dChapter 21 Boat
¢ Boat Assembly

A. Insert Hull and Power Train Assembly.
Step 1. Click File Menu > New, click Assembly and OK.

Step 2. Click Keep Visible = in the Property Manager,

Fig. 1.
) ) (P Begin Assembly @ @

Step 3. Click Browse in the Property Manager, Fig. 1. v x E\s
Step 4. Select your HULL MID PLANE file and click Open. ot/ Assembly to Insert n
Step 5. Click OK w" in the Property Manager. This will place Hull origin

at the assembly origin and fix the position so Hull cannot move. This o

fixed component should have a (f) before its name in the Feature Man- | W&

ager. Fig. 1

Step 6. Click Browse in the Property Manager.

Step 7. In the Open dialog box change Files
of type to SOLIDWORKS files
to view your Assembly files.

Step 8. Select your POWER
TRAIN ASSEMBLY file
and click Open.

Step 9. Click approximately where
Power Train Assembly is
positioned in Fig. 2. Click Fig. 2

OK % in the Property
Manager when done.

B. Save as "BOAT ASSEMBLY".
Step 1. Click File Menu > Save As and Yes to Rebuild Now.

Step 2. Key-in BOAT ASSEMBLY for the filename and press ENTER.
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C. Mate: Power Train Assembly.

S
Step 1. Click Mate | Mate | on the Assembly toolbar.

-

Step 2. Expand the flyout Feature Manager design tree
(click ¥) in the top left corner of the graphics area
and click Right PlaneN, Fig. 3.

Step 3. Expand Power Trai'p Assembly and
click Right Plane %, Fig. 3.

Step 4. Click Add/Finish Mate | %
to add Coincident mate.

Step 5. Click Filter Faces |jr
(X) on the Selection Filter
toolbar at the bottom of the

graphics area, Fig. 5. If nec- > (pansothead_...
essary use F5 key to graphics ' ﬁ%;’al: hesion
area the toolbar. ) metes
Fig. 3
Step 6. Click top face of Hull and
the top face of the Base, Fig. 6. %f % %5 [ @g} .

Fig. 5 ~

Step 7. Click Distance H in Mate pop-up, Fig. 7. Set distance .45 and press ENTER. The
Base should extent down into the Hull .45, Fig. 8. If positioned in opposite direction,

+
click Flip Dimension e in the Mate pop-up, Fig. 7. Click Add/Finish Mate | %" | to add
Distance mate.
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Fig. 7
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Step 8.

Step 9.

Step 10.

Step 11.

Step 12.

Step 13.

Step 14.

Click the rear inside face of Hull, Fig. 9.
Rotate view to view rear of Base, Fig. 10.
To rotate, hold down middle mouse button

(wheel) and drag.

Click rear face of the Base, Fig. 10.

Click Add/Finish Mate | ¥ | to add Coinci-
dent mate.

Click OK % in the Property Manager
when done.

Turn off Filter Faces. Click Filter

Faces |jr (X) on the Selec-
tion Filter toolbar at the
bottom of the graphics
area, Fig. 12.

Save. Use Ctrl-S.

Fig. 10 Fig. 11
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Fig. 12 ~
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