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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 eight workshops:

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

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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Workshop 1: Material management 9

1. Workshop: Material management

During this workshop we will take a look on one of the most important aspect of the work of interior designers:
How can we create good quality materials and textures for our plans that helps us present them even more realistically?
Let’s see the following steps:

Creating material

« Creating new material from color

+« Downloading new material from the Showroom

+ Dowloading new texture from the internet page of the manufacturer

< Creating new material from texture by copying or browsing the downloaded image file

Material properties

< Material properties settings
< Render styes

Material / Texture editing

Editing a seamless pattern

Material and texture coloring

Materials with trasparent background — Alfa channel
Creating decals

Bump mapping with the pattern of the original image

o,
o

d

3
*

d

3
4

X3

¢

X3

¢

Color cards

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

e Open .\Documents\ARCHIlineXP DRAW\2020\Intermediate_Course\Material management\1_Material
management_Start.pro file.

. Design center B ox
1.1. Create new material earch st a |[[Bones |
We will create a new material from color or texture. [#4 ) Materials  COLOURS  RAL ]
<<Back | 16Elements .3
1.1.1. Creating a new material from color el i

I Create new material

Create Color card

Frist we will choose a color from the RAL color palette and
we will use it as the basis of our new material.

IMtextur texture collection

Showroom
. . Bar_RAL 5015 Bar_ RAL 6019 Eozen RAL 3005 Color card manager
¢ Inthe Design Center select the Materials — Colrs — RAL Sky blue 02 Pastel green Wine red <

category, then Settings - Create new material option. Delte

Sort in categories

e Click ont he color button and select a color from the RAL
color palette: RAL 7031 Blue Gray-t

#]  Import

[ Export
RAL 1006 Maize  RAL 2013 Pearl RAL 3002
yellow orange Carmine red $]  Exportto Live

List/lcons

Rendering

LR Select all
T

RAL 3003 Ruby RAL 5012 RAL 5024 Pastel
red lightblue blue

RAL 5025 Pearl RAL 6001 RAL 6009 Fir
gentian blue Emerald green green

+v-

RAL 7040 RAL 8001 Ocher  RAL 8007 Fawn
Window gray brown brown 5

Properties | Design center

& ARCH|[INES
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Render styles

General v

|:| Layer

Reference

Cld

New -

Components
SMEAE

o[z u[= ]
ElE

Il
(0]

= 5

MName | RAL 7031 Blue grey

Cancel

aterial properties
Category:
COLOURS =
Sub category: RAL
RAL
| Colour tables
Producer: ARCHline XP
| generic AutoCAD
- Custam
Material colour: | | RAL
Sikkens
I| I BOLIX
Paleta NCS
) Pantane
[Juse texture image StoColor System
— TRUMATCH
Paste
D Browse...
| Mo
Physical props
| Appearance

Thermal parameters
Hatch in 3D

Hatch on section

EIM parameters

e Select the Wall render style at the Appearance tab.

Material properties

| RAL 7031 Blue grey

Render styles

Category:
COLOURS

Sub category:

[RAL

Producer:

|genenc

Material colour:

wall

|:| Use texture image

Paste
D Browse...

Physical properties

Copy

Paste

Transparency (Transmission)
1

Brightness

Bump Amplitude

| Blurriness of transparency (2.g. frosted glass)

CK

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

Cancel

Automatic surface by texture

I Appearance

Thermal parameters
Hatch in 3D

Hatch on section

e Drag and drop the new material ont he wall next tot he door. Use the As painting option.

Interior - Intermediate course

Scale

Bump Softness
1

Reflection (Reflection factor, Mirroring)

1
Refraction (IOR, Mo refraction = 1)
1

Blurriness of reflection (Visually indistinct mirraring,

Blurriness of transparency (e.g. frosted glass)

Fresnel effect {changes the material reflection and

transmission based on the viewing angle)

BIM parameters

Cancel
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Design center ZE

l [Search in all items] a ‘

# ) Materials - COLOURS = RAL

<<Back Fy
it

RAL 7031 Blue grey

View2(image]* _ox

Previous Next Jump to category

As painting
Astiling

Replacing one material with another

Replacing one material with another on this object

Details...

Parameters Value

Coour - |
Position: Tile v
Renderstyles  Wall =
Transparency (Transmission) 0%
Brightness 0%
Reflection (Reflection factor, Mirroring) 3%
Refraction (IOR, No refraction = 1) 2

Properties | Design center

1.1.2. Downloading material from the Showroom

We can use a material from the Design Center — Material library or we can download one from the Showroom.
We will change the material of the curtain in the living room to a material downloaded from the Showroom.

e Select the Showroom — Gardénia Premium Classics — Denver — Denver_A_304 material and after dowload, drag and drop
it on the curtain using the Replace one material with another option.

2% - |
Search in all it

‘ rhinal emd 2 ‘ <« Search [ Multi-download
®
E Denver

Building 1 - D

_ . Gardenia

D 0 @ P% Premium Size (cm): 145

Wind 2 Rapport size (cm): 36,24 x 42.3
Door " Stir Profile Group Classics Weight (gramm/m2): 185
Composition: 100% PES

Catalog Fabric type: decor

< » . Baltimore (5)

EOE™ | = | NI 4 Dallas s
(Object Materi Rende{Showr| 3D Light BIM

s als rstyle] oom | wareh Sourc librari Florida (4)

Create Montreal (27)

o — > Reno (11)

. Cor >

1 o Richmond (17)

_b Lé @ - ®_ ED = Tenerife (40)

Door V‘:;d Object M:E" Profile Group Toronto (14) Downloads: 111 Views: 2071
(Recent models ) |i DOWNLOAD

(my favourites

-

(Help ]

DENVER (8)

£

Denver_A_105 "i Denver_B_102 ~

Denver_A_304

< ARCH|INE.Z
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As painting

As tiling

I Replacing one material with another

Replacing one material with another on this object

Insert as Raster Image

1.1.3. Downloading texture from the internet page of the manufacturer

We can not only create a material from color but from texture as well. It is worth to select the appropriate texture from the
manufacturer’s website.

In our example we will use a wallpaper from JAB (www.jab.deu) and we will apply itt o the wall behind the sofa.

Before dowload we need to register on the website.

Search for the CASSOLO wallpaper and select a color.

JAB ANSTOETZ GROUP
PRODUCTS BRANDS CONTRACT ABOUT US Search Q
Product Finder < Back

PRODUCT FINDER

PRODUCTS FOUND (4) CONTENTS FOUND (1256)

HIDE FILTERS N\ CASSOLO

4 Results for CASSOLO

i

Floral (4) CASSOLO CASSOLO CASSOLO
ora CA8252/050 CA8252/020 CA8252/030
Wallpapers Wallpapers Wallpapers
DETAILS SEARCH DEALER DETAILS SEARCH DEALER DETAILS SEARCH DEALER

Interior - Intermediate course
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Pay attention to the ,Length of repeat” value ont he webpage. This will be the width of our pattern: 700mm.
In the download section, select ,image of pattern repeat” option.
We have to specify the resolution of the pattern. It is not recommended to choose a too large resolution, because it will

only increase the project size: 900 pixel.

JAB

ANSTOETZ

Rour

Articie: LASSULU

Brand. CHIVASS0

Number CAB252/050

Colour variations: 4

Quality: Wallpapers

Material 100% vinyl

Instructions: 3::} =3 Il\: -olo I;—

Width/Length 70 cm/28"

Length: 1005 em/396"

Length of repeat 70 cm/28"

Length of roll: 1005 em/396"

Design Floral, Large-patterned
SEND

SEND

After download we can choose

DEALER SEARCH

You can find dealers in your vicinity by
entering your postcode in the search
field.

Copy image — this will place the image on the clipboard or
Save image — this will save the image file to our computer.

View Image

Copy lmage

Copy Image Location

Save Image As...

Email Irage...

Set As Desktop Background...

View Image Info

1.1.4. Creating new material from texture

The dowloaded material is ont he clipboard or is saved as an image file.
We can create a hew material from texture by pasting the elemen ton the clipboard or by browsing the downloaded image

file.

JAB ANSTOETZ GROUP £ Erike Haresi < faveurites & Cart

Q, Produktsuche

DOWNLOADS

Download image material to this
product by selecting a media type first
and then the media format.

DOWNLOAD

Select in the Design Center the Material — Wallpaper — Standard category, then Settings — Create new material option.

& ARCH|[INES
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| Q H Brands l

[#4 ) Materials ~ WALLPAPER _ Standard |
<<Back | 29 Elements

Carlucci Wonder
wallpaper

Carlucci_Poninsk
y_wallpaper_R64

Chiavasso_Wood

Chivasso_colour_

_wallpaper block_wallpaper block_wallpaper
Chivasso_Gather esoritlll Obbivka_Wallpa
_WALLPAPER P! per
Stucco-Cobealt Toscan-Soleil Wallpaper10

llpaper 002 Wallpaper_003

Wallpaper 001 Wi

Properties ‘ Design center ‘

o

Multi selection mode

Create new material

Create Color card
Mtextur texture collection
Showroom

Color card manager

Delete

Sort in categories

Import
Export

Export to Live
List/Icons

Rendering

m Select all

The Material properties dialog appears.

Type in the name of the new material.
If you have the image on the clipboard, click ont he Insert button.

If you have saved the image to your computer, click on the Browse button and search for it on the computer.
On the Physical properties tab, type in the value of ,Length of repeat” form the website: 700 mm as the Horizontal

dimension.

Interior - Intermediate course
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Material properties

f]

V||

I =i I Position: Tile
Category:
dory Material mapping horizontal I 700 mm
WALLPAPER.
Material mapping vertical size: | 696 mm
Sub category:
Standard Direction: | 0
Producer: [Jrecalculate Uv mapping
generic
e Create a copy as a color card

Use texture image

| Paste
D Browse...

| Clipboardimage 1586964174.png

| Physical properties

Appearance

Thermal parameters
Hatch in 3D

Hatch an section

BIM parameters

Cancel

Ont he Apperance tab we will set the display properties. The most impotant task is to select the appropriate Render style.
The parameters of the selected Render style can be modyfied carefully.

Material properties

Cassolo

Render styles

Category:
WALLPAPER

| Sub category:
Standard
Producer:

generic

Replacement colour:

|
Use texture image

Paste
D Browse...

| ClipboardImage 1586954174.png |

Physical properties

| Appearance |

Thermal parameters

Hatch in 3D

Hatch on section

{wal

Copy

Paste

Transparency (Transmission)
1

Brightness
l 1

=10 =]
o -
(=} =

Automatic surface by texture

<]

Scale
'
Bump Softness
i [0.05 |
Reflection (Reflection factor, Mirroring)
] 0.03
— oo
] 1.52
Blurriness of reflection (Visually indistinct mirroring,
'
Blurriness of transparency (e.q. frosted glass)
'

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

oM parameters [ ]

Cancel

& ARCH|INE.&



16 Workshop 1: Material management

After closing the dialog drag and drop the wallpaper on the wall behid the sofa, and select the As painting option.

[Desoncentss L View 2 [Image] * -ox

l cassolo a || rencs | -

m Materials ~ WALLPAPER  Standard

<<Back

Cassolo

Previous Next Jump to category

As painting

As tiling

Replacing one material with another

Replacing one material with another on this object

Details... Insert as Raster Image
Parameters Value

Texture UlClipboardimage1586964174,png

Position: Tile v

[ Maintain aspect ratio

Height: 696 mm

Width: 700 mm

Direction: 0

Renderstyles  Wall ™~
[ Adding color

Transparency (Transmission) 0%
o)

Properties  Design center

1.2. Material properties

When creating the materials, we saw how the physical and appearance properties of the material can be set.
These properties can be modified later.

Render styles are a great help in setting the appearance properties of materials.

Let's try different render styles for example on the dining table glass. The result is best seen in Rendering, but the
difference is also visible in the Textured display mode in the 3D window. (This assumes using DirectX 11.)

For example, from the Design Center - Catalogs - Render styles, drag the Matte style onto the glass, and then the
Mirror style then reset it to Glass.

Design center 2 x View 2 [Image] *
I cassolo a H Brands |
E‘ Render styles

<<Back | 21 Elements o

Color coded Restore

Fabric False emissive Frosted glass
: \
7
General Glass Glossy covering
Leather Marble Matte
Metal Mirror Parquet
—— — ‘

Properties | Design center

Interior - Intermediate course
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1.3. Material/Texture editing

Textures you receive or download from the Internet may need to be readjusted so that we can use them in our project.

For example, the pattern is not continuous, not a seamless pattern, so it shows a square like repetition when applied to the
surfaces, or some part of the pattern is transparent in real life, or the color of the pattern may not what we want.

In such cases, we need to edit the texture.

1.3.1. Creating a seamless pattern

1. What is a seamless pattern?

A continuous, endless pattern that shows no square like repetition in either direction when appylied on a surface.

“A pattern is actually a small image that, when repeated one after the other in each direction, forms a seamless pattern,
and you can fill the available space with it as long as you repeat it. Because the pattern is repeatable, you don’t see the
image being interrupted anywhere. ”

With the Create Seamless Pattern command, it is possible to convert the imported texture to a seamless pattern (endless
pattern). This means that the pattern row and column become continuous. This makes it possible to edit the texture within
ARCHLine.XP and we do not have to use an external image editing program. The pattern edited this way can be saved as
material and may be used in the model immediately. By using seamless patterns we can avoid that for example the
wallpaper applyied to the wall looks like a “checkered tablecloth”.

e Let’s create a material from the Dandelion.jpg \
texture from the ...\Material { &K | &
management\Textures folder, and use i ton the ‘\"“, V2 o ";“ ./
wall behind the sofa.

In the image , we can see that it is not a
seamless pattern.

e Let's place the material from the Design
Center ont he floor plan as a raster image.

& ARCH|INE.&
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Design center o % Floor plan - Default - Ground floor (0 mm} *

| dandel q H Brands

# ) Materials < WALLPAPER ' Standard

<<Back | 30Elements

bR

~
Carlucci Wonder  Carlucci_Poninsk
wallpaper y_wallpaper_R64

e bl

Chiavasso_gilder Chiavasso_Wood Chivasso_celour_
block_wallpaper  block_wallpap

Cannelle

As painting
As tiling

!

Replacing one material with anather

Replacing one material with another on this object

4_________,' Insert as Raster Image

wallpap!

r
1

Chivasso_Gather | Dandelion_Crigi
_WALLPAPER nal

esprit Il

Obbivka_Wallpa
per

Stucco-Cobalt Toscan-Soleil

Wallpaper10 Wallpaper 001 Wallpaper_002

Properties | Design center

¢ Click on the pattern and from its local menu select the Edit — Make seamless pattern option.

Raster image (1444) [1/1] = » = Ij' Scale
Properties... m
= =+ Stretch
Select yTLO T
Fl 4
Copy properties =
Reload
Create similar ]
Receloring image
Delete
Make a picture transparent
Phase ’
Attach photo » . Convert image to grayscale
Find material i Generate normal map
Color card
Invert color
Locate item in Design Center
‘BE Make seamless pattem
Calibrate s
I Tt . ,‘ Make seamless pattern quad
Clip the image 4
Frame/Show
Define orthogonal view L
Save 4
3D »
Draw Order 4
Layer 3

By clicking on one of the sides of the pattern, the program complete the pattern into a 3x3 pattern. Move the cursor til the
pattern is overlapping
Repeat it with the other side, then Enter. The seamless pattern is ready.

The command can only be used with textures that has a repetition.
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e Save the seamless pattern as a material. In the appearing dialog, set its properties.

Raster image (1444) [1/1] >>>
Properties...

Select 4

Copy properties
Create similar

Delete

Phase >
Attach photo 4
Find material

Color card

Locate item in Design Center

- Calibrate
Edit »
Clip the image 4
Frame/Show

Define orthogonal view

I Save i Save as material
3D 4 Resave Material I
Draw Order 4 Save as...
Layer > [

e Drag and drop the seamless pattern on the wall.

1.3.2. Coloring material and texture

How can we use the same material or texture with different color alternatives in ARCHLine. XP?
It is possible to add a background color to a material or texture, so we will have another color alternative.

Coloring material

The Adding Color option can be turned on at the material properties. Click the Color button to select the appropriate color
from the color tables. The added background color can be turned off at any time, this is just a property of the material, it
does not affect the texture.

The advantage is that you can try many color variations quickly, the result is immediately visible in the 3D model.
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Design center 3 x 7, View2lmagel* |

| dandel q || Brands ‘ Q g
ﬂ + Materials  In Model

<«<Back &

I

Reference
Colour tables

Parameters Value ARCHline. XP old

AutoCAD "
Texture Dandehoniorigina\‘png lz‘ Custom e | New

RAL
Position: Tile Sikkens RAL 1018 Zinc yellow
[ Maintain aspect ratio | BOLIX Components

Paleta NCS
Width: 1800 mm | StaColor System

TRUMATCH G:
Direction: o | RAL 1021 Rape vellow

B:
Render styles Wall — | RAL 1023 Traffic yellow w
 —
Adding color l — = [
o

Transparency (Transmission) 0% ' Name | RAL 1017 Saffron yellow ‘ [k ] | Cancel |
Brightness 80% + r
B ntlnmbimm ADAflnmbin Emmbme MAimemsimmd sor | L) it

Coloring texture

The pattern on the floor plan can be recolored using the Local menu - Edit — Recoloing image option.
After that the texture can be saved as a material.
In contrast to the Material Coloring method, we create textures that are actually recolored here, as well as the materials

saved from them. The disadvantage is that the result will only appear in the model later when these textures are used as
material.
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1.3.3. Materials with transparent background — Alfa channel

We might need an image with a transparent background. Such an image for
example is a wall sticker.

We also use a transparent image when we want to display a lamp shade that has
a cut through a pattern and the lamp illuminates through that pattern.

The solution is the ALFA channel. This means that we can mark the colors on the
image that are transparent.

Let's create images with transparent backgrounds:

e Place the Cantallops_pattern.jpg ont he floor plan from the ...\Material
management\Textures folder.

e Select the Local menu — Edit — Make a picture transparent option.

e Selet the color you want to make transparent with the eyedropper tool. Here the
white.

e Set the value of the transparency: 255. Enter,

Degree of transparency X

Opague Transparent

-
Cancel

Save the texture as material then drag and drop it on the lamp above the dining table.

1.3.4. Bump mapping — with the pattern of the original image
By adding bump map to a texture we can create a 3D depth. We call it bump mapping.
Bump mapping
Bump Mapping makes the appearance of surfaces uneven, creating a much more realistic effect.

During the procedure, a more uneven surface is created by freely modifying the direction of the normal vectors of the
model, thus creating the illusion of a more complex, uneven surface. These normal vectors are stored in a texture. These
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textures are called Normal Map. It corresponds to the RGB 3 color (red, green, blue) of the 3 axes of the coordinate

system, so that the blue color falls on the axis pointing towards us. Therefore, Normal Maps are mostly bluish.

GO gle normal map A= 4 Q

Q Osszes [ Képek (8 Térkép [ Videok @ Hirek i Egyebek  Bedllitdsok  Eszkozok
bump curvature bump map tiles bump mapping blender displacement map 3ds max tangent space xnormal low po
LearnOpenGL - Normal Mapping How to get a smooth curvature. How to use normal maps? - Corona R. Why are normal maps predomi How are normal maps made? -..

The bump map of a material can be set 3 way in the Material properties:
«+ Automatic by the texture of the material
+ By selecting a built-in Normal map from the list
«+ By using our own Normal map texture

Automatinc bump mapping by the texture of the material

For materials with texture, if the scale factor is other than 0, a normal map is automatically added, creating the illusion of a
3D effect. The surface roughness must always be corrected by smoothing the roughness, otherwise a too rough effect is
obtained.

Specifying a surface roughness with a scale factor only makes sense on a suitable texture, on a color based pattern it is
meaningless.

Design center 2 x

o S

4 ) Materials  In Model

Design center 2

c S

#4 ) Materials  In Model

<<Back & <<Back 3
E : | i ' 6]
Height: 1000 mm Height: 1000 mm
Width: 1250 mm Width: 1250 mm
Direction: o Direction: 0
Renderstyles  General [~ Renderstyles  General /|

L1 Adding color [ Adding color
Transparency (Transmission) 0% Transparency (Transmission) 0%
Brightness 60% Brightness 60%
Reflection (Reflection factor, Mirroring) 0% Reflection (Reflection factor, Mirroring) 0%
Refraction (I0R, No refraction = 1) 1 Refraction (IOR, No refraction = 1) 1
Blurriness of reflection (Visually indistinct mirroring, 20% Blurriness of reflection (Visually indistinct mirroring, 20%
Blurriness of transparency (e.g. frosted glass) 0% Blurriness of transparency (e.g. frosted glass) 0%

2 Fresnel effect (changes the material reflection and tran 2 Fresnel effect (changes the material reflection and tran<
Bump Amplitude - Automatic surface by texture [ Bump Amplitude - Automatic surface by texture

cale 0 Scale 2
Bump Softness 0 Bump Softness 115

Drag and drop the texture over the drawing or use the
related commands in the menu with gear icon

Drag and drop the texture over the drawing or use the
related commands in the menu with gear icon

Bump mapping with built-in Normal map texture

Normal Map texture can be used on texture based material or on color based material.
Normal Map textures can be built-in textures, or you can specify your own Normal Map texture pattern.
The built-in Normal Map textures can be selected from the list below:
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. 1
Reflection (Reflection factor, Mirrering) q
@

Refrac!ion (IOR, No refraction = 1)

S

Blurri !of lection (Visually indisti irroring, 20
@

Blurriness of tranlsparenty (e.g. frosted glass) 0
i

[ Fresnel effect (changes the material reflection and tr]

Bump Amplitude  Automatic surface by texture

Scale

Bump Softness

Drag and drop the texture over the drawing or use the
related commands in the menu with gear icon

Properties | Design center

Rattan

Striated Stucco - Vertical

I

Striated Stucco - Diagonal

Textile - Denim

©

8

Sl

Q]

Built-in Normal map on texture based material
Let’s try the Leather surface on the gray sofa.

* ——

properties. It is especially important in the case of patterned materials.

Material properties

| Textil sziirke |

Category:
FABRICS (TEXTILE, CURTAIN, LEATHER)
Sub category:
Textle
Producer:
generic

Replacement colour:

[ Use texture image

Paste
D Browse...

| 31727074-0923-4CB9-9CD6-8C817ACCE 21E.PNG

Position: Tile v
Material mapping horizontal

Material mapping vertical size:

Direction: | 0 w |

[ Recalculate UV mapping I

I Physical properties

Appearance
Thermal parameters

Hatchin 3D

Hatch on section

Create a copy as a color card

Cancel

BIM parameters

If the material is applied on a non-flat surface it is advised to turn on the Recalculate UV mapping option in the material
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‘rﬁ” Matesials  In Model

<<Back
Direction: o

Renderstyles  Fabric v

Adding color

Transparency (Transmission) 0%
Brightness 5%
Reflection (Reflection factor, Mirroring) 0%
Refraction (IOR, No refraction = 1) 2

Blurriness of reflection (Visually indistinct mirroring, Anizotropic 0%

Blurriness of transparency (e.g. frosted glass) %

1 Fresnel effect (changes the material reflection and transmission ba

Bump Amplitude Leather Surface

Scale 30

Bump Softness )

Drag and drop the texture over the drawing or use the related
commands in the menu with gear icon

Properties | Design center

Built-in Normal map on color based material

e Let’s change the materal of the sofa for example to the RAL coldgrey color and set the built-in Leather Normal map.

#  Materials  In Model

<<Back

nanspeiELy \nalsi sy v

Brightness 0% 3 \l T /f
) i W &\ /
Reflection (Reflection factor, Mirroring) 3% 3 i A Nl / /’

@ [ ] S et
<\ 7%
Refraction (I0R, No refraction = 1) 2 e\ r Vs
Blurriness of reflection (Visually indistinct mirroring, Anizotropic 5%
Blurriness of transparency (e.g. frosted glass) 0%

7 Fresnel effect (changes the material reflection and transmission ba

Bump Amplitude Leather Surface

Scale

Bump Softness )

Drag and drop the texture over the drawing or use the related
commands in the menu with gear icon

Properties | Design center

e Set the bump mapping og the material of the chairs as well.
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1.4.

4 ) Materials  In Model
<<Back F-Y

Details...

Parameters Value

Colour v

Position: Tile 2
L1 Maintain aspect ratio

Height: 300 mm

Width: 300 mm

Direction: 0*

Renderstyles  Matte [«
Transparency (Transmission) 0%
Brightness 20%
Bump Amplitude Striated Stucco - Vertical ]
bcale 10
Bump Softness 40

Drag and drop the texture over the drawing or use the
e L LR i S T J

Properties | Design center

Color cards

The purpose of a color card is to make the color or texture selction ont he 3D model easier, without modifing the plan.
The house or flat can de displayed in a new color just by one click.

We can create a color card 2 ways:
1. Create a new color card

2. Create a color card from an existing material. In the Design Center — Project folder select the material that we want to

tranform to a color card. Then select the Create a copy as a color card option by clicking on the cogwheel icon.

# ) Materials = WALLPAPER = Standard

<<Back
= ] Settings
[Dandehon_SeamIess I i
+ Add to favourites
Previous Next =2
(.| Sortin categories
.  Delete
[ Export
#] Exportto Live
Create a copy as a color card
9% Makea copy
% Copy Image
] Categories
B Save icon
Element identifier

In the color card manager dialog:
Change its name: Living room wallpaper. Add new materials. You can delete here as well.

When you modify the current material, the program automatically replaces the entire 3D model with the new one.
Attention, the name of the material will not change!
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Color card manager n
Mame of the new material:

I Living room|wallpaper w I
Category: |
COLOR. CARD w

Sub category:

| Other ~ |
Producer:

| generic ~ |

{Use \ to organize into tree-structure eq: Myroom'Furniture )

Current:

||— Dandelion_seamless |

Mame
.| Dandelion_seamless

IE Cassolo
E‘ Cassolo light

CEl0x]

The Color card is a collector of real material and displays the currently selected material. You can list any
number of materials in the list. It has the advantage that different versions of the same 3D model can be
presented by selecting another element in the list without changing the project. If materials are directly linked
to walls, windows, furniture, etc., then their modifications will not affect the 3D model in general. YO CAN
APPLY MATERIALS IN THE PROJECT CATEGORY COMLY.

[ oK |  cancel

Drag and drop the color card (Living room wallpaper) on the wall behind the sofa.

Designcenter 2
| dan a H Brands ‘
[#4) Materals  inModel
<<Back o
i
Living room paper < Dandelion_: !
¥ ¥ ¥ Ak ¥ K IR
Jump to category
v ¥
v ] L ) v " « “
ol B ol S oF SRR
¥ % ¥ ¥
| g v v ¥
S BT SRS T AR ST /|
=
¥ [ 3 ¥ ¥
I .'\“ﬁ_“_‘_/y | As painting
o K ES Astilg
)y - ¥ Replacing one material with another
S y « 4 ¥ Replacing one material with another on this object 7
A ¥ ek ¥k ¥ Insert as Raster Image ;
Parameters Value 3 ¥ I ¥ % o ¢
Texture [Ipandelion_Original(2).png ¥ d ] ¥ ‘ = = ” T
Position: Tile ™ ¥
Maintain aspect ratio Y b
Height: 800 mm = \/f}‘
Width: 489 mm I N
Direction: o >
Renderstyles  Wall =
Adding color [ | oy
Transparency (Transmission) 0% =
- ]

Properties | Design center
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From now on, the materials of the 3D model can be changed to the materials on the color card.

