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What is ARCHLine.XP<?

We highly recommend the Intermediate Training Tutorial to our potential and current ARCHLine.XP® users who
successfully completed the ARCHLine.XP Preliminary Courses.

The course contains seven workshops:

Importing architectural plans, Save and manage large-size projects, KBB - Modelling and furniture design, Upholstered
furniture, Stairs and railing, Roof design, Visual design.

After accomplishing these workshops, you will be able to execute more challenging and advanced design tasks.

Enjoy the successful design!
CadLine

Start your design and work with ARCHLine. XP®

This training material is a guidance to help you to become familiar with the typical interior design examples, and enables
you to create more complex designs. To get the most out of the tutorial, run the ARCHLine.XP® program and the
appropriate YouTube video to try those features and tools which can be found in this training material.

To complete tasks please download WORKSHOP PROJECT — INTERMEDIATE from our website and install to your
computer. This contains all projects for Intermediate workshops.

https://www.archlinexp.com/education/workshops/workshop-application-intermediate
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1. Workshop: Importing architectural plans

Workshop: Importing architectural plans
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1.1

During this workshop we look through all options how we can import an architectural floor plan into ARCHLine.XP then
create a 3D architectural model on that basis. The time to complete the model depends on the imported file type. Going
down on the list below the time significantly lessens.

We can get the floor plan in the following formats.

image as .jpg, .png format
raster image as PDF format
geometry as PDF format
as DWG drawing

as IFC model

e Open your browser and watch the following Video tutorial:
www.archlinexp.com/education/tutorial-videos/archline-xp-level-1/import-level-1

Import floor plan as image

In many cases we usually start working on an existing floor plan, therefore an architectural design process is needed.

We can get the floor plan in different formats. Let’s look at the simplest case when the floor plan is available as raster
image.

First import the previously saved raster image. Select File / Import / Raster image command.

Choose the folder .. \ARCHIineXP Draw\2018\Course_Intermediate\1_Importing architectural plans\JPEG and the file
Beetroot_Bar_floorplan.jpg-

Now the Image Property window appears:

Image n

File General Properties
Name | Beetroot_Bar_floorplan | I Browse I #] |8 -Bottom-most ~
Path | C:\Users\dorottya. peller\Documents\ARCHIineXP Draw ZD:|
Wsersidorottya.pelerp w : 4% 08_Hattérkép ~
-c\tBChEd W

Insertion Point
Spedify on screen

X Om
¥: am
Preview

BIM parameters

Size
specify on-screen

Resolution: 2410 x 3437

Rotation
[] specify on-screen

andie

Transparency

I o]

cone

Click on “OK” to close the dialog, then place the image by defining two corner points.

&% ARCH|INE.£



10 1. Workshop: Importing architectural plans

]2

" [Mearest paint
~ Length 5309 mm
L & Inclination 457

e Thenitis recommended to use “Zoom All” command.
[ ]

The imported image is not scaled. Now we have to calibrate the drawing. On the image there are dimensions such as wall
length.

¢ Use the shown wall length for calibration:

1,500 400
C Seating Area 2| S
; 9.10 m2

[

Proposed Ground Floor Plan

4

e Click on the image, then choose “Calibrate” from the local menu.
e Now define end points of the selected wall and enter the actual size (4000 mm).

Interior - Intermediate course



1. Workshop: Importing architectural plans 11

g Z:m
ge
5
e |7
ge |
£ g 1
.
m —
s
ige :
L 1de

Now use the “Zoom All” command again.

ARCHLineXP 2018

Input the real world distance between the paints

Mew value:

Cancel

It is advisable to check the accuracy of the calibration. The quickest way is going to Ribbon menu / Dimension /

Measure and select Distance tool.

Drafting Dimension Documentation
ANy 4 N0,
ckets Lamps on wall Edit Measure
rior Edit +
Distance
Floor plan - Default - ?

As you can see the “Measured distance” is 4 000 mm, so the calibration was accurate. Now we have properly scaled floor

plan.

Info about distance

Measured distance 4000.8 mm
Measured distance in x 0mm
Measured distance in y 4000.8 mm

Copy to dipboard

Next step is to draw walls.

Close

First set the wall properties. Go to Ribbon menu / Building / Properties and choose Wall.

F DPEHESOOCYT DS 2 % =~

v oo - [ [ G

Edit

! SN m

Properties ‘Wall ﬁ Edit = Door Wmdow Curtain wall Column Beam Slab Roof Ceiling Railin
T Opening Structure

W= Wall

| o o=
Door q

% ARCH|INE.&



12 1. Workshop: Importing architectural plans

e Set the wall “Total thickness” to 200 mm, and “Unconnected height” to 2700 mm.

Wall n

- -

~ General properties

ﬂ] - 4 ###wal###-# v [ Finish Face: Interior | Bright_white -
X
-

=2 Simple Li ] &-Bottom-most Finish Face: Exterior | Coffee_cream
@__ B Brick3
IUnconnected Height | 2700 mm ~| slantangle
Top offset from the floor top level (= 0: Up) 0mm Structural wal Non-bearing wall -
Base offset from the floor 0 mm ~ | Wall status New ~
IToiaI thickness: ‘ 200 mm ‘I Location line Finish Face: Exterior  ~

Edit Compound Walls

Indined wall section height 1000 mm

Wall Framing

U-value:  2.60 W/{m2*)

W/ S/ /e

[ skip this wall over room bounding

Preview 2D view o

[ » Axis line atiributes
|_» Attributes of the Finish Face: Interior
[.» visibility of sides

BIM Parameters 8 wide wall (2uyMbhRIz50wql Cancel

¢ When you finished close the dialog window by pressing “OK”, let’s draw walls by choosing Ribbon menu / Building / Wall
command.

TP EHESO A D 2 % == -1 A‘;_I_;; Edit  View | Building

j:::: =] Connedion - U = :1 y\ 'm

1

Properties Wall ﬁ Edit - Door Window Curtain wall Column  Beam Slab Roof Ceiling Railin
Properties ==

——— Wall

Design center

FDpening Structure
It is not necessary to set the wall properties in advance, but also you can choose a style instead and then you can start
drawing walls.

e To redraw walls, you have to give the Islr—_, \@\&_l___
starting and end points. Be careful the wall
|

thickness should fall to the adequate side Somty re s

of the reference line.
e From the floating menu choose “Right side’

1

[

then click on the wall end point. Now follow

the image and draw all walls on the floor E

plan. 3 Cpd. j \f;&
To complete the entire model, you can use SN
other ARCHLine.XP tools such as door, B 8| S
window, slab. Vs %)

1,500
— K
= t
Nearest point ']
/7 Length 40715 mm
' [lA Inclination  270°
g Circulation

Interior - Intermediate course



1. Workshop: Importing architectural plans 13

1.2. Import floor plan from raster image as PDF file

In the next example we received the PDF file as raster image.
There are two types of PDF file:

« The PDF file content is real raster image
« The PDF file content is a geometry drawing.

How can we How can we decide which type of PDF file we received?
Before importing the image open from File Explorer and zoom out the floor plan.

1. As you can see the more you zoom in, the more pixelated and blurrier the image will be. Therefore, we need to download
the PDF as image.

-y e —— e S G T W

e W R B R Bl B e— S

2. In case the quality of the downloaded image does not change while we are zooming in, then we received a PDF geometry.

Now we will deal with first case.

& ARCH|INE.S
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1. Workshop: Importing architectural plans

We received the floor plan as raster image in PDF file.

Select from File menu / Import / PDF as image command.

Choose the folder ...ARCHIineXP Draw\2018\Course_Intermediate\1_Importing_Architectural_Plans\PDF and the file
Charleville Mansion.pdf.

From the appearing dialog window set the “Resolution” and select the pages from the PDF file you want to work on.

PDF import cptions n

[Resuluﬁon 150 dpi ~ |

The selected PDF document contains 2 page(s)

() Al pages
[@ Selected pages | 1 ]

I QK Cancel

Place the first corner point on the floor plan window, then pull other corner point as far away from the first point you like to
extent the image.

Edit View Building Interior Drafting Dimension

A= s % ¢ N\

Raster image Group Mew profile Create pattern Toaol:

g D Place
I:I Calibrate

/" Calibrate - graphic
=] grap

Create

Floor plan - De

Zoom in the image by using “Zoom All”.
The raster image is not scaled; therefore, we have to calibrate.
Zoon the raster image in and select a wall which has a dimension value.

Go to Ribbon menu / Drafting / Raster image and select Calibrate tool and then the image.
Select the first point (1) then the second point on the parallel wall (2).

Interior - Intermediate course



1. Workshop: Importing architectural plans 15

-

¢ Inthe appearing dialog window enter the dimension given by the imported floor plan 4,200 mm.

ARCHLineXP 2018 n Properties o

Input the real world distance between the paints

Mew value: | 4200 mr Style ~

=1 layered 06 wide wall
== 1 layered 08 wide wall
=51 layered 10 wide wall

=1 layered 12 wide compact brick
Eejzz T

=1 layered 25 wide compact brick
= 1 layered 25 wide wall
=1 layered 30 wide wall
=1 layered 38 wide wall

Now images are scaled. Use the “Zoom All”.

e Create a new wall style with 200 mm width. (See the Foundation
workshop from the Preliminary workshops.)
Clicking on Ribbon menu / Building / Wall option, on the left side under properties wall styles will come up.
Choose the previously created 200 mm wide wall style from the appearing list and start to redraw the external walls.

When it is done, you can see other walls of different thickness on the floor plan.
e Under properties you can easily swap between different wall thickness without exiting from the drawing command. Choose
“1 layered 38 wide” wall, and draw the last wall.

e Now open “Layers Properties Management” |
floor plan will be visible.

and turn off “Raster image PDF” layer, this way only the newly drawn

Now we completed the floor plan. This method helps us to reproduce quickly and precisely the existing architectural floor
plan.

& ARCH|INE.S



16 1. Workshop: Importing architectural plans

bk

=
L3
£l
3
=
i
I
|
Ek

TR

b
b o)

1.3. Import floor plan geometry from PDF file

In case of architectural design process, as we have already seen, the floor plan can be obtained in different formats. Let’s
see an example when the floor plan is available in PDF geometry.

Before importing open the image from File Explorer and zoom in. The more you zoom in, the lines still remain lines, it
won't be pixelated as we have seen in the previous example. Therefore, you have to import it as PDF geometry.

Now select Ribbon menu / Import / PDF geometry.
Choose the folder ... ARCHIlineXP
Draw\2018\Course_Intermediate\1_Importing_Architectural_Plans\PDF
and the file Happy House first floor.pdf.

¢ In the popup window select “Place with new origin” and place on the floor
plan close to the origin.

¢ Now rotate +90° ccw.

Merge files n

Inzert as extemal reference

I Flace with new drawing originl

Flace as new building

Cancel
r A
PARTNERS
ARCHITECTS
5
—EEE
1 TIZZARD HOLDINGS LTD
@ Ll YT 3 & HAPPY HOLKE
. Ny Uty & : ADARE MANOR
: 0 = —
H q N ‘e Rotate 90 cw
‘ l e PROPOSED FIRST FLOOR PLAN
- ¢; Rotate
{fz Rotste a copy
s é " Rotate from - — — —
& 2 )| Rotatea copy rom .. BH MM [MH
e 74| mor UNE 16 1:100
%4 Mirora copy e
» 16-013 | 213
| eom ‘11
IHI ii i § i!
HHHETE AR S
P g ;
LY il
il iE 3¢
i I
i H

e Asyou can see on the PDF letterhead, the scale is 1:100.

Interior - Intermediate course



1. Workshop: Importing architectural plans 17

Now check if the drawing is scaled. There is a 13,000 mm length wall, go to Ribbon menu / Dimension / Measure and
choose Distance tool.

Drafting Dimension Documentation
21 O
ckets Lamps on wall Edit Measure
rior Edit +
2 Distance
Floor plan - Default { + ¢

</ 13772 [45-2"] ﬁ

48720187 ﬁ' P A o
( y g’ >r\z%
] o
— 2
—— .8 —
— 2 4317-?[;—:||1'n—|E] —
» ) H—\ o
@D 7 >
kS <
3 LI — — a0
= BEDROOM 3 o
LANDING = — o
AN 1781 [5'-107] r-—?/
o . @......-.....-...‘.....-..@ .
it —= | LL ]
p: = ! Al /
Info about distance n
.8 i +
|d/X-ﬂ-ﬁ} T!A1:+?= Edit View
(o] i Timo
| Measured distance 137.8 mm | : : 00 x =y Delete between intersections
Measured distance in x 137.8 mm Bl Duplicate  Delete O ofset
Measured distance in y 0mm K
1 <> Move Cirl+B  |e——
J Move objects to other floor
AN wiwor ctie
O Rotate
ﬂ " Move with shift and rotate
E Scale
E Scale L3
Copy to dipboard Cloge \ Relocate project erigin 1001

1000:1

2 i

This is around 130 mm.

This means we have to scale the PDF file up to 100 according to the given
scale factor.

1:100

1:1000
We can enlarge the following way. Ribbon menu / Edit / Move / Scale and
select 100:1 scale factor.

Now select the PDF as a group and use “Zoom All”.

Now let’s check if the floor plan is now scaled accurately. Go to Ribbon menu / Dimension / Measure and use Distance
tool.

& ARCH|INE.S



18 1. Workshop: Importing architectural plans

13772 [45'-2"]

|
I
|
|
L _ = ‘ % Endpoint
Info about distance - }
r 1 [ 1 ] ......... G
Measured ditance ‘ ' | :
Measured distance in x T8 5mm / / | :
Measured distance in y omm —— |
,_?_\ SVP | :
| 3
'
| :
I
|
I =3
] | &
Copy to clipboard =T | 3
- - ©
RN A - \ Al BT .
The resultis 13 773 mm. So, the plan is now accurate.
Properties K
The imported PDF file is appearing now as a group, let’'s check group properties. Group -
| Mo style | &
Now we place the group layer to “Carry Over” layer. Property Value
Activate “Force layer” so all group item be placed to “Carry over layer”. % General
Layer FEFCarryOver### vI
“ ” . . Col I
e Now open Layer Manager and close “Carry Over” layer. This way when you clickon |7 T
the floor plan the group will not be selected. Line neights i o
Draw Order 8 - Bottom-most ~
Move objects to other floor Ground fioor
Copy objects to other floor Ground fioor
BIM parameters Edit
BIM name
GUID 0g5oraQabAbIvoS2P_..
SetID 00000000000000000. ..
1.3.1. Draw walls on DWG floor plan 2 S foers v? (Erzmpt o &2 o o)
All floors i
% Apply group properties to elements
Let’s continue our work with drawing walls. First set the properties. _—
Oorce colour
) Force line-type O
e Set the he|ght to 2,700 mm. Force line thickness O
e Select Ribbon menu / Building / Walls on DWG drawing command. Force draw order

Edit

SHEROOLTDS 2 %~ 11,7

=] Connedion -~ D @ 'EJ

Wall |f Edit - Door Window Curtain wall Column  Beam gl'él;- Roof Ceiling

Opening Structure

Railing

View Building Interior

[N

Stair

5t

EE Wall

Q_-’B Curved wall
Walls on DWG drawing

e By using this command, we can easily draw a wall without knowing wall width. The technique is the following. Frist click
close to starting point (1) and then the end point (2), finally click on the opposite side of the wall (3).

Interior - Intermediate course



1. Workshop: Importing architectural plans 19

[Tl 8
1 = \ LANDING
: : S
= 1781 [5°~10"]
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Now redraw the entire floor plan.

As final step it's worth to connect the main wall into an already existing L connection. Click on Toolbar there you can find
wall connection commands, find T connection and then specify the wall to be connected and select the already connected
walls.

DEEESNC LD 72 x ~[4] &

e The partition walls are still missing. Draw them by using Walls on DWG drawing.

Now we finished. If it is necessary, we can improve on wall connections by using L or T connections.

1.3.2. Creating niche

Next, we are going to create a niche:

e When you click on the wall (1) click on Component mode (2).
e Activating this command now you can edit only one side of the wall.
e Click on the inner side of the wall and choose “Add polyline”, now you can cut a niche here.

& ARCH|INE.&



20 1. Workshop: Importing architectural plans

(75 D —

Insert node
Add polyline
Turn into curved edge

Reshape layer

AN

Wall (ID2D:21147) -~ ‘ 1/2 ’ ]

[ —T ]
ol | % =
1 ot % 0|

LR Y

156"

. (S
- —t —— Endpoint — _—
Zlength 0
A Inclination 07

1.3.3. Place openings

Let’s continue the work with placing openings.

Doors
e First set the door properties.

sl DPEHESOO LT DS 2 == 141, ‘u’iew

=] Connection - . @ ﬂ] = - V\ Fﬁ T

Properties Wall y Edit - Door Wlndow Curtain wall Column Beam Slab Roof Cenlng Rallln
==, Opening Structure

1 B Wall _—
" x

Door q
[E Window |

¢ Select “Normal door” and set its distance from the wall line to 0.
¢ Now from Ribbon menu / Building / Door / Door by two points command.

Interior - Intermediate course
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%

Door

-

IH Placing door

Door by two points

WView

Eldfx—l——’} _§A+?* Edit

H B 1 =" m

Window slab Roof

- - -

Structure

Building

Railin

-

Curtain wall Column  Beam

-

Ceiling

! Door not hosted by wall

Give the door first (1) and second point (2) on the floor plan and finally the opening
direction (3)
Repeat these steps for placing other doors.

If is necessary we can modify its distance from wall line under properties retrospectively.

Windows

Now place windows.
First set the windows properties.
DEHESOCLXEDSL 72 x =4 14,7

Edit View

3

7 length 8
& Inclination 2

Building

j_l:il:: =1 Connedion - . ﬂ a = :J y\ |.i | 'm
Properties Wall f Edit - Door Wlndow Curtaln wall Column  Beam Slab Roof Ceiling Railin
— Opening Structure
1B wan
| o x | (
IM Door <
- | e
B Window
Miche 1 1
Now select the Normal Window and set the distance from wall line 400 mm.
Now select from Building / Window / Window by two points
'-I . . .
|_J d A W —3} =1 A +? s Edit View | Building | |
Window Curtain wall Column  Beam Slab Roof W
. = | = = =
Structure 7
u Placing window E frapome)
L Length 12149 mm
Window by tw it 1 * A Inclination 07
nm| indow by two points 6,]22 [ZO’—[I

! Window not hosted by wall

Now give the window starting and end point on the floor plan. Now the window is placed.
Repeat the same to place other windows.

In case you place the window on the outer side of the wall, then it is necessary to mirror it.

Select the window and by clicking on the “Mirror” marker choose “mirror” command.

% ARCH|INE.S



22 1. Workshop: Importing architectural plans

12149 mm

1500 mm

S Window (02021275~ {12 )L =

v e xS

5122 [20°=1""

e Originally the distance from wall line is 100 mm, now modify this value to 400 mm.
¢ Now mirror other windows and change the distance from wall line too.

1.3.4. Create window chamfer
If you zoom in on the floor plan you can see that the connection /\ /\
between window and wall is slightly sloping, therefore a chamfer is
needed.
| M|
H ]
|

e In order to create chamfer, click on the inner side of the wall (1) and i
choose from the local menu Wall connection / Complex editing (2)

command.
Floor plan - Default - Ground flor (0 mm) * _ox
48 73 ‘ \\: Window (2021275~ 1/3 )i
eb
.................................... P ] A .
28 I 0
1795 mm I _ 1214.9 mm m Window (21275) [111] > 2468.1 mm
~ l_] Properties...

Select g
. 1 1500 mm # Copy properties
# Cretesimilar
iy
= & Delete
‘I' Attach photo 4
#7) Locate tem in Design Center
N

Edit

Convert te door

Add dimensioning

2
6122 [20" fim
{ Wall connection M Moveinsert point

Surveyed room 2 2
Area Add new comerpoint
Showin 3D Default
EE Mirror
B3
h {popmenu) N

Since this is not just an oblique chamfer, as the wall goes straight for a while and then it becomes slope. Therefore, we

have to insert a node.

Click on the marker and choose Insert node command and place it.

The chamfer ending point can be placed by Move node command. Hit Enter to finish.

Finally click close to the left inner side of the window and from the local menu choose Wall connection / Mirror

command. This way the chamfer can be easily copied to the other side.
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1795 mm

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

Fain

[

=) 4

2468.1 mm

Window (21275) [1/1] »>>

Properties...

Select 4
Copy properties

Create similar

Delete
Attach photo 3

Locate item in Design Center

Edit 4
Convert to door

Add dimensicning

?
6 w ? ? ? O _ Copy properties.., L
‘Wall connection 4 I Move insert point
Surveyed room (2 Complex editing
Area Add new cornerpoint
Show in 3D Default
EE ]_ Mirror J
fr
—ax

v Flaar plan - Default - Graund floor [0 mm) *

4873 [16']

fif ff

o+ ow i

Now repeat these steps on other walls.

6122 [20°—1"]

When these are done, you completed importing the floor plan and architectural design process.
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1.4. Importing DWG drawing

In this example we are going to import a DWG drawing. This also means a geometry import, so as a result we get a
calibrated drawing, which contains lines, polylines, curves, notes, hatches, dimensions in other words 2D elements. These
items after importing can stay on the original layers or all item can be place on one single layer. Based on this DWG
drawing we will now create a two-level building.

Choose from Ribbon File menu / Import / DWG command.
Choose the folder ...ARCHIineXP Draw\2018\Course_Intermediate\1_Importing_Architectural_Plans\DWG and the file
Scholtz_Gabor_E-Invest_Bp_XXIl_plan_03_DWG-Ground floor.dwg.

If you click on “Open” the following window will come up:

Open DWG/DWF/DXF file n
(®) Model-space
O Paper-space Open
() Layout selection Des ign
Alliance
[Interpret AutoCAD unit as | 1 v |mm ]
I % Advanced options I I_ OK ] Cancel

e Select a unit of measurement from the drop-down list. Selecting the correct unit helps ensure that your imported drawing is
accurately sized.

By pressing “OK” import the file.

In the appearing dialog window choose “Place with the new origin” option. When this is unchecked, it is imported to the
same location as it was drawn in the original application.

Merge files n

Inzert az external reference

[ Place with new drawing u:urigin]

Flace az new building

k. Cancel

e Now check if you gave the correct scale unit.
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e To do this choose Ribbon menu / Dimension / Measure/ Distance command.

Drafting Dimension Documentation
» 2| ®
ckets Lamps on wall Edit Measure
rior Edit +
2 Distance
Floor plan - Default { 4 ¢

e Click on the shown dimension line (1,2) and measure it.

Floor plan - Default - Ground floor (0 mm) * =) 4

1
1100 — 4.334.38 o — 80
. 3 P
0,44440.5560,4444 3.443.50 038447 " t™13.363.36 0,38
A & Ed R [ [ — v
0.990  11.00 2.192.19 2.132.19 2.42.40 1.331.39
V A A e A I
0 0.9690 4.444.38 3.863.80

csapadékviz elvezetés
terepszint alatt
a 3 m3 térfogata

i*

| z&rt téroléﬂba
—_ [T [1 [ [ [1 [1 []
) n -3,00 23
|
+ Fedettlen terasz
- o Keramia lap
—T—#&A‘ 19.66 m2
1)
Info about distance n
Measured distance 4.4 mm ]
Measured distance in x 4.4 mm
Measured distance in y 0 mm
Copy to dipboard Close

o If the file being imported was drawn at a scale other than 1:1, you see the measured distance with the given scale factor is
not right.

e Click on Undo to withdraw the previous step. The imported drawing will disappear from the screen.

e Start over again the import but now choose “1000” as the scale unit.
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Open DWG/DWF/DXF file n
" i — 4 o
e B - H I__.I ¥
(®) Model-space = \, S R == _‘ 1 AN |
(_)Paper-space Open ¢ \/ o] x _|_|' LY
(O Layout selection DQSlgﬂ | - ;f Iiz-;te e =)= Delete between ir
Alliance @ - 2¢O offset
[Interpret AutoCAD unit as | 1000 w |mm]
1 <: Move Ctrl+B | ]
I % Advanced options | oK Cancel
-I Move ohjects to other floor
Place the drawing with new origin. A] Mirror Ctrl+Q
If you do not see your imported drawing, select View > Zoom All, as it may have '
been placed at a location not currently visible on screen. D Rotate

" Move with shift and rotat
Importing a DWG drawing we get a good quality floor plan. Imported CAD 4 SR e

objects can be selected and edited just like any 2D objects that were drawn in | Scale
ARCHLine.XP. In DWG format the program automatically recognizes the
dimensions, notes, these can be easily adjusted or removed from the floor plan. 7| Scale d

Now place the left corner point of the floor plan to the origin. You can do this the

following way:

Select from Ribbon menu Edit — Move — “Relocate project from origin” (1) command.
Select the left corner point of the supporting wall (2), then click on he Yes in the dialog.

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

- | rvigveu _oXx ‘

Szalagparkette
9.66 mA,

erobe?.53.90

[T}
— C

Eler— o

@__A._———"

pinceszell$z§
elhiizdsa a terepBzint alatt

390098001.30 £}

talajviz 1leni szigetelés
visszahajtésa az

oldalhomlpkzatokra |
— ——_50_cm mértékben |
2 | [& Inclnation 043
I - - o o -
| N
A162.52.00 90090 1e011.00 | 1278012.78
= 7 7 7
) 30003.00 4404893,55@4044, 2431,52.50 17,51037.59031, 539 2287.52.35 IS0 2039
. 30003.00 L 10011.00 !, 1218012.78
A
— 30003.00 L | 13718.513.78
[
|
Message

Are you sure to change the project origin? (No Undo
apportunity, and the operation can take an extremely long
time)

Use “Zoom All”, then you can see that the selected corner is now in the origin.

In the followings step in the Layer Manger”, let’s look through layers.
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AN
We are going to draw walls again; our work becomes easier if we leave only the corresponding layers turned on.

e Under “Used layers” you can find a new group with the original DWG drawing file name, select and turn it off (1). With one
single click all layers in the group are now turned off. Now we have to turn back on only those layers which belong to
walls, since there are many drawing elements on the floor plan which are not needed for redrawing walls (2).

Layer Properties Management n
e\/,} Q @ The name of current layer: ###Wall### - ### oad-bearing wallz£ [ show used layers D E
MName On  Llock Pr... Elem... C... Line-type Line-w...  Description B A!l Iauyer; |
- Used [ayers
o 20 Annotation g &F S 38 PP simpleLine 0 mm
% 20 Blocks v = 5 1 PP simpleLine 0 mm
«* 2D Cirdle v 5 & 14 P simpleLine 0 mm
o 2D filing g &F S 48 PP simpleLine 0 mm
20 Lines v = 5 225 PP simpleLine 0 mm
< 2D Polygon v o5 & 9 PP simpleLine 0 mm Unlock
<% A Room g &F S [ Simple Line 0 mm Rename
< A Stair v & & st PP simpleline Omm
o A Walls v Ff & w6 ] smplelne 0mm Delete
¥ Dimensions g &F S 165 Simple Line 0 mm
* Layer 0 v = 5 50 PP simpleLine 0 mm
o Layer 1 I A | 106 PP simpleLine 0 mm
& Objects 01 g F & 0w Simple Line 0 mm
< Objects 02 v o5& s P simpleline  0mm
@ Objects 03 ¢ F & == ™ |Simple Line w|jomm ¥
' > £ >
Copy to dipbeard | [ Protocol for Layer Naming Cancel
Layer Properties Management n
*\/k @ @ The name of current layer: #£#Wall#%% - ££#% oad-bearing wall 2% [ show used layers D E
Name On  Llock Pr... Elem.. C... Line-type Line-w...  Description B 'b'!l Iauyer; |
) ) ) - Used layers
#* 2D Annatation ¢ =] é 38 ] simple Line 0 mm - Scholtz_Sabor_E-Invest_Bp_XXII_plz
@ 20 Blocks ¢ A S 1 PP simple Line  0mm
< 2D Cirdle f a4 & P SimpleLine 0 mm
& 2D filing ¢ 8 & = P simple Line  Omm
@ 20 Lines ¢ A =S 226 Simple Line 0 mm
< 20 Polygon § A& =] | P SimpleLine  Omm
< A Room ¢ A S 66 PP simple Line  0mm
< A Stair §f 8 & 551 P simplelie Omm
< A Walls U B & se6 P Simpleline  Omm |
< Dimensions [ =] é 165 Simple Line 0 mm
4 Layer 0 f & =] 50 P SimpleLine  Omm
o Layer 1 ¢ A S 106 PP simple Line  0mm
< Objects 01 f A & 02 PP Smpeline 0mm
< Objects 02 ¢ 84 & s P SimplsLine 0 mm
< Objects 03 ¢ 8 & 1= Simple Line  0'mm
< > £ >

Copy to dipboard | ] Protocol for Layer Naming Cancel

e Close the window with “OK” so now only walls and openings are visible on the floor plan.
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2,10
1,50

2,40
1,50

1.4.1. Drawing walls on DWG floor plan

Let’s draw walls again.

e Select Building / Wall / Walls on DWG drawing command.

S HWHE&SD YT s % == 1 A15+;= Edit  view Interior
j_[;j;‘ =1 Connection - D Q _:}_EJI_ J =5 .___“___“ y\ F:zﬁ m 'J_r"

Wall |@ Edit - Door Window Curtain wall Column  Beam -S'I:allj- Roof Ceiling Railing Stair
Opening Structure St
Wall
Curved wall

Walls on DWG drawing

e You can set the wall properties in advance or you can select from
the pre-defined walls on the left side.
Choose “1 layered 38 wide wall.

e Click close to the wall starting and end point, then on the opposite
side of the wall. The wall immediately appears in 3D window.

e Use this method to draw all walls.

¢ In case the 3D model seems incomplete choose from the upper
toolbar, L or T wall connection options and join the wall sections.
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1.4.2. Place openings on the DWG floor plan

Let’s start with doors. We will place doors according to the DWG drawing, so the door width will be defined by the DWG
drawing.

e Select Building / Door / Door by two points command.
X |:| f S K= A';_I_;; Edit  View
1 - - 1 ] 1l|IiiIih
[] 0 =[L] = m

D:mr| Window Curtain wall Column  EBeam Slab Roof Ceiling Railin

- - -

Structure

(=]

Placing door E

] Door by two points

! Door not hosted by wall

You can set door properties in advance or use pre-defined doors from the left side. (1)
You can view the “Normal door” below the list (2) and also you have an option to see its detailed properties and change
those if necessary (3).

