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What is ARCHLine.XP#?

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

The course contains 8 workshops:

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

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

Enjoy the successful design!
CadLine

Start your design and work with ARCHLine.XP®

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

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

https://www.archlinexp.com/enroliments/courses/intermediate-course/downloads
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Workshop 1: Material management 11

1. Workshop: Material management

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

Creating material

« Creating new material from color

+« Downloading new material from the Showroom

+« Downloading new texture from the internet page of the manufacturer

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

Material properties

.

% Material properties settings
% Render styes

Material / Texture editing

Editing a seamless pattern

Material and texture coloring

Materials with transparent background — Alfa channel
Creating decals

Bump mapping with the pattern of the original image

0
”Q

0
”Q

0
”Q

X3

¢

X3

¢

Color cards

+ Create a new color card
+« Convert existing material into a color card

PBR materials

To complete tasks please download WORKSHOP PROJECT — INTERMEDIATE from our website and install to your
computer. This contains all projects for Intermediate workshops. Here you can also find the tutorial video of the lecture.
https://www.archlinexp.com/enroliments/courses/intermediate-course/material-editing/1

e Open .\Documents\ARCHIlineXP DRAW\2023\Workshop_Intermediate\1_Material_management\1_Material
management_Start.pro file.

1.1. Create new material

We will create a new material from color or texture.

1.1.1. Creating a new material from color Rzl BB Floorplan - - Ground loor © mm) |
‘ [Search in all items] Q H Brands ‘
Frist we will choose a color from the RAL color palette and we will # [Marerials | COLOURS | RAL \
use it as the basis of our new material. <<Back | 17 Elements VT —
IN MODEL | Create new material
¢ In the Design Center select the Materials — Colors — RAL category, Mv . @ import HQ material package
then Settings - Create new material option. BULDING Bar RAL Bar_RAL Create Color card
5015 Sky 6019 Pas Showroom
e Click on the color button and select a color from the RAL color Eztzz::m . . ;2-':1: e

palette: RAL 7031 Blue Gray-t

Eozen RAL Sort in categories
RAL 300 1006 Ma
Import

#
Other(71)
Pl Import all objects from folder
Pantone(18) % Export
RAL(17) RAL RAL 4] Exportto Live
2013 Pea 3002 Car

RGB(24) [} selectall
Sanitary(2) . . @ High-quality materials

—
ELECTRICAL ACCESSO RAL RAL _‘*“IL/

3003 Ru 5012 ligh il

FABRICS (TEXTILE, CUI

SATDEN . .

GLASS, MIRROR RAL RAL
5024 Pas 5025 Pea

METAL

PAINTINGS .

Properties Project navigator | Styles

& ARCH|[INES
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Texture(albedo)

RAL

Colour tables
- ARCHLine.XP
- AutoCAD
Custom
RAL
- Sikkens
- BOLIX
- Dulux
Paleta NCS
Pantone
- StoColor System
- TRUMATCH

Hatch on section

Hatch in 3D

| Copy material properties

Paste material properties

~ | Render styles General

-
~

A Texture / Color

| Colour

-

58
Reference E
Name | RAL 7031 Blue grey
old
L E
New
RAL 7032 Pebble grey Components
0%
:
=
‘ RAL 7035 Light grey
< 1
. :
10%
[uayer Cancel
Blurriness of transparency (transparent -> blurred) 0%
Medium color / Density 0
(vl |
v
Help oK Cancel

e Select the Wall render style at the Appearance tab.

Material properties

Texture(albedo)

Appearance

Thermal parameters

BIM parameters

Hatch on section

Hatch in 3D

e After pressing OK, save the material.

Interior - Intermediate course

| Copy material properties Faste material properties
x |Render styles \Wall |V .
A Texture / Color
Colour N
Use texture image
Texture(albedo) 80
|
Image size in pixels: None
A Physical properties
Position: [Tile v
Recalculate UV mapping
A Basic settings
Transparency 0%
=1
Metalic (Reflection) 3%
- -1
Refraction (IOR, No refraction = 1) 2
1
Roughness(Blurry Reflection(Visually indistinct mirroring)) 5%
= 1
Blurriness of transparency (transparent -= blurred) 0%
]
Medium color / Density 0
=1
v
Help Cancel
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Create new item in the library n
Name of the new item in the library:
RAL 7031 Blue Grey v
Category:
COLOURS v

Sub category:

RAL ]
Producer:
| generic W |
A
e Drag and drop the new material on the wall next to the door. Use the As painting option.
Design center 8 X | Floor plan - - Ground floor (0 mm) /View 2 [Image].. | + |
— , < f i *
[ [Search in all items] Q H Brands Newimadel S
f  Materials ' COLOURS = RAL
<<Back -3
RAL 7031 Blue Grey
Previous Next Jump to category
[ s painting |
As tiling
|
" As area painting
r Replacing one material with another
Render styles Wall 2} Replacing one material with another on this object
A Texture / Color
Colour I
Use texture image
Texture(albedo) 80
i
Image size in pixels: None
A Physical properties
Position: Tile vl
Properties Design center | Project navigator | Styles 4

1.1.2. Downloading material from the Showroom

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

e Select the Showroom — Rovitex — Denver — Denver_A_304 material and after download, drag and drop it on the curtain
using the Replace one material with another option.

& ARCH|INE.&



14 Workshop 1: Material management

My favourites

J
|

(Recent models ]| Toronto (14)
)
)
)

(Help

Downloads: 579 Views: 4436
§ | DOWNLOAD

Design, 8 % showroom B
[Search in all items] Q-‘ Denver ~=
f . Denver_A_304
(Building ) Rovitex olor code: 304.. Brown
Size (cm): 145
OB &am= = ) Rapport size (cm): 36.24 X 42.3
Iooor W i Proft Grou Bollas &y Composmont 007 PES "
{ dow e_ip Denver (8) i Jecor
Fabric type: decor
‘ Catalog Dimout (1) yp
& o~ @ ~ S\ Dublin (6)
i‘ RO | & ﬁ @ Q 3 Florida (4)
Obje Mat HQ Rend||She|f 3D Light BIM Montreal (27)
\cts eral mate er s ware: Sour Iibia Reno (11)
 Recently created content mmﬂ
Tenerife (40)

DENVER (8)

Denver_A_105 ,‘,
7 ¥ Denver_A_304
Properties Design center = Project navigator Styles

As painting
As tiling
As area painting

Replacing one material with another.
Replacing one material with another on this object
Insert as Raster Image

Right-click on the curtain and select Find Material to view the properties of the material. For this material, for example, the
Transparency is set automatically to 13%, but you may want to set it to 0%, since we are talking about a blackout curtain.

1.1.3. Downloading texture from the internet page of the manufacturer

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

In our example we will use a wallpaper from JAB (https://www.jab.de/de/en) and we will apply it to the wall behind the
sofa.

Before download we need to register on the website.

Search for the MIRAGE wallpaper and select a color:

Interior - Intermediate course
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Configurators v Products v Brands v Stockists  Contract
JAB

Product Finder

PRODUCT FINDER

PRODUCTS FOUND (4)

HIDE FILTERS N\

4 Results for MIRAGE

Iml Filters: ~ WALLPAPERS (@

CONTENTS FOUND (1536)

MIRAGE MIRAGE MIRAGE

CH9116/050 CH9116/040 CH9116/010
Wallpapers Wallpapers Wallpapers
Graphic (4)
DETAILS SEARCH DEALER DETAILS SEARCH DEALER DETAILS SEARCH DEALER

Pay attention to the ,Length of repeat” value on the webpage. This
In the download section, select ,iImage of pattern repeat” option.

will be the width of our pattern: 610mm.

We have to specify the resolution of the pattern. It is not recommended to choose a too large resolution, because it will

only increase the project size: 900 pixels.

/ Configurators ~  Products~  Brands v  Stockists  Contract
JAB

=] <

Signin  Favourites

PRODUCT DETAILS

Article: MIRAGE
Brand: CHIVASSO
Number: CH9116/050
Colour variations: 8
Quality: Wallpapers, Printed, Non-woven
Material: Surface : 100% vinyl, groundmaterial: 100% paper
Instructions: P IL( -'I'- I!— -
Width/Length: &9 cm/27"
Length: 1005 cm/396"
Length of repeat: 61cm/24"
Length of roll: 1005 cm/396"
Design: Graphic, Large-patterned
SEND [J DEALER SEARCH  [4]

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

After download we can choose

DOWNLOADS ¥,

Download image material to this
product by selecting a media type first

and then the media format.

& ARCH|INE.&



16 Workshop 1: Material management

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

Yiew Image

Copy Image

Copy Image Location

Save Image As...

Email Image...
Set As Desltop Background...

Yiew Image Info

1.1.4. Creating new material from texture

The downloaded material is on the clipboard or is saved as an image file.
We can create a new material from texture by pasting the element on the clipboard or by browsing the downloaded image
file.

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

Design center B X | Floor plan - - Ground floor (0 mm) * /" View 2 [Image] * +
S
l [Search in all items] Q H Brands | -Y@!!zg"—?%e]—
[#  Materials  WALLPAPER  Standard |
<<Back | 29 Elements &
" Multi selection mode
IN MODEL Create new material
i MY = Import HQ material package
Carlucci
: |
BUILDING Cannelle Wonder Create Color card
Showroom
LOLORGARD Color card manager
# COLOURS s, Delete
< ELECTRICAL ACCESSO Carlycci_ Chi_avass [ Sort in categories
Poninsky o_gilder_
5 FABRICS (TEXTILE, CUIL [  Import
Import all objects from folder
“ GARDEN g —
2‘” == [ Export
iavass ivasso
el it o0_Wood _colour_ ¥ Exportto Live
o METAL [y setectal
“ PAINTINGS @ High-quality materials
PARQUET Chivasso b 1
_Gather_ esprit Il
< STONE
- WALLPAPER Obbivka_ Stucco-
Wallpa Cobalt
Art(3) b
Other(1)

v v

Properties Project na... Styles

The Material properties dialog appears.

e Click on the Texture icon.
e If you have the image on the clipboard, click on the Insert button.
¢ If you have saved the image to your computer, click on the Texture button and search for it on the computer.

Interior - Intermediate course
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On the Physical properties tab, type in the value of ,Length of repeat” from the website: 610 mm as the Horizontal

Material properties

Texture(albedo) ~

Appearance

Thermal parameters

BIM parameters

Hatch on section

Hatch in 30

| Copy material properties

Paste material properties

Render styles |Gen eral

)
i

A Texture / Color
Colour
© Use texture image

Adding color

Texture(albedo)

n ﬂ Calour
A

Texture

i Copy to clipboard

58

£
G
H Paste

W o Reset value back to default

Direction:
Recalculate UV mapping
A Basic settings
Transparency
|
Metalic (Reflection)
= 1
Refraction (IOR, No refraction = 1)

Roughness(Blurry Reflection(Visually indistinct mirroring))

Help

dimension. It is important to turn on the Keeping the X/Y ratios command first.

On the Appearance tab we will set the display properties. The most important task is to select the appropriate Render

style. The parameters of the selected Render style can be modified carefully.

Material properties

| Copy material properties Paste material properties
Texture(albeda) ~ |Render styles |Wa|| |v .
A Texture / Color
Colour —
“ Use texture image
Adding color |
Texture(albedo) 51
Image size in pixels: 590 x 522
A Physical properties
Position: [Tile |~
| “~ Keeping the X/Y ratios |
Height: 540 mm
[ width: 610 mm |
Direction: 0°
Recalculate UV mapping
|| Appearance | A Basic settings
Transparency 0%
Thermal parameters ~ I
BIM parameters Metalic (Reflection) 3%
= 1
Hatch on section Refraction (IOR, No refraction = 1) 2
Hatch in 3D I
Roughness(Blurry Reflection(Visually indistinct mirroring)) 5%

442 mm

500 mm

0°

0%

2%

10%

Cancel

< ARCH|INE.Z
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1.2.

After pressing OK, name the new material and enter the appropriate category and subcategory where you want to save it.

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

Design center 2 x Floor plan - - Ground floor (O mm) ) View 2 Image] | + |

i jab Q H Brands ‘ b View 2 Image] * * u U -ox
& Materials

<<Back o

JAB_Mirage 2

Previous Next Jump to category

As painting
As tiling
As area painting

Replacing one material with another
Replacing one material with another on this object
Insert as Raster Image

Render styles Wall M
A Texture / Color
Colour ————1
Use texture image
Adding color 5 !
Texture(albedo) 51 Sy $Zll000000 P M oo A S
i) |
Image size in pixels: 590 x 522

A Physical properties v

Properties | Design ce.. ' Project na... Styles

Material properties

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

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

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

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

E : s

Design center . x

View2(imagel*

| cassolo Q H Brands |

EV Render styles

<<Back | 21 Elements &

Color coded Restore

Fabric False emissive Frosted glass

General Glass Glossy covering

® & &

Leather Marble

Mirror Parquet

o \,‘

Properties | Design center
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1.3. Material/Texture editing

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

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

In such cases, we need to edit the texture.

1.3.1. Creating a seamless pattern

1. What is a seamless pattern?

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

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

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

e Let's create a material from the Dandelion.jpg \

texture from the ...\Material | | @ >\ EF IS IS\ R E
management\Textures folder, and use it onthe ]~ "‘, Y Ry W Ap) o ¥ Pr/ o o “‘ B/ an o
wall behind the sofa. ‘ %N " f 2

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

e Let’s place the material from the Design
Center on the floor plan as a raster image.
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As painting
As tiling

5 N 3
A ¢

Chiavasso_!

& Replacing one material with another
od Chivasso_colour_
block_wall

Chiavasso_gilder

Replacing one material with another on this object

1l block s

S — I Insert as Raster Image
& o v _/
; %, /
By B/
3 ¥
B>
7 .
o ¥
Chivasso_Gather | Dandelion_Origi -
_WALLPAPER nal il

2

Obblvl;ae_rWallpa Stucco-Cobalt Toscan-Soleil

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

-~

Raster image (1444) [1/1] »>> ‘g'l Scale
Properties... =
= =+ Stretch
Select (. e
Fli 4
Copy properties L
Reload

Create similar o
Recoloring image

Delete i
Make a picture transparent

-

= oo 1] I N T

Phase

Attach photo » Convert image to grayscale

Find material Generate normal map

Color card
Invert color

Locate item in Design Center

Make searnless pattern J
Calibrate

Make seamless pattern quad

—
i d
.

| Edit ,
Clip the image

-

Frame/Show

Define orthogonal view L
Save 4
Ely 3
Draw Order L4

Layer »

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

*

The command can only be used with textures that has a repetition.

e Save the seamless pattern as a material: Choose the Resave Material. The material In Model category will then be
overwritten with the new material and the model will display the modified seamless pattern material on the wall.
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ALY
Raster image (1444) [1/1] >>>

s, Properties...

/ //‘ Select 4
s
/ d Copy properties

< / Create similar

Delete

Phase »
Attach photo 4
Find material

Color card

Locate item in Design Center

| Calibrate
Edit >
Clip the image 4
Frame/Show

Define orthogonal view

[ Save i Save as material
3D 4 Resave Material
Draw Order 4 Save as...
Layer »y [

e Drag and drop the seamless pattern on the wall.

e Itis worth copy material in the In Model category back into the category, overwriting the original material.
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Design center B X | “Floor plan - - Ground floor (0 mm).. [

| [Search in all items] Q H Brands ‘

# | Materials ~ In Model

<<Back

i . ﬁ Material properties
Dandelion_Original

W Add to favorites
_Previous  Next Jump to category

7 “] Sortin categories

Delete

Export

(AR P

Export to Live

Create a copy as a color card
Make a copy

Copy Image

Mo t|e|d =

Copy to category

Get update from category
Find material

Properties

Render styles

N Save icon
A Texture / Color

Element identifier
Colour

=

Create a seamless pattern from a non-repeating pattern

If you find material on the Internet that is not a repetitive pattern, proceed as follows:

e Let's create a material from the Abstract2.jpg texture from the ...\Material management\Textures folder, based on the
previous steps, and place it on the floor plan as a raster image.

¢ Now click on the pattern and from the Local menu, select Edit — Make seamless pattern quad command.
The program will then mirror the pattern on the X and Y axes, giving you a seamless pattern.
Save the seamless pattern using the Save as material command, then you can use the material As painting as usual.

e T A N LK L0 SEIECL Press ML L0 auu/ ueser
ﬁ— Raster image (221) [1/1] >>> i

Nézet 2 [Image] * 1 Properties...

5_Nagy_Andrea_Konyha, Select N

Copy properties

Create similar

Phase 4

Find material

o
4
M Delete
pe.
A

Locate item in Design Center

E‘ Calibrate
| el ’l Scale
Clip the image 4
L Stretch
Frame/Show ] = e
Define orthogonal view Flip >
Save » Reload

3D 4
Draw Order 4

Group parameters 4

Recoloring image
Make a picture transparent

Layer o Convert image to grayscale

el ]
e
E Generate normal map
Invert color
14
| 3¢

Make seamless pattern

Make seamless pattern quad
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1.3.2.

Coloring material and texture

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

Coloring material

The Adding Color option can be turned on at the material properties. Click the Color button to select the appropriate color
from the color tables. The added background color can be turned off at any time, this is just a property of the material, it

does not affect the texture.

The advantage is that you can try many color variations quickly, the result is immediately visible in the 3D model.

ign center o x
| [Search in all items] Q H Brands ‘
M Materials  In Model
<<Back -]
Dandelion g

Previous Next Jump to category

Render styles General
A Texture / Color
Colour

< Use texture image

Texture(albedo) 575

Image size in pixels: 1469 x 1499

A Physical properties

Properties | Design ce... | Project na... Styles

Coloring texture

RAL

Colour tables

- ARCHLine.XP
AutoCAD

- Custom
Sikkens

-~ BOLIX
Dulux

- Paleta NCS

-~ Pantone
StoColor System

- TRUMATCH

k 5,NagyﬁAndreafKonyha,wnrkshopfFlNALj/Nézet 2 [Image] * +

Nézet 2 [Image] *

Reference

Name | RAL 1007 Daffodil yellows

old
New

Components

RAL 1013 Oyster white

RAL 1014 Ivory

RAL 1015 Light ivory

D Layer

The pattern on the floor plan can be recolored using the Local menu - Edit — Recoloring image option.

After that the texture can be saved as a material.
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In contrast to the Material Coloring method, we create textures that are actually recolored here, as well as the materials

saved from them. The disadvantage is that the result will only appear in the model later when these textures are used as
material.

1.3.3. Materials with transparent background — Alfa channel

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

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

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

Let’s create images with transparent backgrounds:

Create a lampshade

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

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

« Select the color you want to make transparent with the eyedropper tool. Here the . & e
white. |

e Set the value of the transparency: 255. Enter. &= B

f  Materials ' In Model
<<Back

Cantallops

Previous Next Jump to category

Degree of transparency x

Opaque Transparent

-
Cancs

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

Render styles General =
¥ Texture / Color

A Physical properties

roston: | TN -
R Basic settin|Tile

Transparenc_

|

Metalic (Reflection) 2%

[l | v

Interior - Intermediate course



Workshop 1: Material management 25

Create a wall sticker

Place the Abstract_wood.jpg on the floor plan from the ...\Material management\Textures folder.
Select the Local menu — Edit — Make a picture transparent option.

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

Set the value of the transparency: 255. Enter.

5_Na

Raster image (316) [1/1] >>>

oldszint @ m) *

Properties...
Select

Copy properties
Create similar
Delete

Phase

Find material

Locate item in Design Center

Calibrate

Edit

Clip the image
Frame/Show

_ |ﬁ‘l——| Scale
<

Stretch

Define orthogonal view

Flip

Save

Reload

3D

Ea Recoloring image

Draw Order
Group parameters
Layer

Make a picture transparent

. Convert image to grayscale

i Generate normal map
Invert color

B¢ Make seamless pattern

#€ Make seamless pattern quad

Level of transparency X
Opaque Transparent
-
oK | | Cancel |

Save it as a material, then choose which wall you want to place it on.
You can do this with the Picture on wall command, which you first set the properties of the command. Choose Interior -

Properties - Picture on wall command.

Here, turn off the frame and the matting, and in the Image parameters, specify the previously created Abstract_wood
material as the Material.
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| Picture on wall

% Visualization

Colour ]

Layer Gerenda ~

Line weights 0 mm ~

Line type Simple Line ~

Draw Order 8- Bottom-most v
% Properties of placement

Base offset from the floor 2Zm

% Image parameters

Width 0.8m
Height 1.2m
Frame depth 0.002 m
Frame properties “ Matting parameters
[JEnabled I:‘Enabled
Wl eronze BLack sl .
Colour [
Hame Value 2 Glass
Width[0-na.m] 0.05 I:IEnabIed
FEIEIC-nam] 0D Material Glass26

Profile from Library

Cancel

| oK |

Mo style

e Place the sticker on the wall using the Interior - Single object - Picture on wall instruction.

A B 3 =

— HEn
Single object | 3D warehouse BIM libraries | Tiling
Furniture i
@ @ -
| o
fLr
L

'F{ Single object

__"'\I Catalogue

4 Recent models

Picture on wall |

aa New object

” Tools 4 |

1.3.4. Bump mapping — with the pattern of the original image

By adding bump map to a texture, we can create a 3D depth. We call it bump mapping.

