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What is ARCHLine.XP<?

ARCHLine.XP® is CAD based architectural and interior design software. The model is created from a collection of well-
known building components such as wall, door, window, stair, roof, column, etc.

In addition to this ARCHLine.XP® comes with parametric interior design components such as furniture design tools,
curtains, lights, sockets, switches, cornices, skirting boards, tiles, pictures on wall, etc.

Using ARCHLine.XP® you can design rooms with any shape — offices, reception rooms, lofts, kitchens, bathrooms and
bedrooms, add furniture, appliances and finishes and develop the scheme of an entire house.

Furniture for any space can be remodelled or designed from scratch and every element of units and cabinets are
individually customized.

Description

This tutorial contains step-by-step guide that show how to create stunning interior spaces in ARCHLine.XP®.
It will teach you how to design interior space like a reception room, with furniture, lights and other accessories.
You will create section and elevation scenes and dimensioned floor plan documentation drawing.

You will learn how to apply manufacturer textiles and finishes and create stunning rendering for your client.

This tutorial is provided to interior designers beginners in computer design.

Getting Started

To get the most out of this tutorial it is best to run ARCHLine.XP® and YouTube with the appropriate video, so that you can
get experiment with the concepts that are mentioned in the tutorial.

Fundamental concept on how to create interior spaces in
ARCHLIine.XPe

ARCHLine.XP?® is an accurate design software based on 2D floor plan. It means you will create the 3D multi-level interior
spaces always from the 2D layout.

This new generation BIM software creates all 3D model views, section and elevation scenes, printing layouts and lists
from the 2D floor plan centred information automatically.

As an example if you draw a wall on your floor plan and place window and door into this wall, the 3D view will display the
perfect 3D model without any further instruction needed.

However you can work on your wall and window in 2D floor plan or 3D view either and the project remains congruent.

First of all download the WORKSHOP PROJECTS - PRELIMINARY from the website and install it. It includes all project
for all preliminary workshops.

https://www.archlinexp.com/education/workshops/workshop-application-preliminary
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1. Workshop 1: Reception room 11

1. Workshop: Reception Room

<o
3
3
3
3

£X3

®,
o

This course goes through the design of a typical reception room and provides you with the following principles and basic

skills in both 2D and 3D:

Fundamentals of CAD design: Interface and Drawing tools

Basic architectural design: Accurate drawing of walls, doors, windows, slab, ceiling
Interior design: Cornicing, skirting boards, curtains, painting, lights, furniture

Visuals: Finishes and materials from producers, shadows, photorealistic rendered images
Documentation: Inserting dimensions, create elevations

You will be able to visualize a 3D model, wall views, photorealistic/rendered images, incorporating textures and fabric

patterns.

Suitability: Beginners in computer design.

In ARCHLine.XP there are many ways to draw a room or even a multi-storey full building.
In this workshop we are going to create the project of the following reception room:

Please open the following playlist in your browser:
https://www.archlinexp.com/education/webinars/interior-design-1-essentials

Starting

Start ARCHLine.XP® Your screen should look similar as follows:

& ARCH[INE.&
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Q:QARCHllNE.% fY&in

NEW PROJECT Search
SEERPED First steps video
EXIT Demo projects

HIGHLIGHTED PROJECT S

RECENT PROJECTS

- *
Reception_room_3.pro Reception_room_2.pro Reception_room_1.pro WS_kitchen_final_eng.pro \'T’E_kitchen_stepd_eng.pro
S L)
WS_kitchen_step3_eng.pro VWS_kitchen_step2_eng.pro WS_kitchen_start_eng.pro Foundation.pro Nagy_Andrea_Bathroom_02_Ti
o / F ] .
r——1 I [o] I 5 I i 1B -5 -pm °
Read how ARCHLine.XP is used for Architectural projects - see our case study
Professional - 54 Bit Release 1 v120502 Build 420
. Click on New Project to start.
Save your project
. Before starting to design it is recommended to save your project with a real project name, as “Reception_room” or
“My_reception_room” etc.
. Click on File menu — “Save project as” command and type your file name to save the project. Your screen should look
as follows:
4+ Save project *
Savein: | Reception room v‘ e 7 m-
% Marne . Date modified Type Size
. PDF 02/06/2017 15:38 File folder
Clisckaceee Render 02/06/20171538  File folder
Receptiuﬂjuumj 21/01/2016 13:11 ARCHXP Project F 4,343 KB
. Reception_room_2 21/01/2016 14:08 ARCHXP Project F 5,934 KB
Desktop Reception_room_3 24/01/2016 09:22 ARCHXP Project F 16,918 KB
- - - Receptiuﬂjuumgi 21/01/2016 15:50 ARCHXP Project F 17,282 KB
e | M EHE B m {EIReception_room_5 26/01/2016 1557 ARCHXP Project F 17,642 KB
Libraries
u Mew project Q
D Open project Ctrl+0 ThizPC
™ 3
E Save project Ctrl+5 Network
| File name: Reception_room - | " Save "
E Save projectas  Ctrl+Shift+5 Saveastyps: | ARCHine.XP 2018 Project (" pro) - e

1.1. Modelling an empty room

Design approach may vary from person to person. However, it is recommended to start the drawing in a 2D floor plan.
ARCHLine.XP offers various type of wall creation commands. You can draw straight and arc wall similar like drawing lines

and arcs. The special Walls on DWG drawing command is used to convert a 2D drawing into a 3D model, by using its
lines.

Interior Preliminary Course



1. Workshop 1: Reception room 13

Please check the current unit in the File menu — Options — Units and angles, since we use millimetre in this lesson.

Graphics

E|f

Open and Save

v
7

+  Units and angles

Snap and grid
Cursor and marker

User interface

e\« O

Item settings

Angle Direction

% *Units
Primary unit of measurement mm
Rounding OFff Decmals 0.1 ~
Drawing spedfic length unit mm ~
Drawing and printing spedfic measurement unit {Lineweight, Font size, Hatch, Dimension marker size, etc...)
Rounding Off Decimals 0.1 ~
Area unit of measurement (and volume) [m3] ~
Rounding Off Decmals 0,12 ~
[] Accept comma {,) as decimal separator during input
Display decimal separators on drawings as | System default ~
% *Angle
Angle Measure Decimal Degrees ~
Rounding Off Decimals 012 ~
Counter Clockwise ~

[ Positive axis to left direction

% Option saved with the project

Options with an asterisk character (*) are saved into the project.

I Close

Other options are saved into the registry - affecting all projects

Then click on Ribbon Bar / Interior / Room maker / Pre-defined rooms command.

HEHES

-»
Room maker Material

| D. Room maker
r

YD 2 %x=x 14
‘ 1]}

EIM libraries

Single object 3D warehouse

Tiling

Place

Edit View

gj

Sweep

Decoration

&

Soft furnishing Lighting

—

o

Electri

Lightin

; Q Pre-defined rooms

Choose in the upcoming dialog the room shape: Rectangle.
Create your room with exact room internal measurements: A: 7160 mm, B: 3900 mm.
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14 1. Workshop: Reception Room

Pre-defined room n

B A 7160 mm
A B 3500 mm
Rectangle window Diagonal
|Thidmess 380 mm w Wall height: | 2700 mm ~ |
| Choose a layout and create your room with the exact measurements |I

The values represent the internal wall lengths.

. Wall properties: Thickness: 380 mm, Wall height: 2700 mm.
. Press the Close button and place the room shape on the drawing area with mouse left click near to the origin.

Your screen should look as follows: If you see your design partly, click on the top magnifying glass icon on NaviBar and
choose the Fit to Window button to have the optimal view.

e OPEHESO LT T 2 ® =] = Al¢ bt view  oukding  iotwor  Dfing  Disension  Docmsntation & Sarch Q?-
- = Fr-. ko
ﬂ % ¥ F; @ ‘ . g ‘ ‘ L I [ g =1
Foperies  Roommaker  Matensl Singlecbiect 3D warehouse B Mbraries Sweep Softfumishing  Lighting  Elecirc KEE O, smanObeds v VirualStaging  SketchMode
Propertes  Rwom Fiace Deconation ughting create virtual Staging__ sketen Mode
s x e b G =) T -
| [Search in all items] a | E
i
K
+ @) zoomin
= Q zomon
Propesties | Design center i Fit bo Windom \'

1 106697 fy) 22473 mm

9 % [§ §= @& comancor - ‘f | A ||Wil-l.om - . - ‘ A - g‘lm‘(ﬂ + | Clck o select,press Shift to add/deselect

EE
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1.2. Editing wall

. The wall editing commands are located in the Ribbon Bar / Building / Wall panel.
e [P E& O YD 2 %= 1 A's can
0 =N

siab Roof

TIT'T _‘J . i -
r - onnection A - -
Vs = HH

Properties Wall ﬁ Edit - Door Window Curtain wall

- - -

Column  Beam

Properties Wall Opening

3000 4160

-
-
-~

\

1.21
§

1400 1400
=
N
1400 |, 1400°
3000

1.2.1. Add Rectangle extension to the room

View Building

Ceiling

Structure

Room extensions and another wall editing are most easily created in the 2D window.

Create a rectangle form room extension (1.2.1) on top left corner of the room with room internal measurements: A: 3000

mm, B: 2240 mm.
The values represent the internal wall lengths.

. Click on Ribbon Bar / Building / Edit / Insert / Insert square add-on command.

PEHESOO LD S # X == 1K e view [ ouiang |
E;j ={ Connection - D Q m 'r = ':':“""‘- N 1
R

Wall Door Window Curtain wall Column  Beam él‘ak; Roof Ceiling
Insert B Structure
E f Fli
SN | T | TN S e
all items]
Edit | Insert square add-on i
. Choose the room extension type: Rectangular.

The room extension sizes can be defined by graphically or numerically.

. We choose the numerical way and type the value of A: 3000 mm and B: 2240
mm. OK.

Wall add-on

O Arc

(® Rectangular

(O Bay window

[ specifying sizes graphically

24

/////////T////////////

o
SRR

)u
™

o |
» [Eom |

P

Cancel
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16 1. Workshop: Reception Room

. Move the cursor on the wall (1) on which you will insert a rectangle extension.
. Click on the start point of the wall.

ZJ ]
1 == 416000 - - - - -
. Wall add-on n
1.2.2. Add next Rectangle extension
O arc
Create another rectangle form room extension (1.2.2) on left side of the room
with room internal measurements: A: 1400 mm, B: 500 mm. It starts from the (O Bay window

room inside left corner at 1400 mm.

. [] Specifyi hicall
The values represent the internal wall lengths. pesiing saes gy

A | 1400 mm
. Click on Ribbon Bar / Building / Edit / Insert / Insert square add-on
command. 7~ B
. Choose the room extension type: Rectangular. i
. We choose the numerical way and type the value of A: 1400 mm and B: 500 & B )
mm. OK. ;Jf
Cancel
. Move the cursor on the wall (2) on which you will insert a rectangle extension.
. Type the room extension distance: 1400 from the wall corner point. Enter.
381;86
| 77/

T 2

926,14
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1.3. Floor definition

1.3.1. Setting floor style

Check the slab properties before you create the floor.

. Define floor properties: Ribbon Bar / Building / Properties / Slab.

e OPPEEBESOC LT DS 2 === 14 e View
Jj.—_T:,—; =] Connection - D l%‘ I.— = :..--.__'/\ Fﬁ ¢

Properties Wall @ Edit - Door Window Curtain wall Column  Beam Slab Roof Ceiling F

— Opening Structure
1B wa
| B 3 ox FI
m Door q
| [ window I
Niche
| fH  curtain wall ‘D%‘
Group
,J Column -
=D Beam Q
E Plinth Light
r— gource
|,_,.,‘ Slab
. Set up these values in the dialog:
. Base offset from the floor: 0 mm; Total thickness : -300 mm.
Slab properties n
+ General properties -
L = = [se x| e BPorquet wood 08
JE— -1
=== Simple Li @] |8-Bottom-most 7 Coffee_cream x
= |
[ The slab border doesn't display on the floor plan in print =y White ceiling
Base offset from the floor Slant anale 0° ®
Total thickness: Slab type slab ~
Slab layers Cut the walls i:' Mo cutting A
Beams and block flooring system Cut by roofs % Mo cutting w

U-value: 517 W/(m2¥K)

3D fixed

Fill color on floorplan Mo

BIM Parameters 1layered 30r.c. Cancel

1.3.2. Create floor

The "Slab by walls" tool is very convenient, you just need to select the walls and the slab will be created along the outer
contour.

. Select the command: Ribbon Bar / Building / Slab / Slab by walls.

Select all the walls with a selection window. Click on the screen two diagonal coordinates that forms an enclosing box
around all items (1,2).

% ARCH|INE.%
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Edit Building It

A~ m

slab Roof Ceiling Railing

-

Fﬁ' Slab by walls

1 1
1 1
1 1
1 1
. :
1 1
1 1
1 1
15 ] Siabin Sketch mode g/ :
| :
1 1
1 1
1 1
. :
1 1
1 1
1 1

. Click on the two opposite corner points of the selection rectangle and hit Enter to finish to close the command.
. The program creates the floor and generates it in 3D view as well.

The slab is ready and you see it in the 3D view under the walls. Activate the 3D window with a click inside the window and
try to rotate it clicking on the NaviBar — Rotate button.

1.3.3. Add Ceiling

Now we will create the ceiling.
First of all set the Plain ceiling properties.

. Click on the Ribbon Bar / Building / Properties / Plain Ceiling.

e O EEBESOGY #fxﬂ-ni"!ﬂv Edit Vimlsundmgl

753 . I N
o] T comecor B o0 =B
Properties Wall f Edit - Door Window Curtain wall Column  Beam Slab Roof Ceiling R
Opening Structure
@ Wall ——
3 ox
Door q
E Window
J— Niche )
E Curtain wall u&
Group
U come 7777
=9 Beam ’ /
[ piinth Light %
LL sab — ) /
E Plain ceiling J é
I Y
. The Plain ceiling properties window will appear on your screen. Set the following values in the dialog window:
. Click on the Top Material icon to change the material (1).
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Change bottom material to Bright White (2).

Plain ceiling

1
e el ke @ B

2
Thickness 24 F F F F
- 2
@ Beech Bright f::?e:: Glass26 Bﬁgh;—“’h“ 2
a
Material direction
Materials and thickness Automatic refresh on page s Cancel
Click on the General settings icon (1).
Change the Relative elevation to 2680 mm (2).
Choose Simplified option (3) for the 2D representation.
= 8 os Be &0 T
Relative elevation 2 1 o 3 Representation in 20
W_ = | 0mm ~ Simplified ~
Absalute elevation = |slb v w7 v
2630 mm o
=T=  |Simple Line
Normal plain ceiing
General settings Automatic refresh on page ['s.] Cancel

To place the ceiling activate the 2D window with a click inside the floorplan.
Select the command: Ribbon Bar / Building / Ceiling / Plain Auto Ceiling.

Click inside the room.

Building Interior

-

| mw

Ceiling Railing Stair

Drafting Di
{’:/_’Ramp

[ |— Stair by run
& Stair by trea

!; i Plain auto ceiling

Length 7153 mm
4 Inclination™~137.28"
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20 1. Workshop: Reception Room

. Finally press the Enter key to close the command. The program creates the ceiling and generates it in 3D view as well.
LA AL I
7/
.7
LALLM ST L AL A A LI LAA S,

. Click on the ceiling and click on the pencil marker.

The ceiling properties dialog appears. Here you can change the ceiling properties as well.

Z

Plainceiing (D2D30) ~w-  { 1/2 ) |

1.4. Room Maker

Room Maker is an all-in-one design tool that highly speeds up the interior design starting from an empty room.
Start off by placing doors and windows. Then you can decorate the room with your choice of items very quickly.

. Start the command: Ribbon Bar / Interior / Room Maker.

FEHESO X Ed/f ® == =] =1 A'c et  view Buiding
H 5 A & 3 e N 4

Room maker Material Single object 3D warehouse BIM libraries Tiling Sweep  Soft furnishing Lighting Electric

Room Place Decoration Lighting

. Click inside the room shape on the floor plan.
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1.4.1. Room Maker - Interface Overview

The Room Maker dialog appears on your screen. The Room Maker recognizes the room and you can navigate from wall
to wall. Use the zoom buttons to zoom in and out if necessary.

1. Wall finder Styling the room - Add/Edit Doors B
2. T00|ba_r [ [Searchinalliter Q H Brands ‘
3' Type flnder <<Back | 14 Elements
4. Texture n
finder 3 11
5. Add new “
material I-leafglass  1-leaf
6. Pl’Opel’tleS bal(ny do glassed bal
7. Insert new H
8. Zooming 11. 3D view
9. Undo/redo Divided
10. Floor plan i
11. 3D view
Door + Door +
window 1 window 2
-
tﬂmd@épb;’; — 3% ‘1,2 8ICIoseMpD};)‘=|i|°‘ 9
Z}:;E:? of v Width Distance from left One»ntaﬁon a a
dogs not . omm Right 6 i
EuSE Height Distance from right Left
RAL7040  Sanitay  Wood- 0 mm Outside 1 MIO
4 Window gr white walnut S Sill height Manual move Inside
— e 7H
Green Tick - place new item, Green Plus - prepare next item, Black Circle - Refresh Close
1.4.2. Room Maker — Interface
1. Wall finder: The room will turn to the left / right and displayed frontal to the selected wall. You work on this wall or
some cases on floor or ceiling.
2. Toolbar: The container for interior design items. One of them is always active and Room Maker works with the
selected one.
3. Type finder: It is the integrated version of the Design Center to choose items.
4. Texture finder: It enables to see the last used textures in the Favourites box.
5. Add new material: Choose from the library or create new one.
6. Properties: This value are used when you insert a new item or modify it.
7. Insert new: You can insert a new item with a click on the Green Tick.
8. Zooming: Zoom in or zoom out the 3D view. In order to get a close-up view of the selected item click in the
Close-up checkbox.
9. Undo / redo: Deletes the last change done reverting it to the older state. Redo reverts the effects of the undo. You
can undo and redo up to 16 actions.
10. Floor plan: The floor plan that focuses on the selected item (highlighted).
11.3D view: Three-dimensional view facing to the selected wall/floor/ceiling.

1.4.3. Add Doors

First door
With Wall finder you can switch from wall to wall. We always work on the opposite wall.

We place a “Single sided sliding door” on the wall with the length 7160 mm.

Select the wall with the length 7160 mm clicking on the Wall finder button.

Select the door: Type finder / Indoor / Sliding.

In the Type finder-Design Center click on the Back button and select the first line as “Search in all items”.
Type the door name partly in the search field : “Single sided”.

Click on the marked type in the search result list (1).

Change the properties of the sliding door : Width: 2700 mm Height: 2400 mm (2,3).
Select “Nervation_01" from the favourites (4).
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Styling the room - Add/Edit Doors n

l [Searchinalliter Q Il Brands ‘

<<Back | 23 Elements - ]

Glassed Glassed

slidingin 1_sliding in. 2
Glassed Single
sliding out| | sided slidin
Sliding ey
Folding Do Sliding in 1
FEpaoedt s = og@ @ dosewn (1| ][ K] [2] @
T:‘:is kind of | I = Width Distance fromleft ~ Orientation E
element | .
does not AT L) 2 2700 mm v (|| omm Right — ,
exist. L6 Height Distance from right Left 7
= Y
Bright_whit Natural_pin|| Nervation_ ||PANTONE- 0 3 bt Outside é
= s 4 o 8$325-7 [} Sill height Manual move Inside 4
< ;
( — —) | \/
Green Tick - place new item, Green Plus - prepare next item, Black Circle - Refresh Close

Very probably the “Nervation_01" is missing from the favourites so must add it with the Add new material button

You will see the Design Centre that contains all material types.

Click on the Home button (1) and select the first line as “Search in all items”.

Search for the desired material by typing the first part of the material name (2) : Nervation.
Select the appropriate material from the list (3).

Click on the Add new material button.
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Materials

|| nerv 2

j q, ||| Brands |

Materials

1<<Back | 91 Elements

IN MODEL

Click on Green tick.

HENAOIESIENE M oW

D #

Ok Cancel

Closeup[]

o
element Tl N
does not deiad
exist. | i
E
Bright_whit MNatural_pin [ Mervation_ | PANTONE-

e e 01 §325-7 @
(C— B

Green Tick - place new item, Green Plus - prepare next item, Black Circle - Refresh

This kind of F}E?r

[+

The door is placed in the wall centre point.

Width Distance from left Orientation
Height Distance from right Left
Sill height Manual move Inside

w4 S

Materials

|

ﬁ / Materials

<<Back | 2 Elements
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Styling the room - Add/Edit Doors

’ [Searchinalliter Q H Brands ‘

<<Back | 23 Elements

B i

Glassed Glassed
slidingin 1 sliding in. 2

i

Glassed
sliding out

Sliding
Folding Do

&
i

Single
sided slidin

Sliding in 1

FEFoeid e ™ @ @
1/1 IEI
% Bright_whit Natural_pin | Nervation_ [ PANTONE- 0
e e 01 $325-7 @
(o 5 [

Green Tick - place new item, Green Plus - prepare next item, Black Circle - Refresh

Once the door is in the wall, you can change its distance from the corners.
. Change right distance to 300 mm and press Enter or Update icon.

Styling the room - Add/Edit Doors

Close-up [ ] }1 )‘- lzl ™
Width Distance fromleft ~ Orientation ‘?
[2700mm ] [2230mm  v| @Right s
Height Distance fromright (O Left
[2900mm  v| [220mm  v| O outside
Sill height Manual move @ Inside
e o
Width
Height
2400 mm| w“
Sill height

Close

Distance from left
0 rm

Distance from right
0 rm

Marual move

« &

‘ [Searchinalliter o H Brands |

<<Back | 23 Elements

H

Glassed Glassed
slidingin 1 slidingin. 2

|

Glassed
sliding cut | sided slidin

0

Sliding
Folding Do

Sliding in 1

Orientation
Right

Left
Outside

Inside

EHErFo=4sdaede ~ Fa = ose-vn (1[4 [42][@] [ ozzzzzzzezz
Width Distance from left Crientation ]
Pt IEI [20omm ] [a160mm  ~| @rRight ©
171 e 2/10
vt Height Distance from right | (_JLeft
&% Bright_whit Matura|_pin | Nervation_ | PANTONE- o [200mm ] [300mn] ] | Ooutside
= . ot 83257 @ sill height Manual move (®) Inside
e o e
Green Tick - place new item, Green Plus - prepare next item, Black Cirdle - Refresh Close
Next door placement
. Select the wall with the length 3000 mm clicking on the Wall finder button and you will place the next door on it.

. Select the same door type, “Single sided sliding door” and change properties: Width: 2700 mm Height: 2400 mm.
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. Click on Green tick —the door is placed in the wall centre point.

Styling the room - Add/Edit Doors n

| [Searchin all iter Q H Brands |

<<Back | 23 Elements a.

m [
Glassed Glassed I
slidingin 1 sliding in. 2

i

Glassed Single
sliding out |sided slidin

Sliding
Folding Do

Sliding in 1

(C—

FEEad=spraszs = @ @ cosewn (1|54 42 9][&]
| ' Width Distance from left Orientation @
¥ l 2700 mm v] | 150 mm v| (@ Right
1/1 8/10
} Height Distance fromright (O Left
| % Bright_whit Natural_pin | Nervation_| PANTONE- o [200mm ] [150mm ] Ooutside
€ e o1 $325-7 @ sill height Manual move @ Inside
Green Tick - place new item, Green Plus - prepare next item, Black Circle - Refresh Close

1.4.4. Add Windows

First window

Place 3 windows on the wall with the length 3900 mm.

. Press on the Toolbar the window icon (1). Select the indicated wall with Wall finder (2): We place the first window on this
3900 mm long wall.

. Choose Default type from the favourites (3) and change properties: Width:1000 mm, Height: 1700 mm, Sill height 700 mm,
(marked as 4,5,6,).

Click on the Add new material button (7).
. And select “Nervation_01" from the Material library.
Click on Green tick (8) — the window is placed in the wall centre point.
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Styling the room - Add/Edit Windows

‘ [Searchinalliter Q H Brands ‘

<<Back | 49 Elements -]
1
El=
Casement Center
x2 with tri 2
Curtain wall| Default || 3
Default 2
fredwiin Default win

If,’l | :

HE@@é’@@$ - 6%@ doseupDAo“'—‘"’
- — — =
1 [ 2 Width Distance from left 7= =N
|1 o >
| Height Distance from right
Sanitary Wood- Besch Nervation_ 7 p G
white walnut o1 e Sill height Manual move 8
a N <@ v
Green Tick - place new item, Green Plus - prepare next item, Black Cirde - Refresh Close
Second and third windows
Place the second window on the same walll:
. Press the Green Plus & first to prepare the next window.
. Click on Green tick — the window is placed on the wall where it is possible.
. When you placed the second window you have to change its “Distance from right” value to 450 mm and press Enter or
Update icon.
Styling the room - Add/Edit Windows n
[ [Searchinalliter Q ‘l Brands ‘
<<Back | 49 Elements &
ol
i
=
Casement Center
x2 with tri groove
i
Curtain wall| Default
fi[i:iia:vlitn Default win
l‘f“'l I ,I'|
L .
FEFaedtass = o@ @ aosewp 1|44 2][9] @ 4
s [22 [ Width Distance from left ==
. = [1000mm — v| [2450mm ]
2/2 1/10
o Height Distance from right
&% Sanitary Wood- Beach Nervation_ p ‘1700mm M ‘450 JED v|
white walnut o1 [} 5ill height Manual move
5 o « o

Green Tick - place new item, Green Plus - prepare next item, Black Circle - Refresh

Place the third window on the same wall:
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Press the Green Plus first to prepare the next window.
Click on Green tick — the window is placed on the wall where it is possible.
Change its “Distance from left” value to 450 mm and press Enter or Update icon.

Styling the room - Add/Edit Windows ﬂ

l [Searchin alliter Q_ H Brands ‘

<<Back | 49 Elements - ]
e
=
| ' : [
Casement Center ‘
x2 with tri groove '
,. . ' ! '
Il L L I
Curtain wall|  Default :
‘ AsEE N
F)efaulF Default win
fixed win

Pl

UJ
EEE@&’V@ - Close-ule(toL-‘IE]\N

sla @
&= | [ v Width Distance from left =1
s . Iﬂ [1000mm ]| [450mm N ﬁi
174
Q

Height Distance from right
L RS

Sanitary Wood- Nervation_ l 1700 mm V‘ | 2150 mm V]

white walnut Besch 01

Sill height Manual move

~-. <@
@ B |34
Green Tick - place new item, Green Plus - prepare next item, Black Circle - Refresh

Close

Window on another wall
Place one window on the wall with the length 7160 mm:

Select this wall with clicking on the Wall finder button (1).
Choose Default type from the favourites (2) and change properties:
Width: 1200 mm, Height: 1700 mm, Sill height 700 mm, (marked as 3,4,5).
Select “Nervation_01" from the favourites (6).
. Click on Green tick (7) —the window is placed in the wall centre point.
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Styling the room - Add/Edit Windows B

‘ [Searchinalliter Q H Brands ‘

<<Back | 49 Elements &
o

| =
Casement Center
%2 with tri 2

M| 12

Curtain wall|  Default

.DEfBUI.t Default win
fixed win
I‘f”l I l'|
FEFo=srases ™ d@ @ dosewn (1| 43/ 2 [@] &
N 7 v i Width Distance from left 1
6 Height Distance from right
Sanitary Wood- Beath Nervation_ 0 dae
white walnut o1 e sill height Manual move
(—— IBERL 5 ’

Green Tick - place new item, Green Plus - prepare next item, Black Circle - Refresh Close

. Change left distance to 300 mm and press Enter or Update icon.

Styling the room - Add/Edit Windows B

l [Searchin alliter Q H Brands ‘

<<Back | 49 Elements -3

=

Casement Center
%2 with tri groove

I

Curtain wall|  Default

|

Default

Fiedwin Default win
I'ff’l’ I =1 ‘
Hﬁﬁ@éﬁﬁlwg = & & CIoseupD&f'—‘E]c"
7 |78 Width Distance from left @ E
p [1200mm | [300 mm v] et A
1/1 2/10 7
Height Distance from right |
| % Sanitary Wood- Beech | Nervation_ 4 I 1700 e V| I 2660 mm Vl
white walnut o1 Q Sill height Manual move
«| [
o p [k @

Green Tick - place new item, Green Plus - prepare next item, Black Circle - Refresh

1.45. Add Curtains

ARCHLine.XP offers a wide variety of window treatments. Select a curtain for example and customize it. There are many
ways to choose textiles and other materials. You can use texture finder materials or create unique ones. You can
download material from the ARCHLine.XP Showroom by selecting from the manufacturer’s catalogues or importing from
the manufacturer’s website.
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29

Curtain 1

Place the 3 curtains in front of the windows:

Select the indicated wall with Wall finder.
Press on the Toolbar the curtain icon (1). Click on the left window (2).
. Select the second curtain type from the favourites (3) and change properties: Pleats: high (90), Retraction in the middle:
no (0), With pelmet, Bottom height: 20 mm (4,5,6,7).
Click on the Texture (8) and select “Curtain 002”.
Click on Green tick (9) — it will place the curtain in front of the window.

Styling the room - Add/Edit Curtain to Windows

1
HEEja=ddare = @ @

Closeup [] | M|/~

[9] @

«|[=
3

8

S

Curtain

Curtain

L i

Curtain Curtain

I

B

Pleats
S0
Retraction in the middle 5
Oa >
Pelmet
With pelmet 6 v ’

Top height

Bottom height

o]

Paint icon - texture selection, Blue Plus - New texture from library, Earth - Showroom or Internet browser, Yellow Star - Create new texture

More curtains
There are two ways to select the second window:

(2) click on the window or

e 7t

(2) click on the blue arrow on the dialog left side to select the consecutive window.
Click on Green tick — it will place the curtain in front of the window.

1/10

Close
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Styling the room - Add/Edit Curtain to Windows

\3“_‘ e

||

' %gﬂ <

1

N

lmﬁm@éﬂlaag = & & dosevp (] [ [ 42 [@0] [ @

Pleats Top height
. .
2 ,' 3 o 1/10
Bottom height

Retraction in the middle

Curtain Curtain Curtain Curtain On Fd _

‘@ Pelmet v
[ B With pelmet ~ u‘ @

Paint icon - texture selection, Blue Plus - Mew texture from library, Earth - Showroom or Internet browser, Yellow Star - Create new texture

Close

oy- TR e - ezt g

Ii
ll

I
Il
Il

Curtain on the fourth window

Place one curtain on the wall with the length 7160 mm with already set properties.
. Click on Green tick to place the curtain.

Curtain material modification — Optional

There are many ways to bring in new fabrics and other materials when you need them.

You can use pre-installed materials, create a custom one or you can also download from a website or from the
ARCHLine.XP Showroom.

Place now the next curtain on the window you find on the wall with length 7160 mm with a new fabric downloaded from the
Internet Showroom*:

. Select this wall with the length 7160 mm with clicking on the Wall finder button (1).
. Click on the Texture button (2).
. Click on the Internet button (3).
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You have two choses: to select a pattern from the ARCHLine.XP Showroom or from the Producer website using the
Internet browser:

Create new material n

Showroom

@ Internet browser

=it ades = Fa @ dosevn (1|43 [2][@ ][

d

Black
2 |©

B M

Coffee_crea | CURTAIN- | CURTAIM-
m 002 02_PANTO

g 1
174
Casa 6325 Cherry Dark_grey
3@

d o ] |+

Paint icon - texture selection, Blue Plus - New texture from library, Earth - Showroom or Internet browser, Yellow Star - Create new texture

Bright_whit
e

Close

Pattern from the Showroom

The ARCHLine.XP Showroom is a collection of fabrics, lamps, furniture and other ARCHLine.XP items delivered to you by
manufacturers. Just find a fabric, click the "Download" button and start using it.

Choose Showroom (4). Your browser opens the ARCHLine.XP Showroom.
Select the Fabrics, wallpapers, etc. category and open the InteriArt family.

. Select the Imperial product line.
4 Showroom (==
eck all | Unchech
7 Abraham 7 Generic P Marrakesh -
2 ARMANT (IR [ Graham and Brown [ Orac Decor
[ Benchmarx [ Grespania [ Prestigious Textiles
Armani Casa (3 [ Casadeco 7 Harlequin 7 RAVAK
) Caselio ) Hippe 7 Sanderson
DO R [ Dombracht [ \deal Standard m sirpi
CA S e L | o) 7 Duoflex-Pool @ solinfo
. BRAC [ Eijffinger 77 KALDEWE! @ Thea Render
-asello (64 8 Dornbracht (69 [ ELKOEP [ KARE [ Trilak
) Farrow & Ball [ Kelly Hoppen 7 Wenga
Hungary 9 Gardenia Premium Classics i Kludi 7 York
ELko

v

A(‘AHIinnM G.I HARIFOIIIN

Select the fabric named Majesty_06_caffee_|latte.

XP
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§
= il
D Wonders (14;
Imperial (16) ‘
Lan nd Fire (14 |
tan (2 | =
i ‘ courage_06_caffe_Ll... ,L courage_08_( ji
- =
E )
[- &3 IRES 1

forest_04_sand(2)

L]
&
<« Search... [ Multi-download
InteriArt Imperial
Majesty_06_caffe_latte
MAJESTY 2
TEXTILE
Width: 290 cm |2
Repeat: 51,5/40 cm/cm s
v Pattern direction: Weft
Imperial (16) Weight: 358 g/m2
and of ice and Fire (18 Composition: 100%PES
Type: Curtain, Accessories
Martindale test: -
Finish: - =
Downloads: 228 Views: 533
¥ | DOWNLOAD
Majesty_06_caffe_|
o The fabric is added to the favourites list in the Room Maker.
FEro=srases ™ #e] @
wivl ™
g5 e 21m =
sl Y
S Cherry C“"E:;”E" CUSB;'N' (finpm% Dark_grey Elodie 3587 'TS‘C;N
. (Cm—
Paint icon - texture selection, Blue Plus - New texture from library, Earth - Showroom or Internet browser, Yellow Star - Create new texture ‘ Close i
. Click on Green tick —the curtain is placed in front of the window.
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1.4.6. Change Curtain fabric - Optional*

Beside Showroom you can also import fabrics from the producer’s website.

Import pattern from the producer website
*This topic is optional as requires Internet connection to import fabric from Producer website.

Now we change the fabric of the last curtain to Sanderson fabric.

Create new material

LLL

Click on the Internet button (1) and choose Internet browser (2). Click on the Internet browser icon.

Close-up[] }i J"é IE o

[P o 2 p
Coffee_crea CURTAIN-  CURTAIN- « INDIAN | Majesty_06
X = A
m 002  02paNTo Dorkgrey Elodie3S87 Cnnpt | atte 1[[3]]

(O 30

Paint icon - texture selection, Blue Plus - New texture from library, Earth - Showroom or Internet browser, Yellow Star - Create new texture 3

Cherry

0 e W &
1 Bl

Your browser opens the ARCHLine. XP® Useful links website: www.archlinexp.com/useful links
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0:0 ﬂcRH.E!-! I NE.% ARCHLINE.XP
Please take a look in the useful links library! We collected places
MATERIAL COLLECTIONS
FABRICS & WALLPAPERS
= Curtain Up
= DESIGNERS GUILD
= Farrow&Ball
= Harlequin
= ELITIS
FLOORING
= 1926 Wood flooring
= EuroMarmi Srl
« Kahrs
= RAK Ceramics
= Santafiora srl
VARIOUS COLLECTIONS
= archiportale.com
= Arroway Textures
= CG Textures
In our example we go to Curtain Up website to select the Sanderson Aegean Fabrics.
The way how to choose the desired fabric pattern:
. You can insert directly the link of the producer website into the browser field or go to Curtain Up website to select a
Sanderson fabric. Choose Lindos Fabric. Click on the image, it will be enlarged.
Sanderson Aegean Fabrics
collection
Curtain W
made-fo-measure curkains, designer fabrics & wallpaper, furniture
Search by Keyword m
HOME ABOUT US | CONTACT US MEASURING GUIDE
Made To Measure Curtains & 3
Roman Blinds
Curtain Heading Types b
Testimonials »
Sanderson Fabric Collections - I
Harlequin Fabric Collections » More information
. Now right click on the big image, and choose “Copy image” command.
Sanderson Lindos Fabric DAEG232959
Bespoke cur
B sHOPPING CART > I
HOME | ABOUT US | CONTACT US | CURTAIN LININGS | MADE TO MEASURE CURTAINS | MEASURING GUIDE | FAQs
o-,-estimomms Mereville DMERME303
© Made To Measure Curtains
o Hints & Tips
Morris & Co Fabrics &
Wallpaper
@ sanderson Fabrics
o Sanderson Wallpapers
© Harlequin Fabrics ‘
© Harlequin Wallpapers e T
© osborme & Little Fabrics e
1 Osbome & Litle Sendmage..
SZWelpRacrs Set As Desktop Background...
© Monkwell Fabric (,‘Mmaggm Pinit
9 Crowson eceriiT Bt oo x o y'"‘Pff‘E'E":e"'@m - 1 Sanderson Lindos Fabric DAEG232959
. Return to Room Maker and select New material icon (3).
. Press the Paste button (4). The image will be copied into the dialog.
. Type the name or copy and paste from the website into the name field (5).
. Select the curtain category to qualify the texture quality (6).
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1.4.7.

Next set the appearance properties (7): Move the Transparency slider (8) to the left because this fabric is not transparent.
Click on OK (9) to close the dialog. The new fabric is added to the favourites list in the Room Maker.

Material properties

I Sanderson Lindos Fabric DAEG 232959 5 | General [MODIFIED] ~

"
| FABRICS (TEXTILE, CURTAIN, LEATHER) (G v |

Sub category:
| Carpet w | Copy
Producer: Paste ]
| generic V| Transparency (Transmission) £ o
1 0.15
Replacement colour: Brightrress
'
j |Surface

| % | Automatic surface by fexture v|
Use texture image Bump Amplitude .
| 4 Paste fump Softness

E Browse... :‘.eﬁecﬁon (Reflection factor, Mirroring)

| ClipboardImage 1525353321.png

Physical properties 1
I 7 Appearance 1
Thermal parameters
Hatchin 3D

Hatch on section

The curtain takes the new fabiric.

Add Light Switches &

Refraction (IOR, Mo refraction = 1)
1

Blurriness of reflection (Visually indistinct mirroring,

Blurriness of transparency (2.g. frosted glass)

=
o
=1

Fresnel effect {changes the material reflection and
transmission based on the viewing angle)

Sockets

Select an item and set up the properties of it and place a socket on the wall with length 7160 mm.

Select the 7160 mm long wall with Wall finder (1).
In the Type finder-Design Center select Socket outlets and select the “1 gang standard socket” (2).
Change properties: Base offset from the floor: 300 mm (3).

Change properties: Grouping 3 Horizontal

(4).

Click on Green tick (5) — The socket is placed on the wall.

tric Accesson

| [Searchinalliter Q H Brands ‘
<<Back | 5Elements &

2

1gang 1gang
standard soj switched so

2 gang 2 gang
socket UK  switched so

Single
socket UK

=N U=Af ez 4 & = dosewn[]| 4| 52| 9 |&
g:rsn g‘\s of| Base offset from the floor | Distance from left @ v a
does not [300mm 3 V|| [3s80mm | =
XL Grouping ) Distance from right m‘
3 Horizontal 4 || | 3580 mm b ‘ Legrand Legrand  Corpus_whi
‘Manual move Valena Ivor Valena Whi te
< »

@}

Green Tick - place new item, Green Plus - prepare next item, Black Circle - Refresh

& ARCH|INE.%



36 1. Workshop: Reception Room

Click the Green Plus button (1).

