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This tutorial series is developed for ARCHLine.XP® users and will guide you through the software fundamentals,
basic tools and 3 preliminary level workshops.

It assumes that you have no previous knowledge concerning CAD design.

By reading through this tutorial, you will get a beginner's overview of the powerful interior design tools available
at your disposal.

This guide will give you the skills you need to make your business more successful using a professional interior
design software.

CadLine

What is ARCHLine.XP® INTERIOR?

ARCHLine.XP® Interior is a comprehensive CAD software for interior architecture. It contains all the capabilities that are
required to preé)are professional documentations of interior architecture.

ARCHLine.XP" Interior is a perfect tool for people, who intend to design sitting rooms, bathrooms, kitchens or the internal
spaces of new or renovated houses, including offices and commercial units.

Benefits

Easy design tools allow users to design quickly a complete floor plan and space model in minutes from scratch.
Easy-to-use features make ARCHLine.XP® the ideal software for novice interior designers.

Photo-realistic 3D Interiors.

ARCHLine.XP® makes designing your office, renovated house and business unit easy and fun to do, while providing you
with professional building plans.

Getting Started and Working in ARCHLine.XP® Interior

This tutorial is a guide that helgs you to be practiced through typical interior examples. To get the most out of this tutorial
it is best to run ARCHLine.XP"™ Interior and YouTube with the appropriate video, so that you can experiment with the
concepts that are mentioned in the tutorial.

In this tutorial we use the metric system of measurement.
In the brackets we provide you the imperial and US measurement systems as well.
Example: Width: 1m (3'-3 %4") Height: 2.1m (6'-10 %.")

ARCHLine.XP®
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Lesson 1. Reception Room

O % O oF o
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This workshop goes through the design of a typical reception room and provides you with the following principles and
basic skills in both 2D and 3D:

Fundamentals of CAD design: Interface and drawing tools.

Basic architectural design: Accurate drawing of walls, doors, windows, slab, ceiling.

Interior design: Cornicing, skirting boards, curtains, wall mounted pictures, lights, furniture.

Visuals: Finishes and materials from producers, shadows, photorealistic/rendered images.

Documentation: Dimensioning, floor plan and elevations.

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

Suitability: Beginners in computer design.

In this lesson we are going to create the project of the following reception room:

Open your browser with: http://www.youtube.com/watch?v=AaUxXAEi00Tw
Your screen should look as follows: Press the ARROW button in the bottom left corner to play the video and pause it any
time you need with pressing the same button again.

ARCHLine.XP®
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(- D youtube.com/watch?v=AaUxAEiDcT

You TUhe reception room archline Q :

Edit info Edit video Edit annotations Edit captions/subtities AudioSwap Analytics

Reception Room Design

cadlinenetwork o Subscribe 70 videos ~

- ARCH l:um/(/7 %/erio/r :

<ot tuare.

adesoay)

Room maker

Starting
e Start ARCHLine.XP® Interior, Your screen should look similar as follows:
e Click on New Project to start .

P ARCHIine XP 2012 Interior Pro - — -

"Fle Edt View Buiding F g Drafting Di Tools Plotlsyout 3D Add-on Windows Hep
QNS EDB0NIIXSEDFER :
R | %3 i Foor: Ground : Sleislioniskimns ol PP PP WP

Toolbox 2 %
| Start |~

G || P ARCHlineX”

‘N Import dwg »
¢ import image *
/ Line -~ =i
£ Triangle & New t 2
Buiding P rrecesinegroom
4 Properties
ng, Object »
3 Téng K
, PlaceLamp Exit
= Picture on wall
T 30 test
& Moulding »
‘g" Insert 20 group
M Scft fumishing
[] Electrical Accessory
"] Design center
= Matenal manager
Drafting |
4 Properties »
4+ Point
/7 Line
23 Chain of lines and arcs | s
# Offset -
[ < Polyline v [ l
N ~ s
| L7 N
l % 12145 516152 m | X ORTHO v OSNAP Bis U

Toolbox | Propert... | Project .

Save your project
o Before starting to design it is recommended to save your project with a real project name, as MyReceptionRoom.pro.
e Click on File menu — Save project as command and type your file name to save the project.

Tutorial
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-

P ARCHIlineXP 2012 Interior Pro - ChUsershzc

FiIE.Edit View Building Furnishing

1 Mew project s

(& Open project Ctrl+0 I|_

il sevsomiect—Cues -

:' |4 Save project as Ctrl+5Shift+5
———

——
Tk [ 3

Your screen should look as follows:

¥ ARCHline.XP 2012 Interior Pro - C:\Users\zoli\Documents\ARCHIineXP DRAW\Unnamed23.pro

File Edit View Building ishit Deaftic Qi Tonle  Plot L an ol Windeau kel
: o . o B S project ==
DNNEHS] & 5 Y 2
2 Iy | @] (@ Viewl Savein: Workshop - Reception Room - @F = E-
Toolbox T MName . Date modified Type Size
St =P PDF 1/25/2012 1045 AM  File folder
'] Pre-defined rooms Recent Places Render V12201 PM | File folder
FrE Bl Workshop_ReceptionRoam_2012_1 start.pro 1/8/2012633PM  ARCHXP Project .. 7921 KB
[ et f’“‘g ! [E]Workshop_ReceptionRoam_2012_2_wall_slab.pro 1/8/20127:52PM  ARCHXP Project F... 7,043 KB
[} Import image Desktop (Bl Workshop_ReceptionRoom_2012_3_roommaker.pro 1/8/20126:34 PM ARCHXP Project F... 8,220 KB
3 = E)Workshop_ReceptionRoom_2012 4_fumished.pro 1/8/2012636PM  ARCHXP ProjectF.. 10,508 KB
<= ENE ﬂ;j [(E]Workshop_ReceptionRoam_2012_5_ready.pro 1/29/20129:46 PM  ARCHXP Project F... 16,825 KB
Eio) Libraries
i Properties !
A Wall LW
Pl Computer
1= Window (".!’
T} Corner window
0 Column Network
5 Beam
51 5lab
] Ceiling
£/ Roof
B Stair
T Balustrade
f ] Room book
£ Extemal Louvre
Furnishing
i Properties
* D.b.Jm File name. MyReceptionRoom - [ se |
T Tiling
I PlaceLamp Save as type ARCHine XP 2012 Project [ pro) - [ Cancal |
Lo | L e =

1.1. Room design

) ) File Edit View Building Furn
e Click on _Toolbox, Sta_rt menu, Pre-defined rooms command R
e Choose in the upcoming dialog the room shape: Bay window - T
e Create your room with exact room internal measurements: 7 | *ofli( Fioor: Ground
Type these values and press redraw. Toolbox NS
A:6.4,B:4.3,C:09,D:05,E:1.2,F: 2.9. :
(A: 21, B: 14-1v,", C: 2-11 %", D: 1'-7 %", E: 3-11 4", F:9'-6 ¥4".

+| Roorm-MM

The values represent the internal wall lengths. ‘;;If’“l""t g 2
Wall properties: Thickness: 0.20m (0'-7 %4") Wall height: 2.70m (8'-10 ¥4"), i *
m Rotate with
C
B > Lo ] A ean
A A
[ 0.9m
E 1.2m
F 2.9m
Thickness 0.2m - Wall height: 2.7m -
= Rotate with
C
8 5 (o] A o1
A A ! v
Bay " C 2-111/2°
Rectangle . Diagonal T L
E 3-11 1/4°
F 9.6 14"
Thickness o-7 3/4" - Wall height; &'-10 1/47 -

e Press the Close button and place the room shape on the drawing area with mouse left click near to the origin.

ARCHLine.XP®



12 Lesson 1: Reception Room

Your screen should look as follows: If you see your design partly, click on the bottom right corner
order to open the navibar tool and after click on the icon marked as 2 to have the optimal view.

W ARCHIine.XP 2012 Interior Pro - CA\Users\zoli\Documents\ARCHIineXP DRAW\Unnamed23.pro

T | = | 52 |

icon marked as 1 in

File Edit View Building Furnishing Drafting Dimension Tools Plotlayout 30 Add-on  Windows Help
NNHG S B @ FIXGFE s 5 OR
‘| Ik | @/ (£ Floor: Ground Bl =R e e

i ‘ Search = |

Toolbox a
|| Start
'] Pre-defined rooms
Room Maker

M Import dwg
“}Import image

. Line

£ Triangle

Building

Furnishing

=il Properties

uf, Object

i Tiling

., PlaceLamp
'~ Picture on wall
| T 3D text

*

»
L]
3

& Moulding

Insert 20 group

W Soft fumishing

=] Electrical Accessory

Design center
Material manager

! Drafting

= Properties »

+ Point

/ Line

“23 Chain of lines and arcs

4 Offset

<, Polyline

N7

+

T

N

£

| Toolbox | Propert... | Project ... |

14908 513 | m X ORTHO | v OsNap

L |

. i Toolbox 2
1.2. Floor definition Start y
ﬂPl&deﬁm:dmon‘\s
1.2.1. Properties of floor e
"™ Import dwg 4
« Define floor properties: Toolbox- Building menu — Properties - Slab: Set | }mpertimage D
up these values in the dialog: '2#:: "
e Floor relative height (1): 0.0m (0"); Thickness (2) : -0.3m (-0-11 34"); =l |
-%Ploperties by = a
A7 Wall % \:”
) Curved wall oo
L Door % Window
[E1 Window m Curtain wall
H&Comlwindow m Slab
ﬂ Colurmn |E‘ Roof i
Slab parameters =
= Slab general properties - -
4w L omm -+ P [smpleune | &7 (Mparquet002 I
=
gl v E [(N] &7 ([ PANTONE S 418 |
& [8-Bottommest = =, [ PANTONE 5 418 |
l'ﬂﬂﬂhm -
No.  Mame Material Thidness Visible in 30 + om M
1 € Concrete? ( -0.3m Visible o =
", / o=
- =
~ 30 fined
L mr L3 F |Hnn.|tlng =
) @) (%] = (& 4 (masms -
_» Beam structure properties ==
| .» Beam visual properties e
Cost variable =] [ ilayered30rc. | [ oK | [ cancel |

Tutorial
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1.2.2.

o Define floor: Toolbox - Building menu — Slab - Slab by walls.

Create floor

e Select the walls with selection window with two clicks somewhere outside

the walls (1,2).
e Finally click in Enter (3) button to close the command. The program
creates now the floor and generates in 3D as well.

Toolbox
Start

a

| «

ﬂ Pre-defined rooms
Room Maker

E Import dwg
“}Import image

_/ Line

&= Triangle

3 Enter ] 1 -

RS

SN

L 7

Building

% Properties

A Wall

=) Curved wall
i Door
[E1Window

_‘j& Corner window
[] Column

5 Slab
5 ceiling
£/ Roof

2

H Slabbypolygon

&9 Slab by walls e

=

-

Your screen should look as follows: The slab is ready and you see it in the 3D view under the walls.

Note: Click with left mouse button into the 3D view and try to rotate it clicking on the NaviBar (1) — Rotate button

1.2.3. Ceiling definition

e Activate the 2D view with a left click inside the window.

Toolbox
Start

o Define ceiling: Toolbox - Building menu — Ceiling.
e Click on the wall vertex points one by one as below. Finally click in Enter button (11) to
close the ceiling contour.

Enter

]

11

iatich s, ] 4
¥ spacing s
Y spacing

4.38745°

ﬂ Pre-defined rooms

Room Maker

E Import dwg ]
E. Import image [J
_/ Line

£ Triangle

Building

% Properties [J
A Wall

=) Curved wall

i Door

B Window

) Corner window

ﬂ Column

Ceiling

£ Roof

ARCHLine.XP®



14 Lesson 1: Reception Room

1.3. Perspective views

It is recommended to save some perspective views now. These saved views makes easier later to overview your room
inside. Activate the 3D window and click on the Navibar Perspective view icon. Define and save 2 views in the upcoming
dialog.

View 1 7

< N\

Perspective view dialog

e Click on the floor plan icon (1) below. Then click on the camera point (2) and drag it near to the room bottom right corner.
Now click on the target point (3) and drag it near to the bay window left corner.

Perspective dialog @

f Saved views [E

e

Camera E]
Camera £ 1.4m }
Target £ 1.4m

2 5 Angle e Cancel

When you are ready click on the green plus sign and the view is saved. Repeat it once again with an eye point near to the
room bottom left corner and the destination point near to the bay window right corner. Save it again with green plus and
press Ok to close the dialog.

Tutorial
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Saved views @
Viewo =" =

Y EE

Camera E]

Camera Z 14m

Target Z 1.4m
Angle &0° f

SR WU

<

\Note: Use Page Up and Page Down buttons to swap among the saved views.

1.4. Room Maker

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

. TR T— Tmmw mm— W e —
Door

WL

%

|
FE SR ERSESICY cesesp 11 (5] [/ 9 [ &

[ [ Width Distance from left Orientation
| i [ 0.8m  w om @ Right
| ] ‘ 7/10

| L Height Distance from right Left

2.1m M Om (@ Outside

D . Gl d
Default O T Fullinez O
@ window 1 window 1 Sill height: Manual move Inside
0
4] [ | 3 m M ~ o

| Welcome to Room Maker! H

Other

e Start the command: Toolbox — Start menu — Room Maker as indicated with 1.
e Click inside the room on the floor plan as indicated with 2.
e The Room Maker dialog appears on your screen.

ARCHLine.XP®
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0 x

| «

& External Louvre

=

% Properties 4
mfp, Object »
T Tiling b
. Place Lamp 4

"Toolbox Propert... | Project | |

@ View 2 : Current perspective [Image]

Paint inzide & room bound
K233 m, Y2671 m

bd by single walls

to measure its area

1.4.1.

Room Maker — Interface overview

The Room Maker dialog appears on your screen.

Wall finder
Toolbar

Type finder
Texture finder
Favourites
Other types
Properties
Add new item
Zooming
Undo / redo
Floor plan

3D view

CoNooA~rLODE

1.4.2.
1. Walll finder:

N

Toolbar:

Type finder:
Texture finder:
Favourites:
Other types:
Properties:
Insert new:

ONoG AW

Tutorial

oo T — ——

— o — — —

12 3D view

Door +
window 1 5 Fullint2

10

Width
0.9m -

Distance from left
Height
21m -

Distance from right

Glassed +

window 1

il height: Manual move

aom -

| [«] [

Crientation
@ Right

Left
(@ Outside

11

Floor plan

‘ Welcome to Room Maker!

I

Close

Room Maker — Interface overview

The room will turn to the left / right and displayed frontal to the selected wall. You work on this
wall or some cases on floor or ceiling.
The container for interior design items. One of them is always active and Room Maker works with

the selected one.

It enables to see the last used types in the Favourites box.
It enables to see the last used textures in the Favourites box.
You see here the last used types or textures.

Here you can choose from the |
This values are used when you

ibrary of types or textures.
insert a new item or modify it.

You can insert a new item with a click on the Green Tick.



Lesson 1: Reception Room 17

9. Zooming: Zoom in or zoom out the 3D view. In order to get a close-up view of the selected item click in the
Close-up checkbox.

10. Undo / redo: Deletes the last change done reverting it to the older state. Redo reverts the effects of the undo.
You can undo and redo up to 16 actions

11. Floor plan: The floor plan that focuses on the selected item (highlighted)

12. 3D view: Three dimensional view facing to the selected wall / floor

1.4.3. Room Maker — Doors

First door

e Select the indicated wall with Wall finder: We place 2 doors on 6.4m (21") long wall.
Select Glassed doorl from the favourites and change properties: Width: 1m (3'-3 %4") Height: 2.1m (6'-10 %4")

FIELAIOTSENE 3= S 0 C e ause o 1[4 (9] (@)
r [ Wi Distance from left Orientation E B
: | @ om @Rt Ao )
1 | Ul ‘ g | Height Distance from right Left
Eulling 2 Glassed +  Glassed +Y  Glassed g S Outside
window 1 window 2§ doorl 5ill height: Manual move (@) Inside
4 [ i | » om M = =

Click on the Texture finder button

Select Bright_white from the favourites
Click on Green tick — it will place the door in
the wall centre point

FEHPERLIFEEEE cesep 11 [44] 2] ] @
o RHORET Width Distance from left Orientation

@ im - om @ Right

i 2/10
sk i Height Distance from right Left
atural_pin 2| 2im M O Outside

American- ight_whi _|
@ Cherry Q Sill height: Manual move @ Inside
= i} I
(B e ey rlwl - WP

Second door
Place now the second door on the same wall.

Press the Green Plus first to prepare the next door on the same wall.

The Glassed slid. in. 2 diff door is missing from the favourites so must find it with pressing the Other button.
You will see the Design Centre that contains all door types.

Click on the arrow button (1) and select the first line as “Search in all categories”

Type the door name partly in the search field (2) : Glassed slid

Press the Search button (3)

Click on the marked type in the search result list.

Press Ok to close the dialog. The selected door will be placed in the Door favourites list in Room Maker

'@@

| |
e l ‘ U L
E ) Gla.ssed+ Glassed + Glazzed

@ AL window 1 window 2 door 1

i [ »
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[ DC:Search results in: Doors (5)

- E@%mgg) 2 £

[Search in all categories] 4

Glassed Glassed Glassed
slid. in. 2 di Alid. out. 2 slidingin 1 sliding in. 2 sliding out

ClELAISIEE I

' 'r : I ] E E m
Eullint 2 Glassed +  Glassed + Glassed
window 1  window 2 door 1 f
1 [

il G

]
=
S

| Welcome to Room Maker!

e Width: 1.2m (3-11 ¥4")

B2

e Click on Green tick — it will place the door in the wall where it is possible.

SISEE

!
Width Distance from left =)
1zm o~ 445m -
aiz Height Distance from right O Left
x

E] Glassed +  Glassed +  Glassed | Glassed 2im v 0.75m - ©) Cutside

window1 window2  doorl |slid.in. 2di Sil height: e @ Inside

: E—— o -l ()

e Change left distance to 0.66m (2'-2")(1) and press Enter or Update icon (2).

BE-E B zEE = aeeesn ) (1] [0

width Orientatan

A=
Height Distance from right ) Left

@ Glassed +  Glassed +  Glassed | Glassed Zim -] {4%m - ©) Outside

windowl window2  doorl |slid.in.2di Sil heicht: Manuzl move © Inside

om -

[ E—m— (s ) 2(i

1.4.4. Bay windows

First window

e Place 4 windows in the bay. Press on the Toolbar the window icon (1). Select the indicated wall with Wall finder (2): We
place one window on this 1.2m (3-11 %4") long wall.

Tutorial
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Choose Default type from the favourites (3) and change properties: Width: 1m (3'-3 ¥4"), Height: 1.5m (4'-11"), Sill height
0.9m (2'-11 ¥"), (marked as 4,5,6,) Texture: Bright_white (7);

Ty

'S

i) AmSISEIFEEEEET cesesn 1422 [0 (@

Distance from left

T— 3
= & D
om
m Distance from right
‘D 0m
Curtain wall UL Equal div. 2
7 @ leaf 2x2 et Manual move
] [ 4 @ - -

<3}

Other

N

b e ee——

Second and third windows

Place 2 windows on the next wall. Repeat the instructions above.
When you placed the first window you have to change its “Distance from left” value to 0.3m (1")(1) and press Enter or

Update icon (2).

oAM= @ coees [ (]
m [ 1’ eH
e m E 5 | Heght Distance fram right e
@ Curtain wall ‘D“’i‘“d Equal div. 2| Default & " - remo-
1) eaf 2x2 [5 | stheight: Manual move
- E—— v~ (] )

Place the third window on the same wall.

Press the + (Green Plus) first to prepare the next window.

Click on Green tick — it will place the window on the wall where it is possible.

Change its “Distance from right” value to 0.3m (1)(1) and press Enter or Update icon (2).

ARCHLine.XP®
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FEEoEddaEzEa @ ceen [ 2][2) (8]
mm Width Distance from left
o | e e o g p—
#x . Divided & m -
urtain wall Equal div. 2 Default
lesf 252 il height: Manual move 2
‘ E—T— pan - [a] o]

\Note: Place now the missing 4" bay window on next wall repeating the technique described above.

1.4.5. Curtains

e Place the 4 curtains in front of the windows in the bay.

e Press on the Toolbar the curtain icon (1). Click on the left bay window (2). The curtain will be placed on this window.

e Select the second curtain type from the favourites (3) and change properties: Pleats: high (90%), Retraction in the middle:
high (90%), With pelmet, Bottom height: 0.0m (0")(4,5,6,7)

e Click on the Texture (8) and select “Curtain 02”

e Click on Green tick (9) — it will place the curtain in front of the window.

e Click on Close-up (10) checkbox to see the curtain in optimal view.

e :

4 S
NEGIERLESECCRS cosesn 7 [44][ 2] 2]
Wrinkles 4 T:Zh:ght B

LR et

" Curtain Curtain Curtain Curtain 6
s ) E—— L=y — 9@

i

More curtains

e Select the next wall in the bay with Wall finder and place the curtains on two windows.
e There are two ways to select the second window: (1) click on the window or (2) click on the blue left or right arrow on the
dialog left side to select the consecutive window.

Note: Place now the missing 4™ curtain on the right side of the bay.

Tutorial
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1.4.6.

| Welcome to Room Maker!