Bump mapping
Bump Mapping makes the appearance of surfaces uneven, creating a much more realistic effect.
During the procedure, a more uneven surface is created by freely modifying the direction of the normal vectors of the
model, thus creating the illusion of a more complex, uneven surface. These normal vectors are stored in a texture. These
textures are called Normal Map. It corresponds to the RGB 3 color (red, green, blue) of the 3 axes of the coordinate
system, so that the blue color falls on the axis pointing towards us. Therefore, Normal Maps are mostly bluish.
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Go gle normal map A= 4 Q

Q Osszes [ Képek (8 Térkep [ Videok (@ Hirek  : Egyebek  Bedliitdsok  Eszkozok

bump curvature bump map tiles bump mapping blender displacement map 3ds max tangent space xnormal low po

LearnOpenGL - Normal Mapping ~ How to get a smooth curvature...  How to use normal maps? - Corona R... ~ Why are normal maps predomi. How are normal maps made? -
learnopengl.com blender.stackexchange.com coronarenderer.freshdesk.com gamedev.stackexchange.com quora.com

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

Automatic bump mapping by the texture of the material

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

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

e Select the Building - Brick - Blockwork material and drag it to the wall between the kitchen cabinet and the front door with
the As painting option.
e Try the values below.

Design center 2 x [

o (5]

4 ) Materials ' In Model

Design center 2 x |

= =

#b ) Materials  In Model

<<Back F <<Back o
. . o = d &)
Height: 1000 mm Height: 1000 mm

Width: 1250 mm Width: 1250 mm

Direction: o Direction: o

Renderstyles  General ] Renderstyles  General &

[ Adding color 1 Adding color

Transparency (Transmission) 0% Transparency (Transmission) 0%
Brightness 0% Brightness 60%
Reflection (Reflection factor, Mirroring) 0% Reflection (Reflection factor, Mirroring) 0%
Refraction (IOR, No refraction = 1) 1 Refraction (IOR, No refraction = 1) 1
Blurriness of reflection (Visually indistinct mirroring, 20% Blurriness of reflection (Visually indistinct mirroring, 20%
Blurriness of transparency (e.g. frosted glass) 0% Blurriness of transparency (e.g. frosted glass) 0%
Fresnel effect (changes the material reflection and trans 21 Fresnel effect (changes the material reflection and tran:
Bump Amplitude - Automatic surface by texture Bump Amplitude - Automatic surface by texture [
IScale 0 Scale 2
Bump Softness 0 Bump Softness 15

Drag and drop the texture over the drawing or use the

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

related commands in the menu with gear icon

Bump mapping with built-in Normal map texture

Normal Map texture can be used on texture based material or on color based material.
Normal Map textures can be built-in textures, or you can specify your own Normal Map texture pattern.
The built-in Normal Map textures can be selected from the list below:
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# Materials ~ In Model ro %
<<Back &% A8
Fosiion:  Streten % [0 T
A Basic settings [l
Transparency 0% Me
| m
Metalic (Reflection) 3% Re|
S |
Refraction (IOR, No refraction = 1) 2 Ro
I . Brushed Metal Leather Surface
Roughness(Blurry Reflection(Visually indisti  22%

i ]
Blurriness of transparency (transparent -> bl. 0%

Medium color / Density 0
|
A Bump / normal mapping
Ambient Occlusion (AQ) 0
=] |
Bump / normal mapping 10 Metal Panel Painted Canvas
[} 1
Bump / Normal - Softness 40

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

o

If the material is applied on a non-flat surface it is advised to turn on the Recalculate UV mapping option in the material
properties. It is especially important in the case of patterned materials.

Material properties n
e coldgrey ‘ [ Capy material properties | Paste material properties
Texture(albedo) ~|| Render styles General g

A Texture / Color

Colour I

Use texture image

Texture(albedo) 50

Image size in pixels: None
A Physical properties
Position: [stretch ~

Recalculate UV mapping

A Basic settings

Transparency 0%
[l |
Metalic (Reflection) 3%
=1
‘ p—— || Refraction (IOR. No refraction = 1 2
\ B Roughness(Blurry Reflection(Visually indistinct mirroring)) 22%
\ T = 1
Blurriness of transparency (transparent -> blurred) 0%
‘ Hatch on section ]
‘ Hatch In 30 Medium color / Density 0
=0

Design center nox

/" Floor plan - - Ground floor (0 mm) * / View 2 (Image] * |

coldgrey a || rands |
# Materials _In Model
<<Back o
(=2 | -
Refraction (IOR, No refraction = 1) 2
]
Roughness(Blurry Reflection(Visually indisti 2%
=) I
Blurriness of transparency (transparent -> bl 0%
I
Medium calor / Density 0
=N }
A Bump / normal mapping |
0) 0
Bump / normal mapping 37
Bump / Normal - Softness 40|
1

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

Properties Designce.. Projectna..  Styles
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Built-in Normal map on color based material

1.4.

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

Design center B X | /Floor plan - - Ground floor (0 mm) * / View 2 [Image] * |

coldgrey Q || Brands
& Materials ~ In Model
<<Back &

Render styles General -
¥ Texture / Color

A Physical properties

Position: Tile ~ I
Keeping the X/Y ratios

Height: 100 mm

Width: 100 mm'

Direction: ot

¥ Basic settings
A Bump / normal mapping

Ambient Occlusion (AO

= |
Bump / normal mapping 20
i
Bump / Normal - Softness 40
]

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

Properties | Design ce.. Projectna..  Styles

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

[#8) Materials  in Model

<<Back

Details...

Parameters Value

Colour v

Position: Tile
Maintain aspect ratio

Height: 300 mm

Width: 300 mm

Direction: o

Renderstyles  Matte
Transparency (Transmission)
Brightness

Bump Amplitude Striated Stucco - Vertical

Bump Softness

Drag and drop the texture over the drawing or use the
e > s

Properties | Design center

Color cards

The purpose of a color card is to make the color or texture selection on the 3D model easier, without modifying the plan.
The house or flat can be displayed in a new color just by one click.

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

2. Create a color card from an existing material. In the Design Center — Project folder select the material that we want to
transform to a color card. Then select the Create a copy as a color card option by clicking on the cogwheel icon.
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- Material properties
Dandellon_seamlessl ﬁ Prep

' Add to favorites

Previous Next Jump to category e
7% ' *.] Sortin categories
~ \/Z %/ 2 2

®  Delete
[# Export
+] Export to Live

I Create a copy as a color card

W Make a copy
@ Copylmage

Q  Find material
#=] Properties

Save icon

LR T,

;(ender r——r— = = Element identifier

Double-click on the color card in the top left corner.
In the color card manager dialog:

e Change its name: Living room wallpaper. Add new materials. These will be the wallpaper variations. You can delete here
as well.

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

Color card manager n

Mame of the new material:
I Living room|wallpaper v I
Category:

COLOR CARD
Sub category:
| Other

Producer:

| generic e |

(Use \ to organize into tree-structure eg: Myroom\Furniture )

Current:

.- Dandelion_seamless

Mame

. | Dandelion_seamless

| B8 cassolo
| Cassolo light

[+]'x

The Color card is a collector of real material and displays the currently selected material. You can list any
number of materials in the list, It has the advantage that different versions of the same 30 model can be
presented by selecting another element in the list without changing the project. If materials are directly linked
to walls, windows, furniture, etc., then their modifications will not affect the 30 model in general. YOU CAN
APPLY MATERIALS IN THE PROJECT CATEGORY OMLY.

I 0K Cancel
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Drag and drop the color card (Living room wallpaper) on the wall behind the sofa.

B .

‘ dan Q H Brands ‘
[#t) Materials  In Model
<<Back &
-
Living room paper < Dandelion_

Previous Next

~ \“ﬁ;"_’_’ I As painting
ox < e s tiing

Replacing one material with another

| 4 ¥ 4 v Replacing one material with another on this object

Insert as Raster Image

Parameters Value

Texture [¥]Dandelion_Original(2).png [u]

Position: Tile [¥]
Maintain aspect ratio

Height: 800 mm

Width: 489 mm

Direction: 0o

Render styles Wall l
Asing ok

Transparency (Transmission) 0%

- U

Properties | Design center |

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

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

Design center 3 x | View2[image] * <
dan a |m

[#4) Materials _ 1n Model

<<Back o

Living room < s

Jump to category

'//‘\\'-7/,,

Choose material from color card

=l 1

Dandelon s...  Cassolo  Cassolo ight!

Parameters Value

Texture VIDandelion_Original(2).png
Position: Tile 5

Maintsin aspect ratio

Height: 800 mm
Width 489 mm

Direction: o

Renderstyles  Wall v

Transparency (Transmission) 0%
- &}

Properties  Design center

Repeat it for the material of the sofa. Now we have two color cards.
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E S
) Materials | In Model
<<Back ’

Choose material from color card

coldgrey(1) < coldgrey >

Previous Next Jump to category

coldgrey  Leather_001

Details...

\Parameters Value

fcoour < ]

|Position: Tile ~
Maintain aspect ratio

Height: 200 mm

Width: 200 mm

Direction: 0

|Renderstyles  General [~
Transparency (Transmission) 0%
|Brightness 50%

ES

Properties | Design center |

After that the color cards can be organized into styles so the different variations can be displayed immediately.
e Select the Project material library — Settings — Color card manager.

) vt [ ]

<<Back | 133 Elements

Multi selection mode

4 Create new material
e — Create Color card
ﬁ Mtextur texture collection
Showroom
22 *27 *28

I Color card manager I

2 Delete

v 4 e :
S ;,. S| S caigsan

e Create 3 variations.
Select the sofa fabric or living room wallpaper you want to see in a version, then click on the gear to save it as New Style.

Repeat this as many times as you want to make as many versions as you like.
¢ When you are done, you can open these styles in the same place. Select the first version, and after pressing OK, the
program will automatically generate the new 3D view.
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1.5.

Properties

Color cards

l

PBR materials

PBR materials open a new world to realism thanks to the channels being not only colors for reflection, transparency and
roughness channels for example, but allowing designers to use a wide range of ready to use textures for these too from
extremely rich and continuously growing online sources. PBR means Physically Based Rendering and allows to simulate

existing materials as realistic as possible under all lighting conditions.

These materials are available in ARCHLine.XP under Design Center - HQ Materials. Here, a number of materials are
already pre-saved with a diamond symbol in the bottom right corner indicating that they are PBR materials.
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Design center oox Design center 3 x
| a | l Q H Brands |
# M Materials
Building <<Back | 24 Elements &
08 &&=« iz
poor WiN g Profi Grou ,J.i‘

dow le p i o
) BricksO3 BricksO7 Carpet00 Carpet01 Fabric00
Catalog 5_1K_Col 0_1K_Col 5_1K_Col 3_1K_Col 3.2K_Col
F 3GV e RAD @ &
Obje I1H b mate a|5FI Sho 3D Light BIM
cts  emal]| [ erst wroo ware Sour libra ©

FabricO0 FabricO1 Leather0 Marble0 MarbleO

f
\Recently created content 7_1K_Col 7_1K_Col 11_1K.C 05_1K.C 09_1K.C

{Recent models

{My favourites

L WL W ) W

(Help Marble0 Marbled Metal03

10_1K.C 11_1K_C 5_1K_Col
MetalPlates012_1K_Color
vdfjpbeav vdkgdbp Wood01 Wood04 Wood05
_2K_Albe v_2K_Alb 4_1K_Col 1_1K_Col 2_1K_Col
]

wood_ta WoodFlo WoodFlo WoodFlo
ble_001_ or036_1 0r038_1 or057_1

Properties = Design ce... | Project na... Styles Properties | Design ce... | Project na... Styles

¢ In the material setting, you can see that Metallic (Reflection), Roughness and Bumb mapping can be specified not only by
values but also by textures. This makes PBR materials much more detailed and realistic than "normal” materials.

Objektumkézpont a x

| [Keresés minden elemre] Q H Markak |

f Anyagok = Projekt
<<Vissza &

Aiany nicylarasa ™

Magassag: 2m

Szélesség: 2m

Irény: 0°

A Alap méd
Tukrozédés (Metalic/Refl) 40%
i

Erdesség(Tiikrozédés elmosas) 5%

-

Fénytorés (Nincs fénytorés = 1) 4
i

A Fellileti egyenetlenség

Kornyezeti kitakaras (Ambient Occlusion/AO) 0

[l |
FelUleti egyenetlenség 10
Egyenetlenség simitasa 40

Fogd és vidd mddszerrel dobja ra a texturat a tervre,
vagy hasznélja a fogaskerék ikonnal jelzett menu
narancsait e

Tulajdo.. Objektu..| Projekt .. | Rendsz... | Stilusok

e Another advantage is that you can access these materials from a huge and constantly growing database. By choosing
Interior - Material - Download, the program redirects you to the PBR material library of ARCHLine.XP, where you can find
a list of where to download additional PBR materials.
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AL 7 X 1= 5 ,.F- it View Building

DA B ¥ e 0O

A o
Material Single object 3D warehouse BIM libraries | Tiling Sweep  Soft furnishim
- Decaration
7w ¢ Designcenter " "
u e = |Click to select, press Shift to add/deselect

Creating own materials - Ground floor (0 mm) /" View 2 [Image]...

[

E g Render styles
¥

Download 'f
- A
. Substitute material ;_1 ‘m
% ARCH|INES® PObuCTS.  Bio~  Leamwe  ConTacT  monGe counosos  uste mioe in @ © B
o ARCH|INE.X
H|gh quality material libraries
~—— ‘ ~

d use their content in A

“* lexturescon

Go to ambientCG, where you can find a range of textures under Materials. Search for 'wood' and download a sample of
your choice. There are several resolutions to choose from, but we recommend that you do not use a resolution higher than

1K-2K. If you choose a higher resolution, it may slow down your work considerably.

Help License Gallery @ 1® @ A v @

@ Assets -Materials -HDRIs -SBSARs +3D Al Categories

Search Query (separated using spaces)

N

Any Method v Material (PBR) v Pop
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G Assets -Materials ~HDRIs ~SBSARs 3D All Categories Help License Gallery @ 18 @ & v @

Wood Floor 051

+ 1K-IP6 R & [1K-PNG.zip 11 M
3 2K-PG.zip 2K-PNG. 2ip Wme
% 4K-IPG.zip 52 ME % 4K-PNG.zip 167 M8
* 8K-DPG.zip 204 ME & BK-PNG.zip 640 M8
Uses these assets:

Type Dimensions
PBR Material ca.18mx18m

Tags Method
floor flooring parquet wood  Procedural (Substance
Designer)

Released Downioads
2022-05-01 78393 Total / 1594 Last week

Shortlink

[ambientCG.com/a/WoodFloor0S1 YOO® Bl

261/350 supporters for the next goal

Shading Preview Tiling Preview Thumbnail

¢ After downloading the .zip file, drag and drop the zipped folder into the Design Center of ARCHLine.XP (on the left
sidebar) without unzipping it.

e The program then pops up the material properties, where you can set the following:
Render styles — Parquet
Texture (albedo): 55

If necessary, the reflection, roughness, refraction and bump mapping of the material can also be adjusted here.
¢ Save the material after pressing OK:

Create new item in the library n

Name of the new item in the library:

| WoodFloor057_1K “ =]
Category:

‘ PARQUET b |

Sub category:

Producer:

generic

¢ In Design Centre - HQ materials or Design Centre - Recently created content - Materials, select the material you just
saved, then place it on the floor as usual As painting.

For more useful information on material management, watch this video:
https://www.archlinexp.com/enrollments/courses/latest-videos/interior/8
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2. Workshop: Visual design

Created by Krisztina Harosi
First of all, we need to answer one question.

Why is photorealistic rendering important?

One of the most common ways of communicating in today's modern world is through images. You only have to think of the
various social networking sites, we communicate with each other almost exclusively through pictures. This is also mostly
the case in interior design. Often our clients prefer to look at a visual image rather than a drawing or a section. A good
render will help you to visualize the interior design, answering many questions/doubts: "Will the materials and colors |
choose look good in my living room? Will my client like the lights? Will they light the room well enough? And the
accessories? What will she/he think of them?". These are questions that can be answered positively with a well-done
render image.

So why is photorealistic rendering important? Because we can capture the heart of our client with a sophisticated visual
image. The interior will feel like their own.

Let's look at these two pictures taken in the same room. In the first image (image 1), the materials are not set up yet, |
didn't use render styles, excessive use of sun and artificial lights, poor perspective, few test renders and short render
times.

The second image (image 2) required more time, many test renders and longer render times, but if we put the two images
in front of our client, which one would have the greater impact?

Image 1.
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el 7

—I‘I\ @-;" W |
b w 8\ e

Image 2.

To achieve the quality of image 2 in our renderings, we need to learn to create photorealistic images. You have to learn to
deal with lights and shadows, know the physical properties of the materials, find the ideal point of view, and build up a
photorealistic image that looks realistic, step by step.

In this tutorial, | will show you the main steps of rendering using a simple living room example. From setting the viewpoint
to the final render, we will see in detail what values to add in this project and what to look out for to avoid the main
mistakes. The result will be the image shown above.

< The tutorial video assumes a basic knowledge of rendering, which you can learn in the Preliminary Course - Rendering

workshop.
< You can find the project file in the Intermediate course - Workshop projects, so you can try all the steps.

If you feel like it, first create a render with the default settings and save it, so you can compare the two images at the end
of the process. It's also a good idea to save the test renders so you can track the progress of the image.
In the tutorial, we will follow the steps below:

1) Viewpoint setting

2) Sun position

3) Material options - Render styles
4) Artificial lights

5) Final render image

6) Photo retouching

e Open the ..\Documents\ARCHIineXP DRAW\2023\ Workshop_Intermediate\2_Visual_Design\
Harosi_Krisztina_Render_Start.pro file.

2.1. Viewpoint setting

We often overlook the right perspective. Perhaps the main mistake you see in interior renders is that the creator wants to show as
much as possible in a picture: usually setting the perspective from a corner, diagonally (so the scene will look insignificant) or
from the top down (so it will look smaller) and with a high camera angle (so the scene will look deformed) to fit everything in.
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Scene with wrong viewpoint setting
Let's look at the basic rules for setting a good perspective:

Set the viewpoint perpendicular to the opposite wall at a height of 1-1.4 m so that the camera is at the same height as the
point of view. This will make the scene of the picture more pronounced, resembling a professional photographer's image.

Scene with good point of view setting

Of course, this is not a rule that cannot be "broken". If necessary, from this position, you can take small steps to turn
towards the corner (while making test renders), but don't overdo it.
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W TR

¥/

Render image with turned viewpoint

e The camera angle should be between 50° and 70°, otherwise the scene will be deformed.

For the Viewpoint setting, enter the following values:
Camera Z - 1.095

Subject Z - 1.095

Angle - 60°

Camera position - X: 0.594, Y: 5.809, Z: 1.095
Subject position - X: 0.594, Y: -0.207, 1.095

Porspactive-disloa
Perspective dialog

‘ ‘@‘ Saved views ‘E‘EZ‘
| @) [Render_view | -
< Va
’Q‘ View n
O ‘—Q‘ Current view

Camera position Object position

: . X: [0.594m I X: |0.594m |
Q
;’ v: [5.809 m v: [-0207m
=l N ‘ z: [1.005m z: [1.005m
7 :

M
oS
[/ =p

Camera

Camera Z 1.095 m }

@

I o |

Cancel

ook

’ Cancel

\'

Target Z 1.095m
g e

Perspective settings window

At this point you can also adjust the size of the image. Of course, here it's only at a low resolution. In the rendering
settings, in the Standalone Rendering window, set the Resolution to 854x480 and turn on the Render frame. It's a good
idea to leave this on as you work, so that if you use a new viewpoint or modify an existing one, you can keep track of what
you'll see in the render.
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10TOrea C henaernng
Resolution 854x480 (Widescreen 16:9) w
Render presets Q1 - Quick preview image w
Samples per pixel (anti-aliasing) 2
Renderpass count 30
Sharper details W
Enable artificial lights
Scaling of artificial lighting 100 % w
Sunlight Clear daylight e
Date and time 18 May 08:30 (Daylight)
Background Panorama ~
Fanorama Custom panorama e
Filename with path C:\Users\Erika\Documents\ARCHIineXF Dra...
Panorama direction 25 ~
Specify a folder to save render i... C:\Users\Erika\Documents\ARCHlineXP DRA...
Background brightness 100 Brighter, daytime scenes e
|
|

Inherit background from 3D model

Rendered Frame on/off

Start Rendering
Change to the default

Close

2.2. Sun position

After setting the right viewpoint, try several sun positions, compare the results and choose the best one. Some like a late
autumnal late afternoon sun setting with longer shadows, others like a high sun setting in the summer after lunch. Choose
the sun setting that works best for you, but make sure it creates a contrast between light and shadow. For example, don't
brighten the whole scene by having the light come from behind the camera, or choose a sun setting so low from the eye
that it illuminates the whole interior. Try to find a good light/shadow balance.
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Too low sun exposure from the front

Switch on the shadow and use the shadow simulation to set the date to 18 May at 08:30

Shadow simulation

M E 5 W N
Time 08:30
Date 13 May

Ok, ' Cancel

If you don't like this setting, use the realtime draft to find another sun position.
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D ARCHLine XP 2021 Professionsl - ENACTUAL\ Tutorila Intermo\ Tutorial\Final_Tutorial Living_ Room.pro - o
2 . - + r
A DASOOCLEDLZ % 1= :
lzoomat  #: Navigate - 3
23 |5

& b  Rors

Bulding  Interior  Drafting  Oimension  Documentation

} D () ¥ sun v 30 4dd 2D Drawing 8

3 e @) shadow 30 Add 30 View
ews | 3D model  Visual styles P

> i | © shadow simuiation 3 3 B Switch views

New User interface

Rotate  *

. Isolate - |®Rendering View - & image <-> Ve &
Navigate Storeys/Perspective views Rotate View Views Rebuild 30
d1—u - 8B bocumentation = * Clickto zelect, press Shit to add/deselect

User interface

Neet2limage]
Q) Renderframe ovoft
Q ARCHLine XP LVE
[T @ mcvith aRCHLinexP LNE
Resohution 854480 _(Widesreen 16:9) v
[Rencer oresess Real-tme draft ~]
Vouakze the it seurces (5]
Eratle artsasichts a =
= D o -
S sty sesing E)
Bump macong. “a o
sacground parceama v

Parcrama Custom pencrema

Panorama drection 2 2
Soecfy a folder tosave rend... | E:VACTUAL Pest berhaz|2021 Render Terv2\

Inheritbadiground from D model
Rendered Frame onfoff
Change 1o the defaut
Coge.