Go back (2).

In the Type finder-Design Center select Switch outlets and select the “1 gang 2 way switch” (3).
Change properties: Base offset from the floor: 1200 mm (4).

Click on Refresh button (5) — The switch is placed on the wall.

Electric Accessory n

| [Searchinalliter Q l] Brands ‘

l <<Back 2 'D Elements

1gang2 1gang
way switch || light switch

1gang 2 gang
plate switc light switch

2 gang 3 gang
plate switc  switch alti

D #

J

FEFa=edrare = o @ cesesp (1| 4| 2] [@ ][]

# =p | Base offset from the floor | Distance from left 4 I, =4
; [1200mm 4 ][ [3s80mm ] &® +* ’ ﬁ; T
2/2 Ll
Grouping Distance from right m ol 0 ‘\[’:ﬁ?‘

%/ [3Horizontal = Legrand | Legrand Legrand  Corpus_whi E{(’
1 Manial rove Valena Alu | Valena lvor Valena Whi te e
« > a »e (15| [O]]

Green Tick - place new item, Green Plus - prepare next item, Black Circle - Refresh Close

1.4.8. Add Profiles

You can add decoration profiles to a room using the "Profiles" page of the Room Maker.
Select a cross section and customize its width, height and the distance from the floor level.

Crown moulding
Place crown moulding that goes around the room.

. Press on the Toolbar the Profiles icon (1).

. Choose the profile option (2).

. Select the “px-004” profile from the favourites (3) and change properties: Width: 30 mm, Height: 50 mm (4), Distance from
the floor: 2680 mm.

. Select a material for the profile: Click on the Edit material (5) and select “Brown pastel” (6).

. Click on Green tick (7) — it will place the crown moulding around the room.

Close-up [] &C-‘ dci |E| @

HEFaEldraee = Fe

- BJ2 C—
a- il T e
= [ Height

Base offset from the floor
2680 mm

I

a
L]
p 50 mm
e
o

51g )

Green Tick - place new item, Black Cirde - Refresh Close

FEFaoelidreds = FE @ desewn (]| &4 [ 42| 0] @

] - - — =
°E .
cE® EE @ o

= :

=
© = Bright_whi Brown Cognac-  Lime_tree_ Pine_natura polisander p

Gy . pastel Cherry 07 Ok grey I 29
3 6 ' ‘ @
a —) 17| |V

Green Tick - place new item, Black Cirdle - Refresh Close
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Skirting Board
Place skirting board that goes around the room except the doors.

Click on the Skirting Board icon on the left (1).
Select the “skirting_board_004" profile from the favourites (2) and change properties: Width: 50 mm; Height: 80 mm,
Distance from the floor: 0 mm (3).

Very probably the Polisander_029 is missing from the favourites.

Click on the Edit material (4) and click on New materials (5) — the Blue plus button.

You will see the Design Centre that contains all material types. See below.

Click on the Home button (6) and select the first line as “Search in all categories”.

Search for the desired material by typing the first part of the material name (7) : Polisander029.
Select the appropriate material from the list.

Press OK to close the dialog. The selected texture will be placed in the favourites list in Room Maker.
Click on Green tick (8) — it will place the skirting board around the room.

FEFa=st e ~ @ @ Cesewp [ 44|52 [9]
olB 2 + Width 3
S =
0= 2/10
Height
® =
skirting_bo  skirting_bo|| skirting_bo | skirting_bo p
i ard_002 ard_003 ard_004 ard_003 @ | [Base offset from the floor
Green Tick - place new item, Black Circle - Refresh Close
Materials /
e ||Iﬂ|| 7 |j o |[ Brands
|46 Mieterils
“<<Back | 2 Elements Y
FE SIS O/ &) & [w]
o ) [¢]]s
of = | {3
® = 2
Alder
(@
[ — o ey | kg
Green Tick - place new item, Black Cifdle - Refresh Close

§/\
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Attention!

If you find the skirting board on an improper position you should check the profile reference point. Click on the Edit button
(pencil icon) and then click on the right bottom corner of the profile to relocate the reference point (small red square). Click
OK to close the dialog.

Profiles Im profile

skirting_board_004
L Mirror on X ]
( Mirror on Y ]
Rotate ]
| Uniform 3D scaling operation
vidth: Height:
50 mm 140 mm
Name value
Width [0.0001 -n.a. mm] 50
Height [ 0.0001 - n.a. mm ] 140
B aPaes — -
R (o) [ e=
B[ | * R s
= e‘ | b3 2/10
° {E’ L L 0"”"
==/ [ | skirting_bo skirting_bo | skirting_bo | kkirting_bo 80 mm ¥
xJ o) | 0002 o003 | ardi004 |[lars.005 S
) -0 o
Green Tick - place new item, Black Circle - Refresh Cose ]

1.4.9. Add Ceiling lamps

Click on the "Ceiling lamps" page to insert one or more lamps to the ceiling surface.

You can select pre-defined lamps from the libraries of ARCHLine.XP and of course you can also import or create a
completely new one.

Place lamp on ceiling.

Press on the Toolbar the Ceiling lamps icon (1).
Select the 3900 mm long wall with Wall finder (2).
The “Pendant lamp 3” is missing from the favourites so must find it with pressing the Blue plus button (3).
Search in the object library: Object / Lighting / Pedant lights (4) and “Pendant lamp 3” (5) than click on OK (6).
Click on Green tick (7) — it will place the lamp on the ceiling.
EEFoeEraEs ™ @ @ comn 1[R[ R0 8
: + ¥ pos Manual move
e~ 9. 9 3 s 2,
¥ pos 4 >
Ceiling CEILING_LA MNeon lamp Ceiling y v
lamp 3 MP-001 2 lamp 1 Base offset from
a ) o 2700 mm 7
Green Tick - place new item, Green Plus - prepare nextitem, Black Circle - Refresh Close
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‘ [Search in all items] q || Brands |
“ ' Objects  Lighting ~ Pendant lights |4
=«<Back | 13 Elements -3
» | ™
. @ ¢ |
» ¢ A Ezs
LY pij 1
Callosto Concrete IKEA KARE Five KARE Lustra Modern
lamp ceiling lam KMAPPA KL Bulbs Pend Pendant La Slimm chro pendant la
. . _
Q. @ @ || @ §
-
80 L[l 4 &
Pendant Pendant Pendant Pendant Pendant Pendente
lamp 1 lamp 2 lamp 3 lamp 4 lamp 5 mantra tan

6[ o |

Cancel

Change the lamp X position: -1800 mm, Y position: 0 mm.
Click on Refresh button — it will relocate the lamp on the ceiling.

&

M e

Close-up [ | &4 | 2| 90| &

X pos anual move EFEY
. . 9 © s
11 1/10
¥ pos 4 >
L kS : 2\n .
CEILING_LA  Neon lamp Ceiling Pendant mm v
MP-001 2 lamp 1 lamp 3 Base offset from
o
e B)

Green Tick - place new item, Green Plus - prepare next item, Black Cirde - Refresh

Add another lamp: Press the Green Plus to prepare the next lamp:

«[=
272 Q
x CEILII
MP
Cm=

X position: -1800 mm, Y position: -1000 mm.

Click on Green tick — it will place the second lamp on the ceiling.

FEFo=at ez = F@ &

Close-up [ ] M e e

Close

. o O @

[+
CEILING_LA Mecnlamp  Ceiling Pendant
MP-001 2 lamp 1 lamp 3
o
@] B

Green Tick - place new item, Green Plus - prepare nextitem, Black Circle - Refresh

X pos Manual move E 3
-800mm -
1/10
¥ pos 4 >

-1000 w
v

Base offset from
2700 mm

[“]o

S

Close
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Add a Spot lamp &

3y

. To add another one, just click on the "Insert new" button Press the Green Plus (1). 24
. Choose the “Spot-5000-10000” from the favourite (2). IEI x| | cewn
. Set the position: 0 mm, 0 mm and MP
. Click on Green tick — it is placed in centre of the ceiling. 1 e
Lamps
‘ [Search in all items] a | Brands
[#4 | Objects  Lighting _Spot lights |
<<Back | 6Elements a.
% ano
v @ ’
Spot lamp %?DC-DIDSDU‘UEE I‘?le:tgjz:-i Spotlight
5
Cancel
EFa=sstaee = Fa @
d= =§ E ¥ pos
2 ¢
—— Y pos
* % Mecn lamp  Ceiling Pendant 0
2 lamp 1 lamp 3 Base offset from
o -
- )
Green Tick - place new item, Green Plus - prepare next item, Black Cirde - Refresh
1.4.10. Add Wall lamps
Similar to the ceiling luminaires you can position lamps on the surface of the selected wall.
Change the distance from the wall corners and from the floor level and create the lamp.
. Press on the Toolbar the Wall lamps icon (1).
. Select the side wall marked as (2) with Wall finder (2).
. Choose "Wall Lamp 1” (3) from the favourites and change properties: Distance from left: 800 mm (4), Distance from floor:
1800 mm (5).
. Click on Green tick (6) — it is placed on the wall.
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151

b

Epa=iFases ™ f@ @

Distance from left
soomm 4 -

giviny ¢

E oo
ali1ampa || vyt famp 1| Wall lamp 2 Wall lamp 3

Distance from right E

3360 mm v

11

@ —)

74
(s

Base offset from the

Green Tick - place new item, Green Plus - prepare next item, Black Circle - Refresh

Es

v

Manual move

»

Closewp [ M| /2 @ | &
2[@5
0710
Shift from wall

6[]

Press the Green Plus to prepare the next light: Distance from right: 800 mm.

Click on Green tick— it will place the next lamp on

7

the wall.

1.4.11. Add Painting

"
o

Place pictures, posters and other decorative panels on the wall surfaces.

Picture:

Press on The Toolbar the Picture on wall icon (1).

Choose ”"Ship” from the favourites.

Very probably the Ship is missing from the favourites.

Click on the New materials — the Blue plus button (2).
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. You will see the Design Centre that contains all material types.

. Click on the Home button (3) and select the first line as “Paintings” (4).

. Select the Art Modern category (5): Ship.

. Click on the marked type in the search resullt list.

. Press OK to close the dialog. The selected texture will be placed in the favourites list in Room Maker (6).
iEro=4spEmess = @ @ coseo (1|43 ][0 ||
=T P R
exist. - i istance from right

] . 0 Matting width 1200 mm 2080 r!1m : .
Munch - Picasso -  Pollock - Progreso 50 mm v Shift from wall
‘e Thedance Hoarfrost 9 Blue (Moby 60x45 cm Q Base offset from Manual move amm ~
@ ) (1] [20e ] S [
Green Tick - place new item, Green Plus - prepare next item, Black Cirde - Refresh Closs 2
Materials
B[Sear(hmall items] o | Brands
Materials
<<Back | 91 Elements o
BUILDING i‘
COLCURS
ELECTRIC ACCESSCRIES
FABRICS (TEXTILE, CURTAIN, LEATHER)
GARDEN
GLASS, MIRRCR
METAL
4
Art Classic(1)
| [ Anmodemtion | 5
Other(0)
Photo(2)
Posters(8)
v
OK Cancel
. Change properties: Frame: ON, Matting: ON, Matting width 50 mm (7).
. Change the Base offset from value to 1400 mm (8) and click on the "Create" button.

Picture on wall n

Close-up [] ML e &

] Frame Width Distance from left =
B o 4. Iﬂ 7 1000 mm v 1480 mm v @ 3
i % A Matting } 10/10
174
@

Height Distance from right 7
Matting width 630mm v 1480 mm v i b

50 mm v Shift from wall °

Pollock-  Progreso  Schiele -
Blue (Moby 60x45cm  Sitting wo L
le ase 0 om | Manual move

© =) [V [0 ] [&0] [ [A] ¥ <

Green Tick - place new item, Green Plus - prepare next item, Black Circle - Refresh 8 Close

Ship 0mm v

Interior Preliminary Course



1. Workshop 1: Reception room

Navigate to another wall to hang another image on it.
Import a painting or browse an existing one and select it.

2" Picture:

Place another painting on the wall with the length 1400 mm. Select this wall with clicking on the Wall finder button (1).
Choose “Lily” (3) from the library (2) and change properties:
Change the Base offset from value to 1200 mm (4) and click on the "Create" button (5).

FEN AT A= ‘m@a@q dosewn (1| S5/ 2 [ @] [&
This kind of [] Frame Width Distance from left
Sement @ e ?a, iy, | 1000mm e o
oes no; Cap” g .
exist. e 5 b \ ;’ . Matting Height } Distance from right |5/ 10 -
atng it 0 5
Gris - Kandinsky - Lautrec - Lily 50 mm ~ Shift from wall
‘e Woman wit Comp 8 20 Ambassad @ | [Base offect from Manual move 0 mm
7| [zomm 4 V]| |4 0 (A% 5 .
Green Tick - place new item, Green Plus - prepare next item, Black Cirdle - Refresh Close
R\ /i

1.4.12.

Finishing Touches - Floor

The floor material is very simple to change: just select a material and it automatically appears on the floor surface.

Press on the Toolbar the Add/Edit Floor finish icon (1).
Choose “polisander029” (2) from the library. It will apply the selected material on the floor.

Materials

Decoration Lighting

~ Floor plan - Default - |
| poti

Brands

=]

) Materials

<<Back | 2Elements

parquet_w

]

2
polisanderd29
HEEEJ@&" : - | oK Cancel
“HENE -
= | sl E:I
parquet w parquet w parquet w parquetv/ White tile Parque wo | polisander0| p
ood_04 ood_05 ood_06 29

ood_03

o

D

e

o

Paint icon - texture selection, Blue Plus - New texture from library, Earth - Showroom or Internet browser, Yellow Star - Create new texture

Close
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1.4.13.  Finishing Touches - Ceiling

The same way you can change the ceiling material as well.

. The command is very similar to floor material. Press on the Toolbar the Ceiling Material icon.

EFFOo=dta@dFe = g =

. Click on the Modify command 5=,

Plain ceiling n

2 e 1
<& o= 5@ @ PE o Ak
Thickness ‘ n L4 14 L4

E@ *

@ Beech Bright Default 126
material
e
Material direction
Materials and thickness [ Automatic refresh on page o Cancel

It will apply the selected material on the ceiling.

1.4.14.  Finishing Touches — Walls

Walls can be changed one by one or all at the same time.
We are going to set “Drab” colour for all walls after that set “Dark brown” colour for the wall with the painting of the Lily.

. Press on the Toolbar / Add / Edit Wall finish icon (1).
. Enable the "All walls" option (2).

Select a colour that is probably missing from favourites. Click on the Blue plus button (3). You will see the Design Centre
with all textures.

Click on the Home button (4).
Type the name in the search field: Drab (5).
Click on the marked item “Drab” in the search result list (6).

Press OK to close the dialog (7). The selected texture will be placed in the favourites list in Room Maker and will be
applied to all wall right away.
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y v v gy
& 3 % Materials
Decoration Lighting
]
FIoorpIan-DefauI!-GroundJI drab 5 | Q H Brands ‘
aterials
<<Back | 1Elements &
6
Drab
1
FEFo=AradFe ™ % m 7 o Cancel
A v =\ g
po%e ok | [ All walls @
s/10 o -
i 3 » 2 o
Poraisn Sanitary  Wallpaperl Wallpaper_ lipaper_ Wallpaper_ Wallpaper_ White Default
A white 0 001 003 031 055 ceiling material e
@ BRR

Paint icon - texture selection, Blue Plus - New texture from library, Earth - Showroom or Internet browser, Yellow Star - Create new texture Close

Switch off the "All walls" option (1).
Select “Dark brown” colour that is probably missing from favourites. Click on the Blue plus button (2). You will see the

Design Centre with all textures.

Click on the Home button. Type the name partly in the search field: Dark.

Click on the marked item “Dark brown” in the search result list.

Press OK to close the dialog. The selected texture will be placed in the favourites list (3) in Room Maker and will be

applied to the wall right away.

Styling the room - Add/Edit Wall finish a

HEFo=idprasz = @ @ 5 o[ [ 5]9]&
o .
2 o
Brick-21-01 Bright_whit Coffee_cre| Dark brown Drab Hazelnut  Obbivka W PANTOMES PANTONES
e m 3 pastel allpaper 481 55-4 Q

a o |

Paint icon - texture selection, Blue Plus - New texture from library, Earth - Showroom or Internet browser, Yellow Star - Create new texture

Close

Close the Room Maker to finish the work.
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1.5.

Perspective 3D views

Now you have a detailed 2D drawing and the 3D model of it.
Click on the 3D model window and the "Magnify Window" button of the Navigation bar to enlarge the model.
- X
P IS
[H

7

Similar to the 2D content you can pan and zoom the 3D content as well.

A

It is recommended to save some perspective views now. These saved views make easier later
to overview your room inside.

=Y
9]Q >

HP L

Click on the Navibar Perspective view icon. Define and save 2 views in the upcoming dialog.

Perspective view dialog

Click on the floor plan icon (1) below.

Then click on the camera point (2) and drag it near to the room bottom left corner.

Now click on the target point (3) and drag it near to the opposite corner.

Set up these elevation values in the dialog: Camera Z: 1400 mm (4) and Target Z: 1400 mm (5).

Perspective dialog

[ < |

ﬁ E| Saved views x |

i View_0 4+— 6
1]
Y
a

Camera

4 ICamera Z 1400 mm
oK

[Target Z 1400 mm
Angle 80 Cancel

[[] object placement with animation
When you are ready click on the green plus sign and the view is saved with the name View_0 (6).

Repeat it once again to define other perspective view. Save it again with green plus.
Clicking on twice to the name and you can rename the view. Press OK to close the dialog.

/ \ A [[T]| saved views E & X
View [ x |
‘ Reception_room_0 1| > ‘

Camera position Object position

¥ |1531mm | W |7381mm |

v |2858mm | ¥ |5693mm |

1400 mm }
1400 mm

[] object placement with animation

Later you can navigate through your saved views easily clicking on the blue arrows:

& Reception_room_01 w ' ‘
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1.6. Lights editing - create copy

Activate and enlarge the 2D drawing when you would like to work on it.

When you click on any drawing item (a wall or a lamp for example) it will be selected. Selected items are represented with
different colour and you can see the floating menu bar and a few makers around them. If you click on a node marker you
can move or make a copy of the selected lamp for example. Just move the mouse to the desired direction and type the
distance and hit the Enter key.

In our example we will use other method to create the copy of the lamp. We will create the 5 copy of the Spot lamp in one
step:

. When the Spot lamp is selected (1) click on the Ribbon Bar / Edit / Duplicate / Matrix command (2).

|'_‘ SR j‘ T A" View Building Interior Drafting Dimension Documentation
¢\ (o] x F Timo - (_Chﬂm'ff E'DAhgn ‘ > o[l nterior - Lving room -F ~ \ D}
@ M sXo) =)= Delete between intersections [ Fillet [&F] Stretch g’

O O & Move objects to new layer
Move |TDupiicate | Delete Layer  Layer walk Select Snap
= - S [0 offset =y~ Break v/ Lengthen * o [ Layer control mode - -
Edit Layer Selection | Object snap

=—— 2 Duplicate Ctrl+U

Floor plan - Default - Ground floor (0 mm) *

B[] Copy objects to atherfloor

A‘ Mirrar Ctri+W
= ||y
F) Rotate }
(] Scale
avesy 2
o0 Ay
[B8 e
A Polar array
- |
& él H
x
® 1L
(v él -
} <
,i. = T
N Click on the endpoint of the lamp (3). This point will be the base point of the displacement.
3

2 Length 4203.5 mm
A Inclination  13.34°

. In the dialog choose the Value option.
Set the No. horizontal: 3, and No. of vertical: 2.
The distance between the lamps 1500 mm and -2000 mm (5). OK.
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Matrix n
Single
() Graphical 5

Columns and rows are perpendicular

No. Horizontal:
No. Vertical:
Shift horizontal 1500 mm
Shift vertical -2000 mm
Cancel
. Move the cursor to the right to define the horizontal direction.

Other 5 lamps will be placed.

N

o

1.7. Curtain editing

We are going to change the width of the curtain in order to cover the wall from the corner to the corner.

. Zoom in the floor plan focusing on the curtains and click on the first curtain (1).

. The curtain is highlighted now. Click on the blue dot marker on the top (2). Select the “Change length” command from the
upcoming menu (3).

. Extend the curtain till the wall corner (4).

. Repeat the command for the last curtain to extend it till the opposite wall corner.

Your screen should look as follows:
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Change length

7

Move endpaint

3

Move

Move a copy

Rotate - ‘ 1/3 ’ ‘
Rotate a copy —

|

polnt

NN PR

.  EN

1.8. Furniture

Now we will furnish the room.

On the left hand side you can find the Design Center. In the Design Center you can find building parts, groups, symbols,
objects, furniture, materials and many more for your design.

You can browse the libraries or search an item by using the search field. Select an item to see the details of it.

Design center Box

| [Search in all items] [+ |

a

Building

W H &~ =

Wind
W

Door Stair  Profile Group

BEEX

[CObject [Materi Showr 3D Light
3 als  ocom wareh source

Recent models
My Favourites

Help

The list of Furniture’s to search in the Object library:

Cabinet 01, Carpet 05, Silla chair, Coffee table 05, Glass eating table, Sofa 06, Sofa 05, TV stand, Vase01, Reading
Lamp, Pillow, Flower 2, Candlell, Bamboo, NEG TV Tel

Place Furniture:
We will place furniture from the Object library of Design Center to the floor plan using the drag and drop method.

Place the sofa
. Click on the Design Center tab and Objects — and search for Sofa 06.
. Click on the Sofa 06 - The details of the sofa appear.

Before place the object you have to check and set the elevation of it from the floor.

. The sofa elevation should be 0 mm.
. Click on it and place it on the floor plan using drag and drop method. Enter.
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Design center 8 x Floor plan - Default - Ground floor [ mm) ™ -1
sofa 06 q || Brends
& Object:
B: E-3
Sofa 06
|| Fra)
[ap]
Details... L~
Parameters. Value E
Width: 1957.3 mm = i
Depth E148 mm o —
Model complesity Unknown ]
Psoduces o o N
fg I 4
) K
17 h———

1+ w il

The basic sequence of drag-and-drop is:

Move the mouse to the object.

Press, and hold down the left button on the mouse, to "grab" the furniture.
"Drag" the furniture to the desired location.

Release the left button.

Move the cursor on the right position and click.

Find and drag and drop other items on your drawing.

Editing furniture

Now, we will rotate and move the furniture to the appropriate place on the floor plan.

We will rotate the armchair by 180 degrees:

Click on the armchair. The armchair is highlighted now. Click on the rotation marker. Select the Rotate command from the
upcoming menu.

Rotate it graphically by 180 degrees.

The armchair will be rotated.
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Click again on the armchair.

Rotate

s e
s o
gﬁ:‘ Rotate 90 cow
@E- Rotate 90 cw
¢*, Rotate
‘& Rotate a copy — >,
" Rotate from ...
{2 Rotatea copy from ..
r4 Mirror
"4 Mirrora copy

Click on the Move marker.
Choose the Move command and move it on the right place near to the wall.

’|

o —

Fo B u
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Move a copy

Move from ...

.8 Move a copy from ...

Multiply

Move to other floor

Move a copy to other floor

[l

Now we are going to move the sofa 100 mm from the wall:

Click on the wall.

Press the CTRL key, hold it and click on the sofa. The wall colour is red and the sofa colour is blue. It means the distance
will be calculated from the wall and the sofa (blue element) will be moved.
Click on the dimension text and
Type 100 mm. Enter.
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a
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. Continue the previous method for other furniture to place them to the right place.

Your screen should look as follows:
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Place Objects in 3D:

To place an object on an existing 3D surface first activate the 3D window.
Find an object and drag and drop it into the 3D view.

ARCHLine.XP recognizes the 3D surfaces.

Click on a surface where you would like to place your object.

Move the object and click again to place it.

Repeat these steps to bring even more objects into the 3D interior.

Interior Preliminary Course
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1.9. Documentation

So far, we prepared the (2D) floor plan and the 3D model of our furnished room. We continue our design with the
documentation. For this we will need the dimensioned floor plan and wall elevation views, or a textured floor plan.
1.9.1. Dimension

Quick Dimensions:
To measure different elements independently we use the “Quick dimension” from the “Dimension tool”.

. Choose the Ribbon Bar / Dimension / Quick Dimension command (1).
. First click on the element (2) and place the dimension line (3).
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fie [P ESO YDl 7 %=« 1 A" est  Vew Buiding interior  Drafting Documentation
- == Serial in horizontal -
; s Elevation onfloorplan (S U oo é é (D
\O/i' \j [E Serial in vertical & . D — £
Properties | Quick dimension | Length i Labels Building :— Elevation on section Arc Angle Cabinet  Switches/sockets  Lamps on wall Edit Measure
1 Place Interiar Edit Info
Properties nox Floor plan - Defautt - Ground floor (0 mm) * w _ox
I = |2
Style D

‘Nearesl paint

1.00

Properties | Design center

—_—

—

e
O

ANNLOOOANNANN

NNANANOONNAN

Wall dimension

Now we create all walls and openings dimension in one step.

. Open in the Ribbon Bar / Dimension / Building menu and choose “All Walls” command.

Edit

2 R === 714"

Building | =— Elevation on section Arc

View

g Elevation on floor plan .\"(-\

Building

Interiar Drafting
N @ oo L
=3

Angle Cabinet Switches/sockets Lamps on wall

Interior

{[@] All walls I

| Floor plan - Default - Ground floor (0 mm) *

Start the "Wall dimension" tool and select the dimensions that you would like to create.

Wall dimension

Dimension possibilities:

Wall endpoints and connections
Dioor # window frame and wall endpoints

Door # window axes and dpoints
wall endpoints
Sillz

Add‘/

Commands to execute:

Delete

wall endpaints and connections
Dioor / window frame and wall ghdpoints
‘whall endpoints

[ Multi-layer weall structure
Openings dimensions
Attention. Opening width map be the

gross, net or gross reduced by the frame
value

Interior Preliminary Course
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Add them to the list and click OK.

Zoom in the floor plan focusing on the room and select all items with two clicks that forms an enclosing box around all

(1,2).
Press ENTER.
Now move your mouse to position the first dimension string and click again (3).
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1.9.2. Wall elevation view

We are going to create coloured visualization of the wall elevation view.

Click on the Ribbon Bar / Documentation / Wall elevation / Image command

o= :_'J} =1 A‘: Edit View Building Interior Drafting Dimension
‘s [E T o

Wall elevation Drawing comparison Snapshot Quantity take-off Hand-sketch style Mood board Mod

Documentation

Virt
[l e | Floorpln - -Groundfoor@mm®

Click on the internal part of the wall (1).

Move the orange arrow and click on the desired point (2). The blue rectangle appears.

Click on the Enter.
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. The Snapshot dialog appears. Click OK. Snapshot [ = |

Image resolution (pixel)

(®) Custom size 2043 hd
Saved format .pna “
Drawing Floor plan - Default - Ground floor (0 mm)
Save I O I | Cancel I
. The wall view is placed. Clicking on the image boundary move it on the appropriate place.
. Repeat the previous method for all walls.
. Use the dimension command to quote it.

]
:
@ ‘ @ 14992 mm 2707 )@ 1 000
& nd | | 1700
2 9 5
O D S Y|
2 e U= ik 1000
T =& 1700
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Create coloured floor snapshot

1.10.

To visualize the floorplan with texture choose the Ribbon Bar / Documentation / Snapshot / Create or delete floor

snapshot command.

Building Interior Drafting Dimension Documentation

| B 5 A

Snapshot Quantity take-off Hand-sketch style Mood board Mod

Wirt

- Copy Image
i Copyimag =
E

|ey Snapshot 3D view

3.78

ﬁ"' | Create or delete floor snapshot

Enter cutting elevation value, and then press OK.
Than you will visualize the floorplan with texture.

Printing

We are going to print the floor plan in PDF file.

Choose the Print icon from the File menu or the Ribbon Bar.

Choose the PDF printing option.

Click on the File button to define the path and the name of the PDF file (1).
Set the paper size (2) and the orientation (3).

You can define the scale factor (4) and align the content to the centre of the page (5).

Finally click on the Print button (6), and the created PDF displays in a new window.
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Print
Printer fplotter
PDF Printing ~
Paper size: 297 % 210 mm Total drawing size 189 x 127 mm
Printable Area: 289 x 202 mm Printable drawing size 189 x 127 mm
| 1 Fie Sheets
[ ]
Available paper sizes Colour ! . I I i I .
| E ] 150 A4 210x297 mm ~ O Al colour in grayscale [T e i
(O All colour in bladk
297 }'nm 210 }'nm
(®) Usger defined L 2 =
| Source 3 Landscape ~ | Colour -> Pen ' e
[ optimal paper size i
What to print [Derint all textin black
(@) Entire drawing [visible floor in grayscale |
. 1
O Current view Crientation
(O window (®) Default - —
Window (O Rotated drawing
() Printable Area: Seale: Vb __________}
23900 x 20200 (@) Scale factor
4 [two v
Plot offset (_) User defined
X mm 1:| 100.0
e mm [ 5cale Line weight with scale factor
Plot Line weight ON/OFF
enter the plot 5 M g 2
PDF 150 A4 portrait | Preview 6 Print || cancel

You can also print the perspective views or elevation views you create.

1.11. Visualization

In the 3D window there are lots of variety of ways to display the model. So far we used the coloured 3D model preview.

. Activate the 3D window.

. Now select the “Realistic” option to get a more realistic representation of the 3D model.

Wireframe

Hidden line removal

Coloured

PQEEsR@EOB

Realistic |

Realistic without edges
Grayscale

X-Ray view

Consistent colour

Underlay Floor Plan on 3D view

. Now we define a “Centre view” in

. Set the perspective view: the camera is in the middle of the room and look around.

Interior Preliminary Course
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the Perspective dialog.

-
xﬁ Walk and record

E Fly and record

G 2 FRotatearound

Lock around
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1.11.1. Shadows

You can visualize the 3D model with shadow effects.

First activate the Sun setting tool from the Ribbon bar / View / Sun / Sun position option.

View Euilding Interior Dirafting Dimension Documen

N ¢ B 1 ‘
N o |

— 1

Quick 3D model Visual styles Rendering '{1_:/' Morth direction I

-

il

: I
Rebuild 3D -:?:— Sun position

e

The exact shadow calculations will be given after setting the location, the date, the time and the north direction.

. Location and Sun settings n

Location

- Budapest |

Latitude
47.5000

Longitude
19.0700

Add Delete

Date Local time

Azimuth: 315.28
Month Day
. 0
March o[22 V] [|[s o Zimin |Zenith: 56.72 @

It oK [| | cancel

Set the date: 22 March
Set the time: 9:25 am
Set the north direction: 90. OK.

Choose the appropriate perspective view clicking on the blue arrows:

& Reception_room_01 w ‘.' '

After that switch on the shadow affect.

Eﬂ Switch off both

ja
ﬁ Shadow and lights on

=

Your screen should look as follow:
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If you set a time period you can create a “Shadow animation”. You can also visualize the light effect in the 3D model:

Building Interior Drafting Dimension Documentati

s

Xt Sun -
2 O @iz
n O goay &

Quick 30 model WVisual styles Rendering

Shadow on/off

View T [Imac E Elevation shadow

m Shadow animation

Rebuild 3D

Location and Sun settings n

Location

-H- Budapest

Latitude
47.5000

Longitude
19.0700

Date Time North

Step
Month Day From To
)
March v| IZZ v| |8 |~-j$jhour| 16 5 hour I 30 ]:jE"min @
] :

Cancel

Create AVI " Preview

. Click on the Light on icon on the Navibar.

[ svitch off both

Shadow on

3
= Fars

B Shadow and lights on @5

OTE-
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1.11.2. Rendering

Finally we create Photorealistic Renderings. We suggest to use only the low resolution and low quality for the first

rendering.

Click on the Rendering icon on the Navibar.

- o X

% * Q N Photorealistic Rendering n
B % C@ Resolution 300x6e00 (SVGA) -
- Render quality Exterior - Quick render ~
‘ = I:E = Visualize the light sources
(© ARCHLineXP Render - Exterior - Quick render - Reception_room_01
Effects  Detals  List [« | &) & [ 1:1 | Actualsize: 100% |Reception_room_01 -
Brightness |
% |
Contrast ]
) |
Saturation ]
da |
Shadons ]
ol
Mid tones ]
0] |
Highlights ]
el
White balance
lic 0
|
Exposure
|

Tips

Drag the siders to modify the image effects.
The cha ill i iately appear -
there is no need to stop or restart the
rendering. To reset an effect simply cick on its

icon.

Based on the rendering result make changes in the model and do the rendering again.

| e A - | =

If you are satisfied with the previous rendering image then you can increase the quality and the resolution in the Rendering

setting.

When the rendering is complete, save it in the actual state. Modify the effects if you need and then re-save the image. This

way you can compare the different versions.

Using this method you can save time.
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Workshop: Foundation

. Introduction

This tutorial will introduce the general management and editing basics of ARCHLine.XP®.

The goal of the tutorial is to help learning the general appropriate tools and concepts for everyday work in an easy to
follow and logical way.

We recommend this tutorial for everyone:

who took part on one of the trainings of ARCHLine.XP® and who is curious to know how to use the software in the future
who is about to take part on advanced trainings

who would like to learn the tools that are necessary when drawing a completely general layout

ARCHLine.XP?® is compatible with Windows operating system and it is using the terminology of it when talking about
menus and icons and other interface elements.

This is true when we talk about how to create, select, edit items or clicking (left mouse button) to launch a command (for
example by clicking on an icon or selecting one from the menu), and to print on printers installed in Windows.

The tutorial goes through the basic functions of the software, the knowledge of which is necessary to solve design tasks
and to effectively use the program.

The software is far more powerful than what you will learn from this tutorial. You can learn about additional features by
using the built-in "Help" and attending the courses and trainings or by experiencing by yourself.

In this tutorial we will create the following layout:

1000

t
5200

u

v
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2.1.1. Welcome Dialog

When ARCHLine.XP® starts you can start a new project on the Welcome dialog by clicking on the New Project button.

The Welcome dialog automatically opens when you are starting ARCHLine.XP® or you are about to close an existing
project and create a new one.

QoARCH'INE.% fY&in

MEW PROJECT Search

SEENTTG First steps video

EXIT Demo projects
HIGHLIGHTED PROJECTS

RECENT PROJECTS

-— *
Reception_room_1.pro WS_kitchen_final_eng.pro WS_kitchen_step4_eng.pro
I |
TEE -
b B .
WS_kitchen_step3_eng.pro WS_kitchen_step2_eng.pro WS kitchen_start_eng.pro Foundation.pro Nagy_Andrea_Bathroom_02_Ti

1 I Eimal TVI%N I _ B0 -n -gm -

Read how ARCHLine.XP is used for Architectural projects - see our case study

Professional - §4 Bit Release 1 v120502 Build 420

The Welcome Dialog

Start a new project

Click on the New project button in the Welcome dialog.
This will create a new blank project with an empty floor plan in it where you can begin your work.

2.1.2. Interface

Before starting the actual work it is worth reviewing the ARCHLine.XP® software interface and its main components, thus
later in the tutorial it will be easier to associate certain names and concepts to the appropriate parts of the interface.
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P

ope St
Design center B x Flsar plan - Default - Ground fzar 10 mm)

[Sesrchin sl rems] aQ

4 5

+ Y

= &
e 1 -
@ i ;‘ EE #1 Ground floor v a8 /": . | Stair re A -l I'_". o - (121378 () 4136 mm

LTl |l
ARCHLine.XP® interface

The ARCHLine.XP® interface has the following different main parts: File menu, Toolbars, Ribbon bar, Design Center,
Project Navigator, Coordinate bar (Status bar) and Drawing area.

DEEEROO LTINS 72 %= -1 4

Toolbars

Edit View Building Interior Drafting Dimension Documentation

Barow [ H B 1| sl W ~Z0 e 8 ] 22O

Roomandarea  Surveyedroom | Google Maps  Temain  Point cloud

Properties | Wal g Edit - Door  Windou  Cutsmusll  Column Dem  Sb  Root  Celing | Ralng SSU
Properties Wall Opening Structure stair Roam Site
@ | i ‘ |8 ‘J “ ‘ (% = ‘\ﬁ Ground floor v ‘ % ‘ 32| ‘I Stair ‘el | A -l |® ‘u,,"-' - ‘(h(k(use\enLpvsss&mﬂluadd/de;e\ 0053135 (1) 4481.6 mm

0 A = ®

Coordinate bar (Status bar)

For your convenience we suggest you to work with the default layout of ARCHLine.XP®.

If you see any interface other than the default layout, please use the Toolbars / Default position of Toolbars command.

Ribbon Bar
The Ribbon Bar is a comprehensive catalogue of commands using to create objects. They are arranged in groups.

It's logical and fast.

2.2. Basic Drafting tools

2.2.

1. Drawing in ARCHLine. XP®

Before starting your work, familiarize yourself of drawing with the software. In this chapter you can review all the
necessary main concepts. We recommend all readers to read through the following chapter to make the terminology and

concepts clear for the following parts of the tutorial.

The use of the mouse - * Click & Release *

Before starting we have to clarify the meaning of a “Click” in the tutorial — and generally in the software.
A click is defined as:

,»Click: pushing down and releasing the left mouse button immediately.”

First, to learn the process of drawing we will create a few simple lines.
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Drafting lines:
% Click on the Line tool in the Ribbon bar / Drafting.

o,
o

o,
o

0,
o

0,
o

®,
o

- i
== B )L f F R === 7T Als  Edit View Euilding Interior Drafting
[ Rectangle O 6“\ 77 T - ——
‘ % 2D J %
/ 7 Offset + C/ D 0. Rp
Line Polyline " Circle Arc Hatch Text Point Ellipse Raster image Group En] Mew profile Cre
- &) :rf_JSpImE - - - - - - - - - -
Draw Cr

Floor p

| / Line F

Then move the mouse over the drawing area. You will see that the shape of the cursor is changed; highlighting that you
can draw something.

Click anywhere in the left side of the drawing area. You just placed the first point of the line.

Now move the cursor to the right side and click somewhere again. You just drew your first line, which appears as a black
solid line.

Now move the cursor again and you will see that the endpoint of the previous line automatically became the starting point
of a new line.

Now move the cursor to an empty part of the drawing area, and click again. The second line is ready.

You can easily create lines graphically by just “clicking”. Please do it with simple clicks always: hold down the mouse
button for a second and immediately release it. This is called the Click & Release technique.

If it is not especially mentioned else in this tutorial, you should ALWAYS use this technique when working. There is no
need to use the other mouse button; the left button is the only one that you need, as you might use to do it in other
applications such as web browsers and word processor applications.

Floar plan - Defautt - Greund floor (0 mm) * -ox

¢ [Nearest point
i [7 Tength 30265 mm
+ | & Inclination  45°

1+ w i
i

He e

.

Exit the tool you are currently using

2.2.2.

Since there is a third line automatically started and in this example we're only drawing two lines we have to end the current
tool using the Escape key (This is a key on the computer keyboard in the upper left corner labelled as ,ESC".)

Press the ESC on the keyboard. This will end the command.

Notice that now, when you move the mouse over the work area, the blue line which followed the cursor earlier is
disappeared. Instead of it, now the mouse cursor has the shape of a normal arrow again.

When you would like to escape a tool (because for example, you want to start another one), you can always press the
ESC key on the computer keyboard while drawing.