FEL SIS SIS cosewo 7 (44 2] (9] [
‘ ' Wrinkles ‘ T;p4h':ight
D ERAE — o
Retraction in the middle Bottor el
Curtain Curtain Curtain Curtain D ————{i- ﬂ om =
@ Pelmet 2
] E—— > N
| Cose

Light Switches & Sockets

Place light switch and socket between the two doors on the 6.4m (21') long wall.

Press on the Toolbar the Electrical Accessory icon (1).
Select the 6.4m (21°) long wall with Wall finder (2)
Select the Plateswitch_2Gang type from the favourites (3) and change properties: Distance from floor: 1.2m (3-11 ¥4")

Distance from left: 2.5m (8'-2 %2")(4,5)

Click on Green tick (6) — it will place the switch on the wall. (See image below)
Press the + (Green Plus) to prepare the next socket.
Select the Switchsocket_2Gang type from the favourites and change properties: Distance from floor: 0.3m (1), Distance

from left: 2.5m (8'-2 12").

Click on Green tick (6) — it will place the socket on the wall.

Close-up @@

FELIE S EIEESEEE

(8 & &Y
g

Your screen should look as follows:

Other

Distance from floor

farouping

Distance from left 2
‘ - o

Distance from right

1 - 3.9m

Manual move

E3EY

-

5
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I Welcome to Room Maker! H

1.4.7. Profiles

Cornice
Place cornice that goes around the room.

Press on the Toolbar the Profiles icon (1).

Select the px-001 profile from the favourites (2) and change properties: width: 0.11m (0'-4 %"); height: 0.165m (0'-6 ¥2"),
Distance from the floor: 2.7m (8'-10 ¥4" )(3,4,5)

e Click on the Texture (6) and select “Bright_white”
e Click on Green tick (7) — it will place the cornice around the room.

-.-@----. e ciosen 11 [44) (2|
Height £}

e e e
N <z T

Skirting Board
Place skirting board that goes around the room except the door.

Click on the Skirting Board icon on the left (1)

Select the skirting board_001 profile from the favourites (2) and change properties: width: 0.02m (34"); height: 0.15m (6"),
Distance from the floor: Om (0") (3,4,5)

e Click on the Texture (6) and select “Pine-natural”

Tutorial
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e Click on Green tick (7) — it will place the skirting board around the room.
FE SIS ECSE cesen 1 [ J34][]|

o B[] ~ = ¢ |

- |:| B |b Height 4

skirting_bo | fkirting_bo  skirting_bo I
o

ard_001 ard_002 ard_003 Distance from floor

@G&>5 7 (¢

4| [ |

I 0
I &

1.4.8. Ceiling lights

Place lights on ceiling.

Press on the Toolbar the Ceiling lights icon (1).

The Hidden_Halide_001 (3) is missing from the favourites so must find it with pressing the Other button (2).

Click on Green tick (4) — it will place the light on the ceiling. (See image left)

Press the + (Green Plus) to prepare the next light: X position: -1m (-3'-3"), Y position: Om (0"),

Click on Green tick (4) — it will place the light on the ceiling.

Repeat it once again: Press the + (Green Plus) to prepare the next light: X position: +1m (3'-3"), Y position: Om, (0"),
Click on Green tick (4) — it will place the light on the ceiling. (See image right)

Closen [

i

;

FlELAmE® L) e 21 42 2] )

| 1 = Kop:x"s Manual move X—T; - ME"“VE
& . 5 . Y ‘@ 2/ ¥ pos
> ' ~—1 ¥pos 4 » e -
om -
LUy gLoicy N\ ¢>| Distance from floar hd D;:;:E o feoy
. S 2.7m 4 eem

1.4.9. Wall lights

e Place lights on the wall. Press on the Toolbar the Wall lights icon (1).

e Select the left side wall with Wall finder (2).

e Choose "Wall Lamp 1” (3) from the favourites and change properties: Distance from left: 1m (3'-3"),
Distance from floor:1.4m (4'-7")(4,5).

e Click on Green tick (6) — it will place the light on the wall (See image left)

e Pressthe + (Green Plus) to prepare the next light: Distance from right: 1m (3'-3"),

e Click on Green tick (6) — it will place the next light on the wall. (See image right)
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1.4.10. Picture on the wall

e Place a picture on the wall. Press on the Toolbar the Picture on Wall icon (1).
e Choose ” Gogh - Irises” (3) from the favourites and change properties: Distance from floor: 1.4m (4'-7")(5).
e Click on Green tick (6) — it will place the pictureon the wall. (See image right)

1.4.11. Floor material

Close-up [[]

(@ramey 3 width Distance from left
4 0.92m v 2.15m v

Heght  Ditance fromright
m’ng widi 0718m v [215m |

[V]Keep aspect ratio

@Disiancefrum&mr Manudmoe
 WGEDs @ P2EedE @ cosewn 1 445

e There is a wide choice of material for floor covering . Press on the Toolbar the Floor Material icon (1).
o Choose ” Parquet — S002” (2) from the favourites (See image left). It will apply the selected material on the floor.

omesw 11 [44] 2] 18] &

coseso 1 4] [42) (] (@]

o
10 o 00 - 1/10
Parquet-  Parquet- | Whitetile  Parauet-
pine052  polisander0 polisander0 002 @
[ [ |»

1.4.12. Ceiling material

e The command is very similar to floor material . Press on the Toolbar the Ceiling Material icon (1).
e Choose ” Bright_white” (2) from the favourites (See image left). It will apply the selected material on the ceiling(See image
right).

Tutorial
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1.4.13. Wall material

e The command is very similar to floor material . Press on the Toolbar the Wall Material icon (1).

e Select a wallpaper that is missing from favourites. First activate the “All walls” checkbox (2) as condition to change the
wallpaper on each wall in one step.

Click on the Other button (3). You will see the Design Centre with all textures.

Click on the arrow button (4) and select the first line as “Search in all categories”

Type the name partly in the search field (6,7) : Stucco

Press the Search button (8). The search term “Stucco" returns all names beginning with “Stucco".

Click on the marked item (9) in the search result list.

Press Ok (10) to close the dialog. The selected texture will be placed in the favourites list in Room Maker and will be
applied to all walls right away.

= SSe l \
s=E= ce .JL@ o

Stucco-
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Change Texture on one wall

o Switch off the All wall checkbox (1) and click on “Obbivka_wallpaper” (2). It will be applied only on the selected wall.
e Your screen should look as follows:
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Close-up [ . E] o

1.4.14. Change Curtain fabric*

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

Press on the Toolbar the Soft Furnishing icon (1) and
click on a curtain (2). Click on the Texture button (3).
Click on the Internet button (4). Your browser opens
the ARCHLine.XP® Useful links website.
www.archlinexp.com/useful_links

[

3/10

PANTONE PANTCNE PANTONE PANTONE- PANTONE-
$55-4 S6-9 §$82-2 $3-9-F1 §325-3

Hazelnu
pastel

Coffee_crea
m

| Obbivka W /PANTONE

‘ / 2548-1

Go to Curtain Up website to select a Sanderson
fabric. Choose Mereville DMERME303. Click on the
image, it will be enlarged. Now right click on the big
image, and choose Copy image command.

Textil-
linen2

Textil-
linenl

Search by keyword |

HOME | ABOUT US | CONTACT US | CURTAIN LININGS | MADE TO MEASURE

Tutorial

Wallpaper
< i Sanderson Fabrics

o Testimonials

o Made To Measure Curtains

o Hints & Tips
Morris & Co Fabrics &

£73.50 per metre (ex vat)
More information

£73.50 per metre (ex vat)
More information

5

b -
£73.50 per metre (ex vat)
More information

o Sanderson Wallpapers

Mereville DHERME304

Nl &

Mereville DMERME305 Rivau DMERRI301

o Harlequin Fabrics



Lesson 1: Reception Room 27

Bespoke cur

¥ sHoppING cART

HOME | ABOUT US | CONTACT US | CURTAIN LININGS | MADE TO MEASURE CURTAINS | MEASURING GUIDE | FAQs

o Testimonials
© Made To Measure Curtains

© Hints &Tips

Morris & Co Fabrics &
Wallpaper

@ sanderson Fabrics

° Sanderson Wallpapers
© Harlequin Fabrics

© Harlequin Wallpapers
© 0sborne & Little Fabrics

© Otome s Litie
Wallpapers

© Monkwell Fabric ) —

© crowson

Mereville DMERME303

Copy Image Location

Save Image As...

Send Image...
Set As Desktop Background...

View Image Info

Inspect Element (Q)

"Mereville” is based upon a

mbroidery TestgrrTrOTT™ O™

Return to Room Maker and select New material icon (5).

Press the Paste button (1). The image will be copied into the dialog.
Type the name or copy and paste from the website into the name field (2).
Select the curtain category to qualify the texture quality (3).

Move the Opagque slider (4) to the left because this fabric is not transparent. Click on Ok to close the dialog. The new
fabric is added to the favourites list in the Room Maker.

Vaterial properties

e e———
Merevile DMERME303 ) 2

Feplacement color:

@rtaiD ﬁ3

Dark Bright

{t
paque 4 Transparent
1]

Show detailed settings

The curtain takes the new fabric. Please repeat it for the remaining 3 curtains.

Your screen should look as follows:

Soft furnishing

DrEEEE @@

Close-up [¥] [E]\i'“1

B
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Textil- Textile_blu | Mereville
@ linen2 yellow e DMERME3
4 i »
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peim 2

Hel> 0]

Wrinkles Top height

—{} an  24m  ~

9/10
Bottom height
Oom v

et

With pelmet Z

N

| Welcome to Room Maker!

Close the Room Maker: Press on Close button.
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1.5. Curtain editing

e Zoom in the floor plan focusing on the curtains and click on the left curtain (1).
The curtain is highlighted now. Click on the blue dot marker on the left side (2). Select the Change length command from
the upcoming menu (3).

e Extend the curtain till the wall corner on the left(4). Repeat the command with the next blue dot marker on the right side
and extend it till the middle point between the two curtains.
Repeat the procedures to the remaining 3 curtains. You will get a continuous curtain line in the bay window.
Your screen should look as follows:

. Change length 3
Move endpoint

e

Move

o

Move a copy

Rotate

& &

Rotate a copy

1.6. Lights editing

e Zoom in the floor plan focusing on the lights and select all with two clicks that forms an enclosing box around the lights
1,2).

e The lights are highlighted now. Click on the middle anchor marker (3). Select the Move a copy command from the
upcoming menu (4).

1

3077 m

09632 m 0 D

Move

Move from ...

Move a copy :j:"

Move a copy from ...

2

Oppasite comer of the windaw

2 Length 3224 m
A Inclination 342 B17611°
X ¥ spacing 3077 m
Y Y spacing 09632 m

e Move the cursor vertical down. You will see the green vertical dotted line as direction line.
e Type 1m (3'-3 ¥4") on the keyboard (5) and press ENTER. The three lights will be duplicated with 1m (3'-3 ¥4") distance.
e Repeat the procedure once again in vertical up direction. You will get 9 lights in a matrix form.
e Your screen should look as follows:
8 8
(o] (o] o

@] ® o}

' o] o) o]

poink absstelacemeant

| Length 0.6997 m
| & Inclination 270
I| ¥ = spacing 0

v spacing  0.6997 m 2 < =

Tutorial
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1.7. Furniture

e Press ESCAPE now and click inside the floor plan. This way you activate that window.

Click on DC: Object... Button (1) . Choose the chair icon on the top (2). It represents the object library. Click on the
categories arrow (3) and select the Workshop Reception Room 2012 category (4) .

You will place the appropriate furniture to the floor plan from here using the drag and drop method.

The basic sequence of drag-and-drop is:

Move the mouse to the furniture.

Press, and hold down, the left button on the mouse , to "grab" the furniture,

"Drag" the furniture to the desired location,

"Drop" the furniture by releasing the left button.

Choose Sofa classic01 and place it on the floor plan using drag and drop method.

X 8O =ErmrT—

e <

E~QE‘.[&~.andam] 3 @ - s

Roof_Ties ala ﬁ Iu

P chimeneal Coffee_tabl
1 e

Flower_in_a konzol

_vase 0211 asztal baro /\--..__._ Q
= S O :

RO2_Sofa 0 Sofa

w1
7
@

1 classic0l °
table_classi (o)

| Toolax | propeny... Project £ D0t ])
Ry [ x oRtmo

Editing furniture

o Place the sofa near to the left wall of the room. In the next step we will rotate it by 90 degrees.

e Click on the sofa (1). The sofa is highlighted now. Click on the right rotation marker (2). Select the “Rotate 90 ccw’
command (3) from the upcoming menu.

e The sofa will be rotated and will be parallel to the left wall.

J* Rotate 90 cw

Rotate

* Rotate from ...

In the next step we will move it near to the wall corner.
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the upcoming menu.

Your screen should look as follows:

1.8. Shadows
e Open View menu and select the View properties / Sun position
command.
e Select the following setting in the dialog : Location — UK-Bristol (1),
Date: March, 16 (2,3), Time: 13, 10 minutes (4,5) North: 266 degree
(6). Press Ok.
Sun settings =
Location 1
-
Latitude
51 ° 27 North
Longitude
2 & 35 West
[ add | [ eete |
Date Static time
Month 2 Da 3 4 5 Azimuth: 162.79 6
= = A g O
( o J [ concel ]

Open Navibar (1) and click on Shadow icon (2)

e Your screen should look as follows:

e | 1

Tutorial

Click on the sofa. The sofa is highlighted now. Click on the top left blue dot marker (1). Select the Move command from

Repeat the procedure to place the following items: armchair_02, carpet_03, sofa 01, table — baroque, table classic 1 ...

File Edit | View I i Furnishil Drafting  Di Tools P
i) {8 Redraw R X W 2| S B AL (S
Lk a(g“z Refresh 30 L. | 30 | [F3D |'® s
Toolbox 20->30 '

Start Opening and wall scale
ﬂ Pre-defin Floars and building L4
RWDM Section L4
"™ Import df
=} Import ir Show 2D 4
/Line ) Wireframe
£uTriangle | () Hidden line
Bullding | & shaded
:)“;:.:‘g {7 Textured
Dimension | 9 X-ray
Documental Shadow
Indoor Virty Rendering +
% ];;P:: II1| View properties 4 Define view
deup Pe Walk and fly b | #  Perspective view

./ Refine Perspective Define view by two points
‘fPrujndtnlumfmm photo IH% Sun position
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1.9. Documentation

1.9.1. Dimension

e Open in the Toolbox the Dimension menu and choose Walls command (1).
e Select the following settings in the dialog as indicated (2,3). Press Ok.

Toolbox ax [
Start

Building

Furnishing Wall dimension =
Drafting

Dimension ;

3 Properties S Dimension possitiltes:

i Wl endpoints and connections

;grggc_mmnsm—____‘ Disor / window frame and wall endpcints )

g Walls »y 1 Doar / windaw axes and wal er\diomts

'ﬁ alons Sills

£ Length 2

o o

Li7 Distance ( 3

52 Doorwindow » S | [ Dele |

= Elevation on section Commands lo xacute

all endpoints and connections
Diaar / vindow frame and wal endpaints
wial endpoints

Do |

Indoor Virtual Staging |

] Mulidayer wall shucture 7] Pfer to middle af wals

Openings dimersions [ Measure of active [displayed] layer

Altention! Dpening width may be the
brut, net or brut reduced by the frame:
value

N
I

e Zoom in the floor plan focusing on the room and select all items with two clicks that forms an enclosing box around all
1,2).
e Press ENTER and click a little bit outside of the room ().
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8318.172 mm

S

6963249

Ty —
e

N
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i 2 F 2

S R S SRR RGN
B N N N N R N N N N N O NN

O
o«

Opposite

e Your screen should look as follows:
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1.9.2. Wall section

e Open in the Toolbox the Documentation menu and choose Section command (1).
o Define the section line on the floor plan (2,3) and the direction (4) with another click.

Toolbox 1=
Start
Building

Enter

Furnishing
Drafting

Dimension

¥ Properties »
% Quick dimension

5 Walls

7 Aligned

ilength

L1 Distance

3 Doorfwindow »
I~ Elevation on section

Documentation

118l Wall elevation view

AL Section 1

= Print

|4 Prepare plot layout

it Copy with rectangle/polygon

Snapshot IEI

Image resolution

() Same as window size

(@) Custom size 2048 hd

Saved format [.jpg ,]

Paste »
= Edit after paste

. 23
S8TD
3 (Co )i e= )

Indoor Virtual Staging |

e Press Ok in the Snapshot dialog.
e The wall view will replace your 3D view. Your screen should look as follows:

=
11 l
- f
e
Laatd -
- - S 3
2 - .'. : [ )
- A
Lol 3 2
_—- L]

1.10. Rendering

e Click on the View selector (1) and Select
the View 1. The 3D view will replace the
wall view.

e Open Navibar (1) and click on Rendering
(2) icon.

e For the first time do not change the default
settings in the Rendering dialog.

e Press on the Final rendering button. It takes
a few time while the software generates the
photorealistic image.
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N ‘ s II A3 | 2330 ! il Photorealistic Rendering . - - . T E R
A Image size
Standard size 800x600 (0.5 MPixel)
Width 800 px
Height 600 px
Resolution 72 pixelsfinch
Printing Width 282.2222 mm
Printing Height 211,6667 mm
Epix output &}
A Quality
Ray Tradng Low
Global Hlumination Interior
Radiosity Disabled
Visible model size 8000 mm (Small)
Antialiasing
Grayscale rendering 1
Shadow type Soft shadows
A Light effects
Realistic Sun User defined - Azimuth: 68.79 Zenith: 37.69
Sky Day - Heavy Cloudy
Ambient light 350 Ix (Daylight)
3
e T—
( S FinalRendering _J
[ Create Preview ] [ Open renderlist ] [ Close

Your screen should look as follows:
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2. Lesson 2: Foundation

2.1. Introduction

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

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

We recommend this tutorial for everyone:

g

who took part on one of the trainings of ARCHLine.XP® and who is curious to know how to use the software in the future
who is about to take part on advanced trainings,
who would like to see a completely general layout editing tools need to know how

)
*

o,
> o

2

¢

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

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

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

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

2.1.1. Welcome Dialog

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

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

' ARCHlineX”
L. .
Recent projects Web collection News and updates
Workshop ReceptionRoom_2012 5 ready i
|| New prOJECt D:\ARCHLineXP_Draw\2012\Workshop - Reception
Roo _2012_5_ready.pro
Pre-defined room Created: 2012
Last modified: 2
Open project Size: 18 MB
Search
Exit
Workshop_ReceptionRoom_2012 5 ready
JARCHLineXP_Draw\2012\Workshop - Reception
Room\Workshop_ReceptionRoom_2012_5_ready_02.pro (
Created: 2012.12.18. 12:02 iE
Last modified: 2012.12.18. 12:02 | 3
Size: 18 MB
Tiberio_Centi_Kitchen_05-
. BEFEJEZETT.pro
D:\ARCHLineXP_Draw\2012\Workshop -
Konyha\Tiberio_Centi_Kitchen_05-BEFEJEZETT.pro
(RS EEp — N Created: 2012.12.12. 16:14
Dravess Last modified: 2012.01.13. 13:44 -
=\ . = ,/ > / SIEBRTS10 - Reteste 2 v120314 Build 422

The Welcome Dialog
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Start a new project

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

2.1.2. Interface

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

8] ARCHIine.XP 2012 Standard - DAARCHLineXP_Draw\Unnamedl. pro =N =R
File Edit View Building Furnishing Drafting Dimension Tools Plotlayout 3D  Add-on  Windows Help

N NEHS | SR @ FIXEE S TR P D % a0 B BEEf e

k| #g|| (&3 Floor: Ground ol R 230 |0 @] 2 e [E=] B Layer0 B
Toolbox

;2“ | €2 Floor plan - -Default - Ground {0 m)* EI@
'] Pre-defined rooms

Room Maker

E Irmport dwg 3
E Import image »
" Line

£ Triangle

Mood board

Furnishing

Drafting

Dimension

Doai

Indoor Virtual Staging

1

: N .
s

Tool... | DC:O... | Prop... | Proje... | EI |

: | 1 | 28 Dacember [ 0845 | |[or | ]| | L

w2376 w4401 | m | ¥ ORTHO | W OSMNAP | | Fa || |A

ARCHLine.XP? interface

The ARCHLine.XP® interface has the following different main parts: Menu bar, Toolbars, Toolbox and Drawing area.

_# ARCHIine XP 2012 Standard - D:\ARCHLineXP_Draw\Unnamed1.pro =3 EC]
IFiIe Edit View Building Fumishing Drafting Dimension Tools Plotlayout 3D Add-on Windows Helpl

NNEHI | SdBwe| FIXESOAR (> RS hD HISBEER LG

Ik | @3 [ Floor: Ground [~] en| R 30 (30 | 27 o B i W _Layer0 Fless @
Toolbo 2 x
Sot:rt X I [ e Floor plan - -Default - Ground (0 m) * =
I
Menu bar
i ARCHIine.XP 2012 Standard - DAARCHLineXP_Draw\Unnamedl.pro =3 EC]

File Edit View Building Furnishing Drafting Dimension Tools Plotlayout 3D Add-on Windows Help
DINHI| & Bd 9| FIXESFOR >mo Rl ao  HISEEER L L SF

R Og‘ & Floor: Ground ]z‘ x| R ||| »3D | [H3D B ey @l Pl Layer0 ‘z‘ AR
Toolbo: )
Sot:rt % XI €2 Floor plan - -Default - Ground (0 m) * E}
r
Toolbars
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Toolbox x
Start

[ | Pre-defined rooms

Room Maker

Elmport dwg J
@Import image b
. Line

<> Triangle

Mood board

Building

Furnishing

Drafting

Dimension
Documentation
Indoor Virtual Staging

Tool... | DC:O... | Prop... | Prﬂ-je...|

The Toolbox

For your convenience we suggest you to work with the default layout of ARCHLine.XP. In this layout you will see the
following tabs on the bottom of the Toolbox: Toolbox, Property Grid, Project Navigator, and DC: Objects.