Click on the color card icon in the upper left corner and select the new material in the apperaing dialog.

[“don Q| Brancs i

# ) Materials  In Model
<<Back &

Living room <

Previous Next Jump to category

Parameters Value
Texture [VIDandefion_Original(2).png .
Position: Tile vl

Maintain aspect ratio

Height: 800 mm

Width: 489 mm

Direction: [0

Render styles Wall v
Transparency (Transmission) 0%

Properties | Design center

o NS
) Materisls | InModel

<<Back o
2

coldgrey(1) < coldgrey >

Previous Next Jump to category

Details...

Parameters Value

Colour I
Position: Tile &

Maintain aspect ratio

Height 200 mm

Width: 200 mm

Direction: o

Renderstyles  General
Transparency (Transmission) 0%

©

Brlghtlrmss 50% |
ES !

Properties | Design center |

Choose material from color card

Choose material from color card

coldgrey  Leather_001

After that the color cards can be organized into styles so the different variations can be displayed immediately.

Select the Project material library — Settings — Color card manager.
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ent

"'iwateria_ls-l In Model I

<<Back | 133 Elements

e Create 3 variations.

Prop

. . |
*2 *27 *28

T TV

erties

Color cards

Multi selection mode
Create new material
Create Color card
Mtextur texture collection

Showroom

I Color card manager

A Delete

Sort in categories

l

Property

Sofa material
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Workshop: Importing architectural plans

o,
o

o,
o

o,
o

X3

¢

X3

¢

2.1.

2.1.1.

During this workshop, we look through all options how we can import an architectural floorplan 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 floorplan 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:
https://www.archlinexp.com/education/workshops/workshop-application-intermediate

Import floorplan 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 floorplan in different formats. Let’s look at the simplest case when the floorplan is available as raster

image.

Import raster image

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

Choose the folder ...\ARCHIineXP Draw\2020\Course_Intermediate\2_Importing architectural plans\JPEG and the file
Beetroot_Bar_floorplan.jpg-
Now the Image Property window appears:

Image
File
Name | Beetroot_Bar_floorplan ‘ | Browse |
Path | C:\Users\Cadline\Documents\ARCHlinexP Draw\ZUZU\Cou|
Aftached e
Insertion Point Size
Specify on screen Specify on-screen
X: 0 mm 1000 mm
¥ 0 mm 1426.1 mm

Preview

BIM parameters

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

Resolution: 2410 x 3437

General Properties

@;1 8 - Bottom-most ~

4= Raster image ~

Rotation
[ specify on-screen

Angle

Transparency

D L]

Cancel
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]2

e Then itis recommended to use “Fit to view” command to get the optimal zoom of the image.

2.1.2. Calibration

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

e Use the shown wall length for calibration:

i

r

NI

@@
ji

r

g

-+ | i
i g:' =

e A =

/ \ g

g , 3
Store Vestioule \

.¢,
Proposed Ground Floor Plan —+* o E b 4"k S

e Click on the image, then choose “Calibrate” from the local menu.
* Now define endpoints of the selected wall and enter the actual size (4000 mm).
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e
ge
e .
ge
« | ARCHLine XP 2020 [ |
800 Input the real world distance between the points
e
Ige INewvaIue: 4000 ]
: 14

Now use the “Fit to view” command again.
It is advisable to check the accuracy of the calibration. The quickest way is going to the Ribbon menu / Dimension /
Measure and select Distance tool.

Drafting Dimension Documentation
-
2 2| O
ckets Lamps on wall Edit Measure
nar Edit I
Distance |
Floor plan - Default { 4 ?

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

Info about distance B
Measured distance 4000.8 mm
Measured distance in x 0mm
Measured distance in y 4000.8 mm
Copy to dipboard Close

Next step is to draw walls.

2.1.3. Create wall styles

Now we create a new wall style which can be used for all projects:
 First set the wall properties. Go to Ribbon menu / Building / Properties and choose Wall.
fle | P EBODOOG LTINS Z %4 1= 5,7 kit View | Buiding

=1 Connection ~ m @ m = 1 4

Properties Wall & Edit - Door  Window  Curtainwall | Column Beam  Slab R
A4 b hd hd - hd
o f— 0 i Struct
Wall X Wall pening ructure
[:- - | & | B Fine ) =
Openin 4 i
pening =3 Niche a x ||

e Set the wall “Total thickness” to 200 mm, and “Unconnected height” to 2700 mm (1).
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Styles

1o

~ General properties -~

_@_ -E g Wall - Load-beari ~ E.--ilesh Face: Interior |—Brlght_wh|te

E] 8 - Bottom-most -~ Fmish Face: Exterior rCoﬁeefcream

ﬂ -BrlckB
- = |
Unconnected Height 2700 mm Slant angle Styles n

£ 1 layered 06 wide wall
E 1 layered 08 wide wall
£ 1 layered 10 wide wall
57 1 layered 12 wide compact brick
E 1 layered 25 wide compact brick
g 1 layered 25 wide wall

Lxd

=== simple Li

I

New name of style

Top offset from the floor top level (> 0: Up) 0 mm Structural wall
[| 1 layered Zo\wwde wall I ~ ‘
Base offset from the floor 0 mm ~ Wall status
Folder
Total thickness: _ Location line | ~ ‘

Edit Compound Walls Subfolder

| ]
Inclined wall section height  Folder and subfolder specification is not mandatory.
If you specify these, the given style name will automatically fit into the hierarchy.

Wall |

U-value:  2.60 W/(m2=K) Scope

|// /‘ () Available in this project only
4 o

@Avai\ab\e in all projects

[ skip this wall over room

oo

Preview 2D view b

|_» Axis line attributes PR l |
New
» Attributes of the Finish Face: Interior .~

¥ Visibility of sides

- Activate Modify

6 L
R Delets
BIM Parameters 1 layered 38 wide wall ‘ e Cancel ] e e 4
_— 4] 4

Click on the Style button (2).
In the “Styles” dialogue window, click on “New” to create a new style (3).

Name the new style “1 layered 20 wide wall” (4). This style can be used in any projects. Hit OK (5) to close the dialogue
window.

The new style activated automatically. Close the wall dialogue window (6).

2.1.4. Draw a wall

Let’'s draw walls by choosing the Ribbon menu / Building / Wall command.

NrEEHESO YD 2 % === 7 A‘;Jr;; Edit  View | Building

JJ T 7 = ' i
e | }== = - - H
e =] Connecion "J = /\ 'm
I - - — .
Properties Wall ﬁ Edit - Door Window Curtain wall Column  Beam Slab Roof Ceiling Railin
Properties — Opening Structure
——] Wall F
Design center

To redraw walls, you have to give the starting and endpoints. Be careful the wall thickness should fall to the good side of
the reference line.

From the floating menu, choose “Right side” then click on the wall endpoint. Now follow the image and draw all walls on
the floorplan.

A Incinatign  270°

Maie
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2.2.

2.

To complete the entire model, you can use other ARCHLine.XP tools such as door, window, slab.

Import floor plan from raster image as PDF file

In the next example, we received the PDF file as a 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 decide which type of PDF file we received?
Open the image from File Explorer and zoom out the floor plan, before importing it.

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 an image.

——— - vy, — R TS

=

— e W B B R S Bl B e— i

Y

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

Pre
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Regardless of the PDF file contains a raster image or a geometry drawing; the same PDF import option is
applicable. The result will be a raster image or a geometry drawing.

2.2.1. Import a PDF file as a raster image

We received the floorplan as raster image in PDF file.

Select from File menu / Import / PDF command.

Choose the folder ...ARCHIineXP Draw\2020\Course_Intermediate\2_Importing_Architectural_Plans\PDF and the file
Charleville Mansion.pdf.

(el mEEOO X TID S 2 % & 1=~ 5,7~ et view | Buidi

U New project D Import ... Ctrl+l
[ Open project Ctrl+0 @ DWG
H Save project Ctrl+S @ ASCH
Save project as  Ctrl+5Shift+5 a 3DsS
BIM » E Sketchup
Import ... 3 @ IFC
Export .. » R RRARVT
@ Options ! BIM libraries
Tools r Ea Showroom
Teamwork G
Print Ctrl+P E Raster image
& Print to POF P Excel table
T Printquewe ARCHLine.Xp v

X Exit
In the appearing dialogue window, you can find the settings, leave them unchanged. For the moment we are working with
a raster image; therefore Layers and PDF import options will not affect the course of actions.
e Now select the 1% page of the PDF file.

PDF import options n
Data to import Layers PDF import options
[ vector geomeiry ® Layers are created based on layer names []0in line and arc segments
Solid fills from the input .pdf document Convert solid fills to hatches
[“] TrueType text 0] Imports all visible PDF objects to the current [+/] Apply lineweights

layer
[“]Raster image

Shading objects

The selected PDF document contains 2 page(s)

OAII pages
[@ Selected pages 1 ‘]

| | corce

In the appearing dialogue window set the scale factor to mm.

PDF import options =]

Preview options:
Preview - enabled for files less than 3Mb v

Scale factor

® mm

mm

frne ruler displays the unit of measurement ]
L Tcm

3 Cancel

The program automatically places the PDF file at the origin. You can also set a new drawing origin if that is necessary.
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Use optimal zoom if you need it.

2.2.2. Calibration

The raster image is not scaled; therefore, we have to calibrate. Zoom in the raster image and select a wall which has a

dimension value.

¢ Go to Ribbon menu / Drafting / Raster image and select Calibrate tool and then the image.
(| Br} X EI AR ﬂ'{ i I B +;-; Edit View Building Interior Drafting
+ /NSO O T)E]|=
(~ Spline

Properties  Point Line Polyline Circle Ellipse Arc Hatch Text Raster image | Group 3D
v - - £ - - - - - - -

-

Drafting D Place

o |@. Budsting State - [Ean + | & ||%& Fine -
. El Calibrate
Properties o x Annrav

e Select the first point (1) then the second point on the parallel wall (2).

{7 Length 5584 mm
. Inclination  180°

-

¢ In the appearing dialogue window enter the dimension given by the imported floorplan 4,200 mm.

ARCHLineXP 2020 n

Input the real world distance between the points

New value: | 4200

*
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2.2.3. Create walls

2.3. Import floorplan geometry from PDF file

2.3.1.

Now, images are scaled. Use the “Fit to view” option.

Create a new wall style with 200 mm width.

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 (1 layered 20 wide wall) from the appearing list and start to redraw
the external walls.

When you finished with it, you can see other walls of different widths on the floorplan.
Under properties, you can easily swap between different wall thickness without closing the drawing command. Choose “1
layered 38 wide” wall, and draw the last wall.

Now open “Layers Properties Management” .
floorplan will be visible.

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

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

LY |
3 3
E THLL !
1340 me =,
1 ] ; 0.1 ‘
T 34
‘:: a—h— ’l 4
r @ - ]
| 21,20m — ™ Bathroom E
: > SR ]
E Properties 3 x
FI F,‘ :m ] 3 a
1 . P |

L
£ Iy e _
i Tl and Kyer ] 5 = . Style &

| s b =
L Ly 7 ¥ =1 1 layered 06 wide wall

2 ; Y A {4 == 1 layered 08 wide wall

o arrT 2 = 1 layered 10 wide wall

=1 layered 12 wide compact brick

- teyeedDwidewal
11 layered 25 wide compact brick

= 1 layered 25 wide wall

= 1 layered 30 wide wall

In the case of the architectural design process, as we have already seen, = 1 layered 38 wide wall

the floorplan can be obtained in different formats. Let’'s see an example

when the floorplan is available in PDF geometry.

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

Import PDF geometry

Now select Ribbon menu / Import / PDF command. Merge files O
Choose the folder ...ARCHIineXP
Draw\2020\Course_Intermediate\2_Importing_Architectural_Plans\PDF
and the file Happy House first floor.pdf. Ui o it G

[ Flace with new drawing origin]
The PDF import options are including vector geometry, raster image, True Place a5 new buiding
Type text, Layers, drawing scales and other minor features.
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In the appearing PDF import option dialog window turn off “Apply lineweights”, and select all pages. We recommend to try
different import options as well.

PDF import options n
Data to import PDF import options
7] vector geometry ® Layers are created based on layer names ] 30in fine and arc segments
from the input .pdf document Convert solid fills to hatches

[] solid fills
[ TrueType text o) Imports all visible PDF objects to the current [T Apply lineweights

layer
[ raster image
[ Shading objects

The selected PDF document contains 1 page(s)

Selected pages 1

In the appearing dialogue window enable the preview and set the scale factor to mm.

PDF import options

Freview options: I

Preview - enabled

Scale factor

o1 mm

The ruler displays the unit of measurement

oK Cancel

The program automatically places the floorplan at the origin. In the popup window, you can select “Place with new origin”
option; then you can place the PDF file anywhere on the floorplan.

e Asyou can see, the scale is 1:100 on the plot stamp.
Now check if the drawing is scaled. There is a wall of 13,000 mm length, go to Ribbon menu / Dimension / Measure and

[ ]
choose Distance tool.
PARTNERS
ARCHITECTS
Drrafting Dimension Documentation M
TZZARD HOLDINGS LTD
"é. 3 ﬁ @ HAPPY HOUSE
ckets Lamps on wall Edit | Measure | fmm IANOR
- M h PROPOSED FIRST FLOOR PLAN
riar Edit
9 Distance _ R
Floor plan - Default { + 4 AH MM [MH
Wmem 100 |
16-013 | 213
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% 4317D =
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= Ul [N\l | B :
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ay 1781 [5'-10"] r‘ff
B! o Eg | ! z il I
Info about distance n Y ) .
| S R == =] ’!A1+?=. Edit  View
: : (0] x 1'|'|' Trim =
[Measured Tstance 1378 mm] il D:‘;"gta b =)= Delete between intersections
Measured distance in x 137.8 mm = = J O offse
Measured distance in y 0mm 1<l Move Cl+g
-I Move objects to other floor
Alr_ Mirror Ctrl+Q
D Rotate
A " Move with shift and rotate
E Scale
E Scale s | 101
Relocats t origi 100:1
Copy to dipboard T L Relocate project origin
] 1000:1
e Thisis around 130 mm. ge || 10
This means we have to scale the PDF file up to 100 according to the given @] 0
scale factor. =
1:1000

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

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

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

13772 [45-2"]

& 1Endpomt
Infe about distance B ‘
1 = S | S -

Measured distance

Measured distance in x 77,5 mm / )

Measured distance in y omm — —

,‘\ SVP T 4RT =70
= | F

_______ ()-: pé @E\im&

ol — g [

S 7%'* : BEDROOM 3
L I LANDING Q/
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The resultis 13 773 mm. So, the plan is now accurate. The imported PDF file is a group on the floorplan.

As you can see, hatches are applied on the walls, which might be disturbing during our work. If you open this group, then
you can select and delete them. In this example, we deleted them.

¢ Now we place the group layer to “Carry Over” layer.

e Open the Layer Manager, and lock “Carry Over” layer. Then under Group Properties now activate “Force layer”, this way

each layer of the group items will be locked. Now if you click on the floorplan, the group will not be selected, but you can
refer to its objects.

2.3.2. Draw walls on DWG floor plan
Let’s continue our work with drawing walls. First set the properties.

e Set the height to 2,700 mm.
e Select Ribbon menu / Building / Walls on DWG drawing command.

-HE &0 a"L |: d A R o= _f =1 A15+‘;= Edit View Interior
jj,—'_j,j =4 Connection - D Q J = .--"*-..‘ y\ F::I W .J_r’_

Wall |¢ Edit - Door Wlndow Curtain wall Column  Beam slab Raoof Ceiling Railing Stair

- -

= Opening Structure 5t
Eomd | Wall

Q__j Curved wall
Walls on DWG drawing

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

TSR
EH W‘ LANDING
= 1781 [5°=10"]
) serse] - F I %) a——
? e L]
LY
i’ el JETEEIEEIEE ‘
i 1 6122 [20°=17] UZ ; J_l
S

¢ Now redraw the entire floorplan.

As a 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.

PEHESOOG YOS 72 % =41 A

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.
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2.3.3. Creating niche

Next, we are going to create a niche:
When you click on the wall (1) click on Component mode (2).

Activating this command now you can edit only one side of the wall.
Click on the inner side of the wall and choose “Add polyline”, now you can insert a niche here.

| B—
21N
1 o

Al SN !

|
ﬁ Wall (ID20:21147) g ‘ 1/2 ’ ] E)j
4 ; A
M)
$ O =
L0
2 l 4 8 7 3 Z\ Insert node
’ ......... S L S S — mlyl-ine
et p ™ Tuminto curved edge )

T ey Reshape layer

;‘ 5939 [19°—6"]
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2.3.4. Place openings

Let's continue the work with placing openings.

Doors
e First set the door properties.

sre ] OPEHESOO L F1ef # % ==} =1 3. e View

={ Connection ~ @’ ﬂ — :rq | 4N T

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

- -

T Opening Structure
] E-' Wall
o ox

Door aQ
[ B Window |

e Select “Flash” door and set its distance from the wall to 0 mm.

Now from Ribbon menu / Building / Door / Door by two points command.

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

X E\ g S R 43 i | A?_l_;; Edit  View Building

0 s m

e
Door Window Curtain wall Column  Beam Slab Roof Ceiling Railin

* - *

Structure
' Placing door éL

[@ Door by two points

EI! Door not hosted by wall
3

AN
7 Length 8
4 Inclination 2
If it is necessary, we can modify its distance from wall under properties
later.

Windows
Now place windows.

e First set the windows properties.

FIOPEESOO LTINS 2 %= =1 51,7 wt vew

=1 Connection - @l ﬂ = | y\ m i 'm
Properties ‘Wall y Edit - Door ‘Window Curtain wall Column Beam Slab Roof Ceiling Railin
o Cpening Structure

'l B wai

| o = | @
Door qQ — o
Window

Miche 1

roAn

Now select the “Flush” window and set the distance from wall to 400 mm.
Now select from Building / Window / Window by two points
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Ed g R 'r-—} i | A";_l_-;'v Edit  View J | L

|
T ; y\ r:::ﬁ
- .-
s=E= | =S ] T e
Window Curtain wall Column  Beam slab Roof Ceiling Railir 74@
- - - - - - = v
Structure rﬁl
I_l Placing window E [ength 12149 mm
1 *A\nc\matmn o
E
E Window by two points 6122 [20 _ﬂ

i! Window not hosted by wall |

Now give the window starting and endpoint on the floorplan. Now the window is placed.
Repeat the same to place other windows.

The program placed the window on the exterior of the wall, so it is necessary to mirror it.
e Select the window and by clicking on the “Mirror” marker, choose “Mirror” command.

12149 mm

1500 mm

T Y Wdowo202179 - { 172 P E s

5122 |20 =17

e Originally the distance from wall is 200 mm, now modify this value to 400 mm.
e Now mirror other windows and change the distance from the wall too.

2.3.5. Create window chamfer
If you zoom in, you can see on the floorplan that the connection /—\ /\

between window and wall is slightly bevelled; therefore, a chamfer is
needed.

e To create chamfer, click on the inner side of the wall (1) and choose L i
from the local menu Wall connection / Complex editing (2) command.
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1795 mm

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

Window (21275) [171] >>> 2685 Imm
- l m Properties...
2 | Select
W 1 1500 mm Copy properties

-Ox

Create similar

Delete

R W% “

Attach photo

hel

Locate item in Design Center

+ w

Edit

Convert te door

Copy properties..

Add dimensioning

>

5122 [20’ -

Wall connection

’I Move insert point

Surveyed room

Area

Show in 3D

[

e |

L Complex editing 2

Add new comergoint
Default
Mirror

Since this is not just a typical slope cut, 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.

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

1795 mm

i

1500 mm

QN @

h¢)

1+ w i

2468.1 mm

Window (21275) [1/1] >>>

Properties...

Select 4
Copy properties

Create similar

Delete
Attach photo 4

Locate item in Design Center

Edit L4
Convert to door

Add dimensioning

Copy properties... 4

Wall connection + | Move insert point
Surveyed room L Complex editing
Area Add new cornerpoint
Show in 3D Default

I_ Mirror J
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] K/ﬂ Floor plan - Default - Ground fioor [0 mem) * -ox

4873 [16']

1+ o i

o Now repeat these steps on other walls. The window chamfer is created.

You completed importing the floorplan and architectural design process.
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2.4. Importing DWG drawing

In this example we are going to import a DWG drawing. It 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 object can be placed on one single layer. Based on this
DWG drawing, we will now create a two-level building.

e Choose from Ribbon File menu / Import / DWG command.
Choose the folder ...ARCHIineXP Draw\2020\Course_Intermediate\2_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:
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Open DWG/DWF/DXF file

Preview options:

Preview - enabled for files less than 3Mb

(@) Model-space

(") Paper-space
O Layout selection

Interpret AutoCAD unit as

@ mm
O |1

mm

The ruler displays the unit of measurement
re

. 1 cm_f_l

5

»~

| ¥ Advanced options |

oK Cancel

e Select a unit of measurement from the drop-down list. By selecting the correct unit helps to ensure that you have an

accurately sized imported drawing.
e By pressing “OK” import the file.

¢ Inthe appearing dialogue window choose “Place with the new origin” option. And place the drawing close to the origin.

Merge files

Inzert az extermnal reference

[ Flace with new drawing u:urigin]

Flace az new building

] Cancel

¢ Now check if you gave the correct scale unit.
e The Distance command can also be found on the Quick Access Toolbar.
7 } Edit

Fle| PEBSOO LTINS 2 % A 1~

View Building Interior

-
737
\/ R
Eppy

Properties
-

O H B

Window Curtain

- -

LLL

=1 Connection ¥

4

Distance

Door

-

Edit =

Measures the distance between two points.

1. Define the first point.

Properties Wall Opening

2. Define the second point.

o

e —
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0 90 T T g pq9 1 R | 13y
310 T Y 1 140
] 7 ]

Info about distance n
Measured distance 4.4 mm ]
Measured distance in x 4.4 mm
Measured distance in vy 0 mm
Copy to dipboard Close

Importing a DWG drawing, we get a good quality floor plan. In DWG format the program automatically recognizes the
dimensions, notes, these can be easily adjusted or removed from the floor plan.

Now place the left corner point of the floorplan to the origin. You can do this the following way:

On the Status bar select Global Coordinate System.

e [Al [+l

e Select from Ribbon menu Edit — Move — “Relocate project from origin” (1) command.
e Select the left corner point of the supporting wall (2), then click on the Yes in the dialogue.
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opportunity, and the operation can take an extremely long

e Are you sure to change the project origin? (Mo Unda
time)

e Use “Fit to View”, now you can see that the selected corner is now in origin.

¢ In the followings step in the Layer Manager”, let’s look through layers.

We are going to draw walls again; our work gets significantly easier if layers only corresponding to walls are turned on.

* Now open the Layer Manager, select all layers by pressing CTRL+A key combination (1). Turn off all layers by clicking on
one bulb. Only A Walls layer has to visible and editable, so unlock it. Currently, on the floorplan, there are many
unnecessary drawing items for redrawing walls (2).
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Layer Properties Management
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Layer filter restricts the layers displayed in the
Layer list to the selected layers. Drag and drop
the selected layers onto the layer filter

Variations
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=-Available variations
All layers
Combination Ne. 1
Dimensions off
Dimensions on

A layer variation saves all the layers with the
current states. It helps switching between
possible layer variations in one step.

Cancel

Layer Properties Management
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Name

<0

«* 2D Annotation
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«» 2D Circle

> 2D filling

«* 20 Lines
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«* 2D Polygon
<> _Layer 0
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Cancel

Close the window with “OK” so now only walls and openings are visible on the floor plan.
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2,40
1,50

2.4.1. Drawing walls on DWG floor plan

Let's draw the walls again.

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

SEEESOD YD 2 % === 1 A‘;_H;": Edit  View Interior

] =§ Conneciion ~ '}_il f =3 . y\ Fjﬁ ‘m‘
_4;,—‘- mmmE ‘J "'_-“"“-4 -~ 'J_rr_
Wall |& Edit - Door Window Curtain wall Column  Beam Slab 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 wall styles on the left side.

e Choose “1 layered 38 wide” wall.

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

e Use this method to draw all walls.

e In case the 3D model is incomplete, choose from the Toolbar, L or
T wall connections and apply them where it is necessary.

NEEEEOOYCDS 72 % =47 4
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Display Lineweights on screen

Now let’s look through how to show lineweights on the screen.

Under Graphics settings by clicking on the drop-down menu next Line weights scale, we can choose from several
options. These values will affect the representation on the screen only and won’t change the print settings.

By default, the lineweight is 1:20.

= |6 Existing State - [Edan - | & | B Fine -0 |- = wone
|
Properties o x D

Graphics settings 7

No style - ]
Property Value
% Drawing settings
Opening scale 1:100

Cut plane is activated on floor plan

Display of openings above cut plane height | Not Displayed

Items to be displayed on floor plan fro... 1000 mm

wall fill pattern Fine ~

Side marker to display wall reference ...

S T

Line weights scale off ~

Display proportional line weights

In case later you want to print the floorplan at a scale of 1:100 and also want to see the corresponding lineweights on the
screen, then you should choose 1:100 scale factor as Lineweights.

“None” Lineweights
The “None” lineweights means that lines are represented in the smallest unit (1px) in the screen, i.e. the lineweights are
turned off. It can be useful for editing on floorplan because clear visibility of endpoints and other particular points will
improve the accurate work.
1:100 None lineweights

7

2.4.2. Place openings on the DWG floor plan

Let’s start with the doors. We will place doors according to the DWG drawing so that the DWG drawing will define the door
width.

e Select Building / Door / Door by two points command.
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View Building

0

H
)
=

Doar Window Curtain wall Column  Beam Slab Roof Ceiling Railin

- - -

Placing door
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.

4

Structure

Properties 3 ox Floor plan - Default - Ground fioor (0 mm) ™ J

Style
[ 1000 % 2100 mm daor in load-bearing wall
1000 x 2100 mm door in partition wall

5 750 x 2100 mm door in load-bearing wall
{57750 x 2100 mm door in partition wall Door [ ]
900 x 2100 mm door in load-bearing wall

[5900 x 2100 mm door in partition wall Redraw
ClR | e ] °
= hm e e
o
Basic geometry ‘ ’
[Outer handie [] Hide opening and make a veid
‘Tnner handie 4
5ill height omm
[] outer sill height: omm
Interior and exterior sills [ add level shift
Buit-in details Colour
Line type Simple Line w
Line weights omm -
Draw Order 8 - Bottom-most ~
Reference axis Side ~
Distance from wal corner o mm

Lining and architrave

Dimension, consignment

Thermal parameters
Ratio (llumination area) 100%

Material value
Solid Beech
Wing Beach

Default |

BIM Parameters

[ Normal door oK Cancel

Properties | Design center

Close the dialogue 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.
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Building

L
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Window Curtain wall

- -

Column

Beam

E Placing window

Window by two points

E! Window not hosted by wall

e Choose “Single window”.

Slab

Structure

Roof

-

ﬂm;“ﬁm

Cemng

Ralllr

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.

e Select Building / Slab / Slab by walls command. Press Enter and the slab is

ready.