¢ In this case modify the “Distance from wall line” to “0” (4) because those will be inserted into 100 mm wide partition walls.
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Properties

Normal door

541000 2100 mm door in load-bearing wall

[=11000 x 2100 mm door in partition wall
{55750 x 2100 mm door in load-bearing wall

[ 750 x 2100 mm door in partition wall

551900 x 2100 mm door in load-bearing wall

5300 x 2100 mm daor in irﬁﬁoﬂ wall

[=iNormal opening

Properties | Design center

Door

Main parameters

Representation
Reveal

Basic geometry

Floor plan - Default - Ground ficor (0 mm) * J

Width:
Height:

Thickness:

Redraw

> E

[[] Hide opening and make a void

] ElE
g g g ]
s |8 8|
35
a ol
QS
B,
i

Pr—— Sill height 0mm
[ outer sill height: omm
[ add level shift
Bl detels SO S—
Line type Simple Line -
Line weights 0 mm ~
Draw Order 8 - Bottom-most ~
Reference axis Side ~
Distance from wall corner 0mm
Lining and architrave
Dimension, consignment.
Thermal parameters

Ratio (Hlumination area) 100%

Material
Solid
Wing

Value
Beech
Beech

BIM Parameters.

[ Norml door

Close the dialog by pressing “OK”.
Now set the first and second point of the door and then the opening

direction.

Use this method to insert other doors.

Let’s place windows.

Select from Ribbon menu / Window / Window by two points command.

D2 %=+

Window Curtain wall Calumn
- -

- +

Aigr~

| 0 s AN m

Edit

Beam Sjaf:

B Placing window

Structure

Roof

View

Building

Ceiling

Railir
-

Window by two points

E! Window not hosted by wall

Choose “Single window”.

Default

Select two corner points of the window by clicking on the inner side of the wall.

Place all windows.

When we finished by placing openings, let’s continue our work with placing slab.

Select Building / Slab / Slab by walls command. Press Enter and the slab is ready.
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Display line weights on the screen

As detour its worth to review the line weights on the screen.

o If the floor plan is not active and there is no selected item, click on Properties
on the left side.

Here you can find “Line weights scale”.
Currently it is switched off, which means the line width on the floor plan is
represented by zero-line width. Later if you want to print out the plan at a
scale of 1:100, and you want to see on the screen the corresponding line
width then you can use this scale factor as Line weights scale too.

e The difference can be seen immediately.

Edit View

Slab | Roof  Ceiling

Building

g

-

Interior

&
e

Railing Stair

&

-
Stail
L] Stabin Sketch mode
Flaor plan -
F Slab by walls
-
-~
Q Sleped slab 4
Properties 3 o=
Graphics settings -
No style &
Property Value
% Drawing settings
Opening scale 1:100
Section height visible
Section height from floor: 1000 mm
Wall fill pattern Fine v
Side marker to display wallr... ([]
Display proportional line weights §
Other L1
w 1:10
A Visual effects 1.20
Joining Surfaces 1:50
Classes for Joining Surfaces 1:100
e R 1:200
Joining Surfaces is disabled ...
1:500
Display of Facet Edges 1:1000

[

e Turn off this option as this makes easier to edit.

/1

Even if the line weight scale is turned off, the lines will be printed out as they are on the screen now.

1.4.3. Create First floor

We have already seen before that we are currently working on a 3-level building. We have already finished with the

ground floor. Next step is to create the 1%t floor.

e For this click on “Ground floor” button on the Status bar, now the “Edit Level” dialog window appears.

#2 Ground floor w ‘ 1‘ ‘ ;

e Now activate the first floor, then close the dialog by pressing “OK.
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Edit levels
O Oy @ Q @ < &% <= | Listofbuidings Default
Mum... Mame Bottom eleva... Height State Level increment...  Parameters Mame Elev. Offset ~
3 2, floor 5000 mm 3000 mm off 0 mm FF - Finish Floor 50 mm
2 1. floor 3000 mm 3000 mm Edit | T5 - Top of Structure 0mm
1 Ground floor 0 mm 3000 mm e BE - Bottom of Structure 300 mm
o] Basement -3000 mm 3000 mm
off CE - False ceiling 2600 mm
LE - Ledage -350 mm
FH - Floar height 3000 mm W

Paste

Copy area

Site level is visible on the floor plan Building elevation above sea lev

v
FH
.
Ny B
N)
elinm
OK Cancel

|0m

We will import the DWG drawing of the first floor to this level. You can do this not only by using File/ Import command, but
by opening the File Explorer we can simply drag and drop the floor plan into the program.

arch data
Documents
large_projects

Screenpresso
& OneDrive

& This PC
_J 3D Objects
[ Desktop
Documents
‘ Downloads
Jﬁ Music
[&=] Pictures

B videos

i Local Disk (C:)

Zitems  1item selected

4
+

Floor plan - Default - Ground floer (0 mm) * J' =) 4
| =1 Picure Tools DWG - o X
Home Share View Manage v 0
« v <« Using architectural ... » DWG v B Search DWG 2
~
" Name Date |
3t Quick access —
STRVER 1| | Scholtz_Gabor_E-Invest_Bp_XXIl_plan_03_DWG-1. floor.dwg | 410/
D Scholtz_Gabor_E-Invest_Bp_XXII_plan_03_DWG-Ground floor.dwg 4/10/]

v <
422 KB

Interior - Intermediate course

In the pop-up window interpret AutoCad unit as 1000 mm and press “OK”.



1. Workshop: Importing architectural plans 33

Open DWG/DWF/DXF file n
(®) Model-space
D Paper-space Open
() Layout selection Des ign
Alliance
[ Interpret AutoCAD unit as | 1000 w |mm]
| % Advanced options | OK. Cancel

Place the drawing with new origin.

First change the coordinate system from “Relative” to “Global”, by clicking on this icon L’ , then select the floor plan.
e - A |+ I@. o

Select the floor plan, choose the Edit menu — Move — Move command and select the left corner point of the supporting
wall. Type 0, space, O, finally hit Enter.

Using “Zoom All”, you can see that the corner point was placed into the origin.

Shift levels with blue arrows you can move between Ground floor and First floor, it can be also seen that two DWG
drawings are precisely overlaps each other.

& Ground floor v ' ‘

In this case, it is not worth drawing the walls on the first floor, as main walls in buildings are the same at different levels.
These have been previously created on the ground floor,
Now go to ground floor, select the entire floor plan and copy it to the first floor.

e
ﬁh:

For this open Edit level dialog window and use “Copy objects to other floor” command
1t floor.
Close the window by pressing “OK” walls were copied to the first floor.

. In the pop-up window select

Now the walls, openings, slab are copied to the first floor which is nicely represented in 3D view.

Based on the original floorplan we have to modify the walls. Delete those which are non-existent on the first floor.
Move existing walls to the previously drawn place, then use L and T wall connection tools.

CdhE

E
—

If we completed the first floor, import the 2" floor DWG drawing. Finalize the model.

\\\ A

This how easy and fast you can create a multi-level building based on DWG floor plan.

XP
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1.5. Importing IFC model

Architects can provide us the floor plan in many formats during architectural design process. These can be .jpg, .png,
raster PDF, PDF geometry, DWG drawing or IFC model.

ARCHLIine.XP is IFC Coordination View 2.0 Import certified design software. Thanks to this we can get floor plans and 3D
models at a higher standard from designer using other software like ARCHICAD, Revit, Allplan....

Importing IFC allows us to download real walls, slabs and other elements from a co-designer using another software, then
edit them as real walls, slabs, and other elements. Finally, we can pass on the completed plan as an IFC file to co-
designers, so they can work on it with convenience using other software.

Now let’s see the case when we get the project as IFC model.

e Firstimport IFC file.

Click on File/ Import / IFC command. Now you have three options:

Save project as  Ctrl+Shift+5

DEEES
[ Newproject
D Open project Ctrl+0
1| [ seveproject Ctrl+s
kA

BIM

Import ...

Export ...

i |

Clef # %=+ 1 41,5~
Import .. Ctrl+!
DWG
ASCI
iDs

Sketchup

Mamirial MEP

Edit

IO T Y

IFC

Import

*®
T

@

?;[rnport file and create a new project.
{The current project will be dosed.
;The file will be saved in the new project.

Keep the current project and show the file in a new
window,

The file remains its own directory and does not belong

to the project.

IFC element

Choosing fist option, we open a new project file and IFC model will be imported here, then we can work on it.
The second option is recommended to use if we are working on a project and we want to open a new window where to
import the IFC model. As later on we want to use or copy some of its part onto the currently opened floor plan.
Using the third option we import the object as IFC element.

In our case we want to import a floor plan as IFC, therefore we choose the first option.

e Now choose IFC file and click on “Open”. In the previous examples we demonstrated how much work is to process an
architectural floor plan. In case of IFC the architectural design process will be the fastest.
¢ We got the entire floor plan and 3D model during the import, but IFC model does not contain drawing elements such as

dimension or labels.

Interior - Intermediate course
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e During IFC import the model keeps its original level structure. We can check this by opening the Level Manager.

T NPT

Now let’s see the 3D model. The terrain, other objects and the building are included in the 3D model. We can modify them.
Now delete trees to make easier to see through the model.

Now let’'s examine the building closer.

Click on one of its items, e.g. a wall. On the left side under Properties you can see that it was brought in as a wall in the
model. These items not only correspond to ARCHLine.XP’s item classification, although these can be adjusted/m odified.

Properties T X View 1[lmage] = _ox
o style & .
Property Value @
% General
Layer awalL- Y
Colour
Line type smpleline | v
Line weights 0mm ~ y
Draw Order 8 -Bottommost |~
Move objects to other foor Level 2 ®
Copy objects to other floor Level 2 & \ =
BIM parameters Edit =
BIM name Basic Wal:SIP 202 =
Height 6498.6 mm ~ | B =
Base Elevation ~300 mm ~ '
GUID FNeMDaWPER9GS. .. —
SetlD ————
% Constrains
Absolute elevation 2700 mm
Total thickness: 202mm
Structure. . Edit
Figor framing Edit
Siant angle 0°
Fill pattern orientation: Defauit orientation is Orie.
Same materials
Finish Face: Interior Conarete, Sand/ce.
Finish Face: Exterior Concrete, SandCe. [l
wall Function New “ O
Golouring on the floor plan No
[ Mirroring
[ skip this wall over room bounding
Structural properties Non-bearingwall |~ =
2 Attributes of the Finish Face: Interior
[] ifferent )
Colour
Line type Simple Line +
Line weights 0 mm -
% visibility of sides v = N e ————
Properties  Design center = \\\

e Now click on a wall and change the height. Now click on the wall and increase the height.
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S=EY

9 0>
(B C)

e This is wall still remained a wall so we can place opening there. For example, place some windows.

 View 1[Image] *

Not all walls conduct this way. Let’s check this wall with windows. The program shows at two places that this is a wall.

Interior - Intermediate course



1. Workshop: Importing architectural plans 37

Properties L
[ G|
1 No style &
Property Value [l
% General
Layer AWAL-___-...
Line type Smpleline | v |
Line weights 0mm v
Draw Order §-Bottom-most
Move chiects to other foor Level 2
Copy objects to other floor Level 2
EIM parameters Exiit
EIM name Basic Wal:SIP 202...
Height 3716.9 mm
Base Elevation 800 mm
GUID  38NDIVsDL LI8DHLY. ..
SetD
30 fixed
% Constrains
Absolute elevation 2200 mm
Total thickness: 202mm
Structure Edit |
Floor framing Edit |
Slant angle: 0=
Fill pattern orientation: Default orientation is Orie...
Same materials
Finish Face: Interior Conarete, Sand/ce Bl
Finish Face: Exterior Concrete, Sand/ce. [l
wall Function New
Colouring on the floor plan |1 Ho |
[ mirrering
[ skip this wall over room bounding
Structural properties Non-bearing wall
A il i Interior
[ pifferent
oo [ —
Line type T Smpleline [
Line weights omm o~

Properties | Design center

Now place a window on this wall. As a result, you can see that the window was placed, but it is not visible.

This happens when the software imported the item is 3D fixed. This can be checked on the side menu too. In this case we
have to unlock fixation in order to execute any modification.

Properties X
wall -
- Mo style @
Property Value 2
% General
Layer
Colour
Line type Simple Line ~
Line weights 0 mm -
Draw Crder 8 - Bottom-most ~
Move objects to other floor Level 2
Copy objects to other floor Level 2
BIM parameters Edit
BIM name Basic Wall:5IP 202...
Height 3716.9 mm L
Base Elevation -300 mm
GUID 38NblwsDL1IBDELY. ..
SetID 000000000000000. .
3D fixed

We have to do the followings:

Go to Ribbon menu / Edit / Modify / Lock architectural object in 3D command.
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/ X cut : E o) x +H Tim -
- Copy (oNe] —.Jn—DeIete between intersections

Modi Create simil Past M Duplicat Delet
ov ify reate similar avs e (,, T IS S\re upvlca e eve e E Offset

Geometry E

1 ” Madify

]

*  Selectall M

: @ Attach photo =
A

'h Lock architectural object in 3D » fh Lock shape

-

» ¢ Substitute material ',-. Unlock

-

I
= Explode "

o After resolving the fixation, the previously placed window now
appears on the wall.

e The wall dimension has also changed, the bottom is now much
below. Change the height back to the original position.

e Now click on the wall, in the appearing pop-up menu choose
“Change height” command.

Align to the next wall end point.
e Now remove previously placed window, as there will be no need
for it during our work.

e |
Change length

% Move endpaint
.7 Change height
The imported items can be architectural item such as walls, slab.

L L connection

T T connection

¢ Now click on the hand rail. As you can see this is an IFC element. g 2=

B Movea copy

Properties R ox - ", Rotate =3
| element -] ’—é ¢k Rotatea copy —
o N
No style V4 = Elevate
Property Value | I Elevatea copy
2 General i
Layer : A-FLOR-HRAL-..
Colour ]
Line type Simple Line
Line weights 0mm -
Draw Order 8-Bottom-most
Move objects to other floor Level 2
Copy objects to other floor Level 2
BIM parameters Edit
BIM name Raiing:SH_1100m.
Base Elevation -247 mm
GUID IXYPHLNIUAOA. ..
SetID 000000000000000. .
2 On which floors visible? (Except for its own floor)
[] Al fioors Edit |
% Position
Absolute elevation 2753 mm
Description
2 Swes
Width 50 mm “
Depth 5683 mm -
Height 1347 mm -
2 2D representation
Representation in 20 Top View
2D symbol Mo object selected |
2 Structure—.
Structure... Edit |
Categorize in IFC as: Railng / IfcRaiing
Use explicit geometryin IFCe... [ ]

Properties || Design center

Now let’s start our work, the task is to furnish the room on the first floor facing to the balcony.

e For this we have to create a perspective view.
In order to set the correct height of the view choose front view (1) option in the appearing pop-up dialog window. Now
move the camera point to the shown position i.e. to the first floor (2).

Interior - Intermediate course
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Perspective dialog n
r-..__.!,/ \_,-\\ " t @J| Saved viewfs E L JIE.S
; N @ D Top View
Av"‘rfljﬂ"\,\ KE 5} Front View 1
[T Y .
(t f A /!«\ A i‘ R Right View
d I} ¢ \ " ,Q Y BackView
o e 7 | 8 ]
- J_EE—:‘" qf : = T LeftView

‘ .
| T .Camera r...
SEemes oo - M
= Camera £ 4704 mm }

= e | 2P ==
asamlil
[Jobject placement with animation 4

Set 2D view. (1)
At the first view set the perspective to look the room from outside. (2)
If the preferred view is set, press green cross to add to the list of the saved views.

/
-

View 1 [Image] *

t [1])| saved views HE”
16
&

a

8 [

Camera

[
" View_0
¥ View_1

Camera Z

Target 2

; Angle

F View 3
§ View_4

[J object placement with animation

Perspective dialog

Add 3-4 more views, this way you can practically view around in the given room.
Press OK to close the dialog window.

Start from “View 0” and delete the man standing on the balcony.
Shifting between views we can gradually look around in the room.

Let’'s see some examples how to work in an IFC model. Obviously, the workflow is the same as we had built the model in
ARCHLine.XP using architectural elements.

First, we put colours on walls.

Therefore, we have to go to Design Center then Catalog / Materials and here you can choose a colour.
Use drag and drop to place the chosen colour on the wall and then from the appearing menu choose “as painting” option.
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Besioncentey ? View 1 [Image] * e
| =
‘ [Search in all items] aQ ‘

# ) Materials - COLOURS | Pantone
Ry

<<Back | 18 Elements

PANTONES41-8 PANTONES48-1 PANTOMES55-4

-——-\ |nspammg
Astiing
PANTONE S6-0 | PANTONE $82-2 p‘WTCE)NFED'fZZO' Replacing one material with another

Replacing one material with another on this object

D&%

PANTONE-S3-9-  PANTONE-S3-

PANTONE-5325-
am1 3

PANTONE-S325- PANTONE-598-  PANTONE-598-
7 2_BRIGHT 2K

PANTONE-S08- PANTOME_S3-
2_MIRROR PANTONEOO3 oF2

Properties  Design center

e Click on the second wall, a waring comes up, as we cannot apply the paint on the selected wall. The reason for this that
this had been previously 3D fixed.

¢ Now unlock it.
Try again to place colour on this wall.
Apply colours on other walls too.

¢ In case of the wall show below you have to also unlock the 3D fixation.

View 1[Image] * - -Oox
—
x
Unsuccessful tiling. Relocate the reference point or change the tiling
direction and try it again.
_

Now modify the floor material and put a carpet there.

Select a carpet from Catalog / Material / Fabrics / Carpet folder and then choose a colour. Place it “as painting” on the
carpet.

Continue the design the same way.

e You can also place here furniture, let's see an example.

Interior - Intermediate course
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From Design Center / Catalog / Objects / Bedroom library select a bed and place it on the floor plan.
Activate the floor plan and place the bed as it is shown on the picture.

Lt v i

Finally set the bed relative height to zero.

We demonstrated a few methods how to dress up a room in order to create the interior design plan.
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2. Workshop: How to save and manage large-size projects

This tutorial explains how to save project files in different ways, and also gives you essential guide how to manage large
size projects.

. T e
« Save Project Fle ] 1P A P7

<+ Backup archive

o,

< Automatic save

o,

% Project management

o,

< Large size project management

Mew project

Open project Ctrl+0

e Open File Explorer and watch the following tutorial videos on this topic:
www.archlinexp.com/education/tutorial-videos/archline-xp-level-2/organized-
modelling-level-2

Save project Ctrl+5

Save projectas  Ctrl+5hift+5

Bl

e Choose the folder ...ARCHlineXP .
Draw\2018\Course_Intermediate\1_Importing_Architectural_Plans and the file | BIM +
Reception_Room_1.pro

Import ... +
2.1. Save Project ARCHIineXP Draw >CTohn_Smith>
o Before starting your work on the project, save it under a new name. . ~
Select Ribbon menu / File / Save Project as command, then name the project Név
and select the folder where to save it.
D Wiews
Categorization PDF
+« Now save the project under the folder with the name of the customer:
ARCHLineXP Draw\Customer_name\project_name.pro, Render
Here we can create sub-folders for different documentations: Caved
PIl. PDF, Render, 3D_Views, Wall_views )
Wall_views

Reception_Room_1.pro

2.2. Backup archive

In ARCHLine.XP there is a Backup Archive function, this can help us to restore a project at a previous stage. It is
important to know this does not replace Save and does not contain the latest version. The backup archive help us to
restart our work on the project due to an unexpected computer crash, when the operating system, stops functioning
properly and exits. Every day the program always makes a copy when opening a project. During the daily work another
two can be created, altogether three .pro extension flies can be stored under ARCHLine.XP Draw /2018 folder, in a hidden
subfolder dated on that day. Backup archive properties can be set manually

¢ Click on the cogwheel in the left bottom corner and find Backup Archive under ,Open and Save”. Here we can set the
followings: @

% Create Backup archive
% Delete backup file that is older than the given time interval.
% Set the interval of archiving.
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46 2. Workshop: How to save and manage large-size projects

. Graphics

iE

Open and Save

% Open and Save

[ Units and angles

O

Snap and arid

Cursor and marker

F

User interface

&0

Item settings

Close

Project default path (requires restart)

C:\Wsers'dorottya. peller'\Documents VAR CHIlineXP DRAWY,

Image Fath

C:\Wsers'dorottya. peller\Desktop)

*Save 30 database (significant increase in size)

Settings and customizations Import § Export

Edit

Importing Objects, Materials, Settings from previous ...

Edit

% Manage styles

Save current settings as new default

Apply

Restore your defaults to factory settings

Apply

Loadable package of styles

R

Betdlthetd stluscsomag alapértelmezett litvonal !er. .

C:'ProgramData‘Cadline\ AR CHIineXP 20 18 \Templates,

% Backup Archive

Create Backup Archive - Daily backup copies for recovery purposes

Use the ARCHLine.XP Drawing Recovery Manager OMLY to recover data.

AUTO-ERASE &l backup archive that is older than the Archive Preservation Period

Archive Preservation Period in weeks:

4 ~

Erase Backup Archive older than 4 weeks

Edit

The Backup Archive stores up to 3 backup copies of a project daily.

* *Save autorecover information

Save autorecover information

Save frequency (steps)

5 ~

Free space now on C:

345534 MByte

% Shared objects

Selected Objects will be moved to Shared objects library

[] Enable Shared objects library

Edit

Automatic synchronization

Synchronizaton interval in seconds

o —

go to Trash.

2.2.1.

Recover Backup Archive

Please note switching off the auto-erase function means that archived files will use your PC memory. Deleted archive files

It is very easy to recover files from Backup Archive. Click on File / Tools / Drawing Recovery manager.

e HES
New project
Open project Ctrl+0
Ctrl+5

Save project

Save projectas  Ctrl+Shift+5

A=

1 BIM

Import ..

Export ...

Options

AT 2 = =1 41,7 em

Drawing recovery manager

ﬁ External reference

% Import from Project (XREF)

Tools

Group work
Print Ctrl+P

Print to PDF

il 0>

Print queue

Intermediate course - Tutorial

XK Exit
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In the appearing dialog window select the folder you want to search through, by default it is the ARCHLine.XP Draw folder.
(1)

Than enter the key word in your project name (2), select the ,archive directory” option from scroll down menu, the program
will run a search in here (3).

Click on ,Search” (4) and the program lists the results.

If you find the requested file (5) by clicking on ,Open” you can download it.

(®) Project (") Drawing

Search In | C:\Users\Erika\Documents \WRCHIineXP DRAW 1 | Browse

| Search for |Recep i |

i Search 4
q'\S_ean:h results in archive directory_":‘_) 3 ~ | Project contents list
=] __2018

=] 2018_11_2

=] reception_room_1
A Recaton e T30
:.F] Reception_Room_1{2).pro
L F] Reception_Room_1.pro

Preview

| Fileinfo
Browse the folder in which you want to start your search.
Enter a file mask. Example: AB will search for all files that contain AB pattern.
| Start the search with the 'Search’ button.
You can open a file with the 'Open’ button, or check the preview by dicking Project content list

Press ESCAPE to stop searching... Open Cancel

Automatic save

The automatic save helps in the recovering a project with a little loss due to unexpected system failure. We call this
function “Save Autorecover”.

Click on the cogwheel icon in the left bottom corner. Q

Under ,,Open and Save” find Save Autorecover information. Here you can modify the default properties.
You can activate the autosave function and set the frequency of autosave.
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[ Graphics

| [¥] Open and Save

% Manage styles

[ Units and angles
Snap and grid

w Cursor and marker
™ User interface

& Item settings

| Close

Save current settings as new default

Apply

Restore your defaults to factory settings

Apply

Loadable package of styles

L

Betilthetd stluscsomag alapértelmezett Gtvonal {Uir...

C:\ProgramData\Cadline \ARCHlineXP20 18 Templates),

# Backup Archive

Create Backup Archive - Daily backup copies for recovery purposes

Use the ARCHLine. XP Drawing Recovery Manager OMLY to recover data.

AUTO-ERASE &l backup archive that is older than the Archive Preservation Period

Archive Preservation Period in weeks:

4 L

Erase Backup Archive older than 4 weeks

Edit

The Backup Archive stores up to 3 backup copies of a project daily.

% *Save autorecover information

Save autorecover information

Save frequency (steps)

5 v

Free space now on C:

345509 MByte

% Shared objects

Selected Objects will be moved to Shared objects library

[] Enable Shared objects library

Edit

Automatic synchronization

Synchronizaton interval in seconds

Display shared objects with icon in the Design Center

# Project specific object handling

Closing the project the objects stored only in the project are deleted from library.

[] Project-spedfic object management, Objects stored in the project are accessible only in the project itself,

% Project properties

Project parameters

Edit

It is important this function does not replace Save. When you turn off the computer in the normal way, this file

automatically deleted, and if you choose ,Exit without save” and you rely on only Save Autorcover function you will lose all

In case of large-size projects it's worth increasing the frequency (number of steps). It can be bothering saving a large

e Choose the folder ...ARCHIineXP Draw\2018\Course_Intermediate\2_Project_management and the file

Proper organization is needed for well-ordered, self-explanatory and easy to use projects. We have to do two important

!
modification on the project you done since the last save.
!
content after every five steps which may take seconds.
2.4. Organizing projects
Reception_Room_2_layers.pro
things.
% Handling and organizing layers properly
% Setting and naming views correctly
2.4.1. Organizing layers

g

O o
EXEX

0,
o

The consistent layer management is necessary to see our project through easily. Layer
management helps to handle objects, walls, and furnishing of other rooms in groups.

Open “Layer Manager”. In the appearing dialog window, you can find layers.
Go to All layers group and create a new layer by clicking on “Add new layer” button.

In the project there are two ,rooms”: Living room and Dining room.
Now create 3 layers only for the Dining room, such as:

Interior -Dining room -Decoration
Interior -Dining room -Furnishing
Interior -Dining room -Lighting

Intermediate course - Tutorial

Layer Manager

Move Qbjects to New Layer
Layer Walk
Change te Current Layer

Activate the layer of selection

ole o0& ole

R,
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Layer Properties Management

B The name of current layer: Wall - Load-bearing wall
!&%@ " ;

Show used layers ! I h

MName On  Lock Pr..
#® Dimension - Opening dimension
% Dimension - Radius and diameter
o Ellipse

@ Group

@ Hatch

o IFC element

4% Interior - Bathroom - Decoration
#® Interior - Bathroom - Furnishing
@ Interior - Bathroom - Lighting

#® Interior - Bedroom - Decoration
4 Interior - Bedroom - Furnishing
@ Interior - Bedroom - Lighting

4 Interior - Kitchen - Decoration
@ Interior - Kitchen - Furnishing

4 Interior - Kitchen - Lighting
Interior - Living room - Decoration
Interior - Living room - Furnishing
Interior - Living room - Lighting

ol ol ol ol &) o o & o = & o) of o o <l &h =

0,00, 0,66, 0, 00,0,0,6, 0,6, 6,8,6,6,0,0,0,6, 6,6,

Eﬂ@H@@ﬂ@ﬂ@m@U@H@@H@ﬂ@@@@g@@@@@@@@@@ﬂ@@@@@@@@

< Tighting v
@ Lighting - Exterior g
@ Lighting - Interior ¢
@ Line ¥
o Object ¥
@ Object - Exterior ¥
< Object - Interior ¥
< Point ¥
& Palygon ¢
o Railing g
o Raster image @
o Roof @
% Room survey g
@* siab ¥
¥ Solid modsl %

Elem...

(=Y == R = R = T = T = N = Y = Y = = = = Y = = Y = i =]

o oo o

[

946

oo o oo oo

=T %]
5]

C... Line-type

Hl simpleLine
I simple Line
H simple Line
H simple Line
Hl simple Line
H simple Line
Hl simple Line
Hl simple Line
I simpleLine
Hl simple Line
H simple Line
Hl simple Line
Hl simple Line
Hl simple Line
H simple Line
H simple Line
Hl simple Line
Hl simpleLine

H simple Line
H simple Line
Hl simple Line
Hl simpleLine
I simple Line
H simple Line
I simpleLine
Hl simple Line
H simple Line
Hl simple Line
Hl simple Line
Hl simple Line
Hl simple Line
H simple Line
E cimle line

Line-w...

0 mm
0 mm
0 mm
0 mm
0 mm
0 rmim
0 mm
0 mm
0 mm
0 mm
0 mm
0 mm
0 mm
0 mm
0 mm
0 mm
0 mm
0 mm

0 mm
0 mm
0 mm
0 mm
0 mm
0 mm
0 mm
0 mm
0 rmim
0 mm
0 mm
0 mm
0 mm
0 mm
0 mm

=/

Description

Copy to dipboard | []Protocol for Layer Maming

e Entitle the Layer:1 as follows: Interior -Dining room -Decoration

¢ Now repeat these steps in case of other two categories.

Layer Properties Management

il . - i )
@ % @ The name of current layver: Wall - Load-bearing wall

Mame

4% Hatch

% IFC element

% Interior - Bathroom - Decoration
% Interior - Bathroom - Furnishing
4% Interior - Bathroom - Lighting
% Interior - Bedroom - Decoration
¥ Interior - Bedroom - Furnishing
4% Interior - Bedroom - Lighting

On

Interior - Dining room - Decoration
Interior - Dining room - Furnishing
Interiar - Dining room - Lighting

Interior - Kitchen - Decoration
4 Interior - Kitchen - Furnishing
@ Interior - Kitchen - Lighting

% Interior - Living room - Decoration
% Interior - Living room - Furnishing
% Interior - Living room - Lighting

% Lighting
¥ Lighting - Exterior
¥ Lighting - Interior

50,0,6,6,0,0,6,6,0,5,0, 5, 6,05, 5,5, 5,0,

Lock  Pr...

3 0 (0 0 (i 0 i (s 2 (i 0 i (o 0 (0 o 0 (0 o i

m
m
=

[ QR o [ o Y e o o Y o Y o O [ o Y o o [ o Y o Y e R o o e [

0

¢ When you finished close the dialog window by pressing “OK”.

Line-type

Simple Line
Simple Line
Simple Line
Simple Line
Simple Line
Simple Line
Simple Line
Simple Line
Simple Line
Simple Line
Simple Line
Simple Line
Simple Line
Simple Line
Simple Line
Simple Line
Simple Line
Simple Line
Simple Line
Simple Line

Line-w...
0 mm
0 mm
0 mm
0 mm
0 mm
0 mm
0 mm
0 mm
0 mm
0 mm
0 mm
0 mm
0 mm
0 mm
0 mm
0 mm
0 mm
0 mm
0 mm
0 mm

Cancel
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Now select all furniture in the living room area.
e Go to Properties and select “Interior — Living room - Furnishing” layer from the dropdown layer menu.