Start Renderig

Properties | Design center | Renderingp... ||
ISR 2N elsfal-e [llal-lAl v~ 5 e
Integrated realtime draft mode

Once you have set the correct position of the sun, turn off the integrated realtime draft window.

2.3. Material Options - Render Styles

Before we get into this not at all easy subject, | would like to give you some general advice on choosing the right texture
and setting the material.

Always use high quality textures. These can be found in the ARCHLine.XP Tutorial or downloaded from various websites,
but make sure you choose images with a medium resolution, about 400x400 pixels, but this depends on the actual size of
the texture. For example, if it's a poster covering a whole wall, choose a higher resolution image.

It is important that the textures are seamless. If they are not, they should be converted into an area pattern either in
ARCHLine.XP or in an image editing program, if possible.

If you want a really good rendering, not only assign the right render styles to the objects, but also take the time to fine tune
the parameters of the materials while checking the settings with test renders.

During test renders, it is possible that the color of some materials, e.g., wood, may become too dominant and affect the
surroundings, e.g. walls (Image 1), so it is recommended to desaturate them somewhat in an external program such as
Photoshop, Gimp, Lightroom, etc. (Image 2).

Image 1 h Image 2

2.3.1. Material adjustment on architectural elements - Phase 1

In the first phase, only the architectural model is displayed, which is located on the "Murature Base" layer in the example
project. Switch off all other layers. Rebuild the 3D model.
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A ’/’// //////// ///]'l rl///////// /{/ //"/» ////' /. //// Layer walk
/] /)
/ "/| |Accessories (15405)
o/ "/ |Curtains (8031)
/ 1 |Furniture (5024)
7 | [y —
,/‘ 1 ’/l
g a3
/  /
7 2
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./ /
/ 5 A
&4 /]
//’/ / A
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7 / z
// ,//// -[[pisplay empty layers E
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Layer walk window

Use the drag and drop method to assign appropriate render styles to these main elements. Wall for the wall, parquet for

the parquet, metal for the metal door and glass for the glass.

e DEASOO YL D172 % o 1= 5,7+ tot | vien Gsuidng imeror Drafing  Dimension  Documentation  MEP o Search Q?
Tzooman Navigate ~ L) % perspecue view a ) ( ) % s - = ) 3b Add 20 Drawing 2
a loor! /" Definy y int 30 -— w - > 3o 2 i
2oom Window & P p floors Rotate, |1 Define viewby woipoints Ll | oo model | Visuel styles Rendering © shador Panoram 360 Animation | 30 A9d 30 View User interface
s * isolate [ Rendering view 2 &' image <-> Vector drawing  * 2 . e @© shadow simulation - - il Switch views -
Navigate Storeys/Perspective views Rotate View Views Rebuid 30 visual design New User interface

4 —m0 - | &3 Documentation > * | Clickto select. press Shift to add/deselect
Design center 3 x 854 x40 " Nézer2 fimogel * =8
[ {Sesech in sl ems]. q || Bands | ;
i Rendes stytes i
<<Back | 21 Elements P
Colorcoded  Restore

Genenl Glass Glossy covering . .

m a

Leatner . Matte

w| &

Mt Miror Parquat

e = .

Plastc Pocelsin  Real emistive i

=1 »
+
Propeties Design center
I / = 3 ol | = 3 S A = - = e

© 5 Qe | x| IS rendeingvien 82 M & < |l )-6264 ()3088m

Render styles

Before fine-tuning the material settings, let's create the first standalone test render.

In the Standalone Render window, | set a low resolution, best quality, but low light source sampling:

Resolution: 854x480

Render presets: Q2

Sharper details: on

Sunlight: Clear daylight

Background: Panorama — Custom panorama: HDRI noon_grass_2k
Panorama direction: 25. Brightness: 100
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You can find the panoramic picture here:
.\Documents\ARCHIineXP DRAW\2023\ Workshop_Intermediate\2_ Visual_Design\noon_grass_2k.hdr

[Panorama direction

Resolution 854x480 (Widescreen 16:9) e

Fender presets )2 - Cleaner, higher quality image o

Samples per pixel (anti-aliasing) 4

Renderpass count 30

lSharper details '

Enable artificial lights

Scaling of artificial lighting 100 % e

ISunIight Clear daylight vl

Date and time 18 May 08:30 (Daylight)

Background Panorama o |

Panorama Custom panerama o

Filename with path C:\Users\Erika\Documents\ARCHIlineXF Dra...
25 ot

Specify a folder to save render i...

C:\Users\Erika\Documents\ARCHIlineXP DRA...

Iilackground brightness

100 Brighter, daytime scenes

Start Rendering

Standalone rendering window

Inherit background from 3D model

Rendered Frame on/off

Change to the default

Close
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Render image without modification of materials
Depending on this, fine-tune the materials as shown in the diagrams below:

Wall:
Material properties n
Name Stucco2 | | Copy material properties Paste material properties
Render > | Texture(albedo) 59
Image size in pixels: 64 x 64
¥ Physical properties
A Basic settings

Transparency 0%
=1
Metalic (Reflection) 0%
i |
Refraction (IOR, No refraction = 1) 1
Roughness(Blurry Reflection(Visually indistinct mirraring)) 0%
ol |
Blurriness of transparency (transparent -> blurred) 0%

| Appearance | Medium color / Density 0

il |
Thermal parameters

| pa | A Bump / normal mapping

| BIM parameters | | Ambient Occlusion (AO) 0

| X | ol |

Hatch on section

Bump / normal mapping 3

| Hatch in 3D | = |
Bump / Normal - Softness 18

Help | oK | | Cancel
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Parquet:

i Material properties

Name Wood041_1K_Color | | Copy material properties Paste material properties
|| Render ~ | Render styles |Parquet |v| .
| A Texture / Color
Colour |
1 Use texture image
" Adding color
Texture(albedo) 75
i
Image size in pixels: 1024 x 1024
¥ Physical properties
A Basic settings
Metalic (Reflection) 15%
~ i
Roughness(Blurry Reflection(Visually indistinct mirroring]) 10%
i
Refraction (IOR, No refraction = 1) 14
| Appearance | I
A Bump / normal mapping
| Thermal parameters | Ambient Occiusion (A0) 0
| BIM parameters | D I
Bump / normal mapping 15
| Hatch on section | I
| Hatch in 3D | Bump / Normal - Softness 25
1 .
Help oK C cancel
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Door frame:

i Material properties

e ALUBRIGHT-02

| Copy material properties Paste material properties

.| Render

| Appearance

Thermal parameters
BIM parameters
Hatch on section

Hatch in 3D

Interior - Intermediate course

Render styles |Meta|

"
£

A Texture / Color

Colour I
Use texture image
Texture(albedo) 48
i

Image size in pixels: None

A Physical properties
Position: [Tile v

Recalculate UV mapping

A Basic settings
Metalic (Reflection) 20%
~ i
Roughness(Blurry Reflection(Visually indistinct mirroring)) 11%
= i
Refraction (IOR, No refraction = 1) 14

i

A Bump / normal mapping

Ambient Occlusion (AO) 0
ol
Bump / normal mapping 0
r i
Bump / Normal - Softness 0
Help | 0K Cancel
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Door glass:
i Material properties n
Name Glass26 | | Copy material properties Paste material properties
! Render V| Render styles [Glass [~ &

i A Texture / Color

Colour

Use texture image

Texture(albedo) 85

Image size in pixels: None
A Physical properties

Position: [Tile [~]

Recalculate UV mapping

‘A Basic settings

Transparency 100%
> |
Metalic (Reflection) 0%
-1

| Appearance | Roughness(Blurry Reflection(Visually indistinct mirroring)) 0%
ol |

| TIEEmE] FEIEnTEEs | [ Refraction (1OR, No refraction = 1) 1

| BIM parameters | I
Blurriness of transparency (transparent -> blurred) 0%

| Hatch on section | I

| Hatch in 3D Medium color / Density 0

il |
Help | oK | | Cancel |

In the Glass property window, as you can see, I've completely removed the reflection, as if the glass wasn't there. Of
course, if you want, you can set low values for refraction and reflection. However, keep in mind that in this scene the
intensity of the sunlight is strong and the background is bright, so you shouldn't see any reflection of the interior on the
glass.
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Window glass with reflection

Terrace flooring:

This will be the surface that gets the most sun. To keep it from being over-burned, I've assigned it a matte style and set
the brightness to low.
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Material properties n
Name 36_dolomia marble floor tile texture-sea| | Copy material properties Paste material properties
Render ~ | Render styles |Ma1:te |v | .

A Texture / Color

Colour I

< Use texture image

Adding color

Texture(albedo) 12

Image size in pixels: 2000 x 2000

A Physical properties
Position: [Tile [~]
Keeping the X/Y ratios

Height: 2m
Width: 2m
Direction: 0°

“ Recalculate UV mapping

‘A Basic settings

| Appearance |
Transparency 0%
| Thermal parameters | = I
| BIM parameters | Medium color / Density 0
iy
| Hatch on section | A Bump / normal mapping
| Hatch in 3D | Ambient Occlusion (AO) 0
iy
Ll
Help oK |  cancel

Prepare the next test render with the values alread

It's OK if it looks dark, we'll correct it at the end of the workflow.
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2.3.2. Material adjustment on furniture - Phase 2

In phase 2, we deal with the furniture.
Let's turn on the "Furniture" layer, where the furniture can be found and rebuild the 3D model.

Layer walk

Accessories (15405)
Curtains (8031

Lamps (673
Murature Base (97

[ Ipisplay empty layers
Refresh 3D

oK Cancel

1
We also assign render styles to the new elements:

e Flooring style for the bookcase
e Textiles for the sofa, cushions, chair fabric and carpet

e Mirror style for metal legs.

It's worth taking a close-up test render of each piece of furniture to see any imperfections at a low resolution.
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55

Sofa upholstery material:

Material properties

Name | 57_canvas fabric texture-seamless_hr | | Copy material properties | Paste material properties
Render > | Texture(albedo) 50 )
i
Image size in pixels: 1024 x 1024
¥ Physical properties
A Basic settings
Transparency 0%
~ 1
Metalic (Reflection) 0%
il
Refraction (IOR, No refraction = 1) 1
i
Roughness(Blurry Reflection(Visually indistinct mirroring)) 0%
il
Blurriness of transparency (transparent -> blurred) 0%
i
| Appearance | Medium color / Density 0
il
| Thermal parameters | A Bump / normal mapping
| BIM parameters | | Ambient Occlusion (AO) 0
_ =l
| Hateh on section | Bump / normal mapping 9
| Hatch in 3D || &= |
Bump / Normal - Softness 40 .
Help | 0K | | Cancel
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Bookcase:

Material properties

Name 21_light wood fine texture—seamless_hrh| | Copy material properties Paste material properties
Render | | Texture(albedo) 60 ||
i
Image size in pixels: 2610 x 2000
¥ Physical properties
A Basic settings
Transparency 25%
r i
Metalic (Reflection) 5%
~ 1
Refraction (IOR, No refraction = 1) 2
i
Roughness(Blurry Reflection(Visually indistinct mirroring]) 22%
~ i
Blurriness of transparency (transparent -> blurred) 0%
|
| Appearance | Medium color / Density 0
il
| Thermal parameters | A Bump / normal mapping
| BIM parameters | Ambient Occlusion (AD) 0
_ =l |
| Hatch on section | Bump / normal mapping 3
| Hatch in 3D || &= |
Bump / Normal - Softness 25 .
Help | oK Cancel
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Grey cushion:

Material properties

Name mpm_vol.07_p02_fabric_4_bump

| | Copy material properties |

Render ~

| Colour

< Use texture image

Paste material properties

—

| Appearance

| Thermal parameters

| BIM parameters

| Hatch on section

| Hatch in 3D

Adding color |
Texture(albedo) 57
i
Image size in pixels: 1000 x 1000
¥ Physical properties
A Basic settings

Transparency 0%

il

Metalic (Reflection) 0%

ol

Refraction (IOR, No refraction = 1) 1

i

Roughness(Blurry Reflection{(Visually indistinct mirraring)) 0%
RR=R

Blurriness of transparency (transparent - = blurred) 0%
| i
| Medium color / Density 0

il |
| A Bump / normal mapping
| Ambient Occlusion (AQ) 0
il |
Help oK Cancel
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Brown cushion:

Material properties

Name mpm_vol.07_p02_fabric_3_diff

| Appearance

| Thermal parameters

| BIM parameters

| Hatch on section

| Hatch in 3D

Interior - Intermediate course

| Copy material properties

Paste material properties

Render styles |Fabric

[~]

A Texture / Color

Colour |

I Use texture image

" Adding color

Texture(albedo)
S,

57

Image size in pixels: 2500 x 2500
¥ Physical properties
A Basic settings
Transparency
il |

Metalic (Reflection)
|

0%

0%

Refraction (IOR, No refraction = 1)

Roughness(Blurry Reflection(Visually indistinct mirroring))
|

Blurriness of transparency (transparent -> blurred)

Medium color / Density
|

A Bump / normal mapping

0%

0%

Help 0K

Cancel
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Metal legs of sofa, table, chairs:

aterial properties
Name | Steel | | Copy material properties Paste material properties
|Render ~ || Render styles |Mirror |v .

A Texture / Color

==
o
e Colour S
fm:-m ‘I Use texture image
Y o w4
o = Adding color |
T
ﬂn. Texture(albedo) 20
—
- |
¥ __an
- —
) Image size in pixels: 512 x 520
w_A
jf-j,-‘j* ¥ Physical properties
o _m 2 Basi f
'—'—‘Cj'—r A Basic settings
-—rEij Transparency 0%
y N ]l |
S
-L-JL—; Metalic (Reflection) 4%
- _
| ~ 1
Roughness(Blurry Reflection(Visually indistinct mirraring)) 8%
| Appearance | ] I
Refraction (IOR, No refraction = 1) 1.56
Thermal parameters I
BIM parameters Medium color / Density 0
|
HEED C =25 A Bump / normal mapping
Hatch in 30 Ambient Occlusion (AQ) 0
|
Help oK Cancel
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Chair upholstery material:

Material properties

Name | 28_canvas fabric texture-seamless_hr |

Copy material properties Paste material properties

Render ~ |

| Appearance |

| Thermal parameters |

| BIM parameters |

| Hatch on section |

| Hatch in 3D |

Render styles |Fabric

[~]

A Texture / Color

Colour

=1 Use texture image

" Adding color

Texture(albedo)

57

Image size in pixels: 200U x 2000
¥ Physical properties
A Basic settings
Transparency
el |

Metalic (Reflection)
il |

0%

0%

Refraction (IOR, No refraction = 1)

Interior - Intermediate course

Roughness(Blurry Reflection(Visually indistinct mirroring))
=1
Blurriness of transparency (transparent - = blurred)

Medium color / Density
|

A Bump / normal mapping

0%

0%

Help oK

Cancel
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Carpet:
i Material properties n
Name 18_white carpeting te)¢ure—seamless_hr| | Copy material properties Paste material properties
Adding color | -
Texture(albedo) 45

Image size in pixels: 2000 x 2000
¥ Physical properties
e
~

Basic settings

Transparency 0%
= |
Metalic (Reflection) 0%
i |
Refraction (IOR, No refraction = 1) 1
i
Roughness(Blurry Reflection(Visually indistinct mirroring)) 0%
il
Blurriness of transparency (transparent -= blurred) 0%
| Appearance I
Medium color / Density 0
| Thermal parameters | = I

A Bump / normal mappin
| BIM parameters p/ ppIng

Ambient Occlusion (AD) 0
| Hatch on section | P I
| Hatch in 3D | Bump / normal mapping 15
=) 0
elo | OK | | Cancel

Create a new test render.

~Z --‘/\ \

=

i.l?/’l\!w SN

Render image with furniture
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The result is evolving, let's keep working on Setting artificial lights.

2.4. Artificial lights

In addition to natural lighting, the correct management of artificial light sources is very important. A well-lit space can give
a pleasant feeling to those who look at it. It can help to highlight important parts of the room. By playing with light and
shadow reflections, you can make the final result more exciting.
Start with lighting the darker parts of the room, then use spots, for example, to brighten up the more interesting parts of the
room (e.g., a wall painting) and so on, taking care not to over-light the scene. If you reduce the intensity of the shadow,

you 'flatten’ your image.

With lamps off

Turn on the "Lamp" and "Curtains" layers.

We have three groups of light sources: a floor lamp in the balusters, a small
table lamp on the bookcase and 2 large pendant lamps. In the separate

rendering window, turn off the Lights display and start rendering.

=]
]

o
o
[1:]
o
I
=
I}
T
T

Resolution

854x480 (Widescreen 16:9)

Render presets

Q2 - Cleaner, higher quality image

Samples per pixel (anti-aliasing) 4
Renderpass count 30
Sharper details w7
Enable artificial lights

Scaling of artificial lighting 100 %

Sunlight

Clear daylight

Date and time

18 May 08:30 (Daylight)

Background

Fanorama

FPanorama

Custom panorama

Filename with path

C:\Users\renata.nagy\Documents\ARCHline...

Panorama direction

25

Specify a folder to save render i...

C:\Users\renata.nagy\Documents\ARCHline...

Background brightness

100 Brighter, daytime scenes

Start Rendering

Rendered Frame onfoff
Change to the default

Close

Interior - Intermediate course

Inherit background from 3D model

Layer walk n

Lamps (673)
Murature Base (97

[ ] pisplay empty layers
Refresh 3D

I OK I Cancel
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Render image with lights switched off

With lamps on

The picture still shows only natural lighting, regardless of whether the lights were on.
In the render window, under Details, turn on Enable Artificial Lights and restart the render.

@ ARCHI ine.XP OspRay Render - (37 - Cleaner, higher quality image - Render_view e o

Effecs | Detals | Lt [« & & [ 11| Actual size: 100% |Rendering View - 854x480
1Q2 - Clzaner, higher cuelity image -
Pixcal zamsling rate
Render pacs count n
@
[] Snarer details
| Enable zrtif cal lights |

¢ ]
5]

|Qear deyight

i i
1€ May - 18:20

Burrp mapping

|Background: Panoramz

bremz\622QSM\52255M_Textures\RencerBs_at.hdr|
Prevew

Bzckcrounc brghtnass
B 1
[ Paper mode

{ Wsrovs:..

Tics

i

Changes to dzta led setti~gs zre not immadazzly
refleczed in tha rendered imzge.Exceation: Sharpar
cetails and Fackgrourd arichbaese.

In case of other cuzlity szttings dlzaze cick o~ the
Stop / Start butzan to ~2nder a rew magz win the
currzn: sattings.

Stop the rencering procass anyt mz: You can siop
the randerng pracess when ycu are nappy #/th the
result. The Denoiser madulz denoises the entirs
scere neore thz rendaring is completed.
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Render image with lights switched on

Low light

If you compare the two pictures, you can see that the small lamp and the floor lamp are very good at illuminating the dark
parts of the scene. The 2 large pendant lights can be switched off, because this part of the room is already illuminated by
the sun. Let's make a rendering anyway. Remember to turn the lights back on in the separate render window

Properties B X |/ Vista-2D - - Piano Terra (O m)* | View 2 (Image]* | + |
|ugnt sources (2)
No style
Property Value
2 General properties
Name
Type Sphere
Category Tncandescent.
Luminous Flux 2850im
Colour C
Fall-off i I
Dimming level 100% ~
Colour Temperature
Value 3000 K |
Light solid radius 0.03m ~

Propertes | Design center | Project navigator | Styles

Switch off the 2 pendant lights
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So, the lighting of the scene is right.

2.5. Final render image

Let's also turn on the last layer on which the accessories can be found: ,Accessories”.