If you see any interface other than the default layout, please use the “Menu bar / Windows / Default position of toolbars”

command.

ARCHIine XP 2012 Standard - DAARCHLineXP_Draw\Unnamedl.pre
& p

File Edit View Building Furnishing Drafting Dimension Teols Plotlayout 30  Add-on  Windows Help

NN sl o FIXEE 5 OAR (om0 L 88l Lo s

Ik | #|| (&5 Floor: Ground ERENr RN e AR PN TS

Ll &

Toolbox 7

- - *
=T ‘ €2 Floor plan - -Default - Ground (0 m)

ﬂ Pre-defined rooms
Room Maker

i Import dwg
“}Import image

/ Line

&= Triangle

Mood board

Furnishing
Drafting

Dimension
Doc
Indoor Virtual Staging

Toal... | DC:O... | Prop... | Proje... |

EE

i e

| b—28-p = BT

OFF.

% -2.376 o -4.401 | m | xORTHO ||| woOsnap | B & ||

Work area
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During your work with ARCHLine.XP® you will mainly use the Toolbox and the Work area.

The Toolbox on the left side contains frequently used tools grouped into categories like Start, Mood Board, Building and
Furnishing etc.

You might find some differences in the Toolbox groups of different versions of the software, but for each of them it is true,
that separately you can open and close them, to see only the tools currently necessary.

The Toolbox

+«+ Open the Start category.
« There is no Start category in the architectural version, please use the Drafting category instead.

Toolbox oo
Start

' ] Pre-defined rooms

Room Maker

"oy Import dwg b
~“}Import image 3
" Line

£ Triangle

Mood board

Building

Furnishing
Drafting
Dimension
Documentation

Indoor Virtual Staging
The Start category in the Toolbox

2.2. Basic Drafting tools
2.2.1. Drawing in ARCHLine.XP: *Click & Release*

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

The use of the mouse — * Click & Release *

In the following we will create two drawing elements using the Line tool (Toolbox / Drafting / Line).

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

»Click: pushing down and releasing the left mouse button immediately”
First, to learn the process of drawing we will create a few simple lines.

Drafting lines:

< Click on the Line tool in the Toolbox / Start category (in the architectural version: Toolbox / Drafting)

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

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

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

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

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

o

®
Q

*

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

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

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

€2 Floor plan - -Default - Ground (0 m) * EI@
Enter ]
|
Select end pairt or enter a value

A Length 0.9107 m

& Inclination  342.255328°

T ¥ ¥ spacing 08673 m
N ¥ Y epacing 02775 m | ﬁli

The drawing contains 2 lines, and now it is possible to create a 3™ one

Exit the tool you are currently using
e Press the ESC on the keyboard. This will end the command.

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

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

2.2.2. Undo and Redo

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

-

& ARCHline.XP 2012 Standard - D:\ARCHLineXP_Draw\Unnamedl.pro
File Edit View Building Furnishing Drafting Dimension Tools Plotlayout 3D
N NEHIS | S BWF | FIXFA:OR o MhD H

/ |k | ®2 (& Floor: Ground =] lenl| i |l »30. | 30, | @) 20| o) (B~

Toolbox R x
Start |
The Undo command on the toolbar

@ Floor plan - -Default - Ground (0 m) *
I

ARCHLine.XP®



42

Lesson 2: Foundation

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

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

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

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

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

Fe L L0 B 4
] RN

The Redo command next to the Undo on the toolbar

2.2.3. Zoom in, Zoom out and Zoom all

You can zoom the drawing by using the controllers of the Navibar in the bottom right corner of the drawing window. Click
on the plus sign to zoom in, or use the minus sign to zoom out the drawing on the screen.

A+
o Lo
a

]| »

The Navibar

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

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

Zoom in / out using the mouse wheel

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

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

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

You can also activate this command, if you:

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

Optimal Zoom

Keep the mouse over the 2D drawing and double click with the wheel of the mouse like as a button.
»Double click: pressing the button or the wheel of the mouse twice quickly”
A double-click will only occur if you press the wheel twice quite quickly.

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

Tutorial
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Zoom into a specific area:

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

If the corner point is "slipping" out from under the mouse cursor, please move the mouse over the corner again and use
the mouse wheel to zoom again. The program will zoom into the specified area once again approaching the CORNER
point. This way you can perfectly control the zoom function and you can always exactly do what you want to do.

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

2.2.4. Panning the drawing

By pressing down the mouse wheel and moving the cursor at the same time the ,drawing sheet” can be moved.
e Press down and keep pressing the mouse wheel.
e This operation starts the Pan command.
e Move the cursor to the position you want and release the wheel.

You have now moved the whole drawing to a specific direction on the screen.

LT
CE|R
The command can also be activated, if you

e Use the Pan tool on the Navibar, or
e Press the Ctrl key together with an Arrow key when the 2D plan is active.

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

The operations zoom and pan can be used together.

2.2.5. Simple selection and delete

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

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

Simple selection
e Move your mouse over the first line drawn, and then click once. You might see a similar result to the following example.

ARCHLine.XP®
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€2 Floor plan - -Default - Ground (0 m) * E\@

| 1.539 m
Nl +B-4-K S

)
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The first line is selected on the floor plan.

ARCHLine.XP® represents selection by a selection colour and by a few markers appearing around the selected item.
Markers are interactive tools that help modifying selected items without using menus. The main point of using
ARCHLine.XP® markers is that it is very easy to handle them.

The appearance of markers can be various depending on their goal. Using markers reduces time, increases design speed
and can be learned easily.

Delete

¢ Click on the delete marker Ei and you will see that the line will disappear.

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

Undo
e Click the Undo command and as the last executed step on the plan was the deletion of the line it will reappear in the

drawing again.
2.2.6. Select multiple items

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

Multiple selections

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

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

Delete the 2 lines

e Delete the selected lines using E:i the delete marker. The drawing is now empty.
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2.2.7.

Selection by rectangle

To select multiple items, you can use the rectangle selection.

The rectangle selection can be performed by clicking on an empty part of the drawing area and after moving the mouse to
another position clicking again in the drawing area. This way you can specify a rectangle area. There are two cases of the
selection by rectangles command:

Selection by rectangle: from left to right

Draw some lines the same way as before.

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

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

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

2.2.8. Selection by type

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

Press down and hold the CTRL key on the keyboard.
Move your mouse over an item type in the Toolbox and click on it. All items of the selected type become selected.
Release the CTRL key.

Exercise:

2.3.

Select all the lines on the drawing:

Press down and hold the CTRL key on the keyboard.

Move your mouse over the Line tool in the Toolbox and click on it.
Release the CTRL key.

Now all the lines on the drawing are selected.
Finally erase all the lines of the drawing by using the Delete marker. X

Design

2.3.1. Creating Walls

We will start with a simple floor plan. Similar to the way you can create simple lines, you can create much more complex

drawings by using other tools. This time we will create walls with known lengths. We will create the following simple floor
plan:

ARCHLine.XP®
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Start your work by drawing the main walls. The first wall is 5m (16'-4 %4") long, lying horizontally on the drawing,
determined by its internal size.
Creating wall by a known length

You can create walls clicking the Toolbox — Building —Zwall tool.
¢ Move the cursor on the drawing area, the cursor shape will change.
e Set the starting point of the wall on the left side of the drawing area by a click.
¢ Now move the cursor horizontally to the right.

; oo

Specify end point ar enter a value [presz F5 to change onentation)

A Length 3989 m

A Inelinatian o
X ¥ gpacing 3.989m
Y ' zpacing ]
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e The blue line is the reference line of the wall, while the orange line represents the thickness of it. The length can always be
defined along the blue line.

e The wall will be 5m (16'-4 %") long, so press the 5m (16'-4 %") on the keyboard.

e Press the Enter key on the keyboard in order to accept the entered value.

The 5m (16'-4 %") long horizontal wall is created and a new window is opened on the right side which shows the 3D model
of this wall. The software automatically generates the 3D model.

8| ARCHline XP 2012 Standard - DAARCHLineXP_Draw\Unnamedl.pro =R
File Edit View Building Furnishing Drafting Dimension Tools Plotlayout 3D Add-on  Windows Help
NN EHS | b @ & FIXESFOAR (o ho Bl a9 S EEE o5
‘| [l | %2 | 2 Floor: Ground [=] lznl| || 30 |30 | 2]l B i W walol ] e ss a
Toolbox B ox JE
= 4 - * i A Il I |
Wall - More Options | e’F\oorp\an Default - Greund (0 m) EI@ QVIEW]. A = || =] ER
b | Inthe middle Entel ]
[ Right side
[z Close
=
A Le
T i
N 3
A
Tool... || DC:O...| Prop... | Proje... | cE —
| 1| 28 December = [ 0845 | ||of i | 3|
% -0.2387 p 142 m * ORTHO v OSNAP P | Specify end point or enter a value (press F5 to change orientation) L

o Move the mouse vertically down and type 4.4m (14'-5 %4"), and then press Enter on your keyboard.
e Use the zoom all or the zoom out and zoom in tools to see a similar content to the following example. This way you can
make some space for the remaining part of the plan.
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2.3.2.

Tutorial
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Move the mouse horizontally to the right and type 3.5m (11'-5 %4") and press Enter. When the Enter key is pressed the
third wall is created.

Move the mouse vertically downwards and type 5.2m (17'-0 34") and press the Enter key on your keyboard.

Move the mouse left and type 6.4m (21"). Press the Enter on your keyboard.

Move the mouse to the left and upward at an angle of approximately 45 degrees and type 2.97m (9’-9”). Press the Enter
on your keyboard.

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

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

While drawing, you can use the zoom in / out and pan functions at any time.
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The room is ready
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2.3.3. Active window

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

So far the active window was the 2D, where we created the walls. In order to handle the 3D content you have to click
anywhere in the 3D window to activate it. In this case, the 3D model window frame will change its colour and the Navibar
will jump in the lower right corner of this window.

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

Enlarge the active window

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

€2 View1™ : Axonometric [Image] EI@ €2 Floor plan - -Default - Gr.. | = || = || 2

The 3D window is the larger one.

2.3.4. Manage the 3D View

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

Rotate the 3D view using the mouse and keyboard

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

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

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

If you haven’t use anything like this before it may seem complex at first rotating this way, but soon you will get used to it
and see that you will be able to work more efficiently than using the Navibar only.
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¢ Rotate the model to adjust the view to see it from the side and above, so you'll be able to follow the changes when
creating the partition walls, the openings and the ceiling.

2.3.5. The 3D representation modes

While we already know efficient tools that can be used efficiently without the Navibar there are still many other convenient
tools that are on the Navibar. Let’s see the standard views and presentation settings now.
On the Navibar, click the View icon to display a menu showing the different views to choose from.
View
e Try various views by selecting them (From the right side, Front view, Top view, etc...).
e Finally, select the axonometric view and rotate to have a better view from the top.

Thanks to the ease of use you can quickly select a standard view later in your work whenever it becomes necessary. In
addition the 3D model representation can also be changed.
Presentation settings

¢ In the Navibar, click the Presentation settings icon. A menu opens where you can set how to display the model.
e Try each of the different representations and see how the model will change. Finally select the default Textured display
mode.

We will not deal with the other options on the Navibar; instead of it we continue working with our floor plan.

2.3.6. Partition walls — with properties

The main walls are ready so we can continue working with the partition walls. Before starting, please activate the 2D
window and enlarge it. If we would continue to draw the walls now it would be with the same properties as before.
To draw the partition walls we have to change the properties (wall thickness).

Do the following:

Setting Properties:

e Click on the Toolbox / Building / Properties / Wall command. This will bring up a dialog box called Wall Properties
e Please change the wall thickness from 0.38m (1'-3") to 0.1m (4") and click on the OK at the bottom part of the dialog.

In the drawing, nothing has changed, but from now on when you will create a new wall it will have a thickness of 10 cm
(4"). To draw partition walls please follow these steps:

Partition wall

e To create walls click on the Toolbox — Building —§Wall tool.

e Activate the 2D drawing and move the mouse to the L-shaped floor plan to its inner corner point and click to place the
starting point of the partition wall exactly into the corner.

When the cursor is over and endpoint, an "E" will be displayed. This way the software is highlighting that the mouse
cursor is right on top of an endpoint of the drawing.
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Move the mouse to the left horizontally. Now the blue reference line is on the top, so that the wall thickness, which is
represented by the orange line, is under the reference line.

Specify end paoint ar enter a value [presz F5 to change arientation]

< Length 1.472m
& |nclination 180°
¥ Hepacing 1.472m
Y Y zpacing I}

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

On the left side of the interface you can see the More Options list.

Now click on the “Right side” command then move the mouse back to the drawing area.
Now, the reference line of the wall is on the other side of the wall thickness.

Place the endpoint of the wall on the inner side of the opposite wall perpendicularly.
Press the Enter on the keyboard. Now you can draw another wall.

Now we will set the starting point of the second partition wall. To do this, we will need to place a temporary reference point
in a corner and measure a distance from there.

To create walls click on the Toolbox — Building —EWaII tool.
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e Select the New reference point command B from the toolbar.

e Move the mouse inside the L-shaped floor plan to the right wing to the inner right top corner point and when the software
recognises the endpoint (E) click once.

77

LGive thie new reference point

Length 35m
| niclination o
gpacing 2.5 m

zpacing 0

7

1
e Move the mouse horizontally to the left and type 2.4m (7'-10 %2"), and press Enter. The program now measured the

distance of 2.4m (7'-10 %2") horizontally to the left from the previously defined reference point, and placed the starting point
of the wall.

¢ Move the mouse vertically downwards and when the perpendicular point is recognised on the opposite wall, click once to

place the endpoint. (Take care! The nearby midpoint (M), easily grabs the mouse, so you should zoom in to be able to
work precisely.)

e Press ESC to close the wall tool.

2.3.7. Save the Project

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

Save the project

e Select the File / Save project command.
& ARCHline.XP 2012 Standard - D:\ARCHLineXP_Draw\Unnar
File Edit V Building Furnishing Drafting Dimr
AREES [® | SRR JEER-SI N ES A S
/ |k @z (£ Floor: Ground JE Ex | R ||| 23D

The Save project command on the interface

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

e Create a new folder in the ARCHLine.XP Draw folder using the New Folder button. Name it as “Foundation”.
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Enter into the Foundation project folder and type the following file name: Foundation 01.pro

j Save project
Savein:
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Click on the Save button.

We suggest you to save your projects quite frequently (e.g. every 10 -15 minutes).
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We recommend you to frequently make a copy of your project.

You can also change the default ARCHLine.XP Draw project folder in the File / Preferences / General / File Location
dialog. For beginners we suggest not to change the default folder.

2.3.8. The Slab tool — Create a Floor

We will create the floor using the slab tool. Set the slab properties before using the slab command:
e Select the Toolbox / Building / Properties / Slab command. The Slab Properties dialog window appears.

e Check the following properties of the slab: Relative height: Om (0"); Slab thickness -0.3m (-0-11 %4"), finally click on the OK
button (right bottom corner of the dialog).

Slab parameters [
 Slab general properties -
ﬁ E]ﬁ Omm - _é; [Simple Line ] P [. Parguet-002 ]
£ |[slab ~| E& [Ne £=7 ([ PANTONES 418 ]

% |5 - Bottom-most v = [ PANTONE 5 41-8 ]
 Slab layers a w
|
No,  Mame Material Thickness Visible in 3D =7 * [ Om - ]

1< Contrete? s visible . —
.
@ 30 fixed

m | » i.:'[Nomtting vl
03m (%] [x m 74 (o ating -]

[ » Beam structure properties - -
|_ » Beam visual properties/ -
[Cost variable E]] [ 1layered 30r.c. ] oK ] [ Cancel ]

e Select the Toolbox / Building / Slab / Slab by polygon tool.

e Move the cursor to the upper left part of the floor plan to the outer corner point of the main walls and when you see the
"E", please click.

* Move the mouse cursor over the following outer corner point, and click again to place the second corner point.
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¢ Place the remaining 6 corners points too. The last corner point is the one which you placed first.

When you click on the last corner point of the slab the program will create the ceiling. The result can be seen in the 3D
window.

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

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

At very early stages of a drawing process some parts of the project will become already crowded with the 2D symbols of
certain items. If there is more than one item at the point where you have clicked, the Quick selection dialog will appear at
the left top corner of the drawing window, to help you choose the proper item.

e Press the “Jump to the next item” button of the Quick selection dialog to make the slab selected. If the slab is
selected you can see the selection on the floor plan and also the text “Slab” will appear on the left side of the Quick
selection dialog.

e When the slab is selected blue markers run arouncl its edges. Click on the 45 degree angle blue line.

Offset
Offzet all

Inzert node

& E

Turn inte curved edge

e The marker menu appears. Click on the Offset command.
e Move the cursor down and left 45 degrees (perpendicular to the current edge) and type 1 (3'-3 ¥4"), and then press Enter.
e Finally press the ESC key on your keyboard.
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Following the previous steps you have just created a one-step stair in front of the entrance. Using similar methods later
terraces and balconies can be established.

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

2.3.9. Floor management — Create and edit floors

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

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

The symbols of the elements on the different levels should appear on different drawings corresponding to the proper floor

of the item. The layout of the ground floor, the first floor, loft, etc. should be represented on their own respective drawings

separately.

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

X3

4

®,
X4

Create a floor level. Repeat the following steps:

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

In the list there is only the Ground floor now. This floor is made by the software by default every time when you start a new
project.

e Click on the Add Up button. The software will create a new floor above the existing one named as Level 1.

e Torename Level 1 click on the name of it. Type the following: Flat roof

e Click OK.
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e The project now has two floors, and the content of the Ground floor is visible. The building of the current exercise has a
flat roof. We will be copy walls and ceilings of the Ground floor to the flat roof level. Now do the following:
Copy the walls and ceiling of the Ground floor:

e Select the entire floor plan with the selection rectangle.

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

e Press the Copy objects to other floor.

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

In the 3D window now you can see that the full content of the ground floor is copied to the upper floor as well. On this

level, we will create a flat roof so we will not need the partition walls, and we need to change the height of the main walls
too.

Modifying the properties of the copies
e Select the partition walls on the flat roof floor and delete them.
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Now select one of the main walls. The “Property grid” will appear on the left side of the screen. There you will find the
“Height” property of the wall which now is 2.7m (8'-10 %4").
Click on the property in the “Property grid” on the left side and change the wall height to 1m (3'-3 %4"), and press Enter.

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

Copy properties - optional

Select the 1m (3'-3 %") tall main wall on the floor plan.

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

The Properties dialog box labelled Wall appears with the properties that can be copied. Make sure that the Height of 1m
(3'-3 ¥4") is enabled (there should be a black tick at the left side of this property row). Enabling or disabling property
options allow the selection of properties that you would like to copy or you would like to leave unchanged.

Press the OK button.

By using the rectangle selection, please select the content of the entire Flat roof on the floor plan.

Now press the Enter on the keyboard.

The result of the previous steps will be that the program will copy the properties of the selected wall (now all of them) to
the selected walls. Now the height of all walls is 1m (3'-3 %"). We are ready with the flat roof.

There is an even faster solution to the previous exercise:

Select elements by type:

Task: Select all the walls on the level of the flat roof and change the walls height to 1m (3'-3 ¥4").

Hold down the CTRL key on the keyboard.

Click on the Wall tool in the Toolbox.

Release the CTRL key.

Change the height of the walls to 1m (3'-3 ¥4") using the Property grid on the left side and press Enter.

All the walls on the Flat roof floor are now changed tolm tall.

Switch to the Ground floor

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

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

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

(% Flat roof | BN T

Flat rouof

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

2.3.10. Drawing the Doors

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

Select the menu item "Properties / Door" in the category "Building" of the Toolbox. Now the dialog box "Door

properties" appears.
Name of door: Simple; Width: 0.9m (2'-11 ¥2"); Height: 2.1m (6'-10 %4"), Distance from the wall line: 0.0m (0").
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e Click on the button OK.

Placing the first door

e Select the tool Door in the category Building of the Toolbox.
e Move the cursor over the drawing area above the horizontally aligned thin partition wall. At that moment, the cursor
changes over to an orange door symbol.

e Move the cursor above the top side of the horizontal wall. Now the orange reference point appears which can be used to
place tpe door.

v L/
s g
£
o g
b =
- 168386 - |
Give the pogsition of the doorfwindow [prezs F5 to place
%
P £
o

e Type in the value 0.95m (3'-1 %2"), then press the key Enter. By this operation, you have specified the distance between
the orange reference point and the nearest wall corner, which is 95 cm (3'-1 %2") according to the original drawing.
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Move the cursor around the placed door symbol. Observe that the opening direction of the door changes. Move the cursor
until the opening direction corresponds to the opening direction shown in the original floor plan, and click. Now the door is
ready with the appropriate opening direction.
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Placing the second door

Proceed as follows:

Move the cursor over the partition wall shown vertically in the drawing, actually to the side of the wall facing the room to
the right.
&
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Notice that the orange reference point appears at the lower half of the door cursor. The reference point can be changed
during the process of drafting.

