standards
e Organize data/entities to make it easier to manage the information in your document

@ In Deswik.CAD a layer can have entities of any type on them. Entities can also have Attributes applied
to them by layer. This topic is covered in greater detail later in the tutorial.

Deswik.CAD uses a hierarchical layer structure, or layer tree to organize layers, meaning the layer tree is
comprised of ‘parent’ layers and ‘child’ layers.

Layer Control 1 x ll

PARENT LAYER 1
=% CHILD LAYER 1
[¥4=# CHILD LAYER 2
L.[Vl=# PARENT LAYER 2

) A "w‘ I L e Y ‘I‘"««.&)\

@ The layer tree or structure is displayed within the Layer Control window.
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11.1. STATES OF A LAYER
A layer has 3 possible states; Visible, Selected and Active.

A The state of a layer is a critical concept in Deswik.CAD, understanding how and why to set or change a
layer’s state will assist the user to ensure that data is written, saved or processed to the correct layer.

Layer Control o x

¥ 0
VISIBLE
| M= SELEcTED |

ACTIVE

0 There is an exception here; a layer that is not Visible, Selected or Active is still a layer, a hidden layer!

|11.1.1. VISIBLE LAYER

Entities on a Visible layer are displayed in the Model Space, unless a Filter has been applied, and can be
selected and modified. There can be an unlimited number of Visible layers at the same time.

1' To make a layer visible;

1. From the Layer Control window, select the checkbox ¥ to the left of the layer name to make the
layer Visible.

UMANW,_H“M”
a[=f0
4 UNDERGROUND HARD ROCK
l=# TUNNEL STRINGS
|_&=# DUPLICATE SOLIDS
TUMMEL SOLIDS

)
2. From the Main menu, run the View | Zoom | All command, or click & to align the view and

include all current visible entities in the Model Space.
3. Clear the checkbox L to the left of the layer name to hide the layer. Entities on a hidden layer are

not visible in the Model Space.

Holding the <Ctrl> key and selecting a ‘parent’ layer checkbox | will change the visibility of a ‘parent’
layer as well as all of its ‘child’ layers to the matching state.
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11.1.2. SELECTED LAYER

Certain functionality such as Filters and Legends apply to Selected layers and many commands
provide the user with the option of writing the output to a Selected layer instead of an active layer.
There can only be 1 Selected layer at a time.

Z- To make a layer selected;

1. From the Layer Control window, single-click on the layer name to make the layer Selected.

4 UNDERGROUND HARD ROCK

M2 TUNNELSTRINGS ]

TOPO SURFACE
DUPLICATE SOLIDS
TUNNEL SOLIDS

@ The background of the Selected layer name turns blue in the Layer Control window.

2. Todeselect a layer, click in the white background below all of the other layers in the Layer Control
window or select another layer.

| 11.1.3. ACTIVE LAYER

All new entities are created on the Active layer and for many commands; the default option is for
Deswik.CAD to write the results to the Active layer. There can only be one Active layer at a time.

1-— To make a layer active;

1. From the Layer Control window, double-click on the layer name to make the layer Active.

N s W=, R |
4 ]
4 UNDERGROUND HARD ROCK
=& TUNNEL STRINGS
[Ci=# Toro surrace |

LN

| =% DUFLICATE SOLIDS
TUMNEL SOLIDS

@ The Active layer is indicated in BOLD typeface in the Layer Control window.

2. To deactivate a layer, the user must activate another layer.

Selecting Activate from a layer shortcut menu will also activate a layer.
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|11.1.4. THREE STATES OF A LAYER SUMMARY

The States of a Layer concept is a critical concept in Deswik.CAD, the following table summarizes the
features of each of the 3 states;

LAYER STATE DETAIL

Visible e Layer Control window - checkbox ¥ is selected
e Entities are visible in the Model Space
e Unlimited number of visible layers.

Selected e Layer Control window - background of selected layer name is blue

¢ Some functionality i.e. Filters and Legends apply to a selected layer

e Many commands provide option of writing output to a selected layer
e Maximum number of selected layers is 1.

Active e Layer Control window - active layer name is bold
¢ New entities are created on an active layer

e Outputs, by default are written to an active layer
e Maximum number of active layers is 1.

11.2. LAYER MODIFICATION

In complex projects, it is a good idea to carefully structure the data using layers so that it can be easily
found later. Layers also allow the user to quickly change the visibility of the data grouped under them.

The Layer menu, accessed via the Main menu, contains all the tools required to manage the layout and
properties of the layers setup in Deswik.CAD.

The majority of commands contained in the Layer menu can be accessed by right-clicking on the actual
Layer in the Layer Control window. This will ensure the Layer command running is being applied to the
desired Layer.

|11.2.1. ADDING A LAYER

In this exercise, we will add a new layer, as a child layer to the O\UNDERGROUND HARD ROCK layer.

ZU To add a new layer;

Isolate the 0\Underground Hard Rock layer and make it visible, selected and active.
Right-click on the layer and select Add from the shortcut menu.

In the presented Add Layer dialog box, input New Layer in the Layer Name field.
Clear the | Set Active checkbox.

Eal

Add Layer EZ

Layer Name: |New

&

oK Cancel
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5. Click ¢

@ The layer is created in the Layer Control window as a child layer of the Selected layer (Underground

Hard Rock).

Layer Control n x

4 0
TUMNMEL STRINGS
TOPO SURFACE
DUFLICATE SOLIDS

[ l=A TUNNEL SOLIDS
A NEW LAYER

O Before adding a layer, first decide where to place the new layer in the layer tree, as the new layer will
automatically be created as a ‘child’ of the layer that is currently Selected. Therefore, select the
appropriate layer first. If no layer is Selected when the Layer | Add command is run, the new layer
will be created at the top level of the layer tree.

|11.2.2. RENAMING A LAYER

In this exercise, we will rename the New Layer, created in the previous exercise.

1' To rename a layer;

1. Right-click on the newly created layer and select Rename from the shortcut menu.
2. Inthe presented Rename Layer dialog box, change the Layer Name to Renamed.

3. Click %

0 The layer name is changed from NEW LAYER to RENAMED.

|11.2.3. DELETING A LAYER

In this exercise, we will delete the RENAMED layer and assess the impact of trying to delete an Active

layer.

1-— To delete a layer;

1. Activate the O\UNDERGROUND HARD ROCK\RENAMED layer.
2. Right-click on the RENAMED layer and select Delete from the shortcut menu.
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@ Deswik.CAD will not delete an Active layer, click oK to close the dialog box.
3. Ensure the RENAMED layer is not active by making another layer active.
4. Right-click on the RENAMED layer and select Delete from the shortcut menu.

5. Click JE to delete the layer.

& craPTER REVIEW

Before proceeding to the next chapter; review the subjects below and confirm the particular skills have
been acquired. The acquired skills and knowledge should include;

SKILLS & KNOWLEDGE CHAPTER REFERENCE

Understand the three states of a layer. States of a Layer

Add, delete and rename layers. Layer Modification

The theories covered in these topics can now be applied to similar processes.
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12. COMMON DIALOG BOXES

Deswik.CAD uses a selection of dialog boxes, shortcut menus and on screen prompts to process
information.

Many commands in Deswik.CAD require the user to specify what entities and/or layers are required for
the command.

Deswik.CAD uses 2 main dialog boxes to determine this information;

e Select Entities dialog box
e Layer Selection dialog box

12.1. SELECT ENTITIES DIALOG BOX

The option selected from the Select Entities dialog box dictates the entities Deswik.CAD uses to run a
command.

A For Deswik.CAD to use the correct entities to run a command, the correct entities must be chosen!

ZU To demonstrate the Select Entities dialog box;

1. Isolate the O\UNDERGROUND HARD ROCK\TOPO SURFACE layer and make it visible, selected and
active.

2. From the Main menu run the Tools | Query | Volume and Surface Area command or click
from the toolbar.

9 Further information on the Query commands is covered later in the tutorial.

Entity Selection
@ Visible Ertities
(") Selected Entities
) Selected Layer - IWUNDERGROUND HARD ROCKNTOPRO SURFACE
) Active Layer - 0WUNDERGROUND HARD ROCK\TOPO SURFACE

(7) Specified Layers [I]

() Al Entities - 555

3. Click %

@ The Select Entities dialog box may change depending on the command selected, current entity selected
in the Model Space (if any) and the current layer setup.
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The following table details the options available in the Select Entities dialog box;

FIELD DESCRIPTION

Visible Entities Select all visible entities in the Model Space.

Selected Entities Select all entities already selected in the Model Space.

@ If Selected Entities is chosen, but there are 0 entities currently selected in the
Model Space, the user will be prompted to select entities once OK is selected.
Right-click when you have made your selection to run the command.

Selected Layer Select all entities on the Selected layer.

Active Layer Select all entities on the Active layer.

Specified Layers Select all entities on a specific layer. To select a specific layer or multiple layers,
click the oK button to the right of Specified Layers.

All Entities Select all entities on all layers in the project.
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12.2. LAYER SELECTION DIALOG BOX

The layer selected from the Layer Selection dialog box dictates the input or output layer Deswik.CAD
uses to run a command.

e By selecting a specified layer in the Layer Selection dialog box, the user can select all the entities on
that layer to be used as inputs with the command:

Entity Selection
) Wisible Entities
) Selected Ertities
() Selected Layer - (WUNDERGROUND HARD ROCKMNTOPO SURFACE

©) Active Layer - D\UNDERGROUND HARD ROCK\TOPO SURFACE
[® Speciedlayes [ 0|
() Al Ertities - 555

e Some commands will require the user to select a layer to write the new information to, once the
command is run.
e The Layer Selection dialog box lets the user control where the new information is output.

[Tk External References
4 [ lg=A UNDERGROUND HARD ROCK
[l&=# TUNNEL STRINGS
TOPO SURFACE
[Tl&=# puPLICATE SOLIDS
[Tl&=# TUNNEL sOLIDS

Select Al | | Deselect Al | | Wildcard

42 | Page



12.3. PROMPTS AND INPUTS

As commands are executed in Deswik.CAD, prompts for information (e.g. insertion points, angles) are
displayed in semi-transparent pop-up text boxes to the bottom right of the screen. These pop-ups
usually remain there until the action is performed, or until the user ends the action.

x b 4
Deswik.CAD Deswik.CAD
Specify Mext Point or [Cllose, [Alrc, [U]ndo Insertion Point:
Hold down Ctrl to Trace existing polylines
(Right dick or ESC to complete]...

The table below outlines the common fields, outputs and commands used to complete Deswik.CAD
prompts;

FIELD DESCRIPTION

Command field Command: 10 $
Typed input first displays in the Command field.

Output window Input data from the Command field is moved to the Output window after the
user hits the <Enter> key.

Optional prompts Whenever a prompt provides options in square brackets [], these are optional
prompts i.e. for the prompt Specify Next Point, the user is able to type ‘a’ for
[Alrc, ‘'c’ for [C]llose or ‘U’ for [UIndo.

@ Input is not case sensitive i.e. ‘a’ and ‘A’ are the same to Deswik.CAD.

Right-click Right-click to finalize the command.

<Esc> Hit the <Esc> key to terminate input and abort a command at any time.

’ 12.3.1. FOLLOW THE PROMPTS

In this exercise, we will create a simple entity to demonstrate the use of prompts and inputs.

Z-— To follow the prompts and draw a box;

1. Add a new ‘parent’ layer and name it: 0O\PRACTICE

0 The O\PRACTICE layer will be used to save various ‘child’ layers as exercises in the tutorial are
completed.

2. Add a new ‘child’ layer and name it: O\PRACTICE\PROMPTS
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3.

@ © No vk

10.
11.
12.
13.
14.

Ei

1

Isolate the new layer and make it visible, selected and active.

Layer Control o x

4 [ =A0
4 [ &=# UNDERGROUND HARD ROCK
=# TUNMEL STRINGS
=% TOPO SURFACE
=4 DUPLICATE SOLIDS
=# TUNMEL S0LIDS
4 [V PRACTICE

4 |

Run the Draw | Solids | Objects | Box command.

PROMPT: Insertion Point

INPUT: Click in the appropriate location in the Model Space to indicate the Insertion Point.
PROMPT: Length

INPUT: Enter ‘150’ as the desired length of the box and hit <Enter>.

As the user types, the number will appear in the Command field. When the user hits <Enter>, the
number will move down to the Output window, becoming a part of the prompt and input history.

PROMPT: Width

INPUT: Enter “150' and hit <Enter>.

PROMPT: Height

INPUT: Enter “150' and hit <Enter>.

PROMPT: Rotation

INPUT: Deswik.CAD will provide a ‘leader’ line from the original insertion point to your cursor to
assist you visually if you wish to click in the Model Space to manually select a Rotation Angle, or
enter a Rotation Angle and hit <Enter>.

Deswik.CAD draws a solid box (cube), often used to represent a Dump Overflow area.

Use the rotation and zoom commands to view the solid from different perspectives in the Model
Space.
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12.4. LEFT MOUSE CLICK AND RIGHT MOUSE CLICK

As demonstrated in the preceding chapters of the tutorial, left and right clicking within Deswik.CAD can
govern the outcome of a command or function.

The following table details some of the more common uses and outcomes of left and right clicking;

COMMAND/FUNCTION OUTCOME

Shortcut Menus (all) o Left-click to select from a Shortcut Menu.
¢ Right-click to display a Shortcut Menu.

Model Space o Left-click to select Entities.
¢ Right-click to display the Shortcut Menu.

An extended menu is displayed if an entity is selected in the Model Space.

Command Prompts o Left-click to select Start Point or Next Point.

i.e. Draw Polyline ¢ Right-click to complete command.

Layer Control window o Left-click to make a layer selected or to select a checkbox ¥ and make a layer
visible.

¢ Right-click to display the Shortcut Menu.

An extended menu is displayed if the cursor is over a layer in the Layer Control
window.

(& craPTER REVIEW

Before proceeding to the next chapter; review the subjects below and confirm the particular skills have
been acquired. The acquired skills and knowledge should include;

SKILLS & KNOWLEDGE CHAPTER REFERENCE

Use the select entities option successfully whilst running a Select Entities Dialog Box

command.