Undo and Redo

The software continuously keeps track of the last 16 steps of the drawing process. Until now we have done only 2 steps by
drawing our 2 lines. If you want to undo the last line created you have to use the “Undo” command. The “Undo” command
steps back 1 step in the order of previously executed commands.
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DPEEHESOOYXT DS 72 % == 14!

The “Undo” command on the toolbar

Click on the “Undo” command and it will make the latest created line disappeared.
. Click on the “Undo” again and the first line will also disappear.

Please note that the colour of the “Undo” button is changed to light grey, because there are no more steps that can be
undone. Since the software can undo only the last 16 steps, you can’t get back to an earlier stage using this tool.

The opposite pair of the “Undo” command is the “Redo”; with that you can redo what was undone; for example you can
display it again.

The “Undo” and “Redo” command can be used for corrections of small mistakes, for example when you would like to
remove a previously created item that is at the wrong position. In this case, first press the ESC on your keyboard and click
the Undo icon as many times necessary to you get to the state you want to see in the drawing area. If you accidentally
take too many steps back, please use the “Redo” command.

. Now please use the “Undo” and “Redo” command to see the two lines you just drew both disappear and appear again.

DEEESOOLCOSL 7 X~ 71 4!-

The “Redo” command next to the “Undo” on the Toolbar

2.2.3. Zoom in, Zoom out and Optimal zoom

You can zoom the drawing by using the controllers of the Navibar. Click on the magnifying glass icon and the local menu
is appear.

R
™
ITH -

The Navibar

Click on the Zoom in, Zoom out or Optimal zoom (Fit to Window) command.

N

@ +) Zoomin
l:E Q Zoom out

— P = )
= k[:L Fit to Window

The Navibar is a simple tool to navigate in the drawing windows. Its appearance in the 2D (2D drawing, Printing Layout)
and 3D (3D view, Dynamic Section) is different.

With the Navibar, you can navigate through your drawings with simple left mouse clicks or by dragging in certain cases
like zoom, pan or rotate. To drag, you have to click on the appropriate command (Zoom, Pan or Rotate on the Navibar),
hold down the mouse button and move the mouse.

Zoom in / out using the mouse wheel
You can scroll the mouse wheel up and down. This way you can zoom in and out.

. Move the cursor to the point where you wish to zoom into. Scroll the wheel up or down. Scrolling up, you can zoom in;
scrolling down, you can zoom out. The centre of zoom is always at the position of the mouse cursor when you zoom in.
When you zoom out, the centre is the centre of the drawing window.

. When you are done, just release the wheel to exit the zoom command

You can also activate this command, if you:

. Select the Zoom in or Zoom out icons from the Navibar
or if you
. Press the Ctrl key together with the +/- numeric keys when working on the ground plan or on a perspective view.
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Optimal Zoom

Keep the mouse over the 2D drawing and double click with the wheel of the mouse.
»Double click: pressing the button or the wheel of the mouse twice quickly.”

A double-click will only occur if you press the wheel twice quite quickly, otherwise the computer will understand two
separate clicks instead of a double-click.

If you managed to perform the double click, you will be able to see the whole 2D drawing on the screen fitting into the
corners of the drawing window.

Finally, let’s talk about targeted zoom. In some cases the drawing is “slipping” off-screen during zoom. This happens
because when you zoom in the focus point is the area where the mouse cursor is at the moment. Let’s use this knowledge
in the following step:

Zoom into a specific area:

Hover the mouse cursor over the edge where the two lines join each other and scroll up. Notice that the software is
zooming to the corner point.

If the corner point is "slipping” out from under the mouse cursor, please move the mouse over the corner again and use

the mouse wheel to zoom again. The program will zoom into the specified area once again approaching the CORNER
point. This way you can perfectly control the zoom function and you can always exactly do what you want to do.

Double-click the mouse wheel again, in order to achieve the optimal zoom.

2.2.4. Panning the drawing

By pressing down the mouse wheel and moving the cursor at the same time the ,drawing sheet” can be moved.
Press down and keep pressing the mouse wheel.

This operation starts the “Pan” command.
Move the cursor to the position you want and release the wheel.

You have now moved the whole drawing to a specific spot of the screen.

&R\
4
04

The command can also be activated, if you
Use the Pan tool on the Navibar, or
Press the Ctrl key together with an Arrow key when the 2D plan is active.

Please practice using the zoom and pan tools a few times and very soon you will notice it becomes quite natural and
obvious to use.

Let’s summarize:

% Scroll up with mouse wheel is zoom in, scroll down is zoom out.
% Double click with mouse wheel is Optimal zoom.
% Holding down the mouse wheel while moving the mouse is pan.

2.2.5. Simple selection and delete

It is important to know how to delete a specific item of the drawing. In this example, we want to delete only the first line
and keep the second one.

In order to tell the program which elements you would like to work with, you have to select it. To select, you need to hover
the mouse cursor over the first line, and then you need to click on it.

Simple selection

Move your mouse over the first line drawn, and then click once. You might see a similar result to the following example.
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Floor plan - Default - Greund floor (0 mm) * -0Ox
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The first line is selected on the floor plan

ARCHLine.XP® represents selection by a selection colour and by a few markers appearing around the selected item.
Markers are interactive tools that help modifying selected items without using menus. The main point of using
ARCHLine.XP® markers is that they are very easy to handle. The appearance of markers can be various depending on
their goal. Using markers reduces time, increases design speed and can be learned easily. When an item is selected the
floating icon menu also appears giving you fast access to the Modify, Erase and Move commands and the local menu of
the selected item.

Delete
. Click on the delete icon 3 and you will see that the line is disappearing.

Deleting an item is also a step, which can be undone the same way you drew something. So, if you click the “Undo”
command now, the deleted line will appear again.

Undo
. Click the “Undo” command and as the last executed step on the plan was the deletion of the line it will reappear on the

drawing again.
2.2.6. Select multiple items

During editing, one of the most important tools is the selection. Notice if now you select one of the lines, and then you click
on another one, the previous selection disappears. In order to be able to select multiple items at the same time we need to
know how to use multi-selection. For this the CTRL key is used on the keyboard. Do the following:

Multiple selections

. Select one of the lines and press and hold the CTRL key on your keyboard.
While still pressing the CTRL key, move the mouse over the other (unselected) line and click on it.
Now you can release the CTRL key, and you will see that both of the lines are selected.

Holding down the CTRL key while an item is already selected you will be able to add another one to the selection. The
markers will appear and you can now delete the two lines together.

Delete the 2 lines
. Delete the selected lines using the delete icon #. The drawing is now empty.

2.2.7. Selection by rectangle

To select multiple items, you can use the rectangle selection.
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The rectangle selection can be performed by clicking on an empty part of the drawing area and after moving the mouse to
another position clicking again in the drawing area. This way you can specify a rectangle area. There are two cases of the

selection by rectangles command:

Selection by rectangle: from left to right

Draw some lines the same way as before.

If you are currently in a command, please press ESC to close it.

Move the mouse to the upper left corner of the drawing area and click on an empty area.

Move the mouse down to the right so that the resulting semi-transparent blue rectangle partially covers the lines, and
make sure that there are lines which are bit out of the blue selection box. Click again.

8381 mm

39256 mm

7 length 92548 mm
4 Inclination 33497

1+ w |||
2

X

1+ - ||
4

He=

The result: only those lines are selected which ones were completely within the rectangle.
Selection by rectangle: from right to left

. Press ESC on the keyboard to end the previous command.
. Move the mouse to the bottom right corner of the drawing area and click on an empty area.
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Move the mouse up to the left so that the resulting semi-transparent green rectangle partially covers the lines, and make
sure that there are lines which are bit out of the blue selection box. Click again.

Floor plan - Default - Ground floor (0 mm) * -0ox

90393 mm
= 94377 fm
A Inclination 163:203
27134 mm
> .
|
+ |
s
Floor plan - Default - Ground fioor (0 mm} * -ox
.
) S R
N
®!
- .
N
+ |-
CH 4

The program selected all the elements which were inside the rectangle or intersecting the contour of the

rectangle.

Comparison:
Selection by rectangle from left to right:

% The selection rectangle should be drawn from left to right.

% The colour of the selection rectangle is BLUE.
The program selects only those elements which are completely within the selection rectangle.

Selection by rectangle from right to left:
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% The selection rectangle should be drawn from right to left.
% The colour of the selection rectangle is GREEN.
The program selects all the elements which are inside the rectangle or intersecting the contour of the rectangle.

Examples in a real project:

Selection by rectangle from left to right: much easier and faster to select all the equipment of a room by drawing a
selection rectangle that includes all of the equipment. If some of the walls are partly in this area, it's okay because they will
not be selected.

Selection by rectangle from right to left: In case you want to select all drawing objects, even those that stick out from the
drawing area, it is sufficient to select the wanted items partly.

2.2.8. Selection by type

All items of the same type can be selected by a single click.
The method is the following:

D L—_J L—_J & () JL l—‘ ;f __,' ® == +:: ~1 A'I = Edit View Building Interior | Drafting

/ 7\ DRedongle 7N O % T + C/ D 20, Bp ?@

Ling @ Property E Hatch Text Point Ellipse Raster image Group 3D Mew profile Cre

| Draw Cr
=i Selectall F

Floor p

all iter % Keyboard shortcut

‘@ Add to Cuick Access Toolbar

Right-click the item what you want, on the Ribbon bar and then click on Select all command. All items are
excreted from the given type.

Exercise:
Select all the lines on the drawing:

. Click right-click to the Line icon on the Ribbon bar.
. Click on Select All command.

Now all the lines on the drawing are selected.

. Finally erase all the lines of the drawing by using the Delete icon. %

2.3. Design
2.3.1. Creating Walls

We will start with a simple floor plan. Similar to the way e
you can create simple lines, you can create much more 77
complex drawings by using other tools. This time we will
create walls with known lengths. We will create the I

o

following floor plan:

Start your work by drawing the main walls. The first wall is g
7500 mm long, vertically on the drawing, determined by its - Zmm
internal size. gL

Y—=ix
5y
By

g
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Creating wall by a known length
You can create walls clicking the Ribbon bar / Building / Wall tool.

Move the cursor on the drawing area, the cursor shape will change.

MNearest point
Set the starting point of the wall on the left side of the drawing area by a click. T P
. Now move the cursor vertically to up. SLua
. The blue line is the reference line of the wall, while the orange line represents the
thickness of it. The length can always be defined along the blue line.
. The wall will be 7500 mm long, so press the 7500 on the keyboard.
. Press the Enter key on the keyboard in order to accept the entered value.

The 7500 mm long vertical wall is created and a new window is opened on the right
side which shows the 3D model of this wall. The software automatically generates the
3D model.

Documentation & Semch Q?-

Properties s x Floor plan - Default - Graund foar 0 mm) * —ox| View 1 image] *
- wall
2
P R b | Inthe middie
Right side
Llayered 08 vee wal NI

E Close
Llayered 12 vede compect brick

— Fz
) R
+
L
- - &
Properties. | Design center B -
. Move the mouse horizontally to the right and type 5000, and then press Enter on your keyboard.
. Use the Optimal zoom or the zoom out and zoom in tools to see a similar content to the following example. This way you

can make some space for the remaining part of the plan.

% ARCH|INE.%



76 2. Workshop: Foundation

2.3.2. Continue creating walls

Floor plan - Default - Ground floor (0 mm) * -OX

[

e v i

Move the mouse vertically down and type 4400 and press Enter. When the Enter key is pressed the third wall is created.
Move the mouse horizontally to the right and type 3500 and press the Enter key on your keyboard.

Move the mouse vertically down and type 5200. Press the Enter on your keyboard.

Move the mouse horizontally to the left and type 6400 and press the Enter key on your keyboard.

Finally, move the mouse up and when you see the Endpoint cursor, click on the starting point of the first wall. The walls
form a closed shape, the room is ready.

. Finally, press the ESC your keyboard to close the command.

Don't forget that you can zoom in / out and pan drawing at any time during drawing.

[

The room is ready
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2.3.3. Active window

As you might already noticed at the first time drawing a wall, the 3D model was automatically created in a second window.
The advantage of this split layout is that all the changes in the floor plan can be seen in the 3D model too.

So far the active window was the 2D, where we created the walls. In order to handle the 3D content you have to click
anywhere in the 3D window to activate it first. In this case, the 3D model window frame will change its colour and the
Navibar will also change a little bit.

You can swap the 2D and 3D windows. For this you have to click on the Navibar at the bottom right corner on the “Magnify
window” button. Please do the following:

Enlarge the active window

Currently the 2D window is active. Click on the 3D window. This way you can make it activated.
Press the “Magnify window” tool on the Navibar. The 2D and the 3D is switching places.
Repeat the previous steps to exercise a few times. Finally make the 3D to be the active, larger window.

1+ w |||
S
Jo)
¥

The 3D window is the larger one

2.3.4. Manage the 3D View

Working in the 3D, just as on the 2D drawing, you can zoom in and zoom out and pan the content. You can see the 3D
view from different directions. Besides using the “Rotate” command of the Navibar there is also a quicker way to do so.
Please do the following:

Rotate the 3D view using the mouse and keyboard

Move your mouse over the model in the 3D window.

Press and hold down the SHIFT key on your keyboard, and then press and hold down the mouse wheel and start to move
the mouse (again we use the mouse wheel as a button).

When you want to complete the rotation, release the SHIFT key and the mouse wheel.

If you haven’t use anything like this before it may seem complex at first rotating this way, but soon you will get used to it
and see that you will be able to work more efficiently than using the Navibar only.

Rotate the model to adjust the view to see it from the side and above, so you'll be able to follow the changes when
creating the partition walls, the openings and the ceiling.

2.3.5. The 3D representation modes

We already know efficient tools that can be used efficiently without the Navibar but there are still several other convenient
tools that are on the Navibar. Let's see the standard views and presentation settings now.
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. On the Navibar, click the Current view icon to display a menu showing the different views Right view to
choose from. .
Front view
V|eW ZZ. Top view
. Try various views by selecting them (From the right side, Front view, Top view, etc.). bp P
. Finally, select the Axonometric view and rotate to have a better view from the top.
D Left view
Thanks to the ease of use you can quickly select a standard view later in your work 7\ eerindview
whenever it becomes necessary. In addition the 3D model representation can also be
Changed. _‘_ZJ\ MNew rotation center
B
T
&[4
Presentation settings (D wirehrame
. In the Navibar, click the 3D preview mode icon. A menu opens where you can set how to (7] Hiddenine removel
display the model. ) coeuns
. Try each of the different representations and see how the model will change. Finally -
select the default Textured display mode. 2z Realitic
@ Realistic without edges
We will not deal with the other options on the Navibar; instead of it we continue working o
with our floor plan. @ oo
@ X-Ray view
= G Consistent colour
] 18 Underlay Floor Plan on 3D view
T
& [H4
2.3.6. Partition walls —with properties
The main walls are ready so we can continue working with the partition walls. Before starting, please activate the 2D
window and enlarge it. If we would continue to draw the walls now it would be with the same properties as before.
To draw the partition walls we have to change the properties (wall thickness).
Do the following:
Setting Properties:
. Click on the Ribbon bar / Building / Properties / Wall command. This will bring up a dialog box called Wall properties.
. Please change the wall thickness from 380 mm to 100 mm and click on the OK at the bottom part of the dialog.
Wall ﬂ
+ General properties - v
_[!I_ || = & |Wal - Load-bearir ~ =] Finish Face: Interior Eright_white -
x
=== Simple Li 2 |8 -Bottom-most Finish Face: Exterior Coffee_cream =]
@__ 0 Brick3
Unconnected Height (1) B5 0 mm ~ | Slant angle
Top offset from the floor top level (> 0: Up) 0 mm Structural wall Non-bearing wal ~
Base offset from the floor Wall status New ~
Total thickness: | Location line Finish Face: Exterior
Edit Compound Walls
Indined wall section height 1000 mm
Wall Framing

U-value: 137 W/{m2%K)

[ skip this wall over room bounding

Preview 2D view o
[ *» Axis line atiributes a -
l } Attributes of the Finish Face: Interior - -
[_» visibility of sides -~
BIM Parameters 1 layered 38 wide wal Cancel
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In the drawing, nothing has changed, but from now on when you will create a new wall it will have a thickness of 100 mm.
To draw partition walls please follow these steps:

Method 2 - Use Styles

When you click on Ribbon bar / Building / Wall command, the Design Center switches to Properties on the left side.
Here the Styles appear which already have been saved by you. From here, you can easily choose the wall.

. Select the "1 layered 10 wide wall" style. As soon as you select the properties of the wall will change.
Create a new wall style

Click on the "pencil” icon to create a new style.

Set the properties of the wall in the dialog window. E.g. Total thickness: 1600 mm.

Click on the button with the style name in the lower left corner.
Next in the appearing "Styles" box click on "New" button.

In the window that appears, type the name of the new style and the folder name, and save it.
The new style also appears in the Properties / Styles: ,1 layered 16 wide wall”.

Partition wall

To create walls click on the Ribbon bar / Building / Wall tool.
Activate the 2D drawing and move the mouse to the L-shaped floor plan to its inner corner point and click to place the
starting point of the partition wall exactly into the corner.

When the cursor is over and endpoint, its shape will be changed. This way the software is highlighting that the mouse
cursor is right on top of an endpoint of the drawing.

Foundation_start - Default - Ground floor (0 mm) -ox
Nearest paint.
> Length 38024 mm |
£ Inclination 1807
»
+
. Move the mouse to the left horizontally. Now the blue reference line is on the top, so that the wall thickness, which is

represented by the orange line, is under the reference line.
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Nearest ooint }
MNearest point

|7 Length 25287 mm
£ Inclination 1807

For now, we need the wall thickness to be above the blue reference line, so that the partition wall and the neighbouring
main wall will share the same line.

In the right top corner of the Work area you can see the More Options list. - Wall N

. Now click on the “Right side” command then move the mouse back to the drawing area. > | In the middle

. Now, the reference line of the wall is on the other side of the wall thickness.

J Place the endpoint of the wall on the inner side of the opposite wall perpendicularly. > | Right side

. Press the Enter on the keyboard. Now you can draw another wall.

. . . . . . Close
Now we will set the starting point of the second partition wall. To do this, we will need to
place a temporary reference point in a corner and measure a distance from there.
. To create walls click on the Ribbon bar / Building / Wall tool.
+
Al |IR

. Select the “Reference” command from the Coordinate bar.

. Move the mouse inside the L-shaped floor plan to the right wing to the inner right top corner point and when the software
recognizes the endpoint click once.

Length 8500 mm
ﬁnclmatlon o
2400
2132 mm
& Inclination 1807

. Move the mouse horizontally to the left and type 2400, and press Enter. The program now measured the distance of 2400
mm horizontally to the left from the previously defined reference point, and placed the starting point of the wall.

. Move the mouse vertically downwards and when the perpendicular point is recognised on the opposite wall, click once to
place the endpoint. (Take care! The nearby midpoint easily grabs the mouse, so you should zoom in to be able to work
precisely.)

. Press ESC to close the wall tool.
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5
Perpendicular |

Tergi s2oai |

A Inclination 2707

2.3.7. Save the Project

During work there is no automatic save. You should save the project!
Please do the following:

Save the project

. Select the “File / Save project” command.
DEEBESO
u MNew project
D Open project Ctrl+0
I seveproject Cirl+§
E Save project as  Ctrl+5Shift+5

BIM 4

Import ... 4

DEEEENC LTS 72 x =+ 714

The “Save project” command on the interface

Since now we are saving the project for the first time we have to name it. By default, during the installation process the
software creates ARCHIineXP DRAW folder where you can save your projects. You can find this folder in the Documents
folder on your computer named as “ARCHIineXP DRAW”.

Create a new folder in the ARCHIineXP DRAW folder using the New Folder button. Name it as “Foundation”.
Enter into the Foundation folder and type the following file name: “Foundation 01”
Click on the Save button.

We suggest you to save your projects quite frequently (e.g. every 10 -15 minutes).

We recommend you to frequently make a copy of your project.

You can also change the default ARCHlineXP DRAW project folder in the File / Preferences / General / File Location
dialog. For beginners we suggest not to change the default folder.
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2.3.8. The Slab tool — Create a Floor

We will create the floor using the slab tool. Set the slab properties before using the slab command:

. Select the Ribbon bar / Building / Properties / Slab command. The Slab properties dialog window appears.
. Check the following properties of the slab: Relative height: 0 m; Slab thickness -0.3 m, finally click on the OK button.
Slab properties n
¥ General properties o
m - & |[Slab i P Bbzrquet_wood_o08
== gimple Li %] |8 -Bottom-most 7 Coffee_cream ~
[ ] The slab border doesn't display on the floor plan in print =y White ceiling -
Base offset from the floor Slant angle 0° ®
Total thickness: Slab type Slab o
Slab layers Cut the walls i:' Mo cutting ~
Beams and block flooring system Cut by roofs % Mo cutting ~

U-value:  5.17 Wfm2*K)

3D fixed

Fill color on floorplan Mo

BIM Parameters 1layered 30r.c. | OK ||| cancel

. Select the Ribbon bar / Building / Slab / Slab by walls.

Edit View | Buildingl Ini

LN B

Slab | Roof  Ceiling | Railing

| l{] Slab in Sketch mode
F Slab by walls

. Select the entire floor plan with the selection rectangle. Press Enter.

12666.9 mm

138523 mm

S
&
&

S
&

7 Length 18770.6 mm e e e e e e e e e e e et e et mme e e e e m e e = = E]
4 Inclination  31244°
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. The slab will be created.

The result can be seen in the 3D window.

Modify the contour of the slab

The 45 degree angle wall will have an entrance door in it. In addition, it is necessary to place a stair there, which now we
will achieve by changing the contour of the slab.

. Select the previously created slab. To do this, click on the external contour of the main walls.

At very early stages of a drawing process some parts of the project will become already crowded with the 2D symbols of

certain items. If there is more than one item at the point where you have clicked, the Quick selection panel will appear at
the right side of the floating icon menu, to help you choose the proper item.

%
& \2 Slab (1D2D8) 0 mm - {172 )||
y Slab (ID2D:98) 0 mm
x 7 Wall (ID20:31)
¢
b7
. o {72 ) | .
. Press the “Jump to the next item” button of the Quick selection panel to make the slab selected. If the

slab is selected you can see the selection on the floor plan and also the text “Slab” will appear on the left side of the Quick
selection panel.

. When the slab is selected blue markers run around its edges. Click on the 45 degree angle blue line.
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zz z < 4
¥l

b s Slab (D2098)0mm -  { 1/2 } |
2
A
! x
7
'Y/
1 o7
T Offset !
B Offsetall
5 |nsert node 7
I Insert Smooth Node
£ Turn inte curved edge
. The marker menu appears. Click on the “Offset” command.
. Move the cursor down and left 45 degrees (perpendicular to the current edge) and type 1000, and then press Enter.
. Finally press the ESC key on your keyboard.

Following the previous steps you have just created a one-step stair in front of the entrance. Using similar methods later
terraces and balconies can be established.
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The walls, the floor, and the staircase have been completed.

There is a full featured Stair tool in the program which you can use to create real complex staircases. The Stair tool is the
focus of another advanced level tutorial.

2.3.9. Floor management — Create and edit floors

With ARCHLine.XP® you can work on large drawings not only in the horizontal direction, but in the vertical direction you
can also create the necessary structures to design multi-storey buildings. The following example shows a simple task to
make you easily learn and understand the concept of floors.

The use of the floors can be necessary because of the following:

% The symbols of the elements on the different levels should appear on different drawings corresponding to the proper floor
of the item. The layout of the ground floor, the first floor, loft, etc. should be represented on their own respective drawings
separately.

% On the other hand it is also easier to specify the height of the elements and furniture referring to their own floor instead of
using a global zero level always.

Create a floor level. Repeat the following steps:

Create the floor of the flat roof
. Click on the “Ground floor” button. The “Edit levels” dialog will appear.

#2 Ground floor v ‘ i ‘ ; ‘

. In the list there are 4 floors now. We use the Ground floor. These floors are created by the software by default every time
when you start a new project.

. To rename 1. floor click on the name of it. Type the following: Flat roof, then press Enter.
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Copy the walls and slab of the Ground floor:

Edit levels B
Q Q @ @ @ Q c')‘o’b <= List of buildings Default
Num... MName Bottom eleva... Height State Level increment...  Parameters Name Elev. Offset R
3 2, floor 6000 mm 3000 mm off 0mm FF - Finish Floor 50 mm
[z [ Flat roof] | 2000 mm 3000 mm off Omm Edit TS - Top of Structure omm
1 Ground floor 0mm 3000 mm Active 0mm 55 - Bottom of Structure 200 mm
o Basement -3000 mm 3000 mm Off amm
CE - False ceiling 2600 mm
LE - Ledge -350 mm
FH - Floor height 3000 mm W
Copy area Paste
- o (NH)EE
MN+1) TS
FH — = (N+1)
Ny CE
™) FE
N o M TS
M) B8
—_— ()
Site level is visible on the floor plan Building elevation above sea level inm
[om | Cancel
Click OK.

The project now has four floors, and the content of the Ground floor is visible. The building of the current exercise has a
flat roof. We will be copy walls and slab of the Ground floor to the Flat roof level. Now do the following:

Select the entire floor plan with the selection
rectangle.

Press the Ground floor button. The Edit floor
levels dialog appears.

Press the Copy objects to another floor .
In the appearing dialog window select the floor
named “Flat roof”. Press the OK to copy the
selected items.

In the 3D window now you can see that the full
content of the ground floor is copied to the upper
floor as well. On this level, we will create a flat
roof so we will not need the partition walls, and
we need to change the height of the main walls
too.

Modifying the properties of the copies

Select the partition walls on the Flat roof floor and delete them.

Now select one of the main walls. The “Property grid” will appear on the left side of the screen. There you will find the
“Height” property of the wall which now is 2700 mm.

Click on the property in the “Property grid” on the left side and change the wall height to 1000 mm, and press Enter.

The properties of multiple walls can also be changed using this method. Instead of it, now we will learn about the “Copy
properties” command.

Copy properties - optional

Select the 1000 mm tall main wall on the floor plan.

Click on the paintbrush icon j in the top toolbar of the program. This is the “Copy Properties” command.

The Properties dialog box labelled Wall appears with the properties that can be copied. Make sure that the Height of 1000
mm is enabled (there should be a black tick at the left side of this property row). Enabling or disabling property options
allow the selection of properties that you would like to copy or you would like to leave unchanged.
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Press the OK button.
By using the rectangle selection, please select the content of the entire Flat roof on the floor plan.
Now press the Enter on the keyboard.

The result of the previous steps will be that the program will copy the properties of the selected wall (now all of them) to
the selected walls. Now the height of all walls is 27000 mm. We are ready with the Flat roof.

There is an even faster solution to the previous exercise:

Select elements by type:

Task: Select all the walls on the level of the Flat roof and change the walls height to 1000 mm.

Hold down the CTRL key on the keyboard.

Click on the Wall tool in the Toolbox.

Release the CTRL key.

Change the height of the walls to 1000 mm using the Property grid on the left side and press Enter.

All the walls on the Flat roof floor are now changed to 1000 mm tall.

Switch to the Ground floor

In order to continue working on the Ground floor it is necessary to jump back to that level as currently we are still working
on the “Flat roof” floor.

Click on the arrow on the right side of the Flat roof button. In the appearing list you can see a green check mark next to the
name of the Flat roof floor indicating that this level is currently the active one.

Click on the name of the Ground floor and you will see the ground floor elements appearing. We will continue here by
creating the doors and windows.

§ 2 floor
Flat roof
¥ Ground floor
¥ Basement
i« >

#% Flat roof “ t ‘

To switch between floors you can also use the Page Up and Page Down keys on the computer keyboard. Pressing these
keys you can jump one level up or one level below in the floor list.

2.3.10. Drawing the Doors

We are going to draw doors inside the already existing main walls and partition walls. The first door will be a simple door
placed into the partition wall. Proceed as follows:

Select the Ribbon bar / Building / Properties / Door command. Now the dialog box Door properties appears.
Name of door: Default; Width: 900 mm; Height: 2100 mm, Distance from the wall line: 0 mm.
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Door n
. _— .
[rame [T | _ 1L
|Represemzﬁ°" | Height: 2100 mm
|RE“'EE| | Thickness:
|Basicgeomehy | N
|Duher handle | [ Hide opening and make a void
|I.nner handle |
Sill height 0 mm
|Amesson'es | P :
[ outer sill height: {0 mm
[Interior and exterior sils | |0 add level shift
|puilt-in details | | Colour
Line type Simple Line ~
Line weights 0 mm e
Draw Order 3 - Bottom-most e
Reference axis Side ~
Distance from wall corner 0 mm
Lining and architrave
Dimension, consignment
Thermal parameters
Ratio (Ilumination area) 100% v
Material Value
Solid Beech
Wing Beech
[ Defauit |
| BIM Parameters | | MNormal door || oK Il | Cancel
. | y
. Click on the OK button.
Placing the first door
. Select the Ribbon bar / Building / Door / Placing door command.
YOO s 2= TR o e
TT1 ’ =
H B ( =R
-~
| Doar Window Curtain wall Column  Beam Slab Roof Ceiling Ra
Structure
1 Placing door N
Found ation_start -
. Move the cursor over the drawing area above the horizontally aligned thin partition wall. At that moment, the cursor
changes over to an orange door symbol.
. Move the cursor above the top side of the horizontal wall. Now the orange reference point appears which can be used to
place the door.
|Near5t point
/ ------ 307369 === === " Internal ; 102631 =
. Type in the value 950, then press the key Enter. By this operation, you have specified the distance between the orange

reference point and the nearest wall corner, which is 950 mm according to the original drawing.
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. Move the cursor around the placed door symbol. Observe that the opening direction of the door changes. Move the cursor
until the opening direction corresponds to the opening direction shown in the original floor plan, and click. Now the door is
ready with the appropriate opening direction.

/

Placing the second door
Proceed as follows:

. Move the cursor over the partition wall shown vertically in the drawing, actually to the
side of the wall facing the room to the right. N\
. Notice that the orange reference point appears at the lower half of the door cursor. = Placing door
The reference point can be changed during the process of drafting.
. Now a couple of additional options appear at the right top corner of the Work area, p | Next reference point
with the help of which you can intervene in the process of drafting the door. Select the

instruction "Next reference point", and move the cursor over the partition wall again.

This time, the orange reference point appears at the middle of the door. p | external
. Select the option "Next reference point" again, and move the cursor again over the
right side of the door. This time, the reference point appears at the upper extreme p | Centered

point of the door. Determine the distance between the marked reference point and the
nearest wall corner similarly as you did for placing the first door.
Type in the value 2700, which is shown in the drawing also, and press the key Enter. Now the door appears in the wall.
Determine the opening direction of the placed door by moving the cursor around the door symbol and clicking. The door is
now finished, and it appears in the model too.

. Press the ESC key to close the command.

/’ |Nearest point

)
h
i
h
:
305348 ﬂ
\
h
h
h
H
h

"

]
\nterny
? N
E i
246.52
1
'
!

j
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2.3.11. Modifying the property of an existing item

Placing the entrance door

The next step is to draft the entrance door according to the floor plan. Modifying properties of an existing item can be done
easily. For this reason, initially the entrance door will be drafted as a single-wing door, similarly as the internal doors, and
then we modify it to become a double-wing door.

Select the Door tool again in the Building category of the Ribbon bar.

Move the cursor over the main wall shown in inclined position in the drawing, at the side of the wall facing the room.
Notice that the orange reference point appears at the lower half of the door cursor.

Select the instruction "Next reference point” from the options shown in the right top corner, and move the cursor again
over the side of the main wall facing the room. This time, the reference point is located at the middle of the door.

Move the cursor along the internal side of the wall towards the middle of the wall until the shape of cursor changes and the
middle point cursor appears. It means that the reference point of the door is kept exactly at the middle of the wall section.
Click with the mouse to place the door into the main wall, exactly at its middle.

Move the cursor to determine the desired opening direction, then click to confirm.
Finally press the key ESC to close the command.

Ed

B

The type of the entrance door, and its alignment in the wall do not corresponding to those shown in the floor plan for the
time being. Therefore, it has to be modified. Proceed as follows:

Modification of properties

Select the entrance door in the floor plan.

The floating menu appears as a result of the selection, the first icon looks like a pencil 69 This is the "Property icon".
The properties of the selected item can be displayed and modified with the help of this.

Click on the Property icon & Now the Door property dialog window appears.

You can see the Distance from the wall at the top right corner. Modify it to 100 mm.

Door n
Redraw [

width:

Representation Height: 2100 mm

Basic geometry |

Quter handle

Inner handle

Sill height 0mm

Accessories

[] outer sill height: omm

Interior and exterior sills

Built-in details

BIM Parameters

Colour

Line type

Simple Line

Line weights

0 mm

Draw Order

8 - Bottom-most

Reference axis

Middle

Distance from wall corner

1484.9 mm

Lining and architrave

Dimension, consignment

Thermal parameters

Ratio (Hlumination area)

1100%

Ratio (Ventilation area)

$100%

Material Value

Solid Beech
Wing Beech

Mormal door

Default

O

Cancel

Click on the Default button. In the appearing dialog click and select the a double-wing door named as “Full ext div.2”,
and click on the OK button.
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Doors

| [Search in all items] q, || Brands |

Doors  Indoor  Double

<=<Back | 16 Elements #

700 E I

Door01 Fullextz et Fulled Full(1) ext
asym. 2 asym. div. asym, div.2

00 ple=

Glassed + Glassed Glassed Glassed Glassed Glassed
window 2 asym. 2 asym. div. 2 div.+ wind  external 2 internal 2

[

Repeated  Repeated
glassed  glassed divi

Repeated

o

You can see the Width value at the top of the Property screen. Modify it to 1400 mm.
Click on the OK button. The modification of the door has been done.
Press the key ESC.

Door
tin | [ '
Represntaton e (200 |
= s
Basic geometry |
‘D”ba handle | [ Hide opening and make a void
e e | o]
Sill height 0 mm
[ outer sil height: 0mm
Interior and exterior sils | [colour
‘Bl.it-'ﬂ details | Line type Simple Line v
Line weights 0mm ~
Draw Order 8 - Bottom-most -
Reference axis Middle “
Distance from wall corner 1484.9 mm
Lining and architrave
Dimension, consignment
Thermal parameters
Ratio (Illumination area) 100%
Ratio (Ventilation area) 100%
Material Value
Solid Beech
‘ EIM Parameters | | MNormal door |

N
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2.3.12. Drafting the windows

Now let’s continue working with the windows.

Adjusting the properties

Click on the menu item Ribbon bar / Building / Properties / Window.

In the list at the upper right part of the appearing dialogue screen let the Sill height be: 900 mm.
The Width and Height are: 1500 mm and 1500 mm.
Click on the OK button to accept the settings.

Redraw [ 4

Window
Main parameters Width: 1500 mm
Representation Height: 1500 mm
Basic geometry ~
Outer handle [ Hide opening and make a void
Inner handle Distance from wall line
Accessories
] outer sil
Interior and exterior sills [ add level shift
Built-in details Colour I
Line type Simple Line
Line weights amm

Draw Order

& - Bottom-most

CHCECHC

Reference axis

Side

Distance from wall corner

4581.2 mm

Lining and architrave

Dimension, consignment

Thermal parameters

Ratio {llumination area) $100%

Material

Solid
Wing

Value

Beech
Glass26

BIM Parameters

<X 1500 mm window

OK

Default

Cancel

By following the couple of steps above you have determined the dimensions of the new windows. Now install two

windows.

Drafting the windows

. Click on the tool Window in the category Building in the Ribbon bar.

. Move the cursor over the side of the left main wall shown in the floor plan facing the upper room. The reference point
appears here also, with the help of which you can place the window. The reference point can be relocated with the method

used when we installed the door.

. Select the option "Next reference point" from the options appearing at the right side, and move the cursor again over the
wall section. The reference point is located now at the middle.

. Again, select the option "Next reference point" from the options appearing at the right side, and move the cursor again
over the wall section. The reference point is located now over the upper corner point of the window.

. Type in the value 1000, and press the key Enter. By doing so, you have specified that the distance between the reference

point and the nearest corner point is 1000 mm. The window appears in the wall accordingly.
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Now move the cursor to the side of the same main wall facing the room below.

With the method applied above make sure that the window is properly located in the wall,
so that its upper corner point is at a distance of 900 mm from the corner points at the
connection of the main wall and the partition wall.

After completing this operation, press the key ESC.

With the help of the operations above you have learnt how to install more than one window
with given properties in a wall section.

This procedure can also be used in the same way with most of the tools offered by
ARCHLine.XP®, so the steps are:

adjust the required properties,

draft additional items (walls, doors, windows, lines, etc.) with the appropriate drafting tool
without interruption,

finally, exit the drafting mode by pressing the key ESC.

Before proceeding to the next chapter, draft the 3" and 4™ windows also in the wall of the
Storage room located at the right side of the floor plan.

Furnishing and representation

2.4.1. Setting up the perspective

In this chapter we deal with the furnishing of the rooms. Therefore, it is necessary to set up one or more perspectives
besides the axonometric view of the model, so that we would be able to see and show how the model looks like from the

inside to the customers.

Setting up and saving the perspective views

Activate and enlarge the 3D screen with the help of the tool Navibar — Magnify window.
Find the eye icon Z&* at the bottom part of Navibar, and click on it.
The "Perspective dialog" window appears.

(=]
=
2
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(=] H
=] =
(4 (2] H
=
(=]
N
S

Click on the button of 2D display (1), which depicts a yellow square ruler. As a result, the drawing of the Ground level of

the floor plan appears at the left instead of the 3D top view.

Press the orange-blue coloured button "Fit to window" (2). As a result, the blue camera tool, as well as the floor plan is

displayed.
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Perspective dialog n
% [1])| saved views E odh|[5¢ Design center 3 x
| [Search in all items] q, |
1 .
a Ly
1 Q Building
y 'C]‘ o -
4 ] — 2 | L | ]_{ (-'_/ @ ‘D%,
kla I Door B Stair  Profile Group
ow
Camera Catalog
Camera Z 1400 mm } (] ™ 53' @ Q
Object Materi Showr 3D Light
¥ Angle Cancel s als ocom wareh source
[[] object placement with animation Recent models
. . i i My Favourites
. With the help of left button of the mouse click on the blue marker representing a view

point and keep the button depressed, and move it to the bottom right corner of the hall Help

within the room. Exceptionally and for practical reasons, the left mouse button is to be
kept depressed during the movement in case of working in this dialogue box!

. With the left button of the mouse click on the violet-coloured marker representing the
view point, and while keeping the button depressed, move it to the left top corner of the
room.

With these two operations you have determined a perspective view.

. Let’s save this perspective. For this purpose, click on the green cross at the top right
corner of the dialog box. Now the program saves the view under the name “View 0”.

. Click twice on it, and in the appearing dialogue box type in the new name of the view without quotation marks: "Hall 01"
instead of “View 07, then click on the button OK. This way you have renamed the previously saved view.

. Create a second view also by using the above operations, which points to the upper right corner of this room from the

entrance door. Finally, rename it to "Hall 02".

Perspective dialog n

% [T]|| saved views E e (X
@
L Hall 02
Q
a
—x

D LC]‘

Camera

Camera Z 1400 mm }
G e ==

[ object placement with animation

. Select the saved view named "Hall 01”, then click on the button OK to close the dialog box.

You can adjust and save additional views by following the previous operations at any time, so that a preferred view could
be selected and displayed later with a single click with exactly the same viewpoint from time to time again.