Layer walk n

[ pisplay empty layers
Refresh 3D

[ oK | | cancel |

4
In the standalone render window, enter the following values:

Resolution: 1280x720

Samples per pixel: 10
Renderpass count: 30
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1otorealistic Rendering
Resolution 1280x720 (Widescreen 16:9 - HD) e
Render presets Q- Custom settings w
Samples per pixel (anti-aliasing) 10 w
Renderpass count 30 w
Sharper details "
Enable artificial lights W
Scaling of artificial lighting 100 % w
Sunlight Clear daylight w
Date and time 18 May 08:30 (Daylight)
Background Panorama w
Panorama Custom panorama w
Filename with path C:\Users\Erika\Documents\ARCHIlineXP Dra...
Panorama direction 25 w
Specify a folder to save render i... C:\Users\Erika'\Documents\ARCHlineXF DRA...
Background brightness 100 Brighter, daytime scenes e

Inherit background from 30 model

Rendered Frame on/off
Start Rendering

Change to the default

Close

7

Let's start the rendering. The larger size of the image and the Qx setting (samples per pixel: 10) make it easier to check
that everything is correct. However, more render time is needed.
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@ ARCHLIne.XP Rendes - (3 - Interior complete - Viste-3D_04.

Effets  Oetiagh  UstRenderng AP [ | & (& | 11 | omensione sttuske: 100%

VateD 04 -

Siandamento bancy 5500k |
3 1

Exposizione. [ ]
L |

Tos

Spostare | curson per modificare g effety
inmagee. Le modifiche appaiono.
immediatamente - non ¢ receszaro.
formare o riavvare f Rendering. Premere Cic
sullcona per azzerare.

ﬂv

\\\‘.k

st || e
If everything is OK, you can set the final render values in the rendering window.

Resolution: 1920x1080
Samples per pixel: 30

9 ARCHLine.XP OspRay Render - Qx - Custom sellirgs - Render_view

Effects  Delsil:  List [@@

_mmsol “
|Qu- Custon seliys -
Fixel samnling wte 3

@ ]
Rerder pass czunt
® |
Shzrper zetzile
| | Erabe arfficial Ighss
? 1
| zar daylight =l
EN | (EE|
“F My - 78:30
Buinp 1iauping
|Rerkgoun=: Panarma -
| ustem panarama -
Penorzma directon 25

| T ]

JerTemo\G3ZTC6\GIZTO6_exturzs\ encerdG_exthdr|
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The end result may still look bleak. Now set Effects to the values below.
Of course, if you want the image lighter or darker, you can change them.
Always set the Exposure first so that the image is bright
enough. Adjust the other values very gently.

Since the render time is very long at such a high resolution
and sample rate, the previous render image with a
resolution of 1280x720 and a pixel sampling of 10 is also
suitable for testing the effects in this example. For live work,
it is best to set the effects on the final high-resolution image.

Interior - Intermediate course

Effects Details List

Brightness El

e [1

Contrast D
0 O

Saturation

o [1

Shadows

o 1

Mid tones

© i

Highlights o]

cl |

White balance 6500K
fic i
|
Exposure 350
]
Tips

Drag the sliders to modify the image effects. The
changes will immediately appear - there is no
need to stop or restart the rendering. To reset an
effect simply click on its icon.
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2.6.

ndl /

Mt \ 3

Final render image with effects

Photo retouching

With the results you see below, I'm sure anyone you show the picture to will just say "WOW, it looks so realistic".

But it can be further improved!

I'm sure you've seen some beautiful scenic designs on various websites. The first question is always the same. How do
they do it? What software do they use for rendering? Of course, it's very important that whatever visual design program
you use, the render image you create here must be of high quality. The visual designs you see on the internet or in
catalogues are all photo-retouched. A photo post-production only enhances the beauty of the render image that is already
well done. Just adding a little contrast or lighting can add a lot of subtlety to the result.

As | mentioned above, there are different programs: Gimp, Lightroom, Photoshop, ..

You can use these, but you can also use the Effects in ARCHLine.XP Render to get a nice result without using an external
program.

Photo post-processing is an extra step that can help to improve the final result. At the end of the workflow movie that
accompanies this tutorial, you can see the adjustments | made in Photoshop.

& ARCH|INE.%
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Retouched image

This brings me to the end of my proposals. | hope that it will be of help to you and that you will be able to master what you
have learned here in a short time.

As | mentioned, | have also made a workflow movie of this teaching aid, which you can find here:

Interior - Intermediate course
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Workshop: Importing architectural plans

o,
o

o,
o

o,
o

X3

¢

X3

¢

X3

¢

3.1.

3.1.1.

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

We can get the floorplan in the following formats.

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

as DWG drawing

as IFC model

as Reuvit file

Open your browser and watch the following video tutorial:
https://www.archlinexp.com/enroliments/courses/intermediate-course/importing-architectural-plans/1

Import floorplan as image

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

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

Import raster image

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

Choose the folder ...\ARCHIineXP Draw\2023\Course_Intermediate\3_Importing architectural plans\JPEG and the file
Beetroot_Bar_floorplan.jpg-

Now the Image Property window appears:

Image n

File General Properties
Name | Beetroot_Bar_floorplan | | Browse | 7] |8 - Bottom-most L
Path | C:\Users\Cadline\Documents\ARCHIlineXP Draw\ZDZD\CUu| -
4% Raster image ~
Attached ~

Insertion Point

Specify on screen
e 0 mm
e 0 mm

Preview

BIM parameters

Size
[] Specify on-screen
1000 mm

1426.1 mm

Resolution: 2410 x 3437

Rotation
[ specify on-screen

Ange

Transparency

L L]

Cancel

Press OK to close the dialogue and either place the image by entering the two corner points, or press Enter after entering
the first corner point to place the image at the original size.
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]2

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

3.1.2. Calibration

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

e Use the shown wall length for calibration:

i

r

NI

@@
ji

r

g

-+ | i
i g:' =

e A =

/ \ g

g , 3
Store Vestioule \

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

o Click on the image, then choose “Calibrate” from the local menu.
* Now define endpoints of the selected wall and enter the actual size (4000 mm).
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=l
2\ |7 Hossztsig 0699 m
e A Hajlésszog  90°47"
ge
AT
e .
ge
S
B * ARCHLine.XP 2020 B
800 Input the real world distance between the points
e
w INewvaIue: 4000 ]
14

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

Drafting Dimension Documentation
~ 2| ©
ckets Lamps on wall Edit Measure
nar Edit I
o Distance
Floor plan - Default { 4 &

e As you can see the “Measured distance” is 4000 mm, so the calibration was accurate. Now we have a scaled floor plan.

A difference of 10-20 mm is acceptable. If the deviation is greater than this, repeat the Calibration instruction.

Info about distance u

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

Copy to dipboard Close

Next step is to draw walls.

3.1.3. Rotate the image

The vertical and horizontal walls in the image are not completely vertical and horizontal because the drawing in the image
is rotated slightly.
In such a case, it is a good idea to rotate it back before starting work.

Draw a vertical red line (Drafting - Line tool) from point 1 upwards. Now you can clearly see the inaccuracy.
From the local menu of the image, select Rotate from... command.

Specify the first angular segment by clicking on points 1 and 2.

Then click on the red line (3).
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Rotate 90 ccw
Rotate 90 cw

Rotate 180 degrees

Rotate

+ f.)O&JQ

Rotate a copy

~ Rotate from ...

(:1 Rotate a copy from ...

A Mirror

Alk Mirror a copy

If the lines overlap, the walls are completely vertical. Delete the auxiliary line.

3.1.4. Create wall styles

Now we create a new wall style which can be used for all projects: 1 layered 20 wide wall
e First set the wall properties. Go to Ribbon menu / Building / Properties and choose Wall.

[Fle [P EESOC L DL 72 %X 4 1~ 5,7 Edit View | Building

W B B 0 s’

Window  Curtainwall Column Beam  Slab R

- - -

Opening Structure
B3 2 Fine =
o x
o Set the wall “Total thickness” to 200 mm, and “Unconnected height” to 2700 mm (1).
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tyles

~ General properties

L = £ [Wall- Loac-bear v

[ Finish Face: Interior [ Bright_white

=== Simple Li @ 8 - Bottom-most Finish Face: Exterior r Coffee_cream

&=

! Brick3

54 1 layered 06 wide wall |
1% 1 layered 08 wide wall |
7 1 layered 10 wide wall
: 52 1 layered 12 wide compact brick
| 1% 1 layered 25 wide compact brick
54 1 layered 25 wide wall

Styles

Unconnected Height Slant angle

New name of style

Edit Compound Walls

Top offset from the floor top level (> 0: Up) 0 mm Structural wall
” 1 layered 20|wwde wall I \/|
Base offset from the floor 0 mm ~ Wall status
Folder
Total thickness: _ Location line ‘ v|
Subfolder

Indined wall section height  Folder and subfolder specification is not mandatory.

wall |

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

(D) Available in this project only

/Y,

@Ava\lable in all projects
[ skip this wall over room

Preview 2D view

If you specify these, the given style name will automatically fit into the hierarchy.

| Cancel

> Axis line attributes DR
¥ Attributes of the Finish Face: Interior

» visibility of sides B Activate
Rename
BIM Parameters 1 layered 38 wide wall ‘

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

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

3.1.5. Draw a wall

I New |

Madify

Delete

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

e Let’s draw walls by choosing the Ribbon menu / Building / Wall command.
S ;
DPEEHESOOG YD S 2 %= 1 41,7 et viw [ suiding
1 - ) - I= |}

72 |1 comnecon - I =[N S
Properties Wall ﬁ Edit - Door Window Curtain wall Column  Beam Slab Roof Ceiling Railin
Properties O Opening Structure

— Wall F
Design center
L]

the reference line.

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

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

the floorplan.

Naly (L
T N
e L8
i %

| e 5“ S

]

‘ ) ~.
N/
U._@
= : ) o

/SeannuNe-z"’ ]
/ 9tomz
"y \

\\_/

] %715 mm
A Incinatién  270°

Maie

To complete the entire model, you can use other ARCHLine.XP tools such as door, window, slab.
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3.2. Import floor plan from raster image as PDF file

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

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

How can we decide which type of PDF file we received?
Open the image from File Explorer and zoom out the floor plan, before importing it.

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

—-—— iy, g — e — R & W

e W B B R T Bl B — i

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

Py
I .’

Regardless of the PDF file contains a raster image or a geometry drawing; the same PDF import option is
applicable. The result will be a raster image or a geometry drawing.
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3.2.1. Import a PDF file as a raster image
We received the floorplan as raster image in PDF file.
e Select from File menu / Import / PDF command.

e Choose the folder ... ARCHIineXP Draw\2023\Course_Intermediate\3_Importing_Architectural_Plans\PDF and the file
Charleville Mansion.pdf.

u New project D Import Ctrl+l
D Open project Ctrl+0 @ DWG
Eﬂ Save project Ctrl+S @ 3Ds
F‘E Save project as  Ctrl+Shift+S @ SketchUp
BIM , FBX
| Import . >| Q IFC
Export [ R ReaRVT
Link | & BMlibraries
@ Options Ea Showroom
Tools >| @ PDF
Teamwork > Raster image
Print Ctrl+P @ Excel table
& Printto POF ARCHLine:XP
ri Print queue E Import floor plan

X Exit

e Once itis araster file, select the Data as raster image option.
e The Resolution should be 300 dpi to ensure that details are visible when enlarged.
e Select page 1 of the multi-page PDF file.

Procedure

O Data vectorization

© Data as raster image

Resolution

| 300 dpi w |

The selected PDF document contains 2 page(s)

OAH pages
(@ Selected pages 1 ||

el Cel

e Place the PDF file near the original. Enter.
Use the “Fit to view” tool to enlarge the image if necessary.

3.2.2. Calibration

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

e Goto Ribbon menu / Drafting / Raster image and select Calibrate tool and then the image.

& ARCH|INE

=9
. X



80 Workshop 3: Importing architectural plans

ding Interior | Drafting | Annotate
r L 1
2 (1
Raster image | Group 3D Shape Push
_ Place
E’ Calibrate

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

-

e In the appearing dialogue window enter the dimension given by the imported floorplan 4,200 mm. Check your work with
the Measure command.

ARCHLine XP 2020 n

Input the real world distance between the points

Mew value: | 4200

Properties a
3.2.3. Create walls
Now, images are scaled. Use the “Fit to view” option. 1layered 20 wide wal 2
Create a new wall style with 200 mm width. style

e Clicking on Ribbon menu / Building / Wall option, on the left side under
properties wall styles will come up.
e Choose the previously created 200 mm wide wall style (1 layered 20 wide

" . = Ji I
wall) from the appearing list and start to redraw the external walls. =11layered 10 wide wal
=1 layered 12 wide compact brick

When you finished with it, you can see other walls of different widths on m

=41 layered 06 wide wall
=1 layered 08 wide wall

the floorplan. = 1 layered 25 wide compact brick
e Under properties, you can easily swap between different wall thickness = 1 layered 25 wide wall

without closing the drawing command. Choose “1 layered 38 wide” wall, = 1 layered 30 wide wall

and draw the last wall. 5 1 layered 38 wide wal
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e Now open “Layers Properties Management” ¥z and turn off “Raster image PDF” layer, this way only the newly drawn

floorplan will be visible.

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

floorplan.
'CHARVILLE MANSION, M=1:50
i LI T L
B i 1
Li 1340w m
0.1
I L))
U |- ! A
N . 3
: Living
21, 0m ™ Bethroom 4
N 3 10 i H
O ﬁE‘ Bedom2
; Y by Fa |
M
Hall nd yer 1 3 = .
[p mow ol e’ M ]
A 1
3

kb
WY

¥

3.3. Import floorplan geometry from PDF file

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

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

3.3.1. Import PDF geometry

¢ Now select Ribbon menu / Import / PDF command.
e Choose the folder ... ARCHIineXP Draw\2023\Course_Intermediate\3_Importing_Architectural_Plans\PDF and the file
Happy House first floor.pdf.

The PDF import options are including vector geometry, raster image, True Type text, Layers, drawing scales and other
minor features.
In the appearing PDF import option dialog window turn off “Apply lineweights”, and select all pages.

[AN
We recommend to try different import options as well.
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Procedure Lavers FDF import options
- Layers are created based on layer names
@®) Data vectorization ©frnm the input .pdf document [~]10in line and arc segments
() Data as raster image O lI.mpor‘ts all visible PDF objects to the current
ayer

Convert solid fills to hatches

Data to import [Japply lineweights

Vector geometry

[ solid fills

TrueType text

[v]Raster image

[] shading objects

The selected PDF document contains 1 page(s)

(@) All pages

Selected pages 1

0K Cancel

In the next window, enable the preview and set the scale factor of the PDF file so that you get a scaled floor plan. Use the
ruler to decide which scale unit to use.

Here we choose mm. The unit of measurement displayed on the ruler is then closest to the actual measurement: 20 m.

Preview options: vy

Preview - enabled for files less than 3Mb v

Scale factor
O |1 mm

S ==l

The ruler displays the unit of measurement

L ] 20 m_i_|

0K Cancel

e The program automatically places the PDF file in the origin as a group. Use the "Place with new origin" option only if you
want to place the image elsewhere.

Scaling

¢ In the PDF file, the length of the wall above is 13 772 mm.

e Check this value using the Annotate / Measure / Distance command: it is 13 735 mm. So, there is a difference of 37 mm.
We can correct this.

Documentation MEP & Search
O f [ | |
N @ oo 2 © | i

— —_—
Angle Cabinet Switches/sockets Lamps on wall Edit ‘Measure‘ Color fill
- - - - - - -
Interior dimensions Edit

EER—
) Distance
_ « [Click tn calart nrace Shift tn addfd =
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Info about distance
Measured distance 13734.7 mm
Measured distance in x 137347 mm
Measured distance in y 0 mm

13772 [45'-2"]

'.’_:_:.'_ SVP
Bl ]

‘/‘ 4 Copy to clipboard Close

[ +_ 3 ;
Select Ribbon menu / Edit / Move / Scale command. 1= 4 bl
Now select the PDF as a group, Enter. = o b4 ﬁ
Enter the center of the zoom (1). = 5 OI,QT e eat
In the options menu, click on the Scaling option (2), S| e e =Y
Then click on Enter value. > M .
. . . ER— ove T+
Type the value of the scale, which is very easy to determine by formula: 13772 / '
13735 ] T Move objects to other floor |
1 —
vsae N 1 A Mirror crl+q |
t 2 |[2] seiing.. | (" Rotate
» ondraw | ’
- Move with shift and rotate
MClose | A—
| E] Scale
E] Scale value 4
L Relocate project origin

Restore project origin

-ax
ARCHLineXp [ | -~ Scale 3|
D Scale factor | X | Type the value... |
Close |

===
The scaling is done.
Check the previous distance also with Annotate / Measure / Distance: 13 772 mm, so we are working with an accurate
drawing.

The imported PDF file is a group. The elements of the group can be edited if necessary. To do this, you need to enter the

group, which you can do using the Local menu - Edit group command. Once editing is complete, the group must be closed
using the Local Menu - Close group command so that work can continue.
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Group (1) [1/1] >=> ARCHLine.XP

Pr’Oper‘ties,,, I‘ - . Last command - Edit group

0 Last selection
T3 Select W
o« Enter
x Delete '_5 E X Cancel
<@ Copy properties I > File ,
‘x, Cut
Phase » &1 copy '
‘:r Replace group g Paste
Edit text in group ) Undo
] (¥ Redo
=t} Explode group e Close oroup
"¢ Edit group Layer ,
—— Isolate 3
Scale group & M pan
Draw Order 4 % Zoom in
= —_—
Group parameters » = @, Zoomout(07%)
%]
Layer rE = :EE Zoom all

This PDF has been imported with its elements on a separate layer, which can be seen in the Layer Manager. However, it
can be confusing to be able to select the PDF when working with it, so you may want to follow these steps to lock it:

o Move the group's layer to the "Transfer" layer.
. In the group properties, set the Force layer,
o Then go to the Layer Manager and close the "Transfer" layer.

e This way, when you click on the floor plan, the group will not be selected, but its elements can be referenced.
3.3.2. Draw walls on DWG floor plan
Let’s continue our work with drawing walls.

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

SHESOOLODS 2 x~d 1K, v (oo ] e
=] Connection - D ,J = :__:._HJ N\ FE:I T rr"'_

Wall ‘ f Edit - Daoor Window Curtain wall Column  Beam éi'él; Roof Ceiling Railing Stair
oy Opening Structure 5t
2 T

J Curved wall
Walls on DWG drawing

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

| T 7/ anoine

1781 [5°—=10"]

: 6122 [20°—1"]
3 ...................................................................................... &

|
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Now redraw the entire floorplan.

As a final step, it's worth to connect the main wall into an already existing L connection. Click on Toolbar; there you can

find wall connection commands, find T connection and then specify the wall to be connected and select the already
connected walls.

fle PEASOOGYLTAL 2 X1~ 7,.7=

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

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

3.3.3. Creating niche

Next, we are going to create a niche:

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

20 R 5 |
1 [53) o)
ey =
S Wall (D2D:21147) o  { 1/2 ) ] (@)
Y N
(@)
x L
A Insert nnd=e
2 4873 & Add polyline I
.................................. ; £ Turn ko cuee ecige
’ o Reshape layer
4
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3.3.4. Place openings

Let’s continue the work with placing openings.

Doors
e First set the door properties.

fle HESOOGYLE AL 2 % & 1= 5, = wit Viw

E =1 Connection =+ H ‘:I H @ ;ﬁ;] Y
Properties Wall & FEdit v Door  Window  Curtainwall = Column Beam Slab R
i @ Wall n Opening Structure

, — - & [Hrine =
El Opening L El Door
und floor (0 mm) +

2 Structure 4 E| Window
ﬁ Stair, Ramp, Railing L4 D Curtain wall
ﬂ Room 4
‘Jﬁﬁ Terrain

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

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

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

/x“i"'!mﬂﬂ‘,;é Edit Vlew

a B I =&
=

Door || Window  Curtainwall = Column Beam Slab R
- - - - -
Single = Btructure

M =T
00 8 8 ~ [

—
Double
b o O & +
Various
1@ 00+
Other
El Placing door
H Door by two points
D]l Door not hosted by wall
% Area of openings
Instance identification D 3
Opening scale »
o  Length 8
Ilb New door & Inclination 2
-
i} Replace
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Windows

If it is necessary, we can modify its distance from wall under properties later.

Now place windows.

First set the windows properties.

File M E & YE AL 2 % 1= 5,7 Edit View | Building
% =1 Connection ~ H |:| ﬁ | 4
Properties Wall & Edit ~ Door  Window  Curtainwall = Column Beam Slab R
| '_|.A__£' Wall ) Opening Structure
Clan v & | Fine =
IDI Opening 4 Dl Door
e ind floor (0 mm) +
£ Structure '| Window r
j‘d Stair, Ramp, Railing 4 I:‘ Curtain wall

|TE| Room
},;_ Terrain

»

Now select the “Flush” window and set the distance from wall to 400 mm.

e Now select from Building / Window / Window by two points.
o e o 4 F e Edit View
Window || Curtainwall | Column Beam Slab R
_ Single ‘L
¥
4 8 B 0 + [
Double
b 8 o 00 + |
Various |
= 1 O CL L s
E :l] t\_/' [ﬂL] + B I
I [a] o
Placing window lll Ar:(’:ﬁ:‘tm ;fm‘gm"‘
| Window by two points | 6122 [ZO’—ﬂ
! Window not hosted bywall ................................ | .................
Now give the window starting and endpoint on the floorplan. Now the window is placed.
e Repeat the same to place other windows.
The program placed the window on the exterior of the wall, so it is necessary to mirror it.
e Select the window and by clicking on the “Mirror” marker, choose “Mirror” command.