Follow the prompts during a command. Prompts and Inputs

Demonstrate using left and right clicks to initiate the appropriate Left Mouse Click and Right Mouse Click
response.

The theories covered in these topics can now be applied to similar processes.
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13. PROPERTIES WINDOW

As stated earlier, Fixed Properties, Variable Properties and Attributes are displayed within the
Properties window when an entity or entities are selected in the Model Space.

@ Information regarding Attributes is covered in the next chapter of the tutorial.

13.1. FIXED PROPERTIES

An entity’s Fixed Properties cannot be changed; these properties are managed by Deswik.CAD.

When an entity is selected in the Model Space, the Fixed Properties of that entity are automatically
displayed in the Properties window. Fixed Properties, by default, are greyed out as they are properties
that cannot be changed. They are assigned and managed by Deswik.CAD when an entity is created,
imported, edited, etc.

The different Fixed Properties that are displayed are dependent on the type of entity selected in the
Model Space. Although there are many types of Fixed Properties, only those Fixed Properties that
apply to the selected entity will display.

O The Fixed Properties displayed differ for different entities i.e. Polyline entities have Gradient (Min, Max
and Ave) properties; circle entities do not because a circle has no gradient.

Properties " x Properties 2 x

Fixed Properties ~
Fixed Properties ~

Attributes . |
Aftributes

Variable Properties ~

L. Arruarswg 3 =

|13.1.1. POLYLINE START POINTS

In this exercise, we will draw a simple polyline and identify the Start (and end) point.

Z- To identify polyline start point;

1. Add a new layer and name it: O\PRACTICE\START POINT
2. lsolate the new layer and make it visible, selected and active.

3. Runthe Draw | Polyline command or click h from the toolbar.
Follow the prompts to draw a simple polyline and right-click to complete the command.
5.  From the Main menu run the Tools | Options command.

Ea
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6. From the presented Options dialog box, select the ¥ Display Polyline Start Grip checkbox.

General | Display | System | View Copy | Backups | Automatic Refresh | Extemal Fles

Cursor Mouse Wheel Zoom

Pick Size: 10 $ Sensttivity: =

Aois Size: |50 3 Reverse Direction

Grips and Selection Amow Key Panning

Grip Size: |10 Senstivity:

[¥] Display Polyline Start Grip Rotation Speed
Add to Selection on Click

Sensitivity: =

Multi-Figure Selection Key Snaps
Snap Size: |16

@ Control Key Shift Key
¥| Prompt On Trim To Entities

| 0K Cancel |

7. Click ok to close the Options dialog box.

8. From the Model Space, click on the polyline to select it.

EJ/ Review the polyline in the Model Space, the Start Point Grip displays as a bold grip.

Directional Arrows can also be displayed; Properties window | Variable Attributes | Show
Direction Arrows.
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13.2. VARIABLE PROPERTIES

Variable Properties are those properties that the user can change.

When an entity is selected in the Model Space, the Variable Properties of that entity are automatically

displayed in the Properties window.

The different Variable Properties that are displayed are dependent on the type of entity selected in the
Model Space. Although there are many Variable Properties, only those Variable Properties that apply

to the selected entity will display.

0 The Variable Properties displayed differ for different entities i.e. Circle entities have a Radius property,
which would not be displayed for entities such as a rectangle, which has Height and Width properties.

Properties 1 x

Fixed Properties ~
Typel CIRCLE

Attributes

Variable Properties ~
AlignToView
AlignToViewSize (]
3 CenterPoint {1,235.843,2,235.707,
LineType BYLAYER =
LineTypeScale 15
LineWeight LW_BYLAYER ~
> PenColo 1
Penwidth o<
Radius 31.7357657221458
Thickness 0|
ToolTip
URL

ZU Variable Properties can be hidden from view by clearing the

the Properties window.
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| Attributes Properties
| Sort Attributes

Properties n x

Attributes

Variable Properties ~
» HatchProperties
I Height -119.215382005208 ‘I
1> nsertionPoint 1,205.36,2,307.716,0.0]
LineType BYLAYER -
LineTypeScale 1 2
LineWeight LW_BYLAYER| ~
> PentCo 1
PenWidth 03
Rotation 0
Thickness Y=
ToolTip
URL
Width 78.9857551339662
I P e

Properties checkbox at the bottom of



113.2.1. VERTEX LIST

Single entities such as a Polyline can be edited via the Vertex List, which is displayed at the bottom of
the Properties window.

O The Vertex List field is not visible for entity types such as circles, ellipses, rectangles, etc.

ToolTip
URL
VertexList

| Attributes || Properties
| Sort Attributes

Properties Workflow

@ The Vertex List window that displays depends on the entity type selected from the Model Space.

ZU To edit a Polyline;

1. Click the |—| icon from the VertexList field.
2. From the Edit Vertices for Polyline dialog box select one of the Points.

EJ/ The Point selected from the grid is indicated by a red dot in the graph and a red grip in the Model

Space.
- Edit Vertices for Polyline 1/
% Eldo b & Dk BT
Point x hi Z | Azimuth | Dip(”) | Distance | Cum. Dist.
1) 1186437 2311473 500 0.0 00 00 0.0
2| 1338512 2170232 00 13283 -13548 213447 213442
3 3
4/ 1216 0 31917 -38145 121428 435067
5 1314079 2 148.753 0.0 623.905
6| 1345781 20 151.773 £90.932
7 132669 2 0 224375 718229
Move Selected Row to Position:) 0 - |ﬁ| ‘i} (2
a0
70
&0
s0
g0
B
o 30
20
10
0
1} 100 200 300 00 500 600
Hatizantal Distance
OK H Cancel

3. Fields in the Point grid can be modified by clicking the required field and entering a new value.

0 As changes are made in the grid, the row(s) containing the change(s) made will be highlighted in blue.
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‘E/ CHAPTER REVIEW

Before proceeding to the next chapter; review the subjects below and confirm the particular skills have
been acquired. The acquired skills and knowledge should include;

SKILLS & KNOWLEDGE ‘ CHAPTER REFERENCE
Locate fixed properties of an entity. Fixed Properties
Modify the polyline start points. Polyline Start Points
Adjust a variable property on an entity. Variable Properties
Locate and edit the vertex list of a polyline. Vertex List

The theories covered in these topics can now be applied to similar processes.
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14. ATTRIBUTES

Attributes are custom data which can be applied to a layer and the dataset on that layer and are one of
the most important concepts in Deswik.CAD.

Deswik.CAD allows an unlimited number of Attributes to be applied to a layer. All entities on the same
layer share the same Attributes: however their Attribute values can, and usually will differ.

A It is critical the Attributes in the project are set up correctly and consistently to ensure the user gets the
maximum potential out of various tools and commands in Deswik.CAD.

One of the most powerful uses of Attributes is filtering, to visually isolate entities in the Model Space
quickly and easily. Deswik.CAD can also create detailed reports, including specific Attributes as a field
within a report.

@ Information regarding Filters is covered later in the tutorial.

1-— To add an Attribute to entities on a layer;

1. Right-click the required layer and select Attributes from the shortcut menu.
2. Click E to add a new row in the Attribute dialog box.

3. Input a Name for the new attribute and click o

Layer: O\UNDERGROUND HARD ROCKYTUNMEL STRINGS

Name Type |Default Value | Dis
ACT_TYPE  String N
DIRECTION String
LEWVEL String
LODE String
10 Sitring

| New Attribute IString

=

ay |Group |Prompt |Values List |Description

EEEEEE

[ Copy From ][ Copy To

@ All entities on the selected layer will now have this new Attribute assigned to them. Attributes can also
be modified or deleted via the Attribute dialog box.
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14.1. ATTRIBUTE VALUES

When an Attribute is added to the layer, the default value of that Attribute (if any) is assigned to all
existing entities on the layer. It is then necessary to assign values to these Attributes. Attribute values
can be strings (comprised of text and/or numbers) or they can be strictly numeric values, useful for

calculations.

A Without values assigned, Attributes serve no purpose!

Values can be assigned to individual Attributes, by entering in the specific value in the field next to the
Attribute, in the Properties window. Values can also be assigned to multiple entities in the Model Space,

by filtering the required Attributes with the Interactive Filter.

The Properties window below, displays the Attributes and Values for a single entity selected in the

Model Space:

Properties

Fixed Properties

DIRECTION

Jin]

LEVEL

LODE

New Attribute
Variable Properties

ArrowSize

Closed

Clockwise

LineType
LineTypeScale
LineWeight
NodesSize

DECLINE

DECLINE_100_3_5_
100

3.5 i
%
3 -

v

BYLAYER

-

1

LW_BYLAYER ~

-1
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|14.1.1. ADDING ATTRIBUTES AND ASSIGNING VALUES

In this exercise, we will add an Attribute to a layer and assign a Value to the entity on the layer.

iiﬂ To add attributes and assign values;

Isolate the O\PRACTICE\PROMPTS layer and make it visible, selected and active.
Right-click on the layer and select Attributes from the shortcut menu.

From the presented Attributes dialog box, click E to add a new row.
In the Name column, input ‘Level’ to assign all the entities on this layer an Attribute of Level.

AW N

Layer: O\PRACTICE\PROMPTS

Name |Type |DefaultValue |Display |Group |Prompt |Values List |Description

Level| IStrmg [}

€8] [ [l

5. Click 9

6. Select the entity in the Model Space and refer to the Attributes section in the Properties window.
The ‘Level’ Attribute has been added to the Properties window.

7. Input 100’ in the value field next to Level.

\*’/\“-—'\.J/'f"“

Attributes A
Level 100

Variable Properties A

ArrowsSize 3 -

Closed

Clockwise

9 Attribute Values can also be deleted and modified from the Properties window.

Hit <Esc> to ensure there are no entities selected in the Model Space.
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14.2. DISPLAY / HIDE ATTRIBUTES

Attributes are set to display in the Properties window by default, however Attributes can be hidden,
which may be useful when working on large and/or complex projects.

ZU To hide an Attribute;

1. Right-click the required layer and select Attributes from the shortcut menu.
2. From the Display column of the Attributes dialog box, clear the || required Attribute checkbox and

) oK
click

@ The hidden attribute no longer displays in the Properties window and the total number of hidden
attributes is displayed in the Properties window.

Layer: |O\PRACTICE\PROMPTS

Name |Type |DefaultValue |Display |Group |Prompt |Values List | Description P\_,_,__,_/‘—" -

Level  String [ ] [l Ve (v z) [5,203.751 ; 4,281.75
Attributes (1 Hidden)
Variable Properties

—— ] ’ —— 1} 4} i lp VK L!neType EYLAYER b

pescale

| 14.2.1. SORTING ATTRIBUTES

Attributes, by default are displayed in the Properties window in alphabetical order.

z-— To sort Attributes in the same order as they display in the Attributes dialog box, clear the | Sort
Attributes checkbox at the bottom of the Properties window.

W_A—r\\-\/\

| Attributes ¥ Properties

Properties Workflow

z-— To hide all the Attributes and Attribute Values, in the Properties window clear the | Attributes
checkbox at the bottom of the Properties window.

N

Attributes | |¥| Properties

Properties Workflow
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14.3. GROUP ATTRIBUTES

Attributes can be organized into groups (optional) which may assist when there are many Attributes on
a layer.

ZU To group attributes;

1. Right click on the 0/UNDERGROUND HARD ROCK/TUNNEL STRINGS Layer and select Attributes.
2. From the Attributes dialog box enter a Group name/s for the required Attributes, similar to the

following;
Layer: |0\UNDERGROUND HARD ROCK\TUNNEL STRINGS
Name Type |Default Value |Display | Group Prompt |Values List
ACT TYPE  String 0
DIRECTION  String
LEVEL String
LODE String
0 String
New Attribute  String
. 8.4 L
3. Click and select an entity in the models space.

4. Check the properties window.

8 The attributes that are in a Group will display in the Properties window in their respective Groups.

Attributes n-
v Group Mame
ACT_TYFE DECLIME
DIRECTION
1D DECLIMNE_104_3_5_
| LEVEL 104
LODE 3_5
' Mew Attribute

(& cHaPTER REVIEW

Before proceeding to the next chapters; review the subjects below and confirm the particular skills
have been acquired. These skills and knowledge should include;

SKILLS & KNOWLEDGE ‘ CHAPTER REFERENCE
Add an attribute to a layer and assign a value. Attribute Values
Display and hide attributes. Display / Hide Attributes
Identify attribute groups in the Properties window. Group Attributes

The theories covered in these topics can now be applied to similar processes.
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15. FILTERS

Filtering is a powerful concept that allows the user to temporarily hide and display entities that meet
specific selection criteria based on their Attributes and Properties.

When a Filter is applied to a layer and entities on that layer do not meet the selection criteria, they are
hidden from view. These Filters are termed ‘hard’ Filters as they remain associated with the layer until
removed. Entity visibility on that layer will be governed by this Filter, even if the Layer visibility is turned
off, then on again.

Entities can also be hidden or made visible independent of these ‘hard’ Filters using commands such
as Hide Selected Entities. These ‘soft’ Filters provide a temporary means of changing what entities are
visible on the screen at any point in time. As soon as the Layer Visibility is turned off and on again, all
entities on the layer that were ‘soft’ Filtered become visible again.

Filters can also be used to temporarily change the visibility of certain entities prior to running a
command. When the command is run, only the Filtered entities will be altered or used in the
command.

0 All Filter commands can be accessed via the Main menu - Edit | Filters - or by the Filters shortcut
toolbar.

Vi Yo Vo Y L Va || <NoFiltering> v WAL VG kv

15.1. ENTITY FILTERS

The various Filter commands in Deswik.CAD are summarized below;

SYMBOL COMMAND \ DETAIL

B Edit | Filters | Interactive Filter Refer to
i Edit | Filters | Isolate Selected Entities | Display only the selected entities.
Y[g . < . are . .

Edit | Filters | Hide Selected Entities Hide the selected entities.
fu o N o ope .