Now a couple of additional options appear at the place of the Toolbox, with the help of which you can intervene in the
process of drafting the door. Select the instruction "Next reference point", and move the cursor over the partition wall
again. This time, the orange reference point appears at the middle of the door.

Select the option "Next reference point" again, and move the cursor again over the right side of the door. This time, the
reference point appears at the upper extreme point of the door. Determine the distance between the marked reference
point and the nearest wall corner similarly as you did for placing the first door.

Type in the value 2.70m (8'-10 %"), which is shown in the drawing also, and press the key Enter. Now the door appears in
the wall.

Determine the opening direction of the placed door by moving the cursor around the door symbol and clicking. The door is
now finished, and it appears in the model too.

Press the ESC key to close the command.
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2.3.11. Modifying the property of an existing item

Placing the entrance door

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

e Select the Door tool again in the Building category of the Toolbox.

e Move the cursor over the main wall shown in inclined position in the drawing, actually at the side of the wall facing the
room.

¢ Notice that the orange reference point appears at the lower half of the door cursor.

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

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

e Move the cursor to determine the desired opening direction, then click to confirm.

. FLnaIIy press the key ESC to close the command.

7
2 \
&
2
&

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

Modification of properties

e Select the entrance door in the floor plan.

e Markers appear as a result of the selection, the first of which is a dark blue pageE. This is the "Property marker". The
properties of the selected item can be displayed and modified with the help of this.

e Click on the "Property marker”E. Now the "Door Property" box appears.
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Click on the button "Door selection”, and select a double-wing door from the library, and click on the button OK.
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e You can see the Width value at the lower right part of the Property screen. Modify it to 1.4m (4'-7").

e Click on the button OK. The modification of the door has been done.
e Press the key ESC.
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2.3.12. Drafting the windows

Now let’s continue working with the windows.

Adjusting the properties

Click on the menu item Toolbox - Building - Properties - Window.
In the list at the upper right part of the appearing dialogue screen let the Parapet height be: 0.9m (2'-11 %4").
The Width and Height are: 1.5m (4'-11") and 1.5m (4'-11").
Click on the button OK to accept the settings.
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By following the couple of steps above you have determined the dimensions of the new windows. Now install two
windows.

Drafting the windows

¢ Click on the tool "Window" in the category "Building" in the "Toolbox".

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

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

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

e Type in the value 1 (3'-3 %"), and press the key Enter. By doing so, you have specified that the distance between the
reference point and the nearest corner point is 1m (3'-3 ¥4"). The window appears in the wall accordingly.
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Now move the cursor to the side of the same main wall facing the room below.

With the method applied above make sure that the window is properly located in the wall, so that its upper corner point is
at a distance of 0.90m (2'-11 %2") (from the corner points at the connection of the main wall and the partition wall.

After completing this operation, press the key ESC.

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

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

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

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

Before proceeding to the next chapter, draft the second window also in the wall of the Storage room located at the right
side of the floor plan.
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Furnishing and representation

2.4.1. Setting up the perspective

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

Setting up and saving the perspective views

Activate and enlarge the 3D screen with the help of the tool Navibar - Enlarge active window.

Find the eye icon at the bottom right part of Navibar, and click on it.

The "Perspective dialog" appears.

Click on the button of 2D display, which depicts a yellow square ruler. As a result, the drawing of the Ground level of the
floor pan appears at the left instead of the 3D top view.

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

ARCHLine.XP®



68 Lesson 2: Foundation

e With the help of left button of the mouse click on the blue marker representing a view point and keep the button
depressed, and move it to the bottom right corner of the hall within the room. Exceptionally and for practical reasons, the
left mouse button is to be kept depressed during the movement in case of this dialogue box!

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

With these two operations you have determined a perspective view.

e Store this setting of perspective. For this purpose, click on the green cross at the top right corner of the dialog box. Now
the program saves the view under the name View 0.

¢ A modifying button indicated with three dots can be seen right to the name of the newly saved view. Click on it, and in the
appearing dialogue box key in the new name of the view without quotation marks: "Hall 01" instead of View 0, then click on
the button OK. This way you have renamed the previously saved view.

e Create a second view also by using the above operations, which points to the upper right corner of this room from the
entrance door. Finally, rename it to "Hall 02".
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e Select the saved view named "Hall 017, then click on the button OK to close the dialog box.

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

When you have a number of saved views, then you can select the views by using the keys "Page up" or "Page down"
which are used during the change of floor plan levels also.
Notice: the changing over works only if the 3D screen is the active screen! In the 3D screen the program will change
over the saved views, and not the levels!

2.4.2. Furniture items - The Design Center

Working as an open system, the software ARCHLine.XP® is capable of handling furniture items having different formats
and from various sources without complicated file operations, and can read and place these items into the project with a
single click.

If no internet connection is available at the moment, then you can use

< the limited number of furniture items provided by the installer,

< the furniture items used in the previously opened projects,

< the furniture items downloaded during the former internet connection,

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

As soon as you are connected to the internet, you will be able to access many additional furniture items:
from the Showroom of ARCHLine.XP® free of charge,

with the help of the browser of the free service of Google 3D Warehouse,

from other web sites that allow downloading freely or by payment.

®
o

0,
o

X3

o

From here on, we will refer to furniture items as objects.
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Let us start by discussing the locations of the objects that can be accessed right after installing the program, which are
ready to use. The objects of the program can be found in the ARCHLine.XP® Design Center. In order to get acquainted
with its use, the procedure below should be followed:

A couple of tabs can be seen just below the Toolbox. Click on the tab "DC: Object".

4 L I /]\

M
Tool... |DC:0...| Prop... | Proje... |
5E | 4 1| 28 December
w0836 w5359 i 3 ORTHO

Now the Object page of the Design Center has appeared. With the help of the browser you can find the objects that you
want to work with at this moment from a large number of objects.
The Design Center contains the following items available in the program in groups:

objects,
doors,
windows,
lamps,
materials,
2D groups,
profiles,

stair shapes.

Make sure that the Object page, indicated with a red chair icon at the upper right corner of the Design Center, is active.
DC:0bj (132) o

Y@ HAD -

* =+ &
i [5e in all catege

= 3D import . -

— [ ]
Click on the icon once for this purpose. You will find the objects within the Object page sorted into groups. With the help of
a search, you can find all of the objects very quickly within these categories, the names of which contain the expression
you defined.

Follow these steps:

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

Delete the text that has appeared here, and type in the word "armchair” without quotation marks, then press the key Enter,
or the button Search located to the right of the search field

q

The program finds and lists all the objects, in the name of which the searched word is included.
Now you can check among the found objects, and you can place any of the objects in the currently active 2D drawing.

Follow these steps:
Click on the object “Armchair 02”, and keep the mouse button depressed.
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With the mouse button depressed, move the cursor over the 2D drawing area, and release the mouse button.

e Move the cursor, and observe that the top view of the object “Armchair 02” is displayed with orange colour, and it moves
together with the movement of the cursor.

e Move the armchair over the room that has an entrance door in the drawing, and place the armchair in front of the partition
wall with a click.

¢ Now the program offers yet another copy of the selected armchair for placing. Press the key ESC to finish placing objects.
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In the perspective screen it can be seen that the armchair faces the window in the current model. We will now turn the
armchair in the appropriate direction with the help of the already know markers.
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2.4.3. Movement and rotation

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

Zoom to the area of the drawing, where the armchair can be seen.
Select the placed armchair in the 2D drawing.

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

If the rotation marker does not appear during the selection, then the component is too small in the given section of the
drawing. In such a case, zoom in to this part of the drawing until the rotation marker appears.
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by
2
7

w+EEER

The Rotation menu appears after you click on the Rotation marker (this can be seen written on the band running at the left

side of the menu: "Rotation"). Select the menu item "Rotate 90 ccw". Now the armchair is rotated, so that it faces the
entrance door.

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

If no armchair is selected in the drawing, then select one.

A number of markers appear know, from which select the one that has arrows pointing in four directions. This is the
Movement marker.

Select the menu item "Move a copy" in the appearing menu.

Move the cursor, so that the virtual copy appearing in orange colour is located to the right of the original armchair, then
place the copy by clicking. Now we can see two identical armchairs in the floor plan as well as in the model.
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Study the Rotation and Movement menus, and notice how the program offers various possibilities for moving and rotating
the selected components. You are encouraged to try these possibilities, because it is possible to use them very efficiently
in many circumstances, as you will experience it soon.

2.4.4. Furniture items — The 3D Warehouse

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

Suppose we plan to place a coffee table in front of the two armchairs placed in the hall. Now we search for an actual
coffee table using the internet. Proceed as follows:

e Open the category Furniture of the Toolbox appearing at the left side. Select the submenu Objects, and then its menu item
Google 3D Warehouse.

Alternatively, this command can be found also under the menu item File menu / Import / 3D Warehouse.

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

The browser of 3D Warehouse reviews all the objects in the database very quickly, then sorts and offers the ones for

which the given expression "table" is true. The hits can be refined, if the former simple search word is supplemented with
another expression.
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Now write the expression "coffee table” in the search field instead of the word "table", then press the button Search again.
You can observe that the result of the search typically lists different kinds of coffee tables among the hits.
Try now to find a product of an actual manufacturer. Type in the expression ,kare coffee table” without quotation marks,
and press the button Search.

From the hits select the object named ,KARE 74352 Coffee Table Flint...". Yet another page appears now showing the
selected object with a large image.

Click on the button "Download model" located below the image at the middle, as a result of which the program starts to
download the selected coffee table.
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Within a short time, the program will automatically offer the selected table for placing. Move the cursor until the orange-
coloured virtual top view appears, and place the table in front of the two armchairs. Select the 3D screen to observe the
current status of the 3D model.
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Layer management

2.4.5.

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

What are the layers?

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

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

named ,Hall furniture arrangement 1” from below the layer named "Walls", then only the walls are displayed.

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

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

Opening the Layer settings

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

: W Object0l B

e The "Layer Properties Management" dialog appears. Click on the button having the text "Used layers".
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Layer Properties Management
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The exhibited list shows the layers, on which you have already placed components during this project. Notice in the list
that a layer named Object01 is also included. The armchairs and the coffee table placed so far are on this "tracing paper" /

layer.

It is evident from the above description, that the program automatically sorts the various drawing components to different
layers depending to their kinds. Accordingly, the walls are arranged on the layer Wall01, the floor slabs are on the layer
Slab, while the objects are arranged on the layer Object01.

Renaming layers

e Click on the name Object01, which can be renamed now.
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e Type in the name ,Hall furniture arrangement 1" without quotation mark, then press the key Enter.

Because yet another layer is required (in order to be able to illustrate two different kinds of arrangement in the floor plan),
therefore, we have to find the existing layer Object02, and we have to rename this also.

Click on the filter "All layers" in the list on the right.

Find the layer named Object02 in the full list of layers.

Click on the name of the layer in order to allow renaming.

Type in the name "Hall furniture arrangement 2" without quotation marks, and then press the key Enter.

e Conclude renaming of layers by clicking on the button OK at the bottom right corner of the Layer manager.

After completing the renaming of layers it is necessary to make sure that the present furniture items are located on the
layer "Hall furniture arrangement 1". Proceed as follows:

Checking the layer properties of objects
e Click on one of the armchairs in the floor plan.

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

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

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

Switching off the visibility of the layer

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

e The presently active layer is the one named "Hall furniture arrangement 1". The visibility of the active layer cannot be
switched off. Therefore, the second produced layer shall be selected and activated before switching off the visibility. Select
the layer named "Hall furniture arrangement 2" in the list, and click on the button "Activate layer" located at the upper left

art of the "Layer Properties Management" window.

Layer Properties Management

The name of current layer:

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

% Groupld e

L Hall furniture arrangement 1

< Hall furniture arrangerment 2

“® Hatch e I

4 I

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

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

Drafting the second alternative arrangement

e Click on the tab titled as "DC: Object" at the bottom of the Toolbox to open the Design Center.

e Use the browser of the Design Center to find the object “Armchair 01”.

e The panel "Details" appear at the lower part of the Design Center. Click on the button "Modify" containing three dots at the
end of the row "Show more options".

e At the upper right part of the appearing dialogue box set the Layer property to "Hall furniture arrangement 2". By this
operation you made sure, that the program will place the selected object to the selected layer when the placing command
is given. Press the button OK.

e Place one copy of the object “Armchair 01” on the drawing in front of the left window of the hall.

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

¢ Find and place the object named "Table classic 1" also in front of the armchair.
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Currently you can see the 2D drawing of the second alternative arrangement. For the time being, the 3D model shows
both arrangements simultaneously. We will discuss this later. To finish this chapter, we are going to make the first
alternative arrangement visible again in the floor plan.

Proceed as follows:

Changing over to the previous alternative drawing

2.4.6.

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

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

Find the layer "Hall furniture arrangement 2", and click on the light bulb icon located in its row. By this operation, its
visibility is switched on.
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Press the button OK at the lower right corner of the dialog box.

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

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

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

The regular automatic updating of the model, however, might slow down the project among certain conditions. In such
cases it is recommended to turn off this option: View menu — Refresh 3D.

Updating the 3D model

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

8 ARCHline.XP 2012 Standard - D:\ARCHLineXP_Draw\Foundation\Foundation 01.pro
File Edit View Building Furnishing Drafting Dimension Tools Plotlayout 3D

N NEHD b B 9@ FXE S 5OR (> MmO H
‘R | %g (& Ground J=] )| [ir | 230|320 8] 21| [0 )] (B
Attention: you may see two similar icons. This time the one with yellow handle at the left is required.

The Build 3D model dialog box appears. Leave all features on default, and press the button OK at the bottom of the dialog
box.
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Notice how the program starts to work upon pressing the button OK, and how the status corresponding to the floor plan
appears soon. It is also possible to display only a part of the present status, for instance only the components located at
the ground floor.

Displaying the active level only

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

@) Current floar
All Floors
Select floors

Al buildings

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

If you wish to see the entire model, then the model is to be generated again by choosing the option "All floors".

Re(building) the entire 3D model

¢ Click again on the icon "Build 3D model".

e The "Build 3D model" dialog box appears. Select the option "All floors", and rebuild the entire model again by pressing the
button OK.
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Besides the previous possibilities, you can cut the model in half also, thus producing an interesting 3D view showing a
spatial section of your design.

Displaying the part selected with a rectangle

e Arrange the 2D drawing so that the entire floor plan is visible.

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

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

e Now move the cursor until the lower edge of the depicted rectangle cuts the model in two approximately where the coffee
table is placed in front of the armchairs. Move the cursor to the right edge of the drawing and click once.
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The model that has been cut along the edges of the rectangle mentioned above appears within a short period of time.
¢ Rebuild the entire model again showing all the floors according to the procedure learned before.

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

Display the selected components only

¢ In the floor plan select the two armchairs and the coffee table placed in front of them.
e Click on the 3D hammer (at the left) which was used first.
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2.4.7.

The program displays the 3 selected items only in the model. This possibility is particularly useful, when you want to focus
your attention to a well-defined small parts of a complex drawing.

Rebuild the entire model with the learned procedure.

Save project using another file name — Content of the project

In conclusion you may assess what the project actually contains, and you may save it to yet another project file. First, let
us consider why it is necessary at all.

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

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

Saving the project under different name

2.5.

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

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

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

Summary

Congratulations!

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

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

With the knowledge you acquired so far you will be able to process complex floor plans for your own designing efforts, or
you may redraw printed drawings too.
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Lesson 3: Bathroom -Tiling

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

X3

¢

Basic architectural design: Floor plans, walls, doors, slabs.

Tiling design: Wall and floor tiling, using manufacturer’s tiling layouts from catalogues, or designing individual layouts.
Sanitary design: Using latest products from worldwide known producers.

Quantity take-off: Calculating the quantity and number of tiles.

Accessories: Lighting, additional furniture and products.

Visuals: Wall views, rendered images.

Suitability: Suitable for those designers just participated on the reception room preliminary course.

<
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¢

We will create the project of the following bathroom:

e Open your browser with: http://www.youtube.com/watch?v=1N6DG8wC6uo&feature=player_embedded
e Your screen should look as follows: Press the ARROW button in the bottom left corner to play the video and pause it any
time you need with pressing the same button again.

W ARCHline X" /yterior
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Start ARCHLine.XP® Interior, Your screen should look similar as follows:
Click on New Project to start.
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Save your project

Before starting to design it is recommended to save your project with a real project name, as MyBathroom.pro.
Click on the Save icon and type your file name to save the project. Your screen should look as follows:
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3.1. Room design —————
e Click on Toolbox, Start menu, Pre-defined rooms command. Start
Create your room with exact room internal measurements: ] Pre-defined rooms
e Choose in the upcoming dialog the room shape: Rectangle
e Type these values and press redraw. A: 2.3 (7'-6 %2"), B: 1.95 (6'-4 ¥.") Room Maker
The values represent the internal wall lengths. "™ Import dwg
o Wall properties: Thickness: 0.1m (4"), Wall height: 2.7m (8'-10 ¥4"). -2 Imnart imane
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C c
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Thickness 0.1m v Wall height: 2.7m v

e Press the Close button and place the room shape on the drawing area with mouse left click near to the origin.

Your screen should look as follows: If you see your design partly, click on the bottom right corner icon (1) in order to open
the navibar tool and after click on the icon Zoom All (2) to have the optimal view:
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o Define floor properties: Toolbox- Building menu — Properties - Slab: '8 Import dwg ,
Set up these values in the dialog: =} Import image ’
o Floor relative height (1): 0.0m (0"); Thickness (2) : -0.3m (-0"-11 %4"); " Line
£ Triangle
Bl g |
%Proper‘ties N E a
A Wall % ‘:”
E) Curved wall E_mr
&1 Door E& Window
E Window ﬁ Curtain wall
O Comer window E Slab (P®
[]Column |El Roof F




86 Lesson 3: Bathroom -Tiling

Slab parameters =
~ Slab general properties e
£ wmmL omm v P [sepleune | &7 (Mparquet002
gl - B [N &7 [ PANTONE S 418 |
% (5 - Bottom-most - 2 [ PANTONE S 418 |
- Slab layers 2

{ i

0.3m SRERE: i

|.» Beam structure properties =~
[rMMM/ -
Cast variable = [ 1layered30rc. | [ OK ] [ cancel |

3.2.2. Floor definition

¢ Define floor: Toolbox - Building menu — Slab - Slab by walls.
e Select the walls with selection window with two clicks somewhere outside the walls (1,2).
e Finally click in Enter (3) button to close the command. The program creates now the floor and generates in 3D as well.

Toolbox 2 x 2 Ene ix]
Start |~

'] Pre-defined rooms
Room Maker 2
E]mpurldwg ] ] AT A Z Z :
) Import image » \ & i i
" Line I
<= Triangle ]
Suting [
=+ Properties » :

A wall N ¢
5 Curved wall Cob
i Door ]
1 Window ;
5 Comer window
[] Column T i d
g Beam L} ! / F / © S ¢ ¥ SO O <
I‘]__[ Slab by polygon
& Slab by walls | 1

o
:

Your screen should look as follows: The floor is ready and you see it in the 3D view under the walls.

Tutorial
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3D | Add-on Windows Help

(¥ 3D properties
Workplane L
Activate global workplane  Alt+W

7]

In the 3D window the workplan (grid) is active. To switch on/off use the Activate global workplan command in the 3D
menu.

3.2.3. Ceiling definition

e Activate the 2D view with a left click inside the window.
o Define ceiling: Toolbox - Building menu — Ceiling.
e Click on the wall vertex points one by one as below. Finally click in Enter button (5) to close the ceiling contour.

Toolbox 2| 5 Enter ]

Start | -
'] Pre-defined rooms
Room Maker

E Import dwg » 1= 2 4
“} Import image »
~ Line

< Triangle

Building

% Properties ]
A7 Wall

3 Curved wall

& Door

[E1 Window

T Corner window

ﬂ Colurnn

Eceing = 2
m;’ Roof

3.3. Perspective views

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

ARCHLine.XP®
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» Click on the enlarge active window icon (1) to switch between the 2D and 3D views.
e Activate the 3D window and click on the Navibar Perspective view icon (2).
Define and save 2 views in the upcoming dialog.

View 1 ']

\/

2TN

e Click on the floor plan icon (1) below. Then click on the camera point (2) and drag it near to the bathroom bottom left
corner. Now click on the target point (3) and drag it near to the bathroom right corner. Click on the Fit to window icon (4).

£3

‘ Perspective dialog

Saved views E] [Z]

Camera
Camera Z 1.4m

TargetZ 1.4m

% Angle 60°

e When you are ready click on the green plus sign and the view is saved. Repeat it once again to define another perspective
view. Save it again with green plus and press Ok to close the dialog.

_E1E]
i

2

Use Page Up and Page Down buttons to swap among the saved views.