Properties oox Floor plan - Default - Féldszint (0 m)
* Selected * (10) =
= UARTES * I )
VARIES & ,
A = {
Property Value
% General
= E
Colour Hlipse A
Line type Group
_
Line weights Hatch
z IFC element
Brgas Interior - Bathroom - Decoration = A
Move objects to oth... Interior - Bathroom - Fumishing H
Copy objects to othe...  {Interior - Bathroom - Lighting =

Interior - Bedroom - Lighting
Interior - Dining room - Decoration
Interior - Dining room - Fumishing =
Interior - Dining room - Lighting
Interior - Kitchen - Decaoration
Interior - Kitchen - Fumishing o l
Interior - Kitchen - Lighting S

Interior - Living room - Decoration — = ¢
Intesor - Living room - Fumishing = i $

Interior - Living noom - Lighting

Lighting //’i L . ;"7 %II:IJV

limktimea  Cotodar

Categorize in IFC as:

BIM parameters Interior - Bedroom - Decaration
BIM name Interior - Bedroom - Fumishing

Use explicit geometry i...

wu

Then select all furniture in the dining room area.
Go to Properties and select “Interior — Dining room - finishing” layer from the dropdown layer menu.
e Continue for the decoration and the lighting objects

Now create two main layer groups, one for Living room and one for Dining room.

e Open Layer Manager.

¢ Inthe appearing dialog window click on the “Used layer” category on the right side.

¢ On the right top corner click on create new group icon, then create one for Living room and one for Dining room.

¢ When these are done, select 3-3 corresponding layers, and use “Drag and drop” to move them under the Layer Group.
Layer Properties Management n
{..\ Q @ The name of current layer: Wall - Load-bearing wall show used layers D :
Mame On Lock Pr... Elem... C... Line-type Line-w...  Description E|--A!I layers
% Interior - Dining room - Decoration 9 = @ 93 - Simple Line 0 mm | Dining room
< Interior - Dining room - Furnishingd-g— =5 &b 377 [ Sl tme—0 T Living room
<% Interior -Dining room - Lighting | ¢ f° &b 98 Bl sirpleline  0mm

Interior - Living room - Decoration) 9 = @ 1523 i i
&% Interior - Living room - Furnishing < R simple Line
<% Interior -Livingroom -Lightng | % f° & 276 Hl sirpleline  0mm
@ Object v o &  es I Srplsline  0mm
¥ 5lab o & = I simpleline  Omm

v &

& Wall - Load-bearing wall 178 Bl sirpleLine  0mm

Within a group you can handle layers at the same time. You can easily turn on and off, lock and unlock them.
Lock the Living room layer group. This is indicated by a closed padlock.

Now turn off the Dining room layers group by clicking on the bulb icon. When it turns to grey, the layer is switched off.
e Close the dialog window by pressing “OK”.

Intermediate course - Tutorial
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Layer Properties Management

A Q @ The name of current layer: Wall - Load-bearing wall

[Ishow used layers

3] 53]

(=3 .-!\!I layers
i Used layers
- Dining room { 3)

On

Off
Lock
Unlock
Rename

Delete

Show used layers

MName On  Lock Pr... Eem... C... Line-type Line-w...  Description
& Interior - Living room - Decoraton ' 34 = 1325 [ simpleline  0mm

< Interior - Living room -Furnishing v £ &b 1152 [l simpleline  0mm

4 Interior - Living room - Lighting 9 (=] =) 275 I sivpl=Lline  0Omm

Layer Properties Managerment

. -"& @ The name of current layer: Wall - Load-bearing wall

MName On lock Pr... Elem... C... Line-type Line-w...  Description
< Interior - Dining room - Decoration § & & a3 B cmpeline  Omm

< Interior - Dining room -Furnishing § & & 377 B cmpeline  Omm

¥ Interior -Diningroom -Lighting ¥ & S a8 I simpeline  Omm

«® Interior - Living room -Decoration V(&4 & 1528 [ simpleline  0mm

< Interior - Living room -Furnishing v & & 1152 [ simpleline  0mm

«® Interior -Living room -Lightng ¥ & & 276 I simpleline  Omm

& Object v & & es B simpleline  Omm

P slab R 22 I simpleline  Omm

<& Wall - Load-bearing wall ¢ (=) % 178 I smpieline  0mm

=) All layers

Used layers
Dining room { 3)
Living room { 3)

Items of switched off layers cannot be seen on the floor plan. Although locked layers can be seen. You can refer to these
items, but you cannot adjust, modify nor replace them.

¢ Now go to 3D window and rebuild the model. None of the items on locked or turned off layers will appear in the 3D

window.

Open Layer Manager and turn on and unlock each layer group.

e Rebuild the model in 3D window.

2.4.2.

Settings and labelling the perspective views

The other essential part of the project organization is setting the views properly in the well-ordered projects. If you
consistently follow the same logic (even clockwise), to set perspectives in the 3D window and name them appropriately, it

will be easier to navigate through them.

In case of multilevel buildings, it can be useful to put numbering before the name of the perspective views. This way we
can easily distinguish from the ground floor: 0_bathroom_ view_01 to first floor: 1_bathroom_view_01.

Now move to 3D window.

From Navibar select the right bottom “Perspective dialog” icon.
The program automatically will put all views in alphabetical order. Always put serial number after

the name of the consecutive perspective views.

24
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Perspective dialeg

[ ] object placement with animation

ﬁ [T]) | saved views E (X
@ Dining room 1
//sz///. &I Dining roam 2
/ Dining room 3
Eﬁa f/, Q Dining room 4
7 a
. Living room 2
—x
4 __[:]‘ Living room 3
Living room 4
L 1L%
—
— }
- i
o
Camera
[T Camera Z L.2m }
Angle _ Cancel

If you follow the instructions above perspective views always will be orderly arranged in your projects, which makes easier

and more transparent your work and project.

2.5. Managing large-size projects

e Choose the folder .
Reception_Room_3_3Dsolid.pro

..ARCHIineXP Draw\2018\Course_Intermediate\2_Project_management and the file

The size of a project can significantly increase while we are working on it. It's worth spending some time to clear the
project that can reduce its size. This contains three steps:

% Remove superfluous 3D solids Build 30 model [« |
« Delete too large objects and )
< Delete those contain too many materials. S _
< Delete unused materials in your project W wal Bl Generate layers in wal, slab, roof
¥ Doorfwindow Framing in wall, slab, roof
e Use 3D Build tool on the Status bar — Build 3D model 2 Slalf- [ Wall top constraint: cutting with slab and roof
to check number of 3D surfaces. W stair Dl crente 4
. . rea 25
¢ Inthe popup dialog window, you can see that the gRDU‘C_
project contains 188 809 3D surfaces. This number v Terrain [ Draw opening direction
. ) . W object
will decrease after clearing. Close the dialog by 7 col
H “ ” olumn
pressing “Cancel”. [ Rooms
W Raster image
] . ¥ Freeform Surface L
a Quick 3D model ¥ Lamps Roof tiles in 30
I Flertric Arrecenry Display simplified roof tiles (faster) w
3% Build 30 model «
Floor Resolution
J ¥ Create cut-away 3D view (O current 1 floor High -
> (®) all floors
Space volume computation — : -
ﬁ P p O select fioors Minimal resolution of a drde 37 -
@3 3D Section Box [+ &l buildings Maximal chord height 0.003 m
{30 surface 188809 |
Lo, “

O Create 30 model in just one
material - Paper model
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2. Workshop: How to save and manage large-size projects 53

¢ Now check the size of the saved project on your computer.

Reception_Room_3_3Dsclid.pro 13950 KB

Currently the size is 13 950 KB. This also will be decreased after clearing.

2.5.1. Delete superfluous 3D solids

There might be 3D solids in the project that were temporarily used during 3D modelling, we did not create an object and
accidentally remained in the project.
3D solids only appear in 3D, they do not have a floor plan symbol. j; Guick 3D model
These unnecessarily increase the project size; therefore, we have to delete them. 0
3¢ Build 30 model

[@ Create cut-away 30 view I

How can we find quickly these 3D solids and delete them from the model?

o Now select from Status bar the “Create cut-away 3D view” option. The software

automatically switches to floor plan view. Q Space volume computation
e Select an area on floor plan view which length is the same as the drawing and doesn’t
contain any 2D items. Q'?j 3D Section Box

—

Based on the blank area, the program builds the 3D model up, so we must get a blank ﬁ - ‘ I 61_Objekt.. |
model.
If there is an item in the 3D window, then those are 3D solids, or maybe 2D drawing elements.

T

Select the Axonometric view for the view representation.

— P
- Sl L .
—
e Select objects in 3D window and delete them. Fo————

e Rebuild the 3D model.
e Now click again on 3D build tool — Rebuild 3D model. As you can see the High x
number of surfaces decreased from 187 407 to 94,382.

. i . . Minimal resolution of a drde 32 o
This technique helps to reduce the number of 3D surfaces in the project. In a
larger project, this number can considerably increase, and it is worth paying Maximal chord height S
attention to it, and reduce the number of unnecessary surfaces by using this
method. 30 surface 943832

2.5.2. Delete too large objects and those contain too many materials

It might happen the we download objects from the 3D Warehouse which are too large or contain too many materials.
These objects can greatly slow down the operation of the program. The program warns us in the following three events:

0,
o

When the object is too large, so it contains more than 50 000 polygons
When the object contains more than 50 materials, or
When the physical extension is larger than 100 m

0,
o

0,
o
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Now let’s look at an example of too large objects.

e Open 3D Warehouse, this can find under Ribbon menu / Interior / Place / 3D Warehouse.

e M EHBES AT 7 % ===f =1 4,7~ et viw Buiding
H & A & ¢ #e 1 & [T

Properties Room maker Material  Single object 3D warehouse EIM libraries Tiling Sweep  Soft furnishing Lighting Electrical ac

- -

Properties Room Place Decoration Lighting

¢ In the search field type “crystal chandelier”.

e Select “Baccarat Zenith Chandelier crystal”. By clicking on the object, we can see its properties on the right side. Here we
have to pay attention to the polygon number which is 60 405 in this case.

e Download the object and place it on the floor plan.

q crystal chandelier ®
Here are your results
MODELS COLLECTIONS Sortby: Relevance
!
O
Rock Crystal & Gilt ... Crystal Chandelier #33 Meow's Chand... Byron Chandelier-T...
. Willism Larson Intrior. Larsz. Cheriluz v Robert A Christman
Baccarat Zenith Ch... Chandelier Large Chandelier Chandelier Chrome...
ilona Ameerah A SrainyBear 20b M.
~
J\ A m = 2

Baccarat Zenith Chandelier crystal O

b
Add to Collection

M &

]

a
o
P

Downloads

Likes

»
4TS

O |in

.skp File Size

S =
o |lo @

o

Polygons

Materials
Components 0
Uploaded 8
Last Modified 3/8/14

Share <> Embed

e Now a pop-up warning message will appear. If you click No, the object will not be downloaded. Now select “yes”.

problems in the project.

0 The complexity of the imported model can cause speed
Do you want to continue?
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Place the object on the floor plan.
Let's look at an example when the object contains too many materials.
Open 3D Warehouse again.

Type “Kettle teapot” in the search filed.
Choose one and download it.

Deliver work you're incredibly proud of.
See what's new in SketchUp Pro 2018...

q kettle teapot

GENERICA Props: T... GENERICA Props: Es... CHALEIRA Full Kitchen Set

Tea Pot Kettle, Teapot, YaiiH...

ArchiDol ArchiDol kyle Exarepuns LU

Kettle, Teapot, YaliH... Pan, Pot, KacTptons,... Kettle, Teapot, YaiiH... Kettle, Teapot, YaiiH...

Exarepuria LU ExaTepuna L Exarepuna LUl Evarepuns LU

Place it on the floor plan.

The program indicates in a popup message how many materials this object contains. The amount of materials under 50
can be considered normal and easy to use in the program. In this case there are 290 materials. In the pop-up window, we
opt for “Yes” the object will be downloaded which might take longer and slows down the work on the project. If in the pop-
up dialog window, the answer is No, the downloading happens without materials. Later we can assign any materials to this
object.

This object contains 290 materials.
Using it can cause slow-down in the project.

Continue anyway? Mo means import without materials.

Yes Mo
Now check the number of the surfaces by using 3D Build tool after Resolution
placing the two objects. Now there was an increase from to 94,382 to h
195,678. - h
Now save the project under the name Reception_Room_4 _Large.pro. - i i
Minimal resolution of a drde 32 iy

In order to reduce the project size, we have to delete superfluous,
large objects and those contain too many materials. The complex Maximal chord height 0.003m
objects can be easily found and deleted.

195678
Activate 3D window. 3D surface &

Go to Ribbon menu / Dimension / Measure and click on “List of
elements”.
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In the pop-up dialog window, we can find the 5 objects take the most space in the memory and the 5 items use the most
materials. Here you have an option to “Delete selected item” straight away. In case you cannot identify the item, you can
use “Show selected item” command. Last two downloaded objects are the largest in both categories. Delete them.

Info about space n

Property Value ~

These solids take the most space in the memory:

Element ID: [30=3194] [2D=3533] I 31148[KB] (3D surface: 76494) (Object: Baccarat Zenit...l

Element ID: [3D=205] [20=1654] 2750[KE] (3D surface:57&1) (Object: almohada 3d)
Element ID: [3D=275] [2D=377a] 2750[KE] (3D surface:8721) (Object: almohada 3d)
Element ID: [3D=228] [20=2542] 2750[KE] (3D surface:8721) (Object: almohada 3d)
Element ID: [30=254] [20=3217] 2750[KE] (3D surface:3731) (Object: almohada 3d)

These items use the most material: |

Element ID: [30=4011] [2D=15606] | 865 (Object: kettle, teapot, uaiina) |

Element ID: [3D=102] [2D=301] 9 (Object: NEG TV Tel)

Element ID: [3D0=83a] [2D=3598] 7 (Object: Baccarat Zenith Chandelier crystal(1))

Element ID: [30=100] [2D=235] & (Object: candle11)

Element ID: [30=120] [2D=435] 5 (Object: Flower 2) W

< >
Show selected item Delete selected item Close

Now check again the number of surfaces by using 3D Build tool. By deleting these two large objects the number
decreased to 94,382.

Save project under a new name Reception_Room_4_Large_deleted.pro, use “Save project as... “command.

For average PC it is recommended to keep the model under 1 000 000 surface area!

2.5.3. Delete unused materials in the project

When we delete the large-size objects, the linked materials will stay in the project. There might be hundreds or thousands
of materials in a large-size project which significantly increases the project size and slow down the operation. Mostly these
materials are not used, so we have to remove them.

Select under Design Center / Catalog / Materials / In Model, here you can see that the project contains 1100 materials.

Desig nox Design center R o

| [Search in all iterns] Q ‘ | [Search in all items] Q || Brands

# [ﬂ' ) Materials  In Medel ]
Building <«<Back ||'ID'ID Elementsl

m et F F
H H &2 &=
Door Wind Stair  Profile Group
ow
Catalog

=N ":. Ea @ Q Croisillon Croisillon(1) *1

Object| Materi} Showr 3D Light
5 als com wareh source

DK -

Recent models

My Favourites

Help 2 *2(6) *3

Now delete not used and superfluous materials in the project.
The deletion is carried out by Removing Materials. To do this, YOU HAVE TO BE EXTRA CAUTIOUS:
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Open all layers
Build up every item in 3D
Save Project under the original name,

After these safety actions, delete unnecessary and unused materials from the project.

Save the project under a new name, by using Save project as... command.

In the pop-up dialog window and activate "Purge unused materials which are not applied on the floor plan and 3D model".
Finally click on Save.

The new project name is: Reception_Room_5_Cleaned.pro

You have to save the project under a new name in case we made a mistake we can easily upload the original project:

Project properties n
Mame Visible  Delete  State
Mappali_alaprajz g B Floor plan - Current d...
Mézet 2 v B 3D - Image - Current ...

Pesign center k] X]

‘ [Search in all items] Q || Brands ‘

lﬁ ) Materials  In Model

<<Back \ 93 Elements

Preview Motes I I .

Croisillon{1}

Save 30 database (significant increase in size)
[ Purge unused materials which are not applied an the floor plan and 3D model] I l .

Cancel

Check the number of materials.

Click again on Design Center / Catalog / Materials / In Model.
Now the number of the materials decreased from 1010 to 93 items.
Deleted materials increased the project size necessarily.

After all these steps it can be seen that our project size significantly decreased from 41 423 KB to 12 876 KB. Thanks to
clearing more storage place is left on our computer.

Recepticn_Room_1.pro 12023 KB
Reception_Room_2_layer.pro 13122 KE
Reception_Roorm_3_3Dsclid.pro 13950 KB
Reception_Room_4_large.pro 26115 KB
Reception_Room_5_large_cleaned.pro 13813 KB

If you follow instructions above described your projects will be transparent, traceable and you can work faster without any
disruptions.
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Workshop: KBB - Modelling and furniture design

®,
Q
®,

”Q

®,
”Q

®,
Q
®,

”Q

During this lesson you can learn how to use the furniture design tools available in ARCHLine.XP.

Using different front on the same cabinet
Creating fronts with hidden handles

Creating a custom shaped, curved cabinet
Creating a custom shaped, curved countertop
Creating an Excel list

Open your browser and watch our tutorial videos:
https://www.archlinexp.com/education/tutorial-videos/archline-xp-interior-level-2/kbb-furniture-design-interior-level-2

Refresh

In order to understand this lesson completely, the basic knowledge of the furniture design tools is required. Before starting
this workshop, it is recommended to repeat the preliminary level Kitchen design workshop. This project can be found
among the files of the Preliminary course files.

The tutorial videos can be found here: https://www.archlinexp.com/education/workshops/workshop-application-preliminary

Open the following project: ...ARCHIineXP Draw\2018\Course_Intermediate\3_KBB-Modelling_and_furniture
design\01_KBB_Modelling_and_furniture_design.pro

Save project as...

3.1.

Before starting the work save the project file with another name.
Choose File / Save project as... command and specify the name and location.

Adding drawers, changing fronts

During this workshop we will modify the kitchen in the opened project.

NN
A

:

7
.
/
g
7
é
7
7/

2%
Do

7 [ 4

Click on the high cabinet from which the drawers are missing and open its properties.
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In the dialog click on the Dividers tab and add a Single horizontal divider. Before placing the divider with the green tick,

[ ]
activate the Only division option.
Cabinet
8 Bottom
@ Front
@ Core
i@ Back
Q Core
i Top
E
R AENEANEE S
50% [[IDivide on front
|
P ‘.?mgh Singl Multipl Multipl; Singll |M0mm | ‘C’HOmm |
& ingle ultiple ultiple ingle =
horizontal vert?cal horizo:(al verti:al cust%m E E]
BE From unit top: From unit bottom: Custom offset
OShelf 1640 mm 360 mm
S oty o [v]
Dividers [ Automatic refresh on page {;’\“ l oK ‘ Cancel )
e Click into the upper division and add a Single drawer with front, then repeat this step in the other division.
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ﬁ Bottom

EHedps deve eeFE i D

[a Front

" Shelf - Single horizontal
& Shelf - Single horizontal
@ Divider - Single horizont
Drawer - Single with

(g |Core front

i@ Back

I” Core

i Top

IR

@000

Single with
Multiple Eant

Multiple Multiple
with front  with single

Single

L’_‘IE

Drawers

(® Full Overlay
O Traditional
Opening (%)
[}
100
[ Automatic refresh on page s oK Cancel

Select the newly added upper drawer using the blue arrows on the left and on the third tab on the left deactivate the Apply

the default option.

-3 e @ B KL

|4= 4' [ : the default — [#]
:TY b ! - 7
ide object e
x |:| Use original item size *
Mullion anel Pine011 Prestwick siemens Walnut Walnut Walnut Walnut Wenae 0
@ Dﬁ Frame Doo = front Solid Front  sute front front Gloss Door  Gloss Deor panel 2 E
E! Rotate X Rotate ¥ Rotate Z
- |0" v| |0° v| |0° v| DMirror
Automatic refresh on page O QK Cancel

Drawers

Using the blue plus on the right, search for a front named Pine011 front in the library, then close the dialog with the OK

button.
Change the one front of three further cabinets to the Pine011 front. To do that select the cabinet and open its properties.
On the Doors tab select the front to be modified, then with the learned method change its front to the desired one.

You should have a similar result as the picture above.
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64 3. Workshop: KBB - Modelling and furniture design
3.2. Creating a front with hidden handles
In modern kitchens non-traditional solutions are often used at the handle design. With the handy tools of ARCHLine.XP
you can easily create alternative variations.
The Cabinet door command is an extremely flexible tool with which you can define the shape of the front, insert or extract
profiles in order to create more unique pieces.
e Start the Cabinet Door command from the Ribbon bar / Interior / KBB group.
e Select Old_Ashtree as the material of the front.
Select the fifth tab from the left, the Subtract profile tab. With this option we can define a frontal profile (on the first vertical
tab on the left) along which the section profile (chosen on the second vertical tab on the left) will be drawn.
o Select the profile named horizontall as the frontal profile.
e The four values on the right indicate the distance of the profile from the edges of the front. Rewrite the upper value to O,

then deactivate the Same offsets option and open the bottom lock. By fixing the two side values we can assure that the
front fits on cabinets of all sizes and the handle does not end after a specific length but adjusts to the cabinet size.

% There are no items to list

¥

00 rinsne ) Al 9 [588l 4]~
‘a' & []same offsets
= = b=
eigl
- @ [om ] |om Bdom
[wen|| front_chate], . : LN
S— gl |perizontali] ovel porto slingo verona  verticall 0 .
5 2 omm
EE
0
@ D E Resize profile
Rescale ~
SUBTRACT profile: Unit doors can be customized with different outer edge, panel raise and framing bead profiles ARG T s o page o oK Cancel

After this select the section profile. This will be a simple rectangle. After selecting it, click on the cogwheel icon on the right
to access its properties. Here set the dimensions: width: 40 mm, height: 20 mm. Select the upper left corner as a
reference point. This defines the point with which the section profile is connected to the route drawn by the frontal profile.
(The appropriate point is different in every situation, so it is possible that you will not find it at the first try.) This profile
operation is important because first we will subtract a profile from the front, then add another, which will be the handle. In
order to place the handle ‘inside’ the front and not ‘on’ it, we have to subtract a handle profile size part of the front to have
space for the other profile (handle) and to prevent it from overhanging.

Rectangle Simple
Mirror on X
Mirror on Y
2 o £
Rotate
[ uniform 3D scaling operation
i g0 £ Width: Height:
[ 40 mm ] [ 20 mm ]
elect Profile Redraw
Name Value
Height [ 1 - 100000 mm ] 20
Width [ 1 - 100000 mm ] 40
OK Cancel
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Close the profile properties and make sure that both green profiles are inside the front, then click on the green tick in the

right bottom corner.

Click on the sixth tab from the right, the Add profile tab. This option operates on the same principle as the Subtract profile
option with the difference that here a profile will be added not subtracted.
Select the profile named horizontall as the frontal profile and set its distance from the front edges the same way as the at

the subtracted profile.

After this, on the second vertical tab on the left select the profile named aluminium2 as the section profile. Click on the
cogwheel icon to access its properties. Its dimensions do not require further modifications, just select the upper left corner

as the new reference point of the profile.

Edit profile
a7
1
&0
=i
Select Profile Redraw
MName Value
Width [ 0.0001 - n.a. mm ] 40
Height [0.0001 - n.a. mm ] 20

aluminium2

| Mirror on X |

| Mirror on |

| Rotate |

[uniform 30 scaling operation

Width: Height:
| 40 mm | | 20 mm

o

On the third vertical tab set a custom material for the profile, then click on the green tick.
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Save the front on the last tab with another name: front with hidden handle 01 - ashtree.

3.2.1. Creating alternative front variations

In order to vary the handle positions and front colours in the kitchen we need to create alternative variations from the front
created previously.

Let’s create the front with the Pine011 material. It can be done by selecting the second vertical tab on the first tab and
here the Pine011 material.

» ADD profile: Unit doors can
» SUBTRACT profile: Unit dooi

[Cl8 st/ oe] (3] (Al

e

<Corrogate Dark_grey 0Old_ashtre

Shiny>2 e

EIRCIEE

¢

Sabbia
stained bee

Pine_011

S

Beech

Frontal profile

[ Automatic refresh on page O OK Cancel

After this save it with another name: front with hidden handle 01 - pine

Let’s create the other two alternatives. It will have the handle at the bottom of the front. The easiest way to do so is to
modify the position of the subtracted and added profiles.

Click on the Subtracted profile tab and open the upper lock and close the one at the bottom.

L Width []same offsets
- 500 mm 0 rmm
0| Height

Jﬁ
o om_ ] [om_~
front_chate

dral hornizontal 1 Ii‘ IEI

Resize profile

Rescale e

After this modify the reference point of the section profile to the upper right corner by clicking on the cogwheel icon on the
second vertical tab on the left.
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Edit profile
Rectangle Simple
[5 I'j1 EJ
Mirror on X
Mirror on Y
g i} i
Rotate
[uniform 30 scaling operation
i =L g Width: Height:
| 40 mm | | 20 mm
Select Profile Redraw
Mame Value
Height [ 1 - 100000 mm ] 20
Width [ 1 - 100000 mm ] 40
OK Cancel

Repeat these modifications on the Added profile tab.
Save this front with another name: front with hidden handle 02 - pine
After this modify the material to Old_Ashtree on the first tab, then save it with another name on the last tab: front with
hidden handle 02 - ashtree.

¢ As a last step change the fronts on the cabinets to the appropriate one. This can be done by selecting the front in the
Design Center and with the drag and drop method drag it to the cabinet. This method, however, will only modify the default
fronts of the cabinet. If you would like to modify a front which is not a default one, you can do it by selecting it in the
Cabinet dialog.

View 2 [Image] -OXx

1+ w i

3.3. Creating a curved cabinet

In ARCHLine.XP you can create bespoke furniture. In this example we will create a custom shaped, curved cabinet to the
place marked with blue lines on the layout.
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Start the Cabinet command from the Ribbon bar / Interior / KBB group. Default door Front and hande
First, set the default front of the cabinet on the second tab. This will be the selection. You can also apply
front with hidden handle 01 - ashtree. 3 custom drawers, shelves and
¢ Hide the default handle since the chosen front already has built-in handles. —
This can be done on the second vertical tab on the left.
Hide handles

e Set the default side panels of the cabinet on the third tab. This will be the Old ashtree front.

On the sixth tab you can select the shape of the new cabinet. Choose the custom option here. On the appearing tab click
on the star icon on the right to create a new shape.

Cabinet

@ Bottom
@ Core
@ Front
9 Core
@ Back
i Top
3 S ) g ) g 2= =
& 5 € o) (o8 [@ 8]
]
|
45° corner  Arc corpus  Arc corpus B nit Clossure Corner  Curved left Curved top Depth Depth Sloped Sloped Sloped s
shape corner  comer mirr ooV shelf walls  kitchen fumiture  fumiture sloped furn sloped furn furniture b furniture lef furniture ri p
a —) |0
You can define the shape of the unit by selecting an object. Objects of one single solid are accepted only.
Shape [ Automatic refresh on page [0‘ l oK ‘ Cancel

¢ We will create the new shape of the cabinet using the 3D shape tool. You can edit the base cube with the help of its three
projected profiles. The active profile is always the red one. In this case the top profile should be the active one. Click on
the star icon to define the profile.

3D Shape

© m ZI=] EEE [H=
| @ | Resi file

1= LA
Depth
o, ry

&l e | Rectangle -

B | 60/19/25 | Simple [2]
&
Sizes and profies [ Automatic refresh on page 0 o || canel
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ArchKitchen -Default - Féldszint (0 m)

The command automatically activates the 2D layout, where you can draw the shape of the cabinet along the blue line.

-Ox

#-Legkdzelebbi pont

2~ Hosselissh 042991 m
A Hajldsszal  0.1°

When you have finished drawing, click on the Close button on the Ribbon bar. The program cuts the shape into the basic
cube to modify it to the desired shape.

©e Dd

al[e[& (&L

Width

606.3 mm v

Depth

Height

1000 mm v

Sizes and profiles

el

'Y

Custom
profile

EB
60/19/25

[ Automatic refresh on page

ase s+

o

g

Cancel

Press the OK button and the program switches back to the cabinet dialog, where the cabinet is created from the shape.
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G Bottom
rﬁ Core
@ Back
@ Core
i Top

Y , ! =l =] 1Mol
Eeses vee LACIE
@ o
& l ' id

Custom | 45° comer Arccorpus Arccorpus o . Clossure  Comer  Curvedleft Curvedtop  Depth Depth Sloped Sloped Q
object shape comer  corner mirr shelf walls  kitchen furniture  furniture  sloped furn sloped furn fumiture b furniture lef p
@ — ) E

You can define the shape of the unit by selecting an object. Objects of one single solid are accepted only.

Shape [ Automatic refresh on page

%)

|

e Click on the first tab and set the dimensions. The total height of the cabinet is 850 mm, the carcass height is 700 mm, and
the space for legs is 150 mm.

¢ On the seventh tab you can set custom panel properties. This means that you can flexibly change the type of the panels,
so a side panel can become a front or the top panel can become a back panel. This is useful in situations like this one,
because in the next step we will modify the curved side panel of the cabinet to a front so a door can be assigned to it.
Navigate with the blue arrows on the left side until the colour of the contour of the curved panel is marked with red. After
this, select the type front from the options below.

@ Bottom
@ Front
rﬁ Back
i@ Core
i Top

wes e geEeE - B LiEIE (e

e I iRl

. -! Front Core Top Back Bottom

The type of the core defines which default panel setting will be applied to the side of this unit.

Custom panel properties [ Automatic refresh on page o ‘ oK || concel |

e Click on the Doors tab and assign a door to the curved part and set its opening direction to the right.
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Cabinet

@ Bottom

ﬁ Front

@ Front

[ & Door- LeftorRight

I
[I (@ Full Overlay
1/1 O Traditional
P ‘ ' ‘
EJ L i Fliod 2,30rd Slidi Multlple Bifold Léﬂ
e P : ip up ip down ided iding ol Right
BE @ — Opening (%)
.. [ ]
Doors [ Automatic refresh on page @ oK Cancel
After this, click on the other front and add a fix door.
Cabinet R
@ Bottom

ﬁ Front

L IS
@ Full Overla
1/1 . ’ OTradiﬁonaly
E] ; 0 : Leftor > g Multiple .
L_é] @ Right Flipup Flip down dde Bifold
Doors [ Automatic refresh on page @ oK Cancel ]

On the penultimate tab, switch off the automatic dimensioning.
As a last step, save the cabinet to the library.