12149 mm

1500 mm

T Window (ID20:21275)

{172 )
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e Originally the distance from wall is 200 mm, now modify this value to 400 mm.
e Now mirror other windows and change the distance from the wall too.

3.3.5. Create window chamfer

needed.

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

command.

X NG

»

L1

Window (21178) [1/1] =>>
Properties...
Select

Copy properties
Create similar

Delete

Phase

Locate item in Design Center
Edit

Modify material

Convert to door

Add dimensioning

Replace

£ £

If you zoom in, you can see on the floorplan that the connection
between window and wall is slightly beveled; therefore, a chamfer is ( gﬂl

Wall connection

Move insert point

Area
Show in 3D

Complex editing

Add new cornerpoint
Default
Mirror

e Since this is not just a typical slope cut, as the wall goes straight for a while and then it becomes slope. Therefore, we

have to insert a node.

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

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

Finally click close to the left inner side of the window and from the local menu, choose Wall connection / Mirror
command. This way, the chamfer can be easily copied to the other side.

X SNQ

ho

L7

Delete

487
~ Phase
1 Locate item in Design Center [

Edit
Modify material
Convert to door 7

Replace

Window (21178) [1/1] >>>
Properties...

Select

Copy properties

Create similar

Add dimensioning }
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3.4.
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Now repeat these steps on other walls. The window chamfer is created.

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

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

DWG drawing, we will now create a two-level building.

Choose from Ribbon File menu / Import / DWG command.

Choose the folder ...ARCHIlineXP Draw\2023\Course_Intermediate\3_Importing_Architectural_Plans\DWG and the file

Scholtz_Gabor_E-Invest_Bp_XXIl_plan_03_DWG-Ground floor.dwg.

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

Preview - enabled for files less than 3Mb v | __-—__"'.‘"x______‘___“_ = . &

© Model-space

(O Paper-space 19

() Layout selection

Interpret AUtoCAD unit as

@ mm ~
O |1 mm

The ruler displays the unit of measurement

: . . meJ
st

¥ Advanced options

oK Cancel

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

By pressing “OK” import the file.
In the appearing dialogue window choose “Place with the new origin” option. And place the drawing close to the origin

Merge files n

Inzert az external reference

I Flace with new drawing -:uriginl

Flace az new building

k. Caricel

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

FIEEETO T |_|d/x—a}—:-=-—]—|1 _____ -

F Edit View _ Building Interior

Tr’ 7 i m N =1
- -
v T =1 Connection @ Distance

Properties Wall & Edit *

Door  Window  Curtain Measures the distance between two points.
v v h v 1. Define the first point.
Properties Wall Opening 2. Define the second point.

™ 1

T

————
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3.00 ' 1.00 Ger 4,38 @Hﬁw‘-ﬁuﬂﬂ —
3.00 4 56 44 3.50 44 mﬁ
0 w Ll T 2y ) 1 o g, ] 1.39]
110 ! T oy 453 7 140 |
T T T

Info about distance

Measured distance

4.4 mm ]

Measured distance in x
Measured distance in y

4.4mm
0 mm

Copy to dipboard

Close

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

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

On the Status bar select Global Coordinate System.

3‘5;;57' - A' @

8]

oS
o

Select from Ribbon menu — Edit — Move — Relocate project origin command.
Select the left corner point of the supporting wall (1), then click on the Yes in the dialogue.
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| [
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Message

opportunity, and the operation can take an extremely long

o Are you sure to change the project origin? (Mo Undo
time]

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

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

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

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

Q Q Q The name of current layer: Stair

Name

=]
Ei
—-

Bedroom - Furni...
Bedroom - Lighting
Kitchen - Decor:
Kitchen - Furnish...
Kitchen - Lighting
Living room - D¢

Living room - Fu...

L JLighting
L JLighting - Exterior
P JLighting - Interior

L4 Object - Exterior

P _J Object - Interior
L4 Objects 01
L g Objects 02

P
=
=
=
=
=
=
=
=
=
=
=
=
=
=
=
=
=
=
=
=
=
=
=
=
=
=
=
=
=
=
=

B D DD DD DD DD DD DD DD D DD DD DD DD D D D
INRRRRRRRRENVNERRRERENNERENENER

Line-type

Line-...  Description

0 mm
0 mm
0 mm
0 mm
0 mm
0 mm
0 mm
0 mm
0 mm
0 mm
0 mm
0 mm
0 mm
0 mm
0 mm
0 mm

Simple ... 0 mm
Simple 0 mm
simple 0 mm
Simple 0 mm
Simple 0 mm
simple 0 mm
simple 0 mm
Simple ... 0 mm

0 mm
0 mm
0 mm
0 mm
0 mm
0 mm

Do not delete used layers ~ | | Copy to clipboard

[]Protocol for Layer Naming

[ show visible layers only
Filters

€ +|x

= All layers
sed layers
Scholtz_Gabor_E-Invest_Bp_XXII_plan_0Z

< >

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

Variations

4+ %

=~ Available variations
All layers
Combination Mo. 1
Dimensions off
Dimensions on

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

Layer Properties Management

Q Q Q The name of current layer: Stair

Name On L. P.. Ele. C... Line-type Line-... Description
@0 P a8 & 0o P simple ... 0mm
% 2D Annotation P &8 & 38 E Simple ... 0mm
«* 2D Blocks P a8 & 1 P simple... 0mm
<* 2D Circle P A 8 14 P simple 0 mm
< 2D filling P a & a8 P simple... 0mm
<> 2D Lines P a4 & 26 P simple.. 0mm
«* 2D Points P a8 & 0o P simple 0 mm
< 2D Polygon P a & 9 P simple... 0mm
<> _Layer 0 T A & o Ml simple... 0mm
<> A Beam P a8 & 0o P simple ... 0mm
<* A Roof P 8 & o P simple... 0mm
<* A Room P a6 & 66 P simple... 0mm
<> A Slab P a8 & 0o P simple ... 0mm
< A Stair 4 & 561 PP Simple.. 0mm
# A wall T (2]
<* Beam P a8 & 0o B simple... 0mm
< Beam(1) P a & o P simple... 0 mm
< CarryOver T A & o Ml simple... 0mm
< Ceiling ¥ a8 & o Bl simple ... 0mm
< Circle P 8 & o Hl simple 0 mm
< Column T A & o Ml simple... 0mm
< Decoration P a8 & a - Simple ... 0 mm
< Decoration - Exterior P 8 & 1] - Simple 0 mm
% Decoration - Interior P &8 & 1] - Simple ... 0mm
«* Defpoints P a & o P simple ... 0 mm
< Dimension P 8 & 1] - Simple 0 mm
«* Dimension - Angle T A & o Ml simple... 0mm
< Dimension - Area P a8 & a - Simple ... 0 mm
«* Dimension - Electrical P 8 & 1] - Simple ... 0 mm
<* Dimension - Elevation level § & & 1] - Simple ... 0mm
< Dimension - Furnishina A & 0 B simole .. 0mm
<

Do not delete used layers ~ | Copy to clipboard | [_]Protocol for Layer Naming

D Show visible layers only

Filters
& +| %
=-All layers
Used layers
Scholtz_Gabor_E-Invest_Bp_XXII_plan_0Z
< >

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

Variations

24| %

E\:Aya\lab\e variations;
All layers
Combination No. 1
Dimensions off
Dimensions on

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

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

3.4.1. Drawing walls on DWG floor plan
Let’s draw the walls again.

Select Building / Wall / Walls on DWG drawing command.

.
Sl EESO LEDSL 2 %= 1 A‘;HT: Edit  View Interiar
— . - - E 1 &
:;‘7,; ={ Connection D : : H j = _ LN F:T-';I T 'J_r’_
Wall |@ Edit - Door Window Curtain wall Column  Beam slab Roof Ceiling Railing Stair
Opening Structure St
J‘ Curved wall ]
Walls on DWG drawing .
e In case the 3D model is incomplete, choose from the Toolbar, L or

T wall connections and apply them where it is necessary.

HES VO RAL 2 x[A[0 = 1.7~
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Display Lineweights on screen
Now let’s look through how to show lineweights on the screen.

Under Graphics settings by clicking on the drop-down menu next Line weights scale, we can choose from several
options. These values will affect the representation on the screen only and won’t change the print settings.
By default, the lineweight is 1:20.

= & Existing State - E.[IAII v | & | &k Fine [k 1100 Y | === None
Properties o x D e
Graphics settings
Mo style 0 |— 1:10
Property Vvalue — 120 E
Y . .
- settings —_— 150
Opening scale 1:100 7
Cut plane is activated on floor plan — 1:100 ?
Display of openings above cut plane height | Mot Displayed Y
— 1200 |4
Ttems to be displayed on floor plan fro... 1000 mm ;
wall fill pattern Fine 0 m— 1:500 2
Side marker to display wall reference ... ¥
Line weights scale off b 11000 g
Display proportional line weights a

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

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

S VA

3.4.2. Place openings on the DWG floor plan

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

e Select Building / Door / Door by two points command.
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Z % & == 5 = Edit View [ Building
] & z &’
L =
‘ Door ‘ Window  Curtainwall | Column Beam Slab R
Single « Btructure
[ =R
‘g9 8 8 +
L] e—————
Double
o &g +
Various

9 @ 000 +

Dl Placing door

| D Door by two points

u|| Door not hosted by wall

¢ In the Properties window, set the Distance from wall line to 0 mm, as most of
the doors will be installed in the 100 mm partition walls.

o Enter the first point of the door, then the second point, and finally the
direction of the opening.

¢ Proceed through all the doors using this method.

Let’s place windows.

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

# = o .= Edit View | Building

| B Z
‘ Window ‘ Curtain wall  Column Beam Slab R
| Single “L

A

0 B 0 <+
q =
Double

0B oo+

Various

& 0 O

Placing window

| Window by two points

am +

! Window not hosted by wall

e Select two corner points of the window by clicking on the inner side of the wall.
Place all windows.
e Set the Distance from the wall line to 170 mm in Properties to center the windows in the wall.

When we finished by placing openings, let’s continue our work with placing slab.
e Select Building / Slab / Slab by walls command. Press Enter and the slab is ready.

After turning off the DWG drawing wall layer and placing dimensions for openings, we get
the following results:

Interior - Intermediate course
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3.4.3. Create corner window

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

Two windows are placed on each side of the wall corner, close to where the two walls meet (in the example, these are
already available.)

Using the Window / Windows on wall corner / Join two openings on wall corner command, we select the first and second
windows.

The program will automatically create the alignment and insert the line between the two windows.

Resize the windows if necessary.
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Window by two points
Window not hosted by wall

Roof window

Windows on wall corner
Area of openings

Instance identification

Houw @ 0 0@

Opening scale

120
150

/ I I

iy w Join two openings on wall corner

Resize Void

oo
L
/ 1 I1
%pm 90 240
a 150

240

150

Use Layer Walk to open all used layers on the floorplan.
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2D Annotation (71)
Blocks (2)

Dimensions (290)

Interior - Bedroom - Lighting (26)

3.4.4. Create First floor

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

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

e For this click on the up arrow next to “Ground floor” button on the Status bar.

#* Ground floor

1

#¢ 1., floor | ~

4

A t

->

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

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

IB@E=!

€

Share

A

# Quick access.

View

< Using architectural

Hame

PidureTools  DWG - 0O X
Manage
> DWG

Date |

SERVER 4
arch data

Documents
large_projects

Sereenpresso
s OneDrive

[ This PC
3D Objects
1B Desktop
Documents
¥ Downloads
D Music
] Pictures
[ Videos
fw Local Disk (©)

Zitems 1 item selected 422 KB

L+ v

[ 1] Scholtz_Gabor_E-Invest Bp_XXil_plan_03 DWG-Ground floor.dwg

4107,
4107,

EH=
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In the pop-up window select mm as in the previous import.
Place with new drawing origin.

The first step is to move the DWG drawing to the origin.

Before that, in the Layer Manager

Select the entire floor plan.

Choose Edit menu - Move - Move command.

Select the bottom left corner of the supporting wall and type "0 0" (O space 0) and press Enter.
Select “Fit to view” and you will see that the corner point has been moved to the origin.

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

¢ Ground floor w *' ‘

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

A=
fald

For this open Edit level dialogue window and use “Copy objects to other floor” command . Select the 1%t floor in the

pop-up window.
Close the window by pressing “OK”, the walls were copied to the first floor.

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

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

oiu
“en

iy

]

5

131

i

3.5.

NNNEEN

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

Importing IFC model

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

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

ARCHLine.XP 2023 supports IFC4 and IFC2x3 import/export.

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

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

First import IFC file.
Click on File/ Import / IFC command. Now you have three options:
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=1 LEAS 7 % o 1= 7,7 Bt View Buid

U New project D Import ... Ctri+1
= Open project Ctrl+0 @ DWG
7] Iﬂ Save project Ctrl+5S 3Ds
1 F‘ﬂ Save projectas  Ctrl+Shift+S @ SketchUp
BIM ’ FBX
| Import .. ” 8 Import n
Export .. v R rearvr ;
Import file and create a new project.
Link v & BMiibraries The current project will be closed. 1
" { The file will be saved in the new project.
@ Options Ea Showroom
Tools @ PDF Keep the current project and show the file in a new
= view.
Teamwork ’ Raster image [T The file remains its own directory and does not 2
belong to the project.
Print Ctrl+P @ Excel table
&, Printto PDF ARCHLine XP v
) 1= @ IFC element 3
i Print queue @ Import floor plan
X Exit

Choosing the first option, we open a new project file, and the IFC model will be imported here, then we can work on it.

The second option is recommended to use if we are working on a project, and we want to open a new window where to
import the IFC model. As later on, we want to use or copy some of its part onto the currently opened floor plan.

Using the third option, we import the object as IFC element.
In our case, we want to import a floor plan as IFC; therefore, we choose the first option.

¢ Now choose IFC file from Documents\ARCHIineXP Draw\2023\ Course_Intermediate
\3_Importing_Architectural_Plans\IFC\ folder, then click on Open. In the Import settings select "Create empty setting and
add new ones". In the previous examples, we demonstrated how much work is to process an architectural floor plan. In
case of IFC, the architectural design process will be the fastest.

e We got the entire floor plan and 3D model during the import, but the IFC model does not contain drawing elements such
as dimension or labels.

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

82 Level 1 w ‘ t ‘ 1 ‘
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o Now let’s see the 3D model. The terrain, other objects and the building are included in the 3D model. We can modify them.

Now delete trees to make it easier to see through the model.
Now let's examine the building closer.

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

Properties 2% Viewilimaga I F _ox
[ial -] ‘
No style 2 .

Froperty Value ~

% General
Layer AWAL__ . [v
Colour -
Line type Smpleline | v — ) — =
Line weights omm ~ : = = = = == = ﬁ
Draw Order &§-Botom-most | v e B
Move obiects to other fioor Level 2 1 - E & == ®
Copy objects to other floar Level 2 - & \ =
EIM parameters Edit =
BIM name: Basic Wal:SIP 202... H
Height 6438.6 mm ‘J - m
Base Elevation 300 mm v ’
GUID 39NeMDaWPERSG... |
setd =

% Constrains
Absolute elevation 2700 mm
Total thickness: 202 mm
Structure, Edit
Floer framing Edit
Sant angle 90°
Fil pattern arientation: Default orientation is Orie. .
Same materials

Finish Face: Interior Concrete, SandjCe. [l
Finish Face: Exterior Conarete, Sand/ce. Jll
Wall Function New il 9
Colouring on the floor plan Ho
[ mirroring
[ skp this wall over raom bounding
Structural properties Non-bearing wall |+ =
2 Attributes of the Finish Face: Interior
[ Different ’
Colour
Line type Simple Line +
Line weights omm -
% Visibility of sides v - 5
—_— Te,
Properties | Design center o

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

© View 1 [Image] *
\

~

ﬁ’u
N

N
RS

" Change height

Meve
Meve a copy
Rotate

Rotate a copy

‘/ —

MY 2/ -

Elevate

e This is wall remained a wall so we can place opening there. For example, place some windows.
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View 1[Image] *

Properties a x View 1[Image] *
| (7 K|
1 No style 2
Property Value )
% General
Layer AWAL-___ - v
Colour I
Line type SmpleLline |~
Line weights 0mm -
Draw Order 8-Bottom-most |~
Move objects to other floor Level 2
Copy objects to other floor Level 2
EIM parameters Edit
EIM niame Basic Wal:SIP 202.
Height 3716.8 mm v
Base Hlevation 500 mm -
GUID 38NbIWSDLAIEDILY. ..
SetID 000000000000000. ..
3D fixed
4 Constrains
Absolute elevation 2200 mm
Total thickness: 202 mm
Structure. . Edit
Fioor framing Edit
slant angle a0°
Fill pattern orientation: Default orientation is Orie...
same materials
Finish Faces Interior Contrete, Sand/Ce. |
Finish Face: Exterior concretz, sand/ce. [l
Wall Function New il
Colouringon the floorplan T No
[ Mirroring
[ skip this wall over room bounding
Structural praperties Nonbearingwal |+
A il i Interior
[] Different
Colour I
Line type SimpleLine [
Line weights 0mm &~

Properties | Design center

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

It could happen when the software imported the item is 3D fixed. It can be checked on the side menu too. In this case, we
have to unlock fixation to execute any modification.
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Properties o X
wall <
Mo style &
Property Value =
% General
Layer A-WALL-_ -,
Colour .
Line type Simple Line w
Line weights 0 mm v
Draw Order 8 - Bottom-most w
Mave objects to other floor Level 2
Copy objects to other floor Level 2
BIM parameters Edit
BIM name Basic Wall:SIP 202...
Height 3716.9 mm w
Base Elevation -300 mm e
GUID 38NblWsDL 118DHLy. ..
SetID 000000000000000,.,
3D fixed I

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

. Change length
% Move endpaint
. Change height

L L connection

T T connection

% Move

B Movea copy

¢’ Rotate
¢k Rotate a copy

Elevate

Endpoint

o Elevate a copy

The wall dimension has also changed; the bottom is now much below. Change the height back to the original position.
Now click on the wall, in the appearing pop-up menu choose “Change height” command.

Align to the next wall endpoint.

Now remove previously placed window, as there will be no need for it during our work.

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

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

| 1FC element

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

Properties | Design center

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

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

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

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

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

¢

L Back View
% 00

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

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

N
g
-

e Set 2D view. (1)
e At the first view set the perspective to look the room from outside. (2)
o If the preferred view is set, press green cross to add to the list of the saved views (3).
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— Vi 1 Do ™| |
Y Lo
72 = 3
N Q
’ (5
o 5
2 s
$ o
:1_ | h Penpectve dalog

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

e Start from “View 0” and delete the man standing on the balcony. *; View_0
View_1

Shifting views, we can gradually look around in the room.

® View 3

Let's see some examples of how to work in an IFC model. The § View_4
workflow is the same as we had built the model in ARCHLine.XP using L%
architectural elements. s View 0 - ‘ ' ‘ ‘

First, put colors on the walls:
e Therefore, we have to go to the Design Center then Catalog / Materials and here you can choose a color.
e Use drag and drop to place the chosen color on the wall and then from the appearing menu choose “as painting” option.
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Design center " View [imegel ™ _ox
_—
‘ [Searchin all items] q |

& | Materials - COLOURS ~ Pantone

<<Back | 18 Elements

PANTONES41-8 PANTONE 548-1 PANTONES55-4

o #

-_—\\A IAs =

Astiling

_, PANTONE-5220-

PANTONE S 6-9 | PANTONE 5-F01

Replacing one material with another

Replacing ene material with another on this object

PANTONE-53-9-

PANTONE-53-
M1

PANTONE-5325-
3

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

PANTONE-598- PANTONE_S3-
2_MIRROR LUl aF2

Properties | Design center

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

Now unlock it.
Try again to place color on this wall.
Apply colors on other walls too.

In case of the wall shown below you have to unlock the 3D fixation.

View 1[Image] * - -OX
_—
X
Unsuccessful tiling. Relacate the reference point or change the tiling
direction and try it again.
]

Now modify the floor material and put a carpet there.
Select a carpet from Catalog / Material / Fabrics / Carpet folder and then choose a color. Place it “as painting” on the
carpet.

Continue the design the same way.
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e You can also place here furniture, let's see an example.
e From the Design Center / Catalog / Objects / Bedroom library, select a bed and place it on the floor plan.
e Activate the floor plan and place the bed shown on the picture.

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

We demonstrated a few methods on how to dress up a room to create the interior design plan.
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3.6. Importing Revit file

BIM collaboration between architects is based on quick and easy model exchange. A good solution is to import Revit .rvt
and .rfa files. Revit models can be used in ARCHLine.XP in two ways: as a standalone file or as a reference link. We
import them as a standalone file:

e Select File menu / Import / RFA, RVT command.

e Select the RVT file from the Documents\ARCHIineXP
Draw\2023\Workshop_Intermediate\3_Importing_Architectural_Plans\RVT folder and click Open. In the import settings
window select "Create empty setting and add new ones".

Depending on the size of the Revit file, it may take several minutes to open the file. The original Revit walls, slabs,
columns and beams are converted into slabs, columns and beams by ARCHLine.XP, and the other elements are
converted into IFC elements. The import does not retain references to the source model. At the end of the import, a dialog
window displays the statistics of the imported elements. Here you can see which architectural and IFC elements will be
imported. Click OK to accept.