Edit | Filters | Unhide All Entities Remove all ‘soft’ Filters.
X . . P Invert the visibility of all entities on visible
= Edit | Filters | Invert Visibility y of

layers.

Va Display all entities with attributes common

Edit | Filters | Isolate by Attribute o
to the selected entities.

Edit | Filters | Edit Create and edit Filters.
o Edit | Filters | Create From Selected Automatically generate a Filter based on
Entities selected entities.
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\."_- . .
2 Edit | Filters | Refresh Reapply the F/lter§ assigned to layers and
refresh the graphics.

G Edit | Filters | Apply to Layers Manage which Filters are applied to the
layers.
& Remove all Filters from all layers and
Edit | Filters | Remove All unhide all entities on all visible layers in the
active project.

|15.1.1. ISOLATE ENTITIES AND INVERT VISIBILITY

In this exercise, we will isolate several entities in the Model Space and then invert the visibility so the
selected entities are hidden.

z-— To isolate and invert entity visibility;

1. Isolate the O\UNDERGROUND HARD ROCK\TUNNEL SOLIDS layer and make it visible, selected
and active.

2. Runthe Edit | Filters | Remove All command or click the % button.

@ It is recommended that prior to running any Filter commands: start by running the Remove All
command to ensure no Filters are currently running in the background.

3. Runthe Edit | Filters | Isolate Selected Entities command or click the o button.
4. Follow the prompt and select mining solid entities to isolate, like in the picture below:

Hold <Ctrl> down to select multiple entities and right-click to finish selecting.

EJ/ Only the selected entities are displayed in the Model Space.
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5.  Runthe Edit | Filters | Invert Visibility command or click the L button.

EJ/ This will reverse the filter, making the isolated visible entities hidden and the hidden entities visible.

6. Runthe Edit | Filters | Remove All command or click the & button to turn off the Filter and
restore the other entities in the Model Space.

15.2. FILTER CREATION

The Edit | Filters | Edit command allows the user to manually create a Filter so it can be used with
other tools within Deswik.CAD to quickly filter out specific entities when required.

Once a Filter is created, it is saved globally in the project and can be applied to any layer i.e. the list of
available Filters is the same for every layer.

A When a Filter is applied, it is applied only to the Selected layer and the entities it contains. It is not
applied to every layer in the project.
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15.2.1. FILTER LOGIC

To create an effective Filter in Deswik.CAD the following logic should be adhered to:

e The Filter is based on the Attribute selected (Field)
e An Operand (=, > etc...) must be selected from the drop-down list
e An Attribute Value must be entered

e When the Filter contains more than 1 row, And/Or must be selected (defaults to And)

0 The following example is a simple Filter based on Activity Types and Levels.

7 2
Filters
- b || P (23
ESN ACT_TYPE: DECLINE AMD LEVEL: 93 Field Operand Value And\Or
ACT_TYPE = DECLIMNE And

I |Level = ig3 “and

< ; Flused | [@)(@) (7] e[
oK Cancel

|15.2.2. CREATING A FILTER

In this exercise, we will use the Auto Generate function to create the Filter outlined above.

li- To auto generate a Filter;

1. Isolate the O\UNDERGROUND HARD ROCK\TUNNEL SOLIDS layer and make it visible, selected
and active.

2.  Runthe Edit | Filters | Remove All command or click the & putton.
Run the Edit | Filters | Edit command or click the X2 button.

4. From the presented Filters dialog box, click the button.

Filters

ot

oK Cancel
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5. From the presented Auto Generate Filters dialog box, click E] to add an Attribute.
6. Select LEVEL from the Attributes drop-down list.

7. Click E] to add another Attribute and select ACT_TYPE from the drop-down list.

Layer: |0YNDERGROUND HARD ROCKYTUNMEL SOLIDS

Attributes Add Filter
LEWVEL

LEVEL: 82 AND ACT_TYPE: ODR
LEVEL: 81 AND ACT_TYPE: ODR
LEVEL: 7% AND ACT_TYPE: ODR
LEVEL: 77 AND ACT_TYPE: ODR
LEVEL: 75 AND ACT_TYPE: ODR

IO=EEE

ok || Cancsl

@ All the possible unique values for the selected Attributes are displayed in the grid.

8. Select the ¥/ LEVEL: 83 AND ACT TYPE: ODR checkbox and click ¢

LEVEL: 77 AND ACT_TYPE: ODR
LEVEL: 73 AND ACT_TYPE: CDR.

LEVEL: 81 AND ACT_TYPE: CDR.

LEVEL: 83 AND ACT_TYFE: ODR.

9. Click oK to close the Filters dialog box.

10. Ensure the O\UNDERGROUND HARD ROCK\TUNNEL SOLIDS layer is selected.
11. From the Filters toolbar select the newly created filter from the Filters drop-down list.

VB Vo Yo Vi Ve T Vi || <NoFiltering MR IR -
“% Vo | ¥ Vi Ve 0L Vo || <o Filtering> -| O i,
<Mao Filtering=
G &% B @ ' NacT Tyee: DECLINE AND LEVEL: 93

LEVEL: 77 AND ACT_TYPE: ODR.

= -
@ @ @ Lo @ t] LEVEL: 79 AND ACT_TYPE: ODR.
LEVEL: 81 AND ACT_TYPE: ODR
LEVEL: 83 AND ACT_TYPE: ODR.

05-07-13
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EJ/ This will apply the newly created Filter and isolate all entities on LEVEL 83 with the ACT_TYPE: ODR
Attribute assigned to it.

12. Run the Edit | Filters | Remove All command or click the & button to turn off the Filter and
restore the other entities in the Model Space.

|15.2.3. MANUALLY CREATE A FILTER

In this exercise, a filter will manually be created to isolate solids that have a level greater than or equal
to (>=) 100.

ZU To manually create d filter;

1. Runthe Edit | Filters | Remove All command or select the & putton.
2. Isolate the O\UNDERGROUND HARD ROCK\TUNNEL SOLIDS layer and ensure it is the selected
layer.

3. Runthe Edit | Filters | Edit command or click the ¥ button.
4. From the Filters dialog box, click l}_| to add a new Filter named LEVEL >= 100

¥ i

Filters
o ACT TYPE: DECLINE AMD L Field Operand Value And\Or
- I b LEVEL v e= 100 — I
e LEVEL: 77 AMD ACT_TYPE: :
----- LEVEL: 79 AMD ACT_TYPE:
----- LEVEL: 31 AMD ACT_TYPE:
o LEVEL: 83 AMD ACT_TYPE:
‘ m b Auto Generate Locked ERILE L L2

oK Cancel
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@ The Filter creation process auto-assigns the existing rules to the new Filter.

|
5. Click |_“| to Delete Selected Rows and remove all the current rows.
6. Add a new row to the Filter grid and populate the Filter rule as follows;

k| LEVEL v m= 100 And

7. Click ok to close the Filters dialog box.

8. From the Filters toolbar, select the newly created filter from the Filters drop-down list.

Fa
Ty ¥ Vi Ve WL || <No Filtering - o =G RS
<Mo Filtering = &

& & @ @ 0 - Nag rverpramEANDLEVEL: 03| B B8 BE
|LEVEL >=100 | 0
BEE DD "Emaoac e o I LR

LEVEL: 79 AND ACT_TYPE: ODR

LEVEL: 81 AND ACT_TYPE: ODR
LEVEL: 83 AND ACT_TYPE: ODR.

{5_05-07-13

EJ/ This will apply the newly created Filter and isolate all entities with a Level greater or equal to 100.

9. Once the isolated entities have been inspected, run the Edit | Filters | Remove All command or
click % button.
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15.3. INTERACTIVE FILTER

Interactive Filtering is a temporary and quick way of changing the visibility of entities using their

Attribute values. This filtering can be used in conjunction with a number of other commands to assist in
making only the desired entities visible. Multiple Interactive Filter dock windows can be opened at

once to allow entities on different layers to be filtered independently.

The Interactive Filter includes functionality to generate ‘hard’ Filters, create bitmap images and apply

filtering to single or multiple layers.

When applying the Interactive Filter to a single layer, right-click on the required layer and select
Interactive Filter from the shortcut menu to ensure filtering is applied to the correct layer.

Layer Control n x 4,01 Intro to C

4 [ &Fo0
4 [l&=# UNDERGROUND HARD ROCK
#=# TUNMEL STRINGS
=% TOPO SURFACE
=4 DUPLICATE SOLIDS
=
4 [[#=A PR Activate

=

Lock

Add
Delete

Rename

Attributes...

Properties...

Interactive Filter...

Zoom to Visible Entities...

Select Entities r

Deselect Entities 3

Isolate

Interactive Filter 0 x
Attribute: = @
Yalues Count
Data

Active Layer

Selected Layer

@ Multiple Layers i

Auto Zoom | Auto BMP Export |

Generate Filters

Multiple | Create

’15.3.1. ISOLATE ENTITIES BY THEIR ATTRIBUTE TYPE

In this exercise, we will use the Interactive Filter to isolate specific entities in the Model Space by their

Attribute type.

ZU To isolate entities with the Interactive Filter;

1. Isolate the O\UNDERGROUND HARD ROCK\TUNNEL SOLIDS layer and make it visible, selected

and active.

2. Run the Edit | Filters | Remove All command or click the & button.

3. From the Layer Control window, right-click on the TUNNEL SOLIDS layer and select Interactive

Filter from the shortcut menu.
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4. From the Interactive Filter, select the ¥ LEVEL checkbox from the Attribute drop-down list.

O

5. Click and leave the Interactive Filter open.

O This will present all of the different LEVELS, with a count of how many entities of that particular
attribute type the Interactive Filter has identified.

Interactive Filter n x
Attribute: || EvEL - |£3

LEVEL Count
83
81
749

Click the LEVEL column header to sort the identified attributes in numerical order.

6. Click on the 83 row to display all entities in the Model Space with an Attribute Value of LEVEL 83.
7. To confirm this, click on any one of the entities in the Model Space, then refer to the Properties
window.

4,01 Intro to CAD for UG HR Exercises 3 | Interactive Filte: R

x
- ‘!‘« Selected Entities
L]
Fixed Properties -

Attributes -
ACT_TYPE VNT_RAISE
DIRECTION
D VNT_RAISE 63_5_
LEVEL 53

7
5
7
3
]
7
7
4
7 g LODE 5
; Vari
7
5
]
7
7
[
5

-
BYLAYER

13
LW_BYLAYER| ~

PenWidth o -

Active Layer
Selected Layer

© MultipleLayers | |

Auto Zoom | Auto BWP Export |
Generate Filters
Multiple | creae |

MODEL

8. Repeat steps 6 and 7 selecting any of the remaining attributes, or multiple attributes.

Hold down the <Ctrl> key to select multiple attributes. Also, click and drag over multiple rows to select
multiple attributes.

9. After examining the different attribute types, close the Interactive Filter.
10. Run the Edit | Filters | Remove All command or click the & button to turn off the Filter and
restore the other entities in the Model Space.

A Finish checking the entity in the Model Space, hit <Esc> and ensure there are no entities selected.
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15.3.2. TROUBLESHOOTING WITH THE INTERACTIVE FILTER

In this exercise, use the Interactive Filter as an effective troubleshooting tool with the ability to quickly
filter and isolate Attributes, so any potential issues, such as entities with duplicate ID's, can be easily
identified.

z-ﬂ To troubleshoot with the Interactive Filter;

1. Isolate the O\UNDERGROUND HARD ROCK\TUNNEL SOLIDS layer and make it visible, selected
and active.

2. Runthe Edit | Filters | Remove All command or select the & putton.

3. From the Layer Control window, right-click on the DUPLICATE SOLIDS layer and select Interactive
Filter from the shortcut menu.

4. From the Interactive Filter, select the ¥! ID checkbox from the Attribute drop-down menu and
select the ¥ ACT_TYPE checkbox from the Attribute drop-down menu.

Y
Interactive Filter I 3 (| Prg
Attribute: |ACT TYPE, ID = @
ACT_TYPE *Handle

HLayerMame
LVL_DRV KT acT TYPE
LVL_DRV [[7] pIRECTION
VL DRY

LVL_DRV LEVEL
LvL_DRy |-/ LODE
LVL_DRV Cancel
LVL_DRV L 4 e
s

Ok

5. Click and leave the Interactive Filter open.

0 This will present a list of ID attributes, with a count of how many entities of that particular attribute
type the Interactive Filter has identified.

6. Select on the Count column header twice, to sort the number of identified attributes in descending
numerical order i.e. any ID Attributes values with a count greater than 1 will display at the top.

@ This will present 14 duplicate ID attribute types and an ACT_TYPE = LVL_DRV (Count = 2).
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7.

From the Interactive Filter, highlight the ID’s & the ACT_TYPE = LVL_DRV presenting more than 1
entity in the count column. This will isolate them in the model space.

X | Interactive Filter R x || Properties 1 x
erbut: [cr Tee, D g+ ——
— Fixed Properties A
ACT_TYPE |ID Count o
Attributes ~
~ Group Name
ACT_TYPE LVL_DRV
DIRECTION
D
LEVEL
LODE 3
ODR. ODR_83.5 N 2 Variable Properties ~
0DR ODR 815 N 2 LineType BYLAYER
LineTypeScale 1z
QDR ODR_79_5_N 2
LineWeight LW_BYLAYER ~
QDR ODR_77_5_N 2 N
OoR ODR 755N Zp. Peniidth 0z
e ann oo - ToolTip
Data
| URL
Active Layer
Selected Layer | I
@ Multiple Layers ‘ 1 |
V| AutoUpdate
o | AutoBMP Export |
Auto Zoom —_—
Generate Filters
Multiple: | create |

8.

9.

In the Model Space, select all of the entities and check the properties window there should be a
total of 28 entities.