After turning off the DWG drawing wall layer and placing dimensions for

openings, we get the following results:
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o ]

Edit

Slab

V\

Roof

T

Cemng Railing Stair

EI Slab in Sketch mode

Slab by wall
G2 st by vt

150 g
E o8
pm0 I 180
7 8|2
- 7k e
B ‘el
P i

\\Wm:mk

< Slopedslab v
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2.4.3. Create corner window

We create corner windows by using previously placed windows.
You can join any combination of standard windows.

Wall ends allow window joins. It is allowed to pull them apart and to use the trim/extend to wall corner.

There are two methods to create the corner windows:
1. Automatic
2. Manual

Automatic

< Place two windows very close to the wall corner on each side. (these are already on the floorplan)
< Use Window / Windows on wall corner/ Join two openings on wall corner command. Now select the first and the

second window.
« The program automatically creates the corner windows and mullion.
Manual

Select the first window, and drag it to the corner until you see the window snaps to the end
of the wall. Click on the wall corner and choose Resize void command from the appearing
window.

This way you can extend the void separately on left or right side of the door/window,

CID Move

breaking the wall properly on wall junction. 000 ‘Moveacopy
In this example, we use the automatic method to create a window on the corner.
/or> Roof window ([E—I%
I,‘;g;ﬂ Windows on wall corner 4 FIEJ Join two openings on wall corner l
Area of openings ] Resize Void !
"' Catalogue /ﬁkﬁ
oo
N | D QU3
[N - |
[T IT 1 [1
A =
N =
1
opm 90
pm 90 L 240
o
o 240 a 150
£
a 150
2 b
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Use Layer Walk to open all used layers on the floorplan.
Layer walk ‘

Load bearing (711)

. [ Display empty layers
= oK

s ]|

2.4.4. 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 1t floor.

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

rr=r PR

o Now activate the first floor, then close the dialogue by pressing “OK.

R
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Edit levels B
@ Q @ @ Q @ 50-0 < | Listofbuidings Default
Mum... Mame Bottom eleva...  Height State Level increment...  Parameters MName Elev. Offset 2
3 2, floor 6000 mm 3000 mm off 0 mm FF - Finish Floor 50 mm
2 1. floor 3000 mm 3000 mm et ||l - Top of Structure omm
1 Ground floor 0 mm 3000 mm e BS - Bottom of Structure 300 mm
0 Basement -3000 mm 3000 mm

CE - False ceiling 2600 mm

off
LE - Ledge -350 mm
FH - Floor height 3000 mm W
Copy area Paste

FH

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

|0rn

|| oK |

Cancel

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 drag and drop the floor plan into the program.

Floor plan - Default - Ground floor {0 mm) * I

‘ = Picture Tools ~ DWG - ]
Home Share View Manage
< v 4 < Using architectural ... » DWG ~| O | Search DWG

A Mame

st Quick access
-SERVER o

[ ] S:hollziGaboriE-\nvstﬁBp)Q(HiplanjﬁiDWG-'l‘ floor.dwg |
D Scholtz_Gabor_E-Invest_Bp_XXII_plan_03_DWG-Ground floor.dwg

arch data
Documents
large_projects

Screenpresso
f@ OneDrive

& This PC
_J 3D Objects
[ Desktop
Documents
‘ Downloads
b Music
[& Pictures

B videos

fim Local Disk (T3] vl

2items  1item selected 422 KB

-0Ox

E=

In the pop-up window interprets AutoCad unit as 1000 mm and press “OK”.
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e Place the drawing in new origin.

= = Fa o | .
e The coordinate system should be “Global’: e A ¥ @' .

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

e Using “Fit to view”, you can see that the corner point was placed into the origin.

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

¢ Ground floor ~ 1 ‘

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.

O

. Select the 15t floor in the

[ 3
o For this open Edit level dialogue window and use “Copy objects to other floor” command L=
pop-up window.
e Close the window by pressing “OK”, the walls were copied to the first floor.

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 walls which are non-existent on the first floor.
e Move existing walls to the previously drawn place, then use L and T wall connection tools.

au
en

iy

5

13

2l
151

ian

NANEEN

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

2.5. Importing IFC model

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

ARCHLine.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 First import IFC file.
e Click on File/ Import / IFC command. Now you have three options:
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CldoreES LS s ®==ef =1 81, e

New project m Import ... Ctrl+
Open project Ctrl+0 DWG

Save project Ctrl+5 @ ASCI

Save project as  Ctrl+Shift+5 @ 3Ds

HN-ERN -

BIM ¥ | Fare ) Sketchup

Import ... » Narmirial MEP

Export . g @ IFC

Choosing the first option, we open a new project file, and the 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.

Now choose IFC file from Documents\ARCHIineXP Draw\2020\
Course_Intermediate \2_Importing_Architectural_Plans\IFC folder, then
click on Open.

In the previous examples, we demonstrated how much work is to process

Import

*
o

if

?lmport 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
windaow,

The file remains itz own directory and does not belong

to the project.

IFC element

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 the IFC model does not contain drawing elements such

as dimension or labels.

During IFC import, the model keeps its original level structure. We can check this by opening the Level Manager.

[@fLmH w ‘ t ‘ l ‘

3

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 it easier to see through the model.
Now let’s examine the building closer.

& ARCH|INE.

=9
X



60 2. Workshop: Importing architectural plans

e 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 item classification, although these can be adjusted/modified.

Properties 2 x View 1 [Image] * -ax
[t B| \
Ho style 4 .
Property Value -~
% General
Layer AWALL-_ - v o
Colour c
Line type Simple Line: ~
Line weights amm < &
Draw Order 8-Bottommost  ~
Move objects to ather floor Level 2 ®
Copy objects to other floor Level 2 & \ =
BIM parameters Edit )
EIM name Basic Wall:SIP 202.., ;‘_
Height 5488.6 mm v | . f
Base Elevation -300 mm ~ ’
GUID 39NeMDaWPERSGB. . “—
setd ——
2 Constrains
Absolute elevation 2700 mm
Total thickness: 202 mm
Structure... Edit
Floor framing Edit
Slant angle a0
Fill pattern erientation: Default orientation is Orie...
Same materials
Finish Face: Interior Concrete, SandjCe. Ml
Finish Face: Exterior Canarste, Sandice.
Wall Function New ~ o
Calouring on the fioor pian To
[ wrroring
[ skip this wall over reom bounding
Structural properties Non-bearing wall |~ E E
2 Attributes of the Finish Face: Interior
(] Different ’
Colour
Line type Simple Line +
Line weights omm _
% Visibility of sides v = 3
M Te
Properties | Design center M

* Now click on a wall and change the height. Now click on the wall and increase the height.

\s
=

-~ Change height

& Move

@ Movea copy
¢ Rotate
(fy Rotatea copy
4+ Elevate

i@ Elevatea copy

Dhra
D04

e

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

View 1lImage] *

Properties 3 x
| (7] K|
1 No style &
Property Value "
% General
Layer AWAL-___-.. [+
Colour I
Line type SmpleLline |~
Line weights 0mm ¥
Draw Order 8-Bottommost |~
Move objects to other floor Level 2
Copy objects to other floor Level 2
EIM parameters Edit
EIM niame Basic Wall:SIP 202...
Height 3716.9 mm -
Base Elevation -800 mm ~
GUID SENbIW/SDLAIEDILY....
SetID 000000000000000. ..
3D fixed
% Constrains
Absolute elevation 2200 mm
Total thickness: 202 mm
Structure. . Edit
Floor framing Edit
Slant angle a0°
Fill pattern orientation: Default orientation is Orie...
Same materials
Finish Face: Interior Concrete, Sand/Ce.
Firish Face: Exterior Concrets, Sand/Ce. Bl
Wall Function New <]
Colouring on the floor plan [ No
[ Mirroring
[ Skip this wall over room bounding
Structural properties Nonbearingwal |+
% Attributes of the Finish Face: Interior
[] Different
Colour I
Line type SimpleLine [
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.
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It could happen when the software imported the item is 3D fixed. It can be checked on the side menu too. In this case, we
have to unlock fixation to execute any modification.

Properties o
wall
Mo style
Property Value
% General
Layer AWALL- -...
Calour . ]
Line type Simple Line ~
Line weights 0 mm w
Draw Crder 3 - Bottom-most v
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 w
Base Elevation -800 mm w
GUID 33MblwsDL 1180k ...
Set 1D 000000000000000...,
30 fixed

e 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

-+

% Change length
'\?‘ Move endpoint

L connection

Ar

T connection

& @

Move

Mave a capy
Rotate

Rotate a copy

Elevate

T

Elevate a copy

o

o ange height

below. Change the height back to the original position.
o Now click on the wall, in the appearing pop-up menu choose B -
“Change height” command.
Align to the next wall endpoint.
Now remove previously placed window, as there will be no need for it during our work.

The imported items can be an architectural item such as walls, slab.

e Now click on the handrail. As you can see, this is an IFC element.
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Properties [ View 1 [Image] *

| 1FC element

| Mo style |2
Property Value
A General
Layer
e e =
Line type Simple Lne |~
Line weights omm v
Draw Order 8-Bottommost | v
Move objects to other floor Level 2
Caopy objects to other fioar Level 2
EIM parameters Edit
EIM name Raling:SH_1100m...
Base Hlevation 247 mm
GUID IXYPHIhN1UACA. ..
SetlD 000000000000000. ..
% on which floors visible? (Except for its own floor)
[ &l fioars | Edit |
4 Position
Absolute elevation 2753 mm
Desaription
% Sizes
Width 50 mm ~
Depth 5683 mm ~
Height 1347 mm ~
4 2D representation
Representation in 2D Top View
20 symbol | Moobjectselected |
% Structure—
Structure... | Edt |
Categorize in IFC as: Railing / IfcRailing
Use explict geometry inIFCe.. [

Properties | Design center

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

For this, we have to create a perspective view. ‘

e To set the correct height of the view, choose front view (1) option in the appearing pop-up dialogue window. Now move the
camera point to the shown position, i.e. to the first floor (2).

Perspective dialog n
'"'_‘1'/ \_,- Ml Sa\red views HEI Igl
i \ A R 2 D] Top View

A y (&} Front View 1
JJ_[C T E ?\_\T\" LA AN H [ Right View

¢

L Back View
% 00

o [] Left View
Camera ==
Camera Z 4704 mm }

i Angle &a0® Cancel
— = '
[ object placement with animation

N
g
-

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

Perspective dialog

[(] object placement with animation

t [13]| saved views @x
N f K Eg View_0 2
. . —
e @
3 Camera
¥ Jes

=

L A [

P=) ™

Perspective dialog

) E—

Add 3-4 more views; this way, you can practically view around in the given room.

e Press OK to close the dialogue window.

e Start from “View 0” and delete the man standing on the balcony.
Shifting views we can gradually look around in the room.
Let's see some examples of how to work in an IFC model. The
workflow is the same as we had built the model in ARCHLine.XP using

architectural elements.

First, we put colours on the walls.

" View_D
F View_1

® View 3
§ View_4
€

e View_ 0

iy

Therefore, we have to go to the 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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Design center " View [imegel ™ _ox
_—
‘ [Searchin all items] q |

& | Materials - COLOURS ~ Pantone

<<Back | 18 Elements

PANTONES41-8 PANTONE 548-1 PANTONES55-4

-_\\A IAs p—
Astiling
PANTONE S 6-9. | PANTONESgz-2 PANTONE S220-

Replacing one material with another
-F01

o #

Replacing ene material with another on this object

PANTOME-53-9-  PANTONE-53-
M1

PANTONE-5325-
3

PANTONE-S325- PANTONE-S98-  PANTONE-598-
7 2_BRIGHT 2K

PANTONE-598- PANTONE_S3-
2 MIRROR PANTONEOD2

Properties | Design center

Click on the second wall, a warning 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 shown below you have to unlock the 3D fixation.

View 1[Image] * - -OX
_—
X
Unsuccessful tiling. Relacate 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.

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

& ARCH|INE.
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e From the Design Center / Catalog / Objects / Bedroom library, select a bed and place it on the floor plan.
e Activate the floor plan and place the bed shown on the picture.

Finally, set the relative height of the bed to zero.

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

X3

¢

X3

¢

o,
o

o,
o

o,
o

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

Save Project

Backup archive

Automatic save

Project management

Large size project management

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

Choose the folder ...ARCHIineXP Draw\2020\Workshop_Intermediate\3_ Project_ Management and the file
Little_John_Living_room.pro

Save Project

Before starting your work on the project, save it under a new name. ARCHIineXP Draw *» Little John
Select Ribbon menu / File / Save Project as command, then name the project and
select the folder where to save it.

~,

Categorization

®,
o

3.2.

.
”
.
”

K3
o

Mame

Now save the project under the folder with the name of the customer: 3D _views
ARCHLineXP Draw\Customer_name\project_name.pro, PDF
Here we can create sub-folders for different documentations:
Pl. PDF, Render, 3D_Views, Wall_views Render

Saved

Wall_views
Backup archive e Little_John_Living_room

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 /2020 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 to 12 weeks.

& ARCH|INE.&


https://en.wikipedia.org/wiki/Operating_system
https://en.wikipedia.org/wiki/Exit_(system_call)

70 3. Workshop: How to save and manage large-size projects

— Graphics A
~
Ilﬂ Open and Save I # Open and Save
Project default path (requires restart) D:\Munka - Cadline\Ar...
L i v g Image Path D:\Munka - Cadline\AR...
[l Snap and grid Google Drive - Download folder D:\Munka - Cadline\Ar...

8 Enable project backup to your personal Google drive
w Cursor and marker

+"|*Save 3D database (significant increase in size)

T User interface Transfer settings and files from one computer to another Edit
@ Ttem settings Migrate custom settings and files from previous releases Edit
Tag/Schedule template folder D:\Munka - Cadline\Ar...
% Manage styles
Copy project settings to other projects Apply
Restore your defaults to factory settings Apply
Export styles Edit

% Backup Archive

Create Backup Archive - Daily backup copies for recovery purposes

Use the ARCHLine.XF Drawing Recovery Manager ONLY to recover data.
AUTD—ERASE all backup archive that is older than the Archive Preservation Period

Archive Preservation Period in weeks: 12 e

Erase Backup Archive older than 12 weeks Edit

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

A *Save autorecover information
Sawe autorecover information
Save frequency (steps) 5 ~

Free space now on C: 84387 MByte
# Creating Network Share

Network Sharing requires a folder to which all users' computers have access with network permission.

Shared styles package name (create or select) b
Specify the network location of the shared styles (requires restart) C:\ProgramData\Cadli...
Copy project settings to shared style package Apply

| Close | W

e DMl bl Ve oot E Ml oo d Lo i el

@ i 1Y |l | K | B= || et Folaszint vilel® 2] IFaI—Tehe... v | &

o

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

3.2.1. Recover Backup Archive

To use the Backup Archive folder, do the following steps:
e Create a wall and save the project.
o Draw an other line and save the project again.
¢ Repeat the previous step one more time.

It is very easy to recover files from Backup Archive. Click on File / Tools / Drawing Recovery manager.
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DIEIB YECESL 72 % 1= 5,7~ Edi View | Buildi

U New project

0D

Drawing recovery manager

D Open project Ctrl+0 External reference
7 E Save project Ctrl+5 E Import from Project (XREF)
| E Save project as  Ctrl+Shift+S (@) Download from Google Drive
[ BIM 4 =) Logout from Google Drive
' Import ... 4
Export ... 4
) @ Options
Tools 4
‘ Teamwork 4
f Print Ctrl+P

Print to PDF

&
‘ Print queue

X Exit

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 O Drawing ‘
Search In | C:\Users\balin\Documents\ARCHIineXP Draw i | Browse
Search for | Little 2 |
Search 4
| Search results in archive directory: 3 V| Project contents list
=C1 2020

| 2107 2020_04_24

| 223 little_john_living._room.
ElfLittle_John_Living_room(1).pro
] Little_John_Living_room(2).pro
] Little_John_Living_room.pro

Preview

| File info
| 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.
| ¥ou can open a file with the 'Open’ button, or check the preview by dicking Project content list

| Press ESCAPE to stop searching... Open Cancel
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After opening the file, a message appears on the screen: the file is in the RECOVERED folder

P4

File renamed
ChUsers\balimDocuments\ARCHIlineXP
DRAWNArchivel_ 202002020_04_24\Little_John_Living_room\Little_John_Living_
roomi(1)

ChUsers\balimDocuments\ARCHIineXP

DRAWNRecovered\ 2020_04_24\Little_John_Living_room(1).pro

OK

3.3. 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”.

The Automatic save function DOES NOT ENSURE SAVING THE PROJECT! The content of this folder is automatically
deleted when the program is closed normally.

e Click on the cogwheel icon in the left bottom corner. @
e Under ,Open and Save” find Save Autorecover information. Here you can modify the default properties:

e You can activate the autosave function and set the frequency of autosave: 5 steps

= Graphics ~
~
Ilﬂ Open and Save I # Open and Save
Project default path (requires restart) D:\Munka - Cadline\Ar...
L Units and angles Image Path D:\Munka - Cadline\AR...
[ Snap and grid Google Drive - Download folder D:\Munka - Cadline\Ar...

Enable project backup to your personal Google drive

“w Cursor and marker

+|*Save 3D database (significant increase in size)

T User interface Transfer settings and files from one computer to another Edit
@ Ttem settings Migrate custom settings and files from previous releases Edit
Tag/Schedule template folder D:\Munka - Cadline\Ar...
# Manage styles
Copy project settings to other projects Apply
Restore your defaults to factory settings Apply
Export styles Edit

# Backup Archive

Create Backup Archive - Daily backup copies for recovery purposes

Use the ARCHLine.XP Drawing Recovery Manager ONLY to recover data.
AUTO—ERASE all backup archive that is older than the Archive Preservation Period
Archive Preservation Period in weeks: 12 ~

Erase Backup Archive older than 12 weeks Edit

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

# *Save autorecover information
Sa\.re autorecover information
Save frequency (steps) 5 v

Free space now on C: 81667 MByte
# Creating Network Share

Network Sharing requires a folder to which all users' computers have access with network permission.

Shared styles package name (create or select) M
Specify the network location of the shared styles (requires restart) C:\ProgramData\Cadli...

| Copy project settings to shared style packag Apply

W

PSR- SR () PR SRRy - SR S Y AR =

g EEE [I Oo f,, LJ‘ EE 4 Ground floor e + | $ a v IWaII—Lo... ~ e
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¢ ——

¢ ——

3.4.

®,

"
®,
X3

3.4.1.

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

file is automatically deleted, and if you choose ,Exit without save” and you rely on only Save Autorcover function you will
lose all modifications on the project you have done since the last save.

In case of large-size projects it's worth increasing the frequency (humber of steps). It can be bothering saving a large
content after every five steps which may take several seconds.

Organizing projects

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

Handling and organizing layers properly
Setting and naming views correctly

Organizing layers

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.

Layer Manager

This way the objects can be modified together.

With the help of the layer visibility groups we can save different states, so we can for
example show the equipment of on one room at the time without having to enter the
Layer manager and setting the layer visibility separately.

Move Objects to Mew Layer
Layer Walk

Change te Current Layer

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.

ol 0 & ol

Activate the layer of selection
Now you can see, that in this project the objects are placed on three layers: Object, Slab

Al-Tv ]k,
and Wall — Load bearing.

Our aim is to handle the two premises separately in this project: the Living room and the Dining room. Also we want to
handle the objects, the decoration and the lamps separately in these rooms. This kind of folder system helps the rendering
process, it is much quicker to change the views.

@ ;@ @ The name of current layer: Wall - Load bearing I Show visible layers gn|y|
Filters
MName Ele... C... Line-type Line-... Description @ e
~
< Object 3946 [l simple... omm
<> Slab 22 Il smple... 0mm =I-All layers
Wall - Load bearin 178 Simple ... 0 mm - Used layers
g p

Now switch off the Show visible layers only option.

Now all of the layers in the project will appear. You can see that we created preset layers for the architectural objects
(these are automatically assigned to the object types) and the facilities so the architect can easily place the furnishes,
lamps and decorations on separate layers. If you need a room that is not included in the list, you can create new layers for
them.
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Q @ The name of current layer: Wall - Load-bearing wall ||:| Shows visible layers only I
iiters

Name On L.. P.. Ele.. C.. Linetype Line-.. De:# @ + %
< Interior - Kitchen - Decoration v o & o Il simple... 0mm
< Interior - Kitchen - Furnishing v o & o Il simple... 0mm [=-All layers
< Interior - Kitchen - Lighting v F & o I simple... 0mm - Used layers
< Interior - Living room - Decoration v o8 & 0 Il simple... 0mm
< Interior - Living room - Furnishing v o8 & 0 Il simple... 0mm
< Interior - Living room - Lighting v & & 0 - Simple ... 0 mm
=% Lighting v & o Il smple... omm
> Lighting - Exterior v o & o Il simple... 0mm
< Lighting - Interior v o8 & 0 Il simple... 0mm
< Line v o & o Il simple... 0mm
<> MEP v o & o Il simple... 0mm
< Object v & & 3946 M simpe.. omm
< Object - Exterior - 0 - Simple ... 0 mm Layer ﬂlter restricts the layers displayed in the
& objet - e ¢ & & o sl omm Loer et the slce oor. g and drop
< Paint v o & o Il simple... 0mm y y
<* Polygon v o8 & 0 Il simple... 0mm Variations
< Railing v o & o Il simple... 0mm || ¢
< Raster image v o & o Il simple... 0mm
@ Roof I 0 - Simple ... 0 mm E|--A:vailable variations
«<* Room survey v o & o Il simple... omm Al Iaylersl
«* Slab v & 2 Il simple... 0mm -C.omhln.atlon No- 1
- Dimensions off
<> Solid model v & o Il simple... 0mm ‘. Dimensions on
«» Space v o & o Il simple... 0mm
< Stair v o & o Il simple... 0mm
< Terrain v F & o Il simple... 0mm
o> Text v o & o Il simple... 0mm
< Text - Annotation v o & o Il simple... 0mm
<> Text - Notes v o & o Il simple... 0mm
@ Title box v g a 0 B simple... 0mm A layer variation saves all the layers with the
o Wall - Load-bearing wall ¢ f & 178 EE[simplel ~[omm -] current states. It helps switching between
<* Wall - Partition wall v & 0 Hl simole... 0mm v possible layer variations in one step.
< >
Do not delete used layers ~ | | Copyto clipboard | [_]Protocol for Layer Naming I 0K I Cancel

In the project there are two ,rooms”: Living room and Dining room. The layers for the Living room are already done, so
now create 3 layers only for the Dining room.

Creating new layers

¢ Click on the Add new layer icon. Now the new layer is created: “Layer — 1.
e Rename it by double clicking on it Interior - Dining room - Decoration, then hit Enter.
¢ Now create two new layers for the Furnishing and the Lights.

o —

You can create new layers only if all the layers are visible.

< Interior - Bedroom - Furnishing
< Interior - Bedroom - Lighting
F Interior - Dining room - Decoration
<% Interior - Dining room - Furnishing
- Dining room - Lightin Q

€ e ek

% Interior - Kitchen - Decoration

€

e After finishing with all three layers, click on OK to close the window.

Moving objects to other layers

e Now select all furniture in the Living room area.

e Go to Properties on the left side of the screen and select “Interior — Living room - Furnishing” layer from the dropdown
layer menu.

e Place all the other objects on the correct layers too.
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Properties

* Selected * (10)

- WARIE

Property

Value

% General

Colour

Line type

Line weights

Draw Crder

Move objects to oth...

Copy objects to othe...

BIM parameters

BIM name

Categorize in IFC as:

Use explicit geometry ...

Layer variations

Y

]

Elipse

Group

Hatch

IFC element

Interior - Bathroom - Decoration
Interior - Bathroom - Fumighing
Interior - Bathroom - Lighting
Interior - Bedroom - Decoration
Interior - Bedroom - Fumishing
Interior - Bedroom - Lighting
Interior - Dining room - Decoration
Interior - Dining room - Fumishing
Interior - Dining room - Lighting
Interior - Kitchen - Decoration
Interior - Kitchen - Fumnishing
Interior - Kitchen - Lighting
Interior - Living room - Decoration

Interior - Living room - Lighting
Lighting

linktima  Cubosdar

il

L

Floor plan - Default - Faldszint (0 m)

Now create three main layer groups, one for both rooms one for Living room and one for Dining room.

Activate the 2D window.
Open Layer Manager.

In the appearing dialog window click on the “Show visible layers only” category on the right side.
On the right side in the middle click on the New variation icon.

e A new group is created. Click on it with the right mouse button and select the Rename option: Furnishing plan. On the left

side you can see that all the used layers are visible in this group.
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I Y 2

The name of current layer: Interior - Dining room - Decoration

| Name

o Interior - Dining room - Decoration
<* Interior - Dining room - Furnishing
<* Interior - Dining room - Lighting
< Interior - Living room - Decoration
< Interior - Living room - Furnishing
<* Interior - Living room - Lighting

< Object

«* Slab

<* Wall - Load-bearing wall

<

on L.. P.. Ele..
v o & 1%
v o & 348
v o & 98

v oo & 1519
v 4 & 1088
v & & s
v oo & 437
v o &
v oo & 178

C... Line-type
I simple ...
Hl simple ...
Hl simple ...
Hl simple ...
- Simple ...
Hl simple ...
Hl simple ...
I simple ...
Hl simple ...

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

Descri

Do not delete used layers

~ | | Copy to clipboard

[JProtocol for Layer Naming

Show visible layers only
Filters

€3] + | %

[=-All layers
‘. Used layers

Layer filter restricts the layers displayed in the
Layer list to the selected layers. Drag and drop
the selected layers onto the layer filter

Variations

[=-Available variations

iving room furnishing plan

A layer variation saves all the layers with the
current states. It helps switching between
possible layer variations in one step.

oK | Cancel

¢ Switch off the lightbulb icons on the Dining room layers and click on the New variation icon. Now rename the group to

Living room furnishing plan.
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@ @ Q The name of current layer: Interior - Dining room - Decoration Show visible layers only
Filters
Name On L.. P.. Ele.. C.. Linetype Line-... Descri
— _ ; e | [ + %
<* Interior - Living room - Decoration v & & 180 M simple... 0mm
«* Interior - Living room - Furnishing v & & 1oes M simpe.. omm [=-All layers
<> Interior - Living room - Lighting v & & 28 M simple.. 0omm - Used layers
<> Object v &5 & 6 Il smple... 0mm
<> Slab v &8 2 Il smple... 0mm
o Wall - Load-bearing wall v & & 17 M simple.. 0omm
Layer filter restricts the layers displayed in the
Layer list to the selected layers. Drag and drop
the selected layers onto the layer filter
Variations
=X
[=-Available variations
- All layers
-Dining room furnishing plan
3 nishing nlan
ving room furnishing plan
A layer variation saves all the layers with the
current states. It helps switching between
possible layer variations in one step.
< >
Do not delete used layers ~ | | Copy to clipboard | [_]Protocol for Layer Naming | oK | Cancel

e Select the Furnishing plan group and now deactivate the Living room layers. Click on the New Variation icon and rename
the group: Dining room furnishing plan.
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@ Q @ The name of current layer: Interior - Dining room - Decoration

MName On L.. P.. Ele.. C.. Linetype Line-.. Descrif
& Interior - Dining room - Decoration ? & & 126 EE|simplel~[omm ~|

< Interior - Dining room - Furnishing O 345 [l simpe... omm

< Interior - Dining room - Lighting e 93 - Simple ... 0 mm

< Object v 5 & 6 Il smple... omm

> Slab v & & 2 M smpe.. omm

<* Wall - Load-bearing wall O 178 [l simple... omm

< >

Do not delete used layers

~ | | Copyto clipboard | [_|Protocol for Layer Nam

ing

Showy visible layers only
Filters

&

[=-All layers
... Used layers

Layer filter restricts the layers displayed in the
Layer list to the selected layers. Drag and drop
the selected layers onto the layer filter

Variations

J

,

[=-Available variations

Dining room furnishing plan

-Furnishing plan
-Living room furnishing plan

A layer variation saves all the layers with the
current states. It helps switching between
possible layer variations in one step.