Elements imported:

4T Walls,

9 Slabs,

3 Columns,

0 Beams,

14 Grids,

20 Dimensions,
377 IFC elements,

470 elements processed in total.

e See the model in 3D!

If the Autodesk Material Library is downloaded to your computer, the model will be displayed with the textures. These
textures are included in the Revit file for reference only.

¢ Click on the building wall. In the Properties on the left, you can see that it appears as a wall in the program. In the local

menu, look at its properties. Here you can see that it is a layered wall structure, and you can even edit it by clicking on the
“Edit Compound Walls” button. You can also edit its general properties like material, height, slope.
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Wall n

~ General properties -
m = = walls ~ 5] Finish Face: Interior Finishes - Interior - F| my
x

Finish Face: Exterior Concrete, Sand/Cem =1

@ Concrete, Sand/Cem
Unconnected Height 3500 mm ~ Slant angle
Base offset from the floor Structural wall Non-bearing wall »

E[;] 8- Bottom-most

Simple Li

Total thickness 202 mm Wall status [ pisallovs wall joins
” Edit Compound Walls || Location line Wall Centerline »
Finish Face: Interior Inclined wall section height 1000 mm
Wall Framing

U-value: U-value: Not calculated

[ skip this wall over room hounding

[ pisplay tiling on the interior side

Finish Face: Exterior [ pisplay tiling on the exterior side
Praview 2D view ~
Tiling representation on 2D off ~
[C»_Axis line attributes -
|_» Attributes of the Finish Face: Interior o
~ Vigibility of sides - -
[]The reference line is invisible [ The other side is invisible

BIM Parameters -\STP 202mm Wall - conc clad Cancel

Edit Compound Walls n:
Total thickness 202 mm
U-value: U-value: Not calculated
Finish Face: Exterior Layers in existing or demolished phases ~
Layer Function Material Thickness Base offset Height Fill pattern  Name Layer en... Visible in... Phase
2 1 - Very low Wood - Stud Layer 25 mm -800 mm 3500 mm No hatch Previou... Existing

3 Not defined Structure - Ti... 15 mm -800 mm 3500 mm Strip Previou... Existing
4 10 - Medium Structure - Th... 112 mm -800 mm 3500 mm No hatch Stru...  Previou... Existing
5 1 - Very low Structure - Ti... 15 mm -800 mm 23500 mm Strip Stru...  Previou... Existing
6 1 - Very low Finishes - Inte... 13 mm -800 mm 3500 mm No hatch Finis...  Previou... Existing

Finish Face: Interior
Layer line properties

B (%] (] [ [«] (@] [m] [i]] - oo urewer
: o
[~]Fill pattern orientation: Default orientation is Orient to View. You can change to Align with Element, it stays aligned to the w 2 o mm
3 Mo
[ collision of layers with the same priority, too + Mo
[ collision of layers upon difference of materials or heights s HEMomm
[ Apply layer endings

Revit Families appear in ARCHLine.XP, available as styles with the same properties as ARCHLine styles.

e For example, when you click on the Wall or Slab tool, the Revit families, or styles, appear in blue on the left.
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Properties o x Properties o x
Basic Wall\Cavity wall_sliders E‘ Foundation Slab\150mm Foundation Slab lE‘
Styles Styles

(51 layered 16 wide wall

% Floor

rétegii 20-as fal

&= Concrete-Domestic 425mm

[B11 rétegi 44-es fal

%= Generic 150mm

# Basic Wall

%= Generic 300

CL Wi

= Foundation - 300mm Concrete

%= Insitu Concrete 225mm

%= Timber Suspended Floor

% Foundation Slab

&= Interior - 165 Partition (1-hr)

-~

%= Interior - Partition

=Reta|nmg - 300mm Concrete
=4SP 202mm Wall - conc clad
= Wall - Timber Clad

S

Properti..| Design .. Project.. Styles Properti..| Design.. Project.. | Styles

e Another great advantage of importing Revit is that level structures are also displayed. By clicking on the Level dialog, you

can see that the same level structures are there as in the original Revit plan.

Edit levels

List of buildings Samuel Macalister sample house design
Nu...

Name Bottom ele...  Height State Split level hei... Parameters Name Elev. Offset
2 Level 2 3000 mm 3000 mm  Active  0mm Edit I FF - Finish Floor 0 mm
1 Level 1 0 mm 3000 mm off 0 mm TS - Top of Structure 0mm
1] Default floor -1000 mm 1000 mm Off 0 mm BS - Bottom of Structure omm
CE - False ceiling 0 mm
LE - Ledge 0 mm
FH - Floor height 3000 mm

o (NenFF

J_f!ﬂlls_
S NAyEs
(N+1)

Sy ce

(N} _FF
o (NLTS

[N )

(N)

[V site level is visible on the floor plan Building elevation above sea level in m

o

om ‘ | K

¥
B

Importing doors and windows

You can also import doors and windows from .rvt and .rfa files into ARCHLine.XP.

Visit the https://www.bimobject.com/ website. Create a user account, as you need to be logged in to download the items.
e Select the doors category, then filter by Revit files, including the K.LINE brand.
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bimobject

Software v

Home / Categories /

[rne < Y o+

@) sustainability > _
@ B'rands . [
250 brands)
Search —
[J SWEDOOR JW - DK/NO/... (930) 0
[J SWEDOOR JW - FINLAN... (398)
[0 Jarton aséu (334)
[J HAFELE wwla (195)
[J ASSA ABLOY Entrance ... (181) (<) Accessories
[J HérmannKG (170)
[] Aluprof (138)
KLINE (131) |
[J ASSA ABLOY Opening S... (127)
M e 11

KLINE X

h Manufactured in

1 countries
KLINE KLINE
. Grand Trafic Doors - Anti Entrance door
File type
| L fila typs v Finger Pinch version -...
ile types
Download
[ @ Revit @on) | L T
[J Archicad (178)
[J Allplan (32)
O ife (25) ‘
Revit X

Collection Clarté -...

Download

%= Doors +Foliow

Download and search for doors. Browse through
BIMobject's curated library of manufacturer-specific
products to research and select which doors to use in
your project. Whether you're looking for something for a
particular market, BIM software, or brand you can find it
here. Filter for file types including and BIM data such as
objects, certifications. and specifications.

Acoustic Doors Fire Doors & Shutters

KLINE KLINE
Grand Trafic Doors -
Single inward opening...

D) Download W

Grand Trafic Doors -
Double outward with...

Download

£\

{3 Your projects v

Folding Dooi °

Trending v

KLINE

Grand Trafic Doors -
Double inward opening

W Download

e Choose a door of your choice (we are using the "Entrance door Collection Surface MOJAVE"), then click on the Download

page to download it.

Entrance door Collection Surface MOJAVE

Select files and download

3 irld.s.rw:lax .

R Be.\nt. | /\ Ar.c.hl-cad \ | @ S.k.etc-hup ) | A AutoCAD
MicroStation Rhino
, W

Only
All files

[=] selectall
Revit .rvt

Projet K-LINE Porte Entrée RENO - MOJAVE Collection Surface.rvt
Revit [ .rvt

U Projet K-LINE Porte Entrée NEUF - MOJAVE Collection Surface.rvt
Archicad ( lef

0

Portes d'entrée K-LINE.Icf

This site is protected by reCAPTCHA and the Google Privacy

Policy and Terms of Service apply. Close

wnload selection
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Go back to ARCHLine, select File menu / Import / RFA, RVT and select “Create empty setting and add new ones”.

Here we also get the statistics of the imported elements, accept this by clicking OK.
View the model in 3D, right click on the first door and select Convert object to door/window.

IFC element (361) [1/1] >>>

Properties...

Select 4
Copy properties

Create similar

Delete

Phase »
Find material

Locate item in Design Center

.o %X N Q

Save into Design Center as object

Convert object to door/window
Modify material
Workplane

Hide this object

Show on floor plan

Isolate

Group parameters
Layer

In this window, the wall connection points must be aligned with the corresponding points on the model. Grab the points
and drag them to the right place. The diagram at the top right will help you see exactly how to do this. After pressing the

OK button, save it in the library under a name of your choice, in the OUTDOOR category.

Door / window definition
Front of door ;
Sides of door T
() N /) "
\
Opening type
O
(‘_I’]' = T1 — ': |Door e
m N Add profile on frontal view
I| T -—@Dfor making the hole on the
| ronf. wall
|| This profile will replace the
default hole calculated by the
hotspot's position and being
cut into the wall or roof
Insert from

Load from library |

You can even save an entire product line using this method: save the other doors using the same method.
Use the File menu / Open Project command to open an older project (in the example we use the file

Documents\ARCHIineXP Draw\2023\Workshop_Intermediate\2_Visual_Design\ Harosi_Krisztina_Render_Final.pro file

and place the doors you just saved in it.
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e Activate the 3D view, then from the Design Center, select the doors you just saved from the Building / Doors / Outdoor
folder. Use the drag and drop method to drag and drop into the 3D view, then select Place it from wall endpoint, select the
wall surface and then enter the door location.

Design center 8 X |/ Vista-2D - - Piano Terra (Om) ) Nézet 2 [Image] * | +
‘ k-line Q H Brands |

# Doors ' Outdoor ' Other

<<Back | 2 Elements &

= INDOOR 1 E

= INDUSTRIAL i} i

- OUTDOOR ICIRCR) K Line \
\

Arched(2) T

Door with sidelight(15
Double(57)

Fence(1)

Glass(4)

Other(2)

Single(29)

Place it from wall endpoint
Place it in given point
Place it with the endpoints

Sliding(16)

OTHER
Place door/window non hosted in a wall

Roof window

- .
i} Replace opening

Properties | Design center | Project navigator | Styles

e With this, the door was included in the project. Click on the door and then on the pencil icon to change its properties,
including material, width, height and other parameters.
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wan

oom » Redraw [ 4

Reveal, void, niche, cavi .
ty Thickness: 0.1025 m
Basic geometry
A
Outer handle DHIdE opening and make a void
Tnner handle Distance from wall line 0.1m
Sill height om
IR Douter sill height: om
Interior and exterior sills Effective clear width oam
Effective clear height 2.15m
Bul et Colour ]
Information Line type Simple Line ~
Line weights 0 mm ~
Draw Order 8- Bottom-most ~
Reference axis Side ~
Distance from wiall corner 0.5153 m
Lining and architrave
Dimension, consignment
Thermal parameters
Ratio (Tlumination area) 1 100%
Ratio (Ventillation area) 1100% A
Material Value o
1 Hachure KLG
2 K.Line Vintage Anodisé Argent - AC
3 K.Line Tendance Gris sablé (2800) - NX
4 K.Line Tendance MNoir Sablé (2100) - 00 v
< >
K_line
BIM Parameters Normal door oK Cancel

If you want to learn more about importing Revit RVT and RFA files, watch the following tutorial video:
https://youtu.be/j5jpNyolDgk
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4. Workshop: How to save and manage large-size projects

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

(File| o [ & LA«

X3

¢

Save Project

< Backup archive [ Newproject

< Automatic save

. .

’:’ Project management [ Open project Ctrl+0

o
o

Large size project management

. . . . . . B Save project Ctrl+S
e Open File Explorer and watch the following tutorial videos on this topic:

https://www.archlinexp.com/enroliments/courses/intermediate-course/how-to-save- | IFE,
and-manage-large-size-projects/1 =

Save project as  Ctrl+5Shift+5S

e Choose the folder ... ARCHIineXP Draw\2023\Workshop_Intermediate\4_ Project_ oM '

Management and the file Little_John_Living_room.pro [ Imoort
mport ... 4

4.1. Save Project

e Before starting your work on the project, save it under a new name.
e Select Ribbon menu / File / Save Project as command, then name the project and Mame
select the folder where to save it.

ARCHIlineXP Draw * Little John

~

. 3D_views
Categorization

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

Every day, save a new file with the current date in the Versions folder, so that all Wall_views
versions are available in case the customer still wants an older design version.

Saved

X3

¢

) Little_lohn_Living_room

4.2. Backup archive

In ARCHLine.XP there is a Backup Archive function, this can help us to restore a project at a previous stage. It is
important to know this does not replace Save and does not contain the latest version. The backup archive help us to
restart our work on the project due to an unexpected computer crash, when the operating system, stops functioning
properly and exits.

How it works:

During the day, the program stores a total of three .pro files in the Archive folder in a hidden folder automatically created
with the date of the day.

Save 1: The program makes a copy of the project every day when you open it. This will not be overwritten by later
backups, so the daily start status can always be retrieved.

Backup 2-3: Two more backups are made during the day. The user-issued backup and the Automatic Backup to Backup
Archive library always overwrite the older of these if it has been at least 60 minutes since the last backup.

Automatic backup to the Backup Archive library

If this option is enabled, ARCHLine.XP will automatically save the project to the Backup Archive library at specified
intervals to help preserve your work. Automatic saving is enabled by default. The backup is activated at specified intervals.
The default and minimum backup period are 60 minutes. These backups also count towards the maximum of 3 backups
per day of a project.

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

®,
o

Create Backup Archive

Interval to save work automatically: 60 minutes

Path of Backup Archive content

Delete backup file that is older than the given time interval.
The interval for keeping archive files: 4 weeks.

®,
o

®,
o

X3

6

X3

6
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' Graphics A
] ©Open and Save | # Open and Save
Project default path(requires restart) C:\Users'renata.nagy!\...
£ Units and angles Image Path C:\Users\renata.nagy\...
[1 Snap and grid Project template folder path C:\Users\renata.nagyl...
Google Drive, Microsoft OneDrive - Download folder C:\Users\renata.nagy\...

“w Cursor and marker
|:|Enab|e project backup to your personal cloud account

T User interface Google Drive

Microsoft OneDrive

W Item settings
*Save 3D database (significant increase in size)

Transfer settings and files from one computer to another Edit
Migrate custom settings and files from previous releases Edit
Tag/Schedule template folder C:\Users\renata.nagy\...

¥ Manage styles
% Backup Archive

+ |Create Backup Archive - Daily backup copies for recovery purposes

" |Interval to save work automatically in minutes: 60

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

Path of Backup Archive content: C:\Users\renata.nagy\...
AUTO-ERASE all backup archive that is older than the Archive Preservation Period

Archive Preservation Period in weeks: 4 ~
Erase Backup Archive older than 4 weeks Edit

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

% *Save auto recover information

Save auto recover information

Save frequency (steps) 5 ~
Free space now on C: 699419 MByte
4 *IFC Classifications
Import database from Excel files Edit
# Sharing Categories with other users
Close - . W
o Py N RS SRS [N PR PR 8 MNP U [y - gty H A
nmm 3 . _ —
@ I E:I ## Ground floor v 1t 4 ﬁ I Wall - Loa... v

o —

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

Deleted archive files are permanently deleted, so they are not stored in the computer's Recycle Bin. However, it is
recommended that the Recycle Bin is emptied on a weekly basis.

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

So, you have 3 backups.

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

U New project

0D

Drawing recovery manager

Open project Ctrl+0 External reference

o (3

Save project Ctrl+S Import from Project (XREF)

L
J

=Hi-NN

Save project as  Ctrl+Shift+5 4

o

Download from Google Drive

[ BIM 4 =) Logout from Google Drive
' Import ... 4
Export ... 4
) @ Options
Tools 4
‘ Teamwork 4
f Print Ctrl+P

Print to PDF

&
‘ Print queue

X Exit

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

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

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

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

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

| 2107 2020_04_24

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

Preview

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

| Press ESCAPE to stop searching... Open Cancel

& ARCH|INE.&
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After opening the file, a message appears on the screen: the file is in the RECOVERED folder.
It's worth transferring it from here to your own folder using the "Save project as" command.

P4

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

ChUsers\balimDocuments\ARCHIineXP

DRAWNRecovered\ 2020_04_24\Little_John_Living_room(1).pro

OK

4.3. Automatic save

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

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

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

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

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

Enable project backup to your personal Google drive

“w Cursor and marker

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

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

# Backup Archive

Create Backup Archive - Daily backup copies for recovery purposes

Use the ARCHLine.XP Drawing Recovery Manager ONLY to recover data.
AUTO-ERASE all backup archive that is older than the Archive Preservation Period

Archive Preservation Period in weeks: 12 v

Erase Backup Archive older than 12 weeks Edit

The Backup Archive stores up to 3 backup copies of a project daily.
# *Save autorecover information
Save autorecover information

Save frequency (steps) 5 ~

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

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

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

| Close | S e = v

Q s e |l | [ | 8= |\ Ground fioor vl 8 A IWaII—Lo... v | e
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! It is important to know that this function does not replace Save. When you turn off the computer in the normal way, this
file is automatically deleted, and if you choose ,Exit without save” and you rely on only Save Autorcover function you will
lose all modifications on the project you have done since the last save.

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

content after every five steps which may take several seconds.

4.4. OneDrive backup restrictions

ARCHLine.XP cannot save a project 100% safely if the file is located in a folder that is synchronized with the OneDrive file
storage service.

Saving an ARCHLine.XP project is a complex, multi-step process, and OneDrive may attempt to synchronize due to a
change detected during the save process while the save is still in progress. As a result, your project may become
damaged and show a file length of 0 because ARCHLine.XP cannot successfully complete saving the project file.

Can the backup folder for the ARCHLine.XP project still be on OneDrive?

It can be, but periodic data loss must be expected, so (as with other CADs) it is not highly recommended. It is
recommended to exclude from OneDrive synchronization the ... Documents\ARCHLineXP Draw folder. The project files
should be saved locally on the computer. However, archiving a project saved on your computer to OneDrive is supported.
It is recommended to change the path to the Project folder in the Options - Open and Save window.

What can | use OneDrive cloud storage for?
OneDrive can be used for archiving.
4.5. Running out of space on the C: drive?

A common problem is that there is not enough space on the C: drive. Where to install ARCHLine.XP in such a case?
It should be noted that the Windows operating system requires at least 10% free space on the C: drive to run properly. Of
course, it is recommended to uninstall any unused applications from the computer.

Let's look at where files are placed during installation:

0
s’

% It is recommended that you install ARCHLine.XP on the C: drive under the Program Files folder offered by the installer.
You should expect the program to take up about 1.5 GB of space under Program Files.

In addition to this, the libraries will take up about 5-6 GB under ProgramData.

In addition, the ARCHLine XP Draw folder is created under Documents during installation. This may contain projects.
The Archive folder will be placed under C:\Users\...\AppData\Roaming\cadline\ARCHIineXP2023\Archive ...., which is a
hidden file. As we have seen, by default it is deleted every 4 weeks, with 3 backups per day, so the size of this can grow
significantly.

0
> o

K3
¢

.

K3
¢

In the case where space on the C: drive is limited and there is enough space on the D: drive, the following 2 folders should
be moved to the D:\ drive:

1. ARCHLine XP Draw

2. Archive

¢ ——

It is important not to touch the ARCHLine.XP files under Program Files and ProgramData. Never copy them!

We recommend the following steps:

e To copy the Documents ... ARCHLine XP Draw folder from C: to the D: drive, to the root: D:\ ARCHLine XP Draw

e C:\Users\..\AppData\Roaming\cadline\ARCHIineXP2023\Archive folder is also copied to D:\ ARCHLine XP Draw

¢ In ARCHLIine.XP, in the Options - Open and Save window, you need to change the folder paths to the D:\ARCHLineXP
Draw folder or its corresponding subfolders.

¢ Also change the path to the Backup Archive.

& ARCH|INE.&
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4.6.

Graphics

Open and Save A OpemandSave

Project default path(requires restart) . D\ARCHLineXP Draw
Image Path | D\ARCHLineXP Draw!|

Il Snap and grid Project template folder path | D:\ARCHLINEXP Draw\.. I
Google Drive, Microsoft OneDrive - Download folder | D:VARCHLINEXP Draws\,...

E |0

>

Units and angles

“w  Cursor and marker
DEnabIe project backup to your personal cloud account

7 User interface e 'ngggle Drive

Microsoft OneDrive
*Save 3D database (significant increase in size)

Transfer settings and files from one computer to another Edit

]

Itemn settings

Migrate custom settings and files from previous releases Edit
Tag/Schedule template folder D:\ARCHLineXP Draw,
Manage styles

Backup Archive

*Save auto recover information
*IFC Classifications

Sharing Categories with other users

Project specific object handling

Project properties

DXF/DWG
DWG/DWF/DXF Import path D:\ARCHLineXP Draws,
DXF/DWG import assignments Edit
DXF and DWG export settings Edit

FE R S SHIE S I S I IR L S

Colour exchange dialog Edit
% Lists

Open LS (Excel) outputs with the built-in spreadsheet handler.
# Option saved with the project

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

Other options are saved into the registry - affecting all projects

Close

Restart the program.

On C:, under Documents, delete the ARCHLine XP Draw folder.

Also delete the C:\Users\...\AppData\Roaming\cadline\ARCHIlineXP2023\Archive folder.
Then empty the Recycle Bin.

This will significantly increase the space on the C: drive.

Please note: Do not keep older versions of ARCHLine.XP on your computer. It is recommended to keep the current
version and the version before that. Uninstall the older versions.

Accordingly, you should also delete the libraries of already installed versions under ProgramData. These are hidden files,
so it is recommended to consult an IT specialist.