Run the Modify | Solids | Extract Duplicates command, delete the duplicates and click
Ok

Mumber of Decimal Places to Keep (Effective Tolerance):
Action
@ Delete
Move To Layer

DUPLICATE SOLIDS

Enttity Selection
Visible Entities
Selected Entities - 20
Selected Layer - (\UNDERGROUND HARD ROCKN\DUPLICATE SOLIDS
Active Layer - (\UNDERGROUND HARD ROCKM\DUPLICATE SOLIDS
Specified Layers | 0 |
Al Entities - 842

oK | | Cancel

7
10. From the Interactive Filter select |ﬂ| to refresh and confirm there are no more duplicate ID's.
11. Close the Interactive Filter and run the Edit | Filters | Remove All command or select the L

button.
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|15.3.3. CREATE A FILTER VIA THE INTERACTIVE FILTER

Permanent or hard Filters can also be created from the Interactive Filter.

Z- To create a filter via the Interactive Filter;

1. Isolate the O\UNDERGROUND HARD ROCK\TUNNEL SOLIDS layer and make it visible, selected
and active.

Run the Edit | Filters | Remove All command or select the % putton.

From the Layer Control window, right-click on the TUNNEL SOLIDS layer and select Interactive
Filter from the shortcut menu.

From the Interactive Filter, select the ¥ ACT_TYPE checkbox from the Attribute drop-down menu.

wnN

Click o and leave the Interactive Filter open.

mj v *

This will present a list of HORIZON attributes, with a count of how many entities of that particular
attribute type the Interactive Filter has identified.

From the Interactive Filter, highlight the DECLINE, LVL_ACC_1 and LVL_ACC_2 attributes.

Create

Click | | from the bottom of the Interactive Filter.

Entitle the new filter Decline and Level Access and click "

Close the Interactive Filter and run the Edit | Filters | Remove All command or select the L
button.
10. From the Filters toolbar, select the newly created filter from the Filters drop-down list.

v N oo

Vo | o Vo Ve W W | <NoFiltering> = W dn V2 G K
<Mo Filtering = -
E\&' &% & B v “ac vee: pcme B o aEm
; EVEL: 93 | _ |1
{@ o IR INE I IDedine and Level Access =V
{;35--]7-1“ LEVEL ==100 [
- LEVEL: 77 AMD ACT_TYPE: QDR

LEVEL: 79 AND ACT_TYPE: ODR.

EJ/ This will apply the newly created Filter and isolate the Decline and Level Access’s.

Page | 67



11. Once the isolated entities have been inspected, run the Edit | Filters | Remove All command or
select the & button.

(& cHaPTER REVIEW

Before proceeding to the next chapters, review the subjects below and confirm the particular skills
have been acquired. These skills and knowledge should include;

SKILLS & KNOWLEDGE ‘ CHAPTER REFERENCE
Apply filters to the entities in the model space. Entity Filters
Use a filter to invert visibility of entities. Isolate Entities and Invert Visibility
Autogenerate a hard filter. Auto Generate a Filter
Manually create a hard filter. Manually Create a Filter
Utilise the interactive filter to create a hard filter. Create a Filter via the Interactive Filter

The theories covered in these topics can now be applied to similar processes.
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16. FILE MANAGEMENT

There are various commands accessible via the Main Menu to assist in the effective management of
files and data in Deswik.CAD, some of the more common features are detailed below.

16.1. NEW\OPEN\CLOSE FILES

The New, Open and Close commands are relatively consistent with similar commands in most
software programs.

16.1.1. NEW FILE

Deswik.CAD supports creating new projects in a single Deswik.CAD session. The different projects can be
identified and selected from the different tabs at the top of the Model Space.

Document 1 | Intro to Deswik.CAD Data | Document 2

Zu To create a new Deswik.CAD project, run the File | New command or click the - button from the
toolbar.

DEH 2Ry o &~

9 The default name for a new project is ‘Document #’. Once the new project has been saved for the first
time, the project will be labeled using the newly created saved name.

116.1.2. OPEN FILE
Z-— To open a previously saved Deswik.CAD project;

1.  Runthe File | Open command or click the = button from the toolbar.

2. From the Windows Explorer screen, select the required Deswik.CAD file and click Qpen |v

0 Alternatively, a previously saved project can be opened directly by double-clicking the *.vdcl file.
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116.1.3. CLOSE FILE

ZU To close the current Deswik.CAD project, run the File | Close command or click the * button from
the top right corner of the Model Space.

Document 1 | Intro to Deswik, CAD Exercises_v3.2 n

MODEL

@ If there are any changes to the current Deswik.CAD document, the user will be prompted to save the
changes.

16.2. SAVING FILES

Deswik.CAD saves a project into a single file with the default extension *.vdcl. There are no restrictions
with having spaces in the file name, or the length of the path that the file can be saved in.

The first time a Deswik.CAD project is saved, the user will be requested to specify a File name and Save
As location for the project. Future saves of the project will automatically save to this directory unless
specified otherwise.
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| 16.2.1. AUTOMATIC BACKUPS

Deswik.CAD automatically creates a Backup folder, when the project is saved for the first time. The
Backup folder is in the same location as the saved project, and all backups are saved to this folder.

z-— To configure the Automatic Backups;

From the main menu select Tools | Options.

Select the [¥] Backup checkbox.

L

Modify the other options as required and click

Ok

General I Display | System | View Copy | Backups | Automatic Refresh | Extemal Files

From the presented Options dialog box, select the Backups tab.

Backup
Save 3 backup afterevery |1 | saves.
Keep |3 = backupis).

Always keep last save

Automatically Save Project After Long Processing Time  |1.00 = hrs

Z-— To load a Deswik.CAD project from a Backup file;

Replace the *.bak file extension with *.vdcl
Yes

A ownN =

In the Rename dialog box, click

Navigate to the Backup folder location in Windows Explorer.
Right-click the ‘project name’.vdcl_LastSave.bak file and select Rename from the shortcut menu.

8 The Backup file is updated to a Deswik Document file which can be loaded the conventional way by

double-clicking the file.

Documents library

Backup
Mame Date modified Type Size
|| 25091 2.vdcl_LastSavevdcl.lck 18/10/2012 9:49 AM  LCK File 1KB
250912 vdcl 25/09/2012 4:09 PM XML Docurmnent 1KE
| 25091 2.vdcl 0000.bak 25/09/2012 2:47 PM  BAK File 1,443 KB
I 250912 vdcl_LastSavebak 25/09/2012 2:47 PM__ BAK File 1843 KE |
Documents library
Backup
Mame Date mcc\.ifiecl Type Size
|| 250912 vdcl_LastSavewdclick 18/10/2012 9:49 AM  LCK File 1KBE
250912 wdcl 25/1 24:09 PM XML Document 1KB
| 250912 vdcl_0000.bak 25/09/2012 2:47 PM  BAK File 1443 KB
|| 250912 vdcl_LastSave.bak 25/09/2012 2:47 PM  BAK File 1443 KB
4 250912 vdcl_LostSave 25/00/2012 2:47 PM  Deswik Document 1,443 KB |

0 In the example above, a copy of the *.bak file was made first and the copied file was updated to
maintain the original Backup file, should it be required again.
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| 16.2.2. DYNAMIC LAYERS

Data on a layer can be saved external to the current project, by setting the Layer Properties to
Dynamic Layer, which allows for larger files to be broken into smaller files.

1“ To set a layer to Dynamic Layer;

1. From the Layer Control window right-click on the required layer.

2. Select Properties from the shortcut menu.
3. From the presented Layer Properties dialog box, select the [¥| Dynamic Layer checkbox and click

QK

Description

[ Locked

Color: :] Line Type: |SOLID

Dynamic Layer

Filename:
P:\P3.0_TrainingP3.3_Under Review}4.01 Intro to CAD for Underground |--+

[ Relative File Names

@ The data on this layer is not loaded with the parent project when it is opened. The layer will be hidden
(invisible) in the Layer Control window. When the layer is made Visible for the first time after loading
the active project, the data will be loaded from the separate file at that time.

16.2.3. *.VDCL FILES AND *.DCF FILES

By default, projects in Deswik.CAD are saved as *.vdcl (Vector Draw Compressed Drawing) file type,
however there is an alternative option available when saving: *.dcf (Deswik Layered Document) file

type.

The *.dcf file type is ideal to use for projects with multiple layers, but only a few visible layers. Only
visible layers are loaded at load time and the remaining layers load as they are made Visible, which

results in quicker save and load times.

@ Files can be saved to and from *.vdcl and *.dcf file types with no loss of data, and when a *.dcf file is
opened and saved Deswik.CAD will only save modified layers, not all layers, significantly reducing save

times.

Deswik Document (*vdel ™ wdml)
Deswik Layered Document(™.dcf)
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A Files can also be saved as *.vdml (Vector Draw XML Based Drawing) file type, however this option is
primarily used with legacy data, or for technical troubleshooting.

(& cHaPTER REVIEW

Before proceeding to the next chapter; review the subjects below and confirm the particular skills have
been acquired. These skills and knowledge should include;

SKILLS & KNOWLEDGE ‘ CHAPTER REFERENCE
Open and close Deswik.CAD files. New\Open\Close Files
Save a project. Saving Files
Adjust automatic backup settings to suit the user. Automatic Backups

The theories covered in these topics can now be applied to similar processes.
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17. DATA MANAGEMENT

Data can easily be imported and exported across a wide range of applications and copied and moved

between layers in a project.

17.1. IMPORTING DATA

Deswik.CAD supports importing files created by other general mine planning applications and most CAD

applications.

There are 2 main methods of importing data into a Deswik.CAD project. The vast majority of data can be
imported using the Import commands from the Main menu, as shown below, or via the Drag and Drop

method.

Mew

Ny

Open

Close

Import
Export

& save

Save As...

Page Printer Setup
Print Preview

Print

Properties...

1 Explorer

@ The Import command will automatically write the imported data to a new child layer of the current
selected layer. It is recommended to select the layer where the child layer is to be created prior to

running the Import command.
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|17.1.1. IMPORTING FROM THE MAIN MENU

In this exercise, we will import files into a Deswik.CAD project via the Main menu.

z-ﬂ To import via the Main menu;

1. Isolate the O\PRACTICE layer and make it visible, selected and active.

@ The imported data will be written as a ‘child’ layer of the selected layer; O\PRACTICE.

2. Runthe File | Import | DataMine | Strings command.

3. Navigate to the 4.01 Intro to CAD for UG HR Datasets folder.

4. Select the 4.01 Upper Stope Wireframes.dm file and click |E

5. Isolate the newly imported 0\PRACTICE\4.01 Upper Stope Wireframes layer.

@ When importing data into a newly created Deswik.CAD project, the data may not appear in the Model
Space. This could be caused by the imported data being in a different scale to the current Deswik.CAD
session.

6. Runthe View | Zoom | All command.

B X || 4.01Iniro to CAD for UG Metals Exerdses X \

4 UNDERGROUND HARD ROCK
TUNNEL STRINGS
TOPO SURFACE
DUPLICATE SOLIDS
TUNNEL 50LDS
Pl PRACTICE
PROMPTS
1@ 401 UPPER STOPE WIREFRAMES
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|17.1.2. IMPORTING VIA DRAG AND DROP METHOD

In this exercise, we will import files into a Deswik.CAD project via the Drag and Drop method.

zi— To import via Drag and Drop;

Isolate the O\PRACTICE layer and make it visible, selected and active.

2. From the Main menu, run the File | Explorer command or click the & button from the toolbar.
NEH s2a@9 0 &~

3. Navigate to the 4.01 Intro to CAD for UG HR Datasets folder.
4. Click on the 4.01 Upper Lode.00t file and drag the file into the Model Space of the Deswik.CAD
project.

EJ/ The imported data is written as a ‘child’ layer of the selected layer.
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|17.1.3. VALIDATING IMPORTED DATA

Once data has been imported into Deswik.CAD it is important to validate the data.

1" To validate imported data;

1. Isolate the O\PRACTISE\VALENS_UG_UPPER EAST layer and make it visible, selected and active.

2. From the Main menu run the Modify | Solids | Validate command or click
P @@ a8 e XYY

Select Visible Entities from the Select Entities dialog box.
4. From the Solids to Validate dialog box, toggle on Closed Solids.

w

[T Solics Validat [

Simple Setup Advanced Setup

Type to Validate
(@) Closed Solids

() Surfaces

[ Generate Validation Markers

Mote: Changing the Options on this page will
alter the Advanced Setup Options

oK || Cancel

5.  Click e

EJ/ A validation report is generated, check that the imported surface Status is OK.

[ Solids Validation Re

vy
v from the toolbar.
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17.2. EXPORTING DATA

Deswik.CAD can export data from existing projects in various file formats so the data can be used by
other programs.

1 New Vulcan Solids
._} Open WYulcan Archive
Datamine Wireframes
Close
Datamine Strings
Import

Datamine Points

Surpac DTM

,_‘E‘ Save Surpac Strings
Save fs... XPAC Polygons and Reserves
Save As Template... CAD and Other Formats
Page Printer Setup ArcG5 Shape File
Print Preview Minestar
Print C5V/Text File
AML File
Properties.. Project Settings
w4 Explorer Plot File

|17.2.1. EXPORT TO DESWIK.CAD ENTITIES

In this exercise, we will export entities from a Deswik.CAD project to Vulcan Solids format.

Z- To export to Vulcan Solids format;

1.
2.
3.

Isolate the O\PRACTISE\VALENS_UG_UPPER EAST layer and make it visible, selected and active.
Select File | Export | Vulcan Solids command.

From the presented Export Vulcan Solids dialog box, ensure the Entity Selection is toggled on @
Visible Entities.

From the Export File Names Based On section, toggle on @ File Names and map where the

exported entities are to be saved to by selecting "~ next to the Base File Name field.
Navigate to the 4.01 Intro to CAD for UG HR Export Data folder.

Input Solids Export in the File Name field and select Opep |'

From the Export Vulcan Solids dialog box select ok

Entity Selection
@ Visible Entities

~) Selected Layer -
") Active Layer - (\UNDERGROUND HARD

") Specffied Layers E

=) Al Ertities - 1512

Export File Names Based On

@ File Mames
EBase FleName: |-k v3.3\4.01 Intro to CAD UG HR Export Data\Solids Export. 004 ---

) Attributes

[T Replace Spaces With: Delimiter: ~ _
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EJ/ Review the 4.01 Intro to CAD for UG HR Exported Data folder for the exported *.00t Vulcan file.