[ oK

Cancel

If you select now these variations, you can see that the settings of these layers change based on it.

e Click on OK to close the window.

On the plan in the Drawing tools bar you can change the variations easily, you don’t have to open the Layer Properties
Management every time you want a different variation.

L1100 v —1:20

Dining room furnishing plan [+]

1 - Architecture - Ground floor (0 mm

Layer walk

Living room furnishing plan

With Layer walk, you can narrow or expand the appearance of items
within a selected layer group. It can also be used to check that the
elements have been placed on the correct layers.

It's worth a try, you can work with it very quickly and spectacularly.

In the example below we selected the Living room furnishing plan.

Interior - Intermediate course

Layer Manager

Move Objects to New Layer
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Change to Current Layer
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Interior - Dining room - Decoration (126)
Interior - Dining room - Furnishing (348)
Interior - Dining room - Lighting (98
Interior - Living room - Decoration (1890)
Interior - Living room - Furnishing (1088)
Interior - Living room - Lighting (276)

N

[ ] pisplay empty layers
oK Cancel

Press CTRL and click on the layers you want to make invisible. Press on the invisible ones again to make them visible.
Let’s leave only the Living room furnitures on.

1 ]
g\ Y I
Layk vedlf
Interior - Dining room - Decoration (126)
Interior - Dining room - Furnishing (348)
Interior - Dining room - Lighting (98)
Interior - Living room - Decoration (1890
Interior - Living room - Fur
Interior - Living
——— /]
I -
I
l -
_ —
i ¥ H
i Y
s 1
[ bisplay empty layers
0K Cancel
Saving new layers
! The new layers are saved automatically only in the project.
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If you want to save these layers into new projects as well, than you have to save these settings. This is how you can do it:
Select the Gear icon in the bottom left corner and select the Open and Save tab. Select the Copy project settings to
other projects option and select the Layer structure option.
= Graphics ~
[ open and save # Open and Save
Project default path (requires restart) D:\Munka - Cadline\Ar... The new projects will start with the selected project settings.
[y Unit: d I K -
s and angles Image Path Di\Munka - Cadline\AR... The items selectad from the list will be saved in the My template:
[l Snap and grid Google Drive - Download folder D:\Munka - Cadline\Ar... - Current graphic settings
- Layer structure
" Cursor and marker DEnab\e project backup to your personal Google drive ~ Bullding and floor structure
|+ save 30 database (significant increase in size) _ Default styles for all element types
T User interface Transfer settings and files fram ane computer to another Edit - Graphic Override
@ Ttem settings Migrate custom seftings and files from previous releases Eid Would you like to save current settings as new default?
Tag/Schedule template folder D:\Munka - Cadline\Ar...
% Manage styles
| Copy project settings to other projects Apply |
Restore your defaults to factory settings Apply I Current graphic settings
Export styles Edit Layer structure |
 Backup Archive ::Eu:d";tg an‘d ﬂ;lur s‘l‘rulclure .
Create Backup Archive - Daily backup copies for recovery purposes r G:a::m?:;df ol element types
Use the ARCHLine.XP Drawing Recovery Manager ONLY to recover data.
AUTO'ERASE all backup archive that is older than the Archive Preservation Period
Archive Preservation Period in weeks: 12 A
Erase Backup Archive older than 12 weeks Edit
The Backup Archive stores up to 3 backup copies of a project daily. Cancel

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.

can easily distinguish from the ground floor: 0_Living_room_01 to first floor: 1_Bathroom_01.

e Now move to the 3D window.

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

the name of the consecutive perspective views.

B &
@O

Perspective dialog

["] object placement with animation

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.

ﬁ [T]) | saved views E g X%
@ Dining room 1
7 — L Dining roam 2
l',//' Dining room 3
%3 / Q Dining room 4
4 a
— p— | | Living room 2
< .,D. Living room 3
"T ‘] = Living room 4
o o ﬁ
1|
/ m —
o
Camera
7 /“"- Camera Z 1 2Zm }
Angle Cancel

e Open the following project: ARCHIineXP Draw\2020\Workshop_Intermediate\3_ Project_

Management\Little_John_Living_room_02_Layers

Interior - Intermediate course
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3.5. Managing large-size projects

Project size
The size of the project is defined by 2 parameters:

o,
o

File size
Surfaces in the 3D model

o,
o

In Windows Filemanager you can check the size of the file you saved on your computer. This project is approximately 36

MB.
Name /> Quick 3D model
30, views 3% Build 3D model
PDF @ Create cut-away 3D view
Render ﬁ Space volume computation
Saved Q'Z] 3D Section Box
Wall_views —_——
P2l Little_John_Living_room_01 27 502 KB { VAN I Interior -.. | v || @
oz Little_lohn_Living_room_02_layer
The Surface number is displayed in the Build 3D model window. Resalution

In the pop-up window you can see that this project currently has
131 288 3D surfaces. Quit this window with the “Cancel” button.

High w
In case you use a mid-range laptop, it is recommended to keep the
surface number under 1 000 000. Minimal resolution of a circle 32 iy
Reducing t.he size of a prOJeFt 3 . . . Maximal chord height S
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: Surfaces 131288

+ Remove superfluous 3D solids

+ Delete too large objects and

+ Delete those contain too many materials.
« Delete unused materials in your project

3.5.1. 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.

These unnecessarily increase the project size; therefore, we have to delete them.

Open the following project: ARCHIineXP Draw\2020\Workshop_Intermediate\3_Project_
Management\Little_John_Living_room_ 03_3D_body

“J Little_John_Living_room_01 27 502 KB
“J Little_John_Living_room_02_layer 36 103 KB
=] Little_John_Living_room_03_3D_body 37 684 KB

Surfaces 165268 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.
e Select an area on floor plan view which length is the same as the drawing and doesn’t contain any 2D items.

Based on the blank area, the program builds the 3D model up, so we must get a blank model.

If there is an item in the 3D window, then those are 3D solids, or maybe 2D drawing elements.
Select the Axonometric view for the view representation.
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3.5.2.

<

<

X3

o

Select objects in 3D window and delete them.

Rebuild the 3D model.

Now click again on 3D build tool — Rebuild 3D model. As you can
see the number of surfaces decreased from 165.268 to 132 351.

Resolution

High !

Minimal resolution of a circle

32 Rt
Maximal chord height 3 mm
Surfaces 132351

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:

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

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

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

fle PMEHSOOGLEO D2 %4 1~ 5,7~ it View Building Drafting
H & A B ®#H O O 4

Properties Room maker Material Single object | 3D warehouse | BIM libraries | Tiling Sweep  Soft furnishing | Lighting
hd b - hd b b b

Properties Room Place Decoration

In the search field type “crystal chandelier”.

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.

Download the object and place it on the floor plan.

Interior - Intermediate course
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n Q crystal chandelier

®

>

@

Here are your results

MODELS COLLECTIONS

)

Rock Crystal & Gilt ... Crystal Chandelier

Baccarat Zenith Ch... Chandelier

Ameerah A

i

-

Sortby: Relevance

#33 Meow's Chand...

4

Large Chandelier

sinyBear

£A

Baccarat Zenith Chandelier crystal

P

Byron Chandelier-T..

Chandelier Chrome..

P

o _

Add to Collection

N e 3

Downloads
Likes
.skp File Size

[ Polygons
Materials

Components

Uploaded

Last Modified

Share <> Embed

Do you want to continue?

Place the object on the floor plan.

The complexity of the imported model can cause speed
problems in the project.

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.

& ARCH|INE.&



84 3. Workshop: How to save and manage large-size projects

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

Mr. Hook Mr. Hook ARQ. Raquel Muller

”-ﬁ\
Kitchen Set 01 Tea Set Tea Pot Kettle, Teapot, YaiiH...
ArchiDol ArchiDol le Ecarepuna LU
g ;
Kettle, Teapot, YaliH... Pan, Pot, KacTpions.... Kettle, Teapot, YaiiH... Kettle, Teapot, YaiiH...
Exavepuna LU ExaTepuna LU, Exarepina LU, Exarepunia LU,

e 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.
Resolution
High b
Minimal resolution of a circle 32 V
Maximal chord height 3 mm
Surfaces 212242
|_|.;E-_'--_'-&:':|E X

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

Continue anyway? Mo means import without materials.

Yes Mo

e Place it on the floor plan.
¢ Now check the number of the surfaces by using 3D Build tool after placing the two objects. Now there was an increase
from 212 242 to 132 351.

e Now save the project under the name Little_John_Living_Room_4_Large.pro.

TJ Little_lohn_Living_room_01 27 502 KB
TJ Little_lohn_Living_room_02_layer 36 103 KB
__LJ Liﬂle&uving;room&body 37 684 KB
I™2] Little_lohn_Living_room_04_large 47075 k8 |
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In order to reduce the project size, we have to delete superfluous, large objects and those contain too many materials. The
complex objects can be easily found and deleted.

e Activate 3D window.

e Goto Ribbon menu / Dimension / Measure and click on “List of elements”.

e 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 2

These solids take the most space in the memary:

Element ID: [3D=3196] [2D=3598] I 31142[KE] (3D surface: 76494) (Object: Baccarat Zenit...l

Element ID: [3D=205] [2D=1654] 2750[KE] (3D surface:8781) (Object: almohada 3d)
Element ID: [3D=275] [2D=3775] 2750[KE] (3D surface:8781) (Object: almohada 3d)
Element ID: [3D=228] [2D=2542] 2750[KE] (3D surface:8781) (Object: almohada 3d)
Element ID: [3D=254] [2D=3217] 2750[KE] (3D surface:8781) (Object: almohada 3d)

These items use the maost material: I

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

Element ID: [30=102] [2D=301] 9 (Object: NEG TV Tel)

Element ID: [3D=834] [2D=3593] 7 (Object: Baccarat Zenith Chandelier crystal({1))

Element ID: [30=100] [20=235] & (Object: candle11)

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

< >
Show selected item Delete selected item Close

o Now check again the number of surfaces by using 3D Build tool. By deleting these two large objects the number
decreased to 132 351.

e Save project under a new name Little_John_Living_room_05_cleaned.pro, use “Save project as... “command.

Filter the surfaces in the directory
It is recommended to filter the objects in the Design center based on the surface count and delete the large ones.

Select the Objects in the Design center and in the properties click on the Filter objects by complexity option.
This filters the objects in the Design center and you can organize them by size or date.
On the right side you can collect the objects that you want to delete.

Design center o x

‘ [Search in all items] q || Brands |

[ objects

<<Back | 196 Hlements Multi selection mode
H MY W New object
& 3D IMPORT Delete

Sort in categories
H 3D WAREHOUSE

+1 Import
= ACCESSORIES
Export
& BATHROOM #1 Export to Live
¥ BEDROOM I_.“ Filter objects by complexity
® CARS O3 selectall
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Sort by complexity 2 Delete

List of objects by complexity: Objects selected to delete | Delete All |
Name Model complexity (surfa... ™ Name Model complexity (surfaces)
DINING SET 254552 ( Extra large ) DINING SET 254552 ( Exira large )
vasinhos+concreto 234713 ( Bxtra large ) vasinhos+concreto 234713 ( Extra large )

Maxliving Mimo Sofa 146755 ( Bxtra large ) Maxliving Mimo Sofa 146755 ( Extra large )
kitchen+decoration 137935 ( Bxtra large ) kitchen-+decaration 137935 ( Extra large )
untitled1575592805 136915 ( Extra large ) untitled1575592805 136015 ( Extra large )

Bowl of Roses 90194 ( Very large ) Bowl of Roses 90194 ( Very large )

Radeco ATOM design radiator 88550 ( Very large )
RABALLX RAINA PENDANT 5766 86339 ( Very large )

Rarrarst 7anith Chandaliar rrue  7R76A ( Vars larna )
< >

T
v

Filter 3D Warehouse® by surface count

The 3D Warehouse® also helps you filter large objects.
After you searched the object you can filter the results on the left side.

& 0 {2 [Imuttiple download

% 3D Warehouse All Categories v table Q Try SketchUp

CATEGORY Showing results from all categories (1,000

(-
®

ategory MODELS COLLECTIONS PRODUCTS CATALOGS Relevance |
All Categories

PROPERTIES Stone Wall Table Table Bas...
table Table table table
File Size
0-50MB
: =
<z — u‘\ ]
Polygons L |
I
0-50K
ey Table box box Table_Book
Table table table Table
ADVANCED

Reset All Filters

House table loft leeg poiuyt

Table table table table
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We recommend to set the Polygons to max. 50K. This way the search engine shows only those objects that have
maximum 50 000 polygons. Now the needlessly big objects, that ARCHLine. XP® doesn’t support won’t appear in the

list.

3.5.3. Delete unused materials in the project

o,
o

o,
o

o,
o

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 Design Center / Catalog / Materials / In Model, here you can
see that the project contains 696 materials.

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:

Open all layers
Build up every item in 3D
Save Project under the original name,

Design center

o X

[Search in all items] = H Brands |

M ' Materials * In Model
<<Back | 696 Elements

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 window activate "Purge unused materials which are not applied on the floor plan and 3D model".

Finally click on Save.
The new project name is: Little_John_Living_Room_5_Cleaned.pro

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

Project properties n
MName Visble  Delete State
MNappali_alaprajz { B Floor plan - Current d...
MNézet 2 g B 3D - Image - Current ...
Preview Motes

Save 3D database (significant increase in size)

[ Purge unused materials which are not applied on the floor plan and 3D model]

Save Cancel

Check the number of materials.

Click again on Design Center / Materials / In Model.

Now the number of the materials decreased from 696 to 103 items.
Deleted materials increased the project size unnecessarily.

Design center o
[Search in all items] Q || Brands |
i__ﬁi' Materials  In Model
<<Back | 103 Elements -3

*1 *2 *3
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After all these steps it can be seen that our project size significantly decreased from 47 075 KB to 26 032 KB. Thanks to
the clearing, more storage space is left on our computer.

“J Little_lohn_Living_room_01 27 502 KB
“J Little_lohn_Living_room_02_layer 36103 KB
“J Little_lohn_Living_room_03_30_body 37 684 KB
“J Little_John_Living_room_04_large 47 075 KB
“J Little_lohn_Living_room_05_cleaned 26032 KB

If you follow these instructions, your projects will be transparent, traceable and you can work faster without any
disruptions.

Interior - Intermediate course
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Workshop: KBB - Modelling and furniture design
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During this lesson you can learn how to use the furniture design tools in ARCHLine.XP, this way you can easily create
customized kitchen cabinets.

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/workshops/workshop-application-intermediate

Refresh your skills

Start

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 ARCHLine.XP software.

Click on Open Project button.

Open the following project: ...ARCHIlineXP Draw\2020\Course_Intermediate\d_KBB-Modelling_and_furniture
design\01_KBB_Modelling_and_furniture_design.pro

Save project as...

4.1.

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.

7
7
0
¢////////‘///17/1/1A
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7
’
’
/
/
?
7
4

af Qs
o

& 0 4

Click on the high cabinet from which the drawers are missing and open its properties.
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2150 mm

Cabinet

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.

@ Bottom

@ Front
@ Core
@ Back
@ Core
i@ Top

LE e

@ﬁ‘ [Cpivide on front

BE

From unit bottom:
mm
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[ Automatic refresh on page

——
¥
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Click into the upper division and add a Single drawer with front, then repeat this step in the other division.
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BB Bee EEEe .

ﬁ Bottom
@ Front
" Shelf - Single horizontal
& Shelf - Single horizontal
@ Divider - Single horizoni
Drawer - Single with

- so @e

Singlewith| Multiple  Multiple
@ Single  Multiple |RSRSINN \ith front  with single

bl
|

x
i

Drawers

(g |Core front
i@ Back
r’ Core
® Top
41 (0] A %
(@ 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. On the third vertical tab deactivate the Apply the

default option.

EDeres e e @ D

& ]| | AR

* :EI IDApplythe defaultl = ]
1/2 @ [ Hide object - E I 7
x [Juse original item size Walnut Wenge Wenge- Wenge- Wood | Wood11 [[WS front WS front WS front WS front WS roll- Uveg ﬁ
‘ panel e mirror  mirror3  panel front [[drop clot family vertical  white front front 2
@ @ D
@ Rotate X Rotate Y Rotate Z
- ‘ 0° vl ‘ e v‘ \/| [ mirror
Drawers [“] Automatic refresh on page [s] Cancel

Using the blue cross on the right, search for a front named Wood11 front in the library, then close the dialog with the OK

button.

Change the one front of three further cabinets to the Wood011 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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4.2.

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.

Start the Cabinet Door command from the Ribbon bar / Interior / KBB group.

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.

Select the profile named horizontall as the frontal profile.

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 unlock the bottom padlock. 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

v

| -

o v/ B &)L

‘ & []same offsets
L 600 mm Lo mm v
‘ ‘ ‘ Height
—| I8 o ’ [omm Vl omm v EOmm v
|| front_chate " u 4 1 '
- ‘@‘ dral horizontal1 oval porto slingo verona vertical p EI e EI
EEINE .
& =
© 1 Resize profile
Rescale ¥
SUBTRACT profie: Unit doors can be customized with different outer edge, panel raise and framing bead profiles S eatCrelEsh ppage o oK P

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.

Interior - Intermediate course
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Edit profile

@J

niks

&

Select Profile

Redraw

Name

Height [ 1 - 100000 mm ]
Width [ 1- 100000 mm ]

Value

20

Rectangle Simple

| Mirror on X |

| Mirror on Y |

[ Rotate |

[Juniform 30 scaling operation

Width: Height:
I 40 mm I I 20 mm I
Ok Cancel

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.

& ARCH|INE.
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Edit profile
aluminium2
| Eﬁl d?
| Mirror on X |
| Mirror on' Y |
g o1 ¢
& | Rotate |
[Uniform 3D scaling operation
[l
L =i 0 Width: Height:
| 40 mm | | 20 mm
Select Profile | Redraw |
Name Value
Width [0.0001-n.a. mm ] 40
Height [ 0.0001 - n.a. mm ] 20
oK Cancel

e On the third vertical tab set a custom material for the profile, then click on the green tick.

e Save the front on the last tab with another name: front with hidden handle 01 - ashtree.

4.2.1. 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.

e Let’s create the front with the Pine_011 material. It can be done by selecting the second vertical tab on the Frontal profile
tab and here choose Pine_011 material.

Interior - Intermediate course
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» ADD profile: Unit doors can
» SUBTRACT profile: Unit dool

€6 it (I B

I

7 7 i
L]
) |
= , -
<Corrogate Old_ashtre | . Sabbia
Shiny>2  Dork.grey e Bl e bee D" e
@ &
-
Frontal profile [ Automatic refresh on page s oK Cancel

After this save the new front 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.

Width []same offsets
> 600 mm 0 rmm
U Height

j‘
front chate || L Omm__v]|===omn__~
L 4 L8] fom - La]
[a]

Resize profie

etk

Rescale w

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 &J
Mirror on X
Mirror on Y
2 o g
Rotate
[Uniform 3D scaling operation
|—_|‘1 '_n_n.'n £ \Width: Height:
| 40 mm | | 20 mm
Select Profile Redraw
Name Value
Height [ 1 - 100000 mm ] 20
Width [ 1 - 100000 mm ] 40
oK Cancel
¢ Repeat these modifications on the Add profile tab. Design center a x
e Save this front with another name: front with hidden handle —
. | front with hidden Q || Brands |
02 - pine j—
e After this, modify the material to Old_Ashtree on the first ) Total:
tab, then save it with another name on the last tab: front <<Back | 5 Elements

with hidden handle 02 - ashtree.

e 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
placg it to the cabinet. This methoq' however’ will 0“')/ front with front with front with front with front with
modify the default fronts of the cabinet. If you would like to  hidden handl hidden handl hidden handl hidden handl hidden handl
modify a front which is not a default one, you can do it by
selecting it in the Cabinet dialog window.

View 2[Image] SE|

1 + w
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. Creating a curved cabinet

In ARCHLine.XP you can create bespoke furniture. In this example we will create a custom M
shaped, curved cabinet to the place marked with blue lines on the layout.

Start the Cabinet command from the Ribbon bar / Interior / KBB group.

First, set the default front of the cabinet on the second tab. This will be the front with hidden
handle 01 - ashtree.

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.

@ Default door front and handle N N Offset lefi/right (red)
selection. You can also apply = — — —— ‘ : mlz
3 custom drawers, shelves and = &= .
Bar
handle si

legs. Offset front/back (green)

L i
p H " Offset down/up (blue)
D o8 g, S

Rotate X Rotate Y Rotate Z
[0 ~| [o0 v [oe ~ | CIMirror

Bedford dad Debba_c Debba_c Gilmore ctangl
shelf abinet_h abineth TVleg andle

General unit door properties [] Automatic refresh on page ‘ oK ‘ | Cancel

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

G Bottom
ﬁ Core
@ Front
rﬁ Core
@ Back
i Top

wesps[flee @@Wﬂﬂ D EIDEEE

%lllll-l-lllllé
174

b
\ ba

45° corner  Arc corpus  Arc corpus Bseingt Clossure Corner  Curved left Curved top Depth Depth Sloped Sloped Sloped
shape corner  corner mirr shelf walls  kitchen furniture  fumiture sloped fun sloped furn furniture b furniture lef furniture ri

a p—

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

Shape [ Automaticrefreshon page O o || cne |

We will create the new shape of the cabinet using the 3D shape tool. You can edit the default solid cube with the help of
three profiles (front, side and top view). 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.

< ARCH|INE.Z
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o P EEE H=

Width | Re fil

g B Lip
@

Sl e @

m 60/19/25 Simple L p\

e

Sizes and profies [ Automatic refresh on page ol x Cancel |

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

ArchKitchen -Default - Ground (0 mm)

Nearest point‘r

7 Lehgt 4713 mm
£ Inglination  0.09°
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When you have finished drawing, click on the Close button on the Ribbon bar. The new top profile is automatically
engraved on the top of default cube, and now it is modified to the desired shape.
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] EACIErES

K

L
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Custom €8 &
4

=

e

Deplh

541.8 mm

Height

F’]E‘l@l

profile 60/19/25

Sizes and profies [ Automatic refresh on page ‘0\ [ ok | Cancel

Press the OK button and the program switches back to the cabinet dialog, where the cabinet is created from the
customized shape.

Cabinet

@ Bottom
f@ Core
@ Back
@ Core
® Top
= ” 5 ) g g o -
g DL : [Pk RAEAEI Y
[#
M '
Custom | 45° corner Arc corpus  Arc corpus B it Clossure Corner  Curved left Curved top Depth Depth Sloped Sloped ‘
object shape comer  comermirr o0 "™ chelfwalls  kitchen  fumiture  fumiture sloped furn sloped fum fumniture b furniture lef 2|
a —) E
You can define the shape of the unit by selecting an object. Objects of one single solid are accepted only.
Shape [7] Automatic refresh on page f_ﬂ [ oK | Cancel

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 customize the panel properties. This means that you can change flexibly the type of the
panels, so a you can make a front panel from a side panel; or a top panel can be turned into a back panel. This is useful in
situations like this one.

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 front type from the options below.
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Cabinet

@ Bottom

@ Core
i@ Top

4[] (o] =) (&)<

’Thetypeof&vemredef‘msvhidvdefmltpanelsem\gwibeappiedtothes‘deofwsmit.

Custom panel properties

[“] Automatic refresh on page @ oK Cancel

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

Cabinet

@ Bottom
@ Front
@ Front
[__& Door - LeftorRight
@ Back
@ Core
i Top
= =
AR )
(® Full Overlay
O Traditional
Mt Qleft
Flipup  Flip down i " idi :i::e gifold  |@Right
Opening (%) 100

[ Automatic refresh on page @ III ‘E

e After this, click on the other front and add a fix door.

Interior - Intermediate course



4. Workshop: KBB - Modelling and furniture design 103

Cabinet

ﬁ Bottom
@ Front
[ @ooor-fx ]
ri Front
i@ Back
@ Core
Top
D@@W EEE EeeE [ Ba o EBAE
(® Full Overlay
. ‘ . . Snn
X @ Leftor i fod = 2304 o Multiple B
Trj Right "Bug 'p down - sided 1aing side e
Doors [ Automatic refresh on page b" 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.

View2([Image] *

4.3.1. 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.
o First, delete the existing countertop.
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e 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.

¢ In the appearing dialog window, you can see that the countertop does not follow the curves of the cabinets so further
modifications are needed. Close the dialog with the OK button.

LN EEE Pz @E & @le (KL
Width ﬂ
*
End panels
Thickn :
* o Wi v
Bright whit Bushboard Duropal  Duropal  Duropsl  Duropal  Duropal
right_whit Bushboar uropa uropal urops uropal urops )
12 [! . Odyssey  Black Brazil Black Myria Brushed Al Crystal Whi Dark Anthr | Top Face (B o]
a [CIRight side pane!
[ Custom width € - |
B Waterieldrection
Sizes and materials [+ Automatic refresh on page O oK Cancel

e Select the countertop on the 2D layout and from the Local menu, start the Component mode. The Component mode
allows you to edit every edge of the countertop flexibly, you can move nodes or insert new ones.

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

v (B e % K—

¢ In Component mode adjust the contour of the countertop to the blue line by moving and inserting nodes, and turning
edges into curved ones. You should get a final result similar to the picture below.
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ArchKitchen -Default - Ground (0 mm) * -Ox

h

Click on the countertop and open its properties.
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.

LE anm e D

rrrleE

Joint 1 Joint 2 Joint 3 Mo joint

1/1

Automatic refresh on page O oK Cancel

Joints

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

7

LS e e SEE HR
[OFront E El |W1i§:m v‘
(= Height
[Jright '& | 30 mm ~ ‘
[~1Back Fix Rectangle 2 =

Resize profile
H Rescale ~

Wall strip

[ Automatic refresh on page s oK Cancel

4.3.2. Modifying the plinth

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

e Activate the floorplan window.
e Click on the last node of the plinth and in the appearing edge menu select the Move node option.

Interior - Intermediate course
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ArchKitchen -Default - Ground [0 mm) *
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Move node
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Delete node

Append line
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Append arc

Move

Move a copy
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Rotate a copy

Moulding (ID2D:25)
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Move it to the beginning to the curved part, then click on it again and select the Append line option from the appearing

menu.

/!

ArchKitchen -Default - Ground (0 mm) *

-0OX
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Moulding (ID2
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Node
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Move node
Change length

’fa b |

Delete node

Append line I

I RN i)

o

Append arc
Move

Move a copy
Rotate

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.
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/ ArchKitchen -Default - Ground {0 mm) * -Ox

i

Offset
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Insert node
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Turn into curved edge ]
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Delete part

4.4. 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.