When you have a number of saved views, then you can select the views by using the keys "Page up" or "Page down".

which are used during the change of floor plan levels also.
Notice: the previously described way of changing views works only if the 3D screen is the active screen! In the 3D screen
the program will change over the saved views, and not the levels.

2.4.2. Furniture items - The Design Center

Working as an open system, the software ARCHLine.XP® is capable of handling furniture items having different formats
and from various sources without complicated file operations, and can read and place these items into the project with a
single click.
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If no internet connection is available at the moment, then you can use:

the limited number of furniture items provided by the installer,

the furniture items used in the previously opened projects,

the furniture items downloaded during the former internet connection,

your own furniture items that have been created with the help of the Furniture wizard of the program, or by using other 3D
modelling tools.

As soon as you are connected to the internet, you will be able to access many additional furniture items:

from the Showroom of ARCHLine.XP® free of charge,
with the help of the browser of the free service of Google 3D Warehouse,
from other web sites that allow downloading freely or by payment.

From here on, we will refer to furniture items as objects.

Let us start by discussing the locations of the objects that can be accessed right after installing the program, which are
ready to use. The objects of the program can be found in the ARCHLine.XP® Design Center. Please do the following:

In the left side you can see two tabs, click on the tab "Design Center".

Now the main page of the Design Center has appeared. With the help of the browser you can find the objects that you
want to work with at this moment from a large number of objects.

The Design Center contains the following items available in the program in groups:

objects
doors
windows
lamps
materials
2D groups
profiles

stair shapes

Make sure that the main page of the Design Center is active. Click on the Home button E

You will find the objects within the Catalog / Objects category sorted into groups. With the help of a search, you can find
all of the objects very quickly within these categories, the names of which contain the expression you defined.

Follow these steps:

Click on the topmost search field of the Design Center. This is the field, where you can see the text [Search in all items] in
the default case. Define here the expression or part of a name you intend to make the search for.

Delete the text that has appeared here, and type in the word "armchair" without quotation marks, then press the Enter key
on your keyboard.

The program finds and lists all the objects, in the name of which the searched word is included.

Now you can check among the found objects, and you can place any of the objects in the currently active 2D drawing.

Follow these steps:
Click on the object “KARE Armchair”, and when the large image appears click on it and keep the mouse button depressed.
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Design center X
l armchair Q ” Brands \
!ﬂ Total:

<<Back | 7Elements

S

F Armchair IKEA
A hais 01 Armchair '[/
| &5 B
Natuzzi ?ﬂai:'" el g
P arameters
Height: 877.8 mm
‘Width: 784.4 mm -
KARE Armchair Depth 6824 mm 8
X Base offset from the floor 0 mm
Natuzzi Model complexity Mini
Queen Arm Producer: KARE
. With the mouse button depressed, move the cursor over the 2D drawing area, and release the mouse button.
. Move the cursor, and observe that the top view of the object “KARE Armchair” is displayed with orange colour, and it
moves together with the movement of the cursor.
. Move the armchair over the room that has an entrance door in the drawing, and place the armchair in front of the partition
wall with a click.
. Now the program offers yet another copy of the selected armchair for placing. Press the key ESC to finish placing objects.

Design center

a x

‘ armichair

q H Brands ‘

# ) Objects  LivingRoom  Armchairs

<<Back

KARE Armchair

Previous  Next

&

Jump to category

7 (T

1.00
—t

Foundation_start - Default - Ground flo

If the object is not in the right direction, we will now turn to the appropriate direction with the help of the already know

markers.

2.4.3. Movement and rotation

The use of markers is the simplest way of moving and rotating the drawing components already placed in the drawing.

Please do the following:

. Zoom to the area of the drawing, where the armchair can be seen.

. Select the armchair on the 2D drawing.
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A number of coloured markers appear on the screen. Click on the marker that shows a deep-blue curvy arrow. This is the
Rotation marker.

If the rotation marker does not appear during the selection, then the component is too small in the given section of the
drawing. In such a case, zoom in to this part of the drawing until the rotation marker appears.

7844 mm

8778 mm __—

VQ’R%_/;

The Rotation menu appears after you click on the Rotation marker (you can also see this written on the band running at
the left side of the menu: "Rotation"). Select the menu item "Rotate 90 cw". Now the armchair is rotated, so that it faces

the entrance door.

[ 7844 mm
" 8778 mm __—
| P
| -
| |
|
|
@ o™ Rotate 90 ccw | .-I-.
| fan= Rotate 90 cw |
¢ Rotate
(k3 Rotate a copy
£ Rotate from ...
[f1 Rotate a copy from ...
%4 Miror [

K

Mirror a copy
e

/L

&

The armchair faces in the appropriate direction. Place a second copy of this armchair next to the former one:

If the armchair is not selected on the drawing, then please select it now.
A number of markers appear know, from which select the one that has arrows pointing in four directions. This is the
Movement marker.
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Move a copy |
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| 7 Move from ...

Move a copy from ..

o D

Multiply

o

Move to other floor

Move

—r —F

3
65824

|

Muove a copy to other floor

. Select the menu item "Move a copy" in the appearing menu.
Move the cursor, so that the virtual copy appearing in orange colour is located to the right of the original armchair, then
place the copy by clicking. Finally hit the ESC key. Now we can see two identical armchairs in the floor plan as well as in

the model.

;
|

Study the Rotation and Movement menus, and notice how the program offers various possibilities for moving and rotating
the selected components. You are encouraged to try these possibilities, because it is possible to use them very efficiently

in many circumstances, as you will experience it soon.

2.4.4. Furniture items — The 3D Warehouse

Attention: An internet connection is necessary to perform the operations described in the
chapter below.

We plan to place a coffee table in front of the two armchairs placed in the hall. Now we search for an actual coffee table
using the internet. Please do the following:

. Open the Design Center appearing at the left side. Select Catalog / Google 3D Warehouse command.
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Design center 3 X
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Recent models
My Favourites

Help

The internal browser of ARCHLine.XP® appears shortly with the opening page of 3D Warehouse.
Type in the word "table" without quotation mark in the search field, then click on the button Search.

The browser of 3D Warehouse reviews all the objects in the database very quickly, then sorts and offers the ones for
which the given expression "table" is true. The hits can be refined, if the former simple search word is supplemented with
another expression.

3D Warehouse B

= Iﬁl [JMultiple download

2 3D Warehouse Q, coffee table ®

KEYWORDS Here are your results (sza: items i

| ® MODELS COLLECTIONS

coffee table
0-50 MB
‘Wood Coffee T... Modern Coffee ... BDI Strata Coff... Glass Coffee Ta...
Simone & r SmartFurniture.com Asnsron M
COMPLEXITY
0- MAX
POLYGONS q Ta— q
—_w
REGILHES Hokkaido Coffe... BDI Stream Cof... BDI Strata Coff... Scan Design Go...
Manufacturer Madel SmartFurniture.com SmartFurniture.com SmartFurniture.com Gaby N.
Dynamic Component
Geolocated w
\\
TITLE & AUTHOR
MODIFIED DATE Light Wood Cof... LAZZONI COFF... Modern Coffee ... Modern Coffee ...
Robert W. Jayee Elizabech T. Ishwar Ishwar

Now write the expression "coffee table” in the search field instead of the word "table", then press the button Search again.
You can observe that the result of the search typically lists different kinds of coffee tables among the hits.

Now try to find a product of an actual manufacturer. Type in the expression ,kare coffee table” without quotation marks,
and press the button Search.
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3D Warehouse a

| = {al Olmuiple downosd

\".“B 3D Warehouse q Search for Models or Collections

MODEL INFO
Components 0
Materials 2
Polygons 4,144
File Size 958kB

Modified Date 8/1/2017

Geolocated No

|74352 Coffee Table Flint Stone (Couchtisch Flint Stone]| VODELS BY THIS AUTHOR

@@@ 14 Likes | 2K Downloads | 4K Views |

Material: teak wood, tempered glass Coffee table Flint Stone in the Stone Age look SketchUp 2018 Model
mm safety glass. Material: Teakholz aus Plantagenanbau, Sicherheitsglas bzw. ung

78632 Stool V - 77059 B Patc..
Aufforstung auf Plantagen anfallt. Glasstarke 8 mm , ESG Couchtisch Flint Stone im sketchUp 2017 Model et ima ST
von der Plantage und acht Millimeter dickem Sicherheitsglas. #coffee_table #desigr FTTD
#natural #stylish #table #wood SketchUp 2016 Model - : T
>
COMMENTS SketchUp 2015 Model 78034 Coffe Table 37760 Toble Lamp
See more
SketchUp 2014 Madel e men
C% Collada File COLLECTIONS BY THIS AUTH...

4

. From the hits select the object named ,KARE 74352 Coffee Table Flint...”. Yet another page appears now showing the
selected object with a large image.
. Click on the "Download" button as a result of which the program starts to download the selected coffee table.

#* Downloading ... X

Download place: https://3dwarehouse . sketchup. com fwarehouse /getbinary?
subjectld=uc30c9d93-3bd 1-4ea4-8b54-39ch 498585899 &subjectClass =entity &name =s 18&recordEve

State:
Time remained: 27 : 27
Time elapsed:  00: 00

. 2%

I Quit I

. Within a short time, the program will automatically offer the selected table for placing. Move the cursor until the orange-
coloured virtual top view appears, and place the table in front of the two armchairs. Select the 3D screen to observe the
current status of the 3D model.
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2.4.5. Layer management

A frequent task is to illustrate a floor plan in different ways, so that we can observe the pre-planned alternatives of a
furnished floor plan. Most design software usually facilitates the execution of this task with the help of the so called layers.
If you did not meet the term “layer” yet, then read the explanation below to understand the idea.

What are the layers?

Imagine layer as a traditional layer used for overhead projectors, or as the frequently used tracing paper. You can draft
various figures on this tracing paper, including walls or armchairs and coffee tables.

Name the tracing papers as "Walls" and ,Hall furniture arrangement 1”. If you place the tracing papers on the top of one
another, then you can see the walls, as well as the furniture items placed at the hall. If you pull out the tracing paper
named ,Hall furniture arrangement 1” from below the layer named "Walls", then only the walls are displayed.

You may also place another tracing paper named ,Hall furniture arrangement 2”, and you may develop a second
alternative arrangement for the hall, and you can interchange the tracing papers showing the 15t and the 2" alternatives
depending on what you intend to display.

The operations mentioned in the example can be performed with the use of layers. A simple example is shown below for
this task. The layers can be managed and reviewed with the help of the Layer Properties Management window.

Opening the Layer settings

Click on the button Layer setting shown in the bottom toolbar of the program.

u Interior - ... e . v

The "Layer Properties Management" dialog appears. Click on the filter "Used layers" on the right hand side.

Layer Properties Management n
% @ The name of current layer: Interior - Living room - Furnishing Show used layers E.‘ P
Name On  Lock Pr... Eem... C.. Line-type Line-w...  Description = ,a,!|
Bl Used layers
% Dimension - Length i & & 3 I sinpl=Lline  Omm

=& & 20 B sivpleline O mm
=& S 16 H sivpl=line  Omm
&' & 23 M svoklne O0mm

<& Interior - Living reom - Furnishing
“* 5lab
4 Wall - Load-bearing wall

By EJ

The exhibited list shows the layers, on which you have already placed components during the creation of this project.

It is evident from the above description, that the program automatically sorts the various drawing components to different
layers depending to their kinds. Accordingly, the walls are arranged on the layer “Wall — Load —bearing wall”, the floor
slabs are on the layer Slab, while the objects are arranged on the layer “Interior- Living room- Furnishing”.

Create layers

During the design, it is best to create more layers for each room, where later the objects can be sorted easily with a few
clicks.

To create a new layer, go to All layers and click on Add new layer icon. You have to go through All layers because the
program will not allow you to create new layer for the Used layers.

Rename the new layer with double click: "-Living room 1", and then press Enter. It is necessary to start the name of the
layer with a hyphen because it will jump to the beginning of the list and not search for it.

Press OK to close the window.

Select two armchairs and the table, then scroll through the layer list of the Properties on the left, by using the arrow.
Select the layer that you created from the top of the list and click on it. The objects have been moved to this selected
layer.

We want to show two different layouts on the floor plan — therefore we need to create a new layer.

Go to the Layer Manager.

On the right hand list, click on All layers.

To create a new layer, click on the Add new layer icon.

Double click on the name of the layer, and then rename it.

Enter the following name: "-Living room 2", then press Enter.

Finish the layers by clicking on OK in the lower right corner of the Layer Manager.
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Select the armchair and the table, then scroll through the layer list of the Properties on the left, by using the arrow.
Select the layer that you created from the top of the list and click it. The objects have been moved to this selected layer.

Checking the layer properties of objects

Click on one of the armchairs in the floor plan.

Notice that there is a property named "Layer" among the properties appearing at the left side, which presently shows the
value "-Hall furniture arrangement 1". It means that the selected object is located on the layer "-Hall furniture arrangement
1"

By means of selecting, make sure that the other two objects are also located on the layer "-Hall furniture arrangement 1".
Finally, press the key ESC to discontinue the selection.

In the next step we turn off the visibility of the layer showing the first arrangement, so that it would not interfere with the
work, then we develop the second arrangement too.

Switching off the visibility of the layer

Open the Layer manager with the button located in the upper toolbar of the program.

The presently active layer is the one named "-Hall furniture arrangement 1". The visibility of the active layer cannot be
switched off. Therefore, the second produced layer shall be selected and activated before switching off the visibility. Select
another layer in the list, and click on the button "Activate layer" located at the upper left part of the "Layer Properties
Management" window.

Layer Properties Manage

% @ The name

Now the visibility of the first layer can be switched off. Click on the light bulb icon in the row of layer named "-Hall furniture
arrangement 1". As a result, the bulb becomes dark.

Mame On  lock Pr... Elem.. C... Line-type Ling-w...  Description
@ Hall furniture arrangement 1 -% 20 I sipleline 0 mm
% Dimension - Length 3 B sipleline O mm
@Inberlor Living room - Furnishing 'y CI' @ 8] - Simple Line 0 mm
@® slab S A 16 B simplsline  0mm
@ Wall - Load-bearing wall W &5 & 233 B sipleline O mm

Press the button OK at the lower right corner of the "Layer Properties Management".

The two armchairs and the coffee table have disappeared on the 2D drawing, because you have switched off the visibility
of the relevant layer. This step corresponds to the situation when a tracing paper is pulled out from below another one.

Drafting the second alternative arrangement

Click on the tab titled as "Design Center" to open the Design Center.

Use the browser of the Design Center to find the object “Armchair”.

Place one of the object “Armchair” on the drawing in front of the left window of the hall.

Hit ESC and select the armchair on the drawing, and then use the rotation menu to rotate the armchair until its back is
towards the window (This can be accomplished by clicking on the Rotation marker, and with the help of the instruction
"Rotate 90 ccw".)

Find and place the object named "Coffee table 05" also next to the armchair.

Highlight the two objects and move them to the "-Hall furniture arrangement 2" layer as before.
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Currently you can see the 2D drawing of the second alternative arrangement. For the time being, the 3D model shows
both arrangements simultaneously. We will discuss this later. To finish this chapter, we are going to make the first
alternative arrangement visible again in the floor plan.

Please do the following:

Changing over to the previous alternative drawing

Open the “Layer Properties Management” dialog with the help of the upper toolbar of the program.

Find the layer "-Hall furniture arrangement 1", and click on the padlock icon located in its row. By this operation the
visibility of the layer is switched on, and its content can be edited, meaning that all the objects located on this layer can be
moved and rotated. Activate this layer as previously learned.

Find the layer "-Hall furniture arrangement 2", and click on the light bulb icon located in its row. By this operation, its
visibility is switched on.

MName On  Lock Pr... Elem... C... Line-type Ling-w...  Description

Y

@ Hall furniture arrangement 1 b ] @ 20 I srpleline 0mm

@ Hall furniture arrangement 2 & Il smpleline  Omm

Press the button OK at the lower right corner of the dialog box.

By now, the floor plan shows the alternative arrangement that has been drafted first. As opposed to that, the 3D view
displays both statuses simultaneously. It is time now for you to learn how to display the 3D model with the content
corresponding to the status of the floor plan!

2.4.6. Playing with the model — The ,,3D hammer”

In most the cases the ARCHLine.XP® takes off the burden from the shoulder of the designer by updating the model on a
regular basis. You may have seen a number of examples for this feature, starting from the drafting of wall, through copying
the already drafted walls, up to the modification of properties, and you were able to follow the changes also in the 3D
screen.

The regular automatic updating of the model, however, might slow down the project in certain cases. In such cases it is
recommended to turn off this option: File menu / Options / Graphics / Build 3D model / Keep 3D of the project
updated. We will not turn off this option now, but it is good to know that there is a way to speed up workflow when working
with heavy models.

Updating the 3D model

Click on the icon "Build 3D model" located in the bottom toolbar of the program, depicting a hammer.
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Quick 3D model

7

Build 3D model

Create cut-away 30 view

Space volume computation

3D Section Box

B

|
- | Interior - ... . h
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Attention: you may see two similar icons. Choose the second “Build 3D model” command.

ME S %>

. The Build 3D model dialog box appears. Leave all options on default, and press the button OK at the bottom of the dialog
box.
Build 30 model B
= A Settings
7 wal Generate layers in wall, slab, roof
[V Door fwindow Framing in wall, slab, roof
¥ slab Wall top constraint: cutting with slab and roof
[ stair
W Roof Create tiles
I Terrain Draw opening direction
W Object
[+ Column
[V Rooms
¥ Raster image
[V Freeform Surface .
¥ Lamps Roof tiles in 3D
¥ Flartric Arracenry M Display simplified roof tiles (faster) ~
< >
Floor Resolution
(O Current 1 floor High w
(@) Al floors
(O select fioors Minimal resolution of a drde 32 e
[ all buidings Maximal chord height Imm
3D surface 3181

Create 3D model in just one
material - Paper model

Cancel

Notice how the program starts to work upon pressing the button OK, and how the status corresponding to the floor plan
appears soon. It is also possible to display only a part of the present status, for instance only the components located at
the Ground floor.

Displaying the active level only

. Click again on the icon "Build 3D model".
. The "Build 3D model" dialog box appears. Find the framed area "Floor" at the lower left quarter, and change the option "All
floors" to "Current 1 floor", and then press the button OK at the bottom of the dialog box.

Floor
(® current 1 floor
() all floors
() Select fioors

All buildings

Upon pressing the button OK, the program starts to work, and it displays the model soon in a way, that the only visible
components are those which you have drafted at the floor named "Ground" presently seen in the floor plan. This kind of
representation could be an excellent tool to prepare a semi top view, a so called doll house view of the floor plan.

If you wish to see the entire model, then the model can be generated again by choosing the option "All floors".
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Re(building) the entire 3D model

. Click again on the icon "Build 3D model".
. The "Build 3D model" dialog box appears. Select the option "All floors", and rebuild the entire model again by pressing the
button OK.

Besides the previous possibilities, you can cut the model in half also, thus producing an interesting 3D view showing a
spatial section of your design.

Displaying the part selected with a rectangle
Arrange the 2D drawing so that the entire floor plan is visible.

. Find the button in toolbar of the program named 2D -> 3D by rectangle on all floors, which is located to the right of the 3D
hammer used before, which depicts a hammer framed with a rectangle.

. Move the cursor to the upper left corner of the drawing area, and click. This way you have placed the first corner point of
the rectangle.

. Now move the cursor until the lower edge of the rectangle cuts the model in two halves approximately where the coffee

table is placed in front of the armchairs. Move the cursor to the right edge of the drawing and click once.

\!

x
1
B

N

The model that has been cut along the edges of the rectangle mentioned above appears within a short period of time.
. Rebuild the entire model again showing all the floors according to the procedure learned before.

Finally, you may learn the use of 3D filtering of selected objects, which is also very useful during the designing process. In
this case, the program represents only the components that are selected in the floor plan.

Display the selected components only

. In the floor plan select the two armchairs and the coffee table placed in front of them.
. Click on the first 3D hammer.
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2.4.7.

The program displays the 3 selected items only in the model. This possibility is particularly useful, when you want to focus

your attention to a well-defined small part of a complex drawing.

Rebuild the entire model with the learned procedure.

Modifying downloaded objects - Optional

Download the following armchair from 3D Warehouse: Chair
Marthcool.
Place it on the floorplan.

There is a smaller cushion on it, so the armchair and the cushion
compose one single item. Our aim is to save the armchair in the

library without the cushion. To get this result please follow these

steps:

Choose on the Ribbon bar / Interior / Sketch mode / Open
Sketch Mode command.
Select with one click the editable object.

This way the object is separated into parts: armchair and cushion.

Edit: Click on the cushion and move it away from the armchair
and then delete it.

Now new armchair became 3D solids, those are not saved in the
library, therefore we have to do it.

Go to Ribbon bar / Interior / Sketch mode / New Object
command.

If it's done, close up the Sketch mode.

Delete the old armchair, and place the new from the Design
Center.

Notes:
~Sketch mode” command cannot be used on those objects which were uploaded by the designer as one single item.

2 3D Warehouse

chair marthceol

2 Results [aw <] res

Chair r_i—,
by: Marthcoo

2.4.8. Save project using another file name — Content of the project

In conclusion you may assess what the project actually contains, and you may save it to yet another project file. First, let

us consider why it is necessary at all.

Saving of the various stages of the project prepared with ARCHLine.XP® might be necessary for a number of reasons,
similarly to the situation when working with other applications. One of the most important one of these reasons is the
principle of "One file is not enough". If you have your work in a single file, then all your previous work may be lost if this file

is lost, e.g. you delete it or it gets damaged!

The state of art data storage methods tries to use increasingly safer methods to protect the data and your work, but it is
still better if you make intentional efforts to protect them by creating copies of your work instead of using only a single file.
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Saving the project under different name

. Select the menu item "File / Save project as ..." in the main menu.

. The appearing dialog box indicates that the project presently contains two drawings, the floor plan and the model. Click on
the button Save at the bottom of the dialogue box.

. Type in the new name "Foundation 02" in the appearing box, and save it by clicking on the button Save.

2.5. Summary
Congratulations!

You made an excellent job by meeting a serious and very useful milestone, you have completed the training session of
ARCHLine.XP dealing with the foundations!

Now you may review your work to realize that you have learnt the use of tools that can facilitate the resolution of quite
complex tasks starting from the use of very simple but also very important and necessary tools. With the help of this
training material you made acquaintance with the methods of the accurate and precise drafting.

With the knowledge you acquired so far you will be able to process complex floor plans for your own designing efforts, or
you may redraw printed drawings too.
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Workshop: Bathroom - Tiling

3.1.

In this tutorial you will learn how to create and visualize tiling, particularly the placement of bathroom tiles in

ARCHLine. XP®.

This course goes through the design of a bathroom project and provides you the following principles and basic skills both
in 2D and 3D:

Simple tiling design: Wall and floor tiling in 3D.
Modify the tiling in 3D.

Create and place Tiling style.

Create Mosaic tiling.

Tiling design in 2D layout.

Tiling consignation: preparing listings of used tiling.
Visuals: Wall views, rendered images.

As an example, we use Eva Ferenczi’s bathroom project, and we choose from Zalakeramia product line - Albus tile.

The goal is to come up with the same result as shown on the image below:

Please open the following playlist in your browser:

https://www.archlinexp.com/education/video-tutorials/interior-design/tiling

Open and Save the Project

Let’s start by opening and working on Eva'’s initial project, which for the moment, does not include any tiling.
First of all download the WORKSHOP PROJECTS - PRELIMINARY from the website and install it. It includes all project
for all preliminary workshops.

https://www.archlinexp.com/education/workshops/workshop-application-preliminary

Start ARCHLine. XP®.
Click on the “Open Project’,
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Create a new project or open an existing one :

o You =
< ARCH|INE.ZX% fY&in
*

NEW PROJECT Search
First steps video
EXIT Demo projects

HIGHLIGHTED PROJECTS

RECENT PROJECTS

[l

Reception_room_start.pro Reception_room_3.pro Reception_room_2.pro Reception_room_1.pro

i

‘WE_kitchen_step4_eng.pro WS_kitchen_step3_eng.pro 'WS_kitchen_step2_eng.pro ‘WS_kitchen_start_eng.pro Foundation.pro

| o = | =3 I Fl?kﬂ I Rﬁ? I _'

Use ARCHLine.XP for renovation projects - read our case study to gather some nice ideas

4

Frofessional - 54 Bit Relessa 1 v120504 Build 441

and choose the:
.\Documents\ARCHLine.XP Draw\2018\Workshop - Preliminary/Bathroom- Fiie | [ M o B P1
Tiling\WS_Ferenczi_Eva_Bathroom_01_NO_Tiles.pro

Mew project

Save project as ...

D Open project Ctrl+0
Before starting to design, it is recommended to save your project under another .
project name in order to avoid overwriting the original. | H Save project Ctrl+S
. Clicking on the File menu/ “Save project as..” command. E Save projectas  Ctrl+Shift+5
. Click on the Save button and give the project another name, and Save.
BIM g
Import ... 4

3.2. Tiling in 3D

The 3D tiling allows you to speed up the tiling style placement.
The surface can be selected with one click, a wide range of tiles can be selected and placed quickly on walls and floors.

Wall tiling
We are going to place ,ZBD_42045_A L” tiles on the whole surface of the walls (from floor up to ceiling).

. Activate the 3D window (the active window’s frame turns blue). To activate the 3D window just click inside it.

. Right click on one of the walls, and select from the Local menu Tiling / Tiling on wall side / All walls command.

. In the appearing dialog, clicking on the name of the material and select from Library / Material / Tile / Indoor the material
named ,ZBD_42045 A_L". If you have selected the tile, click OK button.

. Change the orientation of the tiles to the ,Rotate Left” option.
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Name ZBD_42045_A_L (®) Whoale area (O Given row/column Update
Material: | |” zBD_s2045_a_L I
Tile Distribution
i = e
f Row shift:
(®) Rectangle profile
O CHER O&E
(O Builtin patterns Oog
Hexagon pattern Colurmn shift: EEE 0mm
i I:||:|I:|I:|I:I|:|[ 0 mm
= i tili R shift:; -
O Mosaic tiling A

Path resolution

Path finding: O

(@) Select object w

9] Profile selection

Sork;

@] Tiling pattern

[ compute tipping angle

s =

Minimurn ratio to display the 99.5%

whole tile (95-100%)
OK. Cancel

. To place the tiles click on the OK button.
. The result can be seen immediately.

All walls of the bathroom will be tiled entirely from floor to ceiling with the chosen tile.

Floor tiling
In the next step we are going to tile the floor with ,ZPD_32045_L" tiles.

. Right click on the floor in the 3D window. Select from the Local menu the Tiling / Tiling- full area command.

. In the appearing dialog, click on the name of the material and select from Library / Material / Tile / Indoor the material
named ,ZPD_32045 ", then click on OK button.

. Before the program places the tiles on the floor, you should determine the direction of the tiles with the help of the orange

squares. In order to position them to the exact location, place the first point on one of the blue corner points (the program
finds it automatically) and then place the second point, which defines the rotation, by clicking on the contour line of the
room. This way the tiling won’t be placed diagonally.
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. After this the program creates the tiling.
Modify tiling
In the next step we are going to modify the tiling on the wall behind the toilet.
. Let’s find a previously saved view with the help of blue arrows, from where we see the wall behind the toilet clearly.
. Right click on the wall and select the “Change Selected Tiles” command from the appearing menu.

Tiling (4734) [1/2] >>>

Edit tiles

[0

Change Tiling style

Change Selected Tiles

Tiling on the layout

Move tiling

Find material

Delete tiling
Delete All Tiling

Delete background area

Edit background area

OB ™y b

Background area properties

HE

Add tiles

4 )

Tlling

Copy and Paste tiling on ancther surface

. Select the tiles to be modified by clicking on them. The selected tiles appear red on the screen:

1+ v i
|

- RN
o B

. When you have finished the selection, press Enter.
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In the appearing dialog select from the material library the material named ,ZBD_42009_L” tile by clicking on the name of
the tiles, and then click on the OK button.

Modify the tiling

MName Property Modify
Mame ' ZBD_42009_L []
Tile width 250,000 ]
Tile height 400,000 ]
Thickness: 5.000 []
Grout depth: 5,000 []
Tipping angle 0.000 []
Direction 90,000 ]
Modify profilefobject []

(®) Modify only the selected piece Profile selection
(") Modify all pieces with that type in this tiing
(") Modify all pieces with that type in all tiling
Clipping border

Nao

Total dip

User profile |

The final result should look as the following picture:
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3.3. Create a Tiling style

Previously we showed how to use the 3D tiling for placing the tiling quickly and easily. In the next example we would like
to place the tiling up to 2310 mm height, between 2310 mm and the ceiling we leave the white paint. To get this result we
will create a Tiling style.

Click on the Ribbon bar / Interior / Properties / Tiling command. You can define a Tiling style in the appearing dialog.

e P EHEBESD X D1 2 % ===} 7 A';_I_;: Edit  View  Building Drafting
H oA & $#EHEO N & @O 4

| Praperties Room maker Material  Single object 3D warehouse EBIM libraries Tiling Sweep  Soft furnishing Lighting Electrical accessory b
Place Decoration Lighting
‘Ff Object
i A w Nézet 1 [Image] *

[ 1 1] Tili
- N —q|
[ s LEDlighting

Define style: Albus_1
Our Tiling style will include 6 rows:

Row 1: Height from 0 mm to 750 mm: ,ZBD_42045_A L”
Row 2: Height from 750 mm to 250 mm: ,ZBD_42009_L"
Row 3: Height from 1000 mm to 750 mm: ,ZBD_42008_D_L”
Row 4: Height from 1750 mm to 60 mm: ,ALBUS_SZ-4001"
Row 5: Height from 1810 mm to 500 mm: ,ZBD_42008_D_L”
Row 6: Height from 2310 mm to 2000 mm: White painting

Row 1:
Enter the following parameters in the appearing dialog:

Total: 750 mm

Index Displaye... Height Elevation Visibility Tiles Flacement from Tile grout Thickness of backgra...

e - |

Insert new Horizontal o (//___/__,/—_—,—’/‘/? Redraw
Delete From Bottom ~
Mave up
Mave down
Bladk L] Ok Cancel

Click on the name of the tile to select the tile you wish to apply, in our case it is the ,ZBD_42045_A_L" tile.

The Tiling properties window appears:
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Row 2:

Name (® Whole area (O Given rowcolumn Update
Material: l ZBD_42045_A_L I
Tile Distribution
Width: E Tile grout
Height: —3 Crientation
[ Row shift:
(® Rectangle profile
°EH CHE O
(O Built-in patterns Oog
Hexagon pattern EEE 0 mm
oooc
= O Mosaic tiing I:IDEIDEIEIIZ Lo
O Profile selection Raltiealin
Path finding:
O Select object =i inding = ﬁ,‘
O Tiling pattern Eégy
[] compute tipping angle
o =
Minimum ratio to display the
whole tile (35-100%:)
oK Cancel
Choose the ,ZBD_24045_A_L” tile from the Library.
Rotate it by 90 degrees. Set the grout: 2 mm.
Click on the OK button.
Click on the Insert new button to copy the first row.
The height of Row 2 is 250 mm.
The material of the tiles is ,ZBD 42009 L”
Total: 1000 mm
Index Displaye... Height Elevation Visibility Tiles Placement from Tile grout Thickniess of backgro...
s N - W |
1 on 750 mm 0 mm Tiing ... ZBD_42045_A_L White 0 mm
Horizontal hl (/ Fedraw
Delete From Bottom i
Move up
Mowve down
Black | OK Cancel

Row 3:

up the workflow.

Click on the Insert new button to copy the first row.

Click on the first row, so that it appears blue. This way it is selected and when we press the Insert new button, this row will
be copied as a third one. It is useful to select a row to copy, on which the minimum modifications should be made to speed
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The height of Row 3 is 750 mm. (It is already set because we copied the first row, not the second.)
. The material of the tiles is ,ZBD_42008_D_L"

Total: 1750 mm
Index Displaye... Height Elevation Visibility Tiles Placement from Tile grout Thickness of backgro...
o s 51 R - W - |
2 on 250 mm 750 mm Tiing e... ZBD_42009 L Left White 0 mm
1 on 750 mm 0mm Tiing ... ZED_42045_A_L Left White omm

Horizontal bl % Redraw
Delete From Bottom w
Move up
Move down
Black L OK. Cancel
Row 4:
. Click on the Insert new button to copy the third row.
. The height of the Row 4 is 60 mm.
. The material of the tiles is ,ALBUS_SZ-4001_L”
Total: 1810 mm
Index Displaye... Height Elevation Visibility Tiles Placement from Tile grout Thickness of backgro...
s s R - I o |
3 On 750 mm 1000 mm Tiling e... ZBD_42008_D_L Left White 0 mm
2 on 250 mm 750 mm Tiling ... ZED_42009_L Left White omm
1 on 750 mm 0mm Tiling ... ZED_42045_A_L Left White omm
Horizontal ~ Redraw
Delete From Bottom ~
Move up
Move down
Black oK Cancel

Row 5:

Select the third row.
Click on the Insert new button to copy the third row.

The height of Row 5 is 500 mm.

tiles.)
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Total: 2310 mm
Index Displaye... Height Elevation Visibility Tiles Placement from Tile grout Thickness of backaro...
o e I - I 1o |
4 on &0 mm 1750 mm Tiing e... ALBUS 57-40011  Left White 0mm
3 on 750 mm 1000 mm Tling e... ZBD_42008_D_L Left White 0 mm
2 on 250 mm 750 mm Tiing e... ZBD_42009_L Left White Omm
1 on 750 mm 0mm Tiing e... ZBD_42045_A_L Left White omm
Delete From Bottom A
Move up
Mowve down
Black OK Cancel

Row 6:

Click on the Insert new button to copy the fifth row.

The height of Row 6 is 2000 mm.

The material from the fifth row can remain the same. In order to see the paint we have to disable the ,Visibility” option.
Just untick the box in the 4th column.

To see the changes click on the Redraw button.

Total: 4310 mm
Index Displaye... Height Elevation Visibility Tiles Flacement from Tile grout Thickness of backgro...
. o o) I - W o~ |
5 on 500 mm 1810 mm Tiling &... ZBD_42008_D_L Left White 0 mm
4 on &0 mm 1750 mm Tiling &... ALBUS_SZ-4001_L Left White 0mm
3 on 750 mm 1000 mm Tiling €... ZBD_42008_D_L Left White 0 mm
2 on 250 mm 750 mm Tiling ... ZBD_42009_L Left White 0mm
1 on 750 mm 0 mm Tiling ... ZBD_42045_A_L Left White 0mm
Delete From Bottom ~
Move up
Maove down
Black oK Cancel

Finally, we need to save the new tiling style under ,Zalakeramia” folder:

. Click on the Style name button.
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Total: 4310 mm
Index Displaye... Height Elevation Visibility Tiles Placement from Tile grout Thickness of backgro...
Er . oo v 5 N - N | |
5 On 500 mm 1810 mm Tiling ... ZBD_420028_D_L Left White 0 mm
4 On &0 mm 1750 mm Tiling ... ALBUS SZ-4001_L Left White 0 mm
3 on 750 mm 1000 mm Tiing e... ZBD_42008_D_L Left White 0mm
2 on 250 mm 750 mm Tiing e... ZBD_42009_L Left White omm
1 on 750 mm 0mm Tiing &... ZBD_42045_A L Left Vhite 0mm
Insert new Horizontal w Redraw
Delete From Bottom ~
Move up
Move down
I Black I oK Cancel
. Click on the New button.
=5 Zalakeramia
I MNew I
Activate Modify
Rename Delete
P
. Type in the name of the new style: ,Albus_1", select the Zalakeramia as the folder to place it in and click on the OK button.
New name of style
I Albus_1 vl
Folder
I Zalakeramia v]
Subfolder

| e |

Folder and subfolder spedification is not mandatory.
If you specify these, the given style name will automatically fit into the hierarchy.

OK Cancel
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Your screen should look as the following:

Tiling

tyles
Total: 4310 mm 1 Black
Index Displaye... Height Elevation Visibility Tiles Placement from Tile grout Thickness of backaro... Cla.s'sic
] . [Tom | e
5 on 500 mm 1810 mm Tiing e... ZED_42008_D_L Left White 0mm Cadiz
4 on 60 mm 1750 mm Tiing ... ALBUS_SZ-4001_L Left White 0mm Gelato
3 on 750 mm 1000 mm Tiinge... 7BD_42008_D_L Left White  Omm :"a‘?d“am
2 on 250 mm 750 mm Tiing ... 7BD_42009_L Left White 0mm _a‘:‘: a
1 on 750 mm 0mm Tiing ... ZED_42045_A_L Left White 0mm _
Insert new Horizontal ~ Redraw
Delete From Bottom ~
Move up
Move down New
Activate Modify
| I Falakeramia\albus_1 I 0K Cancel Rename Delete
. Click on the OK button.
3.4. Placing Tiling style in 3D
The created Tiling style can be placed on the walls with a few clicks.
. Right click on one of the walls in the 3D window.
. Choose the ,Delete All Tiling” command.
Tiling (5455) [1/2] = »>
Edit tiles
Change Tiling style
[ 1] .
] Change Selected Tiles
ﬁ Tiling on the layout
& Maove tiling
Q Find material
ﬁx Delete tiling
Delete All Tiling
m Delete background area
@ Edit background area
I_I Background area properties
HEHE .
om
b ¢ Add tiles
= Copy and Paste tiling on another surface
. Right click on one of the bare walls, and select the Tiling / Select Place Tiling Style / All Walls command.
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Wall (4852) [1/1] >>>

Properties...
Select > o

j Copy properties

& Create Similar ———fn

f Delete
Attach photo 4 | - !

p‘_ Find material “"»: |
Edit 4
Edit one side 4 i
Edit layers r', = : X -
Connection 4 La 7' (3
Create wall recess | s | ﬁ__a T
Jing 2 Select and placeiling Style 5 onthiswall only I ‘
Opening 4 Tiling on wall side 4
Profile » Edit tiles @ Allwalls &
Orientation » Tiling on the layout

Accessories

Workplane

@ Show on floor plan

Isolate 4

Layer >

. In the appearing dialog you need to make sure that the style ,Albus_1" is activated, and accept with OK.

3.5. Mosaic tiling

In the next step we are going to create the Mosaic tiling on the wall behind the shower.

. Let’s find a previously saved view with the help of the blue arrows, from where we see the wall behind the shower clearly.
. Right click on the wall and select the Delete All Tiling command.

Tiling (5455) [1/2] >=>

Edit tiles

o7 &

Change Tiling style

Change Selected Tiles

Tiling on the layout

Muave tiling

Find material

Delete tiling

Delete All Tiling

Delete background area

Edit background area

O§f8 ™y &

Background area properties

(=]
L]

E ClE) Add tiles
= Copy and Paste tiling on another surface
. Right click on the bare wall, and select the Tiling / Tiling on wall side / On this wall only command.
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In the appearing dialog select the Mosaic tiling option.

MName

Material:
Tile
Width:

Height:

ZPD_32045 L
7PD_32045 |

= N T
T

(®) Rectangle profile

() Built-in patterns
Hexagon pattern

[[] compute tipping angle

Thickness:
Grout depth:
Tipping angle

Minimum ratio to

=
=
:

display the 99,5 %

whole tile (35-100%)

(®) Whole area

Distribution
Tile grout

Crientation
Row shift:

©HH

Path resolution

Path finding:

() Given rowjcolumn

Update

OK.

Cancel

In the Mosaic tiling dialog select the elements of the mosaic: ,ZBD_42008_D_L", ,ZBD_42045 A_L”, ,Color_003" and

,White”

Click on the OK button.