Mame Date modified Type Size iy’

|| Solids Export.00t 00T File

Finish reviewing the exported data, hit <Esc> and ensure there are no entities selected in the Model
Space.

117.2.2. COPY TO CLIPBOARD

Deswik.CAD supports creating a screen capture of the current view in the Model Space and copying it to
the Clipboard, which can then be pasted into any editing document.

z-ﬂ To copy an image to the Clipboard, run the View | Copy to Clipboard command from the Main menu.

17.3. COPYING AND MOVING DATA

The Copy and Move commands in Deswik.CAD will copy or move entities to another layer. In these
exercises, we will Copy and Move selected Entities, and check that the correct entities have been
Copied or Moved.

A The Copy and Move commands will copy or move Selected or Visible entities to an Active or

Selected layer. Think ahead by making the destination layer Active or Selected, prior to running the
command.

| 17.3.1. COPYING DATA

Entities can be copied from a layer and placed onto another layer, in the same position/coordinates as
the original entities using the Modify | Copy commands from the Main menu.

Z-— To copy data;

Isolate the O\UNDERGROUND HARD ROCK\TUNNEL STRINGS layer and make it visible and active.
Click on the O\PRACTICE layer to ensure the layer is selected.

Right-click on the O\PRACTICE layer and select Add from the shortcut menu.

In the presented Add Layer dialog box, enter Copied Tunnels in the Layer Name field.

Select the [¥! Set Active checkbox and click ok
Drag a selection window over some of the tunnel strings in the Model Space.

own PN~

EJ/ Check the Selected Entities field in the Properties window.

Properties

Fixed Properties
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7.  Run the Modify | Copy | Copy to Active Layer command.
8. From the presented Please select entities to copy dialog box, ensure the Entity Selection is toggled
on @ Selected Entities - #.

- 7 Please select entities to cop | )

Entity Selection
) Visble Ertities
@ Selected Entities - 276
") Selected Layer - 0\PRACTICE
~) Active Layer - (\PRACTICENCOPIED TUNMELS

) Specified Layers I]

~) All Entities - 1512

9. Click ¢

10. Isolate the O\PRACTICE\COPIED TUNNELS layer which now contains the copied entity.

11. Click on the entity or drag a selection window over the entity in the Model Space and confirm that
the correct number of entities have been copied across by checking the Properties window.

A Finish checking the entity in the Model Space, hit <Esc> and ensure there are no entities selected.

|17.3.2. COPY AND PASTE DATA

Entities can be copied and pasted between projects in Deswik.CAD using Copy and Paste commands.

A Although these commands can be used to copy data in an active document, it is recommended to use
the Modify | Copy commands when working with entities within the same project.

z-ﬂ To copy and paste data between projects;

1. Select the entity or entities to copy and run the Edit | Copy command or click the button from
the toolbar.

@ The copied data is temporarily stored in the clipboard until it is pasted.
2. Navigate to the required Deswik.CAD project and paste the data in the desired location and layer by

running the Edit | Paste command or click the @ button from the toolbar.
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117.3.3. MOVING DATA

Entities can be moved from a layer and placed onto another layer, in the same position/coordinates as
the original entities, using the Modify | Move commands from the Main menu.

z-ﬂ To move data;

Isolate the O\PRACTICE\VALENS_UG_UPPER EAST layer and make it visible and active.
Click on the O\PRACTICE layer to ensure the layer is Selected.

Right-click on the O\PRACTICE layer and select Add from the shortcut menu.

In the presented Add Layer dialog box, input Lode Move in the Layer Name field.

Select the [¥] Set Active checkbox and click B

Click on the entity or drag a selection window over the entity in the Model Space.

o MW=

EJ/ Check the Selected Entities field in the Properties window.

Properties

Fixed Properties

7. Runthe Modify | Move | Move to Active Layer command.
8. From the presented, select entities to move dialog box, toggle on @ Visible Entities.

Ertity Selection
@ Visible Entities
) Selected Entities
) Selected Layer - (\PRACTISENTOPO COPY

() Active Layer - INPRACTISENTOPO MOVE

") Speciiied Layers [I]

() All Entities - 14638

9. Click i

10. Isolate the O\PRACTICE\LODE MOVE layer, which now contains the moved entity.
11. Select the entity or drag a selection window over the entity in the Model Space and confirm that 1
entity has been moved across by checking the Properties window.

A Finish checking the entity in the Model Space, hit <Esc> and ensure there are no entities selected.
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‘Q CHAPTER REVIEW

Before proceeding to the next chapter, review the subjects below and confirm the particular skills have
been acquired. These skills and knowledge should include;

SKILLS & KNOWLEDGE ‘ CHAPTER REFERENCE
Import data from other software packages. Importing from the Main Menu
Validate imported data. Validating Imported Data
Export entities to various file formats. Exporting Data
Copy and paste the model space without creating a layout. Copy to Clipboard
Move or copy data from one layer to another. Copy and Move Data

The theories covered in these topics can now be applied to similar processes.
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18. ENTITY SELECTION

There are several methods of Selecting Entities within Deswik.CAD depending on the type of selection
required by the user.

0 Entities selected will display differently in the Model Space, depending on which option is selected from
the View | Solid Selection toolbar, which is ‘pinned’ vertically on the left side of the CAD display.

COMMAND BuTTON/ICON DISPLAY

View | Solid 73
Selection | Grips

View | Solid
Selection | Highlight

View | Solid O
Selection | Box

@ The default selection view is View | Solid Selection | Box, however entities in the Model Space can be
selected with no active view command or a combination of the selection view commands.
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18.1. SINGLE AND MULTIPLE SELECTION
A single entity or a selection of entities can be selected from the Model Space in Deswik.CAD.
iiﬂ To select a single entity, hover over the entity in the Model Space and click on the entity to select it.

A When selecting Entities, always check the Properties window to confirm the correct number and type
of Entities have been selected.

Properties B x

|Selected Entities
Fixed Properties ~

z-— To select multiple entities;

Hover over the required entity in the Model Space then click on the entity to select it.
Hold down the <CTRL> key and select any other required entities.

1.

2.

@ When multiple Entities are selected, the Properties window displays the number of Selected Entities,
however will only display the Entity type (TypeName), if all Selected Entities are the same type.
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18.2. BLUE VS GREEN SELECTION WINDOW

Clicking and dragging a selection window over entities in the Model Space will result in different
selections depending on the direction of the selection window.

e Dragging the window from left to right produces a blue selection window which selects all entities
that fall completely inside the selection window.

e Dragging the window from right to left produces a green selection window which selects all
entities that fall partially inside the selection window.

BLUE SELECTION WINDOW

A blue selection window has been The green polyline and 2 points are

dragged over multiple entities in the selected as they are the only entities

Model Space. completely inside the blue selection
window.

GREEN SELECTION WINDOW

All the entities that were completely inside

A green selection window has been . .
g the green selection window are selected.

dragged over multiple entities in the
Model Space.
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18.3. SELECTING ENTITIES WITHIN A COMMAND

When Deswik.CAD prompts the user to select entities from within a command, the entities display in the
Model Space with a series of dotted lines as the following examples illustrate;

ENTITY TYPE ENTITY IN THE MODEL SPACE

Polyline

Surface

Solid

A To avoid incorrect processing of entities, if any objects display as shown above when selected, and the
user is unsure of what command is running to create this appearance, hit <Esc> to clear out of all
commands and start again.
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18.4. LAYER CONTROL SELECTING
Entities of a certain type contained on a specific layer, can be selected via the Layer Control window.

Z- To select entities via the Layer Control window;

1. Right-click on the desired layer.
2. From the presented shortcut menu, click Select Entities which in turn presents a list of entity types
that can be selected on that layer.

Activate All
Lock Polylines
Add Solids
Delete Points
Rename Inserts
: Polyhatches
Attributes...
- Rectangles
Properties...
Circles
Interactive Filter... Arcs
Zoom to Visible Entities... Lines
Ellipses
Select Entities 3
| Text
3

Deselect Entities X X
Dimensions |

Isolate Blast Holes

ﬁ‘ Optional Practice

Use the different selection methods as described above to select various entity types in the Model Space.

18.5. GRIPS

Select an entity in the Model Space, and Grips are displayed at strategic points on these entities.
These Grips are small, blue square outlines, although some entities will display one solid blue square
Grip as well.

Some entities, such as polylines, have a ‘direction’ associated with them that is dependent on the order
that the points were drawn. The start points of polylines will be indicated by a blue, heavy-outlined
circle to differentiate them visually from the other grips.

|18.5.1. MODIFY A POLYLINE WITH GRIPS

In this exercise, we will digitize a simple haulroad polyline and modify it by selecting a Grip.

z.-. To modify a polyline with Grips;

1. Add a new layer and name it: O\PRACTICE\GRIPS
2. Isolate the layer and make it visible and active.
3. Draw asimple polyline in the Model Space by running the Draw | Polyline command or click the

™ button from the toolbar.
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4. Follow the prompts to draw a simple polyline and right-click to complete the command.
5. Select the polyline by clicking on it.
6. Position the cursor directly over a Grip until the Grip turns yellow.

7. Left-click to select the Grip.

EJ/ Deswik.CAD highlights the selected entity (using dashed lines) and displays a ‘leader’ line from the
selected Grip's current location to the cursor location. When the cursor is moved, the position of the
Grip is changed.

8. Click a second time when satisfied with the new position of the Grip.

@ Deswik.CAD will move the grip to the new location, modifying the entity.

A Finish checking the entity in the Model Space, hit <Esc> and ensure there are no entities selected.
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18.6. IDENTIFY AND MODIFY ENTITIES

There are several options and commands available in Deswik.CAD to identify and modify entities. As
outlined earlier, the easiest way to identify an entity is to select the entity in the Model Space and refer

to the Properties window.

ZU To modify entities;

1. Select the entity in the Model Space.

2. From the Main menu click the Modify tab to display an extensive menu of Modify commands.

o The Modify | Polylines | Connect commands are shown below as an example of the Modify

commands.

Modify | Tools Window Help
4 Erase
Polyline Sketch
R# Erase By Attribute
I Crop Entities
r Match Properties and Attributes
Copy
Move
Solids.
Surfaces
Polylines
Polygons
Attributes
Block Text
Multiline Text
Table
Unfolded Section
Annotation
Layout Objects
Register
Mirror
Stretch
Rotate
Rotate 3D
Scale
Offset
Translate
Transformation Rules
Extrusion Vectors
Color and Line Type from Legend
Transparency
Send To Back
Bring To Front
Align
4w Explode

Remove All Invalid Entities

B ¥o Vo Yo X, Vo || <NoFitering>

Validate
Simplify
Smooth
Points
Connect
Break
Trim
> Extend
3 Gradient
R Fillet
Label
Nodes
Close / Open
Cendition
4 Shuffle

Reverse

oo

Multiple Projection Rules »
Offset
Project

&) Bench and Berm
’ To Polygons ,
To Polyline Paths
Convert From Entities

Compare Changes

& Automatically

i Manually
Auto Snap

Internally

Internally Bulk

1% &
FEeh B- D AKRKRAR
RS SRR Oan =

| § = |<PickPrese]

e

S5

@ Many of the Modify commands in Deswik.CAD are covered in the more advanced Deswik Training

Tutorials.
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’Q CHAPTER REVIEW

Before proceeding to the next chapter, review the subjects below and confirm the particular skills have
been acquired. These skills and knowledge should include;

SKILLS & KNOWLEDGE ‘ CHAPTER REFERENCE
Select more than one entity at a time. Single and Multiple Selection
Use the appropriate selection method when required. Blue vs Green Selection Window
Select entity’'s without disturbing the model space. Layer Control Selecting
Grips. Grips
Modify a polyline with grips. Modify a Polyline with Grips
Identify and modify entities. Identify and Modify Entities

The theories covered in these topics can now be applied to similar processes.
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19. SNAPPING

Snap modes allows the user to snap to a precise locations i.e. point, midpoint and intersection on an
entity. Use Snap Mode to select precise locations whenever you are prompted to select a point or
entity.

The Snap Mode commands each highlight the snap point using various yellow symbols that change
depending on the Snap Mode chosen, providing a visual cue that indicates which Snap Mode is in
effect.

A If a Snap Mode is enabled and the cursor is hovered over a point on an entity, the snapping symbol will
only appear when you are running a command, which prompts the user to select a point or entity.

0 The Snap Mode toolbar is pictured horizontally below. In the default view, the toolbar is ‘pinned’
vertically to the middle left of the main screen.

3 \NR4 - XAX200¢ s@E-

@ The Snap Mode buttons are all toggle buttons. By default, the Snapping commands are disabled =

and the Snap Mode is set to Grip Snapping (2] which snaps the cursor to any grip on a selected
entity (including start and end points) as the cursor is moved over these locations in the Model Space.

19.1. SNAPPING TO PRECISE LOCATIONS

In these exercises, we will draw a simple polyline and use some of the available commands to Snap to
precise locations on the polyline.

ZU To snap to precise locations;

1. Add a new layer and name it: O\PRACTICE\SNAPPING
2. Isolate the new layer and make it visible and active.

3. Ensure all Snapping is toggled off; run the Format | Snap Mode | None command or click the ™*
button.

4. Draw a simple polyline and right-click to complete the command.

5.  Without selecting the polyline from the Model Space, hover the cursor over various points on the
polyline.
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EJ/ Nothing should display in the Model Space if the entity is not selected, now select the polyline and the
blue grips will turn yellow as the user hovers over them as they did in the last exercise!

6. Runthe Format | Snap Mode | Points command or click the button to enable point
snapping.

7. Modify the polyline manually by running the Draw | Polyline command and snapping to a precise
point/s on the existing polyline.

@ When Snap Modes are enabled to select precise positions, a green snapping symbol displays and the
shape will depend on which mode/s are enabled and where the cursor is located in the Model Space.