Tutorial
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View 1

Perspective dialog

/

| saved view‘s'
| g

L

@E

; || view_o Q'-—
; || view_1
=
,  Camera B
,  CameraZ 1.4m 3
L Tagetz  Lam |
Angle 60° | Cancel b

3.4. Room Maker

Room Maker is an all-in-one design tool that highly speeds up the interior design starting from an empty room.
Start off by placing door. Then you can put tiling on the walls and the floor in the bathroom with your choice of items very

quickly.

e Start the command: Toolbox — Start menu — Room Maker (1).
e Click inside the bathroom on the floor plan (2).

8 ARCHIine.XP 2012 Interior Pro - C:\Users\Erika\Documents\ARCHIineXP Draw/\2012\Waorkshop - Bathroom\MyBathroom.pro EI@
File Edit View Building Furnishing Drafting Dimension Tools Plotlayout 3D  Add-on  Windows Help
O NES ] $Ea@E e @ FXE 4 5 O R s
‘ [k | #g [ Floor: Ground ]E in | || »30 (B30 @2 = B i B Skb Iz‘ el
Toolbox 1= T ]M
Start |
ned rooms
Room Maker )4
"™ Import dwg 4
) Import image »
./’Line
£ Triangle
Building
Furnishing
Drafting
Dimension 2 Paint inzide a room bounded by single walls to measure
Documentation HA T30 m, 4402 m
Indoor Virtual Staging
Toolbox|| Prope... | Projec... | S + | A
I | Il 18 June C I 23:50 Off i | o) e |
w-1.128 w1741 | i | » ORTHO | » OSMNAP | | &~ || Point inside a reom bounded by single walls to measure its ar'|A

The Room Maker dialog appears on your screen.
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12 3D view

Wall finder
Toolbar

Type finder
Texture finder
Favourites
Other types
Properties
Add new item
Zooming

10. Undo / redo
11. Floor plan

CoNOTOR~WNE

12. 3D view

Door + Eull int 2 Glassed +
window 1 5 window 1

4 [ |

Width

om

0.9m
Height
21m

Sill height:

Distance from left Orientation

@ Right
Distance from right Left

iy - @) Outside
Manual move nade

[« ] (“) s

11 Floor plah

‘ Welcome to Room Maker!

[

Close

3.4.1. Door

Select the indicated wall with Wall finder (1): We place a door on 1.95m (6'-
Select Default door from the favourites and change properties: Width: 1m (3'-

cosewn 11 (A2 [ @]

FIEADISIEEANFES S EIEIr]

g Limg &

Distance from left

‘Dm

Distance from right

Other

|
Door + Glassed + | &
Fullint2 |
@ window 1 window 1 sill height:
om v
< 0 | > |

Click on the Texture finder button

Select Bright_white from the favourites
Click on Green tick — it will place the door in
the wall centre point

FIENAMESIESE =S =1

[om -

Mmualmove
[« [i»]

Orientation ¢ |§
i <«
(@) Right l .
3/4
Left
@ Outside

Inside

4 %" long wall on the left side.
3 Y4");

- .
001acajou Amedcan: Black right. Whl)
Cherry

4 [ [ »

Hel> 0]

Modify door

e Click on the Door finder (1), Change left distance to 0.1m (4")(2).

e Change the orientation (3), and press Enter or Update icon (4).

Tutorial
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@

Fzroedazre Ew el [H)[A)[0] @]
[ width Distance fromleft "} Orientation =)
. ‘l ij‘ l—’ ﬁ im - 0.1m - © Right o
@ Door + Gla;_sed + g‘ Hz-l"t‘ ¥ D:'“'“ ¥ t ) Outside \\\
Default 2 Fullint2 4 = \
| window 1 window 1 Sill height: Manual move H——
I | < [ | » il =
[ Close

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

3.4.2. Ceiling lamp

Add a ceiling lamps to make light in the room.
Press on the Toolbar the Ceiling Lamps icon.

L]

L]

e Choose "Ceiling lamp 2” from the favourites.

e Click on Green tick to add — it will place the lamp on the center of the ceiling.

& cesep (1 [44] 2] @] &
Manual move

= X pos
s @ g , — H = @ B 14

E] Ceiling Ceiling Ceiling  Hidden_Hal om v E]
lampl | lamp2 lamp 3 ide_001 p DiStance from floor
] e L 2 -
3.4.3. Ceiling color

To add a ceiling finish, simply click on a choice of color in the favourites and it will automatically show in the project.

e Press on the Toolbar the Ceiling Color icon.
Choose ” Bright_white” from the favourites. It will apply the selected material on the ceiling.
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NELFESELIFEE S ' oo ([0

| ]

‘ o 0° = || e L
5 B offee_crea Hazelnut PANTONE PANTONE PANTONE PANTONE .

001acajou !

m pastel S48-1 $55-4 S6-9 $82-2

q 1 >

3.5. Room Maker — Wall Tiling

Next, will place a “metallic crema” tile to all the walls. After that we will change some tiles to ,metalic flower” décor tiles.
We will have a bath with a height of 0.53m (1'-8 %4") in the bathroom; therefore we would like the grout of the tile and the
top of bath to align as we will now demonstrate.

. 1
\\\\// /
\\\\\‘/ ‘ |
:,r{ /

— [

il il |
SU—

= N
| =
= o

3.5.1. Metalic crematile on all walls

e Click on the wall tiling icon (1) to tile the walls of the bathroom.
e Click on the Tile material icon (2).
¢ Select a tile finish from the tile library clicking on the Other button (3). You will see the Design Centre with all textures.

FELA| SIS EIEEESIENC
= 2T
i
Terracotta2 Tile_blocks- Tile_blocks-| Default

I
=" -Red 003 017 terial @)
— e materia
ey ] [k

¢ Click on the arrow button (1) and select the first line as “Search in all categories” (2)
e Type the name partly in the search field (3): ,Metalic”
e Press the Search button (4). The search term “Metalic” returns all names beginning with “Metalic".

Tutorial
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> 4

¢« + M € (vetaic 3 | q)
?_:_ ‘ fearch in all categories] Y 2 1

I e ——— V

metalic  metalic_flo
$crema_33x  wer_25x40

B

e Click on the marked item (5) in the search result list.
Press Ok to close the dialog. The selected texture will be placed in the favourites list in Room Maker.

Click on the Tile grout icon (1) and select Grey (2) color for the grouting;
adjust the grouting dimension: 0.004m (1&")(3);

type 0.53m (1'-8 34") in the vertical offset (4) to align the grout of the tile and the top of bath.
Select All walls (5) and click on the green tick to add.

EECEUREESE &S | oo BB
i E 0.5m ~ © © € @.

| EBO4m v@ﬁﬁw, —| 34
Dirty_yello | | . .
] Yy 2 @ ‘ Qil_green Vanilla

\\\\\\

0004m - D?

I!ﬂ-

! w [N -
1(@). & G
N,
N
N4 ol
1 i
1
V N
ziil

3.5.2. Change placed tile
Already placed tiles can be changed ; you can also change the horizontal and vertical offset.

Modify tile on the first wall.

e Use the wall finder to navigate to the next wall (1).
e Set the Horizontal offset: 0.18m (7")(2) and Vertical offset: 0.53m (1'-8 34")(3).
e Click on the update icon (4) to update changes.

IIIII@IE]II @w @dm cesep 11 (4] 2] 9

. B 50 . @;@1
+ B 3 ¢ O

I Wall Tiing I[

Define
decor strip

Full tiling | Singletile

Close
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Decor tiles on the first wall

Now we will demonstrate how to position décor tiles. We will change the tiles of the 2nd and 3rd column to the Metallic

flower décor tiles on the selected wall.

¢ Click on the wall to select the tile in the 2nd column that you wish to change (1).
e Select the Metalic flower finish from the library and put in the favourites (3)

Select the whole column tab (4) and click on the update icon (5) to update the changes.

o=@

@Il CERMOIEIr]

B
cosewn (1 432 ) [

. = ©) One tie
VJ& | -]O4m " (©) Whole row 4/4
Marble_45 cr:‘:.g;s § torg;wan g
- » [T All walls 5 )

|

|Wamng

e Repeat the

revious process to change the 3rd column.

FENLA@SEEEESIESES

o
Closep ] ll@\\:l

|WalThg

0sm - @ © ©
EERERE 2Cées ®
[E L : ﬂl‘i—; oot~ [ ' ® ®
5 | Fulltiling | Single tile de[c’zfr"s’;i - o @ 6 6
f— P ﬁrﬁ' om v ED 0om -
E ] Allwals & 0.005m
I

Tutorial
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2.8.6.

Tiling in the centre on the 2nd wall

Use the wall finder to navigate to the next wall. On this wall we change the position of the tiling to centre.

Click on the bottom centre of the alignment grid (1) to setup the tiling position.

Adjust the vertical offset (2) dimension: 0.53m (1'-8 %4").

Click on the update icon to update changes.

i PN

A

Decor tiles on the 2nd wall
e Change the tiles of the 4" 5" and 6™ column to the Metallic flower décor tile using the previous method (2.8.4)

Close the room maker

A
EEro=dra=sEe

//’//

= L

L4

1/1

FxE

meal

& &

FHH HH EE

Define

Fulltiling | Single tile decor strip

0.25m  ~
=
0.4m v

S 0004m
J==}

_Elé Om v EEI
[T all walls

| Wall Tiing
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3.6. Create panel wall

We will now demonstrate how to place a panel wall to cover the  Toolbox o x
front of the bath. Start
Buildi
e Go into the wall properties; ?é'pmg = =
o Adjust the wall thickness (") and set the height to 0.53m (1-8 [ &" "OPEHE T wal
%) A Wall B Door
e Select the wall not connected tab and click OK. ) Curved wall S
Wall
+ Wall general properties 2 [k ¢z (£ Floor: Ground E x| IR ||| 23D |30 :R) <7 B
S (2 omm = [walo1 ~ |3 |8 -t Loofbox Zia 2
—_ Start —
A Building " P
- | Smdsiins %Properties » £ ¢ 3
@ a0° Wall status ¢ Twall not connecter v ) 1
. g —— ‘9 Curved wa
oo >- & 0w L o B
=1 Window
9 Corner window
We will place the panel wall a distance of 0.8m p coom
(2'-7 ¥") from the back wall to create space for = Beam
the bath. 2l Sk >
5 Ceiling 5
« Click on the Wall (1); %2;?: 1 -+
e Choose the Reference point icon (2); =
¢ Click on the 3rd point, move the cursor to the 4th point direction, type: 0.8m (2'-7 %2");
e Draw a wall until the 5th point.

3.7. Room Maker —tiling on the panel wall and floor

3.7.1. Tiling on the panel wall

Now, we will tile the panel wall using the room maker.
Observe closely, the panel wall divided the room so therefore we will click inside the room near to the door (1):

Tutorial
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File Edit Wiew Building Furnishing Drafting Dimension Tools Plotlayout 3D Add-on  Windows Help
NNEHG b @ e e FIXE S B A e ™=

Iy | %) (@i Floor: Gound __J~| e = || »30 |30 (@] || (]| (B ¢ W walln B

Toolbox L Enter l N =y

Start |

ﬂ Pre-defined rooms

Maker \L"\\

% Import dwg [ Bis il

“} Import image »

/I_'me

25 Triangle — |

Building Puoint inside a room bounded by single walls o measure its an

Furnishing - ><4495mY4?28m

Drafting B

Dimension 1 et

Documentation

Indoor Virtual Staging

LT
L““---.....__h
T L~

roctel| Prope.. | Projc.. || ™ Gpy|
= e @ — B o L eloleln
JHi -0.9033 2,366 m “ ® ORTHO |I| X OSNAP |H|H,‘;—_|I| Point inside a room bounded by single walls to measureilsaﬂ/

Use the previous method to place the tiling as in the wall behind the panel.

e

T

III@]I@@I@II @w @dm aosm@@ai
- 0.25m v ..
o =T 0.4m -
#x e Rl 21 oooim ~ O
Fulltiling  Singletile decor strip i o
F _E!n om v oa
E [T] All walls

| Wall Tiing
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3.7.2. Tiling on the floor
There is a similar tool to design a floor tiling:
¢ Click on the floor tiling icon (1) to tile the floor of the bathroom.

e Click on the Tile material icon (2).
e Select the ,metalic crema” tile finish from the tile library clicking on the Other button (3).

EaE=spa==e «@(e
= [ 1

Terracottal Terracotta2 Tile_blocks- Tile_blocks-| Default
-Grey -Red 003 017 material

P i,

e Click on the arrow button (1) and select the first line as “Search in all categories” (2)
e Type the name partly in the search field (3): ,metalic”
e Press the Search button (4)..

«|s 0 G >3
j (Eearch in all categories] > 2

metalic metalic metalic metalic_flo metalic_flo
crema_25x  crema_25:x8_crema_33x er_25x40 wer_25x40

e Click on the marked item ,metalic crema” (5) in the search result list.
Press Ok to close the dialog. The selected texture will be placed in the favourites list in Room Maker.

Click on the Tile grout icon (1) and select Grey (2) color for the grouting;
adjust the grouting dimension: 0.004m (%&")(3);

click on the top right of the alignment grid (4);

click on the green tick to add (5).

w[a][E)a=s)pae=e aosewil][A4][2] <

] g B dmmme )
@ Oil.green  Vanilla White n?::::':l :‘l o 0° i
2

03m v @ O ©

3 o
aa

ﬁﬁ 0m v

Tutorial
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Change the tile

Already placed tiles can be changed:
Set the degree of the tile direction: 45°(1).
Click on the middle centre of the alignment grid (2).

Click on the update icon (3) to update changes.
Now you can close the room maker (4).

E 033m - @ @ @©
2 BEE

:“_—_; 0.004m v
o

v

2

1
O0m v
ﬁ 0.005m

e

‘ 1/4

. Sanitary ware

Press ESCAPE now and click inside the floor plan. This way you activate that window.
Click on DC: Object... Button (1) . Choose the chair icon on the top (2). It represents the object library. Click on the

categories arrow (3) and select the Bathroom category (4) .

You will place the appropriate sanitary ware to the floor plan from here using the ,drag and drop” method.

The basic sequence of drag-and-drop is:

Move the mouse to the furniture.

Press, and hold down, the left button on the mouse , to "grab" the object,

"Drag" the object to the desired location,
"Drop" the object by releasing the left button.

Choose Vienna WC and place it on the floor plan using drag and drop method.

ARCHLine.XP®
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€ > ﬁo [Searchin all a
=l "[Seard*ina;m;” TE

[Searchin all cabegones -

3D import
3D Warehouse |:

3dstudio(1)

Archvision

Assistente Armadio 4}
3D igamrEaioSTa0E

+brands
| Cabinet handle
Cabinet wizard
+CadLine
Cars
3dstudic chairs
Chimneys

Courtfield garden

Dekoracid
E Dining
Felhasznaloi

felhasznaloi
Assister Furniture
A +Furniture - Nikol Jag A
rmad

Furniture - Reception rc
Garden

Handle
Industrial
Kaldewei

Kiegészittdk

Kitchen Y] s
Rathroom

¥

Details o -

L}
Toolb...qi'DC:O‘...‘)‘ Prope...' Proje... '

Editing sanitary ware

e Click on the Vienna WC. It is highlighted now. Click on the left-top corner marker (1). Select the “Move” command from the

upcoming menu.
e Move it on the wall (2).

€ Bathroom- - Ground (0 m) *

DC:Objects\Bathroom (53) % X
*EHodR

«| % ﬂo [Searchinall |

= ‘Bathroom }

-—

Shower- Vienna
bath dish Basin 2
| .
| 5
t | Vi B
. ienna_Bas
: Vienna WC | in_02
A

/////
i

In the next step we will move it 0.26m (0'-10 ¥4") from the left wall corner:

-

63 Bathroom- - Ground (0 m) *

[ Enter

]

j
T

)

/ S

----- 7

Second point pf dizplacement

AN

+ Click on the left wall. Press the SHIFT key and hold it.

» Click on the WC. The wall color becomes red.

+ Click on the dimension text and type: 0.26m (0'-10 ¥4"). Enter
» Click on the WC, and change the height off ground: 0.08m (0'-3 ¥2") on the left side.

Tutorial
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oo

L

J

Line type Simple | -
Line width omm |w
Draw Order 8 -Bot| »

# On which floors visible? (Exce

[ all floors

(=)

2 Solid properties

Object selection -> Vienna WC E]

[7] Keep original graphical attribute

WS o |

Place basin and bath

Absolute height Om
Tilting to left 0° -
Tiltinn ahead oe -

m

NN K

N

Place the basin and bath using the previous method:

// Z A

e Basin: Vienna_basin_02, Height off ground: 0.35m (1'-1 %4"); distance: 0.17m (0'-6 ¥4") from WC corner point,
¢ Bath: Bath-tube 80x170A , Width: 1.95m (6'-4 %4") Depth: 0.8m (2'-7 %"), High: 0.41m (1'-4 ¥"),

Height off ground: 0.14m (0"-5 ¥2")

e Place accessories from the Bathroom accessories category.

See the result below:

7Y A5 LT AT SR S L7 I A AT T4

o)

I D

BOENE NN NN NGNS NN

N
) Vavd L7 7/ V¥ 7

S

3.9. Tiling layout

We place the layouts of the wall tiling:

In the Furnishing group click on the Tiling — Tiling in 2D command.

[ ]

e Choose the Tiling on wall side command from the dialog.
e Click on the internal side (1) of the left wall.
[ J
L]

Place the layout of tiling

Click on the close command on the left side, to keep the layout and close

the command.

Q).

e Repeat the previous method for all walls.

Toolbox
Start

a

Building

Furnishing

@ Properties

mi, Object
& Tiling

., Place Lamp
—_ Picture on wall
T 30 text

ﬂ Moulding

Insert 20 group

| 4

@ cordia- - Ground (0 m) *

Texture - As Painting in 3D
Texture - As Tiling in 3D

Tiling in 2D

m bl (k] bl L

Tiling - Editing
Quantity take-off

T

Toolbox
| Background area

Add new background area
E Decors and borders
I} Edit background area
@ Copy background area
Delete background area
Subtract tiles
|_D Subtract other area
@@ Modify material
Reposition material
Resize material

Tiling

Close tiling

Close

i3 Close and remove layout
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=
V77 77 77 7

NS NN SS NNNN N

2

Tiling layout for all walls
See the result of wall tiling layout :

u

We place the layout of the floor tiling:

¢ In the Furnishing group click on the Tiling —
Tiling in 2D command.

e Choose the Tiling on floor command from the
dialog.
Click on the outer side (1) of the floor.

e Enter.

3.10. Quantity take off

Quantity take off report helps you to order
the required quantities from producer.

e In the Furnishing group click on the Tiling
— Quantity take off command .

e In the Consignment dialog click on the
OK.

e Give the name of the EXCEL table.

Tutorial
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e The EXCEL list appears:
A B

Indoor Virtual Staging

Tt
LL L4 FF FF S X

[— C D P— F G H
1 Tiling consignation
2 metalic crema_25x40
3 Width (mm) Height (mm) Area (m2) Total (pc) Full/Part/Fragment  Price Value
4 250 400 17,33 247 (137/11/99) 0
5
6 4
7 {
8 4
9 metalic flower_25x40
10 Width (mm) Height (mm) Area (m2) Total (pc) Full/Part/Fragment  Price Value
11 250 400 3,34 40 (30/0/10) 0
12
13 |
14
15 |
16 metalic crema_33x33
17 Width (mm) Height (mm) Area (m2) Total (pc) Full/Part/Fragment Price Value
18 333 333 448 57 (18/23/16) 0
19
20 |
21
3.11. Wall elevation view S:::“.,, -
e Open in the Toolbox the Documentation menu and choose Wall © o madow dor
elevation view command (1). © Custom size 2048 ad

e Click on the internal part of the wall (2).

¢ Move the arrow and click on the desired point (3). Saved format g v

e Click on the Enter (4).

e The dialog appears. Click OK. Drawing [cordia- ~Ground (@ m) * v)

e The wall view is placed. Move it on the appropriate place.

e Repeat the previous method for all walls. [ Save J { J[__conal |
Toolbox o I
= e cordia- - Ground (0 m) ™
Building [_

o b E% ﬁ &

Furnishing T

Drafting L] = /ﬁ

Dimension q k—/;': L || f x i

e ¥ | .u?anhz?u \ ]
e | RSSO (VA

E': Section 1 y ! dghoasze a side of section ling to view t

=4 Print v : | | | Al

L5 Prepare plot layout BN i I l :; 53 2]

ﬁCﬂp}r with rectangle/... ! \ Fry I

Paste ) : y S ouse)

5 Edit after paste © d =

@ Refresh layout va 1 | N ;
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3.12. Overview
!
] = ™
| i
| I ! | ! Rl |
| | | | |
| | | | |
} 1 e B S -
; 1 1 \
1 LT |
L1 Sl y e
\ \ \ \
% Pl A B \ 2 \ D | E | F G H
> 1/ | e = .
;;. f 1 Tiling consignation
v il 2 metalic crema_25x40
2 U 3 | Width (mm) Height (mm) Area (m2) Total (oc) Full/Part/Fragment  Price Value
i 4 | 250 400 17.33 247 (137/11/99) 0
1
5
4 5]
7|
8
9 metalic_flower_25x40 : : :
10 Width (mm) Height (mm) Area (m2) Total (pc) Full/Part/Fragment  Price Value
11 250 400 3.34 40 (30/0/10) 0
12
Width (mm) Height (mm) Area (m2) Total (pc) Full/Part/Fragment  Price Value
333 333 448 57 (18/23/16) 0

Tutorial
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4. Lesson 4: Kitchen Design and Cabinet Wizard

This workshop illustrates how to model a kitchen project for any room. It provides you with the following principles and
basic skills in both 2D and 3D:

<

» Basic architectural design: Room shape with door, window, slab, ceiling.