Mosaic tiles type:

Mosaic tiling with squares and rectangles w

IR
RN
HEEEEE

-
HNEEEEE

Copy

Paste

(*tiles in the dialog are randomly generated)
Tiles are distributed randomly by given fil rate

Refresh preview

Tile materials:

ZBD_42008_D_L

ZBD_42045_A_L

[Color_003]

White

Apply

Yes

fes

Lock

I:‘ Yes

|:| fes

I:‘ Yes

I:‘ Yes

25

25

25

25

o
o

IIII&'

Il BN B =

Equal ratios

OK

Dimensions

Same size (17X, 1*Y) e
Same size (1*X, 1*Y) ~

Same size (17X, 1*Y) e

Base sguare

Cancel

Click on the wall with mosaic tiling again and the software regenerates the distribution of tiles. Repeat this until you get the
desired pattern. Then you can close from the command with the Esc button.
Right click on the wall with mosaic tiling and choose the , Edit background area” command.
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Tiling (6448) [1/2] > >

Edit tiles

Change Tiling style

D &

Change Selected Tiles

M
mim

Tiling on the layout

Move tiling

Find material

' &

Delete tiling

Delete All Tiling

Delete background area

Edit background area

m] 3=

Background area properties

Add tiles

HEH

Tlling

Copy and Paste tiling on another surface

. If you move the cursor to the upper contour line of the tiling area, its shape will change. Now click and Edge menu will
appear. Now choose the Offset command.

l':ll Offset I
Offset all

Insert node

Insert Smooth Node
Delete edge

Turn into curved edge
Turn inte spline

Lengthen a part

. Finally adjust the upper contour line of the tiling to the top edge of the tiling on the walls next to it and hit Enter.

3.6. Placing mirrors as tiling

We will place a mirror above the washbasins to the left side of the door, and another one above the dressing table
opposite of the shower.

3.6.1. Mirror above the washbasins

. Activate the 2D layout.
. Click on the Ribbon bar / Interior / Tiling / Tiling in 2D command.
. When the dialog opens, choose the , Tiling on wall side” option.

=] =i | A;+? = Edit View Building m Drafting Dimension
EEE [T A
' EEE &D EEI % l = B 3D shape
[ 11 T L [ =1 |

3IM libraries Tiling Sweep  Soft furnishing Lighting Electrical accessory KEEB Smart O

-

. | Lighting Create
mEE  Placing Tiling Style R T

EEo z - Default - Foldszint (-230 mm) *

B Tiingi

5" Tilingin2d I}

Texture - as tiling in 3d
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wall Slab

w
Tiling on wall side 'w Tiling on floor
Tiling on wall part only '\’i Tiling on ceiling

ﬁ’l

&

'\J’, Tiling on wall top Ik’ Tiling on slab side

Now, click on the internal side of the wall on the 2D plan (which needs to be modified) and place the tiling layout
somewhere close to the actual floorplan.

»1iling on the layout” command can be found in 3D window, right click on the wall and choose it from the appearing , Tiling”
menu. As the result the program automatically will take us back to the floorplan and now we can position the layout to the
right place with one click.

e DPEESOOCLNEDSL 2 % == -4 ﬁA'{;;lmm

GBS I B = Be

+ | |d O L] x
ada new| Eait  Move ate Delete Properties Addltiles Inserttilerows Edit  Move Change Selected Tiles Delete Deleteall Addonetile Addcustomtile Finish Closeand remove layout

o

Background ar Tiing Editor

Design center 2 x Alaprajz - Default - Foldszint (-250 mm) * -8x
‘ [Search in all items] ql
L3

Building

B HL>== =7

Door WM sir profile Group

ow R @

Catalog A] Loy %
EA m I

ect Ma v i

ull’ |
i ) @ @__Tam
14
+ O
- ™
Properties | Design center [H 4
@ HT ‘ @ ‘J |L7 ‘ L‘* EE ‘\ﬁe Foldszint v 1 ‘ ' j; - ‘I 87 Vonal v || |- ‘ A - I&' o2 - Type oftiing modifcation

Choose the Add New option from the drop down Ribbon bar.

Mirror dimension: the height is 4 tiles (including the decor stripe: 60 mm wide), the length is 5 tiles. The starting point of
the mirror will be the second tile to the left side of the door and the fourth tile from floor.

When we finished drawing the background area of the mirror close the command by pressing Enter. Now the Material
Library appears and select the material named ,White”.

Click on Add tiles from the Ribbon bar. Next, click into the recently created background area, as we want to place the
mirror here.
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e D EBESO0G Y Ed/x—l—%ﬁA"*’;:‘Tmng

- | IR OOG [d 1l = Be &

x
Addnmew Edit  Move Duplicate Delete Froperties [Addftiles | inserttilerows Edit Move Change SelectedTiles Delete Deleteall Addonetile Add customftile Finish Close and remove layout

Background area Tiling Editor
Design center R x 7A\apva‘Z'Defau\l'Fﬁ\dﬂ\rﬂ['zfﬁ mm)'7 -X%
‘ [Search in all items] q‘ - N
L3 | ez
Building
0HS== e
Door "‘Qv”vd Stair Profile Group M| szl2
Catalog Close
O RY e
Object Materi Showr 3D  Light
s als  com wareh source
Recent models
My Favourites
Help
’ X
+ Qn
= ]
Properties | Design center 0H 4
@ HH et ;’ H/_ | L& EE ‘ﬁfh‘ﬂdmnt ~ ‘ 1 ‘ $ ‘a - ‘I 87 Vonal v ‘ e - ‘ A [ '[5’ ‘u/‘:‘ = ‘
. In the appearing Tiling properties dialog select ,Mirror 03" as the material of the tile and set the size: 2010 x 810 mm. Set

the number of columns and rows to 1. Set the orientation to Original.

Mame | Mirror 03 | (O whole area | (®) Given row/column | Update

Mo, of columns: 1
Material: l Mirror 03 I No. of rows: 1
Tile Distribution

Width: E 2010 mm Tile grout ﬁﬂﬂ 2mm

Row shift:

(® Rectangle profile

°El C&F C==
(O Built-in patterns Oog
) Hexagon pattern EEE 0 mm
I:||:|I:|I:|I:||:I|: 0 mm
o . (
O Masaic tiling amE

@] Profile selection Pl T

Path finding: O w
O Select object

O Tiling pattern ﬁ

] compute tipping angle

Thickness: @
Grout depth: @
Tipping angle -
Minimum ratio to display the

whole tile (95-100%:)
oK Cancel

. Close the dialog by pressing OK and place the mirror. Now define the rotation, which is horizontal in this case.

3.7.2. Mirror above the dressing table

The second mirror will be placed above the dressing table opposite to the shower. To do this you do not need a new
layout, you can work on your existing one. This mirror will be created with the same method as the previous one.
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3. Workshop: Bathroom — Tiling 125

If you have by chance closed the tiling on the layout and you cannot access the necessary commands of the Ribbon bar,
right click on the layout and select Continue tiling.

Select Add new command from the Ribbon bar.

Mirror dimension: the height is 4 tiles (including the decor stripe: 60 mm wide), the length is 3 tiles. The starting point of
the mirror will be the first tile to the right side of the door and the fourth tile from floor.

When we finished drawing the background area of the mirror, close it by pressing Enter. Now the Material Library appears
and here select the material named “White”.

= = . . .
e OPEESOOY 1 2 1 Alyz- | Ting
H << (] I_] 1 f— Wi <'L_ e
+ 2 NV 60 L 1 Bl = 2 mam x
addnew | Edit  Move Duplicate Delete FProperties Addties Inserttierows Edt Move Change SelectedTiles Delete Deleteall Addonetie Add customtile Finish Close and remove layout
Background srea Tiing Editor
Properties 2 x Alaprajz - Default - Faldszint (-250 mm) -8X

. [e®&1]] | COME )

style

1 réteg b fod 30
[52layered r.c. siab 19+11
[ coated drft 44542

[ coated crift 447

[ Coated fiat roof1

[ Coated fioort

[ Coated fioor2.

[ Coated green roof

[iconerete fiat rooft
[=iCounter siab15+5+1+20+7
[=Floor on the ground1

=Floor on the ground2

~iFloor dlab + hardcore
Reinforced concrete 19444542

Reinforced conrete 194447

iSusp.calling 5 +15+19:+11

» N

£ Q

- ]
OH «

Properties | Design center

e ol

EE ‘ﬁ?Fﬁ\dmnt < ‘ 1 ‘ ('] ‘j!‘n - ‘IFudémN < “ - ‘ A -l R ‘uﬂ - ‘Typeuft\hngmnd\ﬁ:atmn

YA

Click on Add tiles from the Ribbon bar. Next, select the recently created background area, as we want to place the mirror
here.

e ODEHESNOLTDS 2 X =4 71 &,

B4 N O [ l T 0d f— | mEm @
. ] = B .
+ | B s Ly ol Bl | = B2 € [H] 2 ®
s B Con D T Do T e i B Gr s (S R Qe (e | S @t

Background area Tiling Editor

Properties 2% Alaprajz - Default - Foldszint (-250 mm) *
; =] ) @) @

Style
21 ayered 08 r.c. siab
=1 ayered 15r.c. seb.
1 layered 30r.c,

& 1 réteg vb fiid 30
S2leyeredr.c, seb 15411
[ coated drift 4+5+2
[FiCoated crift 4+7

[ Coated flat roof1

= coated floor 1

[=iCoated floor2.

[=icoated green roof

[=iconcrete fiat roof L
[E=iCounter slab15+5+1+20+7
[~=Floor on the ground1

[E=Floor on the ground2

Flsor slzb + hardzore
[ZiReinforced concrete 19+4+5+2
[~Reinforced conarete 194447
susceling 5115415418

1+ w il
4

Eze

Properties | Design center

AER S

¥

R ‘n D - ‘Typewft\lmgmvd\ﬁ(atwn

» EE‘ﬂfFﬁldmnt v ‘ t ‘ (1 ‘j!t - |IFc‘|dém01 v ‘. - ‘ A -

Sl
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. In the appearing Tiling properties dialog select the material named ,Mirror 03” as the material of the tiles and set the size:
1210 x 810 mm. Set the number of columns and rows to 1.

Name | Mirror 03 | () Whole area | (®) Given row/column Update

Ne. of columns: 1
Material: I Mirror 03 | No. of rows: 1
Tile Distribution

Width: E 1210 mm Tile grout ﬁﬂﬂ 2mm

Row shift:
(®) Rectangle profile
CHE P& O
() Builtin patterns Oog
Hexagon pattern ED @ Omm
0o
oooc
“ )] Mosaic tiing EEE 0 mm
oooc
% = [®) Profile selection Path resolution
Path finding: O ﬁ
@] Select object
) Tiling pattern ﬁ

] compute tipping angle

- =
Grout depth: @
Tiping angle ’
Minimum ratio to display the

whole tile (95-100%:)
OK Cancel

. Close the dialog with the OK button and place the mirror. Define the rotation, which is horizontal in this case.

3.7. Edit the background area on the layout

In order to get a good consignation at the end of our work, we need to remove tiles from the wall behind the toilet’s
parapet wall. We do this by modifying the background area of the tiling.

. Right click on the wall behind the bathtub and from the appearing Tiling menu, choose the Tiling on the layout command.

Tiling (4997) [1/2] »>>
Edit tiles
Change Tiling style

L 1] .
-== Change Selected Tiles

ﬁ | Tiling on the layout I ‘
& Move tiling

}:2 Find material

ix Delete tiling

Delete All Tiling

Delete background area

Edit background area

Background area properties

Add tiles

B8 Ol B3

Tiling

Copy and Paste tiling on another surface
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The program activates the 2D window. There you can place the layout.
Click the Edit command on the Ribbon bar, and then select the first row.

e OPEHESOCLTOS 72 %= 14,5

RO E S He

- - S ®
Add new Dupiite Delete Properties | Addties Insedtierows it Move Chan Ties Delete Deeteall Addenélle Addcustomtile | Finish Close and remore apout
Sackground srea Esitor
Design center 7 x Alapraj: - Default - Foldszint (-250 mm) * -6x
{Search i sl terns] a
“
Tuiding
= ]
N
+ S
Properties  Design center BE .
= - - - - |l o B - Typeoftiing medificstion
B =< Y] % | 1= | i rosain EIERr- Isum- Y A & R, | o Type oftling modficsti

Move your mouse above the contour line of the area on the right side and click when the shape of the cursor changes.

From the Edge menu, select the Offset command.

(]
]
2

o

Offset all

Inzert node

Insert Smooth Node
Delete edge

Turn into curved edge

Turn into spline

F &l AB K C G

Edge

Lengthen a part

Move the selected edge from the right side by four tiles.

Alaprajz - Default - Faldszint (-250 mm) *

[+ - ]I
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. Repeat this with the second row.
 Alaprajz - Default - Foldszint (250 mm) * _
3rd|row
2nd| row
1strow
» N
+* Q
- o
BE 4
We have to move only the bottom line of tiles in the third row. This can be done as follows:
. Start the same way as before: select the Edit command from the Ribbon bar.
. Move your cursor to the right contour line of the background area and click when the cursor shape changes.
. This time, choose the Insert node option.
9 Offset
[ Offsetall
A[ Insert node ]
M Insert Smooth Nede
Y‘ Delete edge
£ Turn into curved edge
_;I'i “5  Turn into spline
| %, Lengthen a part
. Insert a node to the top of the first line of tiles of the background area.
. Then click on the right edge of the background area below the recently placed node, and when the cursor changes, use
the Offset command to adjust the last row of tiles to the others.
. As a result we should get a layout like this:
»
* aQn
= f
OH .+
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3. Workshop: Bathroom — Tiling 129

3.8. Tiling layouts

e The Ribbon bar / Interior / Tiling / Tiling in 2D / Tiling on wall side command can be used to create and place
layouts. The Tiling on floor” option can be used to create the tiling layout of the floor.
e Use the Dimension command for the dimensioning.

Alaprajz - Default - Féldszint (-230 mm) *

2@ 1 ® @ HA

3.9. Wall elevation view

The tiling layout offers you a line drawing visualization of the tiles.
If you need a coloured visualization of the tiling we suggest you to use the wall elevation view.

. Click on the Ribbon bar / Documentation / Wall elevation / Image command.

1 4 +
£ ¥ o= —: b | A' +77 Edit View Euilding Interior Drafting Dimension
1 I A = * o
Al ‘g o o N

Section Wall elevation Drrawing comparison Snapshot Quantity take-off Hand-sketch style Mood board Model to a Photo

Documentation Virtual Staging
i Image - -
Alaprajz - Default - Foldszint (-250 mm) *

Drawing

|J|; Room by walls

. Click on the internal part of the wall.

. Move the orange arrow and click. The blue rectangle appears. This sows the area which will be on the elevation view. You
can adjust it now.
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— B

=[] i @ @ (HLA

. Hit Enter.
The Snapshot dialog appears. Click on the Save button to save it to your computer as a jpg or click OK to place it in the

project.

Image resolution (pixel)

(®) Custom size 2048 ~

Saved format png o

Drawing Alaprajz - Default - Féldszint (-250 mm) =
Save OK Cancel

Place the wall elevation view in the project. Move it on the appropriate place. Repeat the previous method for all walls.
Use the dimension command to measure them.

e

—7
T

3
4

;
il
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]|

v «Q
g | | % N
i - - > v w
\ o 4 ;‘! ",; QL{ J;j w@mﬁi@[
E
:
T E
s 7
L I
1
T |

o

3.10. Tiling consignation

In order to make a record of the total number of tiles used in the project, we need to create a Tiling Consignation.
Quantity take off reports help you to order the required quantities from the manufacturers.

Click on the Ribbon bar / Documentation / Quantity take-off / Excel list command.
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View Building Interior Drafting Dimension

= | LN
] = [
son Snapshot ‘Quantity take-off Hand-sketch style Mood board Model to a Photo
Documenta - Wirtual Staging
=== = [ Ecellit I
Alaprajz
§= | Excellist header and footer settings
Graphic list
m Cabinet cut list
. In the appearing dialog select Tiling.

Make Excel report
@ Building calculation

-Fi Interior Calculation

! Tiling

EI Rooms

*
} Terrain calculation

g DlgString <4513 not in resource

. Name the Excel file. An Excel file opens, in which all tiles are listed by type, size, the area they cover, total number of
pieces, number of full tiles and fragments.

Tile surnmaryrl

Image Nome of the product * Producer Size [mm] Area m3] Total (pc) FullfPort/Frogment Price Value
ZBO 42045 A L Generis  400xI50 13.69 261 (142/38/21) ]
B0 42008 L Generic 400250 .78 87 (85115/7) a
ZBD_42008_D L Generc 400250 33.27 B4 (142/193/a29) ]
ALBUS_SZ-4001 L[2) Generit G0x400 151 72 (53/10/39) a
Mirrar 03 Generic  2100x810 163 1 (/1) a
Mirror 03 Generic  1X10xE10 0.98 1 (0/1/0) Q
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3.11. Rendering - optional
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4. Workshop 4: Kitchen Design

With the help of the Kitchen Design tool you can create complete kitchen layout to include base cabinets, worktops, wall
units and accessories. You can freely extend the list of catalogue items in the libraries of the software by downloading
ready- made objects, or by creating custom made items which can become a part of the kitchen layout.

This course goes through the design of a kitchen project and provides you the following principles and basic skills in both
2D and 3D.

< Furniture design: base cabinets, worktops, wall units and accessories
«» Visuals: Finishes and materials from producers, shadows, photorealistic/rendered images

Suitability: Suitable for those designers just participated on the reception room preliminary course.

As an example, we will be using Andrea Nagy’s completed kitchen project.
The goal will be to come up with the same result as shown in the example:

. Please open the following playlist in your browser:
https://www.archlinexp.com/education/webinars/interior-design-3-kitchens
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4.1. Open and save the Project

Let’s start by opening and working on Andrea’s initial project, which, for the moment, does not include any tiles.
We will work on this project.

If you have not downloaded the Workshop - Preliminary level project yet, please download it from the website and
install it. It includes all project for all preliminary workshops.
http://www.archlinexp.com/education/workshops/workshop-application-preliminary

. Start ARCHLine. XP® Professional.
. Click on the Open Project:
. Choose the:
...\Documents\ARCHLine.XP Draw\2018\Workshop — Preliminary\Kitchen_design\WS_kitchen_start_eng

Create a new preject or open an existing one n

s ARCH|INE.X f¥ain
Lo 2o Search
First steps video
% Demo projects

HIGHLIGHTED PROJECTS

RECENT PROJECTS

Reception_room_3.pro Reception_room_2 pro Reception_room_1.pro

WS_Kitchen_final_eng.pro WS_kitchen_step4_eng.pro WS_Kitchen_step3_eng.pro WS_kitchen_step2_eng.pro WS_kitchen_start_eng.pro

Join our free live training series of 5 Interior design courses — webinar next session: 10 Apr 2018, CET 3:00 PM

Professional - 54 Bit Release 1 v120504 Build 441

Save project as ...
Before starting to design it is recommended to save your project with other project name in order to don’t overwrite the
original one.

. Clicking on the File menu / Save project as command.

. Click on the Save button and give another name: WS_kitchen_01
and Save.

Furniture library
You will find the furniture to be used in this project here: Design center: Objects \ Kitchen.

4.2. Base cabinets

Creating the base cabinet
. Click on the Ribbon bar / Interior / KBB / Cabinet icon.

Drafting Dimension Documentation
[T] A | &) 30 shape @
[ =1 |

ng  Electrical accessory KBE ,5, Smart Objects +  Virtual Stag
Lighting 3
@ Cabinet 1
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The Cabinet properties window appears.
Set the following properties:

1 _
—'@' Sizes page — Set depth to 550 mm. Lock Carcass height by pressing the button, and then decrease Space
for legs to 100 mm.

Cabinet B
Q Bottom

$ Front

Q Core

ﬁ Back

Q Core

i@ Top

Lepos ove edee . Da CAENE [EEE

Width Total height Unit type 3D representation
500 mn v Base unit v

Depth Carcass height

[om | & J
Space for legs . . e
m K a y Slightly Totally Without

open open fronts
Sizes Automatic refresh on page oK Cancel

‘ ‘ \General unit door properties page — Select the ,WS front family” cabinet door family.

wesec e edER . D= i EAEI PP

‘ Default door front and handle dh
selection. You can also apply =
custom drawers, shelves and \ p%d
legs. *

Woeod WSfront WS front WSfront || WSfront  WSfront  WSfront WS roll- WS rell- Artesia p
panel drop cloth family family wvertical wvertical white front front Solid Front
Door type Rotate X Rotate ¥ Rotate Z
Panel cabinet door w o= ~ | o= - | o= - | [Mirror
General unit door properties Automatic refresh on page O Cancel

‘ ‘\ Default side properties — Select the ,WS front vertical” side panel. On the Back tab switch ,Apply side panel
properties for back panels” off and select ,WS back panel” as the default back panel.
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wWeRes e EELE sR0S iee EEI
8 Defauit side panel. You can ' @ Default side pane!. You can

apply sides separately on the apply sides separately on the
'Custom side properties’ page. 'Custom side properties’ page.

@_ WS front ﬁ ek
i nel
vertica @_ || Apply side panel properties for back =

[ — panels
Rotate X Rotate X
o= P
Default side properties Default side properties

ﬁ Doors page — First add a new default door by pressing the . button. On the Handle tab switch Use custom
position checkbox on and select the top-center handle position.

Esees dve EeeE v Ba FEAE E seee aeE e

‘ © Full Overlay - Apply the default
‘ ‘ ’ ‘ () Traditional ! [ Use original handle L
E . [ Hide object o
Left 2,30rd ot
or ' or Po—
: Y Rght || FieUp  Flipdown ot Ot o e o Bar handle
@ Opening 100 ~ straight 12
(]
‘ | e s Rotate ¥
|| stretched o=
Doors [¥] Automatic refresh on page [ oK ] l Cancel ] Doors

d
Save page - save the cabinet.

ﬁ Bottom
$ Front
[ Side
ﬁ Back
@ Side
@ Top

Create new item in the library n

Mame of the new item in the library:

lambineﬂ 1 w |

Category:
KITCHEM w
Sub category:
Base Cabinets I v|
Producer:
| Generic v|

L 9ol @ | ——— g [0 @ AR

Save the current item into the library, or select a new one to edit
E Save

==
800 2+1 800 2d 800 3+1  Angle Base AngleBase Angle Wall Angle Wall Angled loft Angled loft
drawer mo  built inapp  drawer mo Cabinet (Le Cabinet (Ri Cabinet (Le Cabinet (Ri wardrobe (| wardrobe (r (abmel
Description | v| Restore default from:
Save Automatic refresh on page '8 oK Cancel
. Finally close the window by pressing the OK button. Place 5 instances of the cabinet onto the drawing next to each other,

beginning from the top-right corner of the room.
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e
-
e
N
===l

Drawer cabinet
. Modify the middle cabinet.
s & o§
= —
850 mm |_
| 500 mm (hbmet(Ba;eum()ﬂD2Der) - ‘ 172 } |
l
| N |
» |
. Select the door: ALT+Click on it (or turn to the ﬁ Doors page). Delete the selected door clicking on the marker.
WW@@ Gee efelee
@ Full Overlay
1/1 E ‘ ‘ w ‘ () Traditional
. m L':Iﬂ'_ir Flip Up Flip down 2;‘1:‘;4 Sliding M:I;:Ie Bifold a ;T;I:t
. - . Opening 100
0
Doors [¥] Automatic refresh on page [ OK l ’ Cancel ]
[ ]

On the drawer pa?e ‘ ﬁll select the option ,Multiple with single”, set the number of drawers to 3, finally insert the drawers

by pressing the button.
@) Full Overlay Mumber of items - £
0 o o T Distance  237.3mm - E
e Muiole  Snglewith  Multiple | Multple st iiemcs | 2575 mm - [
g P front with front | with single Last distance  237.3 mm A E

Opening {%%)

{ Way of |By number of eler =
B

@ Save page — save the element.
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Corner cabinet
o Delete the cabinet at the wall corner.

Cabinet (Base unit)

. Click on the Ribbon bar / Interior / KBB / Cabinet icon.

@ Save page - load the previously saved one door base cabinet.

Objects

[Search in all items] Q Brands
| s |

{ﬁ J objects  Kitchen
<<Back | 45 Elements

Base Cabinets I

i

[@ Bottom
- s [ Front
1 > @ Side
: 5 - @ Back
[@ Side
@ Top

B =i
6003+1 6004 600 open 800 2 door 800 2 door 800 2 door 800 2 door
drawer rust drawer mo  cabinet +1 drawer r modern ba rustic base sink moder
o S
800 2 door 8002 8002+1 8003+1 AngleBase AngleBase Base
sink rustic drawer mo drawer mo drawer mo Cabinet (Le Cabinet (Ri  cabinet
&
= BIER 0 U] I e e
NN N —.
Corner Hob Sink Small base WS Base WS base .
cabinet cabinet cabinet cabinet cabinet  cabinet wit @ gl [w|a -E AllL
- l Save
WS Base WSbase WS corner
drawer cabi oven cabinet 2 J ! ‘53"9 =S
A Angled loft  Angled loft e Base
oK | Cancel |‘et (Ri wardrobe (I wardrobe (r cabinet
Description I v‘ Restore default from:
Save Automatic refresh on page o oK Cancel

i)

Sizes page — change the width to 1100 mm.

. Select the door: ALT+Click on the door (or turn to the ﬁ Doors page) and delete the selected door by pressing the

button.

Interior Preliminary Course



143

4. Workshop: Kitchen Design

Elesesise e6 wssos osi sEe

Total height .
~ 850 mm 1/1 ]
Depth Cabinet height @
550 mm ~ 750 mm

-
=
Space for legs -

(o~ @

B

Left or .
@ Right Flip Up

)

i,

e

Sizes Doors

&

On the Dividers page ‘ \ select the ,Single vertical” divider, check the ,Only division” checkbox, set the distance on the

right side to 500 mm and then insert the division by pressing the

Flip down

Fix

button.

e

Single Single Multiple Multiple Single
horizontal vertical horizontal vertical custom
() Shelf

@ Only division

4
Click on the g button in the right empty zone on the preview.

"
L=

Turn to the Doors page ﬁ. , and then place the door by pressing the button. On the Handle tab switch Use custom

position checkbox on and select the top-center handle position.

Reeoe veo eEeE - Ud

560 mm

From cabinet left:

580 mm

Left 2.30r4 [
or - - - , 3 or = o
Right Flip Up Flip down Fix sided () Right

=

E @) Full Qverlay
E ‘ ‘ ' ‘ () Traditional
1
@

Opening 100

52%

500 rmm

(&

From cabinet right:
520 mm

Doars

Automatic refresh on page [

OK

J |

Cancel

4
Click on the g button in the left empty zone on the preview.

b | (&

b ;— — |.l‘

-,

Select the ,Fix” door and insert it by pressing button.

Apply the default
! [[] Use original handle
[ Hide object

Use custom position|

|| stretched

PR

Bar handle
straight 12

Raotate =
0°

&% ARCH|INE.
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Eedps dec eFféee v Pa EAEI0E

General settings |

‘ @ Full Qverlay
@' () Traditional

LS FipUp  Flip down Fix 230r4 giding  Multiple gy

% il &l sige
@ Right ded d

Doors Automatic refresh on page [ Ok ] ’ Cancel ]

. Place the corner cabinet into the top-right wall corner.

@

Wide drawer cabinet
. Click on the Ribbon bar / Interior / KBB / Cabinet icon.

j Save page - load the previously saved drawer cabinet.

A Objects 1 &
i $ Bottom
| my a, || Brands | ﬁ Front
Sid
Iil Objects ~ Kitchen = Base Cabinetsl | g Bla:k
<<Back | 2 Elements “ ﬁ —
® Top

hEl{iE

My base || My drawer
cabinet cabinet

i

Save
media_szek error My base
rcl r_hanak_r sliding doo| cabinet

- Resbore default from:

Description

Save [7] Automatic refresh on page ! [ OK ] [ Cancel ]

H#
1 Sizes page — Set the width to 800 mm.

. Select the drawer: ALT+Click the drawer (or turn to the ‘ ﬁ\ Drawers page). Change the type of the drawer to ,Multiple
with front” and set the height of the first drawer to 150 mm.
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seee dee ee@e

E @ Full Overlay MNumber of items 3 - E
11 @ o o () Traditional Distance 281 mm ]

E o Multigle  Sinalewith | Muttiple | Multiple FEXERS -a
ngie uHpiE front with front § with single ) Last distance 281 mm - E
o o
100
Drawers [¥] Automatic refresh on page [ OK. ] ’ Cancel ]
. Close the dialog and place the wide drawer cabinet onto the wall on the right side, next to the corner cabinet.

p---

1.10
T

Faan
S

Fm—---=zlc =z

Replace the base cabinet on the left side with a dishwasher

. On the Design Center ad navigate into the category “Objects / Kitchen / Dishwasher”. Drag and drop the “WS dishwasher”
element onto the cabinet on the left side. In the appearing menu select “Replace unit with same dimensions”.

o
L
FEEL /
_________________________________ 1l . ]
: . L
C b
: e
4.3. Countertop
. Click on the Ribbon bar / Interior / KBB / Countertop icon and then choose the “Countertop by profile” from the
appearing menu.
. Draw the reference line on the floor plan.
’/// v R
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Countertop

AN BT el

—ip=

=]

<[]

Width F
" 5 End panels
(| Thickness
< 3
R — E o =
& Duropal Duropal Durepal Durcpal Duropal Duropal Oak RAL 9001 [F] Left side panel
iz Black Brazil Black Myria Brushed Al Crystal Whi Dark Anthr TopFace  Hardwood | Cream =
[ right side panel
[ cCustom width @ B
Emm] Material direction o° -
Sizes and materials [¥] automatic refresh on page ’ OK ] ’ Cancel
Set the following properties:
"l Sizes and materials page — material: “Bright white”.
LN R el 2= EI0M
Width ‘ e F 4 f
s v . & :.!.\
X 3 B i End panels
Thickness g
om P ’ p| EB -
& Duropal Duropal Duropal Duropal Duropal Oak RAL 5001 § Bright_whit [FlLeft sid |
/2 Black Myria Brushed Al Crystal Whi Dark Anthr TopFace Hardwood Cream = SRR
|| right side panel
[ Custom width ol D)
Ba0imm| Material direction o -
Sizes and materials Automatic refresh on page [ QK ] ’ Cancel

‘ \Wall strip page — section profile: rectangle (height: 400 mm, width: 10 mm) material: “S 6010-Y50R_uveg”.

Ll Hel =

BIEE CEE kds B

[ Front E [E] s [F1 Front
n 10 mm -
: - ) (o o
gm ht [1echt S ; i
al Right
400 mm A
Back Fix izsarg e Back
r Resize profile
Rescale b
Wall strip [#] Automatic refresh on page E oK i [ Cancel ] Wall strip

Interior Preliminary Course

@r

RAL 9001
Cream

$6010-
Y530R_uveg




147

4. Workshop: Kitchen Design

Jul

Sink page — Select the sink called ,Single bowl sink with work surface on left”, set the distance from the left side to
830 mm, finally create the sink by pressing the

button.
[l |830mm I lZl?Dmm

Single Bowl | Single Bowl
Hole distance From sink with w | sink with w
countertop's side
626.5mm 1966. 5 mm

Rotate X Rotate ¥ Rotate Z
o= - o= - o=

Click on the ,,Tap” tab ‘I

, select ,Tap” and move it to the appropriate position: Rotate Z: +45°, Offset left/right: -140
mm, Offset front/back +80 mm.

Offset leftfright (red)

Lz, (] wom - (2]

Offset front/back

]&.E somm ~ [1p ]

Offset down/fup (blueg)

k@ 0 mm '[E

Rotate Z
- 45"

Rotate ¥

- [ Mirror

‘m Hob page — Select ,Induction hob 580x510”, set the distance from the left side to 1500 mm, and then create the hob

by pressing the button.

B | 1500 mm | | 1500 mm |
=/ >
Gas Hob (Glazs (Glass Induction Zanussi
Hale distance Fram 580x500 ceramic ho ceramic ho |hob 580x531| Four Zone |
counterkop's side -

1217 mm 1217 mm
Rotate X

DD

Rotate

Rotate Z
v [

v| |n°
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4.4. Hood
. Search for the ,WS hood” in the Design Center. Set its relative height to 1400 mm and place it onto the floor plan over the
cabinet.
E Objects = Kitchen = Accessories I ,i,
<<Back # Q

v

lrewous 'ext Jump to category

e e e
1

Sumbol hotgpots
1
1
Details... 1
Parameters Value I
1
1
Height: 1200 mm |
Width: 600 mm 1
Depth 400 mm :
1

[Base offset from the floor 1400 mm ]

4.5. Adding cabinets

Add high cabinets
. Open the “Objects / Kitchen / High cabinets” category in the Design Center.

. Drag the “WS roll-front cabinet” ® and drop it onto the wall on the left side, into the top-left corner.

. Drag and drop the “WS High oven cabinet” ® “WS high cabinet” ® and“ws High Fridge” @ next to each other
similarly.
Design center 2 x
| a H Brands

# Objects ~ Kitchen = High Cabinets
<<Back | 18 Elements #

ldoor+3 4003 door 400 builtin 600 2 built 600 2 door
drawers rus modern hig accesscries in applianc storage cab

By e

800 2d Shaker Shaker Shaker Shaker
built in app Maple stan  Maple upp Maple upp Maple upp

= l I 3

Shaker Shaker . WS high W5 High
Maple upp standing u el cabinet cabinet 2

Ez 4\'1

WS High @ WSHight §i WSroll-
oven cabin Fridge ront cabin
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N 2 2 2
= [0 @ d
w - =y O
N r—
u .8
i o
: o
' [T=]
| o™\
| [
: ﬂ'\
1. N
' =
! ] £
: w
5 A r
; L]
() o
I
I
L]

Change the front doors of the high cabinets

Open the “Objects / Kitchen / Cabinet doors” category in the Design Center.
Drag the “WS front white cabinet” and drop it onto the first high cabinet.

. Select “Use as carcass front” in the appearing menu and then click on the other high cabinets one after the other to
change their front doors too.

| [Search in all items] Q “ Brands ‘

# ) Objects ~ Kitchen = Cabinet Doors
<<Back | 125 Elements &

il

Standard ~ Standard  Standard
cherry front cherry front  white front

Teak Walnut Walnut
cabinetsid  front panel

B0

Wenge  Wenge(l)  Venge

mirror

Wenge \whitefront V%4
mirror 3 div panel

Wsfront WS front
WStront.:  ropcioth:  famiy

Use as carcass front

Use as carcass core
Use as carcass top

Use as carcass bottom

Use as carcass back

Use as handle

Use as leg

l\\/ Sbizehplacement

WS front | WS glassed
white front
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4.6. Creating plinth

. Navigate to the Ribbon bar — Interior — Sweep — Horizontal moulding and draw the reference line on the floor plan.

[ S S S S S S S S S S

DN SN NS NS NN SN

Set the following properties:

Section profile page — frontal profile: Rectangle simple (Height: 200 mm, Width: 20 mm), material:
“egger_h1145_st10_natural_bardolino_0".
Set the reference point of the profile to the right bottom corner of the profile after opening its properties by clicking on the
cogwheel icon on the Section profile tab.

. Move the plinth 50 mm closer to the walls.

|

Offset all

Inzert node

Insert Smooth Mode

s
I,
£ Turn into curved edge
?{ Delete edge

e

Delete part

L7 1
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4.7. Editing cabinets

You can completely skip this section by replacing the 400 mm wide high cabinet by the “WS high cabinet 2”.

Edit the 400 mm wide high cabinet. ‘ ﬁ | ﬁ

Delete the bottom door.

. Navigate to the Doors ‘ d#.| page. In the preview window click on the bottom door. Once it is selected (marked with a red

outline) you can delete it by clicking on the Delete button.

Cabinet

-l

E sees dee dele u oa

4= =b . @ Full Qverlay
22 i ' ‘ ’ . () Traditional

% @ Left
Left or 2,3ord Multiple =

E] Right FipUp  Flip down Fix cided Sliding e Bifold ) Right
N @ Opening 100

| - 0
- Automatic refresh on page - [ oK ] ’ —

Add a shelf

. Navigate to the Dividers | ‘. page.

The current empty zone is marked by a green outline on the preview, now you can add a new divider into it.
. Select the single horizontal divider, set its position to 280 mm from top, and set “Align front door edge” to “Bottom shelf
edge”.

16%
— |
‘ cms e
=y

. Finally add the new shelf by clicking on the Create button.
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1.
= sses sse(epee w 2u &)

16% ’ || Divide on front
13 |?1
L [ﬁ
280 mm 1380 mm
Single Single Multiple Multiple Single Align front door edges to
horizontal vertical horizontal vertical custom [Mdde of the shelf v]
2- From cabinet top: From cabinet bottom: Custom offset 0 mm 4_ -
(@ Shelf 880 mm 1400 mm
(=) Only division
Dividers Automatic refresh on page I oK I ’ Cancel ]

Add more dividers

. Stay on the Dividers Iﬁ page. Navigate into the zone over the new shelf by clicking on the fi"l icon in it.

—

The current empty zone is marked by a green dotted outline on the preview, now you can add a new divider into it.

. Set the position to 50% by using the slider and add the new shelf by clicking on the Create button.
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=
Cabinet E

Ba

50% [ Divide on front
n
— — u ——
Sl i N 130 mm +50 mm A 5
ingle ingle Multiple Multiple ingle ign front door edges to

horizontal vertical horizontal vertical custom - [Mdcle of the shelf v]
2. From cabinet top: From cabinet bottom: Custom offset 0 mm 4 -

©) shelf 730 mm 1550 mm

() Only division
Dividers Automatic refresh on page [ oK ] [ Cancel J

. Stay on the DividersI i | page. Navigate into the upper zone over the new shelf by clicking on the fi"l iconin it.

The current empty zone is marked by a green dotted outline on the preview, now you can add a new divider into it.

. Select the “Multiple vertical” divider. Set the “Number of items” to 2.

. Add the new divider by clicking on the Create button.

& ARCH[INE.&



154 4. Workshop: Kitchen Design

ef[e]

[I Number of ite - I ke e
. mgm—')-
) Single Single Multiple Multiple Single EAstdslancs) 106.7 mm ¥ Align front door edges to
W=| horizontal vertical horizontal vertical custom Last distance 106.7 mm v [Mldde of the shelf v]
2. Way of| By number of elements v Custom offset 0 mm v
©) shelf
() Only division L
Dividers Automatic refresh on page [ oK ] [ Cancel ]

. Stay on the Dividers Iﬁ page. Navigate into the wide zone under the vertical by clicking on the fi"l icon in it.

The current empty zone is marked by a green dotted outline on the preview, now you can add a new divider into it.

. Add the new divider by clicking on the Create ! button.

Add a drawer

. Navigate to the DrawersI i | page. Navigate into the bottom empty zone by clicking on the & iconin it.
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The current empty zone is marked by a green dotted outline on the preview, now you can add a new drawer into it.

. Select “Single with front” drawer type.
. Navigate on the Drawer object L tab. Clear the “Apply the default” checkbox to use a custom drawer.

Select “Narrow pull-out storage drawer”.

. Click on the Object properties m button and modify the height of the object to 1100 mm.