Close the dialog and place the cabinet.

You should have a similar result as the picture below.
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3.3.1. Creating a curved countertop

In the following, we will create the countertop. In order to fit to the kitchen cabinets, you have to turn few of its edges into
curved ones.

First, delete the existing countertop.

After this activate the 2D layout and start the Ribbon bar / Interior / KBB / Countertop / Countertop by profile
command.

e Draw the countertop on the 2D layout. When you are done, close the command with the green tick on the Ribbon bar.
L]

In the appearing dialog it is clear that the countertop does not follow the curves of the cabinets so further modifications are
needed. Close the dialog with the OK button.

Countertop

L OEE e PE s|lb@ [R[~

widh —

End panels
Thickness
right_whit  Bushboar uropal uropal uropal uropa uropal
1/2 e Qdyssey  Black Brazil Black Myria Brushed Al Crystal Whi Dark Anthr | Top Face (Miiereprs
e [Iright side panel

[ custom width el - |17

et Material direction
Sizes and materials Automatic refresh on page s} oK Cancel
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Select the countertop on the 2D layout and from the Local menu, start the Component mode. The Component mode
allows you to flexibly edit every edge of the countertop, move nodes or insert new ones.

// | ArchKitchen -Default - Ground (0 mm) *

-0OX

5
&
®
;2
»

¢ In Component mode by moving and inserting nodes, and turning edges into curved ones adjust the contour of the

countertop to the blue line. You should get a final result similar to the picture below.

‘ ArchKitchen -Default - Ground (0 mm) * -OX

R

e Click on the countertop and open its properties.
e On the first tab set the colour of the countertop: a colour named g110.
On the second tab select the No joint option. With this option the countertop will appear in one piece.

& ARCH|INE.



74

3. Workshop: KBB - Modelling and furniture design

L[E oEE == e Gl A2

Joint 1 Joint 2 Joint 3 No joint

111

Joints Automatic refresh on page O oK. Cancel

On the seventh tab activate the Countertop edge on the right side as well, then select the profile named Platner as the
edge profile.

LN DR el [

<l

&
5
(’

M|~
n
[ Front ﬁ g width
o v
% Height
EARane & L
WORKTO . .5 mm v
[J6ack 174Bevel - WORKIOP BevelTop Eased Flat Full Ogee Platner
_EDGE_1 & Bottom Bullnose y Resize profile
Rescale ~
@ - el
Stretch profile to countertop thickness
Countertop edge Automatic refresh on page s} oK Cancel

As a last step add wall strip to the countertop on the sixth tab. Search for the profile named Rectangle in the library and
set its dimensions: width: 10 mm; height 30 mm. On the second vertical tab select the colour of the wall strip: g110.
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g
N OB ) D gl WE
i
[Front ﬁ El |\.ﬂdm |
10 mm ~
Left
g : et
Right
< " [ 30mm ]
[HABack Fix Rectangle
y Resize profile
H Rescale ~
wall strip Automatic refresh on page s} oK Cancel

3.3.2. Modifying the plinth

In the next step we will adjust the plinth to the curved cabinet.

e Activate the 2D layout.
¢ Click on the last node of the plinth and in the appearing edge menu select the Move node option.

ArchKitchen -Default - Ground {0 mm) * -OxX

Move node ]

Change length
Delete node

Append line

AN 4 T

Append arc

s

Move
Move a copy
Rotate

Rotate a copy

4%

Moulding (ID2D:25) -~ {13 )

veRsS

e Move it to the beginning to the curved part, then click on it again and select the Append line option from the appearing
menu.
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/ ArchKitchen -Default - Ground (0 mm) * -OxX

a

Move node

.

Change length

»13 b |

Append line I

Moulding (ID2
Delete node

Y ENE NN

+

Append arc

[+ AR

Move

Move a copy
Rotate

v d RN
Node

g

Rotate a copy

¢ Adjust the endpoint to the end of the curved part, then by clicking on the new part select the Turn into curved edge option

from the appearing menu. Adjust the arc to the blue line.
/ ArchKitchen -Default - Ground {0 mm) * -OX

Offset
Offset all
Insert node

Insert Smooth Node

Turn into curved edge ]

# BB DL

Delete part
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3.4. Creating an Excel list

At the end of the work we can create the Excel file, which is necessary for
the production of the cabinets, with a few clicks.

e Start the Ribbon bar / Documentation / Quantity take-off / Excel list

command.
¢ Inthe appearing dialog select the Interior Calculation option.

ﬁ Building calculation

-Ff Interior Calculation

lll Tiling
[ ] ] ]

E Rooms

e . .
‘)‘L Terrain calculation

@ List by manufacturers

e From the appearing list select the types to be listed: Cabinet, Cabinet door, Countertop, Kitchen, Object, Smart object

assembly.

AOOROOOO0OAAR @

Cabinet

Cabinet Doar
Countertop
Electric Accessory
Kitchen

Lamps

Loft

Luminous text
Moulding

Object

Picture on wall
Fipe

Smart Object assembly

[1gnore invisible layers and its items

[IElement type
|:| Export BIM parameters

QK

e As alast step, save the Excel list, which opens automatically if Excel is installed on your computer.

For more practice and interesting tutorials please visit our website:

www.archlinexp.com/education/tutorial-videos/archline-xp-interior-level-2/kbb-furniture-design-interior-level-2

Cancel
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Workshop: Upholstered furniture

o,
o

o,
o
o,
Q
o,

o

o,
Q

Start

In this tutorial you can learn how to assemble furniture by using ARCHLine.XP tools, this way you can easily design
customized upholstered furniture.

Creating Esmeralda pouf components
Assemble Esmeralda pouf

Drawing profiles for Marseille chair
Creating components of Marseille chair
Assemble Marseille chair

Open your browser and watch the video tutorial here:
https://www.archlinexp.com/education/tutorial-videos/archline-xp-interior-level-2/upholstered-furniture-interior-level-2

Start ARCHline.XP software on your computer.
Click on New project button.

Save project

4.1.

41.1.

Before starting your work save it under a new name.
Choose File / Save project command and enter your project name and save it under your preferred folder.

Esmeralda pouf

During this workshop first, we will create Esmeralda o

pouf is shown the picture below. Before doing = S
anything, let’s check how many parts the pouf has. i
There are three components such as legs, the base |
and cushioned seating. After analysing the furniture,

you can start the design.

S— |

Py o

Creating Esmeralda legs

First, we will create legs. Building | Interior Draft
As you can see these are special legs, not a regular cuboid. Profiles on the top and at the — i
bottom are different and the whole 3D shape is inclined. " | ﬂ é

. . S Soft furnishi Light
Select from Ribbon menu / Interior / Sweep / Loft command. Now we use the contour tool e e

to draw the profile along a specified path.

In this case that will be a vertical profile. On the first tab set the height to 140 mm. = Sweep
(5 Lot

Auto Moulding

#=» Horizontal moulding
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Loft B

(1= 8 9e  |&&
—_— [5%]
5 o4 Chair leg Chair leg EB ifcassishap kagylo_pat Marseille_c profil_lab_0 .
Vemicall| Horizontal 6107 profile2  60/19/25 e he o bainpofie. 1 PLOfle003 5
Surface resolution Bottom (start) ending Top (other) ending Length
| Medium | [ Connect section profile corners endng || endng v ||[140mm v
Position and sizes [ Automatic refresh on page \ ok | concel |

Next, we set section profiles.

e The bottom profile is 30x30 mm rectangle. Width and heights fields should be filled with the new dimensions. Click refresh
button to see the changes.

¢ Now add the top section profile. First click on the green cross (1) and enter the values 50x50 mm (2). Now set the position,
you can either enter the new value 100% or move the slider to the right side (3). Click on green tick to apply changes (4).

Loft x
‘ [~
]
[ ]
Elole P sls8 iz
| | 3
‘ > ‘J Position on the path
=2 - 100%
2/2 4 | s I 0mm
== il 5
IEI‘ x EB  Entrance ifcassish | Leg Leg Leg Leg £ ] [width Torsion =
—— | 60/19/25 door ON  ape |section p| section p section p section p 01‘ 50.mm V‘ Smooth Fit 0% H
= - .
1@” d - Height Sharp  Connection Offsetiﬂ
Join to previous 54)
2 Rescale v i 4 & H@
Section profiles [] Automatic refresh on page 0} ‘ oK ‘ ‘ Cancel

- i v,

When we thoroughly checked the leg, we saw that he basic shape is a truncated pyramid, which has two vertical sides
and two inclined sides.

* Now the top profile is active as it is marked with red. So, if you click on the cogwheel, in the appearing “Edit profile”
window you can set the new reference point. That should be the left bottom corner. Now lick on “Ok” to accept changes.

Now in the “Loft” window you can see that the centre of the bottom profile is connected with the reference point of top
profile.
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Now change the bottom reference point. Click on the blue arrow to swap between profiles, the selected profile is activated

and marked with red.

€

Click on the profile properties and set the reference point. Here this should be also the bottom left corner point.

Edit profile

Select Profile

Redraw

Mame Value
Width [ 0.0001 - na. mm] 100
Height [ 0.0001 - n.a.mm] 100

Leg section prafile 01 square

‘ Mirror on X

‘ Mirror on Y

‘ Rotate

Uniferm 3D scaling operation

Width: Height:

[100 mm [100 mm

I o | \

Now the 3D shape of the leg is appropriate, two sides are vertical, others are inclined.

On the next tab select the material. We use “Ash” for legs.

On the next tab under “General settings” set the type of the representation in 2D. We recommend to use the simplified

version.

Finally save the leg. On the last tab by clicking on the “Save as “command you can give the name, category, sub-category.
In this case we recommend to use Living room as main category, and accessories for sub-category. Components and
other furniture parts are good to save under this section. If you like you can also enter the producer name here too.
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Create new item in the library

Name of the nevs item in the library:

Esmeralda leg \/|

Category:
LIVING ROOM -

Sub category:

‘ Accessories ~ ‘
Producer:
[ cadine ]
jﬁl BIM parameters Cancel | | & AR

Save the current item inta the library, or select a new one to edit

~ ‘ g \
] ]
Amboise Ceiling Ceiling console_| dad esmerald Gilmore Leg_gray Marseille OvalnyP L

Jab.01 MainRu Molding  eg aleg Tvieg \2901 18902 lea02 Tipni0 egor  wit

Description ~ Restore default from:

Save [] Automatic refresh on page

o

oK Cancel
¢ Finally place the leg on the floor plan.

4.1.2. Create the base for Esmeralda pouf

The next session is about to create the base of the pouf.

e For this use Ribbon menu / Interior / Smart Objects and choose Smart Object parts command.

Interior Drafting Dimension Documentation

| @ % __ .;. 4. 3D Shape E

oft furnishing  Lighting  Electrical accessory |~ KBB [, Smart Objects Ij Virtual
b b4 b

n Lighting E Smart Object parts N

‘_é., Assembled object

¢ Inthe appearing dialog set the horizontal orientation.
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Smart Object parts

] e e P o BEE

Crientation Base profile width Width [Jround all edges Surface resolution
oo ]| [womm ] o
Side rounding
Base profile height Height [ show arid
10 7
Front roundi
Thickness Depth -
800 mm
Back rounding
Thickness orientation

paston and s M somaserstenonsase o ]

¢ On the fourth profile you can set the frontal profile, select from the list “Frontal profile 1”. There are two main profiles one
with rounded edges, the other one without these.

Smart Object parts ﬂ

-
1
o

Frontal Frontal Frontal Frontal Frontal Frontal Frontal Frontal Marseille_c  Marseille_c
profile 1 profile 2 profile 3 profile 4 profile 5 profile & profile 7 profile8  hair_profile hair_profile @
c =

%]

B T EEN

]
(]

alap

Frontal profie [ Automatic refresh on page [ o ]| cone |

e Now go back to the first tab, under position and sizes set the width to 600 mm, depth to 450 mm and height to 100 mm (1).

Set the surface resolution to high (2).
Round all edges to 10 mm (3).
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Smart Object parts

i e e ] P [o]=8 [s]=
Orientation Base profile width Width Round all edges Surface resolution 2
B o | [ 1) 600 rom e
: 3 | Side rounding
Base profile height Height 10 mm - IShow grid
1 o e —
Thickness Depth
s
Thickness orientation
Position and sizes Automatic refresh on page | oK ‘ ‘ Cancel

On the fifth tab you can select materials from the library, now choose “Textil_linen 2.
Finally save the base by clicking on the last tab “Save as “ command. The category should be Living room, for sub-
category we recommend not to use pouf, but use accessories in order to save the base. Any components are
recommended to save under this folder. Now enter the producer name, which could be the model manufacturer.

¢ Now place it on the floor plan.

4.1.3. Create Esmeralda seat cushion

Let’'s continue our work on the seat cushion.

e Goto Ribbon menu/ Interior / Smart Objects and select “Smart Object Parts” command.
The seat cushion is similar to the base, therefore open it. Got to the last tab and select the Esmeralda base from
favourites then save it under a new name.

¢ Next under “Position and sizes” tab set the new parameters. The depth and width remain the same, but change the height
to 160 mm.

e Edges are rounded, keep the value at the same value: 10 mm.

Smart Object parts

i i B |
i (e e ] A= o|=& |5
Orientation Base profile width Width Round all edges Surface resolution
i v 600 v 600 mm P
[taiziis [ oo \ side romnding [
Base profile height Height [show grid
Thickness Depth
Thickness orientation
| Center 5
Position and sizes [ Automatic refresh on page o Cancel

Interior - Intermediate course



4. Workshop: Upholstered furniture 87

Two tabs next to material settings are for decoration effects. You can place decorative effects on the top on horizontal 3D
shape or to the front on vertical 3D shape by using tools on the first tab. Tools on the second tab are for placing effects to
the bottom and back panel in case of vertical 3D shape.

e Pillow affect is added to the cushion, you can create it the following way. Select the first decoration effect tab, which adds
effects to the top side.

e Select “Pillow” effect (1) and set the padding depth to 100 mm (2). This value indicates how much the pillow effect will rise
from the top of the item. To apply changes, click on green tick (3).

Smart Object parts n

@ . e of[«[# (&)l
TR - &

Affected area

P

Tufted s ot =
EE{ Tufted an: :Iea Nailing| ] Pillow | Sewing
aE 1
Padding depth 2
3 (g
| Effects [“] Automatic refresh on page __Qmoel__

e Save the changes on the seat cushion, go to last tab and press “Save”. Overwrite the changes on Esmeralda seat
cushion.

4.1.4. How to assemble Esmeralda pouf
As we have created all three components of Esmeralda pouf, now the next step is to fit them together.
e Open “Assembled objects” command from Smart objects group.

Interior Drafting Dimension Documentation
A
E % a=m & 3D Shape [
ft furnishing | Lighting  Electrical accessory KBB [Q’ Smart Objects H Virtui
b b -

Lighting [—‘ Smart Object parts

Assembled object

e First select Esmeralda base. Select the new item from the library by pressing the blue cross.
The selected item appears. As long as the selected item is red in the dialog window that means that it has not been
created yet, therefore click on the green check mark.
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Smart Object assembly

2 Do

oEE EE

N Nl O O S

Wenga Wenga Wenga Wenga Wenga Wenga Wenga Wenga Wenga

Cannes a Cannesb Cannesb Cannesp Cannesp Cannesp Canness Canness Canness

Offset laft/right (red)

le, «lom s

Offset front/back (green)
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Width
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Height
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Offset down/up (blue)
th
@ D \—‘D Dep
o [omm o
Turn up (red) Tumn forward (green)  Tumn right (blue)
[0 R v e | wirror
SRS
You can place an object by selecting one fram the list and defining a placement height! e e

If we choose another item now, then we will adjust our existing item, this is indicated by the red borderlines which refers to
its the selected status. Place the legs at the bottom of the base.

Now let’s add legs to the bottom of the Esmeralda base.
Now click on the green cross icon. By default, the new item will be placed on top of the previously created base. Now
select from the library Living room / Accessories / Esmeralda leg.

B

Smart Object assembly

CIOCE

't Dok

] [d] ~ ofetieftight ed width
W | 41 < — ' > T
» m O@et front/back (green) IE‘ it
Amboise_la @ e Circular 3 Esmeralda Esmeralda i
o1 Chairback  Chairleg ¢ O cristel gl g le, e :JDt:m
(] - Ep
=i O b [om W T,
Turn up (red) Turn forward (green) Turn right (blue)
[0 <] [ o] [o | Owrror [Relative coordates @
You can adjust the placement plane and reference point of this object by dlicking the stickers on the 3d preview! [ Automatic refresh on page @ E Cancel

You can see that the program has placed the new item in the middle of the base with the leg centre point. Click on any
surface to specify the side of the base where the leg should fit. You can also click on any corner points to place the leg.
Now you can see that the leg is fitted with its corner point. Click on green tick to create leg.
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Smart Object assembly n

't Do 6][=8 [#=
W' -J‘ m . ‘ ' o Width

600 mm

Height

Amboise_la Circular Esmeralda | Esmeralda | Esmeralda 100

b.01 Chairback  Chairleg Seat Shape cristal alap b | pama
Gl Depth
BE s0mm
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[0 7 [e J e “|OMror  Reiative coordnates [+] @
—
You can adjust the placement plane and reference point of this object by dicking the stickers on the 3d preview! [ Automatic refresh on page }E II' Cancel

o Follow these steps to place all four legs. Click on green cross, select the bottom side of the base, click on any corner
points. Finally create it by pressing the green check mark.

e When all done, you can see that not all legs are positioned correctly. The leg correct position is when two vertical sides
are outside. We have to adjust these legs accordingly. Select the leg and set the value “Turn right (blue)” to 90, 180 or 270
degrees.

If you zoom out you can see that we still have to make some adjustments as the legs are stretching over the base. This
happened because we set rounded edges for the base. So, we have to push legs inside a bit. This is when the colour
coordinate system can help us. The red, blue, and green arrows define the coordinate system, these can be found in the
dialog window. We have to be aware of the direction of the arrows.

e This leg should be adjusted to left by 10 mm, so change the value on the red axis in positive direction.
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Smart Object assembly u

I -

€= o | | cotenhocie i
=) ) Ale el Eel_s
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You can adjust the placement plane and reference point of this object by dicking the stickers on the 3d preview! [ Automatic refresh on page @ Cancel

The next one should be adjusted on green and red axis in positive direction.

The third one on the green axis in positive direction and on the red axis in negative direction.

The last leg should be moved on both axis in negative direction. This is how you can fit the legs precisely all four legs.
The final task is to place the seat cushion on top of the Esmeralda pouf. For this select the base then add the seat cushion
from the library / Living room / Accessories category. The software automatically will place it in the middle, finally click on
green check mark to create it.

Smart Object assembly n

IRz El=E
Offset left/right (red) ot
a1 -Jeo AAC e e
I .‘ Offset front/back (green) Hei
Circular <, o @w@ .,El.g :
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Qoo n B Depth
e Hy M=
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—
You can adjust the placement plane and reference point of this object by diicking the stickers on the 3d preview! [ Automatic refresh on page @ [ oK I l Cancel ‘

¢ Now the Esmeralda pouf is assembled together. As a final step save it in the Library on the last tab. Click on “Save as”
button, don’t forget to give the producer name.
¢ Finally place it on the floor plan.

4.1.5. How to modify assembled object?

Let’s check the difference between the original and the newly created Esmeralda Pouf. There is a tiny dissimilarity.
Between the base and the cushion seat there is a little more space at the original one. The aim is to adjust this gap without
making it too large so we could see through between them. For this we have to modify the newly assembled furniture.
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Whenever we create a new furniture by using the “Smart object” tools, by selecting the created item on the floorplan we
can open up again the “Smart Object Assembly” dialog window and here can modify any parts of it. In this special case we
will adjust seat cushion.

Select the cushion in the Smart Object Assembly dialog window, then click on the pencil icon. This way you can go back to
the Smart Object Parts dialog window.

Here you can see that the pillow effect was only added onto the top side and not to the bottom. If you click on the second
tab for effects there you can add padding depth to the bottom. It is visible now that the pillow effect nicely appears.

Smart Object parts n

@ i s ] P 5 EE ([
Affected area
1/1 -‘» ,@» @ ’ @ Filsuface v
*|[x ' :
g Tufted Tuﬂir:tasnd Nailing Pillow Sewing
BB F
Padding depth
50 mm v
Effects [ Automatic refresh on page s II] Cancel

Save the changes, then go back to Smart Object Assembly dialog.
the distance is zero, that means that the bottom of the seat cushion will be placed right on the base. Now change Offset
Down/Up to minus 30 mm, this way the pillow effect will nicely pushed into the base.

Smart Object assembly [ <]

] lz} S g |9|™ AL
- & Offset left/right (red)
» ‘ Offset front/back (green)
: :
Amboisela ik Chairleg  (CTCUST gy Esmerslds Esmerida | Esmeralda 2 lz | ¢ || by
b 01 Seat Shape alap lab pama Offeet downjup Ble)
e olly M- —»
Turn up (red) Turn forward (green)  Turn right (blue)
[0° V] [ V] [o° | Oirror Relative coordinates ] @
You can adjust the placement plane and reference point of this object by dlicking the stickers on the 3d preview! [ Automatic refresh on page O E Cancel

Now save the changes and close the dialog window.

Whenever you want to use the newly created pouf, simple find it in the Library under Living room / Armchair sub-category.
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4.2. Marseille chair

The following example will be more exclusive chair. We will show how to create Marseille chair. We have found it on the

internet and we have only three parameters such as the depth, height and length. Also, we found three photos see below
them.

The photo of the back of the chair will be very useful for us later on. Using the above-mentioned parameters let’s start our
work. First let’s analyse the chair that means we have to know the number of components such as back chair, seat, legs.
We have to know also how these parts are built-up.

Start

Open the project which has already includes the ready model and profiles before you start the work. Here you can find the
project:
...ARCHIineXP Draw\2018\Course_Intermediate\d_Upholstered_furniture\ Marseille_chair.pro

4.2.1. Drawing profiles

The profile of back of the chair
Now let’s see the profile of the back, how it can be created.

e Import the previously mentioned photo of the back chair:
...ARCHIineXP Draw\2018\Course_Intermediate\4_Upholstered_furniture\Photos
From Ribbon menu / Drafting / Raster image choose “Place command.

Edit View Building Interior Drafting Dimension
[ + C OB I
t Point Ellipse Raster image Group 3D New profi

D Place

The photo is not scaled, but suitable for picking the profile of the back. In order to work with a scaled back chair first we
have to calibrate it.

e Let’s calibrate it, click on the chair and from the local menu choose “Calibrate” command. The height of the chairis 1,170
mm, using this value you can calibrate the chair. Draw a straight line starting from the bottom of the leg to the top of the

back. Holding Shift down you can easily draw vertical line. In the pop-up dialog window enter 1,170mm the height of the
chair.
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Floor plan - Default - Ground floor (0 mm) *

ARCHLine.XP 2018 u

Inputthe real world distance between the points

Newvalue: |[HEINNS

This is not a perspective view, so we cannot get more information about the chair. Our aim is to get the profile of the back

chair. This photo is now scaled, only we have to do is to redraw the back.

Use polyline command from Ribbon menu / Drafting.

FPFHESO YOS 2 %=+ - A";+;= Edit  View  Building

SN e OO AT + C G

Line Polyline Circle Arc Hatch Text Point Ellipse Raster image Group 3D

- :f_,SpIine

Draw

Interior Drafting

26 ¢

MNew profile Create

-

Create

We are going to draw the half profile starting from the top. For this we have to select a special point which is in this case

the “Half division point”. The command can be found on the bottom tool bar.

no_i_ Distance from intersection

I Half division point
@ Center point

E('z Reference direction in Z axis

O40 i .
0 3D Division point

ﬂ'"n ~ | First point of the line

Now draw a line on the top edge, after placing it the software will place the starting point of the polyline in the half division

point. From here you can start to draw the profile.

e S S oo e e - Nearest point
Zlength  034m
& Inclination  0®

First draw a line then an arc. You can draw an arc by using three points. The first is

already given then select the end point, finally a middle point which helps to define arc.

Continue the drawing with a line and a smooth arc. To draw the arc, select option from
the pop-up menu, first select Smooth then Arc option.
For the next line select “No smooth” command.

W Polyline \\

p | Smooth

p | Arc

p | Semicircle
p | Spline

p | Select an item

Close
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Next is an arc.

Draw the last line until perpendicular projection of the half division point. Close the drawing command, the half of the
profile is now ready. Select

Select the drawn profile and from the local menu choose “Mirror a copy” command.

This way the other part of the profile is created. Now the profile is completed. Now move it next to the photo.

# |Nearest point
7 length 141 mw
A Inclination  0°

Next, we have to draw the upper part of the back chair. It is necessary because it is not the same everywhere. If you
check the model from a bit closer you can see that the pillow effect is smaller on legs, then on the other parts. So, reach
this we have to create another profile.

Select the profile an create another copy of it.
Now find that point where the seat starts, and there draw a straight line.
Use Delete between point command from the top toolbar to remove unnecessary lines. The second profile is ready.

| &f / K| === —I i | A" = | Edit View Building Interior Drafting Dimension
A i o] s iil Trim w ¢ Chamfar 5. alin
Delete between points kt

Deletes that part of the selected object,
which is between the two intersection points (or endpoints) nearest to the selected point.
1. Click on the object(s).

S |

roperties

In order to complete the back chair, we need the front profile or a part of it. Also, the back chair has curved inclination.
This will be a vertical base profile which will be used for modelling. This can be seen in the top row on, a 1,170 mm high
curved profile.

Draw an arc which height is 1170 mm.
As you can see that the curve of the backrest leans a bit backwards, this is not a regular arc as this one is drawn here.
Lean backwards the profile by moving the endpoint.

Seat profile

Let’s look at the next item, the seat. To create it we will use a rectangle.
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e From Ribbon menu / Drafting / Polyline start the “General rectangle” command. From the appearing local menu choose
“Define rectangle X/Y size...” option and enter the sizes. Draw a 500 * 500 mm rectangle. We already know that the total
length of the chair is 500 mm and depth 580 mm which includes the back of the chair. We assume this size of a rectangle
will be enough for the seat.

™ General rectangle N )
Rectangle size setup X
» | Horizontal / Vertical
]
Width...

! O O O ks 500 mm
Define rectangle X/Y size... | |

®@—O0—0
Multiple lines... | % o |
= Cancl

If you check the photos then you can see that we have to fillet edges. There are more options to do that.

e From the local menu select “Edit” then “Fillet” command. From the appearing menu now, you
can select how to round edges by using radius, diameter etc. Clicking on other side the
selected method will be applied for rounding.

So, we can create seat this way. However, in our example it looks a little bit different, the arc
is not fitting so nicely.

¢ Now place again a rectangle and inside draw an arc from the half point until the quarter point
by using the arc command.
e Mirror the arc by using Mirror a copy command.

0 Rotate 90
ap® Rotate 90 cow i

G Rotate 90 cw A Inclination 270"
Rotate

L

B Rotatea copy

£ Rotate from ..

/& Rotatea copyfrom ..

%4 Mirror

%4 Mirrora copy

e Then use “Delete between points” command to remove unnecessary lines. The top view profile of the seat is ready.

Leg profile

One more profile needs to be created for legs. Here we have to create arc again, the leg is 350 mm high and curved.

e Draw an arc which is 350 mm high.
e Lean it backwards slightly by moving the end points.
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5
039m E
g
N =% Change length T~
{3 Close N
& Move y
‘i.] Move a copy x
¢, Rotate
(fy Rotatea copy &’
)
Now we created all profiles for the Marseille chair. Delete these items and use Smart Object commands to create the chair
components.
4.2.2. Creating Marseille legs

When we have all profiles, we could continue working on modelling the furniture, first we create the components. We need
leg, back chair and the seat.

Select from Ribbon menu / Interior / Sweep then Loft command. This means we draw a profile along a selected path.
First select the path to use for drawing the profile. In this case this is a special one, therefore click on the yellow start icon
and choose customize profile option. Here you can choose the previously drawn profile on the floorplan.

Now choose from Ribbon menu / Profile editor mode the “Select an item” command and select the leg profile with one
click.

=== "1 A~ Profile Editor mode
5 P15 e — —
T 2 . == ) - x
Closed loop  Multiple profile Edit boundary [Select an item [Select from list Last defined outline Select connected lines | Finish  Cancel

Draw Editor

When the profile is selected then the software automatically brings up the 3D shape dialog window. It is recommended to
set high resolution and set the leg ending too.
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Loft B

clols Pia L5
K .
% o4 Custom Chair leg Chair leg EB ifcassishap kagylo_pat Marseille_c profil_lab_0 :
Vertical  Horizontal [RERECRIE] profle1  profile2  60/19/25 e R profe003
;ufaee resolution Bottom gstar}) endmg Top (pther) enﬁngr
High | |4 Connect section profile corners | | Horizontal ending + | Horizontal ending v
Position and sizes [] Automatic refresh on page ib E ‘ Cancel ‘

e he next step is to set the size of the top profile on the top of the leg. This profile is a 50*50 mm rectangle. Set the

parameters on the second tab.
e Then you have to resize the profile on the bottom, that is a 10*10 mm rectangle. For this click on the green plus icon and

enter the parameters. Now set the position on the path. When you finished apply changes by pressing the green tick.

Loft a
L)
=0l Pla <]
[ | Position on the patn o
E |l Width Torsion
fip Tggoleges feamishap |Z 10 mm ~| smaath Fie 0% %
'E‘l‘ﬂﬂ _diszprofil e (| Height Sharp . Connection DﬂfsetEl
0 M| [om | o revens o B
esize profle Join to next
Rescale ~

e |tis optional to add a third profile which is a 30*30 mm rectangle. As you change the position of this profile on the path, the
shape of the leg will also change. It is also recommended to set the “Smooth fit” to smooth.
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Loft [ x|
Al
& Pl
E| Position on the path -
% - | [[223.6mm | ’m‘
IE‘ Iz‘ Torsion =
fip ogoleges feamishap s s * |[[smaoth Fit 0% =

'E‘ ﬁ—‘ _diszprofil e profile 01 5 ‘Smunﬂ'\ i ‘ Comechon UﬁrSEtEI

e > ! Tor o previons o.00 =]

= Join to next

We select the material on the third tab.