Classes

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

¢ In the appearing dialog select the Interior Calculation option.
Cabinet

Cabinet Door
Countertop

Electrical Accessory
Kitchen

Lamps

Loft

Luminous text
Moulding

Object

PFicture on wall

Fipe

Smart Object assembly

ﬁ Building calculation

i B e R I RGBSV < |

Fi Interior Calculation

III Tiling

Rooms
[[J1gnore invisible layers and its items
[ select elements

*i . .

/ﬁ. Terrain calculation Export BIM parameters

@ List by manufacturers
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¢ From the appearing list select the types to be listed: Cabinet, Cabinet door, Countertop, Kitchen, Object.
e Finally save the Excel worksheet, 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
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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.

X3

¢

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

Floating staircase with support

X3

¢

2
”

o,
o

o,
o

o,
o

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
¢ Click on ,Open Project” button
e Open the following project file without any furniture .. \ARCHIlineXP Draw\2020\Course_Intermediate\1_Stair_and_Railing

\Stair_and_Railing_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:

Libiary Ground 8 m) EEx)

7 ,
I
.\‘

1+ w i
\
\
N
P
L]

e Go to 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
TIT 'J_,_l' <7 Ramp

| - Stair by run and landing

Ceiling Railing Stvair & Stair by treads Roch avnd area
Straight

= B
___=E W EE|PEEE

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

Library Ground (0 m) *

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

5.1.1. Modifying properties of the previously placed stairs

e 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.

AN

N

v RN
N

AN\

B

¢ 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.

LJ_,_r" H= ak.e the floor height

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 ene[eosian | o
o= we[pwe &
1= v[Ema @ L 4

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

246

n=| 18 | |5

1257

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

24 — —
o]

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

IFEFE

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

e
=
=

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 - l ' l ‘
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5.1.2. Create handrail

In the next few steps we will add railing to the previously created stairs.

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

Stair and ramp n
Pll'eferences Railing settings
i+ Stair Caleulator
Stair properties
Suppart [ style on left side Regenerate
Ril sgs Glazs railing with frame
. Representation on t| |L<15tyle on right side [ Regenerate
~
£ >
'I//
+
BIM Parameters Alapértelmezett n O | 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 n

] Full regeneration using same
distribution on all parts

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

0'mm Regeneration by parts < || = | |[1Spart ~
Distribution of primary balusters between balusters by big steps. May insert panels and bars here ] Automatic refresh on page @
(®) Frofile () Object
Wwidth | 20 mm @ Uniform step §>=8§'
() Fixe step.

(C) Fix step, centered
(@) Maximum step value :
() Minimum step value

(O Optimal step (nearest to given value)

| General settings | First baluster distance from post (X) 100 mm
Balusters Last baluster distance from post (¥) 2 0 mm

B 1 rinary baiusters I Profile from Library O Center to center spacing (5) 140 mm

O Intermediate balusters E Steel (®) Clear spacing between items (D) 3 120 mm

O Panels and bars. | Copy to e g Offset from path(>0:right) 4 =omn
- ] Base offset from the path (<0:down) 0 'mm

MNewel posts at the turn
= Adjust bottom of balustrades to Baluster height 1000 mm
stair 6 Ending condition
Top
O Balusters by big steps [ adjust balusters to a top profile
= 74 U

= I 5 = I Top profile

| Steel profile | | Emparameters | | 8§ « | | canel |

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 <= List of buildings
Mum... Mame Bottom eleva... Height State L% Copy objects to other floor l
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

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

Select floors

Mumbering

3

MName

Level 3

1 Level 1

[pseudo Copies
Full copy

Rectangle profie

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:

e The floor plan window is active

e 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.

Select floors

MNumbering
3

Mame

Level 3

4

Ground

| ] Pseudo Copies |

(®) Full copy

(C)Rectangle profile

(") Polygon profile

[ox ]

e 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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e The floor plan window is active.

e Go to Ribbon menu / Building / Properties / Slab and set the followings.

o 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.

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

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

Slab properties n
 General properties /__‘A -
l = #= |21 _Fodém1 ~ &2 1 | Wood-pine 2
=== simpleL ] |8-Bottommost - 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 I K_/ o
Total thickness: 3 Slab type Slab w

Slab layers Cut the walls i:' Mo cutting e

4 Beams and block flooring system | Cut by roofs % Mo cutting e

U-value: U-value: Not calculated

30 fixed

Fill color on floorplan Mo

BIM Parameters 1réteg vb fad 30 | oK | | 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).

o “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).

Beams and block flooring system n
Beams in slab

Create 5

Rectangle Simple |

Apm | ——
B |1000mm @& H | 200mm
c |-z200 7 (®) Use profile
Regenerate (O use abject Layer of framing | 1. Layer{100 mm Wood-pine

o Now go back to Rectangle profile and overwrite parameters. Click on “Rectangle” label, then switch on “Uniform 3D
scaling operation” (8).
e Now set the height 200 mm and width 100 mm (9).
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Edit profile n

Rectangle Simple
Mirror on X
Mirror on Y
Rotate
8 | [Juniform 3D scaling operation |
Width: Height:
[ 100 mm | [200mm
Select Profile Redraw
Mame Value
Height [ 1 - 100000 mm ] 200 g
Width [ 1 - 100000 mm ] 100
| | 1 0 0K Cancel
e Finally set the material “Natural pine”.
Beams and block flooring system n
Beams in slab
Create
I Rectangle Simple
A | Omm w | 100 mm —

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 Go to First floor and make the Ground floor visible by clicking on the light bulb icon.

5 Floor: Level 1

e Go to Ribbon menu / Building / Slab and choose Slab in Sketch mode command. Draw around the slab by using polylines.
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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
finished.

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

direction.

1+ w

Library Level 1 (3000 mm)*

-Ox

N slab (02076052 0mm {172)

V4

%

-3

O \ J
JE Slab (16952) [1/1] »>> \ ¥

Properties..

Select
#  Copy properties
& Create similar
[ | & Deete

Attach phote

.\‘_\\ Edit
Edit one layer

fin

Edit layers

Show in 3D

S

:[ Hole T

Recess/Attachment »

Tiling
Reshape
Medify inclination v

Switch visibility of layers in 3D

Energy parameters Edit
Layer [ Spandiection

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 RN

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.

e Activate the floor plan window.
e 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.

Interior - Intermediate course



5. Workshop : Stairs and railing 123

Library Level 1 (3000 mm]*

NI
| A\ |
i
/
(o]
Z
7\ &
—
|
£s \\\—-.\“
Z,

1+ w il

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

Building Interior Drafting Dimension Documentation

(5 vamo
. '_,.r'- F Stair by run and landing ﬂ

Room and area

Ceiling Railing Stfir 7 Stair by treads -
Straight o
=R
U form
I s\
H BE BE BH S
L form

HE R
o || €D 38 € B

Arched N Spiral i

Place it in the middle of the pre-drawn circle.
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Library Level 1 (3000 mm)*

1+ w 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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5.3.1. Modify Spiral stairs properties

o 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

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

246
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e The stair width to 1000 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.
[ % ool ) [
+ =
e The difference between the starting and end point is 360°. This means that the stair runs along a whole circle.
o (B

e 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.

% 66 % |

¢ 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.

e First, we modify the visual presentation in 3D. Activate 3D window and change the viewpoint from where the stairs look
good.

e Click on the stairs and check its properties.

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

e 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

Preferences Support
Stair Calculator
Stair properties
Suppart Ramp Waist slab material PANTONE 5 41-8
Step geometry N X
150
Raling settings :|)Wa|5t slab Thickness mm
Representation on tl Construct the landing like a slab
= = [ Tread Material Beech li‘
Moising depth: 20 mm
Tread thickness; 40 mm
[ riser board Riser board material Beech n
Riser board thidkness: 20 mm
Support material
Left support type | Mone
Left support width | 40 mm
Height from tread top ; 40 mm
Connection to the upper slab
A:[100mm | B: [ 100mm c:
Connection to the bottom slab
Az | 100 mm B: | 100 mm D: | 150 mm E: | 200 mm =
| BIM Parameters | | Alapértelmezett | K (T OK

Go further down, then select Sharp from The Right support type.

e Close the dialog by clicking on OK.

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.

& ARCH|INE.



128 5. Workshop : Stairs and railing

Stair and ramp

Railing settings

Preferences

Stair Calculator
Stair properties

Suppart Regenerate

[ style on left side

Glass railing with frame

Step geometr
Railing settings

|| Style on right side [1 regenerate

‘- Representation on t

£ >

KD (M

BIM Parameters Alapértelmezett

e The railing is created but still not perfect. To modify further open its properties.

Cancel

e First click on Primary Balustrade tab (1) and activate Clear spacing between items to 120 mm (2).
e 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

Full regeneration using same

[Jincrease or decrease the height of all balusters: d\siribution on all parts

0mm Regeneration by parts

Distribution of primary balusters between balusters by big steps. May insert panels and bars here

(®) Profie (C)Object
‘Width | 20 mm (®) Uniform step
O Fix step
() Fix step, centered
(®) Maximum step value :
() Minimum step value
(C) Optimal step (nearest to given valug)
General settings First baluster distance from post () 100 mm
Balusters Last baluster distance from post () 100 mm
I 1 Primary balusters || I Profile from Library IO Center to center spading (5) 140 mm
O Intermediate balusters .StEEI 2 b Clear spadng between items (D) 120 mm
0 pangls and bars Copy to baluster dipboard Offset from path(=0:right) 0 mm
c 0 mm
0 | = Paste from baluster dipboard Base offset from the path (<0:down)
Newel posts at the turn
Adjust bottom of balustrades to Elevation on top of profile 1000 mm
stair Ending condition
: = 0|
O Balusters by big steps Adjust balusters to a top profile 4
Top profie Bottom M l‘l
Handrail
Steel profile BIM Parameters

5.3.3. Placing column

Now place a column in the middle of the spiral stair.

Edit path segments
< | = | 1f2part

[#] Automatic refresh on page

Cancel

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.

e 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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??é(// )

nter
“Length 0 mm
| Inclination 0°

R

¥ Level3
Level 2

Ground
< >

¢ Ground v

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.

Click on Ok to accept changes.

Edit profile
Cirde
Mirror on X
Mirror on'Yf
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
| oK | Cancel

Its’ 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
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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.

Column n

% Visualization

Colour I

Layer

31_Oszlopl

Line weights

0mm

Line type

Simple Line

Draw Order

3 - Bottom-most

0On which floars visible? (Except for its own floor)
[ Al floars Edit
Hatch Hatch 38
[[] same materials
Solid material Steel .J
Surface material Steel B
% Constrains

Base offset from the floor

Angle of indination

Direction of indination H
[ tnsert inta wall
Make only hole in the wall

[] Make only hole in the slab
[ slabroof cutting
Structural properties

% Other

| Cutout - Recess - Attachment

[] 20 not visible

Show 3D W

cance

Profile Cirde

Profile from Library

Edit profile  Column s

Width: Height:
200 mm | | 200 mm

BIM Parameters Mo style

5.3.4. Cutting the slab

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.

Library Level 1 {3000 mm) * =}
Stair (ID2D:17131) - ‘ 172 } |
‘ ‘ \ 5
@ %\ i
T
g I] Stair (17131) [1/1] > >
E Properties... 4
. »
i Select
4 i & Copy properties
4 '
I ! & Create similar
|
L & Delete
7 Attach photo 4
—_\___\‘_— . Q Locate item in Design Center
— 1 Edit »
i Edit one side ’

Edit stair symbol components

| P] Cut slabs sbove the stair

Layer >
Show in 30

+ w
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¢ Now the cutting is done. Go to the next level, here you can see the result.

!

N
N

e Now let's modify 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.

Modify arc —
Offset all |

Change radius

Tum into straight edge — |

5 Insert node %;
Iy Insert Smooth Neode
e

1T
L E

Edge
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e Next click on this node and move it into the middle top
point of the circle.

e We repeat these steps on outer circle as well and move it
to the other point line.

[Legkszelebbi pont |
7 H Bg | 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.

First go to Ribbon menu / Building / Properties / Railing and choose “Steel” from the library, then close the window by
pressing “OK”.
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Styles n

f| [increase or decrease the height of all balusters: = Classical balusters
= Column with sphere
e 5 Column with sphere 2
= o
) = Glass railing with frame
0 _ Automatic refrech on page o @ {5 Metal railng with rods 1
., I = [omm v = Metal railing with rods 2 - left
{5 Metal railing with rods 2 - right
£ Raiing v @1 8-Bottommost Metal raiings with glass
e o]
L Wooden pale
=== |5imple Line
Representation by centerline O
Dimension path on layout
- Elevation of handrail reference paint from the flooror [0 mm
| General settings from the selected stair
Balusters
Balusters
=
Primary balusters Distribution of balusters by stair steps O
O Intermediate balusters Overhang at start:
Panels and bars Overhang at end:
O e e Eliminate gaps on handrail less than:
Balusters by big steps New
Handrail Activate Modify

Re Delet
Selprone B paraneters e B EE

e Place the railing. Go to Ribbon menu / Building / Railing and draw the railing by using polylines.
e 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.

/, Library Level 2 (6000 mm)* 7 -ox

w Railing \‘
———
p | Smooth |

S
3
fntersection

Length 650.1 mm p | Semicirde

4 Inclination 315°

)| Spline |

» Selectam(em‘

-
Close |

Al
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¢, ]
R:‘Moﬂmm
¢ When you finished the drawing, close the command by hitting OK twice.
e This handrall is still not perfect we have to set those properties we have done before.
e First click on Primary Balustrade tab (1)
e Activate Clear spacing between items to 120 mm (2).
e Activate Adjust bottom of balustrades to stair and Adjust balustrades to a top profile (3).
e Select perpendicular Ending condition on top and bottom (4).
e 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).
¢ Close the dialog by clicking on OK.

Railing B

Full regeneration using same

[increase or decrease the height of all balusters: =

Edit path segments

0 mm Regeneration by parts < || » | |y2part
Distribution of primary balusters between balusters by big steps, May insert panels and bars here Automatic refresh on page Cs N /)
(®) Profile () Object
20 mm (®) Uriform step S>=8*
() Fix step
() Fix step, centered
(®) Maximum step value
() Minimum step value
(C) 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 T 0
w -
| 1 primery balusters ! [ Profile from Library IO Center to center spadng (5) 140 mm
O Intermediate balusters Ml steel Clear spacing between items (D) 2 120 mm
O panels and bars Copy to baluster dipboard Offset from path(=0:right) 5 30 mm
Paste from baluster dipboard Base offset from the path (<0:down) o mm
O Newel posts at the turn Elevation on top of profile 1000 mm
Ending condition
LI
O Balusters by big steps 3 dJ"'St balusters to a top profile 4
T £l Bottom M ll
op profile
6 Handrail |
Steel profile BIM Parameters Cancel
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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.

I Euilding | Interior Drafting Dimer
M (mw | -~ <
'_,.r'- F Stair by run anc

Ceili Raili Stai
eung I-mg .” & Stair by treads

%ﬂiling

e When you finished press Entre twice.
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.m
e PO

2 Length 2286.2 mm
A Inclination 304732

e The railing 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
¢ Click on the name of style — Steel profile in the appearing dialog window below, this opens the library.

Railing n

Full regeneration using same

[Jincrease or decrease the height of all balusters: distribution on all parts Edit path segments
om Regeneration by parts < = 1/1 part
o [+] Automatic refresh on page 0 1)
0, — = [omm v
- Railing ~ ] |8 -Bottom-most ~
=== Simple Line
Representation by centerline O
Dimension path on layout
Elevation of handrail reference point from the fioor or
| General settings from the selected stair

Balusters

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

¢ Now select GALLERY_RAILING style.
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Edit path segments

< || = |1f1part w

Automatic refresh on page IE‘

| oK | | cancel |

Styles

{5 Classical balusters
= Column with sphere

Eﬁ Column with ﬁere 2

= Glass railing with frame

= Metal railing with rods 1

=] Metal railing with rods 2 - left
-4 Metal railing with rods 2 - right
= Metal railings with glass

=7 Steel profile

- Wooden pale

| MNew |
| Activate | | Modify |
| Rename | I 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 Handralil

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
[(increase or decrease the height of all balusters: : =7 Classical balusters
54 Column with sphere
0 mm &4 Column with sphere 2
= .
L. 5= Glass raiing with frame
1 =T Automatic refresh on page @ -5 Metal ralling with rods 1
S — = £ Meta raling with rods 2 - eft
+ & Metal railing with rods 2 - right
- @ | Bottommost  + Ev Metol ra\linEs with glass
-5 Wooden pale
=== |Simple Line | = P
Representation by centerline O
Dimension path on layout
Elevation of handrail reference point from the floor or o mm
| General settings. | from the selected stair
Balusters
Balusters
[ Primary balusters ||| istribution of batusters by stair steps O
O Intermediate balusters Overhang at start: omm
Panels and bars Overhang at end:
2 a
O D e Eliminate gaps on handrail less than: mm
[ Hancrai | \ Actvate | [ Modify
[ swelpofie | | BMParameters | [ o | [ canel | fenene B2

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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Now select the rectangle column profile from “Profile from Library”, then change the values of height and width to 20 mm.

Railing

[increase or decrease the height o

0 mm

f all balusters:

Distribution of primary balusters between balusters by big steps. May insert panels and bars here

(@) Profile () Object

20 mm

(®) Uniform step

O Fix step
(O Fix step, centered
(®) Maximum step value

(O Minimum step value

§>=§"

General settings First baluster distance from post (X) 0mm
Balusters Last baluster distance from post () 0mm
: : —
.l 1 Primary balusters I I 4 Profile from Library @ Center to center spading (5) 3 1200 mm
1
O Intermediate balusters . Steel () Clear spading between items (01) 1180 mm
O panels and bars Copy to baluster dipboard Offset from path(=0:right) 0mm
dow 0mm
0 I ; Paste from baluster dipboard Base offset from the path (<0:down)
Mewel posts at the turn . _
O Adjust bottom of balustrades to Baluster height 1000 mm
stair Ending condition
. N W
O Balusters by big steps [] Adjust balusters to a top profile
3 Al Bottom I_| M
op profile
Handrail o
Steel profile 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).

Railing

[increase or decrease the height

of all balusters:

Automatic refresh on page 0 1)
Cancel

0 mm
Balusters on nodes of path segments Automatic refresh on page o0
(@ Profile (O Object () Empty space
20 mm
General settings First baluster distance from the beginning | -10 mm
Balusters Last baluster distance from the end of path | -10 mm
Primary balusters [ 2 Profie from Library |
O Intermediate balusters | Bl stee! 3 |
Copy to baluster di d Offset from path(:=0:right] 0mm
1 Panels and bars SYOEERE S path( aht)
dow 10 mm
|| : = Paste from baluster dipboard Base offset from the path (<0:down) 5
Mewel posts at the turn -
J 0 Adjust bottom of balustrades to Baluster height 6 1000 mm
stair Ending condition
T W W
O Balusters by big steps
Bottom M lJ
Handrail
Steel profile BIM Parameters Cancel

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:
0 mm
Automatic refresh on page o
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
> b bbbl
. Move up | 2 Insert new | Plane of profile
General settings Eerrer b m D (@] 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
] Balusters by big steps Top (other) ending Vertical ending
i 1 Handrail |i
Steel profile BIM Parameters Cancel
¢ Click on “Insert new” add three more, this way you will add three handrails with the previous settings.
* Now mOd'fy Shift vertical values as per Index Profile Shift vertical Overhang atst... Overhangatend: T..
followings:
1 Cirde 1000 mm 0 mm 0 mm ...
% 2" handrail value: 800 mm. 2 Cirdle 800 mm 0 mm 0 mm P...
% 3 handrail value 600 mm. .
; 3 Cirdle 600 mm 0 mm 0 mm P...
% 4" handrail value 400 mm. _
% 5% handrail value 200 mm. 4 Circle 400 mm 0 mm 0 mm P...
- Cirde |2I]I] mm 0 mm 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).
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Edit profile n

Rectangle Simple
4 41 =
LT =) o0
3 Mirror an X
Mirror on'Y
112 ] 0
Rotate
[JUniform 3D scaling operation
i 0
E = 2 width: Height:
1 [0.05m | [o.0zm
| Select Profile | Redraw
Mame Value
Height [ 0.001 - 100 m ] 0,02
Width [0.001 - 100 m ] 0.05 2
I OK I Cancel
e The handrall is finished and save it as a new style. Bring up the style library Styles n
and click on “New” and give a name to the new style. Click on “Activate”,
the close the window by pressing “OK”. = Classical balusters
{25 Column with sphere
Styles n {55 Column with sphere 2
o GALLERY_RAILING
Mew name of style -5 Glass railing with frame
| Classical balusters v| %% Metal railing with rods 1
” {55 Metal railing with rods 2 - left
[FEisr -5 Metal railing with rods 2 - right
| v| %= Metal railings with glass
Subfolder == Steel profile
| | = Wooden pale
'

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

Carce

Check the result. Place the handrail by using Ribbon menu / Building / Railing
/ Railing. Later this style can be used any time.

5.6. Customised stairs

New
We will create customised stairs which is leading from the ground floor to _ -
the first-floor gallery. Activate Modify
Rename Delete

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.
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Go to Ribbon menu / Building and choose Stair by treads commands.

Euilding Interior Drafting D

= T ,._»i;"Ramp
:a "rr'- | . Boundary
ling Railing Stair

L3 -

l»:') Stair by treadsl
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.

‘R\ Enter the height of this step

E Mew value:

When finished, close the command with double Enter.

Interior - Intermediate course

\-\ ARCHLine XP 2018 n

= Stair by treads

|

p | Rectangle

p | Polygon

jp | Previous reference point |

p | Internal point of chain

p | Chain one by one

Close
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e NN

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

User defined stairs n
Preferences
- Stair properties
- €Ana Step Nr. Rise (incuding t... Tread thickness \ &
1 1 16.666667 cm 4em [] The step is a landing \
E:::Esz::;ii ol 12 16.666667 cm 4m [] The step is a landing
3 16666667 cm 4cm [] The step is a landing \
. s 4 16.666667 cm 4m [] The step is a landing \
5 16.666667 cm 4em [] The step is a landing \
& 16.666667 cm 4cm [] The step is a landing \
7 16666667 cm 4cm [] The step is a landing \
8 16.666667 cm 4m [] The step is a landing \
g 16.666667 cm 4em [] The step is a landing '\
10 16.666667 cm 4cm [] The step is a landing '\l
11 16666667 cm 4cm [] The step is a landing .l
12 16.666667 cm 4m [] The step is a landing
13 16.666667 cm 4em [] The step is a landing
14 16666667 cm 4cm [] The step is a landing
15 16666667 cm 4cm [[] The step is a landing
15 16.666667 cm 4m [] The step is a landing v
= I
%’ The height of stair
2 |New height of stair: | 3000 mrm | 3 |
BIM Parameters Alapértelmezett I 0K I Cancel

Modify the material of the tread.

Select the stairs, and open its properties.

Click on Support tab.

Under “Cut the walls” select All floors option.

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.
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e Close the dialog by pressing OK.

User defined stairs

N

E-I--_Sﬂ[_nmﬁrﬁes
- Support
- 5tep geometry Elevation omm
- Railing settin
EZ:JFEQSEI’IEﬁ?; on t 3D creation
Cut the walls All floors “~
< 5 [] ramp Waist slab material PANTOME 5 41-8 |:|
Waist slab Thickness | 150 mm
Construct the landing like a slab
| Tread Material Wood-pine @
T
I Tread thickness | 40 mm I
| Riser board Riser board material Wood-pine
Riser board thickness | 20 mm
[] support Support material Beech [ ]
Same on both sides v

A: | 100 mm B: | 100 mm

{ 3 Connection to the bottom slab

A: | 100 mm B: | 100 mm D: | 150 mm E: | 200 mm =

gE

| BIM Parameters | | Alapértelmezett | "

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.

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

Select railing, by using “move node” command place the railing line to the right place.
Close the command.
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+ w1

 Library Level 1 3m)*

L\l

-Oox

7

Now simply place handrail on the stairs:

On the Ground Floor go to Ribbon menu / Building / Railing and choose “Create railing on stair’ command, now click on

the stairs.

Building Interior Drafting L
S [ £ Ramp
i 'JJJ- [ |— Boundary

ling

Railing Stair

TT  Railing

111T Create Railing On Stair

/ Edit railing layout

The railing is placed now.

Open railing properties. Click on “Primary balusters”, and active “Adjust bottom of balusters to stair” option. Then select
perpendicular “Ending condition”.

Activate ,Newel posts at turn” and activate “Adjust bottom of balusters to stair” option.

Close the window by pressing OK.
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5.6.2.

Railing

Full regeneration using same

[Jincrease or decrease the height of all balusters: d\stribuﬁon on al parts

om Regeneration by parts

Edit path segments

< || » | |1f1part

Distribution of primary balusters between balusters by big steps. May insert panels and bars here
(@) Profile () Object
Wwidth | 0.02m (®) Uriform step
O Fix step
(C)Fix step, centered

(@) Maximum step value

() Minimum step value

() Optimal step (nearest to given value)

Automatic refresh on page

)
D)

General settings First baluster distance from post (X}
Balusters Last baluster distance from post (¥)
| | Primary balusters " | Profile from Library |© Center to center spading (5)
O Intermediate balusters . Steel () Clear spacing between items (D)
0O Pancls and bars Copy to baluster dipboard Offset from path(=0:right)
; = Paste from baluster dipboard Base offset from the path (<0:down)
Mewel posts at the turn 5
Adjust bottom of balustrades to Ballister height
stair Ending condition
Top
O Balusters by big steps [] Adjust balusters to a top profile
E i Bottom
Handrail e
Egyedi korlat EIM Parameters Cancel
Finally select the handrail on the floor plan, use Offset to pull it closer to stairs by 50 mm. :

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:

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.
Select stairs and open its properties.

Select Support tab and switch off “Waist slab” option.
Close the dialog by pressing “OK”.

Go to Ribbon menu / Building / Properties / Wall.

File DDEHEO G‘,T|:|d/x-ﬂ-—*| =‘JA1;+;= Edit

|
Iy
AN

View Building

. - - 1 ) ‘!ﬂb
=4 Connection =~ d =3 ,’-\] /\ m m
Properties Wall y Edit - Door Window Curtain wall Column  Beam Slab Roof Ceiling Railin
Opening Structure
12 wan
P

m Door - q

Modify the total thickness to 100 mm and change the colour to orange.
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Wall B
 General properties -

_EJ_ = | 0.3 mm v| - |11_Fa|1 v| {22 Finish Face: Interior B Deep_orange
=== simpleLi ] |8 -Bottom-most Finish Face: Exterior B D==p_crange }
@ = Brick3
Unconnected Height | 2700 mm w | Slant angle | 90 |
Top offset from the floor top level (= 0: Up) 0 mm Structural wall Mon-bearing wall ~
Base offset from the floor | 0 mim ~ | wall status Mew ~
Total thickness: | 100 mm | Location line Finish Face: Interior

Edit Compound Walls

Indined wall section height 1000 mm

Wall Framing

U-value: 520 W/(m2%)

-z S Ll S S

[ skip this wall over room bounding

Preview 20 view W

l b Axis line attributes -

| » Attributes of the Finish Face: Interior -

[ » visibility of sides - ¥
BIM Parameters Mo style | oK | Cancel

o 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.