Copy project detail

In case the customer prefers an older version, we can easily copy it into the current project. We will now copy the kitchen
created in the Preliminary Course, Kitchen Design workshop into the current project.

Open the Documents\ARCHIineXP Draw\2023\ Workshop_Preliminary\
4_Kitchen_Design\3_Nagy_Andrea_Kitchen_workshop_2023_FINAL.pro file.

Select the kitchen, (1) then select Edit \ Copy. (2) After selecting the command, enter the reference point for the copy,
which should be the top left wall corner. (3)
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Building Interior Drafting Annotate Documentation MEP 4
\ cut - ) <> v
2 oo x % = '\ia B R ses
Move Duplicate Delete Edit Layer Layer walk = Phases Select Tools
(’f Copy properties - - - - - - - -
ard Geometry Layer Phases | Selection Snap
EAII v | & |58 Fine - &41;100 - 1:1 - Alllayers ~ |Click to select, press Shift to add/deselect
o= Floor plan - - Ground floor (0 mm) r View 2 [Image] +
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-

nple Line ~
~
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navigator | Styles
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Go to the Istvan Kiss project and select Edit \ Paste. In the floating menu on the right, select Rotate and rotate to the
position shown in the image, then place it in the bottom left corner.

e ESO0 X AL 7 % o == 5 ,=[ | view Buiding Imerior Drafting  Amnotste  Documentation  MEP a[Search QU] Serial number (995063) 7 ~
. X N o o o
% 7 |[ART @ R P e E RIS
Madify ~ Create similar | Paste Move Duplicate Delete  Edit Layer Layerwalk Phases Select Tools
- v | Copy properties - - - - - - - -
Properties Clipboard Geometry Layer Phases  Selection Snap
S | Eisting State » Bl v & Hrine = ft00 - 12 v | Alllayers ~ | Enter the place of group origin (press F5 to change orientation) ROTATE hald SHIFT = direction lock
Properties 0 % [ Aaprajz - - Foldszint (0 m) | Nézet2 (image] | + | v x
Graphics sattings - T Alaprajz - - Foldszint (0 m) ' _ox Nézet2 image] ——— __
i -
Ha style Ll : ~ Paste 3
Property Value { » | Define reference point |
2 Drawing settings {
e e o o 2
Displey of openings abave c... | ot Desplayed Rotation angle_
Rems to be displayed on flo... im
Scali
I % — @
Side marker to disploy wall .. [ | A

Line weights scale
Displey praportiaa fine weights ||

1:1

Other Edit
# Visual effects

Craate 30 model in justone... ||

Joining Surfaces.

Classes for Joining Surfaces Edit
Joining Surfaces is disabled ...

Display of Facet Edges

DymBmic section transpare...

Antialiasing

Hardware vertex processing GPU (harOvia...
Texture optimization GPU (hordwe..
Color schames Hone

Properties | Design center Project navigator | Styles

o

o 9 L _i. L.- s Foldszint

ik

1}

7

g

919m
Inclination 34°32'

o ©

e

T w757 msaim

For optimal workflow, only run one copy of the program at a time, so close the Kitchen workshop file after successful

insertion.
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4.7. Organizing projects

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

things.

% Handling and organizing layers properly
« Setting and naming views correctly

4.7.1. Organizing layers

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

groups. This way the objects can be modified together

|@ Layer Manager

Move Objects to New Layer

€

With the help of the Layer variations, we can save different states, so we can for

example show the equipment of on one room at the time without having to enter the

Layer manager and setting the layer visibility separately.

e Open “Layer Manager”. In the appearing dialog window, you can find layers.

¢ Click on the Used layers option.

Now you can see, that in this project the objects are placed on three layers: Object,

Slab and Wall — Load bearing.

@ Layer Walk

S

Change to Current Layer

&

Activate the layer of selection

TR SR

€©

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

process, it is much quicker to change the views.

Layer Properties Management

| @ Q @ The name of current layer:Wall - Load bearing [] shaw visible layers only

| - - — Layer filters

|| Name On L.. P.. Ele.. C.. Line-type Line-.. Description @ + 1 %
* Object v & & 3946 [ simple... 0mm
< Slab v & & 22 M simple.. 0mm =-All laye
o Wall - Load bearing P & S 178 I |Simple Lj 0 mm j

¢ Now click on the All layers option.

Now all of the layers in the project will appear. You can see that we created preset layers for the architectural objects
(these are automatically assigned to the object types) and the facilities so the architect can easily place the furnishes,
lamps and decorations on separate layers. If you need a room that is not included in the list, you can create new layers for

them.

R D The name of current layer: Wall - Load-bearing wall

Name On .. P.. El.. C.. Unetype LUne-..
@ Interior - Kitchen - Decoration v i & o B sople 0 mm
@ Interior - Kitchen - Furnishing v S8 & o Bl sople.. 0mm
@ Interior - Kitchen - Lighting & o Bl sivple... 0mm
@ Interior - Living room - Decoration v T & o Bl siple... 0mm
@ Interior - Living room - Furnishing N T & o B scvple... 0mm
@ Interior - Living room - Lighting v : & o Bl sivple... 0mm
< Wng ¢ & o Bl sivple... 0mm
< Lighting - Exterior ) ¢ & o Bl sivple.. omm
@ Lighting - Interior . f & o Hl sople.. 0omm
@ Une v & & o Bl sople.. omm
& MEP ¢V & & o Bl sople.. 0omm
@ Object v o & 396 [ sovvle.. 0mm
@ Object - Exterior v T & o Bl sople.. 0mm
@ Object - Interior ¢V & & o Bl scple.. 0mm
@ Point v s & o - Semple ... 0 mm
@ Polygon v & & o Bl sivple... 0mm
@ Railing v T & o Bl sivple... 0mm
@ Raster image N T & o Bl sople... 0mm
@ Roof v & & o Bl seple... 0mm
@ Room survey ¢ & o Bl siple.. 0mm
@ Shb v & & 2 [ seple.. omm
© Solid model v 5 & o Bl sople.. 0omm
@ Space Y & & o Bl sople.. 0omm
< Stair T & o - Simple ... 0mm
@ Terrain 4 & o Bl sovple.. 0mm
@ Text T & o B sople.. 0mm
@ Text - Annotation 5 & o Bl scple.. 0mm
@ Toxt - Notes s & o Bl sople.. 0mm
< Title box & o Bl sivple... 0mm
o Wall - Load-bearing wall & 178 EE[simplet ~Jomm ~]
@ Wall - Partition wall f & o R sinole... 0mm
<

Do not delete used fayers ~  Copyto dipboard | [ ]Protocol for Layer Naming
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1Show visible layers oaly

HRETS
X
All layers
Used

Byers

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

Variations

+ X

Avallable varations
All layers
Combination No. 1
Dimensions off
Dimensions on

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

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

now create 3 layers only for the Dining room.

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

¢ ——

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

< Interior - Bedroom - Furnishing
< Interior - Bedroom - Lighting
+ Interior - Dining room - Decoration

¥ Interior - Dining room - Furnishing

Interior - Dining reom - Lighting
«# Interior - Kitchen - Decoration

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

Moving objects to other layers
e Now select all furniture in the Living room area.

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

layer menu.
o Place all the other objects on the correct layers too.

Properties 3 ox Floor plan - Default - Faldszint (0 m)

*Selected * (10) -

*\ARIES * & tE—J

Property Value

% General %}

-+4|FC element
.{ Interior - Bathroom - Decoration

_Move objects to oth...  {jnerior - Bathroom - Fumishing
Interior - Bathroom - Lighting ™

BIM parameters " Interior - Bedroom - Decoration

" Interior - Bedroom - Fumishing
~Interior - Bedroom - Lighting

-1 Interior - Dining room - Decoration
Interior - Dining room - Fumishing b |
Interior - Dining room - Lighting
Interior - Kitchen - Decoration

Use explicit geometry

il
HOON
]

Interior - Kitchen - Lighting

Interior - Living room - Decoration -
[T BT rr ]

Interior - Kitchen - Fumishing o I o

=

®

Lighting

Interior - Living room - Lighting =
v,
1

N

lidbdi;m Cudmrian

Layer walk
With Layer walk, you can narrow or expand the appearance of items within a

@ Layer Manager

Move Objects to New Layer

selected layer group. It can also be used to check that the elements have been
placed on the correct layers.

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

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

G|

Layer Walk
&2 Change to Current Layer
@ Activate the layer of selection |
STA-eBl”
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Interior - Dining room - Decoration (126)
Interior - Dining room - Furnishing (348)
ighting (98

Interior - Living room - Furnishing (1088)
Interior - Living room - Lighting (276)

LAY

wu

[ ] pisplay empty layers
0K Cancel

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

| |
/'I. 11,
{ | - v wars e
_.'-_ L= rdif
Interior - Dining room - Decoration (126)
Interior - Dining room - Furnishing (348)
Interior - Dining room - Lighting (98)
room - Decoration (1890
Interior - Living room - Furnishing (1088
T — %
—— 1
I -
I
l -
= 1
1 .=
“r"‘r"4 /]
f v
s 1

[ pisplay empty layers
oK Cancel

This makes it very easy to check that all the elements are on the right layer.

Layer variations
Now create three main layer groups, one for both rooms one for Living room and one for Dining room.
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Activate the 2D window.

Open Layer Manager.

Click on the Used layers option.

Switch off all layers except the Wall - Load bearing wall and Slab layers.
To create a new layer variation, click on the blue plus icon.

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

| |
Layer Properties Management n
|
| Q Ck @ The name of current layer:Slab [ show visible layers anly |
Layer filters
I| Name On L.. P.. Ele.. C.. Linetype Line-.. Description
. . & + X
|| < Dimension - Length T a8 & s Il simple... 0mm
<% Interior - Dining room - Decor ¢ a8 5 01 Il simple... 0omm [=-All layers
< Interior - Dining room - Furniture ¢ A & 359 [l smpe.. omm - Used layers
<« Interior - Dining room - Lighting ¢ a8 & 98 Il simple... 0omm
<« Interior - Kitchen - Furniture T a S 139 [l simple... 0mm
<> Interior - Living room - Decor ¢ & & 1972 I simple... 0mm
< Interior - Living room - Furniture T a & 1152 [l simple... 0mm
<> Interior - Living room - Lighting ¢ A & 221 M simple.. 0mm
o Slab v o & 2 Il simple... omm |
<> Text == Bl smpe... 0omm
< Wall - Load bearing v & &8 246 [ simple... omm |
Layer filter restricts the layers displayed in the
Layer list to the selected layers. Drag and drop
the selected layers onto the layer filter
Variations
o [ x
[=- Available variations
All layers
chitectural
A layer variation saves all the layers with the
current states. It helps switching between
possible layer variations in one step.
< >
Do not delete used layers ~ | Copy to cliphboard | [_]Protocol for Layer Naming " oK " Cancel

e Turn on the living room layers by double-clicking on the lock, then create a second group: Living room.
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@ <% ||  The name of current layer:Slab | Show visible layers only
Layer filters
MName On L..| P.. Ele.. C.. Linetype Line-... Description
\ € + | X
< Interior - Living room - Decor v & 1972 M smple... omm
< Interior - Living room - Furniture v of |& 1152 M smple.. 0mm [=-All layers
<> Interior - Living room - Lighting v & & 21 M smple.. omm - Used layers
o Slab v & 26 I smple... 0mm
< Wall - Load bearing v of |& 25 [ smple.. omm
Layer filter restricts the layers displayed in the
Layer list to the selected layers. Drag and drop
the selected layers onto the layer filter
Variations
o 3]
= A_vailable variations
- All layers
hitectura
A layer variation saves all the layers with the
current states. It helps switching between
possible layer variations in one step.
< >
Do not delete used layers ~ | | Copy to clipboard | [_|Protocol for Layer Naming OK Cancel

e Turn off "Show visible layers only" option.
¢ Turn off the layers for the living room by double-clicking on the yellow light bulb and turn on the layers for the dining room
by double-clicking on the lock, then create a third group: Dining room.
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Layer Properties Management n
@ Q @ The name of current layer:Slab Show visible layers only
Layer filters
Name On L. P.. Ele.. C.. Lnetype Line-.. Description
p—— \ neP P & +|[x
<> Interior - Dining room - Decor v & a Bl simple.. 0mm
<* Interior - Dining room - Furniture v & 359 M simpe.. omm =-All layers
<% Interior - Dining room - Lighting v A& o8 Bl sivple ... 0mm - Used layers
o Slab D = Bl simple... omm
< Wall - Load bearing v F & 2 [ smpe.. omm
Layer filter restricts the layers displayed in the
Layer list to the selected layers. Drag and drop
the selected layers onto the layer filter
Variations
= Available variations
- All layers
-
= Tiving room
A layer variation saves all the layers with the
current states. It helps switching between
possible layer variations in one step.
< >

Do not delete used layers ~ | | Copy to clipboard | [_]Protocol for Layer Naming | | Cancel

If you select now these variations, you can see that the settings of these layers change based on it.
e Click on OK to close the window.

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

=110 @~ 11 ~ | Architectural -

m |All layers |
= Architectural

Floor plan - - Ground floo

Dining room
Living room
Saving new layers
! The new layers are saved automatically only in the project.

If you want to save these layers into new projects as well, then you have to save these settings. This is how you can do it:

Select the Gear icon in the bottom left corner and select the Open and Save tab. Select the Copy project settings to
other projects option and select the Layer structure option.
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4.7.2.

Settings and labelling the perspective views

- Graphics ~ e current se
Py
IH Open and Save I # Open and save
Project default path (requires restart) D:\Munka - Cadline\Ar... The new projects will start with the selected project settings.
[ Units and angles K ~
Image Path e e e The items selected from the list will be saved in the My template:
[l Snap and grid Google Drive - Download folder D:\Munka - Cadline\Ar... - Current graphic settings
- Layer structure
Enabl ct backup t | Google dj
w Cursor and marker [_Jenabie project backup ta your personal Google dive - Building and floor structure
[+#]=save 30 database (significant increase in size) - Defaulf styles for all element types
I User interface Transfer settings and files from ane computer to another Edit - Graphic Override
& Ttem settings Migrate custom settings and files from previous releases Edit Would you like to save current settings as new default?
Tag/Schedule template folder D:\Munka - Cadline\Ar...
2 Manage styles
| Copy project settings to other projects Apply | =
Restore your defaults ta factary settings Apply [~ Current graphic settings
Expart styles Edit Layer structure |
4 Backup Archive I Building and floor structure
[ ]create Bacup Avchive - Daiy back . I Default styles for all element types
reate Backup Archive - Daily backup copies for recovery purposes ™ Graphic override
Use the ARCHLine.XP Drawing Recovery Manager ONLY to recover data.
AUTO*ERASE all backup archive that is older than the Archive Preservation Period
Archive Preservation Period in weeks: 12 ~
Erase Backup Archive older than 12 weeks Edit
The S e dores o 3 ok o o proe Concel

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

will be easier to navigate through them.

In case of multilevel buildings, it can be useful to put numbering before the name of the perspective views. This way we
can easily distinguish from the ground floor:0_Living_room_01; to first floor: 1_Bathroom_01.

Now move to the 3D window.

From Navibar select the right bottom “Perspective dialog” icon.

Create new views by clicking on the green plus button and rename them according to the

example " Living room_1"

The program automatically will put all views in alphabetical order. Always put serial number after

the name of the consecutive perspective views.

@9 2
~;1_<®;’ > |
CH

[y I

Perspective dialog

D

/AEV/
7

N

ﬁ [T | saved views

H
[ %

Dining room 1
Dining room 2
Dining room 3
Dining room 4

%é
SANNNN

A ]

Follol s

'[3'1
| — |

Living room 2
Living room 3
Living room 4

Camera

[T Camera Z
4

["] object placement with animation

Target 2

Angle

12m

} ——

Cancel

After exiting the dialogue, you can select the view you want on the Status bar or switch between them using the blue

arrows.

¥ Kitchen_0
¥ Kitchen_1
% Living_room_0
§ Living_room_2
§ Living_room_3

& Living_room_1 v 4 s
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If you follow the instructions above perspective views always will be orderly arranged in your projects, which makes easier
and more transparent your work and project.

e Open the following project: ARCHIlineXP Draw\2020\Workshop_Intermediate\3_ Project_
Management\Little_John_Living_room_02_Layers

4.8. Managing large-size projects

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

< File size
<+ Surfaces in the 3D model

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

MB.
Name 2> Quick 3D model
30
3D.views | 9% Build 3D model
PDF
Render @ Create cut-away 3D view
Saved % Space volume computation
Wall_views A
= T L _ be] 3D Section Box
1= Little_John_Living_room_011 27 502 KB — e
P2l Little_lohn_Living_room_02_layer |56 103 <3| % |- B eocso ik

Surface number

The Surface number is displayed in the Build 3D model window.
In the pop-up window you can see that this project currently has 131 288 3D surfaces. Quit this window with the “Cancel”

button.
Resolution
High 4
Minimal resolution of a circle 32 iy
Maximal chord height 3 mm
Surfaces 131288
In case you use a mid-range laptop, it is recommended to keep the surface number under 1 000 000.

If the number of surfaces exceeds 2.000.000 surfaces, the program sends a warning and repeats the warning at
5.000.000 surfaces. Take the warning seriously, otherwise the efficiency of your work may be significantly reduced.

The surface boundaries can be changed if necessary under Settings / Item settings / Objects.
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- Graphics ~
[ Open and Save Grid nodes X: 5
Grid nodes ¥: 5
[ Units and angles A Text
Il Snap and grid *High detailed display
+ |Keep readability when rotated between
“w Cursor and marker :
1200 EBDDC
T User interface # Plot layout
@ Item settings Place drawing names automatically on plot layout

Tracking changes on so the drawings on the plot layout are updated when the ori... W

#* Room Maker

Minimum wall length 100 mm
Minimum wall height 500 mm
% *Objects

+|Enable 3D cache for generating KBB elements in 30

+|Recalculate texture coordinates automatically when replacing a material of an object.

Clear 3D acceleration cache

==Ena!:lle XML acceleration

Skp import (3D Warehouse) maximum texture count reached warning message 50 b
Warning message when number of mesh face exceeds the limit during object import | 50000 ~
First warning limit when the sum of 3D surfaces exceeds the given value 2000000

Second warning limit when the sum of 3D surfaces exceeds the given value 5000000

Warning limit when the number of project materials exceeds the given value 1000 ~
Specify lighting fixture type during 3DWarehouse downloads o

Floorplan representation vocabulary Edit

# Network settings

Delete built-in browser cache, history and cookies
% Option saved with the project

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

Other options are saved into the registry - affecting all projects
Close ‘ v

|
MEAFRYAR =L

Reducing the size of a project

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

I Lépcsd b -

_‘mViewZ v ‘... ‘

©

3

8

Remove superfluous 3D solids

Delete too large objects

Delete those contain too many materials
Delete unused materials in your project

3

8

X3

o

X3

o

4.8.1. Delete superfluous 3D solids

There might be 3D solids in the project that were temporarily used during 3D modelling, we did not create an object and
accidentally remained in the project.

3D solids only appear in 3D, they do not have a floor plan symbol.

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

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

wfﬂ Little_John_Living_room_01 27 502 KB
n:ﬂ Little_lohn_Living_room_02_layer 36 103 KB curfaces 165268
I_J Little_John_Living_room_03_3D_body 37 684 KBI

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

e Activate the 3D view and select the entire model. In the side menu under Properties, select 3D body and delete them.
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14870 mm

Properties o x
* Selected = (189) |

[* Selprtad * (180) |

[Cabmet (I1]
Cabinet Door
Countertop (2)
9170mm | Cyrtain (6)

Door (3)
Electrical Accessory (3)
Light sources (10)
Maoulding (5)
Object (36)
Picture (2)
Polyline (23)

Slab (2)

wall (14)
Window (5)

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

Surfaces 132351

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

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

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

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

Open 3D Warehouse, this can find under Ribbon menu / Interior / Place / 3D Warehouse.
fle PMRASOOGCYLOCEDS ~2 % = 1= 5,7+ Edit View Buiding Drafting
- a“m HER
H & A || He O 4

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

-

Lighting

Properties Room Place Decaration

In the search field type “crystal chandelier”.

Select “Baccarat Zenith Chandelier crystal”. By clicking on the object, we can see its properties on the right side. Here we
have to pay attention to the polygon number which is 60 405 in this case.
Download the object and place it on the floor plan.
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50r0s WetoRés
house Check Out Labs Al Categories | crystal chandéner Q | 2
Ci - Harm.. Chandelie... Baccarat ... Chan¢
: e I "
BLACK &. Baccarat .. R Modemn S.. Bead:
) MB e

Crvstal-cu Lustre

y @
; iiilona
MODEL INFO
Materials 7
Polygons 60,405
File Size 4mM8B
Modified Date 3/872014
Layers 5
Unit of Measure inches
Bounds 106 x 13979

Baccarat Zenith Chandelier crystal

Distance from Origin 85.9
\VJ ﬁ? B G [:] <N P Viewin AR

e A warning window will pop up after the download. If you click "No", the object download will be cancelled and the program
will not download the object. Now select "Yes", knowing that this object will slow down your work.