Finally save the leg on the last tab. Click on “Save as...” first enter the name, then category. This should be Dining room,

then we recommend to save the leg under Accessories sub-category. All furniture components should be saved here.
Finally enter the producer name, Wenga.

¢ Now place the chair on the floor plan.

4.2.3. Create the seat cushion

The next component is the seat cushion which we will create for Marseille chair.

Select “Smart Object Parts”.
e Set the seat cushion position to horizontal.

Smart Object parts n

a ' el-E [&l=
Orientation Base profile width Width [Jround all edges Surface resolution
Horizontal ~| [ 600 mm ~| 600 mm Medium v
Side rounding
Base profile height Height [ show grid
Front rounding
Thickness Depth
Back rounding
Thickness orientation
Position and sizes [#] Automatic refresh on page | oK | | Cancel |

¢ Set the frontal profile on the forth profile. Click on the yellow star icon and from the floorplan select the seat profile.
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fle OPEESOO XTIEI # % == -1 < Ppofile Editor mode

N O 0O Qo o0[Em] B e o = - RV

Polygon General rectangle Rectangle HV ~ Box Circle
-

Closed loop | Multiple profile Edit boundary Select anitem Select from list Last defined outline Select connected lines =~ Finish  Cancel
-

Draw Editor

On the first tab set the parameters. The rectangle size is 500*500 mm, the height is 2700 mm. The resolution should be set
to high.

¢ Now round edges, sides and front will be 20 mm and the back rounding will be 10 mm.

Smart Object parts

i (e s A= 9*f KIe

Orientation Base profile width Width [[J Round all edges Surface resolution

Side rounding

Base profile height Height [show grid
Front rounding

Thickness Depth
Back rounding

Thickness orientation

Center ~

Position and sizes [“] Automatic refresh on page [s] Cancel
Now Set the material on the 5" tab. Choose Cream_01.
On the following next two tab you can add effects to the cushion. On the first tab you can set the top effects, on the
second effects can be added to the bottom. Now we will add pillow effect to the top. The padding depth should be 50 mm.

Smart Object parts

(PR —_
|

™,

\_

= R R v~ o|* 8 &R

Affected area

. >SS R

Tufted . .
| % Tufted uie Nailing| | Pillow || Sewing
and plea
=[]
Padding depth
.
Effects [#] Automatic refresh on page I's] oK Cancel

% ARCH|INE.&



100 4. Workshop: Upholstered furniture

¢ Final step is to save the leg. On the last tab click on “Save as... “command, first enter the name and the category. This
should be dining room, choose Accessories for sub-category. The producer name is Wenga.

It is important to save components before closing the dialog window. If we close the dialog without saving the component
then always place it on the floorplan. If none of these happen then we could lose our work. In case we placed the item on
the floorplan but that is still unsaved that we could do that anytime. Select the item on the floorplan, choose the properties,
this will open the Smart Object Part dialog window, here you can save the item.

4.2.4. Create the back of Marseille chair

There is one more component is missing, that is the back of the chair. We will continue the work modelling this.

e Select Smart Object Parts.
back is a vertical item, so this setting is correct.

Smart Object parts [ =]

| [ e s [P g @& [4L
Orientation Base profile width Width [JRound all edges Surface resolution
Side rounding
Base profile height Height [show grid
T . Front rounding
100 mm
Back rounding
Thickness orientation
Center ~
Positon andszes Ercssdem | conce

¢ On the fourth tab set the frontal profile. Select it from the floorplan, but now click on the yellow star icon. Here we have to
use the “Closed Loop” command and click inside the profile.

So now the back of the chair profile appears in the dialog, now we have to adjust the parameters.
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Smart Object parts n

E wE e s P ale® [4]L
+*
P ¢
Custom | Frontal Frontal Frontal Frontal Frontal Frontal Frontal Frontal Marseille_c *
profile slap profile 1 profile 2 profile 3 profile 4 profile 5 profile & profile 7 profile & hair_profile 0
a o b
Frontal profile [+] Automatic refresh on page s Cancel

On the first tab we can set these parameters. Here we have to mention that so far there was no need to use the second
and the third tab. These are for the vertical and the horizontal guide for base profile.

¢ In case of the Marseille chair the vertical base profile is an arc. Select this arc from the floorplan, for this use “Select an
item” command. Select the arc then define the reference point with one click.

Now the software will pull over the back-frontal profile on this vertical base profile.

Smart Object parts n

g (e e S B glo[® AL
| width
{f 81L.8mm
* Height:
Custom | . Masellec Marseilec Paischai . oo Vetical  Verfial  Veical  Verfical 1170.6 mm
profile 1BUDREE pair_profile hair_profile proflle 05 P base profile base profile base profile base profile Vi d
Vertical guide [+] Automatic refresh on page I's.] Cancel

is important to note that the height of the back cannot be modified. This happens ‘§| - % e e e

because the vertical base profile defines the height.
Orientation Base profile width

Vertical ~ 600 mm ~

Eiase profile height

1170.8 mm
e The above-mentioned works at the same way on the horizontal base profile. In our L E—
case we do not have to modify it. So, the width will not be defined by the horizontal
base profile. Here we leave unchanged the horizontal line as base profile. ey
Center ~

e Now go back to the first tab, the vertical base profile defines the height, but we
should set the length which is 430 mm and the depth is 40 mm. The resolution is Position and sizes

high and the rounding is 20 mm. In case of the back of the chair the rounding value
< %
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cannot be more than this value.

Smart Object parts u
g 8w B Pa (]
Crientation Base profile width Width Round all edges Surface resolution
. v 0
‘VErhm\ | | 430 mm | Side rounding Hich
Base profile height Height [ Show arid
1170.6 mm 1171.7mm
Thickness Depth
- 143.7 mm
Thickness orientation
Position and sizes Automatic refresh on page

e The next step we have to add pillow effect to the front. The padding depth should be 30 mm and affects the full area.

Smart Object parts n

(e s [ Dl
. oo ble

. Tufted wii=Er Nailing Pillow Sewing
@E
Padding depth

In this case the pillow effect is more significant on the backside. Therefore, we add another pillow effect and the affected
area will be a customized area.

e Click on the green cross. Now select from the drop-down menu the “Custom area” option.
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e e e [P Z5E B Affected area
Affected area
’ P Fulsuface v Custom area w
‘» ’% “@ Ful surface
Reduced arca o4 &
Tufted and 1
IE] = Tufted ”PI;:S“ Nailing fud
Padding depth
@
Effects [ Automatic refresh on page o Cancel

The customized area can be given by using the yellow star icon. The program offers the back-chair profile. We have to fit it
exactly on the smaller customized area. Then we have to use the “Closed loop” command to click inside top profile. As
you can see the second pillow effect is created on the upper part of the back chair.

Add more effect, like “Tufted” nailed shape. The padding shape and padding radius should be 50 mm. Click on green tick
to create the effects.

Smart Object parts [ =]

g ||« R K

Affected area Offset left / right

y i Customarea v~ [omm o]
e ~d - [ o [ offeetfiont fbad<
Tufted and

Mailing Pillow Sewing

pleats Spacing horizontal

Padding shape Padding radius Padding depth Direction Spacing vertical
Nailed v| [s0mm v [s0mm v 0 ~) | [2s0mm ~

Effects [ Automatic refresh on page I's} Cancel

Now set the nailing properties, our aim to place the nailing effect in one row. You can reach this if you half the length 430
mm, so 215 mm will be the value for the horizontal spacing. The vertical spacing will be 250 mm. Finally set the front/back
offset to 50 mm.
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Smart Object parts n
i e e [ehe] Bl 9= |8
«|[=+

Affected area Offsetleft / right
p y y p Customarea v omm -
2/2 - y - 4 - Froet front / back
< >, ~. - F 2 Offcet front / ba

Tufted and Nailing

e Pillow Sewing

Spacing horizontal

Padding shape Padding radius Padding depth

Direction Spacing vertical

- [o= ~] | [zs0mm v

Hlavimascreienonpae [ cancel

Nailed | [50mm ~]  [somm

Finally set the material Cream_01.

The back chair is ready. You have to save it in the library. Use “Save as
category is accessories, producer is Wenga.
¢ Now place the back chair next to other parts.

. ... command, category is Dining room, sub-

4.25. Assemble Marseille chair

The last task is to assemble the Marseille chair components.

Select Smart objects / Assembled objects command.

First you have to select the components from the library. Place the back of the chair first. You can find this component in
the Accessories subcategory of the Dining room category.

The component appears red in the dialog. This means that it has not been placed yet. Click on the green tick to do so.

Smart Object assembly n

IR

| ] 1=

=] A~

Offsetleftjight (r=d
[#] SR Width
y v

& Offset front/back (green)

)

m )
: :
Amboise_la Chairback  Chair leg Circular cristal Esmeralda Esme‘ra\da Esm?ralda 0 Z 4 b W5
Seat Shape alap lab parna a Offcet donyu (o)
Depth

e[ D [

Turn up {red) Turn forward {green) Turn right (blue)

0° v‘ 0° - ‘uv v‘DMIrrur o

You can place an object by selecting one from the list and defining a placement height!

Dntmterebenonree [ Cance

Add the next components: the legs. First click on the green tick.
Search for the items in the library

It is placed on the top of the back. Click on the front to select this plane and then select the lower middle point.
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Smart Object assembly

N7

g e H| &

_—— ) . E' Offset left/right (red) o
e e ' A N %] le [$[om 0>

30 mm
ﬁ Offset front/back (green)

sofa_classic sofa_classic sofa classic sofa_classic sofa classic  Trapezoid

Height
R A L
_pama _tamlal_1 _tamla2_1 _tamla3 _tamlad  SestShape Cannesar Cannes bac Offset down/up (blug)
3= DE&."DEW
L‘j 157.4 mm
Turn up (red) Turn forward {green) Turn right (blue)
0° vl |u-= - ‘uw - |Derrur [ Relative coordinates @
You can adjust the placement plane and reference point of this ohject by dicking the stickers on the 3d preview! Automatic refresh on page O Cancel

e Place the leg with the green tick and the move along the red axis with 200 mm.

Smart Object assembly

't el
|+

2/2 i ” l—-". W ' N I/ \

sofa_classic sofa_classic sofa_classic sofa classic sofa_classic Trapezoid

g v ™ MK

Offset leftfright (red)

le, (4o ]| T
le.

446.3 mm

U fSET o ack (greeh]

[#]
Vi
ol

Height
Wergs  Wengs p e
+ ® _pama _tamlal_1 _tamla2_1 _tamla3 _tamlad Seat Shape Cannes ar Cannes bac Offset downfup (blue)
e @
=& tﬁ. o mm [
Turn up (red) Turn forward (green) Turn right (blue)
| 0= - \ | 0= - \ \ [ - | [ ™irror Relative coordinates Reposition object

You can adjust the placement plane and reference point of this object by dicking the stickers on the 3d preview!

Bavonatcreihonsoe | Cancel

The next element that we place is going to be the other leg, so leave the leg selected below and click on the green plus.
Click on the frontal plane of the back. Place the leg with the green tick.

Since the lower middle point was the reference point, you have to mode this leg along the red axis with -200 mm for the
symmetry. The plus task with this leg is that you have to rotate it with 180 degree.
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Smart Object assembly

't Dl

5| || & i
Offset left/right (red
o T |
o = W EW— @ Ekl——EC.
* Tiffset rontjback (areen)
. . . Height:
Rectangula Simple  Simple  Simple  Simple  sofs_classic sofa_classic Lz, [ « >
Seat 1 ] - 2 1172.3 mm
o, x| Seat Shap Curvy Recta Curvy Trape Rectangula Trapezoid C  _alap_1 _diszito H Offset downjup (blue)
SIS © = om0 2
EE|IE tL | 0 men b [
Turn up {red) Turn forward (green) | Turn right (blue)
[o° -] [o® MR ~ | [Omiror Relative coordinates Reposition object
You can adjust the placement plane and reference point of this object by dicking the stickers on the 3d preview! Automatic refresh on page o Cancel

Let’s place the seat cushion. Click on the green plus.
Select the seat cushion from the library.

Place this element also to the lower middle point of the back.

The seat cushion has to be placed 350 mm high, because that was the height of the legs. This means that you have to
move it along the blue axis with 350 mm.

Smart Object assembly

t PeE

=R MK
Offset left/right (red
|| + - D&,rg( J > Width
| es~—=—J3 By AR D L
ﬁ Offset front/back (green)
Height
. . . . . . o
Paris_seat_ Rectangula Seat 1 Simple Simple Simple Simple  sofa_classic 0 k’ 4 » 172,53 mm
o[ 01 r Seat Shap Curvy Recta Curvy Trape Rectangula Trapezoid C  _alap_1 Affent demmuo fhiusl
Depth
& o[y, 3k
B57.4 mm
Turn up (red) Turn forward {green) Turn right (blug)
[0° vl [ee v e | Onirror [IRelative coordinates Reposition object

You can adjust the placement plane and reference point of this object by dicking the stickers on the 3d preview!

Automatic refresh on page 'S Cancel

e Move the seat cushion to create an overlap with the back.
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The last task is to set the place to the legs. Select it by clicking on it, then move it along the green axis with -350 mm. If
you do not know the exact distance, you can set the right position with the arrows.

Smart Object assembly

e Do &)= &%

|| Offset leftfright (red)

+ « Y Width
3f4 \ | \ l \ . ° W k. ~200mm - 500 mm

* Offset front/back (green)
Height
. . . . . 350 -
Rectangula Seat 1 Simple Simple Simple Simple  sofa_classic sofa_classic 0 k’ 'ﬂ 52 11723 mm
‘ x|r Seat Shap Curvy Recta Curvy Trape Rectangula Trapezoid C  _alap_1 _diszite e e
iz
Depth
Elly ol y om s 7
598.1 mm
Turn up (red) Turn forward {green) Turn right (blug)
0° v] [o® v [180° | Onirror Relative coordinates Reposition ohject
You can adjust the placement plane and reference point of this object by dicking the stickers on the 3d preview!

Automatic refresh on page 'S | oK | | Cancel ‘

Move the other leg to the right place too. Move it along the green axis with -350 mm.

The chair is ready. The last task is to save it. Give the name of the chair and save it to the Dining room category, Chair
subcategory. Give the name of the producer and place it on the floor plan.

In the future the chair is available from the Design Center / Objects / Dining room / Chair subcategory, where you can find
the original and your chair as well.
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5. Workshop: Stairs and railing

In this lesson, you can learn how to create stairs with different geometry and their railing.

« Placement and editing stairwell with U-shaped stairs and its expanded railing
% Creating a gallery

« Placement and editing of a Spiral Stairs

%+ Customized railing

+« Customized stairs

e Open your browser and watch the following video tutorial.
http://www.archlinexp.com/education/video-tutorials/foundation/staircase-and-railing

How to start

e Start ARCHLine.XP software

e Click on ,Open Project” button
e Open the following project file without any furniture .. \ARCHIineXP Draw\2018\Course_Intermediate\5_Stair_and_Railing

\WORKSHOP_STAIRS_START.

Save project
Before doing anything, first you must save the project under a different name.

e Choose ,File menu / Save project as” command then you can give the new project name and location to be saved.

5.1. Placing stairwell and stairs

The first type of stairs we are going to create in the project will be a U-shaped stair with expanded railing in a stairwell.
e Activate the floor plan window, then go to the Ground floor.

We will place stairs on this level:

Library Ground [ m) —ox

( | ) }

;" (o]

v+ w i

e Goto Ribbon bar /Building / Stair. Here you can find tools for creating and editing stairs.
e Select U-form category and “U-form winded” option.
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| Building | Interior Drafting Dimension Documentation

— /7 Ramp
| r Stair by run and landing

Cﬂlmg Rallmg Stflr /5 Stair by treads Room avnd area
Straight

=
&s W s R

e Move the cursor over to that area where you will place it, and define its four-corner point.

Library Ground (0 m) *

S

o After placing the fourth corner point the stairs will be automatically created.

5.1.1. Modifying properties of the previously placed stairs

¢ When you placed the stairs, modify its properties. To do this, click on any points of it, and select the pencil icon from the
floating menu.

27

b4

&
1487

e Now the “Stair and ramp” window will appear. Set the following values:
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Floor height:
Activate the “Take the floor height” option, this value will be automatically overwritten as per the project to 300 cm.

L B

Action and entry parameters:

Unchanged now, since these will be derived from the number of the steps. These parameters should fall within that range
is defined by standards. If they don’t, the program will indicate in red. The stairs can be placed in the plan anyway.

Min Max

b e [osin |
e
7= we[mEa |F

[=—]

1= r[Ema | E °F

Number of the steps:
It can be changed here. Enter the new value 19.

246

n=| 18 | |5

1357

< nl, n2: Inthe case of winded stair, the values of n1, n2 define the number of non-winded steps on the straight side. Both
should be 6.

2 — —
B0 m-[o] ] e-fe] |

Width:
It is shown here, which is currently 100 cm.

1FEFE

Side parameters:
These three values show the length on each side of the stairs, shown below:

o
&
T

Rounded radius can be found at the bottom.

o

When you finished with the settings, close the
dialog window by pressing “OK”. Now the
program will create the stairs with the modified
parameters. Active the 3D window, switch to
that view point from where the stairs can be
well presented.

#? Floor: Ground v - t - ‘
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5.1.2. Create handrail
In the next few steps we will add railing to the previously created stairs.
Select the stairs and open its properties.

Click on “Balustrade settings” tab.
e Activate the “Style on right side”, and select the “Steel” profile type.

Stair and ramp n

Preferences Railing settings
i Stair Caloulator

- Stair properties

[ style on left side Regenerate
Glass railing with frame
| Btyle on right side [] Regenerate

~
£ >

BIM Parameters Alapértelmezett K I oK I Cancel

¢ Close the window with OK, and the program creates the railing.

The railing follows the stairs’ line and goes up. The railing is a separate element, so the stairs and railing can be selected
separately.
Further changes should be implemented to use this stair in practice.

Select railing and open its properties.

Select Primary Balustrade tab and then set the followings (1):

The value of Last baluster distance from post will be zero (2),

Activate the Clear spacing between items instead of Center to center spacing, its value will be 120 mm. (3)

Offset from path will be -30 mm. (4)

Now go to Handrail option. Set Offset from path to -30 mm. (5)

Go back to Primary Balustrade and activate Adjust bottom of balustrades to stair, finally set the Bottom Ending condition to
perpendicularly ending. (6,7)

e Click OK to close the window, now the railing is finished. (8)
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Railing B

= Full regeneration using same
distribution on all parts

[Jincrease or decrease the height of all balusters: Edit path segments

0mm Regeneration by parts < || » | 1f5part w
Distribution of primary balusters between balusters by big steps. May insert panels and bars here /] Automatic refresh on page @
(® Profile (C) Object
Width | 20 mm (®) Uniform step §>=§"
(C)Fix step
(CJFix step, centered
(®) Maximum step value -
() Minimum step value
() Optimal step (nearest to given valug)
| General settings | First baluster distance from post (X) 100 mm
Balusters Last baluster distance from post () 2 0mm
B 1 Primary balusters i Profile from Library O Center to center spacing (5) 140 mm
O Intermediate balusters Ii Steel (®) Clear spacing between items (D) 3 120 mm
O Panels and bars | ErEyEm SR Cffsetiom pati(z0nghl) 4 =0mm
- paste from baluster dipboard Base offset from the path (<0:down) 0 mm
Newel posts at the turn X
< Adjust bottom of balustrades to Baluster height 1000 mm
stair 6 Ending condition
i W
O Balusters by big steps [ adjust balusters to a top profile
[ 7H] U
op profile
]| 5 Handai |

| Steel profile | | BIM Parameters | || 3 OK " | Cancel |

Since our building consists of several levels, the stairs should continue. The simplest way is to copy the existing stairs and
railing to other levels.

Activate the floor plan window.
Select both, the stairs and the railing, holding down CTRL key, then open Edit levels dialog window.

Select Copy objects to another floor.
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Edit levels

Q Q @ g Q Q Sy List of buildings
Mum... Name Bottom eleva...  Height State Lq Copy objects to other floor |
3 Level 3 10000 mm 3000 mm Off 0 mm

2 Level 2 6000 mm 4000 mm Off 0 mm

1 Level 1 3000 mm 3000 mm Off 0 mm

0 Ground 0 mm 3000 mm Active 0 mm Edit

¢ Inthe popup dialog window, select the first level, and then click OK to finish copying.

Select floors

Numbering
3

MName

Level 3

1 Level 1

[Pseudo Copies
Full copy

Rectangle profile

Polygon profile

| OK. | Cancel

Finally let’s create a Pseudo copy on the second floor. The bottom line is that the floor plan symbol of the stairs will appear
only, which is not visible in 3D. Using this method, both the floor plan and the model will be unified.

The course is the following:

Select floors

The floor plan window is active
Go to the first floor, and select railing, stairs by holding CTRL key down.
Now open Edit level dialog window and Select “Copy objects to other floor” command.
In the popup dialog window select second floor and activate Pseudo copies option.

Mumbering ~ Mame

Ground

| pseudo Copies |

(®) Full copy

(") Rectangle profile

(") Palygon profile

[oc ]

¢ Click on “OK” to finish.

Cancel

There is another faster and easier way to create a copy to other floor. Select items to be copied on the floor plan, then on
the property grid next to “Copy to other floor” option, choose the requested floor. Click on OK to finish.

5.2. Create gallery

Before moving forward, now create gallery on both floors. These galleries will be made of timber slabs. Let's see how to
create them.
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The floor plan window is active.
Go to Ribbon menu / Building / Properties / Slab and set the followings.

First set the material “Wood-pine”. Click on the name of the current material, this will bring up the material library. Here go

back to the core library by clicking on the house icon. Type “pine” in the search field.

From the appearing list select “Wood-pine”, then click on “OK” to close the window (1).

Set the new material for all sides (2).
Set the total thickness to 100 mm (3).
To set the structural properties click on “Beams and block flooring system” (4).

Slab properties

+ General properties

—

0, — = urem v S 1 [ woore

=% simpleline————  §] |8 -Bottom-most 7 Wood-pine
[ ] The slab border doesn't display on the floor plan in print % Wood-pine
Base offset from the floor 0 mm ~ Slant angle o®
Total thickness: 3 Slab type Slab
Slab layers Cut the walls i:' Mo cutting
| 4 Beams and block flooring system | Cut by roofs % Mo cutting

U-value: U-value: Not calculated

3D fixed

Fill color on floorplan

2
i
X7

BIM Parameters 1réteg vb fid 30 | 0K

| | cancel

In the appearing dialog window under “Beams in slab”, activate “Create” option (5).

Select rectangle profile by clicking on E-24 style. This is the current profile.
In Edit Profile window click on select profile button and find rectangle.

After selecting it, set the main beam parameters. The value “A” defines the distance between the beam ends and the slab.
Here can be set that the beam ends should be at a certain distance from the slab or be exactly next to each other.

“B” stands for the distance between beams. Now set this value 1,000 mm (6).

“C” defines that height we can raise beams against the lower plane of the slab. Overwrite this value to 200 mm, this way

the beam is placed under the 100 mm layer of the slab (7).

Bearns and block flooring system

Beams in slab

EEERE

Rectangle Simple |

A | Omm W | 100 mm e B
B H | 200 mm
C |-200 7 (®) Use profile

() Use object

Regenerate

Layer of framing | 1. Layer(100 mm Wood-pine

Now go back to Rectangle profile and overwrite parameters. Click on “Rectangle” label, then switch on “Uniform 3D

scaling operation” (8).
Now set the height 200 mm and width 100 mm (9).
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Edit profile B

Rectangle Simple
Mirrar on X
Mirrar on Y
Rotate
8 | [J Uniform 3D scaling operation |
Width: Height:
[ 100 mm | [200mm
Select Profile Redraw
Name Value
Height [ 1 - 100000 mm ] 200 9
Width [ 1- 100000 mm ] 100
| 1 0 OK Cancel
o Finally set the material “Natural pine”.
Beams and block flooring system n

Beams in slab

Create

Rectangle Simple I

B | 1000 mm H | 200 mm

() Use object

Regenerate Layer of framing | 1. Layer(100 mm ~ | |—Wood-pine |

¢ Close the window and draw slab by using polylines.
e Goto First floor and make the Ground floor visible by clicking on the light bulb icon.

Level 1

e Goto Ribbon menu/ Building / Slab and choose Slab in Sketch mode command. Draw around the slab by using polylines.
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4\

‘ZEnd pomt}/

AN enfth
[~ .
tHo!

ok

When you finished copy the gallery created on the first floor to the second floor. Now go to “Edit level”. Click on the Copy
objects to another floor. In the appearing dialog window select second floor and click on OK. Now the copying has

Finally modify the direction of the beams in Slab. Select the gallery and choose from the local menu Beams in Slab / Span

Library Level 1 (3000 mm) *

Slab (ID2D:16852) Omm g ‘ 172 }

Praperties... F
Select r &A
1 J Copypropetties E /
)

& Createssimilar

»
Beams in slab -

¥

N

Slab (16952) [1/1] >>>

Attach photo
Edit

Edit one layer
Edit layers

Hole T

Recess/Attachment L4

Tiling
Reshape

Medify inclination

Switch visibility of layers in 3D

Encrgy parameters Edit

Layer [ Spandirection

Show in 3D

finished.
direction.
\\
C‘y
HE
77 & F
6 J%
hl ¢ Delete
’_-\\_
— é
»
+

-OX

Hold SHIFT button down and modify the direction by 90 degree. It is important to hold SHIFT key down, this will secure
that we could modify the direction along a straight line.
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N\

AN AN

Now repeat this procedure on the second level.

5.3. Placing Spiral Stair

The next step we will place a Spiral stair, which will be the passage between the galleries.

Activate the floor plan window.
Go to Level 1. We will place the spiral stair where blue circle is on the floor plan, let’s place the centre point here.

Library Level 1 (3000 mm)* -OX

| ST
%A

1+ w il
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Go to Ribbon menu / Building / Stairs and select “N spiral” stairs from the list.

Building Interior Drafting Dimension Documentation

r 1 ﬁRamp '
== [T r,.r'- [~ Stair by run and landing m

Room and area

Ceiling Railing Stfir = Stair by treads -
Straight o
Li % E
SRy
U form
L form
(T EE S
S

Spiral
-\_’l

o || 69 B @ |

Arched M Spiral i

e Place it in the middle of the pre-drawn circle.

Library Level 1 (3000 mm)*

-ox

\ /
\ \ > /
"\. \ JNeavsl point /,f

S/ Y,

“\ Voomm y

o+ i

Give the starting point of the handrail. Here it is very important the distance and direction. Therefore, we have to choose

from the top right menu “Right” option. This way our reference point will be placed on the external radial line.
Type the radius of the external circle which is 1100 mm, then hit Enter. Finally place the end point exactly onto the starting

point.
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—
) // il ) -H"x\ j | Rightside |
/ “
N _
1200mm P \\\ width.. |
/ y \ ——
{ / \ \\\ b j | Mirrar |
| { Py \ |
" A " . Close
1549.3 mm @ j—-----:-_.(;|1100 D |
| \ / [
I'ul ".._‘ N / ),n"l I,-'I
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\\ //
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! { |
A \\\_____lEndpoint r /
‘\\ ,,.r
g d

5.3.1. Modify Spiral stairs properties

e When the stairs are placed modify its properties. Click on the stair, then select “pencil” icon.
o First activate “Take floor height” option. The previous value is updated to 3,000 mm.

L_,.r"r H= ake the floor height

The values for step in and step-up haven’t been updated.
Now modify the number of steps to 18.

246

Interior - Intermediate course



5. Workshop : Stairs and railing 123

The stair width to 2000 mm and the radius of the stairwell is 100 mm. This is how we got 1100 mm which had been used
at the first time to place the stairs.

19 100 cn e [l | | 5%

+ =

The difference between the starting and end point is 360°. This means that the stair runs along a whole circle.
8o (=]

The last parameter helps to define the walk line. Along this line the program automatically calculates the values of tread
and riser. The walk line of the spiral stair is not in the middle. This should be closer to the outer circle somewhere around
the 2/3 of the total width. It means that the walk line will be 66 % away from the centre point and that way the tread will be
wider outside.

B[]

Now close the window by pressing OK and changes will be applied.

This stair is concrete we like some lighter structure instead. On the other hand, we have to cut the slab and place railing.
Let’s edit its properties.

First, we modify the visual presentation in 3D. Activate 3D window and change the viewpoint from where the stairs look
good.
Click on the stairs and check its properties.

(propertes)

In order to make changes on the structure click on Support tab.

Turn off “Waist slab” and switch on the “Support”. This command refers to the support representation which follows the
steps straight or the bottom edge of the steps.

Sides of stairs are different, so we will place a column inside. Therefore, switch off the “Same on both side” option.
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Stair and ramp n
Preferences Support
i Stair Calculator
tair properties "
u Ramp Waist slab material PANTOME S 41-8
tep geometry
i i 150
Railing settings @)Walst slab Thickness mm
.. Representation on 4 Construct the landing like a slab
< 5 [ Tread Material Beech lI‘

Moiging depth : 20 mm
Tread thidness | 40 mm
[ riser board Riger board material Beech [ ]
Riser board thickness ; 20 mm

Support material

Left support type ; Mone
Left support width | 40 mm
Height from tread top | 40 mm w

A: | 100 mm B: | 100 mm =
Connection to the bottom slab

Ar|100mm | B:|100mm | D:|150mm | E:|200mm c:
oK

| BIM Parameters | | Alapértelmezett | Ky |

Go further down, then select Sharp from The Right support type.
¢ Close the dialog by clicking on OK.

e We still need to create the column in the middle, and ceiling cut, and railing.

5.3.2. Placing handrail

e Now go back to the stair properties and select Balustrade settings. We set the style on the right side to Steel profile.
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Stair and ramp n
Cr—
- Stair Calculator
Stair properties
Support [ style on left side Regenerate
Stey 1
. eomé Glass railing with frame
Railing settings i |
. Representation on t| [-1I5tyle on right side [] Regenerate
~ I
£ >
BIM Parameters Alapértelmezett K I oK I Cancel

The railing is created but still not perfect. To modify further open its properties.
First click on Primary Balustrade tab (1) and activate Clear spacing between items to 120 mm (2).
Activate Adjust bottom of balustrades to stair and Adjust balustrades to a top profile (3), also select perpendicular ending
condition on top and bottom (4).
¢ Close the dialog by clicking on OK.