» You will create your own bespoke kitchen furniture library.

» You build up a cabinet with all its details i.e. corpus, doors,

shelves, handles, feet and accessories.

Select and place these objects from the library and design a complete kitchen.

Visuals: Finishes and materials from producers, shadows, photorealistic/rendered images.
Documentation: 2D floor plan, section, perspective and wall view.

Quantity take-off.

Suitability: Beginners in computer design.

<

e

d

)
*

d

)
*

X3

¢

X3

¢

X3

¢

During this workshop you will design this kitchen:

e Open your browser with: http://www.youtube.com/watch?v=hzvQe_HPlic
e Your screen should look as follows: Press the ARROW button in the bottom left corner to play the video and pause it any
time you need with pressing the same button again.
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- D youtube.com/watch?v=hzvQe_HPIlc
Youl[ILiZ a
Edit info Edit video Editannotations | Edit captions/subtities | AudioSwap | Analytics

ARCHLine.XP 2012 - Kitchen workshop Part 1

cadlinenetwork 74 videos ¥

\-LARC}ﬂkm*ﬁZQMV

ryc

Kitchen design
Part 1

e Start ARCHLine.XP® Interior, Your screen should look similar as follows:
e Click on Pre-defined room command to start .

Browse

Upload

es%f) 50’4 tuare.

cadlinene

P ARCHNne XP 2012 Inteniof Pro
fde Edit View Building Fumshing Drafting Dwnenssion  Tools Plotleyout 3D Add-on  Windows Help
Sidd s B9 LIXSEANOR

i & 22 & Floor: Ground v it | 30 3930 @ L oss @ | W Wl e

sl

2= | @ ARCHlineX”

 Tiling
. Place Lamp
“Pictureonwalll £xit
T 30te
& Moulding
g nsert 20 grouf
W Soft fumishing|
[] Blectrical Acce;
"/ Quantity take-
) Design center
- Matesial mana|
Drafting
Dimension
Indoor Virtual 4| |

Tocl..'! Obje... | Prop... | Proje...

Room design
e Choose in the upcoming dialog the room shape: Rectangle

Tutorial
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e Create your room with exact room internal measurements in m:
e Type these values and press redraw. A: 4.68m (15'-4 %4"), B: 3.3m (10'-10")
e The values represent the internal wall lengths. Wall properties: Thickness: 0.3m (0"-11 %"), Wall height: 2.70m (8'-10 ¥4"),

Diagonal

window

Thickness

b B
A A D A

L Rectangle

wal height:

Rotate with

(e (0] [
Lo | [(2m.] |

2.7m -

4.68m

.3.3m

e Press the Close button and place the room shape on the drawing area with mouse left click near to the origin.

Your screen should look

as follows:

Toolbox R x
Start

€ Unnamed1-Default - Ground (0 m) *

=a MO8 =%

c' View 1 : Axonometric [Image] o @] =

'] Pre-defined rooms

Room Maker

"% Import dwg »
|-V Import image »
/ Line

£ Triangle

Building J

Furnishing |

{9 Properties »

g, Object Pl
@i Tiling »
, Place Lamp

= Picture on wall

T 3Dtest

& Moulding »

5" Insert 2D group

¥ Soft furnishing

[] Etectrical Accessory

", Quantity take-off

[Z] Design center

| Material manager

Drafting |

Dimension I

Doc i |

Indoor Virtual Staging |

When you create the 2D drawing,
all changes automatically appear

in 3D as well.

Proje...

Tool... | Obje... | Prop...

~

<ENip+
=

E]
4

If you see your design partly, click on the bottom right corner icon marked as 1 in order to open the navibar tool and

after click on the icon marked as 2 to have the optimal view.

4.1.

Save your project

Before starting to design it is recommended to save your project with a

real project name, as MyKitchen.pro.

e Click on File menu — Save project command and type your file name to

save the project.

4.2. Floor
42.1.

o Define floor properties: Toolbox- Building menu — Properties - Slab: Set

Floor properties

up these values in the dialog:

e Floor relative height (1): 0.0m (0"); Thickness (2) : -0.3m (-0-11 %4")

Toolbox
Start

'] Pre-defined rooms
Room Maker

E Import dwg

"} Import image

" Line

£ Triangle

Building

% Properties

A Wall

=) Curved wall
i1 Door
[HE1Window

EE Corner window
[] Column

-

1

A wall

% Window
m Curtain wall

B siab

E, Roof
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Slab parameters =)
+ Slab general properties - -
4 wmmZ om v 2 [speine | &7 (MParquet-002 |
£ [seb - &7 [ PANTONE S 418 | :la:l
@ [a-pottommost | 2y [ PANTONE S 418 |
v Slabla

o’

2 1 - -
No. Mame Material Thackness Visible in 3D @
1= Concrete2 ( 0.3m Visible o =
" /,/ o®
e
3D fixed

« [ i " F |anutlhg =)
(] [+ [#) [x] [#] [ T —
l L3 MEWEEE - - -
| » Beam visual properties P
ICost variable = | 1layered 30 r.c. ] | oK | [ cancel |
4.2.2. Floor definition ( Enter 3
‘ 5
¢ Define floor: Toolbox - Building menu — Slab - Slab by '
polygon.
Click on the wall vertex points one by one (1,2,3,4). ]
e Finally click in Enter (5) button to close the command. The i 2
program creates now the new floor and generates in 3D as E
below. 1Selecl end pomt or enter a value
7 lengh  39m
A fncination 90"
X K spacing 0
Y |Y¥ spacing 39m
€ Floor plan - -Defnlt - Ground )~ EooIFahead | € view * : Axanomesic image] ==
3
(= _v+ S
| 4
| AFh
| & v
| =
1 : (s )
b
N | e
| -

Rotate the model
Your screen should look as follows: The slab is ready and you see it in the 3D view under the walls.

¢ Click with left mouse button in the 3D view on the blue triangle icon near to the bottom right corner (1). It opens the

Navibar where you find the Rotate icon (2). Move the cursor over it. Click and hold down the mouse button and start to
move the mouse in any direction. It will rotate the model as you move the mouse.

Tutorial



Lesson 4: Kitchen Design and Cabinet Wizard 111

\

4.2.3. Ceiling definition

4.3.

Activate the 2D view with a left click inside the window.
Define ceiling: Toolbox - Building menu — Ceiling.

=

Click on the wall vertex points one by one as below. Finally click in Enter button (5) to close the ceiling contour.

Toolbox o x
Start |«

'] Pre-defined rooms

Room Maker

"% Import dwg }
E. Import image b

f Line

£ Triangle

Building

% Properties »
A Wall

E)) Curved wall

= Doar

[E1'Window

G} Corner window

E! Column

..... f Beam L |

S slak, 3

] Ceiling —

Zz

¢ Roof

Room Maker

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

Start the command: Toolbox — Start menu — Room Maker as indicated with 1.
Click inside the room on the floor plan as indicated with 2.
The Room Maker dialog appears on your screen.
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Toolbox B o

- | € Floor plan - -Default - Ground (0 m) * o[ -E ]
[' ] Pre-defined rooms [ Eaic) ]

@gﬂm Maker ::D
"% Import dwg 1
+“}Import image

" Line

£ Triangle

Building

¥
¥

Dimension Point ingide a room bouriged by zingle wallz to measure itz area
Documentation #:0.0508 m, Y5678 m

N ;
Tool...|| DC:... | Prop... | Pluje...| @n

e The Room Maker dialog appears on your screen.

Door T T TES— RN TR W W — —

Wall finder
Toolbar

Type finder
Texture finder
Favourites
Other types
Properties
Add new item
Zooming

10. Undo /redo
11. Floor plan
12. 3Dview

12 3D view

CoNooA~rLODE

Width Distance from left Orientation
osm - @ Right

Height Distance from right Left

a8/

2110

Door + Glassed +

wmdow15 e window 1

zm - @ ouitsie

Sill height: Manual mave
om - 4] (b

11 Floor plah

[——

< il | »

| Welcome to Room Maker!

4.3.1. Place door

e Select the indicated wall with Wall finder(1): We place a door on this wall.
e Select Default door(2) from the favourites and change properties: Width:0.8m (2'-7 %2") Height: 2.3m (7'-6 %2") (marked as
3,4);

Tutorial
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113

4.3.2.

EEEuEdrasse Ea @:HW oesesn 1 (][ 2] 9| &
2 — - p— Wiy 3 Dstance fromkeh Orientation @ o
| ose T3 [is oupe ()
ﬂ I , 7 b eigh 4 Distance from right Left 2L
Door + ¢ Glassed + g Om ¥ @) Outside 1
window 1 ullint2 window 1 Sil height: Manual move Inside
. ~ om v ~ >
[GreenT-dt-phoemwm,&eenﬁxs'weparenextim,made-hﬁd\ ” Close

Click on the Texture finder button (5).
Select Bright_white (6) from the favourites.
Click on Green tick — it will place the door in
the wall centre point.

FIEN SIS ST
— == -

Width Distance from left Orienta
@ im - om v 3) Right

Height Distance from right Left
e American- 2.1m - Om v Outside
@ Chermry [i] Sil height: Manual move ® Inside 7

Place window

Place 3 windows on wall.

Press on the Toolbar the window icon (1). Select the indicated wall with Wall finder (2): We place the windows on this wall.
Choose Divided leaf 2x2 type from the favourites (3) and change properties: Width: 0.75m (2'-5 %2"), Height: 1.5m (4'-11"),
Sill height 0.9m (2'-11 %"), (marked as 4,5,6,) Click on Texture Finder (7) and select Bright_white (8); click on Type finder

(9) and Green tick (10) — it will place the window in the centre of the wall.

E@F|oj=spasse ﬂ@ aldal

coo 5] 8] 9] o

Width Distance from ieft
1 = (=
Bﬂ A 4
man 4/4
| I HEEH Distance from right E
) Om
Tieafl  2'%YES  irtain wall
| ‘ center trim 3 Manual move
7 ]
1 B
[« | z - p L i
Green Tick - place new item, Green Plus - prepare next item, Black Circle - Refresh [ Close ]

Close-up E@

4/4

lllll@lll@ I (&)<

RAL 7040 Wood- Beech
Window gr  walnut

atural_pin PANTOME-
S325-7

American-
Cherry

|»--

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

To add more than one door or window to a wall, click on the + (Green Plus) (1) to prepare the new opening and the Green
tick (2) to add your selection— it will place the window on the wall where it is possible.
Place now the missing 3" window on the wall repeating the technique.
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e Change its distance from left to 3.63m (11'-11") (3). Previously placed windows can also be edited. Click on the middle
window and change its distance from left to 2.44m (8'). Click on the left side window and change its distance from left to

1.24m (4'-1").
FlELmEE =R cosewn 11 [ 4)
P Width Distance from left
Eﬂ 0.75m - 1.965m -
Jr ' 5 Height Distance from right
= - -
Sk ID""idEd Equaldiv.2  Default g em hes
eaf 2x2 5ill height: Manual move
4 [ it | » g.9m T @

Distance from left
3.65m -

Distance from right
0.28m -

Manual move

4.3.3. Curtains

e You can place different style curtains and blinds on windows. Click on the + (Green Plus) to prepare the new curtain (no
need for the first time) and the Green tick to add your selection— it will place the curtain on the selected window.
Press on the Toolbar the curtain icon (1). Click on the left window. The curtain will be placed on this window.

e Select the Roman blind from the favourites (2) and change properties: Number of splitters: 4, Retraction: 50% (marked as

3,4)

e Click on the Texture Finder (5) and select “Curtain 002" (6), click on Type finder (7) and Green tick (8) — it will place the

roman blind on the window.

EEEp= =

Close-up [ E

Mumber of spli
1/3 E
Retraction
F& Pelmet
4 [ ] | » | Without pelmet

5

3
, B

4

Eﬂﬁ

-

Top height

=1}
El
4

Eaktom height
am

-

5]

Coffee_cr CURTAIN-
m 002

CURTAIM-

Cherry 02_PANTO

Dark_grey

Pop-Anis

- HEE

Pop-Glisse

el [0

N

Place the missing roman blinds on the next windows repeating the technique.
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4.3.4. Ceiling light

e Place light on ceiling. Press on the Toolbar the Ceiling lights icon (1).
e Select the Pendant lamp 1(2) from the favourites.
e Click on Green tick (3) — it will place the light on the ceiling.

CIEIr)

Close-up

2 ‘ - Inp::ns . Manuﬁwe
& e Gl

Pendant Pendant am -
lamp 2 lamp 3 y Distance from floor

I | 3

@@IIII CROIEIF] o DD

¥ pos Manual move
8
' o @]
E]- MNeon Iamp Pendant Pendant

11 e A

Pendant A @
lamp 1 lamp 2 lamp 3 Distance from floor
| » Z7m M

4 | it

4.3.5. Floor material

e Press on the Toolbar the Floor Material icon (1).

e To add a flooring click on” White tile” (2) in the favourites and it will automatically show in the project. The same method

applies to the ceiling material.
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= III

Parquet- Parquet Parquet- Parquet- Parquet- Parquet-
pine040 pine045 pine052  polisanderD polisanderD S002

4 | I

4.3.6. Ceiling material

e The command is very similar to floor material. Press on
the Toolbar the Ceiling Material icon (1).

e Select a texture that is missing from favourites.
Click on the Other button (2). You will see the Design
Centre with all textures.

e Click on the arrow button (3) and select the first line as
“Search in all Categories” Stucco e Stuccol Stuccol0  Stuccoll  Stuccol2
Type the name partly in the search field (4) : Stucco

Cobalt f
Press the Search button (5). The search term “Stucco” | -

returns all names beginning with “Stucco".
search result list Stucco20  Stucco2l  Stucco22  Stucco23 Stucco3 Stuccod40  Stuccod5

e Click on the marked item named Stucco2 (6) in the
o= aE@e @@ @D '

HE B B

PANTOME PANTOME PAMTOME PANTOME PAMNTOME- PANTOME- Wallpaperl | PANTONE
548-1 555-4 56-9 582-2 53-9-F1 5325-3 0 541-8

4 | in [ » "ﬁf‘

Press Ok to close the dialog. The selected texture will be placed in the ceiling materials favourites in Room Maker and will
be applied to ceiling right away.
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FE SIS &)<

Close-up @ @

PANTONE PANTONE PANTOME PANTOMNE- PANTONE- Wallpaperl PANTONE
555-4 56-8 Sg2-2 53-9-F1 £325-3 0 S41-8

Stucco2
| 3

1 | [

4.3.7. Texture of the wall

Change Texture on one wall
e Press on the Toolbar the Wall Material icon (1).

e

4/4

[<]

e Switch off the All wall checkbox (2) and click on “Wallpaper_001” (3). It will be applied only on the selected wall. Your
screen should look as follows:

PANTONE PANTONE- PANTONE- Wallpaperl
§$82-2 $3-9-F1 $325-3 0 ’

Wallpaper_ Wallpaper_ Default
031 055 material

ARCHLine.XP®



118 Lesson 4: Kitchen Design and Cabinet Wizard

Change Texture on all walls

e Press on the Toolbar the Wall Material icon (1).
e Switch on the All walls checkbox (2) and click on “Bright_white” (3). It will be applied only all walls. Your screen should

look as follows:

L

s g

——

@]@-1 Close—uplj@ [+

HEE B ="

4/4
ity Coffee crea Hazelnut Obbivka W PANTOME PANTOME PANTOME PANTOME PANTOME-
3 m pastel allpaper 548-1 555-4 56-0 582-2 53-9-F1

“els (0]

[ | »

‘ Wall material

e Close the dialog

4.4. Perspective views

It is recommended to save some perspective views now. These saved views makes easier later to overview your room
inside. Close the Room Maker and activate the 3D window and click on the Navibar Perspective view icon. Define and
save 2 views in the upcoming dialog.
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Perspective view dialog

e Click on the floor plan icon (1). Then click on the camera point (2) and drag it near to the door middle point. Now click on
the target point (3) and drag it near to the middle of the opposite wall.
e Change the Angle value (4) to 60 degree and the Camera ad Target elevation (5) to 1.4m (4'-7").

Perspective dialog @

3 (@) soetvens X
S

e When you are ready click on the green plus sign (1) and the view is saved. and press Ok (2) to close the dialog.

Perspective dialog

\El.
Saved views 1

/f
View_0
R =" 7
lim=
Il 1= ;

Camera

You can save more views as well. If you have more saved views use Page Up and Page Down buttons to swap among
the saved views.
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4.5. Cabinet wizard — Single door base cabinets

Use the cabinet wizard tool to create bespoke wardrobes, kitchen cabinets and bathroom cabinets.

e Press on the Toolbar the Furnishing button (1) and click on Object(2). Click on the Cabinet Wizard button (3).
¢ Define and wardrobe properties in the upcoming dialog.

Toolbox R = [":I'-IEWE v]
Start

Building

-@» 1

%Prﬂpeﬂis b

g Object——> 2 M & Single object

Tili .
T Tiling (, Google 3D Warehouse /"h

, Placelamp
@3 Furniture from Manufacturers

— Picture on wall :
T 3D text .b £l é:)
& Moulding P | @ Sketchup 3

g’ Insert 20 group {Ea binet Wizard _:::) |
' Soft furnishing J Workto

E| Electrical Accessory P

Design center [l Quantity take-off
p——— . mTrmrm P T

45.1. General tab

e Activate the General tab(1).

o Edit the basic geometry of the width: 0.6m (1'-11 2")(2), depth: 0.6m (1'-11 %2") (3), click on the “Overall height locked”
radio button(4) and set the overall height: 0.9m (2'-11 %4")(5) as here.

e Select a finish(6) by searching “Zebrano” in the material library. Use the refresh button(7) to update changes.

Cabinet wizard v
Snge corus B0 cﬁ ]
Basic geomgfry
Width ¢ Depth 3 (7) Corpus height locked
: Height off Thickness ¢® Overall height locked
wls om 0.02m C09m 5
— () Leg Height locked
@eneral ) 1 ] 0.04m
[Corpus details ] Cabinet type: Frontal shape:
B boors [Standard Shape w | | Cirde Shaped - Left
Jaoining width Detail
Door handles

0.3m 7

[ fsr
Drawer handles
2] [Feet
D Accessories
o Basic materials 6
e Cabinet solid material . zebrano )
[Data ] ["] Back side material [ Default material
[|Right side material [B Default material
[ Left side material
[~ Top side material
[ Bottom side material
Selected cabinet: [ Wardrobe selection ] [ OK J [ Cancel
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DC:Search results in: Materia_ls_

4.5.2. Corpus details tab
e Click on the Corpus details tab(1). Switch off the “Top side” (2). Use the refresh button if needed to update change.

Cabinet wizard LR
Sogle orpes @R | Resemn e
E | Traditional overlay
: 5 o Extension to back extension to width
Om [om Om
[CIMoulding Automatic - Ml 5eech
[General ] Width Height
| 0.05m 0.05m
Gorpusactae> 1 )
g ——
[ |poors
E)oor handles
[F1 |shelves
Drawers
_| |Drawer handles Corpus
Back Side Thickness
o et ] 0.005m om =
] |Accessories
Info... Side options Left side Right side
[Datz ] Bottom Side [Traditional overlay v]
Rakers
ot added
Selected cabinet: [ Wardrobe selection ] [ oK. ] [ P

45.3. Doors tab

Click on the checkbox and activate the Doors tab(1).
Select from the list the “Single” door (2).

Select a finish(3) “Zebrano”.

Use the refresh button if needed to update change.
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Cabinet wizard LBE

Single corpus B EI R Refresh )6

Door geometry

&g

Number, Door overlay

Single Eﬁadih’onal overlay v]

W Door startsat  Thickness

Om v Om v 0.02m
Gap
0.002m

[General ] Door sgli i Door Front Material
k:orpus details ] zebrano [ |l Default material

[E [Door handles [ ']@@

[ [shelves

Door inset and frame
Drawers

Drawer handles

[Feet ]
[ [accessories
Info...
pata ]
Strap - E] E]@
Selected cabinet: [ Wardrobe =

45.4. Door handle tab

Click on the checkbox and activate the Door handles tab(1).

Click on the Green Plus + to add a handle(2).

Select from the list the “Long” type(3). Adjust its position on left middle side (4).
Select the “CHROME_MIRROR” from material library(5).

Use the refresh button if needed to update changes.

Cabinet wizard nr

E— (€= |( Refreh e
= Door handles 2

= e @
: Czndee type [Long oo T x)[...

H Rotation +Up/-Down  Around +Right / - Left

o 310 -0 )

[Generd ] 7
Offset +Right/-Left +Up/-Down +Forward / -
[Corpus details ] om om om
[Doors ]
]

— )
K [Doorhandls ) 1 4
[ [shelves

Drawers
_| |Drawer handles o
= (I CHROME_MIRROR ]
D ‘VACCESSC‘“ES
Info...
pata
Selected cabinet: | Wardrobe selection ) oK J[ cancel ]
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455. Shelves tab

Click on the checkbox and activate the Shelves tab(1).