Combine Snap Modes easily by toggling on multiple Snap Mode buttons simultaneously.

ﬁ‘ Optional Practice

Isolate and make visible the O\UNDERGROUND HARD ROCK\TUNNEL STRINGS layer and use the different
Snap Modes individually or in combination with each other to snap to other precise locations i.e.

perpendicular or intersection. Click to turn off all Snap Modes and hit <Esc> to ensure no entities are
selected when finished.
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20. VIEWING DATA

There are many commands and options in Deswik.CAD to manipulate the view of the data in the Model
Space.

20.1. ROTATING
The Rotate command enables the user to change the orientation of viewing entities in the Model
Space. By moving the mouse, the user is able to rotate the view within two or three dimensions, using

one of three different rotation origins.

O The View | Rotate toolbar is pictured horizontally below. In the default view, the toolbar is ‘pinned’
vertically to the top right of the screen.

|

ZU To perform a basic Rotate command, hold down the <Shift> key and left-click at the same time. This
will display a circle in the Model Space which acts as a Rotation Display Guide. The user can then
release the <Shift> key and continue rotating the view.

20.1.1. TWIST AND ROTATE

No matter how the user chooses to set the rotation origin, there are two ways to move your data
around the rotation origin:

e TWIST: Click the cursor anywhere outside of the circle, hold and drag the mouse to twist the object
(360° to the left or right) around a center of origin within two dimensions.

e ROTATE: Click the cursor anywhere inside of the circle, hold and drag the mouse to rotate the object
around a center of origin within three dimensions.

Click, hold and drag your cursor
while inside of the circle to rotate
your entity in 30

Hovering your cursor anywhere
inthe Model space displays
the "move” cursor.

Click, hold and drag your cursor
while outside of the circle to
“twist” your view in 2D only.

A While the Rotate command is active, a circle is displayed in the center of the Model Space and it is
recommended that the user does not perform any other activities. When the user is finished with the
Rotate command; hit <Esc> or right-click out of the command so other functions can be performed
within the project.
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20.2. 3D VIEWS

Deswik.CAD offers several 3-dimensional views that automatically change the orientation of the View
Plane in the Model Space. The user is able to select any one of these 3D Views using the View
command from the Main menu, as well as the shortcut buttons on the View | 3D Views toolbar.

O The View | 3D Views toolbar is pictured horizontally below. In the default view, the toolbar is ‘pinned’
vertically to the middle right of the main screen.

DD IPED SO DG F

ﬁ‘ Optional Practice
Use combinations of the Rotate and 3D Views commands to view entities in the Model Space.

A The optimal 3D View is Top view, also known as Plan View. It is recommended that when finished

viewing in other 3D Views that you run the View | 3D Views | Top command or click the mf button.

20.3. VISUAL STYLES

A Visual Style is a collection of settings that control the display of edges and shading of the visible
entities in the Model Space. Shaded ’ style is the default/optimal view and when another Visual Style

is selected, it is applied to all visible entities.

O The View | Visual Styles toolbar is pictured horizontally below. In the default view, the toolbar is
‘pinned’ vertically to the bottom left of the screen.

Mo e A009Q -~

ZU Make Visible, Isolate and Activate the O\PRACTICE\VALENS_UG_UPPER EAST layer, and practice
viewing the data using the various View | Visual Styles toolbar commandes.

A It is recommended that when finished viewing in other Visual Styles that the user run the View | Visual

Styles | Shaded command or click the # putton.

20.4. ANIMATION

To create Animations of selected entities and manage the various settings, Deswik.CAD has an
Animation mode which is enabled by running the View | Visual Styles | Animation command or by

-

clicking the button.

Deswik.CAD determines the sequence of the animation according to either Start and Finish dates
applied as attributes or direct linking to a related Deswik.Scheduler project.
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0 The View | Visual Styles toolbar is pictured horizontally below. In the default view, the toolbar is
‘pinned’ vertically to the bottom left of the screen.

2 0 DA DO

B2 -
Once Animation mode has been enabled, a new Visualizer menu is added to the Main menu, a

Visualizer toolbar is added above the Model Space and a Playback toolbar is added below the Model
Space.

Visualizer Help

v v Vg Vi ‘J’m W L Wi | | <No Filtering> ~| E{m ' ‘.é & v 0| <Nolegend> ~| @, | @ 'g -

oing e | 4 [ 2§ B ESE B0 RKRAQAK L - -

- - v

- - <Pick Preset To Apply> | | 52 Em ~

4,01 Intro to CAD for UG HR Exercises x

||| > [on]p0| B Ffs: | w0[:] |options| | 2

|20.4.1. VIEWING AN ANIMATION

ZU To view an Animation:

1. Isolate the O\UNDERGROUND HARD ROCK\TUNNEL SOLIDS layer and make it visible, selected
and active.

-~

2. Runthe View | Visual Styles | Animation command or click the button from the toolbar.

Options

w

From the playback controls under the Model Space, click the button.
4. From the presented Animation Options dialog box, in the Layers to Animate tab, delete any rows

displaying in the grid with the |i| button.
5. Click |}_| to add a new row.

6. From the Layer Selection dialog box, select the TUNNEL SOLIDS layer and click oK

7. From the Animation Options dialog select Backward from the Animation Mode drop-down menu.
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As a general rule, for mining solids the graphics should animate backwards so when the mining solids
are completed they vanish from the graphics. As opposed to dump solids that should be animated
forwards so the solids appear when they are finished.

8. Click ¢

<= Animation Optiol

Layers to Animate Animation Period General Options

OUJNDERGROUND HARD ROCKITUNNEL SOLIDS(.) Animation Mode: Forward o
Animation Dates from Scheduler
Start Date Attribute: Start -
Finish Date Attribute: Finish -

Display Figures without dates: |Never -

¥ Color Active Figures E} —{}
Color Hidden Figures | | NN

| Color figures by Date Range bins

oK Cancel

K @ EPIP
9. From the playback controls under the Model Space (Animation mode), click the * E
button.

10. After viewing the Animation, return the view to Plan View by running the View | Visual Styles |

Shaded command or clicking “# from the toolbar.

The Animation can also be viewed manually using the slider on the playback controls.
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20.4.2. VISUALIZER SHORTCUT KEYS

Once Animation mode is enabled, the Visualizer toolbar automatically displays.

e @ 93 s -

The Visualizer commands in Deswik.CAD are summarized below:

=

Visualizer | View | Display
Clipping Box

Toggle the use of clipping with a Clipping Box.

Visualizer | View | Clipping
Box Frame Selection

Center the Clipping Box and set the Clipping Extents on the

selected entities.

Visualizer | View | Shade

Enable/disable the shading on the clipping box.

Specular Lighting

- Clipping Box
Visualizer | Record Record an AVI animation based on the current settings.
@ Animation
Visualizer | View | Enable/disable specular lighting of entities in the Model
¥

Space.

Visualizer | View | Toggle
Animation Mode

Toggle the Visualizer's animation mode on or off.

it
Eat

Visualizer | Display
Rotation Point Guide

Display the target point of rotation as small axis.
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|20.4.3. RECORDING AN ANIMATION

ZU To record an Animation;

- oo : @
1. Run the Visualizer | Record Animation command or click the button from the toolbar.
2. Select the desired settings from the presented Record Animation Options dialog box and click

OK

@ Record Avi

() Save Bitmaps

StartDate: |7/05/2012 - Start Frame: ] =
End Date: |22/02/2018 - End Frame: 198 7
Playback Frame per second: w2

Record at Normal Viewing Speed to Allow User Interaction

Cancel

20.4.4. VISUALIZER CLIPPING

The Clipping commands allow the user to limit the amount of entities visible on the screen by hiding all
data outside the Clipping Box.

The Visualizer | View | Display Clipping Box command displays a 3D Clipping Box in the Model
Space with an XYZ clipping axis to manually modify the extents of the Clipping Box.

The Visualizer | View | Clipping Box Frame Selection command displays a 3D Clipping Box in the
Model Space that is centered around the selected entities.

0 The Clipping commands allow the user to limit the amount of information visible on the screen by
‘clipping’, or hiding, all data outside of a visible ‘Clipping box". Once you have clipped entities in the
Model Space, you can rotate the View Plane to see them from multiple angles.

’E CHAPTER REVIEW

Before proceeding to the next chapter, review the subjects below and confirm the particular skills have
been acquired. These skills and knowledge should include;

SKILLS AND KNOWLEDGE ‘ CHAPTER REFERENCE
Snap to precise locations. Snapping to Precise Locations
Rotate the data in the model space. Rotating
Apply a 3-D view to the data. 3D Views
Switch on and off animation. Visual Styles
Record an animation. Record an Animation

The theories covered in these topics can now be applied to similar processes.
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21. WORKING PLANES

Working Planes dictate the level and position that the majority of entities can be viewed and created in
a 3D virtual CAD environment.

Mowve Working Plane: t 02 ‘ &' {E' & [if] | -

The following table is an overview of the Working Plane commands in Deswik.CAD;

SymsoL COMMAND DETAIL

+ View | Working Plane | Move | Up Move the Working Plane closer.

4 View | Working Plane | Move | Down | Move the Working Plane away.
\l;iitse\tl\;l!:orking Plane | Move | Set the distance to move the Working Plane.

& View | Working Plane | From View Set the Working Plane to the current view.

& View | Working Plane | To View Set the current view to the Working Plane.

k4 View | Working Plane | Snap Set the center of the Working Plane.

Ey View | Working Plane | Properties Edit the Working Plane properties.

@ View | Working Plane | Display Guide | Display a guide representing the Working Plane.
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21.1. DISPLAY GUIDE

The Working Plane display guide is essentially a square in the Model Space that indicates the Working
Plane.

z-— To enable the Display Guide;

1. Isolate the O\UNDERGROUND HARD ROCK\TUNNEL SOLIDS layer and make it visible.

2. Runthe View | Working Plane | Display Guide command or click the 2 button from the
toolbar.

Working Plane
Display Guide

A If the Display Guide does not show in the Model Space, return the view to Plan View, and run the View

| Working Plane | From View command or click & from the toolbar.
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21.2. SET WORKING PLANE PROPERTIES

The Azimuth, Dip, Twist and X, Y, Z coordinate properties of the Working Plane can be set by running
the View | Working Plane | Properties command.

2= Working Plane A

Azimuth: |0.00
Dip: |0.00
Twist: (0.00
Target Point
A 4745685

Y: |4026.105
Z: |65.000

Apply To View

|21.2.1. DIGITIZING POLYLINES AT DIFFERENT RL'S

In this exercise, we will draw 2 polylines at different Z coordinates to see the effect in the Model Space.

Z- To draw Polylines at different RL’s;

ok wWwh =

o~

Add a new layer and name it: O\PRACTICE\RL
Isolate the new layer and make it visible and active.
Draw a simple polyline in the Model Space.

Run the View | Working Plane | Properties command or click the & button from the toolbar.
From the presented Working Plane Angles dialog box, change the Z coordinate to 100.
From the Main menu set the Pen Color for new entities to red.

Pen Color: | M | ~ | Pen Width: 0 7| Line Type: |BYLAYER AN

Draw another simple polyline.
Use the Rotation commands to view the entities from different perspectives.

First Polyline Z coordinate from 0 to 100 Second Polyline Rotated View
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21.3. VIEWING PLANE

The Viewing Plane represents the current view of the entities in the Model Space and can be adjusted
by manually selecting the points in the Model Space, using the View | Plane by Points toolbar.

e The Plane by 1 Point command sets a new Working Plane by selecting a center point.

e The Plane by 2 Points command sets a new Working Plane by selecting 2 points.

e The Plane by 3 Points command sets a new Working Plane by selecting 3 points to reside on the
new plane.

0 The Plane by _ Points toolbar is pictured horizontally below. In the default view, the toolbar is ‘pinned’
vertically to the bottom right of the screen.

[3:][35][133] +8 -~

# 4
@ By default the Apply to Working Plane '*= and Apply to View " buttons are toggled on.

The Plane by 1 Point / Plane by 2 Points commands also display a dialog box to set the view direction
with an option to Change View Mode to Slice or sectional view.

Slice Mode Selected Vertical Slice View

oL _-q
27 Plane By 2 Points —[&Iﬂ_hJ

@ Verical

Original Image

Horizontal
Pempendicular

Aligned

[7] Zoom to Length
| Change View Mode To Slice

Slice View of Decline
Tunnel Solid

[ QK ] | Cancel |

Use Snap Modes with the Plane by Points commands to be more precise when selecting a center point.

|21.3.1. MODIFY VIEWING PLANES

In this exercise, we will use the Plane by 2 Points command to obtain a vertical, sectional view of the
Mining Solids as illustrated above.

z-. To modify the viewing plane;

1. lsolate the O\UNDERGROUND HARD ROCK\TUNNEL SOLIDS layer and make it visible.
2. Isolate 1 of the Decline Solids by selecting 1 of the decline solids then run the Edit | Filters |

Isolate Selected Entities ¥& command.
Run the View | Working Plane | Display Guide command or click 2 from the toolbar.

[
4. Runthe View | Plane by 2 Points command or click = from the toolbar.
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5. Follow the prompts and select 2 points on either side of the Mining Solids.
6. From the presented Plane by 2 Points dialog box, toggle on @ Vertical, but leave the L | Change
View Mode to Slice checkbox cleared.

7. Click i

EJ/ This will adjust the View Plane to the specified 2 Points with a Vertical alignment.

8. Turn off the Display Guide by clicking the O button from the toolbar.

9. Runthe View | Visual Styles | 3D Slicing command or click the button from the toolbar to
generate a sectional view.

|21.3.2. RESETTING THE VIEW PLANE

The Working Plane or View Plane can be restored to their original orientation and the crosshairs reset.

Z- To reset the working/viewing plane;

1. Return to the original View by running the View | 3D Views | Top View command or by clicking

-
= from the toolbar.
2. Return to the original Style by running the View | Visual Styles | Shaded command or by clicking

¥ from the toolbar.
3. Return to the original alignment and restore the crosshairs by running the View | Working Plane

| From View command or by clicking & from the toolbar.