Railing u

Full regeneration using same
distribution on all parts

[(Nincrease or decrease the height of all balusters: Edit path segments

0'mm Regeneration by parts < || > | 1f2part
Distribution of primary balusters between balusters by big steps. May insert panels and bars here [] Automatic refresh on page 0 ]
(@) Profile (C) Object
width | 20 mm (®) Uniform step §>=§"
O Fix step

(") Fix step, centered

(®) Maximum step value :

(O Minimum step value

() optimal step (nearest to given value)

General settings First baluster distance from post (X} 100 mm
Balusters Last baluster distance from post (Y) 100 mm
= :

I 1 Primary balusters || I Profile from Library |O Center to center spacing (5) 140 mm
[} Intermediate balusters . Steel Zb Clear spacing between items (D) 120 mm
0O P———— Copy to baluster dipboard Offset from path(>0:right) 0'mm

c 0 mm

O | o Paste from baluster dipboard Base offset from the path (<0:down)

Newel posts at the turn Elevation on top of profile 1000 mm

Adjust bottom of balustrades to

stair Ending condition
’ LI
Balusters by big steps Adjust balusters to a top profile 4 M lJ

Bottom

Taop profile
Handrail

Steel profile BIM Parameters Cancel
5.3.3. Placing column
Now place a column in the middle of the spiral stair.

e On the floor plan go to the ground floor, make visible the first floor by clicking on the light bulb icon with the left mouse
button.

Go to Ribbon menu / Building and select Column.
e Place it into the middle of the circle and check its properties.
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¥ Level 3
Level 2

Ground
£ >

¢ Ground v

Length
A Inclination 0°

w

i,
T

o

e Specify the value of the section profile. Change the column section profile. Click on Profile from library and select Circle
and set the Radius to 200 mm and the Shell thickness is zero.
e Click on Ok to accept changes.

Edit profile B
Cirde
Mirror on X
Mirror on Y
Rotate
Uniform 3D scaling operation
Width: Height:
| 200 mm | | 200 mm
Select Profile Redraw
MName Value
| | Diameter [ 1 - 100000 mm ] 200
| | shell thickness [0 - 100000 mm ] 0
I OK. | Cancel

e |ts’ material is “Steel”, before closing the dialog window, we still have to modify the height of the column. In order to
calculate the correct height use “Edit Level” tool. Open Edit level dialog window, here you can see that the total height
from ground floor up to 2nd level is 6,000 mm. In addition, if the stair ends on the first floor, the handrail is needed here,
therefore we have to add 1 000 mm. To be on the safe side, we use slightly higher value 7100 mm.

e Close the dialog by clicking on OK.
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~
x ion

Colour .|
Layer 31_Oszlopl B
Line weights 0 mm ~
Line type Simple Line B
Draw Order 3 - Bottom-most v
On which floors visible? (Except for its own floor)
[ Al floars Edit
Hatch Hatch 38
[] same materials

Solid material Steel m

Surface material Steel E)

2 Constrains

Column
Frofile Circle
Profile from Library
Edit profile
Width: Height:
200 mm | | 200 mm |

5.3.4. Cutting the slab

BIM Parameters

0 mm ~
7100 [~
Angle of indination ELE
Direction of indination I
[ trsert into wall
Make only hole in the wall
[] Make only hole in the slab
[ slabroof cutting
Structural properties Column ~
2 Other
Cutout - Recess - Attachment
[ 2D not visible
Show 3D v

No s o | o

Finally, we cut the slab above the stair.

e Go to the first level.
e Click on the stair and select from the local menu “Cut slabs above stair” command.

+ w

Library Level 1 {3000 mm) *

‘Stair ID2D:17131)

-OX

-~ {1z ) |

h 4

| T

Stair (17131) [1/1] > >>

Flexs

Properties...

Copy properties

¢
# Creste similar
&

Delete

/3 Locteitem in Design Center

— || Edit B
— Edit one side B

Edit stair symbol components

Select 4

Attach photo »

| ] Cut slabs above the stair

Layer >

Show in 3D

e Now the cutting is done. Go to the next level, here you can see the result.
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128
7 Length 571.3 mm
4 Inclination “57°05"
|
/ Y,
gm_x
‘-‘-‘_‘_‘-"“‘-—
¢ Now let's madify the size of the cutting.
e Select the cutting line. Move your cursor over the selected area, and click when the cursor changes.
e From the appearing local menu use Modify arc command, type the value of 1400 mm.

e
10
2

=%

bos

Edge

- 4P

f

Next click on this node and move it into the middle top point

of the circle.

We repeat these steps on outer circle as well and move it to

the other point line.

Interior - Intermediate course

¥ Delete node

Move hole

# Copy hole
% Delete hole

S
»




5. Workshop : Stairs and railing 129

[Legkszelebbi pont |
7 H Fg | 0561 m
£ Majlasszpg | 156°53"

@

5.3.5. Handrails along the slab cutting
We can create handrail in ARCHLine.XP individually, not just only by placing them on the edges of steps.
Now we create handrails following the line of the slab cutting.
Activate the floor plan window, now the second floor is active.

e First go to Ribbon menu / Building / Properties / Railing and choose “Steel” from the library, then close the window by
pressing “OK”.

Railing Styles [+ |

[Jincrease or decrease the height of al balusters: ;4 Classical balusters
L5 Column with sphere
omm 4 Column with sphere 2
) 1.5 Glass railing with frame
I _ ] Automatic refresh on page lE‘ 5 Metal railing with rods 1
5 — = |omm v 4 Metal raiing with rods 2 - left
L5 Metal railing with rads 2 - right
- W a-Bottommost = s with glass
— . ‘
=
Representation by centerling O
) Dimension path on layout )
: Elevation of handra referance point from the floor or
| Ganera st || B
Balusters T
=] Primary balusters || | | isribution of baiusters by stair steps O
0| Intermediate balusters ||| overhang at start:
[ e —
] i || Eiminate aps on handradess then:
SR - e
| fandrail | \ Activate \ \ Modify ‘
| | | owparanete: | o | | IS RN

Place the railing. Go to Ribbon menu / Building / Railing and draw the railing by using polylines.
After placing the first two points (1,2) choose from the top right menu Arc option (3). Place the third point too (4), and pull
the arc to the proper place.
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/, Library Level 2 (6000 mm)*  ~ —ox

1+ v il

|Endpomt

R:1400 mm

When you finished the drawing, close the command by hitting OK twice.

This handrail is still not perfect we have to set those properties we have done before.

First click on Primary Balustrade tab (1)

Activate Clear spacing between items to 120 mm (2).

Activate Adjust bottom of balustrades to stair and Adjust balustrades to a top profile (3).

Select perpendicular Ending condition on top and bottom (4).

Furthermore, we also have to adjust the Offset from path to 30 mm (5), also change this value to the 30 mm under
Handrails tab (6).

e Close the dialog by clicking on OK.
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Railing B

EFuII regeneration using same
distribution on &ll parts

[Jincrease or decrease the height of all balusters: Edit path segments

0 mm Regeneration by parts 1f2 part ~
Distribution of primary balusters between balusters by big steps. May insert panels and bars here [#] Automatic refresh on page IEI
(®) Profile () Object
“Width | 20 mm (®) Uniiform step §5>=§"
(C)Fix step
(C)Fix step, centered
(®) Maximum step value :
(O Minimum step value
() Optimal step (nearest to given valug)
‘ General settings | First baluster distance from post (X) 100 mm
Balusters Last baluster distance from post () 100 mm
E!' 1 Primary balusters ! | Profile from Library IOCEnber to center spadng (S5) 140 mm
O ‘ Intermediate balusters | E Steel | Clear spacing between items (D) 2 120 mm
|0Frsetfr th(>0:righ 30 mm
D‘ B and bars | ‘ Copy to baluster dipboard | om path(>0:right) 5
- Pacie fom baluster ciphomd | Base offset from the path (<0idown) 0 mm
| Mewel posts at the wum | Elevation on top of profile 1000 mm
Ending condition
T (!
O | riEmmltrEaes q [@djust balusters to a top profile 4
o il
| | op prof
= | 6  Handmi I
| Steel profile ‘ | BIM Parameters I 7 OK " | Cancel |

If like to apply the same material on the gallery and stairs too, change it under the Stairs properties to “Natural pine”.

5.4. Handrail on gallery

Let’s create a separate railing on the gallery.

e The floor plan window is active. Go to level 1.
e Go to Ribbon menu / Building / Railing, now draw a line following the outer side of the gallery.

Building Interior Drafting Dimer

:/‘:?Ramp
% m "HJ- F Stair by run anc

Ceili Raili Stai
E|'|ng |v|ng .alr &7 Stair by treads

$Railing
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e When you finished press Entre twice.

5

NN
L

# Length

A Inclination

e Therailing is finished.

5.4.1. Modify the style of the handrail

e Modify the style of the handrail.
e Select the ready railing and open its’ properties
e Click on the name of style — Steel profile in the appearing dialog window below, this opens the library.

Railing n

[increase or decrease the height of all balusters: E;ugﬁ:;:r::oa'ﬂ ::I:_E same Edit path segments

Regeneration by parts < = 1f1 part
ﬂ] [ Automatic refresh on page 0 i)
I = [omm v
4 |Raiing ~ ] |8 -Bottom-most ~

=== |Simple Line

Representation by centerline

Dimension path on layout

i
|

Elevation of handrail reference point from the floor or i}

| General settings from the selected stair
Balusters i
Primary balusters | H_”[
O Intermediate balusters

Panels and bars

O Mewel posts at the turn
O Balusters by big steps
Handrail

Steel profile BIM Parameters Cancel

e Now select GALLERY style.
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Edit path segments

< || > | |[1lpart s

Automatic refresh on page IE'

Styles

{5 Classical balusters
-4 Column with sphere

E“‘_"' Columnn with Eere 2

{7 Glass railing with frame

=5 Metal railing with rods 1

=% Metal railing with rods 2 - left
-5 Metal railing with rods 2 - right
= Metal railings with glass

= Steel profie

= Wooden pale

| New |
| Activate | | Modify |
| Rename | | Delete |

Close the dialog by pressing OK, now the railing is modified.
Repeat these changes on the gallery on the second floor. In Edit level dialog window copy the previously created railing.
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Draw the railing to the staircase, by using GALLERY style. Choose Ribbon menu / Building / Railing command.

|

5.5. Customized Handrail

Now we will create a new handrail style which will be used on the gallery. This way you can learn the basic steps of
creating customised handrails.

e First, go to Ribbon menu/ Building / Properties and click on Railing. In the appearing dialog window select handrail styles.
For that click on the name of the previously used handrail style, now the list of the styles will pop up on the right side.
Double click on the Steel style, now it is activated and it will serve as the base of the new handrail style.

Railing Styles u
[incresse or decrease the height of all balusters: {7 Classical balusters
-2 Column with sphere
Er =4 Column with sphere 2
- Glass railing with frame
I = Automatic refresh on page @ £ Metal raiing with rods 1
1 — = 5 Meta raiing it rods 2 -eft
- Metal railing with rods 2 - right
= © st it o
2 e
L - Wooden pale
===  SimpleLine | = pal
Representation by centerline O
Dimension path on layout
Elevation of handrail reference point from the floor ar 0 mm
| General settings | from the selected stair
Balusters
= . Balusters
=] | Primary balusters | Distribution of balusters by stair steps O
] Intermediate balusters Overhang at start: omm
S Ovetenga o
- . 2
O R Eliminate gaps on handrail less than: mm
| Handrail | ‘ Activate ‘ | Modify
| Steel profile | | emPparameters [ oK || canel fenane s

e Now click on the Primary Balustrade option (1) and set the followings.
e Set the distance from the first and last post to nil. (2).
e Set “Center to center spacing” 1200 mm (3).
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e Now select the rectangle column profile from “Profile from Library”, then change the values of height and width to 20 mm.

Railing

General settings

[Nincrease or decrease the height of all balusters:

0 mm

Distribution of primary balusters between balusters by big steps. May insert panels and bars here

(@ Profile (O Object

20 mm

(®) Uniform step

O Fix step
(O Fix step, centered
(®) Maximum step value

() Minimum step value

Automatic refresh on page 0 1)

S>=§"

First baluster distance from post (X)
Last baluster distance from post (¥)

0 mm

0 mm

II 4 Profile from Library

Balusters
| 1 Primary balusters
O Intermediate balusters
O Panels and bars
O Mewel posts at the turn
O Balusters by big steps
Handrail

Railing

General settings

B steel

Copy to baluster dipboard

Paste from baluster dipboard

0 Adjust bottom of balustrades to
stair

[] Adjust balusters to a top profile

Top profile

Steel profile

(®) Center to center spacing (5) 3
1

1200 mm

(O Clear spacing between items (D)
Offset from path{=0:right)
Base offset from the path (<0:down)

Baluster height
Ending condition

Top

Bottom

BIM Parameters

Activate “Newel posts at the turn” and then click on it (1).
Change the profile to rectangle like the previous way (2), then set the material to “Steel” (3).
Change the value of the first and the last balusters to -10 mm (4).
The Offset from path is 10 mm (5).

The base offset from the path is 100 mm (6).

[Nincrease or decrease the height of all balusters:

0 mm

(@) Profile () Object

20 mm

Balusters on nodes of path segments

O Empty space

1180 mm

0 mm

0mm

1000 mm

Il W
LN

Cancel

Automatic refresh on page

First b_alusher distance from the beginning
Last baluster distance from the end of path

-10 mm

-10 mm

Balusters
Primary balusters [ 2 Pprofiie from Library
O Intermediate balusters | .Sbeel 3
Copy to baluster dipboard
1 Panels and bars U =
) Paste from baluster dipboard
|| Mewel posts at the turn
| Adjust bottom of balustrades to
stair
O Balusters by big steps
Handrail
Steel profile

Offset from path(>0:right)

0 mm

Base offset from the path (<0:down) 5

10 mm

Baluster height 6

1000 mm

Ending condition

Top

Bottom

BIM Parameters

il M
W w

Cancel

e Now click on Handrail tab (1). There is only one handrail and its profile are circle by default. Add another one by clicking
on “Insert new” button, then modify the diameter to 20 mm by clicking on the circle profile. Close the dialog by pressing
“OK” and change the material to steel.
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Add/remove handrail
[Jincrease or decrease the height of all balusters:
0mm
Automatic refresh on page 0
f f L Index Profile Shift vertical Overhang atst... Overhang atend: T..
1 Cirde 1000 mm 0mm 0mm P...
- 3 Cirdle I 1000 mm 0mm 0mm I
5 ® bbbl
. Move up | Insert new | Plane of profile
General settings 2 e O ﬁ‘
Balusters Move down Delete vertical ® ﬂ
Primary balusters
O Intermediate balusters Offset from path{=0:right “0mm
Invisible
Mewel posts at the turn [] Elevate by general increasing/decreasing of ..
Exchange endings
Bottom (start) ending Vertical ending
O Balusters by big steps Top (other) ending Vertical ending
i 1 Handrail |i
Steel profile BIM Parameters Cancel
o Click on “Insert new” add three more, this way you will add three handrails with the previous settings.
» Now modify Shift vertical values as per  ngex  profile shift vertical Overhang atst... Overhang atend: T..
followings:
1 Cirde 1000 mm 0 mm 0 mm P...
< 2" handrail value: 800 mm. 2 Circle 800 mm amm 0mm P...
< 3 handrail value 600 mm ,
. ) 3 Cirde &00 rmm 0 mm 0 mm ...
% 4" handrail value 400 mm. _
< 5% handrail value 200 mm. 4 Circle 400 mm 0 mm 0 mm P...
- Circle |2DD mm 0 rmm 0 mm I

¢ Finally modify the profile of the first
handrail to rectangle. Change the
height to 20 mm and width to 50 mm
(2), move the reference point to the centre with a single click (3).

Edit profile n

Rectangle Simple
e i i ol
LT T (=
3 Mirrar on X
Mirror on'Y
112 [} i
Rotate
[ Uniform 30 scaling operation
p=! 10
k. = B width: Height:
1 |0.05m | [oozm
| select Profile | Redraw
MName Value
Height [ 0,001 - 100 m ] 0,02
Width [0.001 - 100 m ] 0.05 2
oK. Cancel
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5.6.

The handrail is finished and save it as a new style. Bring up the style library
and click on “New” and give a name to the new style. Click on “Activate”,
the close the window by pressing “OK”.

Styles n
MNew name of style
| <]
Folder
| v
Subfolder
| v

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

Cancel

Check the result. Place the handrail by using Ribbon menu / Building /
Railing / Railing. Later this style can be used any time.

Customised stairs

We will create customised stairs which is leading from the ground floor to
the first-floor gallery.

Activate the floor plan window. Go to the first floor. On the area marked by
blue we will place stairs. Now you have to draw it step by step, then the
program will automatically put together the model of the stairs.

Go to Ribbon menu / Building and choose Stair by treads commands.

Euilding Interior Drafting D
% ./_Z} Ramp
m "rr'- | — Boundary
I'ing Railing Stfir l:p Stair b}ftreadsl
Stair

From the appearing floating menu Choose “Internal point of chain” tool. As you
can see the cursor shape has changed, move it over the lowest stair, and click
on every step one by one, preferably in one line.

After the first click, the program will ask for the height of steps. This should be
150 mm and if it is necessary, we can modify it later.

Styles n

{5 Classical balusters

{5 Column with sphere

= Column with sphere 2

- GALLERY RAILING

= Glass railing with frame

-5 Metal railing with rods 1
%= Metal railing with rods 2 - left
{55 Metal railing with rods 2 - right
-7 Metal railings with glass
{77 Steel profile

= Wooden pale

New

Activate Maodify

Rename Delete

= Stair by treads \|

jp | Rectangle |

jp | Polygon |

jp | Previous reference point |

jp | Internal point of chain |

jp | Chain one by one |

Close |
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\\ ARCHLine.XP 2018 n
-\\‘- Erter the height of this step

|
=

E Mew value: =

_-_‘_‘_‘_‘_‘_‘_‘_‘—!—-

1T

¢ When finished, close the command with double Enter.

If you switch to 3D view, you can see that the top of the stair does not reach the correct height. We want that the top step
to be at the same height as the first-floor level. Please do the followings:

Click on the stair and look at the properties.
The User defined stairs dialog window appears. Here we can find the general properties, now let's go to Step Geometry
tab. (1). In the preview window you can see all steps were created individually. At the bottom of the window you can set
the New Height of stair, now change it to 3,000 mm (2). Click on Apply (3), then the program will automatically re calculate
the rise of stairs.

¢ Click on OK to close the window
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User defined stairs

Preferences

- Siair properties

Step Nr. Rise (incduding t...

Tread thidkness

Modify individual step gemm_:tr-;

~

= _ 1 16.666667 cm 4m [] The step is a landing \

E:;E;i:;ii ol 12 16.666667 cm 4cm [] The step is a landing

3 16.666667 cm 4em [[] The step is a landing \
< s 4 16.666667 cm 4m [] The step is a landing \

5 16.666667 cm 4m [] The step is a landing \
5 16666667 cm 4am [] The step is a landing \
7 16.666667 cm 4em [[] The step is a landing \_
8 16.666667 cm 4m [] The step is a landing \
3 16.666667 cm 4m [] The step is a landing \
10 16666667 cm 4am [] The step is a landing \l
11 16.666667 cm 4em [[] The step is a landing \
12 16.666667 cm 4m [] The step is a landing
13 16.666667 cm 4m [] The step is a landing
14 16666667 cm 4am [] The step is a landing
15 16.666667 cm 4em [[] The step is a landing
16 16.666667 cm 4am [] The step is a landing

The height of stair

2 |New height of stair: | 3000 mm |

| BIM Parameters |

| Alapértelmezett

Modify the material of the tread.

Select the stairs, and
Click on Support tab.
Under “Cut the walls”

open its properties.

select All floors option.

3 [eoy ]

| Conm |

Now set Tread properties, select material - Natural pine and set tread thickness to 40 mm.
Now activate Riser board option, set its material Natural pine.
Close the dialog by pressing OK.

User defined stairs

~

Preferences
I_Sﬂ(_umﬁrties
- Support
F‘.te'IP geor:;try Elevation 0 mm
e [ pas
Cut the walls All floors “~
< s [ ramp Waist slab material PAMTOME 5 41-8 D
Waist slab Thickness | 150 mm
Construct the landing like a slab
| Tread Material VWood-pine @
Ngisng depth: 20 om0
Tread thickness: 40 mm I
| Rizer board Rizer board material Wood-pine
Riser board thickness | 20 mm
[] support Support material Beech ']
Same on both sides

Connection to the upper slab

A: | 100 mm B:

100 mm

Connection to the bottom slab

A: | 100 mm B:

100 mm D

150 mm E=

BIM Parameters |

| Alapértelmezett |
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140 5. Workshop : Stairs and railing

5.6.1. Handrail on stairs

Now create the same handrail to this stair which can be found on the gallery.
First modify the handrail of the gallery complying with step up.

e Activate the floor plan window. Move to the first floor.
Make visible the ground floor.

§ Level 3
§ Level 2
" Level 1

€< >
#2 Floor: Level 1 w

e Select railing, by using “move node” command place the railing line to the right place.
Close the command.

~ Library Level 1 (3m) * —-Ox

e\ E—)
= S

T

\

Ll
7 LY

A i

Now simply place handrail on the stairs:

e On the Ground Floor go to Ribbon menu / Building / Railing and choose “Create railing on stair” command, now click on
the stairs.

| Euilding Interior Drafting L
&7 Ramp
% m '_rr'_ [|— Boundary

ling Railing Stair

== TNT Railing

111T Create Railing On Stair

/ Edit railing layout
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The railing is placed now.

e Open railing properties. Click on “Primary balusters”, and active “Adjust bottom of balusters to stair” option. Then select

perpendicular “Ending condition”.
e Activate ,Newel posts at turn” and activate “Adjust bottom of balusters to stair” option.
e Close the window by pressing OK.

Railing

X Full regeneration using same )
[linease or decrease the height of all balusters: distribution on all parts Edit path segments

Om Regeneration by parts < || = | 1fipart

Distribution of primary balusters between balusters by big steps. May insert panels and bars here  [] Automatic refresh on page

o
L]

rofile e
Profil Object
0.02m (®) Uniform step §>=§"
(O Fix step
(T Fix step, centered
(®) Maximum step value E
() Minimum step value
() Optimal step {nearest to given valug)
General settings First baluster distance from post (X) om
Balusters Last baluster distance from post {Y) om
| | Primary balusters || I Profile from Library I@ Center to center spading (5) 1.2m
O Intermediate balusters .SEEI () Clear spadng between items (D) L18m
0O Panels and bars Copy to baluster dipboard Offset from path(=0:right) Om
. om
; = Paste from baluster dipboard Base offset from the path (<0:down)
Newel posts at the turn -
Adjust bottom of balustrades to Baluster height 0.8 m
stair Ending condition
Top
O Balusters by big steps [] Adjust balusters to a top profile
= A Bottom
Handrai e
Egyedi korlat BIM Parameters

¢ Finally select the handrail on the floor plan, use Offset to pull it closer to stairs by 50 mm.

5.6.2. Place wall along the stairs

Now we will place a wall under the customised stairs, this area now can be built-in.

Please do the followings:

e The floor plan window is active. Go to Ground floor, where the customized stairs can be
found.

¢ Modify this stair to a lightweight structure stair.

e Select stairs and open its properties.

e Select Support tab and switch off “Waist slab” option.

e Close the dialog by pressing “OK”.

e Goto Ribbon menu/ Building / Properties /Wall. 7

File DDEH&O iﬁtld’x‘r—’} :1)\14;; 4

Cancel

o T = 1 &
=i =% (Connection - H J /\
] T [ i [ =4

Properties Wall ﬁ Edit - Door Window Curtain wall Column  Beam ::.;i'al:; Roof Ceiling Railin
Opening Structure

B Wall

| %

M Door a

e Modify the total thickness to 100 mm and change the colour to orange.
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Wall n

 General properties -
_[_ﬂ_ = | 0.3 mm v| - |11_Fa|1 v| =1 Finish Face: Interior B Deep_orange
== Simple Li @ 8 - Bottom-most  ~ Finish Face: Exterior B Ceep orange }
== =8 Brick3
Unconnected Height | 2700 mm il | Slant angle | S0 |
Top offset from the floor top level (= 0: Up) 0 mm Structural wall Maon-bearing wall W
Base offset from the floor | 0 mm bl | Wall status Mew w
Total thickness: | 100 mm | Location line Finish Face: Interior

Edit Compound Walls

Indlined wall section height 1000 mm

Wall Framing

U-value:  5.20 W/(m2%)

- S Ll S S

[ 5kip this wall over room bounding

Preview 2D view il
* Axis line attributes oD
| » Attributes of the Finish Face: Interior " - -
¥ Visibility of sides -
BIM Parameters Mo style | Ok | Cancel

e Draw a wall along the outer line of the customised stairs. The wall reference line is this outer line. You can change this in
the appearing right floating menu. Click on right side option.
e The wall under the stairs is ready.

Finally switch on Object layer from the used layers in the Layer properties management and display the entire project
including furnishing.
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6.

Workshop: Designing roofs

This workshop guides you through how to design a roof.

o,
o

o,
o

o,
o

o,
o

o,
o

o,
o

6.1.

Start

Settings, creating styles

Roof plane with three points

Automatic roof

Extruded roof

Roof slab

Roof window, customized window, curtain wall

Open and save project

Open the following project:
...\ARCHlIineXP Draw\2018\Course_Intermediate\6_Roof\ workshop_roof_start.pro

Save project

6.2.

6.2.1.

Before you start working on the project, save it under a new name.
Select File / Save project as... command and rename the project, then select the folder you want to save it.

Settings and creating styles

The roof is one of the most complex architectural design elements. As it has loads of fine details that goes beyond simple
roof plane representation, which can be sufficient for a conceptual design plan.

Let’'s see how we can achieve that all details are visible and also how we can design a simple roof with roof planes for a
conceptual plan.

Roof - settings

First let’'s check the roof properties:

Go to Ribbon menu / Building / Roof tool and right-click on it. From the pop-up menu choose Property command.

Edit View BEuilding Interior Dra
N\ F::I TIT &) Ra
= ] r,_rf' [+ Bo
Slab =
fructure S L2
I\T_S Select all

% Keyboard shortcut

Now the “Automatic roof” dialog window will come up.
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146 6. Workshop: Designing roofs

Automatic roof n
| General properties = -~ |Plane: 1 of 4 | @ @ |
.u.]. ] = =2 T e Update
=== Simple Line——— &1 |8 - Bottom-m -
Materials

g Pine_natural
% Pine_natural

Reference point for roof elevation

QOa 312m Eaves overhang (L) | 0-5m
Qs Theoretic wall width | 0.38 m
- :
General Properties ® Z7m
I b 2.97 m
Eaves purlin
| OE 3.15m
| Middle purlin (1/1) OF ol
Rafter (1/1) 06 342 m Base offset 8.7m
Collar beam (1/1) (Rafter:1) visible in 30
Ridge board Show roof layers in 3D 3D fixed
Batten (1/1) Roof layers
Roof tiles Show rafter/purlin structure in 30 (main switch)

| Show Batts in 3D i itch
Projections and cut T2y B T 2D (rel) i)

Show beams 2D representation (main sv
Layers and geometry

Pitch and shape Delete and rebuild all rafters and purlins

Information Delete and rebuild all battens

Redistribute tiles

BIM Parameters tetdl | oK | Cancel

This property window has three sections. On the left side we can choose from the main property categories which can be
modified in small details. The middle section shows all details of the selected main category. Finally, there is a “preview”
window on the right side, here we can check the result of all modification. Clicking on the “3D preview mode” icon we can
set other 3D representation mode.

icriain FUIlL LiVUUuU
% 8 v
o Select “Textured” view. ’ Site
; A -~ . |Plane:10f4 ¢ |7
We are currently on General Properties within ‘
the Main Categories. Now change the finely Update _9 No preview
detailed 3D representation to much simpler one. ) wireframe

That means to turn off other options under D wi .
“Visible in 3 D” and leave on “Show roof layers in Hiddenine rem eyl

@ Consistent colour

T
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Automatic roof n

General properties < . |Plane: 1 of 4 " 3 @
L= = [sren | Update |

=== |simple Ling———————————— 1 8- Bottom-m

Materials

g Pine_natural
% Pine_natural

Reference point for roof elevation

OA 3.12m Eaves overhang (L) | 0.3 M
Os Theoretic wall width | 0.38 m
- :
General Properties @ 27m
! Op 2.7 m
Eaves purlin
| OE 3.15m
v
| Middle purlin (1/1) OF BV
| Rafter (1/1) 06 3.42 m Base offset 8.7 m
Collar beam (1/1) (Rafter:1) Visible in 3D
Ridge board [+/] Shaw roof layers in 3D 3D fixed

Batten (1/1) [ IRoof layers

Roof tiles [ Shaw rafter/purlin structure in 3D (main switch)

Show Batt in 3D i itch
Projections and cut (W)t it 20 ey ey

[ Shaw beams 2D representation (main sv
Layers and geometry

Pitch and shape

Delete and rebuild all rafters and purlins

Information Delete and rebuild all battens

Redistribute tiles

BIM Parameters tetdl | 0K | Cancel

At the bottom can be found the “Visible in 3D” settings, first turn off “Show beams 2D representation” main switch.

For the simplest representation “Show Battens in 3D” and “Show rafter / purlin structure in 3D” main switches should be
also turned off. (If this is an architectural plan and these will be needed later then come back here and turn them on)

In this example we don’t need “Roof layers” so let’s turn it off.

In order to see changes, click on “Update” button above the preview window.

Now change the roof material. Currently it is “Pine_natural” on side plane and bottom plane. Click on the name and set
“Cream_01".

Change the material on the bottom plane as well.