Click on small up arrow (2) to add a shelve.

Click on the “Equal spacing” button to place the shelve in the middle (3).

The height value will be displayed in the “Spacing between shelves” list. Here you can change its height if needed.
Select the “Zebrano” from material library(4). Use the refresh button if needed to update changes.

Move the cursor over the 3D view. Click and hold down the mouse button and start to move the mouse in any direction. It
will rotate the model as you move the mouse.

Cabinet wizard B 3

(snglecors _______________________________[KIEICIFINS Refresh ()

Single corpus
Shelves
2 Spacing between shelves

Top
0.4m
“E "e

Thickness 0.02m

Gap 0.002m
[General &

)
[COstdetais ]
3] lDoofs ] o _—
7| [shelves ) f ]
[ [prawers

Selected cabinet: Wardrobe selection ] [ oK ” Cancel :

45.6. Feettab

Click on the checkbox and activate the Feet tab(1).

Select the “Black” from material library(5) for feet material.

Add plinth with choosing from the list the “Front plinth” type(3).

Select the “Zebrano” from material library(5) for plinth material. Use the refresh button if needed to update changes.
Move the cursor over the 3D view. Click and hold down the mouse button and start to move the mouse in any direction. It
will rotate the model as you move the mouse.
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45.7.

The new cabinet is completed. Add a name to the completed object and place in a category and save it in the object

Cabinet wizard

Refresh

| @

Feet
Leg shape [Rectangle -]
Width Depth
0.04m 0.04m
Leg options [Bo(h sides ']
[General ] +Right /-Left  +Up /-Down
[corpus details ] 0.04m 0.04m
fpoors ] Viaterial 2
[shelves ]
Plinth 3
o Oraets ¢ Pﬁmh[FrontpEnlh__) ']
[F] [Drawer handles Thickness
(7 Jreet =i 1 0.02m
[ [Accessories Material 4
Ezebrmo )
Info...
pata
Selected cabinet: Wardrobe selection

J (

J{

Cancel

Save

library. From now on you can place the completed object in any project.

Click on the Ok button (1) and add the name “cabinet_base_01” (2) in the upcoming small dialog. Select the “Cabinet

wizard” (3) category. Press Ok (4) to save in the library.

Now place the completed object in the 2D window.

Cabinet wizard

Refresh

Drawer handles

IFeet

[ |accessories

Info...

[pata

Catgooe

Cegretnrs D 3

-

e v

Basic geometry
Width Depth () Corpus height locked
. 0.6m 0.6m 0.86m
Height off Thickness @ Qverall height locked
om 0.02m 0.9m
(7) Leg Height locked
[General ] 0.04m
[Corpus details ] Cabinet type: Frontal shape:
[Doors ] [Standard Shape V] ICirrJe Shaped - Left |
[Door handles ] Create new 2D group | object E
[Shel\res ] Na roup | object:
cabinet_base_01 2
[ [orawers J

Basic materials

Cabinet solid material
[~ Back side material
[~ right side material
[ Left side material
[ Top side material

[~ Bottom side material

(== |

I pefault material

I pefault material
I pefault material
I pefault material

I pefault material

Selected cabinet: [

cabinet_base

)

Cancel
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Flace of the clipboard content [press F

A Length 1.586 m
£ Inclination || 206 8347485"
* ¥ zpacing 1.415m
=" spacing 07161 m

C

4.6. Cabinet wizard — Lower corner cabinet

New cabinets can be created from already existing cabinets.

Cabinet wizard

{ DC:Search results in: Cabinet wizard (40 )

=

Go into cabinet wizard again press the Wardrobe selection (1) button and select an existing cabinet “cabinet_base 01"
from the list (2). Press Ok (3) to load it into Cabinet wizard dialog to form it into a new furniture.

-+ #H 0 [Search in all items]

[Search in all categaries]

L

Tt

Drawer handles

[General |Mcabinet_bas|f Designer Designer Premier Premier Scope
[Corpus details | 2 Beech oak Pale Cream  Plain White Beech
[ [poors : .-E:
Door handles : T D
[ |shelves || Scopelight  Scope Scope Oak Scope Shaker. Shaker.
— - | Applewood maple Walnut lower unit  lower unit

[Feet

_ IDEI?;ﬁ

D ACCESSOMes

Info...

Shaker Shaker Shaker Shaker Shaker Shaker
lower unit  Maple lowe Maple lowe Maple lowe Maple lowe Maple lowe

pat=

I I0E

Shaker Shaker Shaker Shaker Shaker Shaker
Maple mid Maple stan Maple upp Maple upp Maple upp Maple upp

= 1 Bh Of ==

1

Selected cabinet:

C Wardrobe selection )I
e ——

Double the corpus

OK

Cancel

e Click on the Green plus (1) to double the corpus. Use the blue arrows to
e navigate between the 2 parts. Now click on the blue arrow (2) to activate the first part.

ARCHLine.XP®
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Cabinet wizard - r
Corpus 2 [ 2 [ Refresh
Basic geometry
Width Depth (@) Corpus height locked
. 0.6m 0.6m 0.86m
Height off Thickness () Overall height locked
Om 0.02m 0.9m
() Leg Height locked
[General ] 0.04m
[Co(pus details ] Cabinet type: Frontal shape:
[Doors ] [Smndard Shape = | | Cirde Shaped - Left
Joining width Dietail
[Door handles ] 0.3m 7
[Shel\res ]
[ [prawers
Drawer handles
[Feet
[ |Accessories
- Basic materials
— Cabinet solid material Elzebrano
Data
[ ] [~ Back side material I Default material
[~ right side material I Default material
[ Left side material I Default material
[~ Top side material I Default material
[~ Bottom side material I Default material

Selected cabinet: [

cabinet_base_01 ] I OK I[ Cancel
Door handle off
¢ In the door handles tab uncheck the handle (1).
Cabinet wizard - w
X | e

Basic geometry
Width Depth (@) Corpus height locked
. 0.6m 0.6m 0.86m
Height off Thickness () Overall height locked
0om 0.02m 0.9m
() Leg Height locked
[General ] 0.04m
[Corpus details ] Cabinet type: Frontal shape:
[Doors ] [Smndard Shape » [ | Cirdle Shaped - Left
Joining width Detail
@or handles ¥ 1 0.3m 7
[Shel\res ]
[ [prawers
Drawer handles
[Feet
[ |accessories
- Basic materials
nfo...
— Cabinet solid material Elzebrano
Data
[ ] [~ Back side material [ Default material
[ right side material [ Default material
[ Left side material [ Default material
[ Top side material [ Default material
[~ Bottom side material [ Default material

Selected cabinet: [

cabinet_base_01

OK

J|

Cancel

Corpus side off

e Click on the Corpus details tab(1).

¢ In the corpus, uncheck the right side(2) , then click on the blue arrow (3) to navigate to the right part, and uncheck the left

side(4).

Tutorial
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Save

Cabinet wizard -“v
——
Corpus1 /2 ‘ln [ Refresh
—
E Cabinet top 3
[] Top Side Traditional overlay
: Zxkension ko Front Extension to back extension to width
Om om Om
[[IMouiding Automatic Meech
lGenera\ ] i Height
0.05m 0.05m
[Duurs ]
[E) [poor handles
[Shelves ]
[ [prawers
G
Drawer handles arpds
Back Side Thickness
fFest J 0.005m om -
B |accessories
Info... Side options Left side 2
[pata ] Bottom Side | Traditional overlay =
Rakers
[ -] ()X
Mo raker added
Selected cabinet: | cabinet_base_01 ] | Ok || cancel |
Cabinet wizard "N J
Corpus 2 [ 2 @@ [ Refresh
E Cabinet top
[7] Top side Traditional overlay
: Zxkension bo Front Extension to back extension to width
om om Om
[CIMouiding Automatic Mpeech
[General ] i izl
0.05m 0.05m
l(nrpus details ]
[Duws ]
[Door handles ]
[shelves ]
[ |prawers
[«
Crawer handles rpds
Back Side Thickness
[Feet J 0.005m om -
[ |accessories
Info... Side options Right side
e || Footomsce
Rakers
[ 7] (#)(X]
Mo raker added
Selected cabinet:

cabinet_base 01

]

[ oK

] l Cancel

The new cabinet is completed. Add a name to the completed object and place in a category and save it in the object
library. From now on you can place the completed object in any project.

Click on the Ok button (1) and select “No” (2) in the upcoming small dialog. In this case you will create a new object in
library. Add the name “cabinet_base_corner” (3) in the next upcoming small dialog. Select the “Cabinet wizard” (4)
category. Press Ok (5) to save in the library.

Now place the completed object in the 2D window.
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Cabinet wizard v =]
o O]
E Cabinet top
[CTop side Traditional overlay
2 Ixtension o front Extension ko back: extension ko width
am Oom om
[l Moulding Automatic Wpeech
[General l tividth Height
0.05m 0.05m
l(orplls details ]
D
zl [ — l Message Q
[Doar handles l
[She‘ves l C% Overwrite the original object in the library?
[ — P (Choosing 'No' will create a new object)
Drawer handles Co 2
e P
Feet ] [ ve J{ w0 [} cance |
g

O |accessories
Create new 2D group | object

Name of the new group | object:

K] cabinet base_comer] ¥ 73

Category:

Cabretwizard /]

Info...

e ]

5 -
oD

_-;‘)'\ [ cancel

Selected cabinet: [

i Enter [i]

] B

cabinet_base_01 oK

Place of the

lipboard cont

A Length
£ Inclinatian

A ¥ spacing

4.407 m
80.936843°
06342 m

Y Y spacing

4352 m

4.7. Cabinet wizard — Double door base cabinet

New cabinets can be created from already existing cabinets.

Go into cabinet wizard again press the Wardrobe selection (1) button and select an existing cabinet “cabinet_base_ 01"
from the list (2). Press Ok (3) to load it into Cabinet wizard dialog to form it into a new furniture.

Tutorial
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Cabinet wizard

=

{ DC:Search results in: Cabinet wizard (40 )

1 (=]
o

+

+ & 0 [Search in all items]

[Search in all categories]

[ |accessaries

bl

[General | Designer  Designer  Premier Prermier Scope
[Corpus details ) 2 Beech oak Pale Cream  Plain White Beech
e e

[ [poors =
3
Door handles
- o
[ |shelves Scope Light Scope Scope Oak Scope Shaker. Shaker.
| Applewood maple Walnut lower unit  lower unit
Drawers
. T — <2
Drawer handles m .ED IE@
[Feet | T o !
Shaker Shaker Shaker Shaker Shaker Shaker

3 lower unit  Maple lowe Maple lowe Maple lowe Maple lowe Maple lowe

Info... D TI:
Data =1
be N ) L
Shaker Shaker Shaker Shaker Shaker Shaker
Maple mid Maple stan Maple upp Maple upp Maple upp  Maple upp
= 1 Ff M ===
1
Selected cabinet: ¢ Wardobeselecton ) oK Cancel
= = e — =
New size

e Click on the General tab(1). Edit the basic geometry of the width as 1.2m (3"-11 %4")(2). Use the refresh button(7) to update

changes.

o Click on the Doors tab(3). Select from the list the “Double” door (4). Use the refresh button if needed to update changes.

Cabinet wizard

-

=
)

()X

|| Back side material
[~ right side material
[ Left side material
|| Top side material

[~ Bottom side material

Basic geometry
Wid Depth (7 Corpus height locked
. 1.2m 0.6m 0.86m
Height off 2 Thickness @ Overall height locked
Om 0.02m 0.9m
. (7 Leg Height locked
@eneral ) 1 ] 0.04m
[Corpus details ] Cabinet type: Frontal shape:
[Doors ] [Smndard Shape Cirdle Shaped - Left
Joining width Detail
[Door handles ] 0.3m 7
[Shelves ]
[ |orawers
Drawer handles
[Feet
[ |Accessories
- Basic materials
[n_ ] Cabinet solid material [!Izebrano
Data

[ Default material
I Default material
[ Default material
[ Default material

I Defauit material

Refresh

o)

Selected cabinet:

cabinet_base_01

Cancel

oK ]
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Cabinet wizard - L4
Single corpus E] b 4 [ Refresh
Door geometry
nels Door overlay
E '] [Tradiﬁonal overlay v]
£ 4 Door ends at Door starts at Thickness
0m * 0Om * 0.02Zm
Gap
0.002m
[General Door solid material Door Front Material
[Corpus details @Eb'a"" ] [ | pefauit material

Cooos _ D 3

[Door handles

[Shel\res

[ [prawers

Drawer handles

[Feet

[ |accessories

[

-] (@)X

Door inset and frame

Mo profile added

Info...
[pata
Strap v] E]g]
Selected cabinet: cabinet_base_01 ] [ OK ] [ Cancel
Door handle
e Click on the Door handles tab(1). Adjust its position on right middle side (4). Use the refresh button if needed to update
changes.
Cabinet wizard - w
Single corpus @ x [ Refresh
Door handles
[Handle— [Round] - ]@@
Handle type [Long ']
Rotation +Up /- Down Around +Right / - Left
lo e I ™
[General ] -
Offset +Right /-Left  +Up/-Down +Forward [ -
[Corpus details ] om om om
[Doors ] e
oo andes > ] ) Y
ehelves Posiion & (I o
[ [prawers ® @
Drawer handles Material

[Feet

[ |accessories

Info...

pata

(M crROME_MIRROR

Selected cabinet:

cabinet_base_01

)|

Cancel
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Save

The new cabinet is completed. Add a name to the completed object and place in a category and save it in the object
library. From now on you can place the completed object in any project.

Click on the Ok button (1) and select “No” (2) in the upcoming small dialog. In this case you will create a new object in
library. Add the name “cabinet_base_02” (3) in the next upcoming small dialog. Select the “Cabinet wizard” (4) category.
Press Ok (5) to save in the library.

Now place the completed object in the 2D window.

Cabinet wizard
single corpus E] X [ Refresh
Door handles
[Handle— [Round] b4 ]@ @
Handle type [Long v]
Rotation +Up /-Down Around +Right / - Left
lo ~Jo ~J[o v)
[General ]
Offset +Right /-Left  +Up f-Down +Forward /-
[Corpus details ] om om om
[Doors ] r ~
[Donr b ]
—
= [Shelves ] I.’ ‘I Overwrite the original object in the library?
B [orawers ' (Choosing 'No' will create a new object.)
Drawer handles 2
| ——
[Feet ] [ Yes K[ Mo D’ Cancel ]
R ——

[E |accessories
Info...

Create new 2D group | object
= ] group | abj =]

MName of the new group | object:
¢ cabinet_base_02] % 3
Category:
4 5 -
OK Cancel

e ————

Selected cabinet:

cabinet_base_01

| &

———

Place aof the clipboard cont

gy

A Length
& Inclination

2635
355266562

¥ Y zpacing

02224 m

4.8. Cabinet wizard — Double door tall cabinet

New cabinets can be created from already existing cabinets.

1 _
0K ‘2 Cancel I

Go into cabinet wizard again press the Wardrobe selection button and select an existing cabinet “cabinet_base_01" from
the list. Press Ok to load it into Cabinet wizard dialog to form it into a new furniture.
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New size

e Click on the General tab(1). Edit the basic geometry of the width as 1.08 m (3'-6 '2") (2). Set the overall height (3) as 2.7m

(8-10 '4"). Use the refresh button to update changes.

Cabinet wizard

N
SEIL T
— Basic geometry
i Width 2 erth ( ;Iw Corpus height locked
. 0.6m 2.66m
Height off Thickness @ Overall height locked
om 0.02m Gim >3
® Leg Height locked
@eneral ) 1 ] 0.04m
[Corpus details ] Cabinet type: Frontal shape:
h:)m ] [Slandard Shape VJ Circle Shaped - Left
Joining width Di
{Door handles ] 0.3m
[Shelves ]
] Praw\‘e: S
Drawer handles
52} [Feet
[F] |accessories
e Basic materials
— Cabinet solid material [!lzebrano
Data =
[ ] [] Back side material [ pefauit material
[T Right side material [ Default material
[] Left side material [ Default material
[ Top side material I Default material
[| Bottom side material [ pefault material

Selected cabinet: [ cabinet_base_01 ] [ OK ][ Cancel J
e Uncheck the Doors tab (4). Click on the Corpus details tab (5).
e Switch on the “Top side” (6). Use the refresh button if needed to update changes.
Cabinet wizard BLE
p— @Y [ e E®

[l boors 2> 4

Door handles

[Shelves

[ |prawers

Drawer handles

[Feet

[F |accessories

Info...

pata

Cabinet top 6
; i [Tradiﬁonal overlay V]
Extension to back exkension to width
Om Om Om
[CIMoulding Automatic MBeech
Width Height
0.05m 0.05m
Corpus
Back Side Thickness
0.005m Om v
Side options Left side Right side
Bottom Side [Tradiﬁonal overlay V]
Rakers

[

Selected cabinet:

cabinet_base_01

Cancel

Tutorial



Lesson 4: Kitchen Design and Cabinet Wizard

133

Shelves and drawers

e Click on the checkbox and activate the Shelves tab (1). Set the height value as 0.89m (2'-11") in the “Spacing between
shelves” list(2). Use the refresh button if needed to update changes.

Cabinet wizard - r

Shelves

Spacing between shelves

b | (o)X [ Refresh

Number of =)
shelves =]

Top
0.89m 3y 7
£

Thickness  0.02m

[Generai ] Gap 0.002m h
[Corpusdetails ] [ Equal spacing ]
Bottom
O D‘:'Cfls Shelf panel material
Door handles Ejzebrano
lshelves 3 ]
] Drawers
_| |Drawer handles
[peet
| |Accessories
Info...
pata
Selected cabinet: | cabinet_base 01 ] | oK J[ concel |

e Click on the checkbox and activate the Drawers tab (3). Click on All (4), check the drawer fronts (5), select the double

panel (6), and next select “Zebrano” finish by searching in the material library.

Cabinet wizard - !

- [E] X [ Refresh ]@

Qu_ D4 -]

‘ Drawers

Drawer fronts 5

[] vertical divider

\ Number of panels Door overlay

Double > A v] [Tradiﬁonal overlay v
[General ] Inside Thickness 0.02m Gap 0.002m
[Corpus details I | D i ial D Door Front Material

B8 zebrano by 3 [ Default material
[ [poors | T

é)c-o:' handles
Drawer inset and frame

[Shelves ]

 lorawers > 3 ][

-] (#]X]

[E] [prawer handles

9] [peet J

[ |Accessories

Info...

pata

Selected cabinet: [

cabinet_base_01
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Handle of the drawer

e Click on the checkbox and activate the Drawer handles tab (1). Click on All (2), click on the Green plus (3) to add a handle

and select the “Long” handle type (4). Adjust its position to lower right (5).

e Select the “CHROME_MIRROR” from material library(6). Use the refresh button if needed to update changes.

Cabinet wizard B

—— 2@ || Refien Ee
Drawer handles
e ———
(L ) z)
S~
[Hande- (1 ~{#)X]
-
Hande tyk Jionae oD 2L =t
[general Rotation +Up /-Down  Around +Right / - Left
[Corpus details [0 'J [0 'J [0 ']
[ [oors Offset +Right/-Left +Up /-Down + Forward / -
= om om Om
Door handles
[Shelves ]
Drawers ] Positon © © ©
T orawerbandies> 1 0 -, 5
[Feet ] Material
]| |Accessories <[!CHROME—MIRROR _S 6 ]
Info...
pata
Selected cabinet: [ cabinet_base_01 ] [ OK ][ Cancel
e Select the 2™ handle in the Handles list (7). Adjust its position to middle right (8).
Cabinet wizard nr
= 2@ | Refiemn 0
Drgwer handles
(— z)
[Handle- [1] v]@@
Handle type [Long ']
[Generai ] Rotation +Up/-Down  Around +Right / - Left
[Corpus details ] [0 '] [0 'J [0 ']
[ [oors Offset +Right/-Left +Up /-Down + Forward / -
= om om Om
Door handles
[Shelves ] © © ©
5] [Drawers ] Positon @& @ 8
] [Drawer handles J ® & ®
[Feet ] Material
]| |Accessories ECHROME_MIRROR ]
Info...
pata
Selected cabinet: [ cabinet_base_01 ] [ OK ][ Cancel ]
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Save

The new cabinet is completed. Add a name to the completed object and place in a category and save it in the object
library. From now on you can place the completed object in any project.

e Click on the Ok button (1) and select “No” (2) in the upcoming small dialog. In this case you will create a new object in

library. Add the name “cabinet_full_02” (3) in the next upcoming small dialog. Select the “Cabinet wizard” (4) category.
Press Ok (5) to save in the library.

Cabinet wizard (=]
E— : ()X (E][@]
Drawer handies
B -]
[Handee-[1] )X
Handle type [Long 2)[...
[general ] Rotation +Up /-Down  Around +Right / - Left
[corpus detais ] [0 -] -]o 5
R Offset +Right /-Left +Up /-Down + Forward / -
e Message i
9] [shelves ]
=~ ) S —
= ||| @ Sy
7] [peet ] -
= G Yes No Cancel
[ |Accessorie

Create new 2D group | object

Name of the new group | object:

Cabinet wizard

4 5 z

‘ 1
Selected cabinet: cabinet_base_01 ] [ & ok DJ[ Cancel

e Now place the completed object in the 2D window.