5.7. Floating stair with steel support

In the program, it is possible to create different stair types. We will now see an example of these. Let's suppose there is a
cloakroom at the entrance in place of the present U-shaped staircase, and a steel-structured staircase leads upstairs
along the wall.

5.7.1. New stair

¢ Inthe Layer manager place the already existing stair to a new layer.
e Open the Layer manager dialog and create a new layer. Name them “Stair01” and “Stair02".”
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Layer Properties Management n
Q @ The name of current layer: 41_Stairl [show visible layers only
Filters
Name On  Llock Pr... Elem... C.. Lne-type Line-w... Description * @ e x
«00_Layer 0 v & 1% B simpleline  Omm
<01 _Otherl T A & o B solne Omm l E1-All layers |
02 A & o B srolsline  Omm Sedlayers
@ 02_Other2 F A & o B simpleline  Omm
o*03_Other3 ¢ a8 & o Bl srpleline Omm
< 04_Other4 ¢ 8 & o Bl spleline Omm
@ 05_OtherS ¢ 8 & o B SimpleLine  Omm
@ 06_Others g A & o B simpleline  Omm
< 07_Other7 ¢ a8 & Bl srpleline Omm |
< 08_Background ¢ B8 5 0 Hl :inple Line  Omm |
«»09_Room stamp ¢ B8 & o Bl sirple Line O mm
o™ 10_Area ] =] @ i} Bl sinpleLine 0 mm Layer filter restricts the layers displayed in the |
11 walll v & & 32 HM shoelne 0mm ::Zre:i:vﬁhg?;i:ﬂeoﬁ Egel;i'e??lif“d drop
o 17 Wall2 ¢ 8 & o B SimpleLine  Omm
@ 15_walls F A 5 0 Bl sinpleLine 0 mm Variations
o> 15_Walls ¢ a8 & o Bl srpleline Omm 21FIES
o 17_wall7 ¢ 8 & o Bl spleline Omm
o 18_Walls ¢ B8 & o B sivpleLine  Omm
o 19_Walls g A & o B simpleline  Omm :
o 20_wall1o ¢ a8 & Bl srpleline Omm i
@21 Slabi g 5 & 4 B simpleLine  Omm |
@ 27_5lab2 F A & o B simpleline  Omm
o*23_5lab3 F a8 & o Bl srpleline Omm
o 24 5lab4 ¢ 8 & o Bl spleline Omm
@ 25_5labs ¢ 8 & o B SimpleLine  Omm
@ 26_Slabs ¢ A & o ' |Simple Line v|jomm |
o* 27 5lab7 ¢ a8 & o Bl srpleline Omm
«* 25_5labs ¢ B8 =) 0 Bl spleline Omm Alayer variation saves all the layers with the
29 5laho @ ) % 0 B srolelne  Omm v currgnt states. It_he_lps s_wihd1ing between
= possible layer variations in one step,
< >
Do not delete used layers «| | Copy to dipboard | []Protocol for Layer Naming Cancel
4% 87 Line Vo & a2 Bl sipleline  Omm
<»89_Cirde o & 1 Bl sipleline  Omm
% Line L 405 B spleline  Omm
[ Stair 01 ¥ 8 & B sp=lne 0Omm
™ Stair 02 v o= & 3s B sirpleline  Omm

e Place the U stair and its railing to the layer “Stair01”. Place the previously created 15t gallery railing to this layer as well.

Properties o o Library Ground (0 mm)*
Stair - / 4
Normal lépcsd ol
A

Property Value

% General

€
(RS-
€5

Colour T
Line type Layer: 2
Line weights E:zm
Draw Order Object01
Move objects to other floor Slab
Copy objects to other floor Stair 01
BIM parameters Stair 02
BIM name Steirl)1
% Constrains Vit
— Add new layer Y]
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Turn off this layer by activating the Layer walk dialog and CTRL + click on the “Stair01” layer.

Layer walk

Layer Manager

Move Objects to New Layer

Layer Walk

Change to Current Layer

Activate the layer of selection

+

- - "
A+

Select the Ribbon Bar / Building / Stair / Straight run type, the click on the Reference option on the Status bar below.

N
el Al [#]r |~ - —

Select the outer wall corner of the cloak room as reference and drag the cursor down 4500 mm. Select the inner
cornerpoint of the cloak room as the endpoint of the stair.

Stair 02 (315)

PeQ &G
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4500 mm

: o

e Modify the properties of the stair: tick the Take the floor height option, change the number of steps (n) to 17, and set the
width to 130 cm.

Stair n
Preferenoes Step properties D Regenerate

i Stair Calculator

General properties = _ (| l Take the floor hEith
Support
%f 2 ew (22700 -- JJ;-

i Railing

.- Representation on = w-m =
|
< > =
h= 1?54?m1 =
‘ 2hHE
HEE v
G}

50 %
r Y
Rise/Tread | 21/32
&
BIM Parameters Mormal lépcsd K I oK I Cancel

The following stair will appear in the 3D window:
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5.7.2.

Selecting the stair support

Many different stair support can be created. These can be accessed from the Ribbon bar / Building / Stair / Convert to
floating stair. The stair supports listed here are integrated into the program and you can activate them with just one click

on the stair.

m Interior
o m

Ceiling Stair | Ramp  Railing Room and area  Su

Drafting Dimension Docut

Straight =

s HHF P

U form

5E HH 56 BE

L form

Sl

Spiral

9 be €6 BE &%

F Boundary

Stair by treads

E Convert to floating staircase

g

.

Select the Middle stringer stair support — Basic style, the
click on the stair boundary on the floor plan.

= Left stringer stair support - Cantilever

=L eft stringer stair support - Simple

== Left stringer stair support - Simple L

= Middle stringer stair suppart - Simple L

= iMiddle stringer stair support - Simple T

= Right stringer stair support - Simple

E=iRight stringer stair support - Simple L
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e Let’s try another stair support style: select the Left stringer stair support — simple L and click on the left side of the stair on
the floor plan. Then select the Right stringer stair support — simple L and click on the right side of the stair.

¢ Finally select the Right stringer stair support — Cantilever from the list. Click on the right side of the stair, then hit Enter.
Delete the remaining left stair support from the drawing.

s

Editing the stair support

Upon entering the properties of the stair support, the editable parameters of the stringer beam and the tread support
appear. With these options the whole stair support can be customized.
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| Stair stringer n

Select an object that incdudes tread plate and plate riser Full regeneration using same
wedges from library to support tread cover. distribution on all parts

On the Stringer Beam tab, select a profile {railing) that

will follow the staircase layout.

[] Automatic refresh on page LN /)
Index Profile Shift vertical Overhangatst... Overhangatend: T..
- Rectangle | -100 mm 0 mm ID mm I
i General settings
| I Stringer beam I
Plane of profile ® ﬁ
perpendicular to path or
Tread support I vertical
@]
Shift vertical along landings 0 mm
Offset from path(>0:right) 0 mm
Material W steel
Exchange endings
Bottom (start) ending | Horizontal ending
Top {other) ending i Vertical ending
BIM Parameters
...|dali lépcstamasz - konzol e Cancel

5.7.3. Creating a glass railing

e To create the railing of the stair select the Ribbon Bar / Building / Railing option and click with right mouse button, and

select the Properties option.

Building Interior Drafting Dimension Documentatior

M|~ om H 5

Ceiling Stair  Ramp | Railing Room and area  Surveyed rc

Stair Property

100 v —1:50 B

e In the appearing dialog click on the name of the railing, then click on the Steel profile style on the right.

K
Styles

=& Adrylic raiing
Ayl raiing

~{] Classical balusters

-~ Column with sphere

~{ Column with sphere 2

- Gallery railing
-5 Glass raiing with frame
~{2] Metal raiing with rods 1
~{%] Metal railing with rods 2 - left
~{] Metal railing with rods 2 - right
- Metal ralings with glass
= -4 Metal ralings with glass - left
= |E=E 5 Metal raiings ith glass - right
- Stainless Steel Tube - left

57 Stainless Steel Tube -right

i Steel profile

[incresse or decrease the height of ol balusters: [
0mm

Automatic refresh on page Ls AN /)

=

— = [om

3

£ |41 Llépcsdl v 1 |8 -Bottom-most. v

Representation by centeriine

[ General settings Display section lengths when edit on layout

=i d
Hancrai Urify sections smaller than the spectied size: = ot g:gg:: i ‘:gf;t
o Elevation of handrail reference peint from the foor or from the {7 Total dlass -left
. selected stair 4 Total glass -right
Primary balusters = Wooden pale
EBalusters
O Intermediate balusters

Distribution of bilusters by stair steps

Panels and bars Overhang at start:

iiD ii!lﬂ

5
i
O Newel posts at the tumn overhang 2t end:
-
O Balusters by big steps MNew
BIM Parameters Modify
| Steel profile | oK Cancel I Rename Delete

There are many ways to create a railing. We will now see an easy example.

e Turn off the Primary balusters and on the Handrail tab add another handrail element with the Insert new button. We will

convert this to a glass plate. Click on the profile in the new row.
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Add/remove handrail
[Jincrease or decrease the height of all balusters:
g 0 mm

Index FProfie Shift vertical Overhang atst... Owerhang atend: T..
1 Cirde 1000 mm 0 mm 0 mm P..

| - Circle I 1000 mm 0mm 0mm I

5 5 b s v b 4

General settings

F| Handrail :_ 3
T rr— L
1 perpendicular to path or
1 Primary balusters Mave down Delete vertical ® ﬁ
Intermediate balusters
Panels and bars Offset from path(=0cright) ~  0mm
Material Beech
O Newel posts at the turn
[ tnwisible
[ Elevate by general increasing/decreasing of...
Exchange endings
O Balusters by big steps
Bottom (start) ending Vertical ending
Top {other) ending Vertical ending

BIM Parameters

Steel profile

Automatic refresh on page o0
|
I

. Profiles
| [Search in all items] Q || Brands |
T #  Profile ' general ' Default
. i <<Back | 41Elements o
? 2 B b
. omega pi pi_a Polygen
General se i ST L
—
Baluste | Mame Value
| Primary bt | Diameter [ 1 - 100000 mm ] 50
Shel thickness [0 - 100000mm] 0 Rectangle Rectangle  Rectangle Simple]  Rectangular
Intermedia
Panels §
| Newel posts |
Rounded wen tee Symmetrical Symmetrical
| Balusters by rectangle - profile 1 profile 2
BIM Param. = ; —
Steel profile ‘ \— CK Cancel

e Set the profile width to 6 mm and its height to 1200 mm, then hit OK.
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Edit profile
L

1
\
\
[ [P
i Select Profile Redraw
s | Mame Value
+ | width [ 1- 100000 mm ] 5
' | Height [ 1 - 100000 mm ] 1200
|
]
|
|

Rectangular

Mirror on X
Mirror on Y
Rotate

[Juniform 30 scaling operation

Width: Height:
I & mim I I 1200 mm I

I oK | Cancel

Set the vertical shift of the profile to -200 mm, the

n modify its material to “Glass26”.

Add/remove handrail Materials
glass [«} || Brands |
[(Jincrease or decrease the height of all ba .
ﬂ + Materials
4 1 Omm <+<Back | 54 Elements -
Index Profile Shift vertical 1
1 Circle 1000 mm
| Rectanguiar |-200 |
»p bbb bl
GLASS- GLASS-
43.01_RALG019_ 44_RALS015_SKY R bt
General settings I
| Handrail
Balusters Move up Inseq
i | Primary balusters = |
M dow De
S 9 GlASs-45.2 GLASS-46 Glass26 Glass26
Intermediate balusters
Panels and bars Offset from path{=0:right) 0mm I
O Newel posts at the turn |
[ nwisible
Elevate b i ing/d i
[ Sevate by gege: '”"Eas':_g’ ST5% Glass PANTOME  Glass PANTONE  Glass RALS018  Glass RAL 5021
xchange endings
O Balusters by big steps - 5264-8 5264-8_TR0,18  Turquoise blue Water blue
Bottom (start) ending Vertica
BIM Parameters Tap (ather) ending Wertica _ _ _ w
oK G |
Steel profile T T T e —‘ |

Select the handrail in the first row with the circle cross-section and set its vertical shift to 950 mm, and its offset from path

to 50 mm.

Open the library by clicking on the button in the lower left corner, then click on the New button and name the railing as

“Acrylic railing”.
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Add/remove handrail e

Styles B

New name of style
[incresse or decrease the height of all balusters: Acryiic raiing| ~|

—= | o Folder
Automatic | |
Index Profie Shift vertical Overhangatst... Overhengatend: T. ———  Subfolder
Bl o [ Jomm omm 1 [ ~]
|
2 Rectangular 200 0mm 0mm B Folder and subfolder specification is not mandatory.
— If you specify these, the given style name wil automatically fit into the hierarchy.

bbb bl

Scope

O available in this project only

| ‘ General settings. |

(®) Available in all projects

=] Handrai |

®

| perpendiaar to path or

T |

1 " —_— - - )
ol B i [ vowedown | [ D | vemc | 5 vooden pae 1
Intermediate balusters
Panels and bars ER q
Material Beech
O Newel posts at the tun ]
[ nvisible b
[] Bevate by general increasing/decreasing of...
Exchange endings
Bottom {start) ending i Vertical ending
[ BIM Parameters | | | 7o (other) ending : Vertical ending | Actvate \ | Modify |
| Steel profie | [ ok || canm | I [ Rename | Delete |

e Select the stair on the floor plan and select its properties. In the dialog, on the Railing tab, tick the Railing automatically
added to the left side option. Select the “Acrylic railing” from the drop down list, then hit OK.

Stair n

P(eferences Railing settings
- Stair Caleulator
-General properties
“Suppart Railing automatically added to left side [] regenerate
-Step geometry —
Acrylic railing | -
entation on 1| | ] Railing automatically added to right side Regenerate
Glass railing with frame v
£ >

A

L

| BIM Parameters | | MNormal |épcsd | K (T I OK I | Cancel

e The railing automatically appear in the 3D window as well.

=T

Interior - Intermediate course



5. Workshop : Stairs and railing 157

e Put the recently created railing and stair and the 2" gallery railing to the “Stair02” layer.

In the Layer manager you can switch between “Stair01” and “Stair02” versions. This way you can easily and quckly
activate different versions.

The end result using the “Stair01” layer:

The end result using the “Stair02” layer:
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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.

X3

¢

X3

¢

X3

¢

o,
o

o,
o

o,
o

o
|

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\2020\Course_Intermediate\6_Roof\01_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 Building Interior Dra
I\ F :l <7 Ral
— I T 'J_,_r- [~ Bo
Slab
fructure Sz 22
I'QS Select all

% Keyboard shortcut

Now the “Automatic roof” dialog window will come up.

& ARCH|INE.&



162 6. Workshop: Designing roofs

Automatic roof n
| General properties < -~ |Plane: 1 of 4 | @ @ |
G = o v oz siTest v Update
=-= Simple ng———————————————— ﬁ,_-l 8 - Bottom-m ~
Materials

g Pine_natural
% Pine_natural

Reference point for roof elevation

Oa 312m Eaves overhang (L) | 0-5m
Os Theoretic wall width | 0.38 m
: :
General Properties @® z7m
| o 2.97 m
Eaves purlin
| @) 3.15m
M
| 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 30
Ridge board Showr roof layers in 3D 3D fixed
Batten (1/1) [] Roof layers
Roof tiles Shovwr rafter/purlin structure in 3D (main switch)

| Showr Batt 3D i itch
Projections and cut TCETED e ]

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.

iciiain FUIlL LiVUUuU
% 8 v
e Select “Textured” view. ’ Site
; ithi - . |Plane:10f4 ¢ |7
e We are currently on General Properties within ‘
the Main Categories. Now change the finely Update ¥ No preview
detailed 3D representation to much simpler one. @) Wireframe

That means to turn off other options under & ui :
“Visible in 3 D” and leave on “Show roof layers in Hiddendine remoyal

@ Consistent colour

T
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Automatic roof

General Properties
| Eaves purlin
" [ Middle puriin (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

BIM Parameters

General properties

A —— = sirest

=== |Simple Ling————————————————

Materials

Q’ Pine_natural
@ Pine_natural

Reference point for roof elevation

< Plane: 1 of 4 &

Update

H
=l
- | |

%_-1 8 - Bottom-m

QA 312m Eaves overhang (L) |0-5m

Cs Theoretic wall width | 0.38 m

oc

(ol 297 m

(OE 3.15m

OF 349 m

(@l 3.42 m Base offset 8.7m
Visible in 3D

Show roof layers in 3D 3D fixed

[IRroof layers

] show Battens in 30 (main switch)

[] Show beams 2D representation (main sv

] show rafter/purlin structure in 30 (main switch)

Delete and rebuild all rafters and purlins

Delete and rebuild all battens

Redistribute tiles

tetdl

| oK | 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

General properties

L —= o ]

&= |51 Tetdl

= . | Plane: 1 of 4 3

Update

[ -]
&
- |

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

BIM Parameters

Simple Lin @3 8- Bottom-m
Materials
Q Cream_01
% Cream_01
Reference point for roof elevation
oL 312m Eaves overhang (L) | 0-3m
Os Theoretic wall width | 0-38 m
oc
Op 2.97 m
@] 3.15m
OF 349 m
@5 3.42 m Base offset 8.7m
Visible in 3D
[+#] Show raof layers in 3D 3D fixed

[ Roof layers

["]Show rafterfpurlin structure in 3D (main switch)

["]Show Battens in 3D (main switch)

["]show beams 2D representation (main sv

tetdl

Delete and rebuild all rafters and purlins

Delete and rebuild all battens

Redistribute tiles

0K Cancel
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e On the left side click on the “Roof tiles”, here can be set the material and the type of the roof tiles.

e 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 propegti : : | — | . @
Basic [J Rridge [0 valley Eaves

?.‘%\%\\,\,

Interlocki Interlocki  Plain Plain &
ng Roun ng Straig Gothic R Round N

| Update |

Simple

@ LB

General Properties
i Eaves purlin
" & Middie 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.

e 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

(e < Plane: 1 of 4 & @
7 OND cutting Distance of cutting surface
' + from bottom surface of roof Update |
3 @ All floors (> 0: upside)

(C)on own floor and below
0On which floors visible? (Except for its own floor)

pper

Simple Line

Below

m

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

|Projec|:'|or|s and cut

Layers and geometry

Pitch and shape

Information

BIM Parameters

tetdl

Delete and rebuild all rafters and purlins

Delete and rebuild all battens

Redistribute tiles

oK 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

General properties

1 = = srem

== |Simple Ling——————————————

Materials
Q Cream_01
% Cream_01

[~
| =

< . ‘Plane:lnf4

v

Update

IE,_-] 8 - Bottom-m

|Genera| 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

BIM Parameters

We customized the settings.

Reference point for roof elevation
—
(O' Eaves overhang (L)

Um)

(@)

Theaoretic wall widt]

0.38 n'D

Qc 1.03m

(@) 13m

OE 1.03m

OF 138 m

(@] 1.3m Base offset 7m
Visible in 3D

Show roof layers in 3D 3D fixed

[ ]Roof layers
[ "] Show rafter/purlin structure in 3D (main switch)

[ Show Battens in 3D (main switch)

[] Show beams 2D representation (main sv

tetdl

Delete and rebuild all rafters and purlins

Delete and rebuild all battens

Redistribute tiles

oK Cancel
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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.

General properties Plane: 1 of 8 4 —
I i s ||z enetd ¢ 57 Complex roof with tiling layer only
<. - = [ updote Hl| = simate raot
5 steel Roofing 900
=TZ simple Lin 1 8- Bottom-m 55 ventilated roof
- roofl
Materials
&P cream_o1
[ cream o1
Reference point for raof elevation
®* Eaves overhang (1) [ €
Os CEERTD Thearetic wall width | 380 mm
c
‘General Properties ®) 727 mm
(ol 995 mm
Eaves purlin
OF 727 mm
]
Middle purlin (1/1) OF b
Rafter (1/1) 06 995 mm Base offset 6700 mm
Collar beam (1/1) (Rafter:1) Visible in 3D
Ridge board Show roof layers in 3D 3D fixed
Batten (1/1) [Iroof layers
Roof files [ show rafter/purlin structure in 3D (main switch)
projections and cut [] show Battens in 3D (main switch)
[[] show beams 2D representation (main sv
Layers and geometry
Pitch and shape Delete and rebuild all rafters and purlins
Nevr
Information Delete and rebuild all battens
BIM Farameters Redistribute tiles HEEE Modiy
I rooft I oK Cancel Rename Delete

e Click on ,roof1”, 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.

e Enter the name of the new style “Roof_Interior”, then press “OK”.

= = ‘ Flane: 1 of 4

== Complex roof with tiling layer only
Bl o:

7] Simple roof

: ]-' tetdl

Update

B
“
Styles n
MNew name of style
v
Folder
| ]
Subfolder
| ]
Folder and subfolder specification is not mandatory.
If you specify these, the given style name will automatically fit into the hierarchy.
o ] ow
1
Z
.
&
Delete and rebuild all rafters and purlins
Delete and rebuild all battens
Redistribute tiles HEEEE Modify
Rename Delete G

oK Cancel
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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
- - v -

-

DN

M E Auto roof

"? Roof shapes k

“\* Auto Roof with profile

|/
ﬂ%ﬂ N

<> Roof plane by reference line

d Roof plane - p3

e After starting the command, we have to define the roof contour. Click on four corner points alongside the outer wall.

\/

Midpoint } /
~ Length 316m
A Inclination 1807

S

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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Mevs value:

0 ARCHLine.XP 2018 [ = |
//V Elewvation at the point (the paint is on the bottam face]
fEndpaint

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 modification is not striking as the roof
contour overlaps other contours.

[mEE)
On Navibar click on - “Magnify window” button and zoom in the 3D window, here you can see changes.
Previously you set that the roof cuts walls. You have to update the model in order to cut walls according to the settings.

/

The floor plan window is active. Click on “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.

Click on Ribbon menu / Building / Roof and select properties with right-click.
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¢ Modify the “Eaves overhang” value to 0,38 mm. You have to add the wall thickness to the existing value.

Automatic roof

General properties

1 - = s

=== simple Linem——————————— d1 | 8- Bottom-m
Materials
Q Cream_01
% Cream_01
Reference point for roof elevation
@A | fim ‘ |Eaves overhang (L) | 0-38 m
Oe Theoretic wall width | 0.38 m
g .
General Properties O osly
: Opo 0.96 m
Eaves purlin
: OE 1.03 m
| |Middl lin (1/1
. iddle purlin (1/1) OF o
Rafter (1/1) ol 13m Base offset 7m
[41 lenllar heam (1711 (Raftar: 1) I

e Accept changes by pressing “OK”.

Now draw the roof.

e Activate floor plan window.
e 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.

corner points except the conservatory area as we have created a roof there in the previous

Be careful to click on the proper corner points in places with multiple corner points.

Edit View Building Interior [

N m oL

Siab | Roof | Ceiling = Railing  Stair

-

F Auto roof |
@ Roof shapes »

\* Auto Roof with profile

ructure

For this select the polygon option from the floating menu, and start to draw the contour along the corner points. Click on all

example.

" Auto roof N |

» | Rectangle |

| » | Polygon |

p | Circle |
Paralldl shifted |
» | Chain one by one |
p | Select |

p | Last value |
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éﬂ ;/Midpointv ==
Lexyzih  085m
: A@ination 180°

¢ 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.

ﬁ ite
MNo preview
— Wireframe
Hidden line removal

Textured

Consistent calour

QR

Now let’s see another option how to modify a roof.

¢ 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.

¢ In the middle section we can find the top view of the roof, here we can click on any roof planes to modify.

e Let's start working on the roof plane shown in the picture below. You can find the number of roof planes above the Update
button. You can easily swap between planes by using arrows next to numbering.

e 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.
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Automatic roof n
< > | Plane:3of 8 & @
Update |
Additional plane
OH\ppEd
Main slope
® =

Q (@ Gable end 90°
General Properties
Eaves purlin 6

Half-hipped

Middle purlin (1/1} o L
Rafter (1/1)

9 (CJ Hipped with gablet

Collar beam (1/1) (Rafter:1)

Ridge board Elevation of reference line 0 m

9 OMansard
T Eaves overhang unstiré.:D 038 m
Roof tiles 2D representation of roof
Projections and cut (@ Symbalic top view
Layers and geometry (O Horizontal section of roof in plan-view
Pitch and shape Section plane created with hatch Delete and rebuild all rafters and purlins
Tnformation Section height from floor: 2m £ [03mm Delete and rebuild al battens

Redistribute tiles

BIM Parameters Roof_interior oK Cancel

Repeat the same on the roof planes to create Gable end roof planes until you get the same result as in the picture below.
When you finished press update. The result is shown immediately.

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

Q OGab\eend
6 () Half-hipped
9 (O Hipped with gablet
9 (O Mansard

2D representation of roof

DAppIy for all planes

Main slope
£
) |
A=

Elevation of reference line

Eaves overhang on this Bt
S‘dED 0.33m

© Symbolic top view
O Horizontal section of roof in plan-view
Section plane created with hatch

Section height from floor: 2m ﬁ

< = || Flane: 4 of 8

|| Update “

Delete and rebuild all rafters and purlins
Delete and rebuild all battens

Redistribute tiles

BIM Parameters

¢ If 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

Additional plane
(@ Hipped

/] Agply for all planes
p\yf Il pl
Mai slope
o
Q OGab\e end e
Q OHaIf—h\pped
9 (O Hipped with gablet

s (O Mansard

2D representation of roof

Elevation of reference line

Eaves overhang on this )
SideD 0.38 m

(@) Symbolic top view
(O Horizontal section of roof in plan-view
Section plane created with hatch

Section height from floor: 2m -6_?

oK Cancel

[~ |
0@|
|

< ~ |Plane: 4 of 8

| Update

Delete and rebuild all rafters and purling
Delete and rebuild all battens

Redistribute tiles

BIM Parameters

Roof_interior

| 0K | 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.

asrh
a
Click on the option button again. One of the three options is when a right-angled triangle appears. k.t
¢ 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.

a/h
xhﬂ 1.7/ 19

o

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°49'

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 @
Property Value A
2 General
Layer 11 Fall v
Colour N
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
Base Elevation om v
2 Constrains
Absolute elevation om
Total thickness: 0.38m
Structure. .. Edit
Floor framing Edit
Slant angle 90°

Fill pattern orientation: Default orientation is ...
Same materials

Finish Face: Interior Cream_01 %
Finish Face: Exterior Cream_01 T ‘v q ﬁ
Body material Beech
Wall Function New v ?
Colouring on the floor plan No x
[ Mirroring 1
[ skip this wall over room bounding Q.,
Structural properties Non-bearing wall | v
2 Attributes of the Finish Face: Interior =
[] pifferent
Colour — ) )
Line type Simple Line —_
Line weights 0mm +
2 Visibility of sides -
[] The reference line is invisible v —

Properties | Design center

Wall n

 General properties D
_[_U_ | | = &= |11Fal ~ & Finish Face: Interior | Cream_o1
Simple Li 1 &-Bottom-most Finish Face: Exterior [ Cream_01 }
@ | Beech
Unconnected Height Slant angle
Top offset from the floor top level (= 0: Up) Structural wall MNon-bearing wall b
Base offset from the floor om ~ | Wall status Mew ~
Total thickness: Location line Finish Face: Interior
Edit Compound Walls
Inclined wall section height Om
Wall Framing
U-value: U-value: Not calculated
- [ skip this wall over room bounding
Preview 2D view ~
[ » Axis line atiributes oW
[ » Atiributes of the Finish Face: Interior -
[ } Visibility of sides oo
BIM Parameters 1rétegd 38-as fal 1l OK 1 Cancel

o After this modification the roof meets the wall. Due to the roof settings the roof cuts the wall anyway.
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o 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.

e 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

E AN B e
1 Slab Roof Ceiling Railing Stair
- b4 - - - c
;j\m MF Auto roof
\w

Em ’9 Roof shapes »
,[g/ s A : Auto Roof with profile

7
%
&> Roof plane by reference line
CS Roof plane - p3
A> Extruded roof

When creating extruded roofs basically there is no need for predefined editing lines, but in our case, those will be very
helpful.

e . The 3D window must be activated, rotate the model to see the top roof plane as shown below.

e 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

Tip: The rows in yellow cannot be modified after placement.

