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Body Tube

A. Tube. S EB[4| €]
Step 1. Click File Menu > New, click Part and OK. g —
- History
Step 2. Click Top PlaneN in the Feature Manager and click Sketch P I )
. 5 :1“::1@
t on the context toolbar, Fig. 1.
|3\ Right Plane
. . @ I_. Crigin
Step 3. Click Circle (S) on the Sketch toolbar. Fig. 1
Step 4. Sketch two circles starting at the Origin L, Fig. 2.
&
Step 5. Click Smart Dimension | ,-m="" | (S) on the Sketch toolbar.
Step 6. Add dimensions, Fig. 3.
Step 7. Click Features | Features | on the Command Manager
toolbar. Fig. 2
& 71.08
Step 8. Click Extruded Boss/Base baruded | on the Features .02
toolbar.
Step 9. In the Boss-Extrude Property Manager set:
under Direction 1, Fig. 4
Depth ¥0i 6.85 PP
click OK % . v x® i
From " Fig. 3
. . ISket(h Plane =
Step 10. Click Zoom to Fit j:') (F) on the
View toolbar. il——l
B. Save as "BODY TUBE". || :
Step 1. Click File Menu > Save As. ‘ EI
I Draft outward
Step 2. Key-in BODY TUBE for the file- Fig. 4

name and press ENTER.
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Fig. 5
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C. Appearance.
Step 1. Click the Body Tube to select the part, click Appearance

Callout on the content toolbar and click BODY
TUBE (1, Fig. 6.

Step 2. In the Appearances Property Manager,
under Color, Fig. 7
set RGB values
R 43
G 255
B 23

click Advanced button, Fig. 8

click Ilumination tab | % Humination
under Illumination
Transparent amount .5

click OK % .
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Step 3. Save. Use Ctrl-S. v v

2= color @ §E color @

-

Calar/Image Surface Finish

Color/Image | Q Mapping

Selected Geometry ~

1.00
@ Ly

I_)__ Hlumination
BODY TUBE.SLDFRT ‘

Hlumination Ea

W Dynamic help
[‘rj Diffuse amount:

| I S Y S S O B | j

1.00
Lt

Remave Appearance Specular amount:

||\|||||'j

Color Ea

/ | | o

i -
|;‘ Istan(lar(l J Specular spread/Blurriness:

0,150

255 =
. —~_£j 0.000

L' =

IU-EISSSIBBSISS‘ [ I T | E|
Reflection amount (RealView
anly:

1
r Blurry reflectians
Transparent amount:

Luminous intensity:

\jllllv

wisrm” 2 a

SOLIDWORKS 16 Boboy Tuse ROCKET 3D

e PhotoView llumination ~

Raound sharp edges:
Fig. 7 0.00in =

¥ Double sided

Fig. 8 Fig. 9

PRINT PAGe 1-2