¥

Place aof the clipboard content [

A Length 011597 m
& Inclination iy
¥ spacing 1]
¥ Y gpacing 01197 m

4.9. Cabinet wizard — Double door top cabinet- Optional

Now you create a top cabinet with two door in your own using the following parameters:

e Wardrobe selection: choose cabinet_base_02

e General panel: Width: 1.2m (3-11 %4"); Depth: 0.28m (11"); Overall height: 0.94m (3'-1"); Corpus material: Bright white;
Height off ground: 1.3m (4'-3 %4");
e Corpus details panel: Top side enabled;
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e Door panel: aligned to the right bottom;
e No legs.

¢ Finally delete all the previously placed items in the 2D window.

The furniture we just made and saved into the library we will now place using the tools of the Room Maker.
This way we can let the software align the sides of the units to each other.

4.10. Placing furniture using the Room maker

Before start placing furniture, start playing the following YouTube video: Kitchen design - Part 2.

B ARCHlineX”, %/en"‘qf']

eclar) ST

Kitchen design
— Part 2

e Open your browser: http://www.youtube.com/watch?v=Gva2kcW9eMo

¢ Click on the Play button in the left bottom corner of the YouTube video player. You can stop the playback any time you
need.
After watching, let's go back to ARCHLine.XP®:

e Start the Room maker and click inside the kitchen.

Kitchen cabinets =]

Nl N /

s

FIELAE)E,

Close-up @ IEI

Distance from left  Manual move Width: 0.1m @ \%I
1.65m - Height: 0.1m
m @ . - Thickness: 0.1m 1/4 E:m
2. EEEre gl Dist from wall line: )
Build-in L. Zsuzsa TCcabinet TC cabinet 1.55m - om -
oven kenyha 3 base 01 base 02

Distance from floor o

] , om - (]

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

Tutorial
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e Select the Kitchen cabinets page (1).
There are cabinets with the name starting with TC_.... We will use these cabinets in this tutorial.

e When you would like to use your own cabinets you need to click on the button which has a blue cross on it (2) and you can
select them in the appearing dialog window. All selected cabinets will be loaded into the Favourites list:

DC:0bjects\Kitchen cabinets (51 )

b 4

* ¥ ‘ﬂ‘ 0‘ Search in all items =
E: . Kitchen cabinets

m n m m ‘

Su: ope  Scope Light Su: ope Scope Shaker
Beech  Applewccd maple Scope Oak Walnut lower unit

Placing a lower corner cabinet into the left side corner

Select the cabinet named , TC cabinet base corner” in the Favourites list.
Make the kitchen wall active according to the following picture.

Distance from left: 0.0 (0")

Green thick

The selected item is aligned into the left corner in front of the wall:

Kitchen cabinets =

\ I | M

W

III@I@II@II CEMEIEIr] cosen 1[40 @

Distance from left | Manual move Width: 12m -

Drni Height: 0.9m
E] Thidkness: 0.63m i/4
Distance from right EEB@ Dist from wall line:

L. Zsuzsa TCcabinet TC cabinet | TC cabinet 2.1m
konyha 3 base 01 base 02 | base comer

Distance from floar Transform by
1 (]| v om - .

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

Placing a lower corner cabinet into the right side corner

e Click on the green plus to prepare placing a new item in front of the current wall.
e Select the cabinet named , TC cabinet base corner” in the Favourites list.

Place it next to the previous one to the right:
o Distance from right: 0.0 (0")
e Green thick
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Erro=drasze d@a @ cesesn 11 [S4] ][9] &

Placement options Width: 1.2m - H
") Above om Height: 0.8m
Thickness: 0.63m 1/4
7) Under om

L. Zsuzsa TCcabinet TC cabinet | TC cabinet om
kenyha 3 base 01 base 02 | base comer [ﬂ RJght om - ]

TR E—— >

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

-]

Close

Now set the distance of the cabinet from the right corner.
e Distance from right: 0.0 (0")

III@JI@II P @a @ cesevp 01 (2] [2)[9) | Emm ey

Distance fromleft  Manual move Width: 1.2m - I
L.2Zm v Height: 0.9m
B Thickness: 0.63m 1/4 =

Distance from right EEE]D] Dist from wall line:
L. Zsuzsa TCcabinet TCcabinet | TC cabinet
kenyha 3 base 01 base 02 | base corner
L3

Distance from floor Transform by
TR om -

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

e Select: Transform by - Mirrored
e Update (or Enter)

e :
III@I@II e @a @dW e 1120 @ &

Distance from left  Manual move Width: 12m - H "
33m Height: 0.9m =
E] Thickness:  0.63m 14 {:

Distance from right EEE’@ Dist from wall line:
L. 7suzsa TCcabinet TC cabinet | TC cabinet -1.2m E]
»

konyha 3 base 01 base 02 | base corner

Distance from floor Transform by

om -

L ===

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

Close

The selected item is aligned into the right corner in front of the wall.

Placing the double door top cabinet

The top cabinet will be placed above the left side corner item by 0.45m (1'-6"). To do so, first the left side corner cabinet
must be selected.

Click on the blue arrow (highlighted on the previous image), and the left side item becomes selected.
Click on the green plus to prepare placing a new item on this wall.

Select the TC cabinet top 02 item.

Above: 0.45m (1'-6"), Green thick

Tutorial
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III@I@III@I CICREIEIF]

Close-up [7] @ =]

Width: 12m
@ Above 0.45m -|| Height: 0.9m
Thickness: 0.31m 1/4

) B

J Under
TC cabinet TC cabinet TC cabinet | TC cabinet O Left
base corner  full 02 top 01 (7) Right
‘ E—m— >

om

Om

Close

e

llllll@l 2@ @ @@

é;;l

h
Close-up [ @ &

om

“mipD -

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

Distance from left

Distance from right EEE%E]@ Dist from wall line:

@ . TC cabinet TCcabinet TC cabinet | TC cablnet 2.1m
base corner  full 02 top 01 top 02
i P = p Distance from floor
< T » 13m v

Manual move Width: 12m |

Height: 0.9m
Thickness:  0.31m 1/4

Transform by

EEIIIII!!

Placing the top corner cabinet

The top corner cabinet will be placed right next to the double door top cabinet and it will be moved to the right corner after.
Now the double door top cabinet is the active (selected) one.

e Click on the green plus to prepare placing a new item on this wall.
e Select the item: TC cabinet top corner
e Placement option is Right: 0 (0"), Green thick
HEN S NETES SIS cesen 1144219 &
= T __ o ] e don
- U — Thickness: 0.6m 1/4 fn:ﬁ
TC cabinet 1C cabinet | TC cabinet Worktop_0 CiLeft o £
top 02 top 03 top cormer 01 ) | (@ Right om - I
| 1
Green Tick - place new item, Green Plus - prepare nextitem, Black Cirde - Refresh Close i
Now move it to the right corner:
o Distance from right: 0 (0"), Update (Enter)
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e /
/ A
cesen (1 [43] 2 [2] @
Distance fromleft  Manual move Width: 06m | . .
~~~~~ 1.2m v Height: 0.9m
| = B Thickness: 0.6m 1/4 {
@ ‘ B SE T i EE]@E'] Dist from wallfine: j
TC cabinet TC cabinet | TC cabinet | Worktop_0 0| v %
top 02 top 03 top corner 01
& i 2 " 0 Distance from floor Transform by
‘ » Lsm - _.\
Green Tick - place new item, Green Plus - prepare next item, Black Cirdle - Refresh [ Close
=

Placing the single door top cabinet

The single door top cabinet will be placed next to the top corner cabinet on the left side. Now the top corner cabinet is the
active one.

Click on the green plus to prepare placing a new item on this wall.
e Select the item:
e Placement options - Left: 0 (0"), Green thick

III@]I@II @l CI eI cusewn 1 3] 42 ]
Placement options Width: 0.6m
® Above 0.45m Height: 0.9m
B p Thickness: 0.31m 1/4 i
(™) Under m - B

=
@ Left om -
top 02 top03  top comner rdiE Right Om
‘ E—— »
Green Tick - place new item, Green Plus - prepare next item, Black Cirdle - Refresh Close ,
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We will place further cabinets on the right side wall.

Placing a single door base cabinet
The single door base cabinet will be placed on the right side wall next to the lower corner cabinet.

o Navigate to the right side wall.
The lower corner cabinet is the active one now.

: _ _ _ < % 3 = = = -~
III@I@III @ (@ oo (20 il
Distance fromleft  Manual move Width: 12m - B =
Height: 0.9m e
E] Thickness: 0.63m 2/4
Distance from right EE’E]D] Dist from wall line:

L. Zsuzsa  TCcabinet TC cabinet | TC cabinet 3.48m
konyha 3 base 01 base 02 | base corner
Distance from floar Transform by
LI T E— v om . EEIIIII!!

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

Close

e Click on the green plus to prepare placing a new item on this wall.
e Select the item: TC cabinet base 01.
e Placement options - Right: 0 (0"), Green thick
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Placing the double door base cabinets

The double door base cabinets will be placed right next to the single door unit to the right one after the other

Now the single door unit is the active one.

Click on the green plus to prepare placing a new item on this wall.
Select the item: TC cabinet base 02.

Placement options - Right: 0 (0"), Green thick

Click on the green plus to prepare placing a new item on this wall.
Select the item: TC cabinet base 02.

Placement options - Right: 0 (0"), Green thick

EEaEcPazse @@ =

Close-up—!. £) ||

[«

Build-in L.Zsuzsa TCcabinet | TC cabinet 1.08m
oven konyha 3 base01 | base02 |
e Distance from floor
] > om -

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

Width: 1.2m
Height: 0.9m

Thickness: 0.63m

Distance from left  Manual move
Distance from right Dist from wall line:
[+ @@@@
£2 -

Transform by

@ =]

Placing the tall cabinet

The tall cabinet will be placed next to the previously created double door item, to the right side.

Click on the green plus to prepare placing a new item on this wall.
Select the item: TC cabinet full 02.

Placement options - Right: 0 (0"), Green thick

Click on the top corner cabinet in the 3D window to make it selected:

Tutorial
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v Kitchen cabinets ]

III I@@IIHI @ EdW cesesn 11 (44) (2] 0] &

--"'-- Distance from left  Manual move Width: 06m | @
0.6m Height: 0.9m
E] Thickness: 0.6m 2/4
Distance from right E@B@ Dist from wall line:

TC cabmet TC cabinet  TC cabinet TC cabmet 3.48m v |
top 01 top 02 top 03 top corner
g P R s p Distance from fioor Transform by |
‘ ] > ¥ -
Green Tick - place new item, Green Plus - prepare next item, Black Circle - Refresh [ Close

Placing the single door top cabinet
The single door top cabinet will be placed next to the top corner cabinet to the right side.

e Click on the green plus to prepare placing a new item on this wall.
e Select the item: TC cabinet top 01.
» Placement options - Right: 0 (0"), Green thick

Placing double door top cabinet
2 pieces of the double door top cabinet will be placed next to the previously created single door cabinet to the right side.

Click on the green plus to prepare placing a new item on this wall.
Select the item: TC cabinet top 02.

Placement options - Right: 0 (0"), Green thick

Click on the green plus to prepare placing a new item on this wall.
Select the item: TC cabinet top 02.

Placement options - Right: 0 (0"), Green thick
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e N\

Placing a single door base cabinet under the window
The single door base cabinet will be placed on the left side wall under the widow next to the corner cabinet on the left side.

¢ Navigate to the opposite wall.
¢ Activate the corner cabinet.
e Use ,Zoom in” button to zoom into the room according to the following example.

Kitchen cabinets

III@]I@IIH@I @ Edw cose ]

Distance from left  Manual move Width: L2Zm E‘-@ﬁ
4.68m Height:  0.9m L£00Mout B4 .
E] Thickness:  0.63m 4/4
EEETE= Tl E@B@ Dist from wall line: ]

L. Zsuzsa TCcabinet TC cabinet | TC cabinet -1.2m . n
kenyha 3 base 01 base 02 | base comer E] -
Distance from floor Transform by ﬂ-
I E—m— L o - —I ——tr
Green Tick - place new item, Green Plus - prepare next item, Black Circle - Refresh Close

e Click on the green plus to prepare placing a new item on this wall.
e Select the item: TC cabinet base 01.
Placement options - Left: 0 (0"), Green thick
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F

Placing the tall cabinet

The tall cabinet will be placed next to the previously created single door unit to the left side and it will be moved to the left

corner.

Click on the green plus to prepare placing a new item on this wall.
Select the item: TC cabinet full 02.

Placement options - Left: 0 (0"), Green thick

Distance from left: 0 (0"), Update.

Close the Room maker.

All the kitchen cabinets are placed in the kitchen:

|
/A

[
\

—

X
L

[ —
—————

/

4.11. Worktop wizard

There will be 3 different worktops created with the Worktop wizard.

4.11.1. Worktop on the left — 1.2m (3'-11 %4")

The first worktop will be 1.2m (3'-11 %4") long and there is no hole cut into it.

e Choose the Toolbox / Furnishing / Object / Worktop tool.
Using the appearing wizard you can create worktops by setting up their properties.
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Furnishing |
E Properties [
mg, Object . % Single object B
Tili J E
i Tiling @ Showrocom E
, Place Lamp .
= Picture on wall (, Google3D Warehouse
T 3D text 0D sanitary Ware
& Moulding b |mg 3Ds
Ig]rnsv.‘:rtﬂ]' group @& Sketchup
' Soft furnishing _ _
) J Cabinet Wizard
E| Electrical Accessory
Design center | 1 Worktop
.| Material manager 5 Quantity take-off
MNeraftina [T -

Basic geometry
e Use the following values as seen on the following picture as well:
A:1.2m (3-11 ¥4"), B: 0.62m (2'-0 ¥2"), C: 0.04m (0'-1 %2"), Relative height: 0.9m(2'-11 %2").
e Material: Bright white
¢ Round off edges: Front side, Size: 0.01m (35")

Worktop Wizard @
Basic geometry Refresh ] @
Width(a) Height{B) Depth(C) Relative height
12m 0.62m 0.04m 0.9m
Type

Rectangle shaped -

Materials
Material [ Edge material

[ Bright_white ] Default materia

Round off edges ——

Front side - q_q_“'“'-h-h__q_q_ \D

Size 0.01m
End panels
[ Left side panel [ right side panel
Height 0.4m
Selected worktop [ Select worktop ] [ Ok ][ Cancel

The first worktop is ready. Please save it:

¢ Click OK. Type the following name: Worktop_120, and select the category: Worktop wizard. Click OK to save it into the
library.

Create new 20 group | object [E]

Mame of the new group | object:
Worktop_120|

Category:
Waorktop wizard -

e Please press the ESC key on the computer keyboard now instead of placing it on the 2D drawing. We will use the Room
maker to place the worktops on top of the cabinets.
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4.11.2. 2" worktop — 2.1m (6'-10 %")
The 2™ worktop is 2.1m (6'-10 %4") long and there is a hole cut into it for the built-in gas hob.

e Choose the Toolbox / Furnishing / Object / Worktop tool.
o Click on the ,Select worktop” button to select the previously created worktop from the Worktop wizard category and click
OK.

Basic geometry
e Change the value A: 2.1 (6'-10 %4"):

Holes
¢ Define the hole by clicking on the Holes button on the left side of the dialog window.
e Click on the green plus.
e Select the Rectangle Simple shape.
e Set the size of the hole:

A: 0.7 (2-3 12"), B: 0.55 (1'-9 %4")
e Setthe Xand Y offset:

C: 0.7 (2-3%"), D: 0.02 (%"
e Click the Refresh button.

Worktop Wizard @
I Refresh I @
Worktop holes
I 1 - [Rectangle Simple] - I E]
UTHEY 0.7m ¥ offset(C) o7m
Height(B) 0.55m ¥ offset(D) 0.02m
Profile inner -0.005m
I Hesiareomeiny ] Profile outer 0.01m

( Holes ] o

. Half circle Rectangle
i double =+ r Polygen Simple

Selected worktop I Worktop_120 I [ OK ] I Cancel

The 2™ worktop is done. Please save it:

¢ Click OK and choose “No0” so you can save it as a hew worktop. Type the following name: Worktop_210, and choose the
Worktop wizard category. Click OK to save in the library.
e Please press the ESC key on the computer keyboard to discard placing the worktop.

4.11.3. Worktop on the right — 3.6m (11'-9 34")
The worktop to the right will be 3.6m (11'-9 %4") long and there will be a hole cut into it for the kitchen sink.

e Choose the Toolbox / Furnishing / Object / Worktop tool.
e Click on the Select worktop button and select the previously created worktop (Worktop_210) from the Worktop wizard
category. Click OK.

Basic geometry
e Change the value A: 3.6 (11'-9 %")

Holes

e Click on the Holes button, to define the hole in the worktop
e Change the size of the hole:

A: 1.16 (3-9 %"), B: 0.55 (1"-9 %4")
e Change the offset of the hole:

C:1.22 (4'), D: 0.02 (34"
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e Click on the Refresh button.

Worktop Wizard @I
[ Refresh ] @
Worktop holes
o eI
Width(a) L16m ¥ offset(C) 1.22m
Height(B) 0.55m ¥ offset(D) 0.02m
Profile inner -0.005m
[ Basic geometry ] Profile outer 0.01m

[ Holes ]

. Half circle Rectangle
e double + r Polygon Simple

Selected worktop [ worktop_210 ] [ Ok “ Cancel

The last worktop is done. Please save it:

e Click Ok and choose No to save the worktop as a new item. Type the following name: Worktop_360, and choose the
Worktop wizard category. Click OK to save the worktop into the library.
e Please press the ESC key on the computer keyboard to discard placing the worktop.

4.12. Placing worktops by using the Room maker
The previously created 3 worktops will be placed using the Room maker.

e Start the Room maker and click into the kitchen.

e Choose the Kitchen cabinets page.

e There are ready made worktops in the Favourites list with the name worktop_... You can use these or the previously
created ones as well by clicking on the blue plus and select them one by one, adding to the Favourites list:
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DC:0bjects\Worktop wizard (15 )

b 4

+ + M @ [searchinalitems]

= Worktop wizard

Marble markle markle Markle  Munkalap_
White 1200 white 1800 white 2400 White 600« 003

Walnut Walnut
1200x620 1260x620

Walnut Walnut
1800x620 1860x020

Walnut Walnut
2400x620  2460x620

Walnut  Worktop_1 worktop 21
600x620 20 0

worktop_360

Placing the first 1.2m (3-11 ¥%") long worktop

Navigate to the left side wall.

Activate the single door unit under the window by selecting it (or by using the blue arrows).
Click on the green plus to prepare placing a new item on this wall.

Select the item: Worktop_120.

Placement options - Above: 0 (0"), Green thick.

Kitchen cabinets

Close-up [7] LR

Build-in L. Zsuzsa | TCcabinet | TC cabinet 0.6m -
oven kenyha 3 base 01 base 02
> am -

Distance from fioor
]|

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

- D\sf:smmﬁom \eFtv Maﬂua[l:jave .
[ |i j Distance from right E]@E]E‘]Thld;i-::s:amzsj I’i-:e: o
E] E] m -

=mm—

Width: 0.6 =
He‘ight: 0.9:

]
Transform by
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" -

Placing the 2" 2.1m (6-10 %") long worktop

Navigate to the next wall to the right. Make sure that the lower left corner cabinet is active.
Click on the green plus to prepare placing a new item on this wall.

Select the item: Worktop_210.

Placement options - Above: 0 (0”), Green thick.

NE S EET coseuo 71 (4] [0

Distance from left  Manual move Width: 21m .H
. ~ — om - Height:  0.04m 5
B = 2] Thickness:  0.62m /4 B} U
E] Distance from right EEB@ Dist from wall line: , &
Worktop_0 Worktop_ 0 Worktop_1 |worktop_21 om - .

12m -
02 03 20 0
p Distance from floor B Transform by

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

Close

Make the worktop shifted 0.6m (1'-11 %2") to the right:

e Distance from left: 0.6m (1'-11 %2"), Update (or Enter)
o

==

i

\

i\

IRININ|

T )

n

/!

Manual move

03 20 0

Distance from right
= Lo Jon
Worktop_ 0 Worktop_1 |worktop_21 1.2m -
D PSR 1

Placing the 3% 3.6m (11%-9 3™ long worktop

¢ Navigate to the next wall to the right. Make sure that the lower left corner cabinet is active.
e Click on the green plus to prepare placing a new item on this wall.

e Select the item: Worktop_360.
e Placement options - Above: 0 (0"), Green thick.
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‘ Kitchen cabinets

=
FIEAOSEE I cesesw 1 (44 (][9] &
I Distance from left ~ Manual move Width: 3.6m =) —_o oo
. O E Height:  0.04m @ }7—’ H
T T i || ; y [
Distance from right [E[E@[E] E']mld;i‘:::mov;: I:: - 262 I = H
E] Worktop_0 Worktop_1 worktop_21 |worktop_36 1.08m v om =R
= 2 ¢ 'L Distance from floor E] Transform by
‘ ——1 osm  ~ Cr—[
Green Tick - place new item, Green Plus - prepare next item, Black Circle - Refresh Close

e Please close the Room maker.

Kitchen accessories

Choose the Kitchen accessories category in the Design Center. Place the Built-in oven, the Gas hob, the Extractor hood,

the Kitchen sink and any other accessory of your choice into the kitchen.

The final version of the kitchen:
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