No style

| oK " Cancel

% Roof
Roof properties
(RA) Ridge inclination 0° e
Roof elevation From & Lower roof pane ~
Roof elevation -2.2m
+|Elevation from roof top 0 m v
/| Fixed width 4m ~
Place on roof '
Ridge path Line
% Predefined roof
Type Triangle o % ik (8) 41049’ o
(A) 41.82 ~ ® A1eag =
(B) 420 v
USide roof 0m
Bottom of side roof ... :0m
2 Hip roof
Hip roof
Hip roof angle 350 \A B
Hip roof elevation 3.5m
Hip elevation fromr... 10.5m

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

e extruded roof

1 he program will automatically cut outthe part of the target roof which lies under

[] The target roof will nat be changed.

DThe extruded roof will be extended in accordance 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.
The software recognized the selected roof plane and the current roof can be moved according to the current settings.
Click on one point and place the projected roof.
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e 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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4

& Loft

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 éplilet neve
Mum... MName 2 Bottom eleva... Height State Level increment...  Parameters Mame Elev. Offset 2
| 3 [Roof |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

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.

Building elevation above sea level inm

Copy area

Paste

|0m

Building

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”.

Properties a
Roof (3)
* VARIES * ¢
Property Value
% General
Layer * VARIES * ~
Colour |
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 *

|| OK |
WA R om
Slab

Structure

Cancel

Interior Drafting Dimension

E= 1

R A

Property

-

Select all

Keyboard shortcut
Add to Quick Access Toolbar

Check Video Tutorial

| Select floors

- | Number  MName
-1 First floor
-2 Ground floor

[]Pseudo Copies
Full copy
Rectangle profile
Polygon profile

[ o ]

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.

4 Move

‘4 Move a copy

o Rotate 90 ccow
s Rotate a copy 90 Ccw |\

> Rotate 90 cw )

* 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 w t ',

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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¥ Ground
£

£ Roof

On floor plan window the effect of this modification can be immediately seen. This method allows you to see different

L

¢ ]s]

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”.

Styles

+ General properties

0 = = 21 rosemt
=== ﬁ;] 8 - Bottom-most g

=== Simple Li

"] The slab border doesn't display on the floor plan in print

Base offset from the floor om
Total thickness: -0.3m
Slab layers

Beams and block flooring system

~ g Cream_01
Cream_01
% Cream_01
™ Slant angle o
~ Slab type Slab

Cut the walls

i:' No cutting

-4 1 layered 08 r.c. slab
= 1 layered 15 r.c. slab.
I “| 1 layered 30 r.c. slab. I
{57 2 layered r.c. slab 19+11
4 Coated drift 4+5+2
4 Coated drift 4+7

Coated flat roof1

- {7 Coated floorl
£ coated floorz

54 coated green roof

54 Concrete flat rooft

| Counter slabl5+5+1+20+7

Cut by roofs

ﬁ All floors

£ Floor on the ground1
54 Floor on the ground2
4 Floor slab + hardcore

U-value: U-value: Not calculated

3D fixed

Fill color on floorplan

“| Reinforced concrete 19+4+5+2
“| Reinforced concrete 10+4+7
£ Susp.ceiling 5+15+19+11

BIM Parameters

1 layered 30 r.c. slab.

| o |

No
New
T
Cancel 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.

‘ Slab | Roof

Interior

Ceiling

-

Drafting

N B mr

Railing

JH__] Slab in Sketch mode | —

AL slab by walls

<= Slopedslab b
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Legkézelebbi pont

7 Hossziisdg 3.99m
4 Hajlisszég  90°

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:

¢ Click on floor plan window and activate it.
e Select Ribbon menu / Building /Window and Roof Window command.
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# ® ===} 1 A's Edit View | Buiding | I

Window Curtain wall Column Beam  Slab Roof
- v h -

| u Placing window Structure

L
_ Window by two points

] @! Window not hosted by wall

\\\\\\

|,C‘_51> Roof window |

e The shape of the cursor has changed. Select that roof plan on which you want to work where you like to place roof
windows.

e 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.

e 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.
e Select from Window / Roof / Single folder “Window on roof” type.

Windows

‘ [Search in all items] Q H Brands |

E. Windows = Roof = Single
<<L5(E 5 Elements -]
\
dos Q@

Asymmetric Circle Dormer Roof Equal div. 1 Not equal
triangle skyli window on r skylight div. 1 skylight
N AR
Photovoltaic Simple + Solar Trapezium 1 Trapezium 2
Solar Panel  triangle skyli Collector skylight gt
) I = ¢
\ Y N \ 7
31 f 58 —4
Triangle Triangle Triangle Triangle Window on
asym.1 skylig asym.2 skylig sym.1 skyligh sym.2 skyligh roof

e The width 1m, thickness/ height 1.8m.
o Close the dialog by pressing “OK”.
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Window on roof
- - . Redron I
T Tom =
Roof \ecti
o o1m
Basic geometry
Inner handle Sill height -Lefm
Layer 00_Layer 0
Line type Simple Line w
Line weights om ~
Draws Order 8 - Bottom-most ~

| Thermal parameters
Ratio (Ilumination area) 100%
Ratio (Ventillation area) 100%

Material Value ~
Solid Beech

Glass material Glass26

External frame material Default material

Internal frame material Default material v
< >

I Window on roof I

B Cancel

BIM Parameters

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 \\\]

7
p | Free
) . p | parapet J
o | a
== = %€ J

) 7 length  8.23m
Yal A Inclination  304'24'
vaf

¢ If you want to place window on a separate roof plane, then press Enter to close the command and select the new roof
plane.

¢ Close the pop-up dialog “Window on roof” dialog by pressing “OK”, then place the window.
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/]

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:

%

e Activate the 3D window and change the perspective to an external view.
¢ Rotate the model to see the selected wall properly.
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e Activate the floor plan window.
e Go to Ribbon menu / Building / Curtain wall and “select Reshape curtain wall” command.

ol = Al= Edit  View '
I = [’

Curtainwall | Column Beam  Slab F

- -

E |—|:F!:1 Curtain wall :lli
Reshape curtain wall |

7

Curtain wall by two points

[
rﬁﬂ Corner window
E

7 Convert wall to curtain wall

,} Edit layout

o

e 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”.

|/
ngﬂ Hil

A
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e Click around the shape is shown below:

L/

l (1
Z N

e When you close the polygon “Curtain Wall” dialog window will appear, here you can customize the window.
e 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.

& ARCH|INE.&



188 6. Workshop: Designing roofs

¢ The modification can be done in 2D and 3D window.

¢ Select Ribbon menu/ Building / Curtain wall / “Convert wall into curtain wall” command.

e 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.

e 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.

¢ 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
Main parameters Redraw o
Representation % Mullion properties

Mullion thickness 0.05m
Reveal Mulion width 0.05m
||Bas'|c geometry I Mullion material Steel n
[ offset of mullion (=0: aw. .. 0.02m
Quter handle Mullion placement relative to... Middle v
Inner handle # Basicgeometry
Glass width 0.01m
Accessories Glass material Glass26
Offset of glass (=0: away fT... 0.04m
Interior and exterior sills ] Fixed Distance
Built-n details Horizontal Spacing
Vertical Spadng
I Mo, of glasses in horizontal: i1 I
| Mo. of glasses in vertical: i1 |
Glass Transparency
4% Frame properties
Frame width 0.03m
Frame Thickness 0.1m
Frame material Steel n
[v] Top frame
[“] Bottom frame
[V] Left frame
Mullion on left side when frame is OFF
Right frame
Mullion on right side when frame is OFF
Corner column exists

BIM Parameters Defalult | OK Cancel

¢ Repeat the same on other walls.
o Finally, open properties again and change the number of glasses in horizontal to 2.
¢ 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 sills

Built-in 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

4% Basic geometry

Glass width 0.01m

Glass material Glass26
Offset of glass (>0: away fr... 0.04m

[] Fixed Distance

Horizontal Spacing

Vertical Spacing

No, of glasses in vertical:

Glass Transparency

# Frame properties

Frame width 0.03m

Frame Thickness 0.1m

Frame material Steel

Top frame

Bottom frame

RIEIE

Left frame

Mullion on left side when frame is OFF

Right frame

Mullion on right side when frame is OFF

Corner column exists

Alapértelmezett

6.7.4. Creating complex roof window

Let’s create a complex roof window with the combination of a roof window and a window in the wall.

o Activate the 2D window and navigate to the left roof window.

OK

Cancel

e Place a window with the Placing window command and make sure that it intersects the lower plane of the roof window.
Then click on the upper end point fo the window and select the Change size command and align its edges to the roof

window.

& ARCH|INE.&



190 6. Workshop: Designing roofs

[Endpoint

zL
V2EL
W =yd

DR

v

|

1

[
4

e Modify its parapet height to 0 m.

L
-ud

wo

e On the left side, on the Properties panel modify its height to 1.16 m.
e Change the window type to fixed amongst its properties.
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= Windows E -
[Main p | width: v 0
Representation | Height: l [Search in all items] Q I | Brands |
k & 3 S
[Beveal. yoid, niche | rhidmess: [ ) Windows  Standard _ Fixed |
Basic geometry | <<Back | 15Elements &%
Outer handle
[[] Hide opening and make p— ._1
Inner handle | |pistance from walline
\Amones ‘ Sill height [
: [ outer sil height:
Interior and exterior sills \ Cikor
Buitin details | [ine type 1 leaf double 1 leaf fix 1 leaf fixed 1 leaf fixed 1 leaf fixed
‘ Line weights glassed horizontal divisio complex multipanel 1 multipanel 2
Draw Order
Reference axis
Distance from wall corner
= Equally div2 Equally div 3 Fenster Fix Window Fix Window four
fixed fixed fixverglast double 1810 2935
Ratio (lllumination area)
Ratio (Ventillation area)
Material m
Solid
Glass material Fix Window four Fix Window Fixed Not equally div 1 Not equally div 2
External frame material small 2935 single 880 win+hopper fixed fixed
Internal frame material
<
| ok | | Cancel [fush
\ BIMF | [ ... 1200 mm window \ ok Cancel

4

Select the roof window and by clicking in its upper left corner, select the Resize option. Extend the roof window to the
outer boundary of the window in the wall.

= d Move

Fi Resize |

Roofwindow (D20:6892) = { 1/2 ’]

xS

The roof is still cutting the window, so in the next step we will modify the contour of the roof, so it won't intersect the

window.

Select the roof and click on its boundary. Among the appearing options select the Insert node.
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| Roof(D2D:6900) wr  { 1/3 )]

¢ Insert a node to each two corner points of the window, then click on the roof contour between the two new nodes and
select the Offset command. Drag the roof plane to the inner side of the window, and place it with a click.

(ry ]
| sl

[l
[Raa )

e The window is ready, the end result should look like in the picture below:
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6.8. Blinds and curtains on roof windows

We can place curtains and blinds on different window types. Now we will place an aluminium Venetian blind on the roof

window.

e Activate the floor plan and select the Ribbon Bar / Interior/ Soft furnishing / Venetian blind.

Edit View Building Drafting
]

fe[ O -
5 £ & Tl
g

Sweep | Soft furnishing | Lighting  Lighting pla

Decoration Ligt
Soft furnishing n

I Window decorations and blinds |

Curtain

E Roman blind
—

Venetian blind

Vertical blind

Place by opening [

o Place the Venetian blind on the floor plan. First select the lower corner point of the window, the the upper.

e In the appearing dialog set the following parameters: Bottom height: 0.6 m, Angle of inclination: 48.19 (since we measure

the angle from the vertical and the rotation point is on the top of the blind)
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Venetian blind B

Top height Angle of indination [
[24m v | [ - &
Bottom height Direction of indination
[0.6m “[] o |

Beech Beech-tree r?:z:latl Steel Cream_01 .57
Width
e
Height e
-
Position and sizes Automatic refresh on page 0 Cancel

e The program automatically places the blind before the roof window.

Venetian blind nl

LE P o[=[& [&]<]

Strip width Strip rotation
f %
. ’ )
Spacding
0.027m ~ Retraction 50
Venetian blind Automatic refresh on page ['s] Cancel

e Set the retraction of the blind by clicking on the second tab.
¢ Place a blind on the lower, fixed window as well with the following parameters: width: 0.85 m, height: 1.03 m, relative
elevation: 0.07 m.
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This is how the complex roof window looks like with the blinds and furniture:
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7. Workshop: Visual design

The knowledge and acquisition of different tools of visualisation is a basic demand to represent our project and also to
impress our clients.

You can learn the following conception:

o,
o

Creating animation
Creating look around animation
Creating Panorama 360

o,
o

o,
o

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:

e Open the following project:

e C:\Users\Erika\Documents\ARCHIineXP Draw\2020\Workshop_Intermediate\7_Visual\Visual_Design.pro
Save project

e 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.

7.1. 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.

7.1.1. 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.

e Go to Ribbon menu / View / Render and select “Standalone rendering —

real-time draft” command. This way we can follow the changes and
compare to the current settings. Right now, the result is not convincing.
¢ Right-click on the lamp and select from the appearing menu “Find Details...
material” command. As a result, in Design Centre the properties of the Parameters Value
lamp material will be displayed. o
Texture  * textillinen2,jpg
The current material is a light colour textile slightly transparent, to let the = ™ste™ Tle =
light come through. This is not a reflective surface and there is no Maintain aspect ratio
blurriness of transparency at the same time. Height: 400 mm
Width: 400 mm
¢ Now increase the Blurriness of transparency by 30-40% and check Direction: 07
result on the interactive rendering. Type Fabric v
Transparency (Transmission) 63%
Now the image of the light source is not so clear behind the lampshade  © 1
so it has more realistic effect. Using the blurriness of transparency, we Brightness 0%
can create life-like surfaces but only if the surface itself doesn’t emit ) i
llght’ so the Ilght goes through It. Reflection (Reflection factor, Mirroring) 0
@
¢ Now increase further the value of Blurriness of transparency to 70%. ) I )
h k th | he i . d . Blurriness of reflection (Visually indistinct mirroring, Anizotropic) 0
Check the result on the interactive rendering. Q)
Now the image changed slightly, the effect is not so visible. Sometimes Zéml”e“ of transparency (e.g. frosted glass) 0

it may also cause grainy or gritty effect. This is nhormal in case of a draft
render, obviously this effect will improve with better quality render.
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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:

With Blurriness of transparency:
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Lampshades of the bedside lamps
It is also important to see what makes the lampshade of the bedside lamps even more reflective.

o 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.

Design center 2 x

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

|#4) Materials  In Model

<<Back &

Chrome_002 - lamp cover inside A
Previous  Next Jump to category
Details...
Parameters Value
Colour
Position: ~ Tile
ype Metal EI
Brightness 50%
‘-A.l ]
i ion factor, Mirrori 90%
Blurriness of reflection (Visually indistinct mirm  30%
|
‘ 1
K TTOR NG TerTaeton =17 75
S | U
Properties | 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:
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| ] _ Eitelt id5: 00:26 Sughrkbvetés... 29% () Mentés Kiépés
With blurriness of reflection:
| | _ Eiteltid: 00:20 Sugbrkbvetés... 25% [ventes | | raipés
7.1.2. 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.
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Parameters Value

Colour I
Position:  Tile
Type Mirror
Transparency (Transmission) 0%
Brightness 47%
Reflection (Reflection factor, Mirroring) 100%
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Details...

Parameters Value

Colour I
Position: Tile
Type Mirror
Transparency (Transmission) 0%
Brightness A7%
Reflection (Reflection factor, Mirroring) T0%
Blurriness of reflection (Visually indistinct mirror 0%
Refraction (IOR, Mo refraction = 1) 1 I

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.

7.1.3. 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.
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IE_- Materials ~ In Model

<<Back &
@

Details...

Parameters Value

Texture |~ BBC_Newsjpg

Position: Stretch i

Type Matte hd

Transparency (Transmission) 0%

Brightness 50%

Surface Automatic surface by texture

Bump Amplitude 1
ey 3 : ~ g Rt ~ Bump Softness 3

= E=raR

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
of an emissive are can increase the render time. However, the most convincing result can be achieved using real light on
the area.

7.2. 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.

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 3D Warehouse®. Go to Ribbon menu / Interior and start Warehouse command.
e Now find a lamp within the search result with a bulb is clearly visible.
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PENDANT LAI? - I

Add to Collection

M &

27/
/4/4/ 1 \\\\\%})\\ = 2

\‘\ \ (/ ' 2 Materials 10
§\\\\&\\\ MV’) /////%/// == Components 0

Uploaded 12/5/14
Last Modified 12/5/14
Share <>Embed
PENDANT LAMP #chandelier #hanging_lamp #hanging_light #lamp #light #pendant_lamp #oendant_light
#suspended_lamp #suspended_light
& f L @

o 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.

o 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.

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.

o Now check the image on the interactive rendering. If the image is unchanged refresh the 3D model or start again the real-
time rendering.
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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.

Change the material type to Glass.

It is likely that not just only one material is assigned to the light bulb as we have
seen in this example. This happens in many cases.

Now open the lamp properties and edit material.

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 easily
identify that material which should be modified now.

Click on Modify button after selecting the material with wrong settings now choose

Details...

Parameters Value

Colour |~

Position: Tile

Type Glass

Transparency (Transmission)

Brightness

Reflection (Reflection factor, Mirroring)

Edit material

the Glass type instead.

[Metal_Alu...

[Transluce... [Color_002] [Color_001]1

[Color_007]  [Color_008]1  [Color_000]

Modify...

In the 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

Cancel

100%

50%

100%

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.
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|obfact [ Object [+]
Light sources 3 Y
| fosve 3
Property Value ~
% General Property Value
Layer % General properties
Colour Name
Line type Simple Line ~ Type Sphere s
Line weights 0 mm v Category Compact b
Draw Order 8 - Bottom-most ~ -
Lumingus Flux 600 Im v
Move objects to other floor Ground
Copy objects to other floor Ground Colaur “
BIM parameters Edit Fall-off Inverse to distance w
BIM name % Own parameters
Base Elevation 1500 mm On W
GUID 17tUWEvdhMGAZgAOwWrqlxs 200% o5 |
Set D 000000000000000000 -
: ooo Light solid radius :30mm ~
% On which floors visible? (Except for its own floor) o

e Now increase the Dimming level to 200%.

(") Mentés Kilépés

o Now check the result on the interactive rendering, and move it to its final position.

7.3. 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
= P 7 ¥ s o~ [
paints & @ shadow ~
Views Quick 3D model Visual styles  Rendering |
rawing - - - - ¥= Shadow simulation
Rebuild 3D Visual design
Chiswickjark. 01 - Default Ground (0 mm) *

3_#,..&@

%ﬁ Y

7.3.1. 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.

Panorama 360

<5
360

—

¥o Add 2D Drawii
30 Add 3D View

=

Animation

- - EE Switch views

Q Set panorama layer

IE Placing camera

>

Placing link hotspot between cameras

Place another camera on the corridor. You can add as many cameras as

you like, but now select the cancel option.

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.

If you are not satisfied you can still modify the camera
position by using move and rotate commands until you get
the desired result.

7.3.2. Placing link hot spots

We can join two cameras by placing link hot spot.

Start Panorama 360 / Placing link hot spots between cameras command.

Define the height of the hot spot.

Now select two cameras which will be linked by the hot spot.

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.

7.3.3. Placing info point

Group (234) [1/1

Set up perspective view

Frx

Select

Delete

[ =T

.
i Placing info point
& View camera
_ﬁ_}q Build virtual tour (draft mode)
'
% ; Build virtual tour (render mode)
/ T { —
Camera name n
Mame: | Bedroom |
Height | 1300 mm |
ol
\
r—

1125.2 mm
ion 91.59%

In case we like to add more information to the virtual tour, there is an option to place info points on the floor plan.

Click on Panorama 360 / Place info point command.
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e Select the camera from where the info point will be visible.
e 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 height.
e Place the info point by pressing” OK”.
Properties n

Description lamp

‘ voww.archlinexp.com| ‘

Height ‘ 1300 mm ‘

=]
el
=

7.3.4. 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.

e Save the file on your computer.

e 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.

i e T

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).
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7.4. Creating animation from 3D view

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 View Building Interior Drafting Dimension Documentation % | Search
= view = ) D Ef~\ ¥ Sun ¥ ;‘? ﬁ *a Add 2D Drawing o)
w by two points h = -— @ Shadow ~ = 30 Add 3D View
Views Quick 3D model Visual styles Rendering Panorama 360 || Animation User interface
- Vector drawing - - - - ¥~ Shadow simulation - hd B Switch views -

: : " . - .
Views Rebuild 3D Visual design x Walk and fly 5 ﬁ User interface

> Path i (~ |Define path |

7 Length 31060.9 mm

4 Inclination 82.68° “ Settings...

' Define height of nodes
/" Add node

‘/ Move destination point

a R -
E Create animation

¢ Click to define tangent points on the floor plan.
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) * -0OX ‘

L

i

N
o
1

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 n

Puaint Obszerver height  Target height

1 1500 rarn 1500 rarn
2 1500 rarm 1500 rarm
3 1500 rarm 1500 rarm
4 1500 ram 1500 rarm
& 1500 mm 1500 mm
[ 1500 mm 1500 mm
7 1500 rarn 1500 rarn

o ] (=]

e After closing the pop-up window, the Animation editor window will come up.

7.4.1. 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 ———— e —————————————eSS—a
1280 x 720 Q"‘ag / e

R Y Tl 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

7.4.2. 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.

e Select the door.
e 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.
Background options n

| Background Panorama v
|Panorama Hills in the distance |~

Panorama direction 0 il

~ Properties
Width: 910 mm
Height 2100 mm
Distance from wall line 0 mm
Sill height 0 mm
DDuter sill height: 0 mm
Absolute elevation 0 mm
Distance from wall corner 415 mm
Lining and architrave Edit
Structure Edit

Change to the default

Close

70°

¢ Now close the dialog by pressing “Close”.
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7.4.3. How to modify animation Settings of animation E
Now let’s watch the previously created amination. This is still too fast, 7
seconds. Now change the time period. Time: = |
 Click on the cogwheel and set the time to 15 seconds. Frame per sec
Camera angle: °
¢ Now watch the animation again. Recolution [1280720 (Widescreen 16: +
On the timeline there are green dots, these are the key frames. These points width

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. Image 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

Cancel

7.4.4. Save animation
The animation can be saved as AVI file and also can be uploaded to internet.
e Click on “Create AVI” icon.

I""I""I'"'I""I""I""I""+""I""I'"'I""I""I""I""I""

0 1 2 i 4 5 ] g 9 1w 1 12 13 14

B LI LY e 3

¢ Now name the file and select the folder you want to save it.
¢ In the 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 AVI file.

Compresgsor: OK
Microsoft Video 1 il Cancel
C ion Qualty: 75
ompression Guality Configure...
£

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.

7.45. 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.

e Start Ribbon menu / View / Animation / Path / Define Path command.

o After selecting the first key frame point a floating menu will come up. Here select “Closed”
option. This way we selected a closed path.

¢ Define the path with four opposite points which result roughly a circle. Now close the dialog

™ Define path N

with Enter. | Closed
¢ Now define the observed points from the animation tangent points. It is useful to select the
: . . Close
observed points opposite to tangent points.
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[r Hdsszisag 2037,’1{mm‘

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

Paoint Observer height  Targetheight

1 1500 mm 1500 mm
2 1500 mm 1500 mm
3 1500 mm 1500 mm

Edit selection Edit selection Cancel

Modifying Animation.

7.5.

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”.

;
LR LY X 3

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 renders with Depth of Field

You can make visual designs even more realistic by retrofitting renders. So far, we’ve made the finished images come true
with color and light settings, and in this chapter, we enhance the realistic look of the images by obscuring certain parts of
the images. This feeling can be easily achieved by adjusting the depth of field.

Activate the 3D window and select the “A1Bedroom1_5" view.
Start a Standalone render with the following settings:
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Photorealistic Rendering

Resolution 1280x720 (Widescreen 16:9 - HD) ~
Render quality Interior - Quick render ~
Visualize the light sources

Enable artificial lights W

Enable sunlight iV

Bump mapping '

Background Image w
Print Raster City sky - Cloudy ~
Specify a folder to save render i... | D:\Munka - Cadline\Archline 2020_alap\20... |
Background brightness 100 Brighter, for exterior scenes

When the render is finished, select the DoF tab on the left side of the window, then activate it.
Select the Custom option from the drop-down menu.

Decreasing and increasing the Intensity adjusts the amount of blur in out-of-focus areas.
Focal distance determines how far the focus is from the camera lens.
Use the Focal range to adjust the size of the sharp area.

Set the Intensity to 80, the Focal distance to 1 m and the Focal range to 1 m.

@ ARCHLine.XP Render - Interior - Quick render - A1Bedroom1_5 = [m] X
Effects  Details  List | DoF | @& [1:1 ] Actual size: 100% |A1edroom1_s -
Enable DoF
=
| Custom v
all I
Focal distance
o1
Focal range
o |
Tips

Enable DoF and select a template for
instant result. Select Custom to fine-
tune Intensity, Focal distance and
Focal range.

On the picture the close objects (flower, books) are sharp, while the distant objects (lamp, pillows, door) are blurry.
In the nex step set the focal distance to 4 m.
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@ ARCHLineXP Render - Interior -

r - A1Bedroom1_5

O
Effects  Details  List  DoF [« & [&][ 1:1 | Actual size: 100% AlBedroom1_5 -
[“] Enable DoF
Custom b
Intensity
all l
Focal distance
o1
Focal range

ot |

Tips

Enable DoF and select a template for
instant result. Select Custom to fine-

tune Intensity, Focal distance and
Focal range.

a

e Focus switches to more distant subjects immediately, so close subjects are blurred
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Workshop: Upholstered furniture based on profiles

o,
o

o,
o

o,
o

o,
o

X3

¢

Start

Save

8.1.

8.1.1.

In this tutorial, you can learn how to assemble furniture by using ARCHLine.XP tools; this way, you can easily design
customised upholstered furniture. You can learn to use the loft tool, which helps to create the legs for furniture and Smart
Object Assembly tool, which supports creating the seat and the back panel. Also, you get to know how to assemble the
furniture parts.