When you finished update the preview, press “Update” button. The changes immediately can be seen.
Automatic roof n

General properties < - | Plane: 1 of 4 & @
) = s b o] |

== [simple Line———————————— & |8 Battom-m

Materials
&7  cream_o1
% Cream_01
Reference point for roof elevation
OA 312m Eaves overhang (L) | 0.3 m
oL Theoretic wall width | 0.38 m
: c

‘General Properties ® m
oD 2.97 m

Eaves purlin
[@]3 3.15m

21 M N

Middle purlin (1/1) OF oo

Rafter (1/1) 06 3.42 m Base offset 8.7m

Collar beam (1/1) (Rafter:1) Visible in 3D
Ridge board [+/] Show roof layers in 3D 3D fixed

Batten (1/1) [ ]Roof layers

Roof tiles
Projections and cut
Layers and geometry
Pitch and shape

Information

BIM Farameters

"] show rafter/purlin structure in 3D (main switch)

["]Show Battens in 3D (main switch)

["]5how beams 2D representation (main sv

tetdl

Delete and rebuild all rafters and purlins

Delete and rebuild all battens

Redistribute tiles

oK Cancel

& ARCH|INE.S



148 6. Workshop: Designing roofs

On the left side click on the “Roof tiles”, here can be set the material and the type of the roof tiles.
Detailed roof tiling is not needed now, as we are preparing the interior design plan so turn off “Ridge” and “Valley” options.

e Updating the preview, the “Ridge” has disappeared. (Valley wasn’t on the original model.) Now there is only a simple
connection line between two planes.

Automatic roof n

Roof tile propert < ‘ Flane: 1 of 4 | & @
Basic [0 ridge O valley Eaves

.%\%\\,\,

Interlocki Interlocki  Plain Plain F
ng Roun ng Straig Gothic R Round N

| Update |

Simple

@ )

General Properties
| Eaves purlin
" [ |iddle purlin (1/1)
" [ |Rafter (1/1)
Collar beam (1/1) (Rafter:1)

Ridge board

Batten (1/1)

Roof tiles

Projections and cut

Layers and geometry

Pitch and shape Delete and rebuild all rafters and purlins
Information Delete and rebuild all battens

Redistribute tiles

BIM Parameters tetdl | oK | Cancel

¢ Now click on the “Projections and cut” category. Here you can set where the roof cut the different walls. It can be set to
cut or not, depending on which level was the wall created and connects to the roof. You can determine depending on
which level you created the wall which connects to the roof to cut it or not.
Select “All floors”, so anywhere walls are coming from those will be chopped by the bottom of roof plane by all means.

e The next setting is to make visible the roof not just on that level it was originally created, but furthermore on the level
above or below. You can also set the line type.

¢ Now turn off both options, so now the roof line can be seen where it was originally created.
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Automatic roof n

& O AL )=

(") No cutting Distance of cutting surface |

/ + i from bottom surface of roof Update
(@) All floors (> 0: upside)

(C)on own floor and below

on which floors visible? (Except for its own floor)

pper

== Simple Line

Eﬁelnw

- Pontozott6 = = = = - = =

General Properties
Eaves purlin
Middle purlin (1/1)
Rafter (1/1)

Collar beam (1/1) (Rafter:1)

Ridge board

Batten (1/1)

Roof tiles

|ijeclions and cut

Layers and geometry
Fitch and shape Delete and rebuild all rafters and purling
Information Delete and rebuild all battens

Redistribute tiles

BIM Parameters tetdl 0K Cancel

Now let’s go back to General Properties and see through Roof elevation and reference points settings. There are several
values from A to G, the diagram on the left side can help to interpret them.

In this example we have to define “A” representing the wall knee height.

Activate “A” and enter 1 m. Then set the “Eaves overhang” to 0.

It is recommended to set the “Theoretic wall width” to the same value as the wall width on the original plan. If there is a
difference the software alters the interior structure of the roof differently. Now it is 380 mm, this should not be changed.

Automatic roof n

General properties < > |Plane: 10of4 | & @

-@- _= m 5 BT > Update

@1 8- Bottom-m

=== Simple Lin
Materials
&7 |  cream 01
% Cream_01
Reference point for roof elevation
—
@ | D oo D
Qs Theoretic wall \-\ndt( 0.38 "D
C 1.03
|Genera| Properties ‘ O -
Op 1.3m
Eaves purlin
OE 1.03m
- :
Middle purlin (1/1) OF e
Rafter (1/1) @15 13m Base offset 7m
Collar beam (1/1) (Rafter:1) Visible in 30
Ridge board Show roof layers in 3D 3D fixed
Batten (1/1) [_]Rroof layers

Roof tiles [C] show rafter/purlin structure in 3D (main switch)

sh Batt: 3D ftch
Projections and cut []'show gattens in 30 (main switch)

[ Show beams 2D representation (main sv
Layers and geometry
Pitch and shape Delete and rebuild all rafters and purling

Information Delete and rebuild all battens

Redistribute tiles

BIM Parameters tetdl 0K Cancel

We customized the settings.
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6.2.2. Creating styles

We finished with modification of the roof properties, let’s save it as a new style.

There is a button to do so at the bottom of the dialog window with the currently used style name on it.

Automatic roof Styles
General properties :
1 propertEs < [ 2 ||Plane: 10f4 o (T~ 3 Complext roof with tiing layer only
i = = siTes v ) L2 simple roof
i tetdl
=== Simple Lin @1 8- Botom:m
Materials
&7 cream_m1 7
2 cresm_ot
Reference point for roof elevation
A im Eaves overhang (L) |0 m
Os Theoretic wall width | 0-38 m
c .03
General Properties @) L3 m
| oo 13m
Eaves purlin |
QF 1.03m
M
| Middle purlin (1/1) OF o
Rafter (1/1) 06 1.3m Base offset 7m
Collar beam (1/1) (Rafter:1) Visible in 3D
Ridge board [] Show roof layers in 3D 3D fixed
Batten (1/1) [ IRoof layers \
Roof tiles [[]show rafter/purlin structure in 3D (main switch)
Profections and at [ show Battens in 3D (main switch)
[[] show beams 2D representation (main sv 7|
Layers and geometry Z
Fitch and shape Delete and rebuild all rafters and purlins
New
Information Delete and rebuild all battens
Redistribute tiles FEEE Ry
BIM Parameters | tetdl | ok Cancel Rename Delete

e Click on ,tet61”, then the list of styles will appear on the right side. Here are those styles which can be used after installing
the software.

¢ Now save it as a new style under the list. Click on “New” button.
Enter the name of the new style “Roof_Interior”, then press “OK”.

- . | Flane: 1 of 4 | ¢ @ N ~{=# Complex roof with tiling layer only
Bl o
Update ~{=7 Simple roof
F". tetil

Styles n

Mew name of style

~]

Folder
| v
Subfolder
| v]
Folder and subfolder specification is not mandatory.
If you specify these, the given style name will automatically fit into the hierarchy.
Cancel
F
&
Delete and rebuild all rafters and purlins
Delete and rebuild all battens
Redistribute tiles HELEE Modify
4
T e Rename Delete C
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e From now on the newly created style is active. This is indicated by the name of the style button on the bottom toolbar. You
can continue to work with this new style settings until another one is activated.

Roof_interior

New style can be activated by clicking on the selected style, then you choose “Activate” command at the bottom.

¢ Now the “Roof_Interior” style should be active, close the dialog by pressing “OK”.

Using this style, we are going to create a new roof structure.

6.3. Creating roof plane with 3 points

In the first example we are going to create a roof by using three elevation points that we had measured before. This is
where we are going to start:

e Select Ribbon menu / Building / Roof / Roof plane — p3
command.

| Buildingl Interior Drafting Dimensi :| \J

Slab |Roof| Ceiling = Railing  Stair

DN

w F Auto roof

|/
ﬂ%ﬂ N

"ﬁ Roof shapes o FW

\* Auto Roof with profile

<> Roof plane by reference line

Q’ Roof plane - p3

e After starting the command, we have to define the roof contour. Click on four corner points alongside the outer wall.

V

Now enter three elevation values, which were measured at the site.
e Click on the corner point inside and type 1,8 m, then hit “Enter”.
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d ARCHLine.XP 2018 B
/V Elevation at the point (the paint is on the battom face]
fEndpaint

New value:

¢ Click on the second corner point inside and type 1,8m, then hit Enter.
Finally click inside of the third corner point and type 2,6 m, then hit Enter.
The roof is finished, which is indicated by only contour lines on the floor plan. The maodification is not striking as the roof
contour overlaps other contours.

B
On Navibar click on - “Magnify window” button and zoom in the 3D window, here you can see changes.
e Previously you set that the roof cuts walls. You have to update the model in order to cut walls according to the settings.

e The floor plan window is active. Click on ;?'5 “3D hammer” icon on the Toolbar to rebuild the model.

6.4. Auto roof

In the next example we are going to create a roof structure, which is automatically generated.

The roof will be drawn along inner walls; therefore, we have to modify the value of “Eaves overhang” by adding the wall
thickness to it. So, the roof will overhang just that much to cover the walls entirely. Please do the followings.

e Click on Ribbon menu / Building / Roof and select properties with right-click.
¢ Modify the “Eaves overhang” value to 0,38 mm. You have to add the wall thickness to the existing value.
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Automatic roof

General properties

L omm= o ]z s o

== simple Lne——— 1 8- Bottom-m ~
Materials
Q Cream_01
% Cream_01
Reference point for roof elevation
@A | fm | | Eaves overhang (L) | 0-38 m
Os Theoretic wall width | 0-38 m
- c 0.69
General Properties O m
| (@) 0.96 m
Eaves purlin
| O E 1.02m
< Middl lin (1/1
| [ |Middle purlin (1/1) OF 1.38 m
Rafter (1/1) (@l 1.3m Base offset 7m
[+1 |collar heam (1711 (Rafter:11 Vtimilln im0

Accept changes by pressing “OK”.
Now draw the roof.

Activate floor plan window.
Click on Ribbon menu / Building / Roof / Auto roof command.

The software basically wants us to select walls. From interior designer point of view, it is easier to draw the contour of the
area we want to cover.

For this select the polygon option from the floating menu, and start to draw the contour along the corner points. Click on all
corner points except the conservatory area as we have created a roof there in the previous example.

Be careful to click on the proper corner points in places with multiple corner points.

i R
Edit View Building Interior [ ~ Auto roof N
PN - Z .
e T | [~ | »  Polygon
Slab Roof Ceiling Railing Stair |
- - - - - P- B
p | Circle |
ructure R
E puuRnet ' Parallel shifted |
f # Roof shapes 4 » | Chain one by one |

+* p | Select |
X Auto Roof with profile _

p | Last value |
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¢ When you finished the program automatically brings up the Automatic roof property window.
o Set the 3D preview mode to “Consistent colour” so you can see changes better.

Site
O,

&+ No preview

— @ Wireframe

@ Hidden line removal
@ Textured

@ Consistent colour

Now let’s see another option how to modify a roof.

e On the right side of the “Automatic roof’ dialog window, select from the main categories “Pitch and shape”. Here we can
modify the roof plane settings.
¢ Inthe middle section we can find the top view of the roof, here we can click on any roof planes to modify.

. Let’s start working on 3/8 roof plane. You can find the number of roof planes above the Update button. You can easily
swap between planes by using arrows next to numbering.

Interior - Intermediate course



6. Workshop: Designing roofs 155

|{| }d’F’]ane:BafSB | & @
-‘_-E_ﬂ-.- ‘
Update

Simply change the roof plane to “Gable end” on 3/8 roof plane. Activate the “Gable end” option and click on “Update”

above the 3D preview. The changes are striking. It looks that a roof plane disappears and a saddle type of roof is created
instead.

Automatic roof n

SR T )

Update |

T

Additional plane

() Hipped

Main slope

o =
9 (@) Gable end i
General Properties

Eaves purlin

Half-hipped
Middle purlin (1/1) @ o) Pe
Rafter (1/1)
() Hipped with gablet
Collar beam (1/1) (Rafter:1)
Ridge board S O Mansard Elevation of reference line 0 m

Batten (1/1}

Roof tiles

Eaves overhang on this
0.38
side e

2D representation of roof

Projections and cut (@) Symbolic top view

Layers and geometry () Horizontal section of roof in plan-view

Pitch and shape Section plane created with hatch Delete and rebuild all rafters and purlins
Information Section height from floor: Zm é 0.3 mm Delete and rebuild all battens
Redistribute tiles
BIM Parameters Roof_interior

oK Cancel

Repeat the same on the 7/8, then 6/8 and finally on 5/8 roof plane to create Gable end roof planes.
When you finished press update. The result immediately is shown.

The continuous changes on the roof structure is noticeable. As we turned off some of the roof planes, then roofs that
remained unchanged are now connected to each other different way. Different edges, ridges, and valleys are formed
accordingly as it is shown on our model.

Often, we want to change the roof inclination. Let’s see how we can do it.

Select a roof plane with a single click.
Under “Main slope” you can define the way how the inclination is to be changed.

In case you are working on an architectural plan, it is worth to set the inclination in degrees. In this instance all you have to
do is to enter the value in the field.

In this case enter 30° and refresh the 3D preview. You can see the roof became flatter.
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Automatic roof

General Properties
Eaves purlin
Middle purlin (1/1)
Rafter (1/1)
Collar beam (1/1) (Rafter:1)

Ridge board

| Batten (1/1)
Roof tiles
Projections and cut
Layers and geometry
Pitch and shape

Information

Additional plane
(@ Hipped

9 (O Gable end
6 (O Half-hipped
9 (O Hipped with gablet

9 () Mansard

2D representation of roof

[Apply for all planes

Main slgpe
°'
e |

Elevation of reference line

Eaves overhang on this
0.38 m
s\deD i

© Symbolic top view
O Horizontal section of roof in plan-view
Section plane created with hatch
Section height from floor: 2m £

< > || Flane: 4 of 8

” Update "

Delete and rebuild all rafters and purlins
Delete and rebuild all battens

Redistribute tiles

BIM Parameters

¢ |f you want to apply this value on all roof planes, then activate “Apply for all planes” option, then update the preview.

Automatic roof

Roof_interior

General Properties
Eaves purlin
Middle purlin (1/1)
Rafter (1/1)
Collar beam (1/1) (Rafter:1)

Ridge board

| Batten (1/1)
Roof tiles
Projections and cut
Layers and geometry
Pitch and shape

Information

Additianal plane
@ Hipped

ply for all planes
Mairf slope
o
Q () Gable end 3
6 OHa\ffh\pped
9 () Hipped with gablet

s () Mansard

2D representation of roof

Elevation of reference line

Eaves overhang on this =
Sm|:| 0.38 m

(®) Symbolic top view
(O Horizontal section of roof in plan-view
Section plane created with hatch

Section height from floor: 2m £

0K Cancel

=
0@|

| Update ||

< > | Plane: 4 of 8

Delete and rebuild all rafters and purlins
Delete and rebuild all battens

Redistribute tiles

BIM Parameters

Roof_interior

| oK | Cancel

Using degrees for defining a roof plane inclination can be very effective when we are designing the roof structure by
ourselves. But if we are working with data collected from the site then we have to define the roof inclination by ourselves
this is much more difficult situation. This can be only derived from the measured values such as distances, heights,
projections. To avoid these calculations in the program exists an input method.

ajh

a
Click on the option button again. One of the three options is when a right-angled triangle appears. kul
e In essence the software calculates the inclination based on the measured length of a right-angled triangle. As you can see
on the picture this value is a/b. Where “a” represents the vertical side and “b” is the horizontal side of the triangle.
e You can determine these values based on the values measured at the original site in this ratio pair.

Let’s see an example:
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In this case we can measure the knee length 1m, then a vertical 1,7 m and a horizontal 1.9 m length.

Now type 1.7 as the vertical length, then 1.9 values as horizontal length.

alth
xbﬂ 1.7/14

e

It is important to separate values with forward slash, but also enter space before and after it. Now these values will be
interpreted as ratio pair not division. The inclination will be calculated accordingly.

To set the inclination at the same time for all roof planes activate “Apply for all planes”, then update the 3D preview.
Now the inclination has been modified. If you click again on the option button, the software calculates the inclination in
degrees according to the given values.

41°45'

Now close the dialog by pressing “OK”, now the roof is completed.
Finally fix the wall connections, by clicking on the 3D hammer.

As you can see in some cases the walls are not high enough to meet some of the roof planes. Now we have to adjust
these values accordingly.

Activate 3D window. Select any of those walls mentioned above.
On the left side under properties change the wall height to that value which might reach the roof top point.
In this example it is 8m. Enter the value and press OK.
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Properties 2 x
Wall >
1rétegd 38-as fal 2
Property Value {s)
2 General
Layer 11_Fal1 v
Colour I
Line type Simple Line | v
Line weights 0.2mm v
Draw Order 8 -Bottom-most | v
Move objects to other floor Ground
Copy objects to other floor Ground
BIM parameters Edit
BIM name
R
Base Elevation om v
A C
Absolute elevation om
Total thickness: 0.383m
Structure... Edit
Floor framing Edit
Slant angle %0°
Fill pattern orientation: Default orientation is ...
Same materials
Finish Face: Interior Cream_01
Finish Face: Exterior Cream_01
Body material Beech
Wall Function New v
Colouring on the floor plan | No
[] Mirroring
[ skip this wall over room bounding
Structural properties Non-bearing wall |+
2 Attributes of the Finish Face: Interior =
[] pifferent
Colour — 13
Line type Simple Line
Line weights 0mm +
2 Visibility of sides -
[[] The reference line is invisible Rl B
Properties | Design center

Wall

_ Nézet4 [Image]*

¥ General properties -
_[!I_ | | = & |11 Fall ~ {21 Finish Face: Interior | Cream_01
Simple Li ®] |8-Bottom-most Finish Face: Exterior [ Cream_01 }
@ | Beech
Unconnected Height gm ~ | Slantangle _
Top offset from the floor top level (= 0: Up) Structural wall Mon-bearing wall ~
Base offset from the floor om ~ | Wall status Mew ~
Total thickness: Location line Finish Face: Interior
Edit Compound Walls
Indined wall section height om
- e Wall Framing
U-value: U-value: Mot calculated
- [ skip this wall over room bounding
Preview 2D view o
[ » Asis line attributes P
|_» Attributes of the Finish Face: Interior - -
[ » visibility of sides P
BIM Parameters 1rétegl 38-as fal 1l OK 1 Cancel

e After this modification the roof meets the wall. Due to the roof settings the roof cuts the wall anyway.
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¢ Rotate the model to the opposite side, select all three walls by holding the CTRL key down, and modify heights to 8m on
the left side under properties. Hit Enter.

¢ In order to remove the border lines, surface integration is necessary. Use 3D hammer and those will disappear
immediately.

6.5. Extruded roof

this part we will create an extruded roof. It will be placed on the floor plan marked by blue.
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=

_ |Bui|ding | Interior Drafting Dimensit

; 1 Slab Roof Ceiling Railing Stair
- b hd hd - c
Structure F
\ | e Auto roof
J
Em / f? Roof shapes v
,[f/g/ 7 g ‘ 7 \* Auto Roof with profile
' <> Roof plane by reference line
Roof plane - p3
Extruded roof

When creating extruded roofs basically there is no need for predefined editing lines, but in our case, those will be very
helpful.

O

e . The 3D window must be activated, rotate the model to see the top roof plane as shown below.

Now go back to the floor plan and activate it.
Select Ribbon menu / Building / Roof / Extruded roof command.

In the pop-up dialog window change the followings:

Under “Projected roof” change the values “A and B” to 41.82°, this will be automatically converted into degrees and
minutes.

Leave other properties unchanged. Close the dialog by pressing “OK”.
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Projected roof

% Roof

Roof properties

(RA) Ridge inclination

oe

Roof elevation From

% Lower roof pane

Roof elevation

-2.2m

" |Elevation from rooftop :0m M
| Fixed width 4m ~
Place on roof v
Ridge path Line
% Predefined roof
Type Triangle ~ Y Update (a) 41045’ o
) 41.82] @ ® 41749’ -
(B) 420 v
|_|S\de roof om
Bottom of side roof ... i0m
2 Hip roof

Hip roof
Hip roof angle WA B/

Hip roof elevation

=]
o

olwliw
3i3

Hip elevation from r...

Tip: The rows in yellow cannot be modified after placement.

No style
| oK " Cancel

¢ In the pop-up dialog window, you can characterize the extruded roof how to be projected into the main roof. The most
common default setting can be found here, when the projected roof creates a cut-out along the contour of the connection
underneath it. So, the projected roof is accessible and not a closed roof plane.

¢ Close the dialog by pressing “OK. As you can see the cursor shape has changed.

Projected roof H

The program will automatically cut outthe part of the target roof which lies under
e extruced roof.
DThe target roof will not be changed

DThe extruded roof will be extended in accardance with the
target roof plane and inserted onto its apparent extrusion

The length of roof plane under the projected roof:

¢ Next you have to define which roof plane to use for the projection. Click on the eaves lines next to predefined lines.
e The software recognized the selected roof plane and the current roof can be moved according to the current settings.
e Click on one point and place the projected roof.
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¢ Close the dialog by pressing ESC, as we don’t need any more projected roofs as per the original floor plan.
e Use 3D hammer to generate the 3D model based on the floor plan.

The material and tiles are not the same compared to the previously created ones, in this example we didn’t modify those

relevant settings which can be found in Projected Roof dialog window under Roof properties. Obviously, these can be
changed later as well.

6.6. Loft slab

Now we are going to move the whole roof structure to another level. In this example we are going to use this to eliminate
the roof edge lines. This is also useful when we want to work out the fine details of the roof structure in a completely
separate drawing.

6.6.1. Managing levels

At the moment we are working on the Loft level. We can add new layers in the “Level Edit” dialog window.
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& Loft ~

4

1

Click on “Loft” tab at the bottom toolbar, then the Edit level dialog window will come up. Here we can find all levels which

are here by default.

Insert a new level by clicking on “Add-up” button (1).
Click on the label twice and rename it to “Roof’. We are going to move the roof structure to this level. Doing so now an
empty Roof level is created above the Loft where all three roofs can be moved together.
Close the dialog by pressing “OK”.

Edit levels 1 B
Q Q Q Q 680 =g List of buildings x Aktiv épllet neve
Mum... MName 2 Bottom eleva... Height State Level increment...  Parameters Mame Elev. Offset 2
| 3 [Rooff |am 3m Off om Edit | | FF - Finish Floor om
H Loft &m im off Om TS - Top of Structure om
1 Level 1 3m 3m off om BS - Bottom of Structure om
0 Ground om 3m Active om
CE - False ceiling om
LE - Ledge om
FH - Floor height 3m W

Copy area

Site level is visible on the floor plan

Select all three roofs by right clicking on “Roof” icon under Ribbon menu /
Building, then “Select All” command. As you can see all three roofs are

selected in 2D and 3D.

On the left side under properties press the “Loft” button next to “Move objects to
other floor” and select “Roof” from the pop-up dialog window, finally press “OK”.

Building elevation above sea level inm

|0m

Properties a
Roof (3)
* VARIES = ]
Property Value
% General
Layer * VARIES * ~
Colour I
Line type Simple Line ~
Line weights 0 mm ~
Draw Order 8 - Bottom-most ~
| Move objects to other floor Loft
Copy objects to other floor Loft
BIM parameters * VARIES *

Paste

| | OK. | Cancel
J Building Interior Drafting Dimension
AN m -2
Slvab R m Property
Structure | % Select all

Keyboard shortcut
Add to Quick Access Toolbar

Check Video Tutorial

| Select floors

Number
1

-1

-2

Name

Roof

First floor
Ground floor

DPseudo Copies
Full copy
Rectangle profile

Polygon profile

=]

Cancel

That happened exactly what we were expecting in the 2D window, but in 3D as result the roof is now placed 3m higher.

Now let's move downwards.
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e You can do this in the quickest way as follows. First select all three roofs in 3D.
e Then click on the vertical blue arrow, then select “Move” command.

% Move
_____ Move a copy

¢ Rotate 90 ccw

™ Rotate a copy 90 Ccw I\

= Rotate 90 cw Y
» Rotate a copy 90 cw )

¢ Move down the roof and type 3m.
e Accept changes by pressing Enter, now the roof is placed correctly in 3D window as well.

e Activate the floor plan window. You can easily swap between levels (Roof, Loft) by using the blue arrows at the bottom
toolbar. These levels now can be managed as completely separated items.

£ Roof e f ',

6.6.2. Creating Slab

Now we will create the slab on the Roof level.

For this we have to move to Roof level by using blue arrows.
In order to make visible it for editing later you have to choose the level down below, select the arrow next to Roof and

open the level list.
e Click on the bulb icon next to Loft. Now it has changed to yellow.
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£ Roof ~

LB/

On floor plan window the effect of this modification can be immediately seen. This method allows you to see different

levels including the level you are currently working on.
Before creating the slab, check its properties.

Go to Ribbon menu / Building / Properties / Slab tool.

Now the Slab properties window will come up. Now select a new wall style. For this click on the currently use style name

at the bottom. On the right side select from the style list the 300 mm thick reinforced concrete slab “1 layered r.c. 30 slab“.
Click on “Activate” button. Under properties all relevant details have changed, which are needed for later.

is very important to set “Cut by roofs” option to “All floors”. So, if the slab meets the roof structure, the roof overlay will be

automatically cut off by the roof.
Close the dialog by pressing “OK”.

= General properties

U] . #= |21 Fodém1 v P Cream_01
=22 [gimple Li #] 8- Bottom-most g Cream_01
:lThe slab border doesn't display on the floor plan in print % Cream_01
Base offset from the floor om ~ Slant angle &
Total thickness: -0.3m ~ Slab type Slab
Slab layers Cut the walls i:' No cutting

Beams and block flooring system Cut by roofs

&z All floors

U-value: U-value: Not calculated

3D fixed

Fill color on floorplan

BIM Parameters 1 réteg vb fod 30

| ox |

Cancel

T Styles H

-4 1 layered 08 r.c. slab
{57 1 layered 15 r.c. slab.
-7 1 layered 30 r.c.
& 1 réteg vb fad 15
2 layered r.c. slab 19+11
Coated drift 4+5+2
Coated drift 447
Coated flat roofl
Coated floorl
Coated floor2
Coated green roof
Concrete flat roofl
Counter slab15+5+1+20+7
Floor on the groundl
Floor on the ground2
Floor slab + hardcore
Reinforced concrete 19+4+5+2
" Reinforced concrete 19+4+7
{57 Susp.ceiling 5+15+19+11

New
Activate I Modify
Rename Delete

Draw the slab by using Ribbon menu / Building / Slab / Slab in Sketch mode command.
Click on the outer corner points except the conservatory and press Enter.

The slab is ready.

Interior

Drafting

‘ Slab Roof  Ceiling Railing

41{] Slab in Sketch mode | —
402 siab by walls

<= Sloped slab v
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6.7. Placing openings

Now we will place windows on this building.

6.7.1. Placing roof window

Let’s start our work with placing roof windows.

e Activate 3D window rotate the model to make clearly visible the roof plane is shown below:

e Click on floor plan window and activate it.
e Select Ribbon menu / Building /Window and Roof Window command.
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# % == 71 = Edt View [ Buiding | I

0 =N

Window Curtain wall Column Beam  Slab Roof

bl - -

i u Placing window SHIEHEE

L
i Window by two points

] @! Window not hosted by wall

\\\\\\

|@ Roof window |

The shape of the cursor has changed. Select that roof plan on which you want to work where you like to place roof
windows.
The program immediately brings up “Window on roof” dialog, here you can define window properties.

It is important to select roof window. This makes sure that roof windows will be correctly represented on floor plan and 3D
model.

According to the current example, the window type should be a roof window. For this click on the “Default” button below
the preview, this way we can have an access to the window library.
Select from Window / Roof / Single folder “Window on roof” type.

Windows

‘ [Search in all items] -} || Brands |

EWindUws Roof = Single
<<LacE T5 Elements &5
\
doa[ P

Asymmetric Circle Dormer Roof Equal div. 1 Not equal
triangle skyli window onr skylight div. 1 skylight

an

0! ‘ AR
Photovoltaic Simple + Solar Trapezium 1 Trapezium 2

Solar Panel  triangle skyli Collector skylight laHe e

y/ nY ~ 4

8\ Y i\ 7
Triangle Triangle Triangle Triangle Window on

asym.1 skylig asym.2 skylig sym.1 skyligh sym.2 skyligh roof

“ Cancel

The width 1m, thickness/ height 1.8m.
Close the dialog by pressing “OK”.
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Window on roof n
Redraw | @
vt
Representation Height:
Roof connection Thickness: 0.15m
Outer handle Distance from upper roof .
Sill height
mnerhandle | |oee e
Colour I
Accessories | Line type Simple Line ~
Line weights 0 mm ~
Draw Order 8 - Bottom-most
| Thermal parameters
Ratio (Tlumination area) 0%
Ratio (Ventillation area) 0%
Material Value
Solid Default material
Wing Opening Glass
| ( Window on roof _—> |

C wrmmees || wese Lo | oma
)

Now place windows.

e By default, the software places roof windows at a fixed height which not the case now, therefore choose “Free option” from
the floating menu on the right.

¢ Place four windows with one click to anywhere you like. You can follow the changes in 3D window too.

| ~ Roof window “J

K i Free
Y = parapet ]
o Lﬁﬁ Close J

H |
,/’
.’.‘
B L |
|
\
\\:.-
d

X 2 Length 923m
/ A Inclination  304°24"

¢ If you want to place window on a separate roof plane, then press Enter to close the command and select the new roof
plane.

e Close the pop-up dialog “Window on roof” dialog by pressing “OK”, then place the window.
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Z

e Close the command with double Enter.

6.7.2. Place customised windows

Now we are going to create a customized window.

To create the window first we have to move to Loft level. We place the window on the wall is shown on the picture below:

I/

e Activate the 3D window and change the perspective to an external view.
e Rotate the model to see the selected wall properly.
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Activate the floor plan window.
Go to Ribbon menu / Building / Curtain wall and “select Reshape curtain wall” command.

g - - S —

o T A'= Edit  View _)
|0 =

Curtainwall | Column Beam Slab F

-

gm:F! Curtain wall e

Reshape curtain wall |

B

- Corner window
Curtain wall by two points

Convert wall to curtain wall

Edit layout

o

¢ Now select the inner side of the wall with one click, then place its layout, but not to overlap the floor plan.
Now a question will pop-up: “Do you want to keep the layout of wall?”- answer: YES.
An alert message will appear asking to specify a profile in order to describe the frontal shape of the curtain wall. Please
press “OK”.

|/
ﬂgjﬂ N

A
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¢ Click around the shape is shown below:

L/

/I\ (1
Ny g

¢ When you close the polygon “Curtain Wall” dialog window will appear, here you can customize the window.
o At the moment we are going to keep the settings, close the dialog with “OK”.
e The curtain wall now is visible on the floor plan and 3D window.

The mullion can be modified which we will demonstrate in the following example. Now close the command with ESC. Now
the customized window is ready.

