LUXART 5.0


MINIMUM HARDWARE-SOFTWARE CONFIGURATION

Before installing the program, it is advisable to check that the configuration of your computer corresponds at least to the following characteristics (minimum configuration):

	· Computer:
	Pentium

	· RAM Memory:
	16 Mb

	· Disk Drive:
	multi-session 16X speed CD-Rom

	· Hard Disk:
	with at least 20 Mb free for the program.

More than 200 Mb for files

	· Video:
	resolution  800x600 pixels

	· Mouse:
	Windows compatible

	· Operating System:
	Windows® 98 – 2000 – Windows XP® – Windows NT® v.4.0 (Service Pack 3)    (Windows and Windows NT are registered trade marks of Microsoft Corporation)



PROGRAM AND DATA INSTALLATION AND ACTIVATION 

PROGRAM INSTALLATION AND ACTIVATION 

The program can be installed following the described points:

1. Place the supplied CD-ROM in the CD ROM drive

2. Select  ‘Run’ from the Start menu of  Windows 98-2000, Windows XP or Windows NT

3. Type d:\Setup + press Enter (d:\ this is the CD-ROM drive: example D:\ or E:\ or F:\)

4. When the Presetup Window appears, select one of the available program LUXART 5.0.   N. B.:  this window appears automatically if the Autorun mode is active.

5. Follow the instructions on screen

6. At the end of the installation run the program.

7. Repeat the procedure from point 4 to install CADY.

INTRODUCTION TO THE PROGRAM

LUXART 5.0 is a software package for lighting design systems for interior and exterior areas whose features include visualization of results tables, graphics and photo-realistic images of the area itself from different points of view.

PROGRAM AIM

LUXART 5.0 Indoor is designed to calculate the lighting parameters of an indoor installation using luminaires measured according to the C-Gamma system described in CIE24 and CIE27 Recommendations (road luminaires) and V-H (floodlights).

The program calculates the illuminance and luminance values on all surfaces of the room/area, including furniture, also taking into consideration the shadows cast by the latter.

BASIC CONCEPTS

Direct and Indirect Luminaires

(See also Section on Luminaires)

A luminaire is always measured with the light emitting plane perpendicular to the luminous axis (Gamma 0°). This assumes the emission is always direct even though actually the emission is indirect (light towards the ceiling).

It is then necessary to rotate the luminaire through 180° in order to install it in the right working position.

Note: you may prefer to enter data in the photometric table of an indirect luminaire so that the emission corresponds to Gamma 180° and then it is not necessary to rotate the luminaire.

Bounding Box

This is the box containing the object under consideration, e.g. a room, a piece of furniture or a luminaire. The bounding box is very useful because it allows the number of surfaces to be reduced so that objects can be moved easily and quickly.

Reflections

The program can be used for irregularly shaped room/Areas and the reflections on different surfaces are calculated using the Lambert method (perfectly diffuse reflections) or using the R and C reduced reflection factor tables. 

Cartesian References and Luminaire Aiming

Absolute Cartesian Axes and Room/Area: the area in question is always associated to three Cartesian axes X, Y, Z and it is always advisable to keep the bottom left hand corner of the plan associated with the beginning of the axes  (X=0, Y=0 and Z=0) as shown in the figure.
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Relative Cartesian Axes and Luminaires:  each luminaire is associated to its set of three intrinsic Cartesian luminaire axes x’, y’ and z’  relative to the absolute triplet X, Y and Z according to which the rotations or aimings of the luminaires are considered.

The photometric system of C- semiplanes,  to which the photometry is referred, agrees with the intrinsic luminaire axes system x’,  y’, and z’, where the C-0° semiplane corresponds to the plane formed by the z’ axes and by the positive part of y’. Each rotation around the intrinsic axes also involves the rotation of the C- planes group.   

To determine the direction of the C-0° semiplane, origin semiplane, an arrow/pyramid has been inserted in the luminaire and its point indicates the direction of the C-0° semiplane as in the figure.  The C-0° semiplane is generally perpendicular to the lamp.

Function Buttons:  these are the buttons that appear in the various windows which, when pressed, enable you to carry out a certain operation, for example, OK to confirm the inserted data or Cancel to cancel the operation.
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Default Condition:  the default condition according to which the luminaires are positioned in the area establishes all the rotation angles x’, y’ and z’ equal to zero.  In this case the luminaire has its own aiming/luminous axis directed downwards perpendicular to the work plane.
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Positive Rotation Direction:  the rotations of a luminaire around its own intrinsic axes are considered positive when the observer sees them in an anticlockwise direction when located on the positive side of the x’, or y’ or z’ axis.

Choosing a Command from a Menu

A function can be selected by either using the mouse and clicking on the selected function with the left button or moving the up and down or right and left arrow keys and then pressing Enter.

Selection of a Function from a Work Window

A function can be selected by either using the mouse and clicking on the selected function with the left button or moving from one function to another with the TAB key and then pressing Enter.

Selecting an Icon

The icons associated with the corresponding functions are found in the menus of the Menu Bar.  To select an icon, and thus activate the corresponding function, click on it with the left mouse button.

Selection of a File from a List

The  program uses file list windows. To open one of these files double click on the name, enter the name in the appropriate box and click OK or move up and down the list with the arrows keys and then press Enter.

Tool Bars

Any command from the Menu can be quickly activated using the tool bar. The tool bar consists of a group of icons each connected to a command from the Menu.

LUXART 5.0 uses 4 different tool bars, 2 static and 2 context sensitive.

The Toolbars are positioned by default in the upper section of the Work Area below the Menu Bar:  They can however be organized vertically: to do this click with the left mouse button on the upper line of the active toobar and, keeping it pressed, move onto the Work Plane and release the button.  The toolbar will thus be shown vertically and can be moved by clicking on its description and moving the mouse arrow into the new position.

The program also allows you to discover the functions of each icon; place the mouse arrow on the icon and after a few seconds the program will show the relative description.

Static Tool Bar - Room Functions
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Static Tool Bar - Object Functions
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Context Sensitive Tool Bar - Furniture Functions
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Context Sensitive Tool Bar - Luminaire Functions



PROGRAM LIMITS

The program works within the following limits:

	· 
	ROOM/AREA SHAPE
	Irregular also with curved elements

	· 
	MAXIMUM DIMENSIONS
	X = 10.000 m

Y = 10.000 m

Z = 10.000 m

	· 
	TOTAL NUMBER OF LUMINAIRES
	Function of RAM

	· 
	NUMBER OF DIFFERENT TYPES OF LUMINAIRES
	Function of RAM


HOW TO RUN THE PROGRAM

To run the program, choose one of the following options:

· selecting the LUXART 5.0 icon from the Program Group window by clicking twice rapidly on it

· use the Execute command in the Program Manager and type d:\Directory Name \INTERF and press Enter (the default directory name is Artemide Luxart 5.0)

· run the File Manager and select d:\Directory Name\BIN\INTERF.
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Example of Luminaire Positioning
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C- Half-planes Direction and Rotations
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Cartesian and Angular References








LUXART 5.0                                                                                                  10

_967549342.doc
[image: image1.png]Deets Furnture - Scale Furriure - Move Furniure

Bl
ke
B | rurwes

P —

Reltive Z Retation

[R]RR| 220 - om0 Moty zoom Fecter

#Aixes - Grid - Redraw
U

Bouncing Box - Complte View