4. Runthe View | Zoom | All command or click the button from the toolbar.
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21.4. MOVE WORKING PLANE

The Move Working Plane commands allow the user to Set a Distance, and move the Working Plane
either Up (closer) or Down (away) from the Plan View.

Mowve Working Plane: t 10 1‘ E‘ 4@ '@ E‘f] A -

|21.4.1. MOVING THE WORKING PLANE

In this exercise, we will view the Mining Solids from the north, set a distance and move the Working
Plane.

z-. To move the working plane;

1. Isolate the O\UNDERGROUND HARD ROCK\TUNNEL SOLIDS layer and make it visible and active.
L]

2. Runthe View | 3D Views | From North command or the select the " button from the toolbar,

to view the image from a north facing perspective.

Turn on the Display Guide by selecting ™ from the toolbar.
4. From the Working Plane toolbar, adjust the move distance to 5 meters.

w

Select ¥ to move the Working Plane up or select ¥ to move the Working Plane down by 5
meters.

6. Return the Working Plane to its original alignment and turn off the Display Guide.
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21.5. CLIPPING

The Clipping commands allow the user to limit the amount of information visible on the screen by
‘clipping’, or hiding, all data outside of a specified distance from the current Working Plane.

A The Clipping tool only adjusts the viewing of the entities that fall inside the specified clipping distance. It
does not physically adjust the entity, just the viewing of it!

Clipping: | [ 10 2| E w(s| d |-

Zu‘ To enable Clipping;

—_

From the Clipping toolbar, set the 2 clipping distances (Near and Far distances in meters).
Alternate clicking on the 3 Clipping commands to clip the current view in the Model Space;

N

Near Clipping
Near and Far Clipping
Far Clipping

Once the user has finished with the various Clipping views, ensure all the Clipping commands are
turned off by simply clicking on them again to turn them off.
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|21.5.1. CLIPPING AND MOVING THE WORKING PLANE

In this exercise, we will combine Clipping commands with Working Plane commands, to moving
through specific views in the Model space.

z-— To Clip and move the Working Plane;

1. Isolate the O\UNDERGROUND HARD ROCK\TUNNEL SOLIDS layer and make it visible and active.
2.  Turnon the Display Guide by clicking & from the toolbar.

3. With both distances set at 2 meters, click = to enable all Clipping.

Clipping: ||E || 2o|:|[B]|| 2o|:|| 3|~

5. Fromthe Working Plane toolbar, move the Working Plane up and down and view the results in the
Model space.

Working Plane

6. Return the Working Plane to its original alignment, turn off the Display Guide and turn the
Clipping commands off.
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21.6. PLANE DEFINITION

The Plane Definition commands allows the user to save defined views of your project, which
Deswik.CAD can later load in the Model Space.

WY g =] § |-
The Plane Definition commands in Deswik.CAD are used to create, modify and load defined views.
SymBsoL COMMAND ‘ DETAIL
P View | Plane Definition | Create from Create a new Plane Definition from the current
View view plane.
@ View | Plane Definition | Replace with Replace the selected Plane Definition settings
Current View with the current view settings.
¥ View | Plane Definition | Modify Modlify the selected Plane Definition settings.
Nid View | Plane Definition | Load Load the selected Plane Definition.

21.6.1. CREATING A PLANE DEFINITION

To create a Plane Definition, several options are available including creating from the current view
plane and creating from a selected polyline. Depending on which option is selected, a Plane Definition
dialog box will display to define the settings of the view to be saved.

In this exercise, we will create a Plane Definition based on the current view.

li- To create a Plane Definition;

1.
2.

3.

toolbar.

QK

Isolate the O\UNDERGROUND HARD ROCK\TUNNEL SOLIDS layer and make it visible and active.
Use the Rotation and Zoom commands to produce a random view of the Mining Solids.

Run the View | Plane Definition | Create from View command or click the WP button from the

From the presented Add Plane Definition dialog box, input New View in the Plane Definition field.

Click
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6. From the View Properties tab of the presented Plane Definition dialog box, enter New View of
Mining Solids in the Description field.

View Properties Advanced Options

MName: MEW VIEW

Description: | Slice View of Dedine Solids

View Plane Working Plane
Target Point Properties
X |4595.54 = Azimuth: |34.77 =
Y. |4115.85 z Dip: 50.00 =
Z 1312 = Twist:  [0.00 z
-Pick == Height: 17053 |=
V| Apply to View | Apply to Warking Plane

Same as View Plane

Add To Parent Layer

Clipping
[ Use Clipping + +

Layer Preset

s |

|

Ertity Display

3D Solid Slicing - |

s

7. Click 9
8. Return the view in the Model Space to Plan View.

5 -
From the Plane Definition toolbar click tj—h' E:F E:. W t |Z| "

10. From the presented Select Plane Definition dialog box, right-click the NEW VIEW layer and click
Apply.
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EJ/ The saved Plane Definition is displayed in the Model Space.

Cancel

11. Exit out of the saved Plane Definition view by clicking from the Select Plane
Definition dialog box.

12. Return the view to Plan View.
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21.7. LAYER PRESETS

Layer Presets allows the user to change the properties of all layers in a project including visibility,
filters and legends.

|21.7.1. CREATING LAYER PRESETS

By creating a Layer Preset, the user can quickly restore the layer tree and layer Properties to a preset
template.

z-— To create or edit Layer Presets;

1. From the Main menu run the Layer | Presets | Edit Presets command or click the e button

from the toolbar.
<Pick Preset To Apply= | = 55? E,E i

3. From the presented Layer Presets dialog box click E] to add a new row to the list.
4. Enter a New Layer Presets Name.

Layer Presels

5. Define the Initial Actions for All Layers from the drop-down lists.

Initial Actions for All Layers
Visible: | All Invisible | Legend:  [<DoNothing> -]
Locked: [All Unlocked ~| Fite:  [<DoNothing> |
Expanded: [Do Mathing "']

O Additional actions can be applied by adding additional rows to the Active Layer grid and creating a set
of rules for the Layer Presets.

6. Click oK to save the changes and close the dialog box.

Settings from the current layer tree can also be applied to a project by selecting | "=t From Current
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21.7.2. APPLYING LAYER PRESETS

Layer Presets can be applied by clicking the | PP Preset

by selecting the Layer Preset from the toolbar.

button from the Layer Presets dialog box or

«Pick Preset To Apply = | =

& craPTER REVIEW

Before proceeding to the next chapter; review the subjects below and confirm the particular skills have
been acquired. These skills and knowledge should include;

SKILLS & KNOWLEDGE ‘ CHAPTER REFERENCE
Switch on and off the working plane display guide. Display Guide
Edit the working plane properties. Set Working Plane Properties
Use the plane by two point's commands for a long section view. Modify Viewing Planes
Reset the view plane. Resetting the View Plane
Move the working plane to different RL's. Move Working Plane
Apply 10m clipping to the working plane. Clippin
Set up a plane definition. Plane Definition
Set up a layer preset. Layer Presets

The theories covered in these topics can now be applied to similar processes.
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22. LEGENDS
A Legend is a convenient method of grouping data into multiple bins based on Attribute values.
Legends can be used for coloring graphical entities with common Attributes, or reporting quantities of

material with common Attributes from a geological model.

O All Legend commands can be accessed via the Main menu - Edit | Legends - or by the Legends
shortcut toolbar.

<Mo Legend = ~| m. :;- .-g =

22.1. CREATING LEGENDS

A Legend might be useful to color all entities with a common Attribute value the same color.
Alternatively, a Legend could be used to color all entities where an Attribute falls into a range of values
e.g. if the average elevation is greater than 100 and less than 150.

|22.1.1. CREATING A VALUE BINS LEGEND

In this exercise, we will create a Legend based on the horizon Attributes.

Z- To create a Value Bin Legend;

1. Isolate the O\UNDERGROUND HARD ROCK\TUNNEL SOLIDS layer and make it visible and
Selected.

2.  Runthe Edit | Legends | Edit command or click == from the toolbar.

3. Inthe presented Legends dialog box, click E] to add a new Legend.

[z] Bin | Preview value Range Filter

4. From the New Save Name dialog box, enter LEVELS in the Name field and click oK
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5. Click the Create Value Bins

] button.

u m Bin | Preview
----------
b= b [ Color il | Create Legend |
Legend Options
[T Setpropeties of unmatched erties | |
Line Type | Default -
I Create Value Bins | [ Create Range Bins ] [ Create Filter Bins ]

6. From the presented Add Value Bins dialog box, select the LEVEL attribute from the Field drop-

down menu and click o

@ This will auto-populate the bins according to the entities with the LEVEL attribute applied to them.

. . 0K
7. From the Legends dialog box click A N
E] Bin | Preview = Value Range Filter
|F'e'd3 |LEVEL M| e 1001 _H Fied LEVEL -
Ertity Selection 021 Value 100
: I
@ Visible Entities 1041 [
1042 [ temE e
) Selected Layer - (\UNDERGROUND 1061 [ pen Coor NN
© Adwe Loz A 1001 e :
& Svotillayms (0]
- . 1101 _ Line Type  Default >
() All Entities - 1342
Bin Descrptions v b= b | [ ColerFil ][ Createlegend |
Legend Options
|:| Add Prefic [C] set properties of unmatched ertiies | |
|:| e Line Type  Default A
[ Create Value Bins ] [ Create Range Bins ] [ Create Fitter Bins ]
[ Append To Existing Bins
[ ok ][ canca |

8. To apply the Legend, ensure the TUNNEL SOLIDS layer is Selected.

9. From the Legends toolbar, select the newly created LEVELS legend from the Legends drop-down
menu.

LEVELS v E . W R T
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EJ/ This will apply the newly created legend to all entities with the LEVEL attribute assigned to it.

10. After viewing the entities with the BENCH attribute, run the Edit | Legends | Remove All

command or click the = button from the toolbar.
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|22.1.2. CREATING A RANGE BINS LEGEND

In this exercise, we will create a Legend based on the volume range of the Tunnel Solids.

li- To create a Range Bin Legend;

Nowu M W N =

Click the [ Create Range Bins

] button.
From the presented Add Range Bins dialog box, select Level from the Field drop-down menu.
Change the Bin Size to 5000

In the presented Legends dialog box click E] to add a new Legend.

In the New Save Name dialog box, enter Level 5m Ranges in the Name field and click

Isolate the O\UNDERGROUND HARD ROCK\TUNNEL SOLIDS layer and make it visible and active.
Run the Edit | Legends | Edit command or click =. from the toolbar.

OK

A Changing the Bin Size will automatically update the Number of Bins i.e. the larger the Bin Size the
smaller the Number of Bins. If the Bin Size was left at one (1), the Number of Bins is ~390000 which is

not manageable!

8. Click 4 N

[Field: _LEVEL -

Ertity Selection
@ Visible Entities

(7) Selected Layer - (NUNDERGROUND
© Active Layer-0
© Soochotae [0
() Al Entities - 1342
Bin Ranges
Minimum Value 61.000
Madmum Value: | 112.000]
Bin Size: 5.000

Number of Bins: 11

Round Min and Max to nearest whole number
[ Append Ta Existing Bins

@ This will auto-populate the bins according to the Level range.

E E;nto = Preview

Level 5m Ranges 66 to 71

Tto76
7610 81
8110 86
86 to 91
911096
96 t0 101
101 to 106

10600111 |
1116 N

11610121
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9. From the Legends dialog box, click oK

10. To apply the Legend, ensure the TUNNEL SOLIDS layer is Selected.
11. From the Legends toolbar, select the newly created Level 5m Ranges legend from the Legends
drop-down menu.

12. Run the Edit | Legends | Remove All command or click the ~ button from the toolbar.

|22.1.3. CREATE A POP-UP LEGEND

Once a Legend has been created, a pop-up Legend can be generated and inserted as a bitmap image
on the active layer or on a Plot.

O Plots are covered in the next section of the tutorial.

Z- To create a pop-up Legend;

| Create Legend

1. From the Legends dialog box, highlight the required Legend and click the | button.

N NI e
Line Type |Default -

¥ b o ColorFil_ || Greate Legend |

Legend Options

Set properties of unmatched entities
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@ This will create the pop-up Legend.

2. Click | ©¢ I to close the Legends dialog box, but leave the pop-up Legend open.
3. Right-click inside the pop-up Legend and select Insert into Document.

Description Color -
61to 66

EEto 71 —
Tt 76 e
76 1o 81 N

2110 86 . .

26 1091 Right-click

9tod6

9610 101 Insert into D t
101 o 106 nsert in o. ocumen i
1060 111 Copy to Clipboard

11110 116 [N -

m

4. Follow the prompt to select an Insertion Point for the Legend.
5. To format the Legend once it has been inserted, double-click the Legend from the Model Space to

display a Table dialog box with formatting options.

=
6. Run the Edit | Legends | Remove All command or click the button from the toolbar.

& crapTER REVIEW

Before proceeding to the next chapter; review the subjects below and confirm the particular skills have
been acquired. These skills and knowledge should include;

SKILLS & KNOWLEDGE CHAPTER REFERENCE

Create a legend based on attribute values. Creating a Value Bins Legend

Creating a Range Bins Legend

Create a legend with bins based on a range of information from attributes.

Q The theories covered in these topics can now be applied to similar processes.
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The Tools | Query commands allow the user to run various queries to obtain detailed information
and/or generate reports on the selected properties. The most common Query commands, Point,
Distance and Volume also have toolbar shortcuts.

Rk kv

There are a range of Query commands available, including Attributes and Properties and Histogram
which are described in more detail below.

23.1. ATTRIBUTES AND PROPERTIES

Running the Tools | Query | Attributes and Properties command displays an Attributes and
Properties to Export dialog box. After selecting the required Attributes and Properties, Deswik.CAD
generates an Attributes and Properties report.