Cabinet
1.
EseeL dee e B o
Doy e it Offet effrgnt ) _
n b : © oot ‘:\\:: k. 0 mm - E
3' \"'- \\\\ﬁ Offset front/back (green)
:JSE erianaltem s k?rbuard Marrow pull S;andard H o mm M E
> @ rawer -out storag rawer " Offset downjup (blue)
Rotate X R4I;be\’ Rotate Z |ﬂ| k‘ﬂomm 'E
o of o
- i - oe - o° - Mirror
Drawers [¥] Automatic refresh on page I OK I ’ Cancel ]
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Kitchen Metal side

Maodern
tap / keuke panel cabinet fa
Modern Modern Modern

kitchen  kitchen pel kitchen plin
s :
B |~ T -
=
MNarrow pull| Rustic shelf  Rustic top
-out storag | corpus pan corpus pan

[™] Uniform 3D scaling operation

Object placement =)
[Search in all items] q, Brands <8 @
&> | Narrow pull-out storage drawer
<<Back | 26 Elements [ Parameters Value
M Height: 450 mm
N N Width: 100 mm
Depth 502
dramerq | Glasshelf  keyboard <P mm
corpus pan  drawer Base offset from the floor 1100 mm
i Texture optimization O
== - w 5
E Dradii-ar

Line type Simple Line -
Line weights 0 mm LAE
Draw Order & - Bottom-most hd
BIM parameter... E]
[ Keep original graphical attributes
Mew material E]
¥ Constrains I |
¥ Connection to other elements -
ok | [ canel |

Add the new divider by clicking on the Create button.

Cabinet

Weeoe 0 CEE . 7la

EIEIDE

1/1

[] Apply the default \

[ Hide object \—_‘ \\
~~

Standard

-out storag|  drawer

|:| Use original item size
keyboard | Marrow pull

drawer

Gap Rotate X Rotate Z
10 mm - o= - ae - ae

Drawers

Offset left/right (red)

LA T

Offset front/back (green)

8, -

Offset downjup (blue)

= hEOmm -E

- D Mirror

[¥] Automatic refresh on page [ OK. ] l Cancel

The result will look like this:
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If you would like to start from here or if you feel that you could not follow all the previous steps, please load the following
project file: WS_kitchen_step3_eng.pro.

You can completely skip this section by placing the “WS Custom wall cabinet” from the Design Center.

. Click on the Ribbon bar / Interior / KKB / Cabinet command.

Define the shape and size

. Navigate to the Shape | @ page. Select “Custom shape”.

. Now you can select an object as cabinet shape. Select the “WS Wall cabinet shape” from the category “Objects / Kitchen /
Other”.
Cabinet B

sees[ilie seEE @ rla SEDE

CreNE)

Corner 6 Corner 5
Side Side

Choose the Cabinet shape here. The Cabinet
sides will cover the selected object. If you want to
choose another custom shape, dick on the
Custom icon in the list. If you need a new shape:
1. design itin ARCHLine. XP, 2: save as an object,

) 3: select it as a new custom shape.
Brick

Shape Automatic refresh on page [ OK } I Cancel
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K eeesvee eEEE . T4

Corner Curved left Curved top Depth Depth Sloped Sloped Sloped

aSaseuns kitchen furniture furniture  sloped furn sloped furn furniture b furniture lef furniture ri

‘fou can define the shape of the Cabinet by selecting an object. Objects of one single solid are accepted only.

Shape [¥] Aautomatic refresh on page
Objects
| [Search in all items] q, H Brands |
IE" Ebject; Kitchen = Other I
<=<Back | 26 Elements .‘.

0 \—-"‘ '

Glasshelf  keyboard Kitchen Metal side  Medern Medern
corpus pan  drawer  tap / keuke panel cabinet fa  kitchen

pu= ‘SS &

Modern Modern  Narrow pull  Rustic shelf  Rustic top Shelf Sink
kitchen pel kitchen plin -cut storag cerpus pan  corpus pan Corpus Pan Coerpus Pan

cpE—m [ =«

drawer 1

Standard Standard Standard Standard Ta Top Corpus Under
drawer kitchen pelmet plinth P Panel drawer
=1 -E
Under  WScabinet - WS Wall
drawer2 family LA L e «cabinet sha

l

J |

Eeeee Ve EEEE | L|a

1GEeiiddi=

Comer  Curved left Curved top Depth Depth Sloped Sloped Sloped WS Wall
kitchen fumiture  furniture  sloped furn sloped fum furniture b furniture lef furniture r | cabinet sha

Base unit

‘fou can define the shape of the Cabinet by selecting an object. Objects of one single =olid are accepted only.

Shape Automatic refresh on page

J |

Cancel

l
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i
. Navigate to the Shape Iﬁ page. Set “Space for legs” to zero and “Cabinet height” to 800 mm. Select the “Wall cabinet”
as “Cabinet type”.

Cabinet =
$ Bottom
@ Top
f@ Side
i@ Top
[@ Side
Q Front
g Side

[g Back

-

[Hesee ive e6EE i D EEEE
Width Total height Cabinet 3D representation
1200 mm - 800 mm - @
Depth Cabinet height ‘ " a ‘
300 mm - 800 mm
Space for legs ‘) . y x
omm - Closed Slightly Totally Without
open open fronts
Sizes [¥] Automatic refresh on page I 0K I ’ Cancel
Modify the defaults
If you skip this step you can assign all the following settings to the cabinet later as well.

. Navigate to the General front properties I ‘ I page. Select “WS front white” as the default front from the category
“Objects / Kitchen / Cabinet doors”.

J

. Navigate to the Door handle = tah. Select “Bar handle straight 120” as the default door handle. (These settings
haven’t any noticeable effect since we do not have any front doors so far.)

. Navigate to the Default side properties I .I page. Select the “WS front vertical” as the default side panel from the
category “Objects / Kitchen / Cabinet doors”.
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Cabinet

EEI0E

€ &l Zlal

—
gfaultsidege‘arﬁl.\’;ucanapp(y [E
ides separ; on the 'Custom
=== AR
) (&
Metal side Side Side Teak Walnut WS front A
panel  Corpus Pan Corpus Pon cabinetsid  panel  oront et
d
Rotate X Rotate Y Rotate Z
0° v 0° - 0° v [CMirror
Defaut side properties V] Automatic refresh on page [ o ][ conal |
Add a horizontal divider
. Navigate to the Dividers | i | page. The current empty zone is marked by a green outline on the preview, now you can
add a new divider into it.
. Select the “Single horizontal” divider, leave the position (50%) unchanged.
. Switch on the “Divide on front” checkbox and set “Align front door edge” to “Top shelf edge”.
8|

- e i
| I ()=
‘ @ Divide on front ’ 4.
& Singl: Singl Multipl Multipl Singl o0 mm 0 Align front door edges to Y
ingle ingle ultiple ultiple ingle
@ horizontal vertical horizontal vertical custom I [Tnp shelf edge v]
3. From cabinet top: From cabinet bottom: 5 ustom o Tom v
©) Shelf 1200 mm 401 6
() Only division | I
Dividers Automatic refresh on page OK I Cancel
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. Add the new divider by clicking on the Create button.

Add a vertical divider.

. Stay on the DividersI i | page. Navigate into the bottom empty zone by clicking on the & iconin it.

The current empty zone is marked by a green dotted outline on the preview, now you can add a new divider into it.
. Select the “Single vertical” divider and set the position form the right end to 400 mm.

66%

300 mm t 400 mm |'

. Add the new divider by clicking on the Create button.
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£l

EIER0

A=

[I e Divide on front
[l 3
@ 800 mm 400 mm 4.
) Single Single Multiple Multiple Single ‘Align front door edges to N
N=7| horizontal vertical horizontal vertical custom [Mldde of the shelf - )
= h
2. From cabinet left: From cabinet right: Custom offset 0 mm v
©) shelf 0 mm 800 mm
() Only division 5,
Dividers Automatic refresh on page | oK I [_ Cancel
Add doors

. Navigate to the Doors Iﬁ page. Navigate into the top empty zone by clicking on the fi"l iconin it.

The current empty zone is marked by a green dotted outline on the preview, now you can add a new door to it.

. Select the “Flip up” door.
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i e BE

E @) Full Overlay

(©) Traditional

@ keftor Multiple’  giara
Right side . o

- o

| 2

Doors [] Automatic refresh on page [ OK ] [ Cancel ]

. Add the new door by clicking on the Create button.
. Navigate into the bottom-left empty zone by clicking on the fi"l iconin it.

)

The current empty zone is marked by a green dotted outline on the preview, now you can add a new door to it.

. Add a new door by clicking on the Create button.
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Save the object

. Navigate to the General settings ‘é?’ \ page. Set “Relative height” to 1400 mm.

Cabinet

/ |

B eePe Pee EEE mﬂm eNEIDE

Relative height .Use General Corpus settings
1400 mm

.
1400 mm

General settings [7] Automatic refresh on page | oK | [ Cancel

. Navigate to the Load/Save‘ - \page. Click on the “Save as” button and save the cabinet into the “Objects / Kitchen /
Wall cabinets” category.

Cabinet @
Q Bottom
Create new item in the library ﬁ Tep
Name of the new item in the library: ﬁ Side
My wall cabinet g 'Sf;p
ide
Category: ﬁ Front
([Ercen g Side
ﬁ Back

Sub category:
wiall Cabinets
Producer:

Generic

E epesiwe eEeE . (e (=]

Save the currentitem into the library, or select a new one to edit

Save
. I N - = & == 1= e |
Built-in tall  Built-in tall Classic pull Corner Glassed High Hob media_szek Mirror Mybase
cabinet

fridge oven base cabin  cabinet topunit  corner cabi  cabinet separator cl r_hanakr sliding doo

Description - Restore default from:

Save Automatic refresh on page [ oK ] [ Cancel ]

Interior Preliminary Course



165

4. Workshop: Kitchen Design

Place the object.

4.8.

Close the dialog and place the new cabinet with drag and drop to its position.

NN

If you would like to start from here or if you feel that you could not follow all the previous steps, please load the following
project file: WS_kitchen_step4_eng.pro.

Enable the visibility of the final drawing

There are other objects placed on this drawing with the same methods described above. You can enable their visibility if
you click on the Layer Manager.

. Layer Manager

a Move Objects to New Layer

Q Layer Walk

Q Change to Current Layer

5# Activate the layer of selection

o TAT-

Enable the visibility of all the layers:

.gf.

YK

Press the CTRL + A keys on your keyboard to select all the layers in the list.

Click on one of the grey colour bulb icons to turn on visibility - this is represented with a yellow bulb icon.
Unlock all the layers for editing:

Press the CTRL + A keys on your keyboard to select all the layers in the list.

Click on one of the red lock icons to unlock all the layers - this is represented with an opened lock.
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Layer Properties Management

@ Q@ The name of current layer: _Layer 0 Show used layers i ! x |

Mame on Lok Pr.. Elem.. C.. Line-type Line-w...  Description &- A" Iayer s
& _Layer 0 \) |j" @ 0 Bl smpleline  Omm itk
@ architecture 1 voH &8 97 B simpleline  Omm
@ Architecture 2 v o & e B simpl=line  0mm
#® Blinds v o & s B simpl=line  0mm
® Construction lines v =) @ 3 Bl smpleline  Omm
< Default layer [ e | 273 Bl smpleline  Omm
@ Kitchen base units v &8 = Bl smpleline  0mm
% Kitchen high units [ e | 25 Bl smpleline  Omm
@ Lighting v o & 1w B simpl=line  0mm
% Object v o &8 I simpl=line  0mm
% Object Decoration v =) @ 4592 [ simpleline  0mm
@ Object Kitchen v off & w7 M smolelne 0mm
<% Object Reception room v =) @ 959 Bl smpleline  Omm
@ 5lab [ e | 5 Il smpleline  0mm
@ Switches [ e | 35 Bl smpleline  Omm

£
Copy to dipboard | []Protocol for Layer Naming CK | | Cancel ]

The 2D layout now represents all the objects.

. Click on the “Build 3D model” button (often called the “3D hammer”) and click “OK” in the appearing dialog to regenerate
the 3D model.

Now the 3D model should look like the following image:
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Rendering image: optional
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5. Workshop 5: Documentation

The topic of this tutorial is learning how to create documentation for your clients and other professionals from a completed
project in ARCHLine.XP. Based on the reception room project which had been created in the ,First lesson”, here we show
the preparation of documentation.

+ Mood board

<+ Snapshot

<+ Architectural floor plan
<+ Coloured floor plan

< Wall elevation views
< Plot layout

This lesson is recommended to those designers who attended on the first four preliminary workshops.

5.1. Open and Save the project

Let’s start by opening the reception room project, which, for the moment, contains the furnished rooms. We will work on
this project.

Please download Workshop - Preliminary level project from our website and install it. It includes all projects for all
preliminary workshops.
https://www.archlinexp.com/education/workshops/workshop-application-preliminary

Start ARCHLine. XP® Professional.
Click on the Open Project:

Create a new project or open an existing one ﬂ
o You =
o ARCH|INE.X fY &in
NEW PRO Search
First steps video

Demo projects

HIGHLIGHTED PROJECTS

RECENT PROJECTS

Reception_room_3.pro Reception_room_2.pro Reception_room_1.pro
WS_kitchen_final_eng pro WS_kitchen_stepd_eng. pro WS_kitchen_step3_eng pro WS_kitchen_step2_eng.pro WS_kitchen_start_eng.pro

Join our free live training series of 5 Interior design courses — webinar next session: 10 Apr 2018, CET 3:00 PM

Professional - §4 Bit Redease 1 v120504 Build 441

Choose the: ...\Documents\ARCHLine.XP Draw\2018\Workshop - Preliminary\Reception_room\Reception_room_3
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5.2. Creating mood board

The ARCHLine.XP Mood board feature is an easy-to-use tool to create collage by using the images of the colours,
materials, and furniture of the project, helping the communication between designer and customer.

5.2.1. Open mood board

Click on the Ribbon bar / Documentation / Mood board and choose the Create Mood board command.

Documentation

T

=}
| Mood board | Model to a Photo

? L! Create Moocd board ]

5.2.2. Paper setup

In the paper setup dialog window set the following properties:
Forms: ISO A3 297x420 mm

Orientation: Landscape

Click on OK button.

Paper setup ﬂ

FPaper setting

Forms | 150 A3 237420 mm
Copiez

Orientation
i) Portrait

Mon-printable karain
d<: 0 dy: 0

I I £

[ Plat stamp placement

| — | -
— o]
English1_h English1_ve
orizontal rtical
| OF. | Cancel

An empty page with the selected properties is created, on which you can optionally place images the following way:
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m DPEESNC LT P)of # X == 4 &1+ & vew  sukdng  iiwior  Oufing  Deemsion | Oowmenisten
( (umn-llnnhl\unnlv KI ﬂ Q.! El ﬁ [!

= - — ] 3
o ntweor oo (B o SPTTT fdie wamdtn g Gnsuien Sl Gunly ol Mk hse Masdbend | Modiza s

Fint Plat layout Docunentation virtual Staging
-

Design center B ox

e

R :

i Q\

= ]
Properties | Design center | - : T—; _ i B
BlEDlbliglElee—""T+]s (a1~ EloldALle] el o vz

5.2.3. Place images

Choose the Ribbon bar / Documentation / Mood board / Raster image command, so you can select the images to be

placed.

Documentation

bl

Mood board | Modelté a Phato

-

L Create Mood board

[ E Raster image

. Find the folder where images are saved, and click on the first image then use Open button. In the dialog window just click

on OK button.
The image appears with orange borderline under the plot layout.
Place the image by clicking anywhere on the page (1),

L]
. Then move the mouse to determine another point (2) of the rectangle surrounding of the image and click on the final

position. (The size of the image can be maodified later.)

e MeedboORd]” e

7 length 58094 mm

A Inclinstion 1.24°
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. Place 4-5 additional images from the previous folder in the same way.

5.2.4. Modify images

The image modifying options can be found under the Mood board command.

Documentation

Resizing image
g g * o
) ) . i . Mood board Model to a Photo
After selecting this command, click on the image you want to change. As an outline of the - -
picture, an orange borderline appears, which can be moved to the desired size by moving l! Create Mood board
the cursor. When you reach the right position, you can finalize the image size by clicking

onit. D Raster image
Please note: Resizing does not keep the original aspect ratio! tﬂ Scale image
Scale image 3 [ cropimage

E]‘-D Flip horizontally
The command is accessible by clicking on any reference points of the selected image.

Using Scale image command you can resize the image proportionally to the original. Flip vertically

Drop shadow

Draw order to front
Draw Order To Back
Draw Order Forward One

Draw order back one

R € © 0 Mo
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91 Stretch

& Crop

e Ead

@ Move

‘@ Movea copy
¢, Rotate

{;n Rotate a copy

Stretch image

The command is accessible by clicking on any reference points of the selected image. Using Stretch command you can
resize the image proportionally to the original. (It essentially results the same as the Scale image command.)

Scale

Stretch |

0i| 01

Crop
Reload

QB

-

-
ﬁb 13)

Move

Move a copy

g &

Rotate a copy

Order of image

While sorting pictures, you can specify their order. You can decide which is placed front or
back.
On the Ribbon bar / Documentation / Mood board / Draw order menu, you can
easily adjust the desired positioning of the images.

Flip image
Choose the Ribbon bar / Documentation / Mood board / Flip horizontally or Flip
vertically command and click on one of the pictures.

Documentation

buf

Mood board Maodel to a Photo

-

li Create Mood board
Raster image

B‘E Flip horizontally

S} Flip vertically

Drop shadow

Draw order to front

Draw Order Forward One

Draw order back one

<
ﬁ Draw Order To Back
o
&
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Crop image

Start the Ribbon bar / Documentation / Mood board / Crop image command, and choose the position of the wall
elevation view and cut its edges. By clicking on a given section of the orange borderline, you can move it parallel to cut off
the area that is white. Press ENTER at the end of the process.

The crop command can be accessed by clicking on any reference points on the selected image. Obviously the images can
be also rotated and moved.

5.2.5. Place materials in same size

In the Mood Board you can place materials, fabrics, wallpapers which already had been used in previous projects. Under
the Design Center / Materials category in the IN MODEL folder you can find the materials of the recent project.

Design center n x Design center 3w
| [Search in all items] a, ‘ | [Search in all items] o, || Brands |
- s ]

Building .. <<Back | 91Elements &

W&o a ) o]

Door \’\Qnd Stair  Profile Group MY

Cataleg 2 APPARENT MATERIALS

= @ Q BUILDING

howr 3D Light
com  wareh source COLOURS

Find the material you want to place onto the mood board (1) and simply use ,Drag and Drop” method (pressing the left
button of mouse) to move it over to the place where you want to place it and then release it.

From the pop up dialog menu select the ,Insert as Raster Image” command (2).

The orange borderline appears then you can place the snap point with a single click (3) on the page.

The image size can be modified after placing the first corner point by moving the mouse.

When you reached the ideal size (4) of the image you can place it by a single click (5). If it is necessary, the size of the
inserted image can be modified later.

e e T ) ] Ve

[Searchinallitems] &, || Brands

A Materal:  inMode!

<<Back o
I Mood board1* 1-0X
=

American walnut
P Next Jump to category

25 Tiing
Change All Testure
2 Change Texture on this cbject

s Painting
Insert 35 Raster Image

Parameters Value

Teture [Viwoodwalnutjpg
Position:  Tile

[ Maintain sspect ratio
Heght:  500mm

Width: 500 mm

Direction: 0"

e e i A AT

Transparency (Transmission) 0%

i ' { . 0

Reflection (Reflection factor, Mi 2% el

Refraction (IOR, No refraction=1 1

(S i
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73.9mm 4

r 4 [Mearest point

r ’ _

. 4 Length 104.5 mm
)
L7 A Inclination 457
’
o 73.9mm >

V3 ]

The simplest way to place additional materials with the same size (e.g. in the same width) is to fit it onto the existing
material on the mood board. This way, you can easily adjust the width of the image to be placed on the existing drawing.

After placing the image, you can easily move it to the desired position so they don’t cover each other.

1. 2. 3.

[Nearest point

Length 78.5mm

Inclination 45°

=
%  Move

.~ Movefrom ...

.88 Move a copy from ...

(=] .
A% Multiply

5.2.6. Place colours with hatch

Within materials of the project there are such items which can’t be moved directly onto the mood board, these are the
colours.

Each material is considered to be a colour, in case of placing the pop up menu does not include the "Insert as Raster
Image" command. Colours can be displayed in mood board by hatching, which means that we have to fill a closed shape
with colour. The process is the following:

Define the area and shape

Draw a rectangle using the same size as the previous materials. Use the drawing tools (e.g. Ribbon bar / Drafting /
Polyline / Polyline) to define the contours of the area (redraw the borderline of the previous material and then move the
contour).

B0 LT 2 % == =1 A= it view  Buiding Interior
Noe OCHYT + C H =

Palyline Clrcle Arc Hatch Text Pomt Elllpse Rasterlmage Group By Mew profile Cre

(/__,Spline - - - -

Drraw Cn
m Polyline

: 65.5mm :

Define the properties of the solid area, as hatching

The applicable hatch properties can be specified in the Ribbon bar / Drafting / Properties / Hatch menu.
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In the pop up dialog window, in Hatch, change the Pattern property to "Solid" (1) and with that the background colour is
activated (2), so now it can be modified as desired. In the window opening, double-click on the Layer Marker box (3) to
activate the colour palette. Select the Paleta NCS (4) from the left of the colour charts, then the corresponding colours
appear in the middle. Find a brown or beige colour that fits into our project (5). OK (6). The colour you set above appears
next to the Background Colour. Close the window with OK button (7).

Properties n
Hatch
Normal

Property Value

2 General
Layer Hatcho1 w
Colour |
Line type Simple Line w
Line weights 0 mm
Draw Order 8 - Bottom-most b
BIM parameters
BIM name

% Hatch
Background colour yi Mo
Transparency (]

% Hatch boundary
Show hatch boundary O
Colour I
Line type Simple Line w
Line weights 0 mm -

Categorize in IFC as: Default ~

Use explicit geometry in IFC export IE

7 oK. Cancel

Paleta NCS B

Ref
[ S CATROCRTIIREONTAI =
ARCHIne %P + ol
AutaCal .
Custam 5 0300-M
RaL New
Sikkens S ROO0-M

BOLIX c t
4 | 5 1002 | 5 -omeonent

anhtone a1 = | -
StoColor Spstem 5 0502-50R EI

TRHMATER L Bl
S 4R02-F = = b - T
s J: s ]
S 1002-B

Mo [Layer | 3 ¥}

Mame | | | OF. | Cancel

Placing the hatch

. On the Ribbon bar / Drafting / Hatch / Hatch — pick point command, click inside of the drawn rectangle, and press the
ENTER. The selected colour fills out the rectangle.
. The hatch can be changed later by selecting the rectangle and you can change the background colour.
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5.2.7. Text place

Place text on the mood board by Ribbon bar / Drafting / Text / Place it command. In the pop up Text actual window type
the content that you want to place (1) and OK (2).

= 55} =1 E = Edit View BEuilding Interior Drafting
P
T+ C BH =8 3%
Text Point Ellipse Raster image Group 3D MNew profile Cre
Cn

[ T Place it

Text actuals n
|Moodboard 1

Press ENTER key while typing multiine text

Edit
(®) Current text () cancel (") Notepad
() paste ) Time (T Character table
[ Insert text and repeat 2 | | oK ||| Cancel |,

4

The orange contour of the textbox appears and one of the corner points is snapped by the cursor. Using this corner point,
you can place the text on the drawing sheet by clicking anywhere. Now the text is placed, the Text Actual window appears
again, and close the window by clicking on the Cancel button.

If the size of the inserted text is not appropriate, it can be changed later: Click on the text to select it (3) and in the Property
grid window change the Font size parameter from 200 mm to 10 mm (4).

Property grid

o =
|Text | |

| * UNDEFIMED STYLE * |

Property Value
% General
Layer Text01
Colour | —
Line weights 0 mm ~
Draw Order & - Bottom |
BIM parameters IZ‘
BIM name
% Text content
Text content Mood boa |I|
% Constrains
Font 4 arial -
.............. g, -
|| Fixed plot size "5 mm w
Alignment Left [
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(You can also set text parameters in the Ribbon bar / Drafting / Properties / Text menu before placing them.)
The default text height is 200 mm because it appears at the optimal size of 1:50 or 1:100 on a scale with respect to

drawing content. In case of mood board, however, the composition is made in a ratio of 1:1, so it is necessary to modify
the text height afterwards. Other properties of the text, e.g. colour, font, etc. can be modified as if it is required.

5.2.8. Print to PDF

Create a PDF file from the completed mood board.

Choose the File menu - Print to PDF command and set the following properties in the dialog window:

. File: Here you can specify the folder under the PDF will be saved and give name to the file. (1)
. Available paper sizes:
Size: A3 (2)

Source: Landscape (3)

What to print: Entire drawing (4)
Colour: User defined (5)

Scale: Scale factor 1:1 (6)

Plot offset: Center the plot (7)

If the desired result appears in the preview window (8), click the Print button to create the PDF (9).

Print n
Frinter/plotter
POF Printing
Paper size: 420w 297 mm Total drawing size 394 » 252 mm
Frintable &rea: 412 % 289 mm Printable drawing size 394 » 252 mm
1| Fils Shests
Awailable paper sizes Calaur Ll 1 1 Ll 1 [
Size 2 | 150 43 257,420 mm v|  OAlcobouingrayscale 3
() &l colour in black E
420 297 E
mm mm I (®) User defined I E
3 | Landscape Vl 5 Colaur -» Pen E
[ Optirnal paper size: _
‘wéhat to print [ Pririt all test in black, ;
4 [1isible floor in grayscale _
O Cument view Orientation E
O windaw (®) Default E
“window (D) Rotated drawing 3
() Printable srea Scale: E
4124289 6 ® Scale factor
[12
Plat offset () User defined
e mm 110
v mm [ Scale Line weight with scale factor
7 Eenter T Plat Line weight ON /0FF
FDF_ISO_A4_portrait | Freview | | 9 Frint Cancel
Save your project
. Save the project under the requested project name.
. Choose File menu — “Save project as” command and type the file name to save the project.
. It is recommended that you regularly save the project during the work.
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5.3.

DPEEHESO O
D MNew project
D Open project Ctrl+0

I E Save project Ctrl+5

E Save project as  Ctrl+5hift+5

Creating snapshot

You can create a snapshot of any details or views of the model. This is not the same as the rendered, photorealistic
image.

Activate the 3D window to create snapshot.
Select the saved view or set the model to the position you want to see on the final image from.

[“jef # % == ] 7T A et vew Guidng  ineor | Onming  Dimenson  Dowmentation & Search Q?-

20 G5 d4f VR

e FRastermage  Group 30 | Newprofie  Createpattem Tools

e DPEHESS

EAAY,

Properties Line  Folline

» A

Draw create

Desig center L |

"

(Search in all tems] Q

a

(b L I T~ [ =Y

JowBieu 190,

toor "™ suir Profile Group
ow

NGAD e

[Object Materi Sh 30
s e

Help

) Iu A

[ 8
AR aQ°
@oH
Properties | Design center B =0,
S EFRY2ANEEE el sz T AL 18 [ | |esmn e s 262 11220

Click on the Ribbon bar / Documentation / Snapshot / Copy image command.

Building Interiar Drafting Dimension

Snapshot Quantity take-off Hand-sketch style Mood board Maod
Virt
Copy Image

Selecting this feature appears a dialog called Snapshot, where you can personalize the following settings:

*
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Snapshot n

Imaae resolution (pixel)

() same as window size

® Custom size 1

Saved format 2 .prg o

3 oo 4

< Image Resolution: You can specify the snapshot size (1).

< Saved format: You can specify the format of the image file is being created (2).

<+ Save: You can also save the result of Snapshot to an image file (3). In the Save as... dialog box, enter the location and
name of the image file.

< OK: When you press this button, a snapshot is created, which is located on the floor plan window (4).

s Cancel: Close the dialog without placing a snapshot on the floor plan window (5).

Save a snapshot of 2048 resolution .jpg format from the configured view. If you don’t want the snapshot to be placed on
the drawing sheet, click on Cancel button to quit.

5.4. Creating architectural floor plan

The architectural floor plan is an indispensable part of the documentation. This floor plan does not include for example,
furniture, shades, electrical markings, etc. In the actual project, a furnished floor plan can be easily transformed into an
architectural floor plan by using the layers.

5.4.1. Layer properties management

The layers are served to group the used items in the project, see in 2.4.5. Chapter. Because of the different groups of
items are placed on a separate layer, it is possible to modify them simply and collectively. Without deleting items (such as
furniture), you can create an architectural floor plan by turning off the layers of those objects or groups which are now
unnecessary.

Switch off layers

Turn off all layers that contains elements that we don’t want to appear on the architectural floor plan (e.g. layers of objects
where the furniture is).

= /
72 R
[|: l:l . Layer Manager
@ Move Objects to Mew Layer
Q Layer Walk
@ Change to Current Layer
g Activate the layer of selection
2 . ~ - 1 v - +
#2 Floor: Ground ‘ ' ‘ ‘ ‘ /g I Object01 ‘ . D A +, T@. T
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Layer Properties Management

v/.\ & @ The name of current layer: Objectd1

€

Mame On  Llock Pr.. Eem.. C.. Linetype Line-w...  Description
|o 61_Ohject1 ('F) B & w51 M smpelne 0mm |
<% _Layero ¥ o % 40 Simple Line  Omm
@* Beam v F & 2 Ml sipleline  0mm
@ CarryOver0l g =y % 4 - Simple Line  Omm
@ Dimension01 4 =] % 57 - Simple Line  Omm
@ Objectdl v & s B sirpleline  Omm
< Object0s v & & = Bl srpleline 0Omm
@ 5lab01 v o & 1 Bl srpleline  Omm
& wallo1 v & & 1m Ml srpleline  Omm

Show used layers :. P—

E-Al Iaéars

Copy to dipboard | [_|Protocal for Layer Naming

The floor plan window should be activated.
Open the Layer manager and set only the Used layers.
Select the line of the layer to be switched off.
Click on the light bulb icon to change it from yellow to grey. At the same time, the lock on the light bulb closes, so it is
not visible and can’t be modified on the floor plan.
When you finished removing the visibility of the layers, press OK.

Please note:

Cancel

The active layer can’t be switch off or locked. If you want to change the status of the currently activated layer, first you

must activate another layer, so now you can do this.

Your screen should look like this:

7 A—77]

N

Another way to switch off layers is to right-click on the item on the floor plan and select Layer / Layer manager from the
list. At this time, the entire content becomes invisible of that layer where the selected item is located.

% ARCH|INE.%



184 Workshop 5: Documentation

Object (ID20366) - { 1/4 )

\
x
m Object (366) [1/1] ===

Properties...

Select 4

Copy properties

Create Similar

QR N«

Delete

Attach photo L4

»

Locate itern in Design Center

Edit 4

Lighting 4

Edit ohject L4

Save, save as

Rescale 4

Show in 3D

obJect

L " o activate

i off

lock

select all elements

r
[T (N S

Layer Manager

Sl /
7-4 o ] o
[ = 7
L A %

Please note:
If you can't find Switch Off, Activate, or Lock commands, the currently selected item is on the active layer. In this case, you

must first activate another layer after that you can make changes.

On which layer has the element?

When you select an element on the floor plan, its properties appear in Property grid. The first feature which appears is that
layer where the selected item is placed.
You can easily move the selected item to another layer by selecting it from the list.
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Property grid nox Reception_room -Default - Ground (0 mm) *
Object = =) 2y
* UNDEFINED STYLE *
Property Value
2 General
Layer 61 Objec |~ ||
Colour [ Layer | 1 'l’/
Line type Layer w
Line weights Layer ~
Draw Order 8 -Bottom |+
Move objects to ... Ground
Copy objects to ... i Ground
BIM parameters
BIM name
% On which floors visible? (Excep
[] Al fioors
A Constrains

Object selection -= 3-as

Edit material Object (ID2D:366)  ~or ‘ 1/5 ’
[ keep original araphical attributes
Base offset from... :0mm H

Absolute elevation (0 mm
Tilting to left o= w
Tilting ahead o= w
[ tnsert into wall

Make only hole in the wall
[] Make only haole in the slab

5.4.2. Dimension

Then add wall and door dimensions on the whole plan.

. Select the Ribbon bar / Dimension / Building / All walls command

A W == —~| =1 A' = Edit View Building Interior Drafting
. .‘(--"' T e
Q Elevation on floor plan ( D‘ 1 (W] o

Euilding *— Elevation on section Arc Angle Cabinet Switches/sockets Lamps on wall

Interior

{[ET] Anwas

Reception_raom -Default - Ground (0 mm) *

. Select the Dimension options.
Add the desired dimensions to the list as shown on the picture.
. Then click on the OK to confirm.
Wall dimension n

Dirmenzion possibilities:

‘w'all endpoints and connections

Do/ windows frame and wall endpointz
[roar 4 window axes and wall endpaints
w'all endpointz

Sills

Add < Delete
Caommands to execute; \

w'all endpointz and connectionz
Droor / window frame and wall endpointz
' all endpointz

[T tAuitti-layer wall structure [ Refer ta middle of walls
Openings dimengsionz [ teasure of active [displaved) layer
Attention, Opening width may be the

arozz, net or gross reduced by the frame
value

Caresl
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After closing the window, you can define the area by drawing a rectangle from the right bottom corner and then the colour
of the selected area changes to cyan.

0B4E2 mm

91453 mem 74

N

Press ENTER then the contour of the room is selected automatically.
Move the mouse to the desired position of the first dimensioning item in the chain and click.

10331.8 mm

.

N

||
N
NN

N\ )
TIIEEEENY -

Wwzzzzzz772777}
7 ;
T———177777.
"

#._Length 10343 mm
£ Inclination 135
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4180

1
1 i
7

4180

T

§ I
4
7
- % % = 1000
LI . = | o0 !
= [ =
§ 8¢ = 1000
= 1700 R
- - H =
L V.7 = 1000 .
- ph?ﬁ'ﬂ | |7'}G 1
KR s 3 7 3}
I T i =
L 7 % — 7, 117

1200

| 920 L
,-nll.. 2700 ) 2080 L 1200 | eso |
L0 |, Tie0 980 |,

The dimensions will follow the changes of the drawing. You can add new ones to the current or delete existing ones.
You can also move dimensions in groups later in case the location is incorrect. This method is as it follows:

Select the dimension lines to move (1).
In the Move Marker shortcut menu, select Move command (2).

ph7T0 e ’
i fl [ 2 -
7 | 7 i 1 . no ,

a ; N 2700 I 2080 1200 880 )
88552 mm H Moave
'l L ¥
= “a :
T— o0 L ‘1 Movea copy
Lo | ey m j w0 L | 14788 mm | ‘
&. < Move from ...
Lm0 |, | L] B
0

Move the dimension lines to the desired position, ensuring that the values don't slip away from the dimensioned elements
and then click on the ideal position (3).
The dimension lines involved in the move will be placed to the selected location (4).

EQ = S
[

Iiﬂﬁ
&

0 L

oo 7m0 ] L tme | e )
e IE_1%

3 l 4
s L
L i} MNearest point || i &
1L ez Len.gth- 21128 mm [ L 500 L
A Inclination 270 o | o L 2880 L e &0

XP
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5.4.3. 2D symbols

Creating architectural floor plans other symbols are needed on the floor plan, such as the marking the entrance, the North
direction or the Elevation. Most markings can be found under the Design Center / Building / Group category. To position
them on the floor plan is the following:

North direction

. From the markings in the Signs / North - English category, select one that suits you and simply drag and holding the
mouse button down move onto the floor plan.

\i' Groups  SIGNS  North - English
<<Back | 14 Elements o

North 10

North 12 North 12 North 14

North 5

North 7

Nerth &

£

Ul

[\ Length 149525 mm
| & Inclination  54.21°

A7,

215

000

TAA

700
1000

In case you want to change/modify the position of the previously placed markings (North direction), select it and click on it.
Then the rotation (1), and move (2) commands become accessible. Furthermore the properties will be editable in the

Property grid.
Property grid 3 x Reception_room -Default - Ground (0 mm) *
Group EOEEY S
Default .
Property Value ‘
% General Q = . =
Layer Groupdl |~ il
Colour I ' 380 3780 380 1l
Line type Simple Lim | ~ L fl /| /[ /| | |
Line weights 0mm ~ ) 805 s 4160 | |
Draw Order 8 - Bottom |+ /| /| /| q “
Move objects to ...  Ground 4160 —
Copy ohjects to ... ; Ground /I /I
BIM parameters
EIM name
% On which floors visible? (Excep
[ all floors
% Apply group properties to elen .
Force layer O I
Force colour O 1 &)
Force line-type —1
Force line thicdkness F
Force draw order
% Resizing _
width 1232.5mm [~
Height 5000 mm \\'
Maintain aspect ratio ﬁ
Categorize in IFCas:  Default |~
Use explicit geomet.., [ ] x
5 @
7 ] AT b
Entrance
. In the Signs / Arrows category, select an arrow and place it to the entry.
. The modifications above mentioned (size, position) can be performed in the same way as in the previous example.
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- A0, %0 a0
1'!;1' I . T 1
= 1 T 1 T

4180
1 7 1

\
I\
NN
IS

000
700

000
700

000
700

h700 ph700 ph700

" -
700
N
120?’;
1
L
JJ . oo | 000 | 1000
JQL

-
=
—

1700

L 920 Je
| e0 | 270 L 2080 L 1200 | eso |
|, 180 E_18

Elevation

Choose from the Ribbon bar / Dimension menu the Elevation on floor plan command.

o= +f| fj A1 = Edit View Building Interiar Drrafting

|$€ Elevation on floor plan | .f\ﬁ" & C' j‘ %

“— Elevation on section Arc Angle Cabinet  Switches/sockets Lamps on wall

-

Interior

To determine the height point you must define an object (e.g. a wall) (1) and then a point of it with one click (2).
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2700

N g i Choose a point to query its height N

=)}

2700
NN
700

A i/ —

N | i Choose a abject to query its height points \\{
W Elevation on floor plan :\{:—‘S
. In the top right corner of the drawing sheet, choose where the height point is located on P
the bottom or top flap (3).
. A dialog box appears with the starting height (4) which can be changed if it is needed. b top F
Click on OK to continue. — -
. In the next dialog window, you can change the Elevation (5) and OK. jp | bottom 3 )
== ! Close |
Place group n
{ ARCHLine.XP 2017 B
Mame: Elevation 1
Height Replace
Mew value: +6 78
)
5
4 Cancel
0K Cancel
. One single-click and place the created height point on the floor plan (6).
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The dimension and the 3 previously mentioned markings were placed on the floor plan.

5.4.4. Room stamp

You can read more important information about the floor plan by using the room stamp therefore it is indispensable to
indicate them.

There are basically two ways how to define the area of the plot stamp on the floor plan.

Building

Interior Drafting

= w2

Em Stair by run and landing

Ceiling Railing Stair

Stair

Dimension

&7 Stair by treads

Documentation

CH

Room and area |
-

H

Surveyed room
-

4l

Google Map:

Reception_room -Default - Ground (0 mm)*

Room by walls

.I Room by walls

I! Room by polygon

In case the room is surrounded by walls, we recommend to use the Room By Walls command. It has the advantage that
clicking inside of the room creates a room stamp based on the closed contour by walls. There is no need to draw the
contour of room. This means that the room stamp is connected to the walls, changes on the walls are followed by the

calculations.
. Select the Room by walls tool.
. Click on a room that is surrounded by walls (1).
. The room stamp is placed in the room (2).
| |
Z T 2 Z T %
- K /
= W LLL = i
A = g 2 Living-room = [ proe
= I 1ooo GA: 35.34 m? g 3 000
¢wm length  10405mm | = [ 100 #0mm = || hroo
34135° E i [ ¢ = E 000
- phity | J700 G L
= 3 2 s 3 gl 7
A—] e Zi j Zi
. We can change the appearing content on the room stamp within its
properties. I_ - - ]
. Click on the already placed text in order to select it and then choose the s | V | n g%. : r 0 0 m s

pencil icon (3).