6.7.3. Conservatory with curtain walls

The last openings that will be placed in this project will transform the walls of conservatory into curtain walls.

e Activate 3D window and rotate the model to clearly see the conservatory.
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e The madification can be done in 2D and 3D window.

e Select Ribbon menu/ Building / Curtain wall / “Convert wall into curtain wall” command.
As you move the cursor you can see that the software recognizes wall planes. Click on one of the conservatory walls, then
it turns into curtain wall with the current settings.

e Modify other walls.

e Close command with Enter, now the conservatory has glazed walls.

Let’'s see an example how to customize curtain walls.

Select the curtain wall on the left side and open its properties.
Click on “Basic geometry” tab. On this tab you can define Curtain wall properties that are related to divisions,
representation and even the geometric representation of the window.
e In this example we modify only one thing - the division.
Now change the number of glasses horizontal and vertical to 1-1, then press OK to close the dialog.

Curtain wall n
Redraw [ 4
Main parameters
Representation % Mullion properties
Mullion thickness 0.05m
Reveal Mulion width 0.05m
I|Bas'|c try I Mullion material Steel |
[] offset of mullion (=0 aw... 0.02m
Quter handle Mullion placement relative to... Middle v
I - hand) 4% Basic geometry
AREEnEnEE Glass width 0.01m
Accessories Glass material Glass26
Offset of glass (=0: away fr... 0.04m
Interior and exterior sills [] Fixed Distance

Horizontal Spacing
Vertical Spacing
Mo. of glasses in horizontal: i1 I
Mo, of glasses in vertical: i1 |
Glass Transparency
# Frame properties
Frame width 0.03m
Frame Thickness 0.1m
Frame material Steel |
Top frame
Bottom frame
Left frame
Mullion on left side when frame is OFF
Right frame
Mullion on right side when frame is OFF
Corner column exists

Built-in details

RIEIED

BIM Parameters Alapértelmezett | OK | Cancel

e Repeat the same on other walls.
e Finally, open properties again and change the number of glasses in horizontal to 2.
e Close the dialog with “OK” and now the conservatory is ready.
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Curtain wall

Main parameters
Representation

Reveal

||Bas'|c geometry

Outer handle

Inner handle

Accessories

Interior and exterior sils

Built-n details

BIM Parameters

# Mullion properties

Mullion thickness 0.05m

Mullion width 0.05m

Mullion material Steel
] offset of mullion (=0: aw... 0.02m

Mullion placement relative to... Middle

# Basic geometry

Glass width 0.01m

Glass material Glass26
Offset of glass (=0: away fr... 0.04m

"] Fixed Distance

Horizontal Spacing

Vertical Spacing

2
| No. of glasses in vertical: i1

Glass Transparency

# Frame properties

Frame width 0.03m

Frame Thickness 0.1m

Frame material Steel

Top frame

Bottom frame

EIEIED

Left frame

Mullion on left side when frame is OFF

Right frame

Mullion on right side when frame is OFF

Corner column exists

Alapértelmezett

Ok

Cancel
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7. Workshop: Visual design el O E &

Mew project

71 FII’St StepS Open project Ctrl+0
The knowledge and acquisition of different tools of visualisation is a basic 1 )
demand to represent our project and also to impress our clients. [ Save project Ctrl+5

=B (-l gy

You can learn the following conception: Save projectas  Ctrl+Shift+5

« Creating animation
« Creating look around animation
< Creating Panorama 360

BIM 4

Impart ... 4

e Open your browser and watch the following video tutorial:
www.archlinexp.com/education/tutorial-videos/archline-xp-interior-level-2/visualization-interior-level-2

Recommendation:

To understand and master the lesson, you need to know the basics. Therefore, we highly recommend to look through the
“Rendering” workshop training material, which can be found within the Preliminary course materials. Also, you can find the
video tutorials here: www.archlinexp.com/education/tutorial-videos/archline-xp-interior-level-1/rendering-interior-level-1

Start:

¢ Open the following project:
e C:\Users\Erika\Documents\ARCHIineXP Draw\2018\Course_Intermediate\7_Visual\Visual_Design.pro

Save project

o Before you start working on the project, save it under a new name.
e Select File / Save project as command, rename the project and define the folder you want to save it.

7.2. Creating animation

Using Animation tools, we can record our plan with the help of “Walk-in” animation.

. Click on Ribbon menu / VIEW/ Animation / Path / Define path command.
Edit Building Interior Drafting Dimension Documentation @ | Search
2 view . jx G ¥ Sun v fone) [ 9 | %3 Add 2D Drawing @
w by two points e @ shadow ~ 5 3 Add 3D View
Views Quick 30 model Visual styles Rendering Panorama 360 ‘ Animation | User interface
Vector drawing - - - - ¥ Shadow simulation - - B Switch views -
Views Rebuild 3D Visual design * Walk and iy , EW User interface
Chiswick_park_01 - Default - Ground (0 mm) I -

) |(,~J Path |’ (~ |Defime path
4 Length 31060.9 mm
4 Inclination  82,68° [ settings..
' Define height of nodes

/" Addnode

" Move destination point

o -
E Create animation

Click to define tangent points on the floor plan.
e To close the command hit Enter.

When you finished next you have to define the camera view point. It is recommended to choose the forward-looking
camera view (not to the left or right looking camera views) to result better quality animation.

e Click to define observer points that you look at from the animation tangent points.
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Chiswick_park_01 - Default - Ground (0 mm) * -Ox

A s T
Y Length 9586 rin |

1| Ay Inglination 146.41°|
© e /

ii

N
o
1

+ w

e To finish press Enter.

After pressing Enter in the pop-up dialog window you can change the height of the camera view point one by one or
selecting all at once. It is useful to set the height of the observer and tangent points at the same height.

e Change the camera height to 1400 mm and close the dialog by pressing “OK” button.

Animation path

Fuoint Observer height  Target height

1 1500 mm 1500 mm
2 1500 mm 1500 mm
3 1500 mm 1500 mm
9 1500 mm 1500 mm
1 1500 mm 1500 mm
G 1500 mm 1500 mm
7 1500 mm 1500 mm

for ] (=

e After closing the pop-up window, the Animation editor window will come up.

7.2.1. Animation editor window.

You can alter the animated view in the Animation editor window. On the timeline in the bottom left corner, the ,Play”
toolset lets you view the animated video, or use these buttons to skip in the video. The Animation editor window can be
also opened if you select the animation route and click on Ribbon menu / View / Animation / Path / Create amination
command.
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e inmation editor SView ) [imag el A

T -0OX

R NN o

e
5

N

Next to play buttons, by clicking on the cogwheel, you can modify the followings:

< The speed

< The number of frames per second

< The camera angle
% The resolution

7.2.2. Modifying views

To make our animation more realistic, we need to do some minor changes on the model. First, we will open the door so
during the animation we don’t have to pass through the closed door.

Select the door.

On properties tab on the left side find “Opening angle” and change to 70°.

Now we will change the background picture. This is needed because the moving video has an unnatural effect on the
static background which doesn't follow the camera's motion.

Click on the 3D window header and select “Environment background” option.
In the pop-up dialog window change the background to “Panorama” and select one from the drop-down menu.

% Properties
Width: 910 mm
Height 2100 mm
Distance from wall line 0 mm
Sill height 0 mm
|:|Duter sill height: 0 mm
Absolute elevation 0 mm
Distance from wall corner 415 mm
Lining and architrave Edit
Structure Edit

70°

¢ Now close the dialog by pressing “Close”.

Background options

Background

Panorama

Panorama

Hills in the

distance |~

Panorama direction

0

Change to the default

Close
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7.2.3. How to modify animation Settings of animation
Now let’s watch the previously created amination. This is still too fast, 7
seconds. Now change the time period. Time: sec. |
e Click on the cogwheel and set the time to 15 seconds. Frome persec
Camera angle: °

e Now watch the animation again.

Resolution 1280x720 (Widescreen 16: -

On the timeline there are green dots, these are the key frames. These points Width 1280
have been previously placed on the animation path. The software
automatically fills the gap between key frames and combines altogether into a
playable content. Key frame heights can be modified in the Animation editor
window. It is enough to hold down the mouse scroll wheel for pulling down the
camera view point. [Al1mage polygon limit 50000
If we watch the animation now, we can see that it starts with a slight take-off
then at the second green dots reaches the original unchanged camera height
(1400 mm). This way we can give individual height for each key frame.

It is important to stay on the selected key frame otherwise changes will not be
applied. It is recommended to find the key frame on the time line by using “Jump to previous/next key frame” buttons.

Height 720

H

0 Cancel

7.2.4. Save animation

The animation can be saved as AVI file and also can be uploaded to internet.

e Click on “Create AVI” icon.

1
L B Y e )

Now name the file and select the folder you want to save it.

¢ Inthe pop-up dialog you have to set the video compression properties. Without compression the size of the file can
significantly increase. Close the dialog by pressing “OK” and create AV file.

Compressar: OK
Microsoft Video 1 b Cancel
C ion Qualty: 75
ompression Guality / T
£

About ...

When saving the animation, the software takes photo of the animation from frame to frame. This way the video file is
created, which can be watched by using any kind of video player or we can upload it to the right place.

7.3. Create look around animation

There is an option to record such a motion picture when we look around in one selected room. For this we can use
animation tools.

Start Ribbon menu / View / Animation / Path / Define Path command.
After selecting the first key frame point a floating menu will come up. Here select “Closed”
option. This way we selected a closed path.

e Define the path with four opposite points which result roughly a circle. Now close the dialog

= Define path N

. p | Closed
with Enter.
¢ Now define the observed points from the animation tangent points. It is useful to select the
X - - Close
observed points opposite to tangent points. .
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The end point and the first point should be the same, this make sure the animation returns to original starting point.
To finish press Enter.

In the appearing dialog set the Observer and the tangent points heights. In both cases the height should be 1300 mm.

Animation path n

Point Observerheight  Targetheight

1 1500 mm 1500 mm
2 1500 mm 1500 mm
3 1500 mm 1500 mm

Edit selection Edit selection Cancel

7.3.1. Modifying Animation.

7.4.

In the Animation editor window, we can modify and watch the animation. On the timeline we can see that this is a very
short movie, lasts only for 4 seconds.

Click on cogwheel and change the time to 25 seconds. Close the dialog by pressing “OK”.

;
WA m > B[] )

The look around animation can be modified the same way as we shown in the previous example. The height and position
of the camera can be changed in green key frames. This animation can be also saved as creating AVI file which can be
watched by using any video player.

Creating Panorama 360

Using Panorama 360 tools we can create a virtual walkthrough which grants the overview of the entire living space in 360
degrees. The Panorama 360 is freely accessible by our client, can be discovered. First step is to place cameras through
which the plan can be seen.
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Building Interior Drafting Dimension Documentation
% Sun = %0 Add 2D Drawil
& })’ ﬁ 360 20
- = i

hoints Q@ Sshadow ~ = 30 Add 3D View
Views Quick 3D model Visual styles  Rendering Panorama 360| | Animation . i
- - = - - - B Switch views

{rawing ¥ Shadow simulation

Rebuild 3D Visual design g Set panorama layer

Chiswick_park_01 - Default - Ground (0 mm) *
I = = = = 88 Placing camera

Placing link hotspot between cameras
Placing info point
View camera

" r
| | }
%' o] /% . '_‘4 Build virtual tour (render mode)
M 7 1 i -—

Build virtual tour {draft mode)

foy Gy 9 e Bog

7.4.1. Placing camera

Click on Ribbon menu / View / Panorama 360 / Placing camera command.
In the dialog name the camera and define its height, place in the bedroom.

Camera name n

Name: | Bedroom |

Height | 1300 mm |

Cancel

Place another camera on the corridor. You can add as many cameras as you like,

On the floor plan the camera lens icon indicates that direction where the camera will be pointed when we enter into a
given virtual point. This can be freely modified.

Click on the camera and use Rotate commands to set the proper direction of the camera lens.
Check if you got the desired perspective view. Click on the local menu Set up perspective view command.

| ol

I

i
Group (234) [1/1] ===
Set up perspective view

Select

Delete
P i =T

If you are not satisfied you can still modify the camera position by using move and rotate commands until you get the
desired result.

7.4.2. Placing link hot spots

We can join two cameras by placing link hot spot.

Start Panorama 360 / Placing link hot spots between cameras command.
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¢ Define the height of the hot spot.
¢ Now select two cameras which will be linked by the hot spot.

7| I
Al o o
1]
[ /] 0
0O
o [

¢ Place the hot spots preferably on doors, because there we will look for them. If you don’t need more hot spots, close the
dialog by pressing Cancel.

7.4.3. Placing info point

Properties n
In case we like to add more information to the virtual tour, |
there is an option to place info points on the floor plan. Description o

Click on Panorama 360 / Place info point command.

e Select the camera from where the info point will be visible.
In the dialog you can add description which will be assigned
to that object you want to provide more information on. Also,
there is an option to insert link, furthermore you can set the
infO pOint he|ght S URL |vwm.archlmexp.cum\ |

¢ Place the info point by pressing” OK”.

!
‘ Height | 1300 mm |
!

_l)K Cancel

7.4.4. Build Virtual Tour in draft and render mode

We can create virtual tour in two different qualities. First is the draft quality, which can be done within seconds and the
result can be seen immediately.

e Click on Panorama 360 / Build virtual tour (Draft mode) command.
Save the file on your computer.

The virtual tour immediately opens up in your internet browser. You can look around using your mouse, by clicking on info
points you can read the previously given descriptions and also you can switch between cameras by clicking on hot spots.
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The rendered quality panorama can be viewed the same way, but it takes longer to create since the software should
calculate reflections and light-effects. This panorama therefore has a more realistic effect. We can launch this command
by clicking on Panorama 360 / Build virtual tour (render model).

7.5. Material settings

In order to obtain realistic images, we have to pay attention not only to the lights or shapes of the downloaded objects but
also to the material settings. Now let's see some examples how to make the image of bedroom far more realistic with
some minor changes on materials.

7.5.1. The blurriness of transparency and the blurriness of reflection

Lampshade of ceiling lights

First let's check the material of the ceiling lights. This lamp covered with a textile linen and from here one or two light
sources emit lights.
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View Building Interior Drafting Dimension Documentation

= 2 O @ v @ |
30 v Details...

 — Shadow ¥
pm_m Views Quick 3D model Visual styles | Rendering © ; ov. Panoram: Parameters Value
irawing v v v v = Shadow simulation v
Rebuild 3D T Texture |V textillinen2,jpg
Nézel _ e Position:  Tile ~
T — ) Standalone rendering 1 Maintain aspect ratio
\ A %g? Standalone rendering - realtime draft Height 00 mm
— Width: 400 mm
(S Lom Y 1 D Integrated rendering Direction:  0°
) h Integrated rendering - realtime draft Type Fabric -
‘ Ba L - Transparency (Transmission) 63%
r" I rh' ‘i“i h“ﬂ“l \‘é Render-frame on/off @ |
) - Brightness 50%
 Go to Ribbon menu / View / Render and select “Standalone rendering — real-time . 1
” . eflection (Reflection factor, Mirroring) 0
draft” command. This way we can follow the changes and compare to the current @]
settings. Right now, the result is not convincing. Blurriness of reflection (Visually indistinct mirroring, Anizotropic) 0
¢ Right-click on the lamp and select from the appearing menu “Find material” @1
command. As a result, in Design Centre the properties of the lamp material will be z‘ajf”l““°“fa”5'°afe“”e‘g‘ frasted glass) 0
displayed.

The current material is a light colour textile slightly transparent, to let the light come through. This is not a reflective surface
and there is no blurriness of transparency at the same time.

¢ Now increase the Blurriness of transparency by 30-40% and check result on the interactive rendering.

Now the image of the light source is not so clear behind the lampshade so it has more realistic effect. Using the blurriness
of transparency, we can create life-like surfaces but only if the surface itself doesn’t emit light, so the light goes through it.

e Now increase further the value of Blurriness of transparency to 70%. Check the result on the interactive rendering.

Now the image changed slightly, the effect is not so visible. Sometimes it may also cause grainy or gritty effect. This is
normal in case of a draft render, obviously this effect will improve with better quality render.

Curtain
In the case of slightly transparent curtains, it is worth paying attention to the Blurriness of transparency

¢ Right-click on the curtain and from the floating menu choose Find material command. As a result, in Design Centre the
properties of the curtain will be displayed.

The curtain material was made of a normal textile type with high transparency without reflection and blurriness of
transparency.

e Check the result on the interactive render while increasing the Blurriness of transparency by 3-4%.
Here we can see the same just like at lampshade, that the surface will appear more realistic. In real life the area behind
the curtain is kind of blurred and there is no sharp contoured view here. The small size of modification can result such

effect in case of this type of curtain material.

Without Blurriness of transparency:

&% ARCH|INE.£



186 7. Workshop: Visual Design

With Blurriness of transparency:

Lampshades of the bedside lamps
It is also important to see what makes the lampshade of the bedside lamps even more reflective.

¢ Right-click inside of the lampshade and from the pop-up menu choose “Find material” command. As a result, in Design
Centre the properties of the lampshade material will be displayed.

This is a chrome type material which was created from a mirror. To get the desired effect we have to modify the Reflection
and the Blurriness of reflection. It often happens that the lampshades are covered inside with a reflective material.

¢ Now change the material to Metal and check the result on the interactive rendered image.
The current metallic effect is reflected perfectly, so the light source in the lamp is concentrated in the zenith.

e Now increase the Blurriness of reflection to 30% and check the result.
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Design center 2

| [Search in all items] Q H Brands |
[#4) Materias  n Model

<<Back

Chrome_002 - lamp cover inside

Previous Next Jump to category
&

Details...

Parameters Value

Colour

Position:  Tile

[iype Metal

Brightness 50%
i ion factor, Mirrori 90%

Blurriness of reflection (Visually indistinct mirn  30%

e TOR, TG Tefraction = 17 S

e | Design center |

It can be seen that the reflection of the light effect is much more dispersed on the surface and thus gives a much more
realistic representation.

Without Blurriness of reflection:

Eteltid5: 00:26 Suphrktvetés... 29% P)Mentés | | Kdépés

With blurriness of reflection:
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m _ Etelt id5: 00:20 Sughrksvetés... 25% mentés | Kiépés
7.5.2. Mirror

When there is a mirror in the interior, it is a dominant element of the space, it is important to set its properties right.

Change the representation view from where the mirror door of the wardrobe opposite to the bed can be well seen.
Now check how the mirror appears on the rendered image.

Right at the moment this is more similar to a reflective plastic surface then a real mirror. In the next example we can see
how the size of the reflection and colour representation of the mirror are related to each other.

Right-click on the mirror and from the pop-up menu choose “Find material” command. As a result, the mirror material
appears in Design Centre.
Change the value of Reflection to 100%, check the result on the interactive rendered image.

Details...

Parameters Value

Colour |
Position:  Tile
Type Mirror
Transparency (Transmission) 0%
Brightness 47%
Reflection (Reflection factor, Mirroring) 100%
Elurriness of reflection (Visually indistinct mirror 0%

The picture shows that the reflection in this case may have been too perfect since there is no sign of the original turquoise
shade, and in vain sun illumines this surface we cannot see anything from it.

Now change it to 70%.

In the preview we can see that the original turquoise shade slightly appears. On the interactive rendered image there is a
direct light as the reflection of the space, and also the illuminated surface gets a slightly turquoise shade.

Interior - Intermediate course



7. Workshop: Visual Design 189

Details...

Parameters Value

Colour |«

Position: Tile ~
Type Mirror w
Transparency (Transmission) 0%
Brightness A7%
Reflection (Reflection factor, Mirroring) T0%
Blurriness of reflection (Visually indistinct mirror 0%
Refraction (IOR, Mo refraction = 1) 1

7.5.3. Emissive materials

We have to spend some time on the settings of those surfaces which emits lights (such as TV screens, PC monitors)

¢ Right-click on TV screen and from the pop-up menu choose “Find material” command. As a result, the material of TV
screen appears in Design Centre.

Now this type of material is Matte which appears as an illuminated poster on the interactive rendered image. In this case
the best solution to choose a material which emit lights, so it acts as a material and a light source at the same time.

Now change the type to “real emissive”. You can set the light intensity in case of this type of material.
Using interactive rendering try to find that intensity setup which results the most realistic view.

E"Matenals In Model

<<Back o
-

Details...

Parameters Value

Texture |~ BBC_Newsjpg

Position: Stretch i

Type Matte ~

Transparency (Transmission) 0%

Brightness 50%

Surface Automatic surface by texture

Bump Amplitude 1

Bump Softness 3

Setting the type of materials in some cases we can choose between Real Emissive and False Emissive. The Real
Emissive material not just only burns-out on the rendered image as it is even more contrasting, more intense compared to
other materials in its environment, but actually illuminates its environment. For example, in a night scene, without lights, it
can illuminate the objects around.

Opposite to this the False Emissive doesn’t illuminate its environment but on the surface, we have applied it on, it also
burns-out. The reason of using the False emissive material type can be the saving of render time, because the calculation
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of an emissive are can increase the render time. However, the most convincing result can be achieved using real light on
the area.

7.6. Light settings

After setting the materials right, the other key to realistic rendering is the light settings. In CAD design both natural and
artificial lights can be displayed. In the following we will see a few examples of displaying and setting lights.

7.6.1. Heliodon

It is important in both interior design and architectural plans how the sunlight illuminates the interior and exterior surfaces

of the model. We can set the direction of sunlight two ways: 0

.y

< The geolocation is one of them. Based on orientation we determine the location and the 3% <un position
exact time when the sunlight effects the model. This can be easily set on Ribbon menu/ ‘7 P

File / BIM select “Project Parameters” option. In the pop-up dialog we can enter all the '

requested data. This is useful when we want to know exactly how sunlight effects the

Morth direction

- Heliodon

model at a given time and we want to make a shadow analysis. 0 S ree
< The other way is to use Heliodon tool. This is a good solution when we want to put the
model in an advantageous lighting and we are not eager to know more about the real E Elevation shadow
light effects. This tool can be found at different places in the software. Let’s see how this
tool works: ﬁ Shadow animation
e Click on an arrow on the bottom toolbar and next to the “North direction” icon and start .\ Solar access
Heliodon tool. .
] rl.'d Shadow simulation
Helidon is a simplified model of a hemisphere above our model. We can see the main —
X . ; N - =
longitude lines on horizon and the sun path. v |_| ¥ Tﬂ. .

e On Navibar Switch on Shadow so you can trace the sun path in 3D window.

Eﬂ Switch off both
ﬂ Shadow on

@ Lights on .
Ei Shadow and lights on Q -‘\\
|
=P

¢ Rotate the model slightly to see the Heliodon from above.
e Change the sun path on the lower circle to that position when the most sunlight reaches the room.
¢ Now move the sun to set the height from where the sunlight gets into the room.

Interior - Intermediate course



7. Workshop: Visual Design 191

View 2 [Image] *

» onplane

]

»  local
Close

@ Switch off both

8 Shadow on

e
@ Lights on

A N
ﬁ Shadow and lights on f Q
S

7 [[H «

Under the same principle we can set the external lighting. The size and position of Heliodon is always reflected by the fact
how we see the model. Heliodon is always represented with clearly visible markers while using it inside or outside.

When you finished with the settings, close Heliodon by pressing ESC.

7.6.2. Led strips

Next to the natural lights we need atrtificial lights too. First, we will place LED strip behind the bed between the wall and
suspended ceiling as mood light.

Go to Ribbon menu / Interior / Lighting and select “LED light strip” command.

Draw the path of the LED strip and close the command by pressing ENTER.

In the appearing “LED lighting” dialog window we can set the LED light colour to a warmer select Copper _002.

Under “Section profile” tab change the profile size, width 10 mm and height 10 mm. Under the blue cross tab, we can
select the material. This is important to do when the Led strip is not hidden and switched off. This time the Led strip will
appear on the plan with the selected material.

Width
= |] 10 mm v]
E Height
I 10 rmm vl
ALUBRIGHT Chrome_ 00 | COPPEROQ .
Gold Resize profile

-02 2 2 -
- Rescale w

Now set the relative elevation to 2500 mm on the last tab. Finally accept changes by pressing OK.

In case of any lights (i.e. LED strip) it is important to keep in mind that those should not be placed inside of any 3D
shapes. Now if you select the LED strip, we can see that the suspended ceiling covers the LED strip, it happens when
both has the same height, the light won’t be able to come through.

Click on the LED strip and select “Offset” command, now push the line parallel to the right by 30 mm. Moving your mouse
the direction can be set.
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{ [ [ ] |
[ | | |
N LED lighting (ID20:8660) {14 )|

WYWW@%VVVW

P %

E

»

Offset l
Offset all

C.

Insert node

Insert Smocth Node

e

Turn into curved edge

1y

¢ Now start a “Standalone rendering — real-time draft” to check the LED strip. Make sure that the Lights are turned on.

+ v

7.6.3. Realistic display of a light bulb

Next, we will show an example how to set the properties of a lamp with a light bulb. On the rendered image we want to
create the impression that the light bulb is turned-on.

Download pendant lamp from the Warehouse. Go to Ribbon menu / Interior and start Warehouse command.
Now find a lamp within the search result with a bulb is clearly visible.

Add to Collection

M & I

’V '.,’1/ '/ ‘(‘\'\v'\v" < ' .skp File Size —:_f
4 \‘ \\ \‘ ‘ , , " X Polygons 572
\ f v , Materials 10
\\%\\\%\\\\\\ Mv" ///////"/////,///// ‘ Compor:ents 0
NN y 7 Uploaded 12/5/14
\\§\ //l/ L:st Modified  12/5/14

Share <>Embed

 Now download the selected lamp, place on the floor next to the wall, then change the elevation as later we need a vertical
light-absorbing surface, which is in this case the wall.

e After downloading check, the image on the interactive rendering but before switch off all other light-sources, so now you
can be sure that you can see the downloaded lamp light effects only.
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Now select the pendant lamp if there appears a yellow light bulb than this lamp has light source. The software
automatically recognizes keywords now that we downloaded a lamp with a light source then the software assigns a light
source to it. However, the position needs to be modified in all cases. As you can see in our case the black cross which
represents the light source is slightly lower in space, so it is unlikely that the light will come out of the light bulb.

e Select the lamp and click on the yellow light bulb icon. Now with the help of the axis move it inside the light bulb.

¢ Now check the image on the interactive rendering. If the image is
unchanged refresh the 3D model or start again the real-time rendering.

On the result we can see that light bulb doesn’t light up at this time, as the
downloaded object doesn’t contain all information regarding the surfaces
which can be transparent or glossy.

¢ Right click on the bulb and from the appearing menu choose “Find
material” option. As a result, on the left side in the Design Centre will come
up the bulb material properties.
e Change the material type to Glass. Details...

Parameters Value

It is likely that not just only one material is assigned to the light bulb as we Colour

have seen in this example. This happens in many cases. Position:  Tile v

Type Glass E

Now open the lamp properties and edit material. Transparency (ransmission) T00%

In the preview window click on light bulb. The material of bulb surface © ]

automatically will be selected from the list of materials. That way we can Brightness 50%
easily identify that material which should be modified now. ] i

¢ Click on Modify button after selecting the material with wrong settings NOW  gefiection (Reflection factor, Mirroring) 100%

choose the Glass type instead. @ ]
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Edit material n

Metal_Alu... ﬁ [Color_007]  [Color_008]1  [Color_000]

[Transluce... [Color_002] [Color_001]1

\ \
' ‘\\W V///

Modify...

Cancel

¢ Inthe preview check that the light bulb is translucent, then close the dialog with OK.

If you check the interactive rendered image now you can see that light comes out of the bulb. Now there might be two
more problems one of them is the light intensity, the other is the glass settings which might cause the impression that the
bulb doesn’t emit lights.

In order to make the bulb glow change the transparency from 100% to 98%. Now the light makes the right impression.

Now select the pendant lamp, go to “Properties” tab on the left side and from the drop-down menu change from Object to
Light sources.

Properties o x Properties o x
Object hd Object .
Light sources
Obie hao style &
Property Value ~
4 General Property Value

Layer 22_Fadém2 v % General properties

Colour ] Name

Line type Simple Line w Type Sphera

Line weights 0 mm W Category Compact

Draw Order 8 - Bottom-most w -

Luminous Flux 600 Im
Move objects to other floor Ground
. Colour

Copy objects to other floor Ground

BIM parameters Edit Fall-off Inverse to distance

BIM name % Own parameters

Base Elevation 1500 mm v On o

GUDD 17tUWEVdhMGAZgADwrqIx$ 200% -

SetID 0000000000000000000000 n = .

£ Light solid radius 30 mm ~

% On which floors visible? (Except for its own floor) ‘

e Now increase the Dimming level to 200%.
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¢ Now check the result on the interactive rendering, and move it to its final position.

7.6.4. Using IES lights

The software gives you the option to use IES profile, which creates an even more realistic light effects on the scene
compared to the traditional light-sources. For this we can use any kind of lamps. IES profiles are special because they are
produced by using data based on the manufacturer's measurements. IES light sources can be found in Design Centre
under Global Light Sources. The list can be extended by files downloaded from the manufacturer website. You can import
them by clicking on the cogwheel. This can last for a couple of seconds as the software automatically creates the preview
of it.

Select one of the spot lights in the bedroom and Copy-Paste on the ceiling on the corridor.
Select the spot lamp on the corridor and from the appearing local menu choose from Lighting the “Add / Edit light source”

option.
¢ Inthe appearing dialog delete one of the light sources, then select the other and then click on “Change” button.
Light manager n
Light sources Light source settings

a :
o % General properties
11w Name Compact 11W

Type Sphere

Category Compact

Luminous Flux 600 Im

Performance = VARIES =
Colour [
Fall-off Inverse to distance w2

% Own parameters

on

Dimming level :100% m v

Light source
X : 0mm

Y: 0mm

q Z:-3mm
0 I

Change
— -

¢ From the “Global Light Sources / IES” folder select an IES light source.
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Light sources

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

:':1 Light sources ~ Global light sources IES

<<Back | 12 Elements

NN

Philips MR16 7W Philips MR16 7W
2700K 60D 9290 3000K 3609290

GE Lighting 38W  GE Lighting GELighting  Halo 75WHT:-  KURT VERSEN
14624 2DBRO38 MR16 2700K-15 MR16 2000K-36 201 150W C7302

KURT VERSEN KURT VERSEMN  LITHOMIA 175W  LITHOMIA 70W Philips
230WB7294 32ZWP941 PL-T  AH 175M 9AR KBDE8 TOM LV LEDcapsule LV 3-

ok U] |

Cancel

e Now check the result on a rendered image.

Eltelt d5: 00:34 Sugarkdvetss.., 23%
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