Entities to Expart Attributes for
@ Visible Ertities
" Selected Entities - 133
" Selected Layer - WUNDERGROUND HARD
) Active Layer - (\PRACTICEMGRIPS

) Spectied Layers [ 0]

) Al Ertities - 1783

Handle FlgureTypel ACT TYPE DIRECTION LEVEL | LODE
mm—_m_
POLYFACE ODR ODR_81_5_N
POLYFACE ODR ODR_73_5_N
POLYFACE QDR ODR_77_5_N
POLYFACE QDR ODR_75_5_N
POLYFACE QDR ODR_73 5_N
POLYFACE QDR ODR_71_5_N
POLYFACE QDR CDR_63 5 N
POLYFACE QDR CDR_67 5 N
POLYFACE QDR CDR_65 5 N
POLYFACE ODR ODR_83 5 N
POLYFACE ODR ODR_81_5_N
POLYFACE ODR ODR_56 6_N
POLYFACE ODR ODR_58 6_N
POLYFACE ODR ODR_100_6_N
POLYFACE ODR ODR_102_6_N
POLYFACE ODR ODR_104 6_N
POLYFACE ODR ODR_106_6_N
POLYFACE QDR ODR_108_6_N
POLYFACE QDR ODR_110_6_N
POLYFACE QDR ODR_112_6_N
POLYFACE QDR ODR_114_6_N

LN =] o

—_

Attributes

o
s B =

o
h h o h h o nnnnoLnon

DIRECTION
10

LEVEL
LODE

o

i | & b | »

| Add Al Attibutes | | Add Al Propetties |

[] Show Al Properties

P EEEEEEEEEEEEEEEEEE

|| Display Selected
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23.2. HISTOGRAM

Running the Tools | Query | Histogram command generates a Histogram that depicts the distribution
frequency, for a specified Attribute for selected entities.

Field: LEVEL Histogram
Bin Size:

| Percent

108

| Cap At Minimum

| Cap At Maximum

o]

A When the Histogram Reporting dialog box is first displayed, the Histogram is blank. The Histogram
populates after the options on the left of the dialog box are populated and Apply is selected.

& craPTER REVIEW

Before proceeding to the next chapter, review the subjects below and confirm the particular skills have
been acquired. These skills and knowledge should include;

SKILLS & KNOWLEDGE ‘ CHAPTER REFERENCE
Query information about an entity. Attributes and Properties
Create a histogram. Histogram

Q The theories covered in these topics can now be applied to similar processes.
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24. PLOTTING

Deswik.CAD is able to print either directly from the Model Space or from Layouts.

When printing from the Model Space, the data that is visible on the screen will be printed to the page at
an undefined scale.

@ Because the Print command does not support printing to multiple pages, when printing the Model
Space it is critical that the size of the piece of paper is large enough in its defined orientation to fit all of
the data onto a single page. This can be confirmed by looking at a preview before printing.

A The first time a document is printed from the Model Space of an open project, it is recommended that
the user ensures the Page Printer Setup and Printer Settings are set up correctly.

24.1. LAYOUTS (PLOTS)

Within Deswik.CAD, there can be two distinct working environments, or ‘spaces’, in which the user can
create objects. Typically, a model composed of geometric entities is created in the Model Space.
However, if it is necessary to print the model, the user is able to create a Layout, which is essentially a
‘paper space’. The Model Space and a Layout exist simultaneously, and are accessible on tabs located
at the bottom left of the drawing area. There will only ever be one Model Space tab; however, one or
more Layout tabs may be present at any given time.

_k'w ‘ \ i \ ’\ \ Layer Control nx
| 4 SAMPLE LAYOUT
L [Z13]] SAMPLE VIEWPORT
(=]
=
o

4
- | SAMPLE LAYOUT s

@ The Layout, similar to the Model Space, also has its own Layer Control window, which displays
automatically when the Layout is selected. Within a Layout, Viewports are inserted to display views of
the 3D Model Space data. Any number of Viewports can be created within a Layout and any number of
Layouts can be created within a project.

24.1.1. CREATING A LAYOUT

In these exercises, we will create a Layout (Plot), then insert a Viewport into the Layout and modify the
view of the image to the user’s preference. We will then create a Viewport Grid, North Arrow and
Scalebar and adjust them to the required view.

Z-— To create a Layout;

1. Add a new layer called O\PRACTICE\PLOTTING and make it Active.
2. Isolate and select the PLOTTING layer.
3.  From the Main menu run the Insert | Layout command.
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4,

@ The user will need to map a printer to Deswik.CAD and adjust the print settings.

5.
6.

In the presented Insert Layout dialog box, input Sample Layout in the Name field.

Select A3 from the Page Size drop-down menu.

Toggle on Landscape Orientation and select A3 Landscape.vdcl from the Title Block drop-down

menu.

Mame: Sample Layout

Printer: [

Page Size: [,\\3

Orentation: () Portrat @ Landscape

Title Block: [M Landscape.vdcl

A Additional default Title Blocks can be found in the file location C:\ProgramData\Deswik\Titleblocks

7.

Click o

EJ/ Deswik.CAD will insert a new window in the position of the Model Space called 'SAMPLE LAYOUT’ and
create a new layer with the same name in the Layer Control window.

8.

| PP

Run the View | Zoom | All command.
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24.2. TITLE BLOCKS
Title blocks can be modified to suit the users requirements.

zhﬂ To modify a Title Block;

1. From the Main menu run the File | Open command or click the ' putton from the toolbar.
2. Navigate to the C:\ProgramData\Deswik\Titleblocks directory and open the required *.vdcl file.
3. Runthe View | Zoom | All command.

4. Click in the area of the Title Block to modify which will populate the Properties window.
5.  From the Properties window modify Title Block text details as required.

operties B x
Selected Entities
Fixed Properties -
Attributes
Variable Properties A
.
AligrToView
‘ AlignT VSize 03
Height 25
HorizontalJustification Center ~
L
InvisibleMode: False
IsConstant False
LineType BYLAYER
LineTypeScale 1z
LineWeight LW_BYLAYER ~
ObliqueAngle 0
PenWidth o
Rotation 0
TextStyle SRK Title Text
TextString DESCA
Textline None
Thickness 02
ToolTip
URL

6. Hit <Enter> to save the changes for the current project.

0 To save the Title Block as a new default; run the File | Save As command and save the new Title Block
in the C:\ProgramData\Deswik\Titleblocks file directory.
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|24.2.1. CREATE/EDIT TITLE BLOCK TEXT

z-ﬂ To create/edit Title Block inputs or text;

1. From the Layout Space, double-click on the Title Block border.
2. From the presented Edit Block Text dialog box, input Values for the required fields.

4 Edit Block Text g 2

Tag Value Invisible -

PROINO

PROITITLE |

TIME Intro to Deswik CAD 3

ORIG

DATE

SCALE

DWGNO

RA

RDA

DESCA

DA

cA -

oK. Cancel
. OK .
3. Click to save the changes and close the dialog box.
A R CesLTpan ol e
brawrg T
Intro to Deswik CAD

Crigretr FipreOraang Mo:-
i %

= S e

24.3. VIEWPORTS

Once you have created a Layout, you can split the drawing area into one or more adjacent rectangular
views known as Viewports. Viewports are areas that display different views of the Model Space.

|24.3.1. CREATING VIEWPORTS

In these exercises, we will insert 1 Viewport into the Sample Layout created in the last exercise.

ziﬂ To create a Viewport;

t
Select the tab to return to the Model Space.

Isolate the O\UNDERGROUND HARD ROCK\TUNNEL SOLIDS layer and make it visible and active.

Select the |M TS '—*"-"'UUT| tab to return to the Layout Space.

Run the Insert | Viewport command.

In the presented Viewport Layer dialog box, enter Sample Viewport in the Name field and click
oK

kW N=
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6. Follow the prompts and drag a window inside the Layout while staying inside the dotted border.

P
[~

First Viewport
Corner

Second Viewport
Corner
—
N [

= By =
[ T
1T
[ 11

[T T+

T

@ Deswik.CAD will create a Viewport image of the current visible entities in the Model Space, create a
SAMPLE VIEWPORT ‘child’ layer to the SAMPLE LAYOUT layer and a Viewport dialog box is presented,
where the Size, View, Layers and Plane Definitions can be modified if required.

7. From the Viewport dialog box, click the View tab and select 3D Solid Shaded from the drop-down

menu.
i size
I\m View Source View Plane
B Layers [ Model Space Certer Rotation
m Plane Definitions
X (3260234 = Azimuth: [0.000
Y- |5401.758 = Dip: 0.000
Z. 315638 E Twist:  (0.000
Working Plane
Same as View Plane
Target Point Rotation [ Clipping
X 3260234 z Agmuth: [0.000 [ Near: [10.000
Y. [5401.758 : Dip: 0.000 = Far:  (10.000
7. 30402 o Twist: (0000 &
Ertty Display
3D Solid Shaded -
[ Atosppy [ 0K [ ey | [ Cancd |

. Click|femy_|
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9.

Click oK to close the dialog box.

EJ/ The default Entity Display for Viewports is 2D Solid; when 3D Solid Shaded is selected, the image in the

Viewport will reflect the image in the Model Space.

— g -
_—_—q—-i_'._‘
——
—— \ﬂ:

. S

0 To modify the Viewport settings further, right-click on the SAMPLE VIEWPORT layer in the Layer Control

window and select Modify Viewport.
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24.4. DRAWING VIEWPORT GRID, NORTH ARROW AND SCALEBAR

In these exercises, we will add a Viewport Grid, North Arrow and Scalebar to the Viewport.

|24.4.1. CREATING A VIEWPORT GRID

iiﬂ To create a Viewport Grid;

From the Main menu, run the Draw | Viewport Grid command.
Follow the prompt and click on the Viewport.

In the X tab, click the Disable [¥| selection box.

In the Y tab, click the Disable [¥] selection box.

Set the Z tab settings as follows:

Grid boundary

ok WwN =

(2) Use Viewport Boundary Boundary Polyline Handle

() Define a Boundary Polyline

X Y. z

Disable

Format: |#,##0RL Line Style:
Interval: 50| 2 Annotation Style: | Perpendiculal +

Auto Interval Text Size: 2|7

Padding: 5 Offset: (o]

Annotation Postions

Flip Text

COutside Outside

Flip Text Flip Text

Flip Text

[y J[ ok ][ cancel

Click to apply the settings to the Viewport.

Modify the Grid settings and keep selecting Aeply until the grid matches your preferences.
oK

Once finished, click to close the Viewport Grid form.

To modify the Grid settings further, right-click on the GRID layer in the Layer Control window and
select Modify Grid.

W N o

126 | Page



|24.4.2. CREATING A NORTH ARROW

1-— To create a North Arrow;

1. Click on the Viewport and run the Draw | North Arrow command.
2. Follow the prompt to select the location of the North Arrow.

Deswik.CAD
Please select location for north arrow
(Right dick or ESC to cancel)...

3. From the presented North Arrow dialog box, click ok

EJ/ Deswik.CAD will apply a North Arrow to the Viewport and create a NORTH ARROW child layer to the
SAMPLE VIEWPORT layer.

|24.4.3. SCALEBAR

ZU To create a Scalebar;

1. Click on the Viewport and run the Draw | Scalebar command.
2. Follow the prompt to select the location of the Scalebar.
3.

From the presented Scalebar dialog box, click oK

EJ/ Deswik.CAD will apply a Scalebar to the Viewport and create a SCALEBAR child layer to the SAMPLE
VIEWPORT layer.

0 To modify the Scalebar settings further, right-click on the SCALEBAR layer in the Layer Control window
and select Modify Scalebar.
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24.5. PRINT PREVIEW

Before printing the Layout and Viewport, run the File | Print Preview command to review the outputs
first.

A If changes are required, close the Print Preview dialog box, make the required changes and run the File
| Print Preview command again.

’Q CHAPTER REVIEW

Before proceeding to the next chapter review; the subjects below and confirm the particular skills have
been acquired. These skills and knowledge should include;

SKILLS & KNOWLEDGE CHAPTER REFERENCE

Insert a layout into the Deswik.CAD project. Layouts (Plots)

Edit the text in a title block. Title Blocks

Insert a viewport onto the layout. Viewports

Add grid to the view port. Creating a Viewport Grid
Add a north arrow to the view port. Creating a North Arrow
Insert a scale bar for a view port. Scalebar

Review the layout and print. Print Preview

The theories covered in these topics can now be applied to similar processes.
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25. SUPPORT

Should you require any further support and assistance with Deswik.CAD, the following options are
available.

25.1. HELP FILES

The Help files contain concise and user friendly support documents on the majority of Deswik.CAD tools
and functions.

To successfully navigate the Help Files, base your search criteria around Keywords.

For example: If you require further information on how to adjust your Filters to a certain View, start by
searching in the Help Files for the keywords ‘Filters’ and/or ‘View".

Or

If you know where the command you require help with is located in the Main Menu, search the Help Files via
the Contents tab which is set out in the same format as the Main Menu.

25.2. CLIENT PORTAL

The Deswik Client Portal provides access to a variety of support and information channels.
These include:

e Current released Deswik suite installs and patches

e How to guides

e Troubleshooting guides

e Direct secure mailbox channel to Deswik Support

e Roadmap of upcoming functionality and estimated release dates.

25.2.1. CLIENT PORTAL ACCESS
To access the Deswik Client Portal a user account must be created by Deswik Support.
To register for a user account, follow the link below:

https://clientportal.deswik.com/user/register

Once a user account has been generated, the Deswik Client Portal can be accessed by going to:

https://clientportal.deswik.com/user/login

Page| 129


https://clientportal.deswik.com/user/register
https://clientportal.deswik.com/user/login

25.3. SUPPORT CONTACTS

Deswik offers a range of support offerings to help you get the best experience from your Deswik
software purchase. Deswik has support and training locations around the world. You can reach us via
phone, email or the web.

To phone or email us, please contact a Support Centre in your region:

LOCATION CONTACT

Australia +617 3229 2708

Or

1300 653 032
support@deswik.com

Canada +1 778 375 3202
support na@deswik.com

South Africa +27 11 958 0273
support_sa@deswik.com
United Kingdom +44 1494 678 920

support_uk@deswik.com

End of tutorial
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