In our example, there are 3 basic data. We can modify them as follows:

. Room Name (4): It can be renamed to the name that you want to appear
(e.g. Living - room).
. Gross area (5): indicates the area of the room. (Except for the pre-existing

tick sign, this data does not appear as part of the room stamp.)

GA: 35.34m? -

3

ha Q*xn/
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. Floor finish (6): Choose one from the list of materials or enter other materials (e.g. Parquet).
. When changes are completed, press the OK button (7).

. The changes also appear on the floor plan (8).

Room and Area wizard - Change n
Foom and Area wizard Calculated values
t Moz and rules
- Upper Limit # Room kind €
T Momm: DIM 277
bbreviatiors
- Room surfaces Fioom name Living-room 4
- Properties Fioom number [ 1
- Profile and area properties
. Custom Stamp Roam kind [ ; Administration ~
Room code [ § (HNF 1] Living area w
Apartment Unit [] | Bereik: ~
Undercutting type: a, ~
Room properties
Gross area 3534 m? 5
DINZ77 area [] 35.97 nf
. Wolume [ 91.89 ¢
L I \" I n g = r 0 0 m lllurnination area [ 7.14 m?
Floor: Concrete Perneter L] 276
Height [ 26m
. 34 2
GA' 35' m Area factor: 100 % ~
% Constrains
Hatch (] | IR
Flaar level []
Slab level []
Floor finish Concrete w 6
wall firish [] | Glazed tile ~
Fedraw
Ceiling finizh [] | Dispersal paint w
BIM Parameters hd
Mo style 7 " QK I Cancel
Revation_uom Defuult - Swued (0 mm)* -3
y v
7 /
>
o~
— N
7 7 11
= :é
7 Lving-rgom P 000 g
= =
Floor: Concrete = 700
.| —
GA: 3534 m? = H
o =t €
~ = |l 1700
1 3 u —
- = H
V2 2 TR

Room by polygon

This function is used when more than one functions appear in a room (e.qg., a living-dining room) or we use different floor

materials.
. Select the Room by polygon command.
. Draw the room around by following the inner side of the room where you want to place the room stamp (1).
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% .
1
- K
A Inclination O 2 H 000
= [ froo
S | pooo
+0 mm = || 1700
S hooo
o7t | 700 ARCHLine.XP 2017 B
= 5 / Height of slab/wall
A Lz
o= 2 Newvalue:
| Cocel
("3
~
7
= | pooo
Living Room = | 700
3 Floor: Concrete = I 1000
£0 GA: 1628 m? =
= || hro0
49* = [
= 000
S ! 1700
s ; P 2
=
I; T
A [

120
1700

. Type the wall / ceiling height (2) in the dialog box appears.
. The room stamp is ready (3), which you can modify afterwards as described above.

5.4.5. Textplace

Place text on the architectural floor plan by using the Ribbon bar / Drafting / Text / Place it command. In the pop up
"Text actuals" dialog window, type the text to place (for example, "Living room floor plan M=1:50"), and then click OK.

%= —:} b | A1 = Edit WView Building Interior Drafting

T|+ C. ]| 2= 8o %

Text Paint Ellipse Raster image Group MNew profile Cre

[ T Place it

Cn

The orange contour of the text appears, one of the corners is grabbed by the cursor. With this corner point, you can place
the text on the drawing sheet anywhere you like. Now the text is placed, the Actual Text Window re-appears, and close the
window by clicking on Cancel button. The default text height is 200 mm, so they are ideal for displaying designs at a 1:50
or 1:100 scale compared to drawing content.
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5.4.6. Printto PDF

Create a PDF file from the completed project.
Choose the File menu - Print to PDF command and set the following properties in the dialog window:

. File: Here you can specify the folder under which the PDF is being printed and what name it will be saved. (1)
. Available paper sizes:

Size: A3 (The same paper size as our mood board) (2)

Source: Portrait (3)

What to print: Entire drawing (4)

Colour: User defined (5)

Scale: Scale factor 1:50 (6)

Plot offset: Center the plot (7)

If the desired result appears on the preview window (8), click the Print button to create the PDF (9).

Print n

Printer/plotter

PDF Printing w
[ | 1 1 1 I 1 ]
Paper size: 297 w420 ram T otal drawing size 256 » 254 mm :
Printable Area: 289 % 412 mm Printable drawing size 286 = 254 mm :
1 | File | Shests
B Pororin rocmm Werth
Available paper sizes Calour i
Size 2 | 150 A3 297420 mm w | O &l colowr in grapscale ' 1.-1 - - - -
= 420 (O All colowr in black : =S n T
| |mm | |mm [@ User defired | ERE
3 | Parrait - | 5 Colour > Pen o i ! = F
] Optimal paper size B E LL
what to print [ it all et in black : h %7
4 [ wisible floar in grayscale 4 orr i Lrug ionm i ::
() Current wiew Diferelm !_I 1 _¢_‘_ :' m ?_- :: I
O window (®) Default FllL EF . 51 t
i ‘ UL H " E
Swindow (O Rotated drawing L b ! I};ﬂ |
(O Printable Area: Seale: . °F
1 445020500 ® Scale factar ERH == = = my
6 |15 -] :
Plot offset () User defined = E
< n 1500 . 8
" a5 mm [] Scale Line weight with scale factor 3 : '
] Plat Li ight OMAOFF e al
7 Eenler the plat B T
POF_1S0_Ad_portrait | Preview | 9 Print Cancel

PDF is created in the predefined folder under the specified name.

5.5. Creating coloured floor plan

5.5.1. Preparation

To create a coloured floor plan first you must switch off or on certain layers.

Referring to section 5.4.1. let’s start with the used layers in the Layer manager and double-click on the locked lock icons to
open them (the light bulbs turn yellow).

When all layers are open, turn off (double click on the light bulb for any particular layers) the followings:

- Dimension layers;

- Group of layers;

- Room stamp layer, then OK.
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The result:
< Q @ The name of currert layer: Textd1 Shaw used layers = o
Nams On  Lo.. Pri.. Eleme. Co.  Linetype Line-wei... Description =5 AJI lapers
y . . i Used layers
< B1_0bject v & & 7112 @ SivpleLine  Omm e Unnamed3 [ 7]
@ _Laper( L 40 B ipleline Omm
< Beam ¢ a S 2 I GivpleLine  Omm
< CamyDverl v o= & 4 B GivpleLine  Omm
< Dimension(1 ¢ a & 56 B GivpleLine  Omm
«# Object g & S a7 B GivpleLine Omm
< Object0s v o2 & 92 I GivpleLine  Omm
<% Room ¢ A & k] I GivpleLine  Omm
< Slab0 v & & 1 B GivpleLine  Omm
@ TewtOl o & I SivpleLine  Omm
< wallln v o2 & 174 I GivpleLine  Omm
< >
Copy to clipboard ok Cancel
—
»
>
o Delete the inserted text. Instead of this, you can add later a new name to this new project.

5.5.2. Creating floor snapshot

You can create a coloured floor plan by using the Create floor snapshot command, located in the Ribbon bar /
Documentation menu.

Building Interior Drafting Dimension

Snapshot Quantity take-off Hand-sketch style Mood board Maod

Wirkr

- i Copy Image
rmm]*

Snapshot 30 view

o) | Create or delete floor snapshot
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When you start the command, you can set the value of the cutting elevation in the pop up dialog window, this is the height
where you cut off the model.

ARCHLine XP 2017 B

Cutting elewvation

Tew walue:

Cancsl

After entering the desired height, press OK, the coloured floor plan view will appear on the original floor plan (1).
The snapshot is a raster image that can be easily moved away from the floor plan and placed next to it (2; 3).

‘@ Movea copy

~
+~  Movefrom ...

.8 Movea copy from ...

% Multiply

Move to other floor

Attention!

Choose the proper height from where the openings can be seen on the snapshot too. If you choose lower or higher point
the openings will not appear on the snapshot, only the wall becomes visible.
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5.6.

The finished coloured floor plan, can be printed to PDF as it is described in Chapter 5.4.6.

Creating wall elevation views

Prepare textured wall elevation views in order to dimension them.

Make the floor plan window active.
Select the Ribbon bar / Documentation / Wall elevation / Image command (1) (2).

= —:J| =1 A1 =  Edit View Building Interior Drafting Dimension1
L) s @ m =

Wall elevation Drawing comparison Snapshot CQuantity take-off Hand-sketch style Mood board Mod

| G Image 2

Click inside of the wall (to make the wall elevation view) (3).
Move the orange arrow to the desired distance (you can determine the distance by using the length of the arrow from
where the wall view will be created) (4). This area will get a blue frame.

Documentation Wirt
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P
f S—} il _ 74
15986 mm 270°

e

Before creating a wall elevation view it is also possible to select a part of the highlighted wall to be used for the snapshot:

. Click on that side of the blue frame you want to shift (1) and select Offset command (2) from the pop up menu.
. Move the selected pages one by one to the desired position 3),
then press Enter.

©| G

NN\
M&

] Offsetall

Insert node ]

Insert Smooth Node

Delete edge

Tum into curved edge

Turm into spline

S&r AL I

Lengthen a part ——
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. The Snapshot dialog window appears. Click the OK.

Snapshot

Image resolution (pixel)

(®) Custom size 2048 ~
Saved format ong >
Drawing Reception_room -Default - Ground (0 mm) -~

When the Snapshot window is closed, the wall elevation view is placed on the floor plan.
By clicking on the edge of the image you can move it to the desired location.

Repeat these steps on selected walls.

5.6.1. Length
In this example, only the architectural elements will be scaled on the wall elevation view.
. Select the Ribbon bar / Dimension / Length / Continuous dimensions command.

50 D’L — |:| d Ca —:} G | A1 = Edit View Building Interior Drafting

== Serial in horizontal .
v\/} |: :| g Elevation on floor plan

[E Serial in vertical

Length

[@bch Labels Building *— Elevation on section

1 J Aligned £

\

A —
\ D 1 Lm _—
i
Arc Angle Cabinet Switches/sockets Lamps on wall

Interior

=1 Length

Continucus dimensions

Reception_room -Default - Ground (0 mm)*

. In the pop up dialog window, you can adjust the dimensioning properties, for example: the orientation.

Dimension line

>

(O Wertical

() Slanted

() Single

() Elevation T 4
(®) Serial

() Curnulative

i
]

() Progressive
() Half-diameter
() Parallel 400 mm

[ Qlunte the virtual intersection points between first and second point

Automatic text alignment
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. Set the dimension line horizontally, and the dimension is serial and then OK.

. Click on the first point on the wall elevation view to start the dimensioning (1).

. Click on the second point to get its distance from the first point (2).

. The horizontal projection of the distance appears with a dotted line which can be placed at any distance from the wall
elevation view (3, 4).

. Due to the “serial“ setting the dimensioning is continuous.

. This means that the second point of the previous distance (2) and the first point of the following distance we are
overlapping each other, therefore we have to give second point only (5).

. The horizontal distance between the previous two points appears on a new dimension line alongside with the previous
ones (6).

. Give the second point of the next measured distance (7).

. It also appears on the dimension line (8).

. When finished the dimension, press ENTER.

. (In this case, the values of the given dimension line will be created, further scaling is possible without re-selecting the

command.)

7 Length 2716 mm
A Incli ) 55.01°

i

5

g7 tengh 2816 mm
A Inclination  62.13%}

A

| 1558 , 6f202 |

| 4[558 1,
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5.6.2. Elevation on section

The Elevation is located in the Ribbon bar / Dimension / Elevation on section command.
The dimensioning process is the following:

Open the command from the path above mentioned then mark the starting height on the wall elevation view by clicking on
the connection between the slab and wall (1).

To get the value 0, click again at the same point or at the same height (2) then determine the position of the dimensioning
next to the wall elevation view. Click on the preferred position (3), so the first height value of 0.00 will appear next to the
wall elevation view at the desired location (4).

Additional points should be determined with just one click and the height value for that distance will be displayed
immediately next to the wall elevation view.

As a next step, click on the picture (5) and the corresponding value (6) will be displayed.

The last point there, where the wall and ceiling are the joining together (7, 8).

8 |

[

: = s =u B 62233
o v v
A‘jf:ﬁitahti' 3f;'mm

- —

=

el |

.

[MNearest point
2 Length 2849 mm
£ Inclination  270°

+2700

7
- ‘®
~ +2233
N
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5.7. Creating plot layout

In order to record differently scaled plans to the corresponding project it is beneficial to create plot layouts.
It is also recommended to use them as they provide neat, precise look.

5.7.1. Prepare plot layout

The Prepare plot layout command is available under the Ribbon bar / Documentation / Plot layout menu item.

r o i q
H B 0 ‘x) Lo L\ (’ // R == —','I =1 A = Edit View Building Interior Drafting Dimension
] Copy part to plot layout i | Iy ok i
& AL s & t
(] m Paste to plot layout = H |- B -

'
Plot layout Section Wall elevation Drawing comparison Snapshot Quantity take-off Hand-sketch style Mood board Mod:

! Refresh all layouts

Prepare plot layout

Documentation Wirty

Floor plan - Default - Ground

First you need to set the paper size and orientation in the pop up dialog window, then press OK to open the empty page.

Page setup manager n

Paper setting

Forms|| ISO A3 297x420 mm hd |
Copies
Wit X
Orientation
() Portrait
(®) Landscape
Mon-printable Margin
de: |0 dy: |0
[JFlot stamp placement
-
=t qn
English1_h English1_ve
orizontal rtical
| Ok 1 Cancel

5.7.2. Copy to plot layout

Next, from the records of the existing floor plan with a given scale factor, we will paste its details to the empty page.

Please follow these steps:

. Activate the window from you want to copy the content (in this example, this is the floor plan window).

. Choose Ribbon bar / Documentation / Copy part to plot layout (1).
) X [ |:I o S K== 1A' et view  Building Interior  Drafting Dimension
' i Copy part to plotlayoutl 1 '! g A = —
E Paste to plot layout ~ A : [} \.B L!

Y Refresh all layouts Section Wall elevation Drawing comparison Snapshot Quantity take-off Hand-sketch style Mood board

Plot layout Documentation
. Select the part you want to copy (e.g. using a horizontal rectangle) (2) (3, 4).
. Give a starting point which you want to grab for placing the selected portion (5).
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Activate the plot layout (print layout).

To0
111

Too
[11]

Too

12069 mm

4

7 Length

A Inclination 320.58"

7 Length 2445.5 w Profile definitions \i
A Inclination 1357
[] Rectangle HV
[ Rectangle
d 3
LK
@A Select item
.
i [M] Editable profile
A4y B Select from list
(=9 Parallel shifted
= T u !
1 T 1 !
. | E
1.
204247 mm

Select Paste to plot layout command from the Ribbon bar / Documentation menu and specify the scale to which you

want to place the drawing on the page (6).
Place the drawing (7, 8).

2 Length
4 Inclination 206"

59762 mm
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—~

As described above, you can copy the dimensioned wall elevation view on the page by 1:50 scale factor. This way it is
possible to place drawings in different dimensions on a plot layout.

5.7.3. Modifications afterwards @ Layer Manager
Sometimes some parts of the plan require modifications. ‘ Mowve Objects to Mew Layer 1
If you want to switch on or off layers, you should follow these steps: q Layer Walk

. Activate the Plot layout window, select the floor plan on the plot layout and . Change to Current Layer
click on the pencil icon in the Local menu. ) )

. Click on the Layer manager (1) from the pop up window. @ Activate the layer of selection

. Switch off Object layers.

e [/ [-[-TO

If you want to modify the inserted area on the page (for example, if you want to delete the wall dimension on the floor plan
of the plot layout), there is an option:

. Activate the Plot layout window.
. Select the drawing you want to modify on the plot layout.
. The corresponding blue contour line appears of the inserted detail. Click on one side of it and from the appearing the Local

menu select Offset command.
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Pages by pages modify the details of the requested parts by using the same process like above. Make sure that the
dimensions are outside of the blue contour lines.

0 mm

Offset
Offset all

Insert node

b > B[0]

Turn inte curved edge

Then press ENTER to validate the changes. You will get the following result:

1§

000
100

000
[ jro0
[ oo
1]

i

2 iad

Sh700 pATOD pATOO

-
—

100
Lo

120
170

Modify the wall elevation view and the snapshot

It is also possible to present changes on the 3D model, on the wall elevation view on the page, or on the 3D snapshot.
The process of the modification is similar to the previously described:

Activate the 3D window.

Make the desired modification on the model (e.g. change the wall material).

Activate the floor plan window.

Select the Snapshot / Refresh command from the Local menu.

The content of the wall elevation view changes accordingly.

Activate the Plot Layout.

In the Local menu of the wall elevation view, select Refresh this command.

This drawing will be also updated based on the wall elevation view in the floor plan window.

5.7.4. Creating, save, modify and use the plot stamp

Documentation can be formally unified with the use of the plot stamp, which provides a suitable framework for the
presented plans. It is possible to create a plot stamp that can be saved later on the plot layout. It is desirable to draw a plot
stamp in different sizes (A3, A4), as well as in portrait and landscape positions, which you can use afterwards.
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Creating plot stamp
The plot stamp is created by drawing tools as following:

. Create a new plot layout following as it described in Chapter 5.7.1.
. Make the plot stamp frame.

The simplest way is to draw a border line along the print range (blue dotted line) (2,3) by using the Ribbon bar / Drafting /

Polyline / General rectangle command (1).
After placement, select Offset All command in the Local menu (5) and move by 2 mm (4) towards the center of the plot

layout (6).

IHBHE&EOOYXTOD L 72 %=~ wi =1 A'+ Edit  View  Building Interior I Drafting |
[ Rectangle 6\ . o %

. O T + C B = @

Paolyline Cllcle Arc Hatch Pulnt Elllpse Rasteri |mage Group 3D Mew profile Cr

- LrJSpllne - iy :
Drraw Cr

Polyline
Multiline

SN

General rectangle 1

AN IR 4027 () -2812mm N i Corner of the rectangle oppasite to the first
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AN IR w272 peazmm

N

Corner of the rectangle

Insert nede
Insert Smoeth Node
Tum inte curved edge
Delete edge

Delete part

Offset a Copy

A #"L 0 -2604 {y) 2823 mm

N

Click to select, press Shift to add/deselect
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A _¢!+ L (4)-366 (y-13.2mm N New place of profile part

The offset is needed in case the contour of the plot stamp and the border line of the printing area are overlapping each
other, therefore it won't be visible in printing.

. Using additional rectangles in the plot layout you can create the final layout of the stamp as it is shown below:
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e

Insert a label (e.g., customer, designer, name of plan, scale, date, logo, etc.) by using the Ribbon bar / Drafting / Text /
Place it command in the plot stamp.
Depending on the most recently used settings, change the text size to 5-10 mm to fit in the columns.

Interior designer:

Date:

Logo:

e

If you want to place a logo / image in the plot stamp, you can do the same way like in the mood board, follow the steps as
it is described in Chapter 5.2.3.
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Save the plot stamp

When you have finished setting up permanent content, it is recommended to save the plot stamp. It will be available later
and make easier the documentation.

. Select all elements of the plot stamp, but make sure that the plot layout is not in the included. The simplest way of this, to
select the entire page and its contents with a rectangle. Then press SHIFT down and click on the side of the page, now its
colour will change to black, while the contents of the stamp remain blue.

(€

Interior designer:
Date:

Logo:
. Select Ribbon bar / Drafting / Group / Create group in library command.
. Specify the reference points of the plot stamp, which you will be used for placing it later. As a

reference point it is useful to select the corners of the printing area. This way when you place it
later, the plot stamp will always be within the print range.

. Press ENTER and the "Create new item on the library" window appears. d
. Type the name of the library element (e.g. A3_landscape).
. Define the category and subcategory of the item (e.g. PRINTING / English), and then click OK.

Create new item in the library n

Mame of the new item in the library:

A3_landscape| w |

Category:

PRIMTIMG e
Sub category:
| English > |

Producer:

| Generic v|

Cancel

Interior Preliminary Course



Workshop 5: Documentation 211

Use the plot stamp

You can always use the saved plot stamp as a group and place it on the plot layout at any time:

Open another empty plot layout.
The plot stamp is located in the Design Center / Building / Group category, where it had been saved before (Printing
/English). Find it in the library.

Design center nox

[Searchiin all tems] @
[% ) Groups  rinting  English

<<Back )

|A3_landscape

Previous  Ne

Jurp to category

Details...

Parameters

Value

Width
Height

Producer:

403 mm
279.1 mm
Generic

Drag and drop the group over the
drawing or use the related commands in
the menu with gear icon

your mouse button to change directly the data in the plot stamp.

Simply use “drag and drop” method and place it on the empty plot layout in the bottom left corner.
To fill the plot stamp, right-click on the edge of the plot stamp, then select ,Edit text in group” command or left click with

Convert text to variable: Ribbon bar / Drafting / Polyline / General rectangle.
If our rectangle is created Ribbon bar / Drafting / Text / Place it.
Adjust the height of the text to the correct size, then right click and ,,Convert text to variable” option.

Project

Text

B "N

Text (24) [1/1] ===

Properties...

Select

Copy properties
Create Similar
Delete

Attach photo

Find material

Locate itern in Design Center

Modify text

Convert text to variable

Draw Order
Layer

You can copy details to the plot layout by using the method described in Chapter 5.7.2.
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Modify the plot stamp
If it is necessary the saved plot stamp can be also modified after placing it:

. Select the plot stamp and choose Edit group from the Local menu, the contents of the plot layout turn grey.

Group (533) [1/1] ==>
Properties...
Select

%

Delete

d Copy properties

Edit text in group

Explode
|I"IterIOT designer: Copy geometry to groups with same name
Date; Q Locate item in Design Center
Refresh all layouts
LOQO: Refresh this
Edit group
Scale Group
Layer 4
. Then you can modify the elements of group (text, lines).
. After making the changes, make sure to close the group by using the Close group command in the Local menu.

Group (23) [1/1] >==
Properties...

Select

X

Delete

d Copy properties

Edit text in group

Explode

Copy geometry to groups with same name
Q Locate item in Design Center

Refresh all layouts

Refresh this

Edit group

Scale Group

#  Closegroup

Close one level up

Layer 3
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Other modification options

. If you like to place another plot layout next to the existing one, activate the Print Layout. After that create a new plot layout
(Ribbon bar / Documentation / Plot layout / Prepare plot layout command). This way two or more plot layouts will be on
one page.

. If we continue the work on the floor plan, and make adjustments on it, after we saved this project a new message appears

on the plot layout by clicking on the floor plan. This reminds us that our drawing is out of date and needs to be updated.
Message

0 This drawing is out of the date. Would you like to update it?

. The next modification option is the cutting plan function. Clicking on the plan, a blue frame appears which can be used to
change the plan. You can now edit by using the Offset command. With this option these will not be permanently cut off
from the plan, it will be only hidden, which can be restored at any time.

i

|

g

N

- TN
N

(€2
i
@‘w
(€2
[
.. 1] I.:U
== |
o @
B

5.7.5. Printto PDF

Printing the plot layout into PDF format happens the same way as it was shown in case of the mood board. These are the
followings:
Choose the File menu - Print to PDF command and set the following properties in the dialog window:

. File: Here you can specify the folder under the PDF will be saved and the give name of the file. (1)
Available paper sizes:
Size: A3 (The same paper size as the plot layout) (2)
Source: Landscape (3)
. What to print: You can choose to print your entire plot layout, or just one of the pages. In this case, you can change the
~Window” option. (4)
Colour: User defined (5)
Scale: Scale factor 1:1 (6)
Plot offset: Center the plot (7)

. If the desired result appears on the preview window (8), click the Print button to create the PDF (9).
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Printer fplotter
PDF Printing
Paper size: 420 x 297 mm Total drawing size 403 x 279 mm
Printable Area: 412 x 239 mm Printable drawing size 403 x 279 mm

1 File | Sheets
Available paper sizes Colour
Size 2 |150 A3 297%420 mm v| (O ll colour in grayscale

() all colour in bladk
420 m 297 m
| }TI | Fﬂ | (® User defined |
3 | Landscape Vl 5 Colour -> Pen

[Joptimal paper size
What to print

4 [obwes]

Cl Current view
(O Window
i Window
() Printable Area:
412x 239
Plot offset
hH 5 mm

ii

mm

|
7 enter the plot

PDF_ISO_A4_portrait

[JPrint all text in black
[visible floor in arayscale

Crigntation
b, (@) Default
O Rotated drawing

Scale:

oo b b b b baaa Lo b L p |

6 (®) Scale factor

|1:1

() User defined

1:| 1.0
[ 5cale Line weight with scale factor
Plot Line weight ON/OFF

| Preview

9

Print

PDF is created in the predefined folder under the specified name.
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6. Workshop: Lights

During this lesson you can learn about the following topics:

« Placing lamps from the library

< Placing and modifying recessed spot lamps

< Creating a new lamp, adding light sources, saving it to the library
«+ Modifying the directions of sport lamps

« LED strips

« Luminous text

. Please open the following playlist in your browser:
https://www.archlinexp.com/education/webinars/interior-design-4-lights-and-rendering

Start
. Start ARCHLine.XP.
. Click on the Open project button.
. Open the following project: Documents\ARCHIineXP DRAW\2018\Workshop - Preliminary\Lights\eDesign_Shop_1_start
file.
Create a new project or open an existing one a

Q:QARCH||NE.% f ¥ &in

NEW FROJECT Search
OPEN PROJECT First steps video
EXIT Demo projects

HIGHLIGHTED PROJECTS

RECENT PROJECTS

Reception_room_start.pro Reception_room_3.pro Reception_room_2.pro Reception_room_1.pro WS_kitchen_final_eng.pro
e
n
E 4
R S - . “
WS_kitchen_stepd_eng.pro WS_kitchen_step3_eng.pro WS_kitchen_step2_eng pro WS_kitchen_start_eng pro Foundation_pro

Use ARCHLine.XP for renovation projects - read our case study to gather some nice ideas

Professional - 34 Bit Release 1 v120504 Build 441
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(rie] O P b &

MNew project

Saving the project

. Before starting, we recommend to save the project with a different name, not to
overwrite the original project. Select the File / Save project as command, then give

the name of the new project and the place where you want to save it. Open project Szl

Save project Ctrl+5

Save project as  Ctrl+5Shift+5

Eﬁ_jEI'D

Before starting, it is essential to discuss the following definitions: il ’
Import ... L4
Light source: A special point, line or area from where light beams start and spread in ’
the space.
Lamp: This is an object with one or more light sources.
6.1. Placing lamps from the library
Let’s place two wall lamps in the project from the ARCHLine.XP Design Center.
6.1.1. Placing lamp on the layout
. Activate the 2D window. In the 3D window select a perspective view, from which the place of the lamps on the right wall is
visible.
 electronic store - Defauft - Ground floor @ m)* -DX Nézet 2 [Image]*
— [
. o
[ P
= 1]
)
»
T
. Before placing the lamps, start an Integrated rendering — real-time draft, so you can follow the change of lights in the

project during work.

& ARCH|INE.%
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Standalone rendering

Standalone rendering - real-time draft

DIEE S

L
A Integrated rendering
D Integrated rendering - real-time draft
Nkl
. Zoom in to the upper corner of the right wall.
. Select from the Design Center / Catalog / Objects / Lighting / Wall lamps library the object named “Wall lamp 3”.
. Before placing the lamp, modify its base offset from the floor to 1600 mm, then hit Enter.
Design center B ox
[Search in all items] o || Brands ‘
[t Objects  Lighting  Well Lamps
<<Back #
Wall lamp 3 a
Previous Next Jump to category
¢
Details...
Parameters Value
Height: 250 mm
Width: 130 mm
Depth 95 mm
[Easa offset from the floor 1600 m ]
Model complexity Mini

. With the ,Drag and drop” method drag the lamp into the project and place it to 1660 mm from the upper corner. Just type
in the value and hit Enter.

electronic_store - Default - Ground fleor (0 mm) * -Ox
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electronic_store - Default - Ground floor @ mm)* ~ _OX

mbol hotspots
[o po

.

Hit ESC to close the command.

o

With this method you can place any lamp from the Design Center to the layout.

6.1.2. Placing alamp in 3D

6.2.

Activate the 3D window.
Click on the wall lamp on the left side and with the previous method drag it into the project and place it.
After placing it, select it and rewrite its Base Elevation to 1600 mm on the Properties panel on the left side.

Properties 3 x Nézet2[Imagel *
Object

Render - Real-time - 2 Nézet 2

Property Value ®

% General

Layer 06_Athozats |~
Colour —
Line type SimpleLine |~
Line weights 9mm >
Draw Ordler 8-Botto... v
Move objects to other floor | Ground fioor
Copy abjects to other floor | Ground fioor
BIM parameters Edt
BIM rame Fai limpa
|_sase Elevaton (e |
% on which floors visible? (Except for i
[ Al fioors Edit
4 Geometry
Obect selection > Wall
Edit material

Model complexity i
[ Keep orignal graphical attibutes
Absolute elevation 1600 mm
Mounting height from floor 1600 mm
Height 250 mm
width 150mm
Depth 939mm
Tiling to left (3 v
Tiling ahead 0 v
[ Make anly hole in the slab
4 other .
[ 2D not visible:
[ 30 ot visible:
[] 20 representation by 30 top view
4 _Light source settings
Dimmable ]
Wattage oW
Luminous Flux s50im

Lamp Type Incandescent

L+ il

L Paint v

Properties | Design center | Rendering p..

This is how you can modify posteriorly an already placed lamp.

Recessed spot lamps

Let’s place spot lamps to the ceiling. First we have to create the ceiling of the store.
Activate the 2D window.

Click on the Ribbon Bar / Building / Ceiling / Plain auto ceiling command. When clicking into the room the ceiling is
automatically created.

&% ARCH|INE
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Building Interior Drafting

m o
a— -~ Stair by run
Ceng Rallmg Stalr {___\ e

i E Plain auto ceiling
[

]—:[ Plain ceiling by polygon

Modify the base offset of the ceiling. Select the ceiling and rewrite its Base Elevation to 2680 mm on the Properties panel
on the left side.
Open the properties of the ceiling by selecting it and clicking on the pencil icon on the appearing Local menu.

We will place 4 rows of spot lamps into the ceiling, with 6 spots in each row. First we set the global properties of the lamp
groups.

Select the tab with the cogwheel icon (1). From the Lighting tab (2) select the lamp named “Series of spot lamps 600 mm”

A).

By clicking on the pencil icon you can further modify the selected element (4).

1
- B e Ha& & P =1L

Default units of the ceiling. You dh Offset left/right (red)
can also add custom units, lamps - = 4 »
. 2 et o B 3
Offset front/back (green)
Series of “ >
spot lamps Offset downjup (blue)
4 ||om ~ || B
Rotate X Rotate Y Rotate 7
|ElD v| |E|D v| |E|D v| [mieror
Default unit for each component that will apply in the entire ceiling Automatic refresh on page l's} oK Cancel

On the Distribution Mode tab left the Lamps enabled on path option on, and below that activate the Each path one by
one option.

Switch off the Lamps enabled on nodes option.

Left the Lamps enabled on endpoints option on and rewrite the Number of elements to 4. Left the other options on the
default settings.
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b= EH olled [AllR

Eal
1 []Lamps enabled on path INumber ofitems | 4 | & | First =
(OFull path Distance | 240 mm | Last ey
(®) Each path one by one Way of distribution |By number of elements  ~
[JLamps enabled on nodes
Lamps enabled on endpoints
Enable light
Distribution Mode Automatic refresh on page o oK Cancel

Save the lamp group on the Save tab as “Spot lamps 6” then return to the ceiling by clicking on the OK button.

MName of the new item in the library:
Spot lamps & v| I

Category:

LIGHTING b
Sub category:

| Spotlights - |

Producer:

| generic i |

PeEEE o prameres concs ge® A&

Save the currentitem into the library, or select a new one to edit

| Er—
L ]
Series of Standard
spot lamps | kitchen ligh
Description ~ | Restore default from:
Save [+] automatic refresh on page 0 Cancel

Let’s sink the spot lamps 40 mm into the ceiling. Rewrite the value of Offset down / up to 40 mm.

Let’s go to the Lighting tab (1).

The path of the lamp group will be a straight line. Select the profile named “Vertical base profile” (2).

The first and the last lamp should be 500 mm from the edge of the ceiling, and the path should also be 500 mm from the
left edge of the ceiling. Rewrite the values (3), then with the green tick place the first lamp group (4).

% ARCH|INE.%
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E & Width [[]same offsets

. 0mm hd 3 500mm v

2 u 1000 mm 500 mm El 500 mm

Automatic  Herizontal Vertical E

LJ 5[_;_] profile  base profilel| base profile p
H Resize profile
Rescale ~ D 4

Lighting Automatic refresh on page ['s] oK Cancel

On the Cut tab activate the Make holes in false ceiling option.
Modify the parameters of the cut. Select the Circle profile, rewrite the Width and Height values to 100 mm.

geE (A&

Make holes in false s Width
ceiling
o B
088 W Height
L2l o &
|_|:'| Zl_ll Circle 0 Resize profie
E Rescale s
Lighting Automatic refresh on page ['s] oK Cancel

Let’s go back to the Moulding path tab.

Click on the green plus to add the second row 2000 mm from the left edge of the ceiling using the previously set values.
After that place the third and the fourth row to the right side, mirroring the first and second rows.

With the OK button close the dialog.
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= @ Q= fid @ B g5 &I

= @ En Width [ same offsets
) — | ——E
b [E3 Automatic  Horizontal | Vertical &Y [100mm o T” (00 <]
@ C'Ij profile  base profile | base profile 0 .
[a]
E Resize profile
Rescale ~
Lighting Automatic refresh on page ['s] oK Cancel
6.2.1. Placing spots to a given profile
The next step is to place 10 spot lamps to a previously drawn arc in the middle of the ceiling.
. Activate the 2D window.
. Select the previously drawn profile by clicking on the Layer walk icon and while holding the CTRL key, activate the Spline
layer.
. Layer Manager ayerwa
@ Move Objects to New Layer
Q Layer Walk
@ Change to Current Layer
@ Activate the layer of selection
e [A vk

[ pisplay empty layers
CK Cancel .,

. With the OK button close the Layer walk and the arc appears.

& ARCH|INE.%
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(s |

o
O
o
junsy

jausy

. Open the properties of the ceiling again.
. Go to the Lighting tab and add a new profile by clicking on the green plus icon. This will not be a simple straight line so

click on the Define profile button. Profile Editor mode

. Chose the Select an item option from the Ribbon Bar. ) -
| | | » | £ | 1= =
° C“Ck on one pOInt Of the pI'EVIOUS|y drawn arc. undary| Select an item | Select from list Last defined outline

Do not use the “Spot lamps 6” lamp group here.

. Go to the Lighting / Pattern tab and untick the default settings.
. Select the “Spot lamps 6” lamp group and click on the pencil icon.

- B Q= |

[ Apply the default + Horizontal offset
Fide object o Lom
SUI o litem si =anas® T | Vertical offset
se ariginal item size ertical offse
Enable light : om
T level Spot lamps
LI.,J Elj imming level 5

Lighting

100 % ~
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On the Pattern tab set the Number of elements to 8 and tick the Full path option.
Left the other settings unchanged. Close the dialog with the OK button. Click on Yes in the appearing dialog.
Sink the spot lamps 40 mm into the ceiling here as well. Rewrite the value of the Offset down / up to 40 mm.
Click on the green tick to create the lamps and close the dialog with the OK button.

You will see the changes in the render window.

6.3. Creating a new lamp

When (for example) we download an object from 3D Warehouse, it has no light source automatically attached, so it will not
have light and will not be a lamp on our renders. To have this effect, we need to add light sources to this object, then save
it to the library including the light sources.

The saved object now can be used as a lamp and its light can be switched on and off in the project. (However it is
IMPORTANT to know that object whose name includes words which are related to lamps (e.g.: lamp, chandelier, light
etc...) are downloaded in such a way that a light source is automatically added to them. However this almost always
needed to be modified afterwards since the program always places the light source to the lower middle point of the object).

(The lamps downloaded from the 3D Warehouse, to which the program automatically ordered a light source are not in the
3D Warehouse / Other folder but in the Lighting / 3D Warehouse folder).

Let’s see the process of creating a new lamp.

Click on the Design Center / Catalog / 3D Warehouse icon and download the object named the following: ,Concrete
ceiling lamp”.

Concrete ceiling lamp @

Fron
' Add to Collection

M & I

Downloads 42513
Likes 253
.skp File Size 1.5MB
Polygons 6,736
Materials g
Components 0

& ARCH[INE.&
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. After download, place the new object near to the right corner of the store.

. After placing it, you can modify the object.
. Select it, then open its properties by clicking on the pencil icon.
. Before modifying any of the values, tick the Uniform 3D scaling operation option below the preview of the lamp.
. Rewrite the height to 1000 mm.
. Modify the material of the lamps, Click on the Edit button in the New material row.
| ercnimalems || srongs | - 3| u1a29d6a7-80b6-4b5d-B4bb-fd4f8
-
=<Back | 176 Elements - Q Parameters Value
m -
H MY Height: 1000 mm |
= 20 IMPORT Width: 1031.5 mm
Depth 144.1 mm
= 3D WAREHOUSE
Base offset from the floor 1600000 mm
Books(T) Model complexity Small
Carpets(1) Dendurar IN Warshaues
Dekar(4)
Dekeracio(2) % Visualization
Déri(1) Layer 63_Objektum3 -
olour I
Other(232) EnL type Simple Line ~
Plants(1) Line weights amm ~
Draw Order 8 - Bottom-most v
Vilagitas(1) 8IM paramete. . Edit
5 ACCESSORIES [ Keep original graphical attributes
bl 3 New materizl Edit |
B BATHROOM 1 ¥ Constrams
= BEDROOM [~ Uniform 3D scaling operation % Connection to other elements ~
5 CARS & oK Cancel
. Click on one of the lamps on the preview window, and modify its material by clicking on the Modify button.

17 HA ||

<Gold>1(4) <DarkGray... <Yellow>(4) <Silver>(4) <Corrogate...

Alapérteime...  Sophie_Sh... =4(8) | [Color_008... [Color_007...

Modify...
OK Cancel
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1
. Select the “Chrome_002" material from the Material library. | [ R
. Close the dialogs with the OK button. [#4) vaterst i oa |
| <<Back | 2 Elements .’
The material of the lamp has been modified but the lamp is not at the right i i
place yet.
cwonzue_uu CHFI(E.IFQE_P
. Select the lamp again and rewrite its Base Elevation to 1680 mm on the

6.3.1.

Properties panel appearing on the left, then replace it above the desk.

Switch off all the lamps in the store. First you should select them all, then
select the light sources at the top of the appearing properties panel on the left.

Untick the On option. Follow the changes in the render window.

Activate the 3D window.
Select the lamp and from its Local menu select the Lighting / Add / Edit light source command.

O

Adding a light source

Ph RN

Object (135) [1/1] >>>
Properties...

Select

Copy properties

Create similar

Delete

Attach photo

Find material

Locate item in Design Center

Modify material

g

Lighting

12

KD

Move vertically
Edit object
Save, save as
Rescale

Workplane
Show on floor plan

Isolate

Layer
!