Creating Esmeralda ottoman components
Assemble Esmeralda pouffe

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 ARCHIine.XP software on your computer.
Click on New project button.

project
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 ottoman

During this workshop first, we create Esmeralda P

ottoman, as it is in the picture below. Before doing
anything, let's check how many parts the ottoman has. P ‘
There are three components such as legs, the base ‘ ' : ! |
and cushioned seating. After analysing the furniture, ‘
you can start the design. ] 0

Py

Interior Draft

Creating Esmeralda legs Building

First, we create legs. ‘; | \H é

As you can see, these are particular legs, not a regular cuboid. Profiles on the top and at §
the bottom, are different and the whole 3D shape is slanted.

Sweep | Soft furnishing | Light

Select from Ribbon menu / Interior / Sweep / Loft command. Now we use the Loft tool to = Sweep
create a 3D solid or surface in the space between several cross-sections. We pull a drawn
cross-section profile all along a specified path for the lofted solid. U Loft

The path is going to be a vertical profile. On the first tab, set the height to 140 mm. =

Auto Moulding

#=» Horizontal moulding
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Loft n

EACIERrES

[4]
|
— [%]
5 5 Chairleg  Chairleg EB ifcassishap kagylo_pat Marseille_c profil_lab_0 . ’
el Horizontal el profile2  60/19/25 e b haieprofile, 1 profileo3 é
§wface resolution Bottomﬂ(»star}) endipigr Topb(pﬂnerA) endmg Length
| Medium v | [Mconnect section profile corners ‘Perpendiqjarending VI ‘Perpendiularending V‘
Position and sizes [ Automatic refresh on page i oK [ Cancel

On the second tab, define the section profiles.

e The bottom profile is 30x30 mm rectangle. Enter the new width and heights values. Click on the refresh button to see the
changes.

e Add the top section profile, by clicking on the green cross icon (1), then enter its values (width: 50; height:50 mm) (2). Now
you have to define its position. This profile is on the top; therefore, move the slider to the value 100% to the right side (3).
Finally, click on the green tick to apply changes (4).

Loft x
¢ =]
]
clols P ool 82
@ 3
*‘ o | |Position on the path
= — o 100%
By mm
2/2 4 | Jﬂ‘ I 0mm
E x ‘ ! EB Entrance ifcassish Leg Leg Leg Leg '.} [wideh Torsion e
j - | 60/19/25 door ON ape |section p|section p section p section p 0\ 50/mm "’ Smoath Fit 0% v
‘H_Cj \gﬁi | — Height Sharp . Connection Offset
— d B} ke 56 mm v 0.00 =
Join to previous LX
Resize profile s
oin to ne: T
= +[Fe
Section profiles [“] Automatic refresh on page 0} oK. ‘ ‘ Goncel. |

- 27

When we thoroughly checked the leg, we saw that the basic shape is a truncated pyramid, which has two vertical sides
and two slanted sides. To get this shape, we have to modify the reference points of the profiles.

¢ Now the top profile is active as it is highlighted with red. So, if you click on the cogwheel, in the appearing “Edit profile”
window you can designate the new reference point. That should be the left bottom corner. Now click on “Ok” to accept
changes.
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Now in the “Loft” window, you can see that the centre point of the bottom profile is connected with the reference point of
the top profile. The section profile is pushed to the side, so we have to repeat the same at the bottom.

Let’s 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 also be the bottom left corner point.

Edit profile n

2 = £ Leg section profile 01 square

Mirror on X
Mirror on Y
Rotate
Uniform 3D scaling operation
Width: Height:
£ | 100 mm | | 100 mm

Select Profile Redraw

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

OK Cancel

Now the 3D shape of the leg has the desired shape; two sides are vertical, others are slant.

On the next tab, select the material. We use “Beech-tree” 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 the main category, and accessories for sub-category.
Components and other furniture parts are good to save under this section. If you like, you can enter the producer name
here too.
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Create new item in the library

Name of the new item in the library:

Esmeralda leg V‘

Category:
LIVING ROOM ~

Sub category:

‘ Accessories kv |
Producer:
[ cadine -]
o paremsters ool [4]=

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

Amboise Ceiling Ceiling consocle_| dad esmerald Gilmore Leg 01 Leg 02 Leg_gray Marseille OvalnyP L

_Jab01 Main Ru Molding  eg aleg  TVleg Lea02 oo e 01wt

Description ~ Restore default from:

£ [ Automatic refrash on page o oK Cancel

¢ Finally, place the leg on the floor plan.

8.1.2. Create the base for Esmeralda ottoman

The next session is about to create the seat of the ottoman.

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

Interior Drafting Dimension Documentation

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

oftfurnishing ~ Llighting  Electrical accessory =~ KBB [, Smart Objects Ivl Virtual

n Lighting [ smartobjectparts  |;

‘.é., Assembled object

¢ In the appearing dialogue set the horizontal orientation.
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Smart Object parts n

i) | S (el (Al ElE

Orientation Base profile width Width [IRound all edges Surface resolution
o] | [wom ] e —

Base profile height H]eD»gOhtm i Dlshow grid

[wom <]

Thicka Depth Front rounding

ickness ep
800 mm
Back rounding
Thickness orientation

e On the fourth tab, 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 B

*
&
&

Frontal Frontal Frontal Frontal Frontal Frontal Frontal Frontal Marseille_c  Marseille_c
profile 1 profile 2 profile 3 profile 4 profile 5 profile 6 profile 7 profile &  hair_profile  hair_profile lz|
o

i ] el e (Dl [5][=]®

]
(]

alap

Frontal profie [ Automaticrefreshion page [ ]| co |

o Now go back to the first tab, under position and sizes set the Base profile width to 600 mm, Base profile height to 450 mm
and Thickness to 100 mm (1).

e Set the surface resolution to high (2).

e Round all edges to 10 mm (3).
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Smart Object parts
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Orientation Base profile width
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Base profile height
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Thickness
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Position and sizes
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[] Automatic refresh on page
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On the fifth tab, you can select materials from the Library, now choose “Textil_linen 2.
Finally, on the last tab, save the base by clicking “Save as “ command. The category should be Living room, for sub-
category we recommend to use accessories for furniture components. Now enter the producer name, which could be the

model manufacturer.

e Now place it on the floor plan.

8.1.3. Create Esmeralda seat cushion

Let’s continue our work on the seat cushion.

e Go to Ribbon menu / Interior / Smart Objects and select “Smart Object Parts” command.

The seat cushion is similar to the base, therefore open the previously created base. Go to the last tab and select the
Esmeralda base from favourites then save it under a new name.

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

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

Smart Object parts n
& Nl
i .. 3 BE [el-18 [5le]
Orientation Base profile width Width Round all edges Surface resolution
» 600 600 mm i
= NC " -
Base profile height Height D show grid
Thickness Depth
Thickness orientation
| Center v
Position and sizes [] Automatic refresh on page ‘0 ‘ Cancel
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Let’s get familiar with decoration effects. Tools for effects are stored on two tabs next to material settings. One is adding
decoration to the top; the other is adding to the bottom alternatively if you have a vertical 3D shape to the front and the
back.

o Pillow effect is added to the cushion; which you can create in 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 is rising
from the top of the item. To apply changes, click on green tick (3). As you can see, the padding depth is adding to the

base height.
| Smart Object parts n
E e e (e - [ &)=
B Affected area
PR =
EE Tufted a;‘;ﬂ;‘:a Nailing| " ‘. Sewing
B 1
Padding depth 2
3 m
| Effects [“] Automatic refresh on page @ __Ca;l—_

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

8.1.4. How to assemble Esmeralda ottoman
As we have created all three components for the Esmeralda ottoman, now the next step is to put them together.
e Open “Assembled objects” command from the Smart Objects group.

Interior Drafting Dimension Documentation
A
W % m=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.
e The selected item appears. If the selected item is red in the dialogue window, that means the item has not been placed
there yet. Therefore, click on the green tick.
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Smart Object assembly
<[]
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0° ~ 0° ~ 0° ~ [ mirror !
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You can place an object by selecting one from the list and defining a placement height! [] Automatic refresh an page

If we choose another item now, this is highlighted in red which refers to its selected status.

Let’'s add legs to the bottom of the Esmeralda base.

Now click on the green cross icon. By default, the program puts the new item on top of the previously placed item. Now
select from the library Living room / Accessories / Esmeralda leg.

Smart Object assembly

Dok EIEE

W (4] Offset leftfight (red) i
N ) a- = & N
P @ Ofetfontbeckgeen) L
"ot Chairback  Chairleg  ( OS crsal IR g k’o@etdownm(ﬂm) B
=] st 7K LTI e
Turn up (red) Turn forward (green)  Tum right (blue) !

[0° V] [o° V] [oe | COnirror [IRelative 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 E Cancel

You can see that the program placed the new item in the middle of the base with the leg centre point. By clicking on the
desired surface, you can designate the side of the base where the leg should be placed.

Click on the bottom of the base.
You can also click on any corner points to place the leg. Now you can see that the leg is placed with its corner point. Click

on the green tick to create leg.
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Smart Object assembly =
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You can adjust the placement plane and reference paint of this object by dlicking the stickers on the 3d preview! A rebds e @ |I| Cancel

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

¢ You finished with placing legs. However, not all legs are positioned correctly. The leg is in a good position when its two
vertical sides are facing outside. We have to adjust 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. It
happened because we set rounded edges for the base. So, we have to push legs inside a bit. The colour coordinate
system helps us moving it. The red, blue, and green arrows define the coordinate system; these can be found in the
dialogue 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 a positive direction, on the green axis
in a negative direction.
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The next one should be adjusted on the green and red axis in a positive direction.

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

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

Smart Object assembly n
8| Dol (5] (=18
Offset left/right (red) T
m - —— - N e
* Offset front/back (green) e
sight
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Depth
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Now the Esmeralda ottoman is assembled. 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.

8.1.5. How to modify assembled object?

Let’s check the difference between the original and the newly created Esmeralda Ottoman. 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 that we could see through between them. For this, we have to modify the newly assembled

Interior - Intermediate course



8. Workshop: Upholstered furniture based on profiles 231

furniture. Whenever we create a new furniture with the “Smart object” tools, by double-clicking on the item again, the
“Smart Object Assembly” dialogue window opens up and here can modify any components. In this special case we will
adjust seat cushion.

Select the cushion in the Smart Object Assembly dialogue window, then click on the pencil icon. This way, you can go
back to the Smart Object Parts dialogue 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
decoration effect tab, there you can add padding depth to the bottom. The padding depth value is 50 mm. Click on the
green tick to apply changes. Now the pillow effect nicely appears.

Smart Object parts n

@ waE S ] P 5 B8 W

Affected area
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LIRS
wo— Tueg Tuftedand i (IS sewing

m = pleats

Padding depth
50 mm v

Effects [ Automatic refresh on page o |I| Cancel

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

Smart Object assembly
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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 O E Cancel

Now save the changes and close the dialogue window.

Whenever you want to use the newly created ottoman, simply find it in the Library under Living room / Armchair sub-
category.
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8.2. 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 handy for us later on. Using the parameters mentioned above, let’s start our
work. First, we have to investigate what makes this chair special and also analyse how the components are built-up, such
as the cushion seat, curved legs, curved back panel.

Start

Open the project which has already included the ready model and profiles before you start the work. Here you can find the
project:
...ARCHIineXP Draw\2020\Course_Intermediate\8_Upholstered_furniture\Marseille_chair.pro

8.2.1. 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:
...ARCHlineXP Draw\2020\Course_Intermediate\8_Upholstered_furniture\Photos
From Ribbon menu / Drafting / Raster image choose “Place” command.

Edit View Building Interior Drafting Dimension

F + C 20 Gp 2%

ot Point Ellipse Raster image Group 3D New profi

r -

D Place

The photo is not scaled, but suitable to get the profile of the back panel. To work with a scaled back panel first, we have to
calibrate it.

¢ Click on the chair and from the local menu choose “Calibrate” command. The height of the chair is 1170 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 a vertical line. In the pop-up dialogue window enter 1170mm the height of the chair.
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Floor plan - Default - Ground floor (0 mm) *

ARCHLine.XP 2018

Input the real world distance between the points

New value

Cancel

This is a perspective image and not suitable for getting more information about the chair. We aim to get the shape of the
back of the chair. This photo is scaled now; we have to draw its profile.

e Use Polyline command from Ribbon menu / Drafting.

[ = | 1 =+ [

FEHESO XU D) £ % == =1 A" 7= et view GBuiding  Interior | Drafting

[ Rectangle ™ _—

/ /\ 7 Offset O 6 % T + C/ . 2D, @ E% ¢
Line Paolyline . Clrcle Arc Hatch Tex‘t Polnt Elllpse Rasterlmage Group 3D Mew profile Create
- - :f_,Slene - - - .

Draw Create

o We are going to draw the half of the profile of the chair. First, select the “Half division point” from the snapping options and
define the half division point of the back panel. The option can be found on the toolbar at the bottom.

DD_"_ Distance from intersection

O3 Half division point
@ Center point

D/'z Reference direction in Z axis

30 3D Division point

o | .
a

First point of the line

division point. From here, you can start drawing the profile.

o A e S [Nearest point
Zlength ~ 034m
A Inciination  0°

Draw a line on the top; after placing its endpoint, the program automatically sets the starting point of the polyline in the half

e Firstdraw a line then an arc. You can draw an arc by using three points. The first is given, then select the endpoint, finally

a middle point which helps to define the arc.

e 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.
e For the next line, select “No smooth” command.
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e Continue with an arc.

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

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

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

% [Nearest point
7 Length 141m ‘
A Inclination 0%

Next, we have to draw the upper part of the back panel. 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. We have to define another profile to reach this pillow effect.

e Select the profile and create another copy of it.
e Tryto find the seat height and start to draw a straight line from there.
e Use Delete between point command from the top toolbar to remove unnecessary lines. The second profile is ready.

:r_f S R |== —I =1 A"F_ Edit View Building Interior Drafting Dimension

A b o] vy il Trim w { Chamfar 5 Alin

Delete between points bt

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).

= T

roperties

To complete the chair back profile, we need the front profile and the previously created top profile.
Also, the back of the chair is curved. Therefore, this is a vertical base profile, and we use for modelling.

e Draw an arc; the height is 1170 mm.
e The curve of the back panel leans a bit backwards. It 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.

¢ 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
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length of the chair is 500 mm and depth 580 mm, which includes the back of the chair. We assume the size of a rectangle
will be enough for the seat.

™ General rectangle N
Rectangle size setup X
» | Horizontal / Vertical
T
A | Width...
O O O v | (s00 o
Define rectangle X/Y size... | |
— @——O—O
Multiple lines... | ” o |
s Gl

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 choose how to round edges by using radius, diameter etc. If you click on the other
side, the selected method will be applied for rounding.

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

e Place a rectangle again and inside draw an arc from the half division point until the quarter-
point by using the arc command.
e Mirror the arc by using Mirror a copy command.

[Nearest peint
7 Tength  027m
& Inclination 2707

& Rotate

‘| Rotsteacopy
£ Rotate from .
[ Rotate a copy from ..

%4 Mirrer

T4 Mirror a 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 draw an 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 endpoints.
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S
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2 Close
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“H Movea copy
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¢k Rotatea copy
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Now we created all profiles for the Marseille chair. Delete these items and use Smart Object commands to create the chair
components.

8.2.2. Creating Marseille legs

When we have all profiles, we could continue working on modelling the furniture. First, we create the components such as
the leg, back and the seat.

Select from Ribbon menu / Interior / Sweep then Loft command. It 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 “Custom profile” option. Here you can select, 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.

== # 71 Al~  Profile Editor mode
S TS e — —
o) 4 £3 . =3 / x
Closed loop  Multiple profile Edit boundary |Select anitem [Belect from list Last defined outline Select connected lines | Finish  Cancel

Draw Editor

When the profile is selected, then the software automatically brings up the Loft dialogue window. We recommend to set
the high resolution and define the bottom and top ending to horizontal.
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Loft n
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The next step is to set the size of the top profile on the leg. It is a 50*50 mm rectangle. Set the parameters on the second

tab.
Set the size at 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 [ =]
N

Elole B [
E Position on the path .

E m Width Torsion

e fuggeleges  ifcassishap kagylol  kegylo_? |Z 10 mm ~| smooth Fir 0% %
'EH—DIj—‘ _diszprofil e H Height G | Connection Uﬂ%EtEI
S TN [ S e &
BT
LIRS Join to next

It is optional to add a third profile which is a 30*30 mm rectangle. Change its position on the path by moving the slider; the
shape of the leg will also change. We also recommend to set the “Smooth fit” to smooth.
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e We select the material on the third tab.

e Finally, save the leg on the last tab. Click on “Save as...” first enter the name, then category. The category the Dining
room; then we recommend to save the leg under Accessories sub-category. All furniture components should be saved
here. Enter the producer name, Wenga.

¢ Now place the chair on the floor plan.

8.2.3. Create the seat cushion

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

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

Smart Object parts n

= - Ela
Orientation Base profile width Width [[Jround all edges Surface resolution
] I
Side rounding
Base profile height Height [ show grid
Front rounding
Thickness Depth
Back rounding
Thickness orientation
Position and sizes [] Automatic refresh on page | [ol's | | Cancel |

e Set the frontal profile on the fourth profile. Click on the yellow star icon and from the floorplan select the seat profile.
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e On the first tab, set the parameters. The base profile width is 500 mm, the base profile height is 500 mm, and the
thickness is 100 mm. The resolution is high.

e Now round edges, sides and front will be 20 mm, and the back rounding will be 10 mm.
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Now Set the material on the 5" tab. Choose Cream_01.
On the following next two tab, you can add effects to the seat. On the first tab, you can set the top effects; on the second,

you can add effects to the bottom. Now we will add pillow effect to the top. The padding depth should be 50 mm. Click on
the green tick to apply changes.
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e Final step is to save the seat. On the last tab, click on “Save as... “command, first enter the name and the category. The
category should be the dining room, choose Accessories for sub-category.

It is crucial to save components before closing the dialogue window. If we close the dialogue 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 dialogue window, here you can save the item.

8.2.4. Create the back of Marseille chair

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

e Select Smart Object Parts.
e The back profile of the chair is a vertical item, so this setting is correct.

Smart Object parts ﬂ

fa e s A El L
Orientation Base profile width Width [Jround all edges Surface resolution
et O [mm o] owe
Side rounding
Base profile height Height [ Sheow grid
Front i
Thickness Depth rentrounding
100 mm
Back rounding
Thickness orientation

e On the fourth tab, define the frontal profile. Select it from the floorplan, by clicking on the yellow star icon. Here, we have to
use the “Closed Loop” command and click inside the profile.

Smart Object parts n

a = s Bl P (] (o]
M &

Custom I Frontal Frontal Frontal Frontal Frontal Frontal Frontal Frontal Marseille_c a
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On the first tab, we can set the parameters. Here we have to mention that so far, there was no need to use the second
and the third tab. Here we can customise the vertical and the horizontal base profiles.

In the 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

e e (el (A= olv|8 |&e
&
1.8 mm
Custom | o Mersellec Mamseilec Parischair . o0 Verical  Verical  Vemical  Vertica - 1170.6 rom
profile hair profile hair profile profile 05 P bace profile base profile base profile bas profile Pl
Vertical guide [ Automatic refresh on page I's} Cancel

It is important to note that the height of the back cannot be modified on the first tab. It L7l [&/&a & [od] LT

happens because the vertical base profile defines the height. ‘@‘ mmm Wm @@
Crientation Base profile width

Vertical w 600 mm ~

It works as above-mentioned in the same way on the horizontal base profile. In our

1170.6 mm

case, we do not have to modify it. So, the width will not be defined by the horizontal e
base profile. Here we leave unchanged the horizontal line as a base profile.
Now go back to the first tab, the vertical base profile defines the height, but we Thickness orientation
should set the length, which is 430 mm, and the depth is 40 mm. The resolution is Center b

high, and the rounding is 20 mm. In case of the back of the chair, the rounding value ;o and sizes
cannot be more than this value.
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e The next, we add pillow effect on the front. The padding depth should be 30 mm and affects the full area.
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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 icon to add further effect. Now select from the drop-down menu the “Custom area” option.
e e e P (2] =]
Affected area
p = p Full surface ~
-'f) ’@ 0 ) ¢ Full surface
Reduced area
lﬂﬁ Tufted T“;Z:fs"d Nailing Sewing @
Padding depth
30 mm v @
Effecs [ utomatc refresh on page =]
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The customized area can be given by using the yellow star icon. The program offers the chair back

profile. We have to fit it right on top of the smaller back seat profile. Then we have to use the Affected area
“Closed loop” command to click inside this profile. As you can see the second pillow effect is W
created on the upper part of the back chair.

Add further effect, like “Tufted” nailed shape. The padding shape and padding radius should be 50 ] 5’

mm. Click on the green tick to create the effects.

Smart Object parts =

| e (9 D olloj@l &)=
<[+ Affected area Offset left / right
> > S S e
13 . - . ) =l Offset front / back
= 50 mm ~
*|x Tufted —\lling  Pillow  Sewing
and plea
([ Spacing horizontal
Padding shape Padding radius Padding depth Direction Spacing vertical
Nailed v || [50mm v [somm v 0 ] | [250mm ~]
Effects [] Automatic refresh on page oK 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.

Smart Object parts u

o [ S [ [P gl wle  [8)&
«=> Affected area Offsetleft { right
- ’ & Custom area ~ 0 mm ~
2/2 - y 4 ¢
2 = = [ [ cfetfont/bad
% :
Tufted and Nail Bl 5
== pleats aing o ewing Spacing horizontal
v
Padding shape Padding radius Padding depth Direction Spacing vertical
Nailed w| [somm ~]  [somm v 0° <] | [250mm ~]
Effects

Mlaomtcrcrahosse [0 e

Finally set the material Cream_01.

The back chair is ready. You have to save it in the library. Use “Save as ... command, the category is the Dining room,
sub-category is accessories, producer is Wenga.

Now place the back chair next to other parts.
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8.2.5. Assemble Marseille chair

The last task is to assemble the Marseille chair components.

e Select Smart objects / Assembled objects command.

e 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.

e The component appears in red in the dialogue. It means that the back of the chair has not been placed yet. Click on the
green tick to do so.

Smart Object assembly

[t Bed
Offset leftfright (red)
A Al = ' @ L

ﬁ Offset front/back (areen)
Amboise_la Chairback  Chair leg Circular cristal Esmeralda Esmeralda Esmeralda 9 L 4 >

b 01 Seat Shape alap |3k pama Offset down/up (blug)
el old y 4 >
Turn up (red) Turn forward (green) Turn right (blue)
|n° v| ‘nﬂ v‘ |n= leMirmr

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

Hlnotmatcreiesonpore [0 Concel

e Add the subsequent parts: the legs. First, click on the green cross icon.
e Find the legs in the library.

e Itis placed on the top of the back. Click on the front, now it is active, and then click on the lower middle point.

Smart Object assembly

| Do
I ) - 7E| Offset leftjright (red)
e @\ e R

ﬁ Offset frant/back (green)

sofa_classic sofs_classic sofa_classic sofs_classic sofa classic Trapezoid ~ Wengs  Wenga 3 lz. L+ »

_pama _tamlal_1 _tamla2_1 _tamla3 _tamlad  SeatShape Cannesar Cannes bac Offset down/up (blue)
S ol y [ >
Turn up (red) Turn forward {green) Turn right (blue)

0° v\ |Un v| ‘U“ v“]Mmr [ Relative coordinates I:‘ @

You can adjust the placement plane and reference point of this ohject by dicking the stickers on the 3d preview! Automatic refresh on page I's} Cancel

e Click on the green tick to place the leg, and then move 200 mm along the red axis.
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Smart Object assembly u

@E [EURE-AE= M|~

&+ 7_,,. [H]|  offsetlefirioht (ec)
: |z ¢ >
212 H PR R N N 7| le
& (olima e )

sofa_classic sofa_classic sofa_classic sofa_classic sofa_classic Trapezoid ~ Wenga  Wenga 2 FAK >
&[3¢| pams  temisll  tama2.i  _tamla3  _tamled  SeotShape Cannesar Cannes bac offeet down/up (o)
\_J E © B H t: 4 _D mm i

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

0° - \ \ 0= ) \ | 0° v ||:|Mirrur [ARelative 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

The next element that we place is going to be the other leg, so leave the leg selected and click on the green plus icon.
Click on the front, now it is active.

Click on the green tick to place the leg.

Since the lower middle point was the reference point; you have to move this leg along the red axis with -200 mm due to
the symmetry. Also, you have to keep in mind that you have to turn it right with 180 degree.

Smart Object assembly [ x|

[Q]El o [w[& [&L

&3 (] Offsetleftjright (red)
- salAE >
313 L ‘ \ . ° P IL. ¥
ﬁ Uffset frontjback [green]
Rectangula Simple Simple Simple Simple  sofa_classic sofa_classic L 4 4
Seat 1 Vg
& (% | Seat Shap Curvy Recta Curvy Trape Rectangula Trapezoid C  _alap_1 _diszito Offset downjup (blue)
T [i= old y [ »
Turn up (red) Turn forward (green) Turn right (blue)
0° v | \ 0= v | | 180° v | [ Mirror 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 Fs Cancel

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

Select the seat cushion from the library.

Click on the green tick to place the seat, which appears now at the bottom as for positioning we selected the lower middle
point before.

We have to elevate the seat cushion to 350 mm because of the height of the legs. Therefore, you have to move it 350 mm
along the blue axis.
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Smart Object assembly

v Dl al o

<= =§ Offset leftfright (red)

‘ Width
v | G N = | W | W - 7] le [eiom 0

500 mm
* Offset front/back (green)
Paris_seat_ Rectangula

Height
Simple Simple Simple Simple  sofa_classic I! 11 52 J
Seat 1 p
o % 01 r Seat Shap

Curvy Recta Curvy Trape Rectangula Trapezoid C _alsp_1 s
urvy Recta Curvy Trape Rectangula Trapezoi _alap_ (Tt e el
= [ B} Depth
s o |
B57.4 mm

Frmpia) T TR

[o® ] [o® v [oe | mrror Relative coordinates Reposition object
*fou can adjust the placement plane and reference point of this object by dicking the stickers on the 3d preview! Automatic refresh on page I's} Cancel

e Move the seat cushion to the right position along the green axis.

|
|/ ===

e The last task is to place the legs in the right position. After selecting, move it -350 mm along the green axis. If you do not

know the exact value, you can move it by using the arrows.
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Smart Object assembly B

Pz Bl=lE A=

[# RILEd = BTG Width
w v H P @ k= 8.
) Offset front/back (green) .

Rectangul Simpl Simpl Simpl Simple  sofs_classic sofa_classi
EE rSEatnSEhua: ] Cur\:vr;:ch Cun:;"‘;v:pe Re(lir::geula Trap;r:zz:ic _:\:p‘?lslc _caii;ial?c k@u fop-flae} |E| S

(" ‘o Depth
BE b lom

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

s I i N e R T O
You can adjust the placament plane and reference point of this object by dicking the stickers on the 3d preview! [ |§H oc | cancl |

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

The chair is ready. The final task is to save it in the Library. Name the chair and save it to the Dining room category and
Chair subcategory. You can also give the name of the producer.

Now you can 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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