3

3
v

»
IIQ Add/Edit light source ’J

oK Cancel
-

The Light manager appears. At the moment there is only one light source added to the lamp, but it is not at the right place.
Rewrite the Z value to 40 mm and select the Top view.

Light manager

+ Light sources

Compact 11W

Change

Add

Delete

a
Light source settings
"

# General properties

Name Compact 11w/

Type Sphere

Category Compact

Luminous Flux 600 Im

Performance 1w

Colour

Fall-off Inverse to distance
% Own parameters

on &

Light source

¥ 1| 515.8 mm

il -72mm

[Z: 40 mm

Cancel
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. In this view the light source could be adjusted exactly to the middle of the lamp.
. Add 3 more light sources to the lamp by clicking on the Add button. From the library select the Global light sources /

Compact fluorescent / Compact 11W light source.

Light sources %“
? bl 9 ‘ [Search in all items] q H Brands ‘

# ) Light sources  Global light sources - Compact fluorescent

Light sources

Compact 11

<<Back | 5Elements &

CDmpa(t CDmpa(t CDmpa(l

L[ Compact 11w |_|

A A ‘

Change |

Delet= heel

. Rewrite the Z value to 40 mm at every light source and relocate them using the Top view. Close the dialog with the OK
button when you are finished.

Check the modifications in the render window as well.

6.3.2. Saving the lamp to the Design center

. Select the lamp. 4 yellow light bulbs appear next to the lamps. These indicates the light sources.

<
]
&
® G
P
4 'a
»
\
. To save the lamp to the library select the Lighting / Save lamp to the library command from the Local menu.
Object (162) [1/1] >>>
Properties...
‘D Select
' Copy properties
# Create similar
& Delete
Attach photo
£ Find material
F Locateitem in Design Center
Medify material
Lighiing i eightsaurce
‘ Move vertically Q SR
e = o Save Iamp inte library
Sov, save s g Switch ot ights
& Rescale Q Switch on lights only here
® Workplane >
&. @ e ﬁ Change mounting height
t Isolate
Layer
. The program asks whether you want to overwrite the original object. Click on Yes.
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The next question is about the original 2D view. Here, click on No.

Search for the saved lamp in the Design Center. The quickest way to do it is to select the object and from its Local menu,
select the Locate item in Design Center option.

Object (162) [1/1] »>>
Properties...

Select 4

#  Copy properties
# Createsimilar
& Delete
Attach photo >
4 Find material
44 Locate item in Design Center le
Modify material
Lighting >
Move vertically
om e e a
Edit object v
Save, save a5
Rescale »
Workplane »
a @ Show on floor plan
=
]
- = Isolate 4
=
o Layer »

The object appears on the left with its properties. On the top, next to the house icon its path can be seen. Let’s relocate it.

Design center B %
Erands |
L a |
Iﬁ _:'-\Ujhjects ) 3D Warehouse | Other l
<=Back “

Concrete ceiling lamp

Previous  Next Jump to category

ALAA

Click on the Back button on the top left corner, then click on the lamp with right mouse button. Select the Sort in categories
command from the appearing menu.

Design center B ox |

| q, || Brands |

ﬂ Objects 3D Warehouse  Other

<<Back | 232 Elements £+ )

Rename

. Delete
‘ Sort in categories
Corner Corr

Scfab(3) Antique Bra Profile

classic

sidebeard | ceiling

You can rename the lamp. Select LIGHTING as the main category and Pendant Lights as the sub category. The producer
could remain the 3D Warehouse but you can type in individual categories as well.
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Mame of the new item in the library:

Concrete ceiling lamp

Category:
LIGHTING

Sub category:

| Pendant lights

Producer:

| 3d warehouse

EIM parameters

OK Cancel

This lamp will be available from this folder from now on, in future projects as well.

6.4. Changing the direction of spot lights

In the ARCHLine.XP program you can change the direction of light of an already placed spot lamp.

. Activate the 2D layout and place the object named “Spot light” from the Objects / Lighting / Spot lights folder before the
wall that is standing alone.

Design center o ox electronic_store - Default - Ground floor 0 m) *

I

E Objects  Lighting | Spot lights

<«<Back .‘.

Spot lamp A

Previous  Next Jump to category

a N\ o o
N
[
N
\7 — %

Details...

Parameter: Val ~ ~ \
. Select the place object and on the Properties panel appearing on the left rewrite the value of Base elevation to 2650 mm.
. At the moment the spot lamp is facing the middle of the store. Select and rotate it to face the wall.

e
a  Rotate 90 cow
‘e Rotate 90 cw
[ ¢, Rotate [ ]
(h Rotatea copy
" Rotatefrom ...
{f3 Rotate a copy from ...
T4 Mirror
b

Mirror a copy

N \

The change is visible in the render window.

. Activate the 3D window and click on the Shadows icon on the Navibar. Activate the Lights on option.
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Switch off both

O
8 Shadow on

tED Building Drafting |

i Lights on I

2 1 - ~ i l A

i J Shadow and lights on v = | =1 |
@ - Lighting Electrical accessory KEE

& [Ha4

=

Place Lamp

LED light strip

Y

Now all the lamps are active. In order to switch on the spot lamp only do the following.
Go to Ribbon bar / Interior / Lighting and select the Switch on lights only here
command.

Luminous text

Y =

Placing multiple lamps

|® @ i

Add/Edit light source

Select the spot lamp. This is the result:

Save lamp into library

Switch on lights

Switch off lights

Switch on lights only here I
[

Let’s change the direction of light.

Select the spot lamp and from the Local menu select Lighting / Add / Edit light source command.

Object (100) [1/1] =>>

Properties... =
Select >
#  Copy properties
& Crestesimilar
& Delae
Attach photo >
42 Find material
47 Locate item in Design Center
Modify material
Light v
2T l@ Add/Edit light source kl
Move vertically 1
Save lamp into libra
Edit object » " v
Ry Q Switch on/ff lights
LRSS
Rescale -,Q_— Switch on lights only here
Tiling >
Workplane N I? Change maunting height
= @ Show on floar plan
=
B
8 Isolate »
o
o Layer »

The Light manager appears. The light source and its direction are visible.

Select the Right View so both the inner and outer light cones are visible. Rewrite the Cone angle to 100% and the Inner
cone angle to 60% at the Own parameters.
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Light manager n
Light sources Light source settings
- ’
Luminous Flux 1800 Im
LED 18W

Performance = VARIES *
Colour
Fall-off Inverse to distance

% Own parameters
On
Dimming level 100% ~
Cone angle 100° ~
Inner cone angle 60" ~
Light solid radius 0.03m |y

You can set the angle of the inner cone of directional
lightsource.

Light source Target point

¥:(0m Xz:f0m

¥:-0.081m ¥:-0.185m

Z:(-0.08m Z:[-0.175m

Change
iy Top View
Add Delete ] Cancel
= Front View

J
%J_ Right View E l

. With the OK button close the dialog.
. Select the spot lamp and click on the yellow light bulb icon. Now modify the direction of light with the appearing arrows.
. Select the middle point of the lower arrow , then with the help of the appearing orange point relocate the light source. This

way the light is visible in a bigger arc.

Finally select the Switch off both option from the Shadows icon on the Navibar.
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6.5. LED strips

Let’s place LED strips in the project.
Before placing the LED strips it is recommended to open the properties of the ceiling and on the General settings tab
select a Top view as its 2D representation.

Activate the 2D layout. In the 3D window select a perspective view from which the cylinder shaped desk is visible.
Zoom in itin the 2D window, then start the LED light strip command from Ribbon bar / Interior / Lighting.

Building Drafting Dims
Q 1 A &
E=s

| =1 ]
| Lighting || Electrical accessory KBB  of

= It_', Place Lamp =

fi=y i

o

,j‘" LED light strip

Define the first point of the LED strip along the inner outline of the desk, then from the Path editing menu select the Arc
option. Click on the opposite side of the first point, and place the arc with one click. Select the Arc option again and place it
as well, then hit Enter.

Using this method you can place the LED strip in circle.

After placing the LED strip, the LED lighting dialog appears.

Go to the General settings tab.

Set the value of Relative elevation to 130 mm, so the LED strip will be just below the desk, then with the OK button close
the dialog.
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Relative elevation Representation in 2D

1 — = [0 ~| |simpified

& |dedszalag v I 8-Bottomr v

130 mm

=== Simple Line

General settings Automatic refresh on page ['s ] Cancel

. Select the LED strip and open its properties. Here go to the Section profile tab.
We have a rectangle profile here. Let’s relocate the reference point. Click on the cogwheel icon (Profile properties) and

relocate the reference point the upper right corner with a click.
. Close both windows with the OK button.

Edit profile n
Rectangle Simpl
" e = ectangle Simple
Mirror on X
I"} Mirror on ¥
otz s £
Rotate
Uniform 3D scaling operation
ul = £ Width: Height: 5§
[0.02m [0.01m
Select Profile Redraw
MName value
Height [ 0,001 - 100m ] 0.01
Width [0.001 - 100m ] 0.02
=0 geE [4=
1 ‘ Width
Height
Rect:
e’STr:;‘\i Resize profile
I OK I Cancel H Rescale -
Section Profile Automatic refresh on page 0 QK Cancel

Close the integrated rendering window and start a stand-alone rendering. When the process is over, the result is clearly
visible:
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6.6. Luminous text

Let’s place luminous text in the project.

. Select Ribbon bar / Interior / Lighting / Luminous text command.

BEuilding Interiar I Drrafting [

T L L =1 |
Lighting Electrical accessory KBE
g Place Lamp ‘
h;&’;} LED light strip

ﬂ Luminous text

. In the appearing window type in the text to be placed: “eDesign”. Hit OK to close the dialog.
After closing the window select a perspective view from where the store is visible from the outside and the you can see the
area above the door. Select the surface with two points where you want to place the text, then with a third point determine

the direction of it.
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In the appearing properties dialog set the following:

. Set the height of the text to 400 mm.
. The style of the text should be set to: Arial 200.

Lumincus text

EIEIL

Extrusion height
[ 50 mm V| Text
Text height

Text style
| arial 200 -

To create new text styles or modify existing ones go to Drafting -= Text.

Text properties [] Automatic refresh on page ‘ oK | | Cancel
. Go to the Materials and lighting tab.
. Activate the Enable light and Lighting is enabled on the front only options.
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239

Modify the colour of the text to “pink”.
Close the dialog with the OK button.

Luminous text

|| Pl (6] [=]@

[#1Enable light T [ 4 [ 4 [ 4
[ Lighting is enabled on the front anly
Light intensity per meter .
Safiran Chror;eﬁﬂ

EURSE S

-
Cherry g580 g630 g840 Qil_green
Dimming lewel
100 % ~
Light color
| Material direction 0= v
Materials and lighting [#] Automatic refresh on page I oK I ‘ Cancel ‘

If the text is not at the right place, it can be moved afterwards with the markers or with the arrows.

- & Move

7
g

b ‘@ Move a copy
.~ Movefrom...

— - — ]
) B —— = .5 Movea copyfrom.. ‘r’—”

Multiply

o,
o X

-

Move to other floor

Move a copy to other floor

+ w
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I| + w il

The next step is to place more luminous text to the bare wall at the back of the store.

Delete the lamp and the spot placed during the work.

. Activate the 3D window and select a perspective view so the wall we want to work on is visible.
. Select Ribbon bar / Interior / Lighting / Luminous text command again.
. Type in a word and place it diagonally, not horizontally this time.

In the appearing property window set its height to 200 mm.

Go to the Materials and lighting tab.
Activate the Enable light and Lighting is enabled on the front only options and choose a colour to the text.

Hit OK to close the dialog and place more texts in any direction.

The result should be similar to this image:
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Let’s place decorative strips on the floor with the Luminous text command.

After starting the command type in points and not text to the appearing window.

Press ENTER key while typing multiline text

Edit
(® Current text O cancel (O Notepad
O Paste O Time (O Character table

oK Cancel .,
]
Give the place of the light strip on the floor.
Set the extrusion height to 5 mm and the text height to 500 mm.
Activate the Enable light and Lighting is enabled on the front only options on the materials and lighting tab.

If the light strip has shifted to a wrong place during the modifications just move it to the right place. To do so activate the
2D layout and relocate it with the Move marker.

o
+
N
I
-

Move

Move a copy ke

alé

Move from ...

Move a copy from ...

o, = o=
R+

Multiply

Move to other floor

—r —k

Move a copy to other floor

x
P
4
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. Place another light strip parallel to the first one with the Move a copy command.

o
o
o
o
o
o
o
a
o
o
) 0
o
3 >)</\ {ntersection
o 7 Length 158m
o £ Inclination 0"
o
o
o
o
o
o s
o
o
o
a
o
. The light strip can be modified after placement. Open its properties and delete as many points as needed.
ZZ 77 77771
a
a
: i
3 o ° S N o
a
a o
a o
a o
a o
a o
a o
bl o 4 o ©
=] o
a o
a o
a o
a o
a o
3 Qo o o Q o]
a o
a o
a o
o o
=} o
a o
b o @ oog o
a [u]
a o

With this tool any luminous text, decorative strip or from can be placed in the project.

Turn on the layers named ,Decor” and ,Led” and rebuild the 3D. The project is finished:
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Workshop: Rendering

®,
”Q

®,
”Q
®,
Q
®,
”Q
®,
Q
®,

”Q

Start

During this workshop you will learn those technical conditions and render settings which makes you capable of creating
good interior and exterior visuals of your project. During the workshop we will discuss the following topics:

Project settings
Render settings
Working with materials
Render effects
Render list

The exterior render

Please open the following playlist in your browser:
https://www.archlinexp.com/education/webinars/interior-design-4-lights-and-rendering

Start ARCHLine.XP.

Click on Open project.

Open the following project:

Documents\ARCHIineXP DRAW\2018\Workshop - Preliminary\Rendering\eDesign_Shop_1_start file.

Create a new project or open an existing one n

.:.ARCH|INE.& fY &in

NEW PROJECT Search
OPEN PROJECT First steps video
EXIT Demo projects

HIGHLIGHTED PROJECTS

RECENT PROJECTS

]
Reception_room_start.pro Reception_room_3.pro Reception_room_2. pro Reception_room_1.pro WS_kitchen_final_eng.pro

= = ™ - ]

[

».
WS_kitchen_step4_eng.pro WS_kitchen_step3_eng.pro WS_kitchen_step2_eng.pro WS_kitchen_start_eng.pro Foundation.pro
- —
I - I I I - :-
" _ o=
| gy ey = | e ot = ..:_./ | - M

Use ARCHLine.XP for renovation projects - read our case study to gather some nice ideas

Professional - 54 Bit Release 1 v180504 Build 441
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Saving the project

7.1.

7.1.1.

7.1.2.

(rai ] O e S LT

Before starting, we recommend to save the project with a different name, not u Ui oroiekt
to overwrite the original project. Select the File / Save project as command, JLile

then give the name of the new project and the place where you want to save

it.

D Prajekt megnyitdsa Ctrl+0

E Projekt mentése Ctrl+5

E Projekt mentése, mint..  Ctrl+5Shift+5

BIM 4

Default settings

Before starting the work, let’s get to know the project.

Import ... 4

Perspectives

Let’s look through the perspective views.

In order to navigate between the already set up views, click on the black arrow next to the name of the actual view. The
saved views appear. You can activate a view by clicking on it or you can switch between them using the blue arrows.

¥ 1 View 1
¥ 2 View 2
§ 2 View 3
¥ 2 View 4

2 View_ 5
¥ 2 View B
£

a2 View 3

e ]s

it is recommended to set up the views in a room clockwise so they are traceable and understandable to everyone. Create
more views in a room and when naming them, first type in the name of the room then the number of the view (e.g.:
kitchen_1). If we have a multi-storey building, type in the number of the storey before the name of the room (e.g.:
1_kitchen_1). if you follow this method your views will be easily understandable.

Select the perspective view named “2_View_5".

Layers

The view also has a floor plan. The project has a costumer area and a storage area. We will work in the costumer area.
Let's look at the layers of the project.

The Layer manager can be found on the Status bar.

' -

Click on the arrow next to the Layer Manager icon and

select the Layer walk icon.

Layer Manager

Move Objects to MNew Layer

Layer Walk

Change to Current Layer

Activate the layer of selection

beeeoe e

TAT

¢ Ik,

A window appears with the layers. You can see that the names of the layers are grouped in the following way. There is a
room, which is now the "Customer Area", and for this space different layers were created:
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7.2

a layer for furniture

a layer for décor

a layer for switches and sockets

a layer for the LED strips

and finally one layer for the luminous texts

urniture

LED stri

Luminous (314)

a - Switches and sodkets ([

are

ed
==
==

(=

11_Walll (88)
89 Cirde (1)

[ Display empty layers
oK Cancel

When creating your layers, it is recommended to use this grouping method, because, for example, you can easily display
the project without decorating. Simply enter the Layer Manager and turn off the "decor" layer from the Used layers. This
can be turned on at any time later.

To summarize, it is recommended to create layers similarly when dealing with an interior design plan. Type in the name of
the room and create a lone layer for the furniture, for the décor and for the lighting. These are elements that need to be
turned on at the final rendering, but it will speed up the workflow if you can turn them off.

If you do not deal with a layer (do not create a new layer) during the work (e.g.: walls, slabs), the program automatically
places these items on a pre-created layer. You can also turn them off and on.

Attention! The 3D and the 2D can have different layer lists so we always create the 3D from the 2D.

Render settings

Let’s simplify the model for the work:

Activate the 2D window.

Click on the Layer walk icon and select the layer of the slab and while holding the CTRL key select the layer of the wall.
Close the dialog with the OK button.

The 2d layout has been changed accordingly to our choice. Let’'s generate the right 3D view from the 2D by clicking on the

Za

3D hammer.
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elekiromos_bolt - Default - Ground floor (0 m)™ -0OX |

-Costumer area - Decor (734)
@ ° Q -Costumer area - Furniture (28)

[ a—r—ra) -Costumer area - LED strips (13)
-Costumer area - Luminous text (314)
-Costumer area - Switches and sockets (4¢
-Spline (1

a & a o 06_Others (63
[11 Walli ( &—

89_Circle (1)

C [pisplay empty layers
’_\/ ? Ok Cancel
= o o

+ w

7.2.1. Render time

Which factors define the render time?

1. The computer you are working on (processor speed, memory size).
2. Project size (number of surfaces).

3. The complexity of the materials.

4. The complexity of the lights.

5. The render settings.

When rendering, it is recommended to turn off all the details of other rooms, except from the room currently being
rendered. This will save you a considerable amount of render time, as the program does not need to calculate items that
are not displayed in the final result.

7.2.2. Sun settings, shadows
Set sunlight (shading) and the North direction for natural lighting.

[ switch off both

B Shadow on %
L ]

A @ Lights on

)
‘-‘-u%\ m Shadow and lights on
@0

72 [ H4

Activate the 3D window.
Select the Shadow on option on the Navibar Shadows icon to display the
shadows.

Q:QARCHw&
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. Select the view named ,2_View_3” to see the light through the glass portal.

Neézet 2 [Kép] *

Kl @ 2.Nézet 3 v T‘ T & -7" 00_Félia 0 v 1 % - A :E [ K-f ? E’?T Valasszon ki egy utasitist
. To see the shadow simulation click on Ribbon bar / View / Shadow simulation command. In the appearing window you

can select the date and time of the displayed shadows.

View 2 [Image] *

. If you have set the right date and time and the most advantageous view, click OK and the sun setting is ready.
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There are multiple possibilities in the program to set the sun. Using them you can focus on an artistic approach or on an
accurate geographical representation as well. To learn more about sun settings see our further tutorials.

. We do not need the shadows for the further work so select the Switch off both option on the Navibar Shadows icon and
select the view named ,2_View_5".

EU Switch off both

L ﬁ Shadow on

L8 .
- @ Lights on

W W
7 [ H4

2 &
= xr& Shadow and lights on

Check that the spots on the ceiling are switched on.

Representation in 2D

Symbaolic view |«

Thickness 0.02m w
# Light
# Structure...

Structure. .. Edit

If this option is turned on the spots will have lights on the renders.

7.2.3. Main settings

1.

To start the rendering click on the yellow orbit icon on the Navibar.

ol &8 [

NN,

TEEE]

Standalone rendering

Integrated rendering

Standalone rendering - real-time draft

Integrated rendering - real-time draft

You have two main choices: you can start a standalone or an integrated rendering.

Click on a spot lamp on the ceiling and check if the Enable light option is active on the appearing Properties panel on the
left side.

The Integrated rendering appears as a drawing in the project and you can handle it as the drawing windows.

The Standalone rendering opens an application which is in close connection with the program but runs separately.

You can start these two modes as real-time draft, which are in a live connection with the content of the 3D window and
can react immediately to several modifications, and display the draft of the result in a short time.

Click on the Standalone rendering — real-time draft and check its settings.

The first important setting is the Resolution. You can select from the list or define an individual resolution.

& ARCH|[INES
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Resolution

354x480 (Widescreen 16:9)

Render quality

320x240 (QVGA)

Visualize the light sources

S40x480  (VGA)

Enable artificial lights

765x575 (PAL)
S00x600 (SVGA)

Enable sunlight

1024x758 (XGA)

Bump mapping

8393380 desq

Background

I3 \descreen
1920x 1080 (Widescreen 16:9 - Full HD)

Colour

2048 x 1536 (4:3)

Spedfy a folder to save render ...

2560 x 1600 (16:10)

Background brightness

2380 x 2048 (::4)
Liser defined
Bame as window size

Among the predefined options there are low-resolution, so-called work sizes, and there are higher-resolutions that can be

presented to the client.

result.

The next setting is the Render quality. It is currently a real-time draft. This mode will give a quick but not a presentable

Resolution

B54%430 (Widescreen 16:9)

Render quality

Real-time draft

Visualize the light sources

Exterior - Quick render

Enable artificial lights

Interior - Quick render
iah detail render

Enable sunlight

fReal-time draft i

Bump mapping

If you want to create a presentable render for your client, you have to choose from the following options:

Exterior — Quick render: For exteriors and well-lit interiors.

Interior — Quick render: For images that are not clear enough using the exterior render. (Most probably when there is not
enough direct light).

High detail render: More details are displayed; the result will be clearer and noiseless but it will take more time.

Therefore, it is not advisable to make the final image routinely with the High detail render, only in justifiable cases, since it is
obvious from the facts mentioned above that the rendering can be created in high quality in a number of cases with using
only the Quick Render settings. When the Quick render is clear and noiseless, the High detail render will not give you a
different result either.

3. Visualize the light sources: Using this option you can turn on a simulation which visualize the light sources of the
project as light bulbs. This option is recommended when the light sources are not directly visible. Usually this option
should be turned off because the light is seen without it too.

Resolution 854x480 (Widescreen 16:9) w

Render quality Real-time draft v

Visualize the light sources ]

Enable artifidal lights

Enable sunlight

Bump mapping

Background Uniform w

Colour

Specify a folder to save render i... C:\Users\dorottya. peller\Documents AR CHIi. ..

Background brightness 25 e
4. Enable artificial light: This option switches on and off the lights of the lamps in the project. This option should be turned

on.

Interior Preliminary Course




7. Workshop: Rendering 253

5.

Resolution 854x430 (Widescreen 16:9) w
Render quality Real-time draft ~
Visualize the light sources O

Enable artifidial lights ]
Enable sunlight

Bump mapping

Background Uniform ~
Colour

Specify a folder to save render ...

C:\Users\dorottya. peller\Documents\ARCHI. ...

Background brightness

25 w

Enable sunlight: turns on and off the direct sunlight. (It does not mean that we will have a night time render, if this
option is turned off, the result will only be a cloudy scene.

Resolution 854x480 (Widescreen 15:9) L
Render quality Real-time draft i
Visualize the light sources O

Enable artificial lights

Enable sunlight |
Bump mapping

Background Uniform i
Colour

Specify a folder to save render ...

C:\Users\dorottya. peller\Documents\ARCHI. ..

Background brightness

23 R

If the last two options are turns on (sunlight and artificial lights), you will have a combined render, in which these two will

result in a combined effect.

Bump mapping: Different surfaces can be rough or smooth according to the pattern of the texture. If we activate this

option the surfaces will be actually visible in the picture. This option should be turned on.

Resolution 854x480 (Widescreen 15:9) £
Render quality Real-time draft e
Visualize the light sources O
Enable artificial lights
Enable sunlight

Eump mapping
Background Uniform e
Colour

Specify a folder to save render ...

C:\Users\dorottya. peller \Documents\ARCHI. ..

Background brightness

23 o

Background: You can choose a colour or an image as background. There are default images in the program but you
can import your own background. You can also select a panorama as a background or import your own. (The panorama
images completely surround the model).

& ARCH|[INES
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Resolution 354x430 (Widescreen 16:9) w
Render quality Real-time draft ~
Visualize the light sources O

Enable artificial lights

Enable sunlight

Bump mapping

Background Unifarm ~
Colour B

Specify a folder to save render i... In::gleent

Background brightness banorama

For the current work select the Image option and the City sky — Cloudy background from the list.

8. Specify afolder to save render images: This is basically a back-up save path, where the program creates a back-up
of the last state of each image.

9. Background brightness: The brightness of backgrounds from different sources are not the same. You can adjust it
here if necessary.

Resolution 854x480 (Widescreen 16:9) v |
Render quality Real-time draft v
Visualize the light sources O

Enable artificial lights |

Enable sunlight

Bump mapping M

Background Image v
Print Raster City sky - Cloudy v
Specify a folder to save render i... C: \Users\dorottya pdler\DocurnenE\ARCHl |
Background brightness 25 v

Accept the settings and close the dialog.

The render command can be also accessed from the Ribbon bar. Click on the View tab Rendering icon. Now the
rendering commands which are also available on the Navibar appear. However, here an extra option, the Render-frame
can be found.

Building Interior Drafting Dimension Documentati
-:CJ’ Sun - <)
360
Shadow -~ —

ok 3D model Vlsual styles Renderlng Panéf'éma 36

m Shadow simulation
ebuild 30

Registration
o View 2

D

Standalone rendering

: |

st
o

Standalone rendering - realtime draft
Integrated rendering

Integrated rendering - realtime draft

Render-frame on/off
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Activate the render frame. A grey area appears on the left and on the right. This shows the details of the image which will
not be in the final picture. The scene inside the dashed line will be the content of the final image.

This function is useful to set the perspectives precisely, because you can define exactly which will be visible in the final
render.

Turn off the frame.

. Working with materials

After reviewing the different render settings, start a Standalone render — real-time draft.

The settings are the same.

Photorealistic Rendering

Resolution 854x480 (Widescreen 16:9) :d
Render quality Real-time draft 3
Visualize the light sources O

Enable artificial lights ]

Enable sunlight ™

Bump mapping %]

Background Image |~
Print Raster City sky - Cloudy E
Specify a folder to save renderi... | C:\. ! peller\Ds CHii.. |
Background brightness 25 \d

| Inheritbackground from 30 model |
o . ‘ Rendered Frame on/off ‘
} Change to the default |
Close
[ )

Click on the Start rendering button.

o ARCH|INE.X
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. As you can see the sunlight infiltrates too deeply into the interior, so it is quite contrasting. Since you've launched a real-
time rendering, you can easily modify it.
. Activate the 3D window.
. Click on the Ribbon bar / View / Shadow simulation button and with the slides, modify the date and time, so that it does
not infiltrate into the room so deeply.
. Hit OK to accept the changes.
Shadow s atio
Date 23 March
l |
Time 13:47
oK Cancel
— — . y
. Activate the render window and the modifications are instantly visible.

Let’s discuss the material settings through an easy example on the floor.

. Activate the 3D window.
. Click on the floor with right mouse button.
. Select the Find material option from the Local menu.
Slab (44} [1/1] »>>
Properties...
Select 4
= j Copy properties
f Create similar
= # Delete
-
\ Attach phote 4
}:2 Find material [
Edit »
Edit one layer L4
Edit layers
Hele >
Recess/Attachment 4
Tiling 4
Reshape L4
Switch visibility of layers in 3D
Energy parameters
Workplane L4
@ Show on floar plan
lsolate L4 -
Layer 4
. The material appears on the left side with its properties, which can be modified here.
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Design center o X

‘ [Search in all items] aQ H Brands ‘

. ) Materials  In Model

<<Back

DK -J

Egger_Chalky_Oak_J

Previous Next Jump to category

5

-

Details...

Parameters Value

Texture | Egger_Chalky_Oak_J.jpg
Position:  Tile v

[] Maintain aspect ratio

Height: 1.35m

Width: 1.35m

Direction:  0°

Type General v
Transparency (Transmission) 0%
Brightness 50%

{) ]

Reflection (Reflection factor, Mirroring)  15%

Properties = Design center

First select the type of the material. Select parquet. The properties are modified immediately.

[T},rp e General |_,l

Transparency Fabric
ﬁ Falze emissive
I General

- Glass
Bright
:Ig ness Matte
' Metal
Mirror
Reflection (

@ I Porcelain

Real emissive
Refraction {I{Wood

Activate the render window and check the result. The reflection is stronger now on the floor.

If this is still not suitable for the interior, you can modify it further on the left side.

Let’s increase the Reflection to 70%. and check the result.

The next step is to decrease the Blurriness of reflection to almost 0. The reflection on the floor is sharper now.

& ARCH|[INES
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Reflection (Reflection factor, Mirroring)  70%
Blurriness of reflection (Visually indistinct 1%

@ g

In case we need more settings to reach the most realistic material representation, use the General type, where every
material setting is available.

Tip: The left side of Transparency is where the material is not transparent at all, while we set it to 100% the material
almost disappears.

Tip: 50% of Brightness is the starting state. If we decrease this value the material will be darker, and if we increase it the
material will be brighter.

Refraction: It is depending on the type of material we have chosen.

Refraction (I0R, Mo refraction = 1) 0.99

®

Bump amplitude: For some materials, you can set a bump amplitude which is depending on the nature of its texture. It is
recommended to smooth it a little afterwards (Bump softness).

Burmnp Amplitude ]

Bump Softness ]

To sum up, if we modify anything on a material — or even completely change it to another one from the Design Center —
the modifications will be immediately visible on the surface.

| mirror Q, H Brands |

M ) Materials < METAL ' Chromium
<<Back #

CHROME_MIRROR_03

Let’s see another example of modifying a material. We will place a mirror.

Go to the Design Center and type in to the Search field at the top of the side
bar: mirror. (Be sure that the search is started from the start page of the Design  previcus  Next Jump to category
Center).

Select the CHROME_MIRROR_03 from the appearing results.

Using the “drag and drop” method place it on the dark grey wall. From the appearing menu select the Replacing one
material with another on this object option.
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As painting
Astiling

Replacing one material with another

Click on the wall surface.
Change to the render window and check the results.

This is how you can easily change one, already placed material to another one on an object or element.

o ARCH|INE.X
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e ARCHLine.XP Render - Real-time - 2_View_3

Effects  Detals  List | Actual size: 100% 2 View_5 -
Brightness
e 1
Contrast
() 1
Saturation
da 1
Shadows
ol
Mid tones
® |
Highlights
el
White balance
lic i
Exposure
fn
Tips
Drag the sliders to modify the image effects.
The changes will immediately appear -
there is no need to stop or restart the

rendering. To reset an effect simply dlick on its
icon.

HIEEEEBEE

Resetall

v

e JRGECRIBC

. Undo this last step and activate the 2D layout.

7.3.1. Displaying the details of the model

You can set the dominant surfaces of the project (floor, ceiling, walls) with the appropriate material and material properties
as discussed previously. You can then display other model details (such as furniture), and you can also set the materials
for those items. The advantage of this progressive workflow is that the tiny accessories are set at the end of the workflow -
often enough to deal with the materials that really affect the visuals, which can save you a lot of time.

Click on the Layer walk icon and turn on more and more details.

Activate the “Customer area — furniture” layer first. Close the window with the OK button.
Rebuild the 3D model from the layout using the 3D hammer.

Activate the render window and check the appearing furniture and their materials.

In this phase you can check and set the materials of the furniture. As an optional task modify some of its material settings
and check the result.

. Activate the 2D layout and turn all the layers except the —“Spline” and the “89_Circle” layers. With the OK button close the
window.
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elektromos_bolt - Default - Ground floor (0 m)* -Ox

-Costumer area - Decor (734)
-Costumer area - Furniture (26)
- LED strips (13)
- Luminous text (314)
- Switches and sockets (44

-5pline (1
01_5lab (35)
06_Others (53)

89_Circle (1)

ey | ST w\g\@@

[ cisplay empty layers

¢ kA
i oK Cancel
a

+ w

Rebuild the 3D model using the 3D hammer.
Activate the render window and you can decide what is heeded to be modified before the final rendering.

During the workshop we did not change the current materials of the project but we do recommend to change some
surfaces and create your own concept as an optional task.
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@ ARCHLine.XP Render - Real-time - 2_View_5

Effects  Detais  List | Actual size: 100% 2 View_s -
Brightness
% i
Contrast
© i
Saturation
da i
Shadows
ol
Mid tones
o i
Highlights
el
White balance
Ik i
Exposure
|
Tips
Drag the sliders to modify the image effects.
The changes will immediately appear -
there is no need to stop or restart the

rendering. To reset an effect simply dick on its
icon.

— [m] X

854x480 v

dreq)

Al minoolnon

P10t ot

Resetall

v

7.4. Render effects

If you want to create a final image from a rendering started as a real-time draft, you have to do the following:

. Activate the render window.

Go to the Details tab. Here can be found the settings with which you have originally started the work.
Effects st

|Real-tme -

[] visualize the light sources
[ Enable artificial lights

[ Enable sunlight

[1 Bump mapping

|Background: Image fie v

|ty sky - Cloudy -
Preview

Background brightness
Tips
These fundamental changes will

automatically appear during real-time
rendering only. In case of other quality
settings please dick on the Stop / Start button
to render a new image with the current
settings.

Select the Exterior — Quick render type from the options and the program automatically changes to normal render. In this
case it will take a bit longer to complete the render.

Interior Preliminary Course



7. Workshop: Rendering 263

Effects Details List

Exterior - Quick render

Exterior - Quick render
nterior -

High detail render

Real-time

The quality should only be increased if the details you see in the final image are not sharp and noiseless.

The rendering can be stopped anytime with the Stop button seen in the picture below, then can be started again from zero
using the start button.

[ | i Elapsed time: 01:05 Software ray-tracing... 10% [ save Exit

If you want to modify the resolution, click on the Stop button. Modify the resolution is the top right corner, then restart the
render.

B00xa00 -

640x430
ToBu5T0
300x600
1024753
359430
1280x720
19201030
2043x1536

While the program is rendering, all the setting which are influencing the brightness, contrast and other settings of the final
image can be modified on the Effects tab. These settings can be modified on the final result as well.

Effects Detailz List
Brightness

b= I
Contrast

() |

Saturation

4 |

Shadows

ol

Mid tones

© |

Highlights

el

White balance 6500K
o

i[74 |

Exposure

|

Tips

BT

Drag the sliders to modify the image effects.
The changes will immediately appear -
there is no need to stop or restart the
rendering. To reset an effect simply dick on its
icon.
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7.5.

Tip: It is recommended to set the Exposure first, so that the white colours are right. This modification is visible
immediately.

Be careful using these effects, because setting them too high or low can result in an undesirable final image.

If you want to get back to the default value at any of the settings, you just have to click on the icon of the setting next to the
slider.

If you want to reset all the values, click on the Reset all button at the bottom of the tab.

The final image can be saved by clicking on the Save button with a new name to a folder selected by you. You can save
multiple images with the different settings and render phases. You can also select its format before saving it. It is
recommended to choose JPG if you want to send it to your client.

Render list

There is a third tab in the render window, the Render list. Creating the final images is a long process per image, and it is
time consuming to save images and to switch to new ones, then launching a new rendering. Essentially, this process is
automated by the rendering list.

Click on the List tab.
The previously saved perspective views appear here.

Effects  Details

[ select / Deselect All Items

O 1 View_1 =
] 2_View_2 =
L] 2_View_3 =
L] 2_View_4 =
O 2_View_5 =
O 2_View_6 =

If you click on another view the program starts to render it with the current settings.

If you go back to the Effects tab, you can change the settings of the current image.

If you click on previously completed image the program only displays it with the previous settings, not renders it again.
Here you can modify the settings or change its resolution, then click on the Start button and render it again.

In the Render list you can select multiple views. You just have to tick the square before the name of the view, then click on
the Start button below.
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7.6.

Effects Details List

[] select / Deselect All Ttems

1_View_1 =
] 2 View 2 =
O 2 View 3 =
2 View_4 =
2_View_5S =
O 2 View 6 =

(The selected images are rendered with the settings and resolution previously selected at each image).

Tip: It is recommended to leave the computer “alone” after starting the final render list. No other programs should be run
during the rendering because it will increase the render time.

The exterior render

It is useful to discuss the specialties of the exterior render.

To do so, open another project:
Documents\ARCHIineXP DRAW\2018\Workshop - Preliminary\Rendering\Scholtz_Gabor_E-
Invest_Bp_XXIl_engterv_render

To start the rendering, click on the Standalone render — Real-time draft on the Navibar or on the Ribbon bar.

In the appearing window, the previously mentioned settings are available.

Activate the Enable sunlight option.

Activate the Bump mapping option, so the exterior stone surface’s effect is stronger.

The Background will be more dominant because it will surround the model. We can select an image, a colour or a
panorama as background.

The most important difference from the interior render is the Background brightness. On an exterior render, the normal
background brightness value should be set higher, so it will be adjusted to the outdoor lighting conditions.

Resolution 1280x720 (Widescreen 16:9 - HD) <]
Render quality Exterior - Quick render v
Visualize the light sources O

Enable artificial lights O

Enable sunlight

Bump mapping

Background Panorama

Panorama Just outside the town v
Panorama direction 0

Specify a folder to save render i... C:\Users\dorottya.peller\Documents\ARCHIi...
Background brightness 100 Brighter, for exterior scenes v

Inherit background from 3D model

Rendered Frame on/off
Start Rendering
Change to the default

Close

Q:QARCHw&
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If you click on the Start rendering button, the render will start and the settings could be changed in the previously
mentioned way.

An important difference is the setting of Exposure. Here it should not be increased, like for the interior render, because

the model is already lit by intensive direct light. Usually it should be increased only slightly or even decreased in some
cases.

For both exterior and interior renders, it is important that the surfaces that are set to matte are quickly rendered, but less
likely to look like real materials. Accordingly, in this project, these surfaces are also set to have a minimal reflection. This

setting is also visible on the current model's rendering, for example, on wood surfaces, where the blue sky appears on the
right detail.

Particular attention should be paid to the appearance of the glass and the different reflective surfaces when using exterior
render. It is also recommended to set them to be lifelike, sufficiently reflective and transparent.

With regard to the lighting, it is also possible to display the lamps placed in the interior when exterior images are being
rendered and a night time scene was chosen.

Go to the Details tab.

Activate the enable artificial light option.

Start the rendering again and check the result. The lights are clearly visible.

If you use this setting, you should count on a longer render time since the program should count more light sources.

@ ARCHLineXP Render - Exterior - Quick render - 2_View_5 - O X
Effects  Detals  List || &] & [ 11 | Actual size: 100% |2_view s v 854x480 v
| Exterior - Quick render |

[] visualize the light sources
[ Enable artificial lights

[ Enable sunlight
1 Bump mapping
‘Bad(qomdPanorama 'J
|Just outside the town R

Panorama direction
Preview

Background brightness
% i
Tips

These fundamental changes will
automatically appear during real-time
rendering only. In case of other quality
settings please dlick on the Stop / Start button
to render a new image with the current
settings.

@ In order to see these changes you need
to Stop / Start rendering.

| Bsave || e |
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