Message

The complexity of the imported model can cause speed
problems in the project.
Do you want to continue?

e Place the object on the floor plan.
Let's look at an example when the object contains too many materials.
e Open 3D Warehouse again.

o Type “Kettle teapot” in the search filed.
e Choose one and download it.
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3D Warehouse ]
* {2} (] obbszoros letorés

PN

© 3D Warehouse Check Out Lak All Categories ~  Kettle teapot Q1@ ramnis.
CATEGORY Showing results from all categories

PRODUCTS @ MODELS COLLECTIONS CATALOGS

e 0 ¢

All Categories

PROPERTIES kettle, tea.. kettle, tea... kettle, tea... kettle, tea...
File Size
0-100 MB
— ( W o
1)

I { F

Polygons {
- MAX
pan, pot, K... Coffee / te. SneKTpo-.. Kettle

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

This object contains 220 materials.
Using it can cause slow-down in the project.

Continue anyway? Mo means import without materials.

Place it on the floor plan.

Now check the number of the surfaces by using 3D Build tool after placing the two objects. The previous 132 351 surfaces
increased to 212 242.

Now save the project under the name Little_John_Living_Room_4_Large.pro.

2] Little_John_Living_room_01 27 502 KB
2] Little_John_Living_room_02_layer 36 103 KB
wﬂ Little_John_Living_rcom_03_3D_body 37 684 KB
[®2] Little_John_Living_room_04 large 470758 |

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

Activate 3D window.

Go to Ribbon menu / Dimension / Measure and click on “List of elements”.

In the pop-up dialog window, we can find the 5 objects take the most space in the memory and the 5 items use the
most materials. Here you have an option to “Delete selected item” straight away. In case you cannot identify the item,
you can use “Show selected item” command. Last two downloaded objects are the largest in both categories. Delete them.
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Info about space

Property Value

Blement ID: [30=3196] [2D=3598] 31148[K8] (30 e:76494) (Object: Baccarat Zenit...

Element ID: [30=205] [2D=1654] 2750[KB) (30 surface:8781) (Object: amohada 3d)

Blement ID: [30=275] [2D0=3776) 2750(KB] (30 surface:8781) (Object: almohada 3d)

Element ID: [30=228] [20=2542) 2750(KB] (3D surface:8781) (Object: aimohada 3d)

Element ID: [30=254] [2D=3212] 2750[KB] (3D surface:8731) (Object: aimohada 3d)

[ﬁ\eselwnsusethemostmamnd: ]

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

Blement ID: [30=102] [20=301] 9 (Object: NEG TV Tel)

Blement ID: [30=836] [2D=35%8] 7 (Object: Baccarat Zenith Chandelier crystal(1))

Element ID: [3D0=100] [2D=238] 6 (Object: candle11)

Blement ID: [30=120) [2D=435) S (Object: Flower 2)

< >
Show selacted item Dejete selectad item Close

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

decreased to 132 351.

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

Cleaning object library

It is recommended to clean the object library in the Design center based on the surface count and delete the large ones.

Select the Objects in the Design center and in the properties click on the Cleaning object library option.

It filters the objects in the Design center and you can organize them by size or date.
On the right side you can collect the objects that you want to delete.

# H
<<Back | 178 Elements (2]
Multi selection mode
= MY [’ New object
= 3D IMPORT Delete
= 3D WAREHOUSE .. Sortin categories
Import
= ACCESSORIES B g
n Import all objects from folder
= BATHROOM
3  Export
= BEDROOM +1 Export to Live
= CARS Cleaning object library
= DECORATION R selectan
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Sort by complexity v

Delete

List of objects by complexity: Objects selected to delete I Delete All I
Mame Model complexity (surfa... Name Model complexity (surfaces)
DINING SET 254552 ( Exira large ) DINING SET 254552 ( Extra large )
vasinhos+concreto 234713 ( Bxra large ) vasinhos+concreto 234713 ( Extra large )
Maxliving Mimo Sofa 146755 ( Bxtra large ) Maxliving Mimo Sofa 146755 ( Extra large )
kitchen+decoration 137935 ( Bxra large ) kitchen+decoration 137935  Extra large )
untitled1575592805 136915 ( Bxtra large ) untitled1575592805 136015 ( Extra large )

Bowl of Roses 90194 ( Very large ) Bowl of Roses 90194 ( Very large )
Radeco ATOM design radiator 838550  Very large )

RABALUX RAINA PENDANT 5766 86330 ( Very large ) =

Rarrarat Zanith Chandaliar rrue  7A366 ( Varu larna he

< >

Filter 3D Warehouse® by surface number

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

3D Warehouse n

& = |{a} [JTobbszoros letoltés

22 3D Warehouse [RGos

CATEGORY All Furniture ¢

}+ items found)
PROPERTIES MODELS COLLECTIONS
Manufacturer Model
File Size - {
0-50 MB 3
Table Bed Table Basse
Po\ygons table table table
0-49K
ADVANCED I I
Table Table Table
Reset All Filters mike S. =000 & Student Tre...
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list.

4.8.3. Delete unused materials in the project

When we delete the large-size objects, the linked materials will stay in

. . S Design center
the project. There might be hundreds or thousands of materials in a g

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

large-size project which significantly increases the project size and slow
down the operation. Mostly these materials are not used, so we have to

[Search in all items]

a H Brands ‘

#  Materials ~ In Model
<<Back | 696 Elements

'I I 'I I

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

remove them.

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

Now delete not used and superfluous materials in the project.
The deletion is carried out by Removing Materials. To do this, YOU
HAVE TO BE EXTRA CAUTIOUS:

0,
o

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

0,
o

0,
o

e Save the project under a new name, by using Save project as... command. The new project name is:

Little_John_Living_Room_5_Cleaned.pro

You should save the project under a different name so that if you make a mistake, you can restore the original project.

e Select File menu / Tools / Project Cleaner.
e Select the Unused materials category. These materials will appear in the middle, Iltems window.

e Select the first and last items by holding down the SHIFT key, then use the arrow key to move them to the Removable

items.

In the Project Cleaner, you can delete elements other than unused material, including sections, views or schedules.

e Accept the settings with OK to allow the program to delete unused material.

| Project cleaner

Categories Ttems ~ Removable items

Color_A01 (4 kB)

Floor plan (0)

Section and elevation (0)
Print layout (0)

Mood board (0)

3d view (1)

Link CAD (0)

Link Image (0]

ags (0)

Aluminium4 (5 kB)
Coffee_cream (5 kB)
BRONZE_DARK0O1 (5 kB)
drapp (4 kB)
Black (5 kB)
Nincs anyaga(l
Nincs anyaga(2,
Nincs anyaga(3
Nincs anyaga(4

(4 kB)
(4 kB)
(4 kB)
(4 kB)

Schedules (0)
Styles - Available in this project only (34)
Styles - Available in all projects (3)

<

Selected items to delete from project

2 Materials

Color_A01

Aluminium4

Coffee_cream

BRONZE_DARK0OO1

drapp

Black

Nincs anyaga(1

Nincs anyaga(2;

Nincs anyaga(4

)
)
Nincs anyaga(3)
)
)

Nincs anyaga(5

Teak

fehér_matt

Grey

UK_Single_BT_Master_Telephone_Socket

Legrand Valena White Inner

Fehér uveg

Total size: 2.09 MB

The cleaning of the project starts by pressing the OK button.

Remove from list Clear list
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Design center o =

[Search in all items] o, || Brands

& Materials | In Model
<<Back | 103 Elements - ]

Fa ]

* 2 *3

e Check the number of materials. Click again on Design Center / Materials / In Model. Now the number of the materials
decreased from 696 to 103 items. Deleted materials increased the project size unnecessarily.

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

“J Little_John_Living_room_01 27 502 KB
o=t Little_John_Living_room_02_layer 36 103 KB
nJ Little_John_Living_room_03_3D_body 37 684 KB
“J Little_John_Living_room_04_large 47 075 KB
“J Little_lohn_Living_room_05_cleaned 26032 KB

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

4.9. Tips to avoid IT problems in 10 points

The finished project is usually large, hundreds of Mb. in size. During its preparation, several IT problems can occur that
can make it very difficult to solve the task:

We therefore recommend that you check the following 10-point list for each project to make sure you are not
experiencing the problem. Several of the points will be familiar to you, and we have reviewed them in section 4.7.
Managing large-size projects.

4.9.1. Does the computer meet the recommended system requirements?

The recommended configuration is suitable for preparing a large-scale exam paper. A computer that meets the minimum
requirements is for creating example projects during the course, but not for exam work or large projects.

Low memory (RAM e.g. 4 GB) can lead to the "Out of memory" crash.

In this case, the program displays the following message: "The system does not meet the minimum memory requirements
required to run the application. Low memory can result in unpredictable behavior.”

With DxDiag you can check the parameters of your computer:
More here: Open and run DxDiag
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€2 DirectX Diagnostic Tool - X

Displayl Display2 Sound1 Sound2 Sound3 Input

This tool reports detailed information about the DirectX components and drivers installed on your system.

If you know what area is causing the problem, click the appropriate tab above. Otherwise, you can use the "Next Page" button below to
visit each page in sequence.

System Information

Current Date/Time: Monday, June 26, 2023, 11:10:45 AM
Computer Name: RENI-DELL
Operating System: Windows 10 Pro 64-bit (10.0, Build 19044)
Language: English (Regional Setting: English)
System Manufacturer: Dell Inc.
System Model: Inspiron 15 7000 Gaming
BIOS: BIOS Date: 08/30/21 13:50:39 Ver: 1.15.0.00
Processor: Intel(R) Core(TM) i7-7700HQ CPU @ 2.80GHz (8 CPUs), ~2.8GHz
Memory: 16384MB RAM
Page file: 12821MB used, 11555MB available
DirectX Version: DirectX 12

[ check for wHQL digital signatures

DxDiag 10.00.19041.2075 64-bit Unicode Copyright © Microsoft. All rights reserved.

Help Next Page Save All Information Exit

4.9.2. Integrated video card

An integrated video card is not recommended, a dedicated video card is recommended. Check the date of the video card
driver. If it is older than 1 year, it is recommended to download the update.

@ DirectX diagnosztikai eszkdz — X
Rendszer 1. képemnyé 2. képerny61. hang 2 hang Bemenst
Eszkiz Tlesztéprogramok
-
Névy NVIDIA GeForce RTX 3050 Ti Laptop GPU Fé illesztdprogram: nvldumds.dll, nvidumdse.dil, nvldume
Gydrtd: NVIDIA Verzig: 31.0.15.3179
Processzor tipusa: NVIDIA GeForce RTX 3050 Ti Laptop GPU Datum: 4/25/2023 02:00:00
DAC tipusa: Integrated RAMDAC WHQL embléma:n/a
Az eszkdz tipusa: Csak leképezésre alkalmas megjelenitéeszkiz Direct3D DDT: 12
Osszes memdria: 20212 MB Szolgaltatds 12_1,12_0,11_1,11 0,10_1,10_0,
Kijelzdmemdria 3978 MB Illesztéprogram tipusa: WDDM 2.7
Megosztott memdria: 16234 MB ¥l £ >

Directx-szolgaltatdasok

DirectDraw-gyorsitds:  Engedélyezve
Direct3D-gyorsitds: Engedélyezve

AGP-mintazatgyorsitds: Engedélyezve

Megjegyzések

= Nincs probléma.

Sigo Kovetkezd Minden adat mentése.. Kilépés
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4.9.3. Is there enough space on the C:\ drive?

If there is not enough space on C:, there may be a problem with the operation of Windows. In practice, Windows needs at
least 10 Gb of free space. The recommended size of the C: drive is at least 100 Gb.

If there is not enough space on the drive, saving the project may be interrupted. In such cases, the computer must be
cleaned, e.g., Empty Recycle Bin.

More here: Free up disk space in Windows

4.9.4. Isthe ARCHLine.XP project save folder on OneDrive?

ARCHLine.XP cannot save a project 100% safely if the file is located in a folder that is synchronized with the OneDrive file
storage service. It is therefore strongly not recommended. Saving a project may be interrupted.
More here: OneDrive issues

The following should be checked regularly throughout the project:

4.9.5. Distant element

Elements located at long distances (several km) cause calculation inaccuracies and errors may occur during work. The
program warns about remote elements.

Symptoms:

1. In the optimal view, the floor plan is not visible in the floor plan window
Reason: some elements on the floor plan are far from the origin.

2. In axonometric view, the 3D model is only a small point
Reason: some elements are far from the rest of the model in 3D.

3. Poor texture quality in 3D view, elements cannot be selected in 3D, etc.
Reason: the model is far from the origin.

4. Elements cannot be selected in 3D
Reason: the model is far away from the original or DirectX9 is set instead of DirectX11 in the Options - Display
Setup section.

5. The image wall view results empty grey area
Reason: some elements on the floor plan are far from the origin or in perspective, the viewed point is far from the
camera.

If this distance is possibly several km, calculation inaccuracy will occur. DirectX 11 uses floating point number
representation. This means that it cannot be accurate in mm and more than 100 km at a time.

Therefore, it is necessary to check whether there is a distant element:
« on the floor plan,
< in the 3D window,
< oris the perspective object far away, or is the model far away from the origin?

More here: Issues with model being far from origin

49.6. Does the number of surfaces in the model exceed 2,000,0007?

The program warns you about this. Models with a large number of surfaces slow down work depending on the
performance of the machine. When importing objects with more than 50,000 surface numbers, the program sends a
warning. A list of elements with a large surface area in the project can be requested. The use of foils is recommended.
We recommend the ARCHLine.XP LIVE program for displaying decorative elements with a large number of surfaces.

4.9.7. Arethere elements with extremely large surfaces in the Object Library?

Use the Object Library Cleaner!
It's a good idea to delete extremely large items not only from the project, but also from the Object Library, to avoid using
them in the next project.

4.9.8. Is there an object in the plan that contains more than 50 materials?

A list of these can be requested, it is recommended to delete them. Such objects are mainly made for game programs,
where each surface piece has its own texture. When downloading such objects, the program sends a warning, because
errors may occur in the operation of CAD/BIM programs during their use.
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4.9.9. Does the number of unused materials in the project exceed several hundred?

Then it is worth cleaning the project, because in most cases the materials of previously downloaded, but no longer used,
redundant objects accumulate. Due to the high number of materials occupying a large amount of memory (over 1000), an
error may occur during work. The program sends a warning about the high number of materials.

4.9.10. Did the ARCHLine.XP program send a warning from the aforementioned?

It must be taken seriously and the cause must be eliminated!
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Workshop: KBB - Modelling and furniture design
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During this lesson you can learn how to use the furniture design tools in ARCHLine.XP, this way you can easily create
customized kitchen cabinets.

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

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

Open your browser and watch our tutorial videos:
https://www.archlinexp.com/enroliments/courses/intermediate-course/kitchen-kbb-modelling-and-furniture-design/1

Refresh your skills

Start

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

The tutorial videos can be found here: https://www.archlinexp.com/enroliments/courses/preliminary-course/kitchen-
design/1

Open ARCHLine.XP software.

Click on Open Project button.

Open the following project: ...ARCHIlineXP Draw\2023\Workshop_Intermediate\5_KBB-Modelling_and_furniture
design\01_KBB_Modelling_and_furniture_design.pro

Save project as...

5.1.

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

Adding drawers, changing fronts

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

7

7

24
00 %

2 b 4

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

In the dialog click on the Dividers tab and add a Single horizontal divider. Before placing the divider with the green tick,

[ ]
activate the Only division option.
Cabinet
@ Bottom
@ Front
@ Core
@ Back
@ Core
i@ Top
=AY
50% | [oivide on front
S |

) ﬁngle Singll Multipls Multipl Singll 1340mm | |340mm | -

Rt ingle ultiple ultiple ingle

[: ‘horizontal vertig(al horizo:\’tal vertitpal cus!?)m E E

E@ [‘ad From unit top: From unit bottom: Custom offset
(O shelf 1640 mm 360 mm
®) Only division IZ]
Dividers [ Automatic refresh on page @ [ oK ‘ Cancel )
e Click into the upper division and add a Single drawer with front, then repeat this step in the other division.
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Opening (%)
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[ Automatic refresh on page O ‘ oK Cancel

Select the newly added upper drawer using the blue arrows on the left. On the third vertical tab deactivate the Apply the

default option.

MM

5 o = o -
Eeset PeE eEEe @ Ba +al[o ]
* :EI . [ apply the default =
x @ [Juse original item size Walnut Wi Wenge- Wenge- Wood | Wood11 [|WS front WS front WS front WS front WSroII— U\;ég ﬁ
‘I panel LS mirror  mirror3  panel front [[drop clot family vertical  white front front 2
E
= @ @ D
@ Rotate X Rotate Y Rotate Z
- [o° V] [0 | [o° v| [Omirrer
Drawers [“] Automatic refresh on page [s]

Cancel

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

button.

Change the one front of three further cabinets to the Wood011 front. To do that select the cabinet and open its properties.
On the Doors tab select the front to be modified, then with the learned method change its front to the desired one.
You can easily navigate to the front you need by ALT + clicking.

You should have a similar result as the picture above.
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5.2.

Creating a front with hidden handles

In modern kitchens non-traditional solutions are often used at the handle design. With the handy tools of ARCHLine.XP
you can easily create alternative variations.

The Cabinet door command is an extremely flexible tool with which you can define the shape of the front, insert or extract
profiles in order to create more unique pieces.

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

Select Old_Ashtree as the material of the front.

Select the fifth tab from the left, the Subtract profile tab. With this option we can define a frontal profile (on the first vertical
tab on the left) along which the section profile (chosen on the second vertical tab on the left) will be drawn.

Select the profile named horizontall as the frontal profile.

The four values on the right indicate the distance of the profile from the edges of the front. Rewrite the upper value to 0,
then deactivate the Same offsets option and unlock the bottom padlock. By fixing the two side values we can assure that
the front fits on cabinets of all sizes and the handle does not end after a specific length but adjusts to the cabinet size.

% There are no items to list

v

| -

o|[w|& B (&L

‘ & []same offsets
e 600 mn T |
== ' Bl

‘ a Height El

{1 @ [om <] |~ omm v

"@1 front_chate | iontalt oval orto slingo verona verticall ‘ EI EI

= | dral ' 2 2 ' ‘ 2 mm
A=l =) -
; & =
= 1 Resize profile
Rescale ~

SUBTRACT profile: Unit doors can be customized with different outer edge, panel raise and framing bead profiles ATl Th et ot e o oK vl

After this select the section profile. This will be a simple rectangle. After selecting it, click on the cogwheel icon on the right
to access its properties. Here set the dimensions: width: 40 mm, height: 20 mm. Select the upper left corner as a
reference point. This defines the point with which the section profile is connected to the route drawn by the frontal profile.
(The appropriate point is different in every situation, so it is possible that you will not find it at the first try.)

This profile operation is important because first we will subtract a profile from the front, then add another, which will be the
handle. In order to place the handle ‘inside’ the front and not ‘on’ it, we have to subtract a handle profile size part of the
front to have space for the other profile (handle) and to prevent it from overhanging.
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Edit profile

@J

niks

&

Select Profile

Redraw

Name

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

Value

20

Rectangle Simple

| Mirror on X |

| Mirror on Y |

[ Rotate |

[Juniform 30 scaling operation

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

Close the profile properties and make sure that both green profiles are inside the front, then click on the green tick in the
right bottom corner.

Click on the sixth tab from the right, the Add profile tab. This option operates on the same principle as the Subtract profile
option with the difference that here a profile will be added not subtracted.
Select the profile named horizontall as the frontal profile and set its distance from the front edges the same way as the at
the subtracted profile.
After this, on the second vertical tab on the left select the profile named aluminium2 as the section profile. Click on the

cogwheel icon to access its properties. Its dimensions do not require further modifications, just select the upper left corner
as the new reference point of the profile.
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Edit profile
aluminium2
| Eﬁl d?
| Mirror on X |
| Mirror on' Y |
g o1 ¢
& | Rotate |
[Uniform 3D scaling operation
[l
L =i 0 Width: Height:
| 40 mm | | 20 mm
Select Profile | Redraw |
Name Value
Width [0.0001-n.a. mm ] 40
Height [ 0.0001 - n.a. mm ] 20
oK Cancel

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

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

5.2.1. Creating alternative front variations

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

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

Interior - Intermediate course



Workshop 5: KBB - Modelling and furniture design

153

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

€6 it (I B

G @ @ 8L L

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

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

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

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

Width []same offsets
w 600 mm 0 rmm
7 Height

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

Resize profie

etk

Rescale w

After this, modify the reference point of the section profile to the upper right corner by clicking on the cogwheel icon on the
second vertical tab on the left.

& ARCH|INE.&



154 Workshop 5: KBB - Modelling and furniture design

Edit profile
Rectangle Simple
[5 I'j1 &J
Mirror on X
Mirror on Y
2 o g
Rotate
[Uniform 3D scaling operation
|—_|‘1 '_n_n.'n £ \Width: Height:
| 40 mm | | 20 mm
Select Profile Redraw
Name Value
Height [ 1 - 100000 mm ] 20
Width [ 1 - 100000 mm ] 40
oK Cancel
¢ Repeat these modifications on the Add profile tab. Design center a x
e Save this front with another name: front with hidden handle —
. | front with hidden Q || Brands |
02 - pine j—
e After this, modify the material to Old_Ashtree on the first ) Total:
tab, then save it with another name on the last tab: front <<Back | 5 Elements

with hidden handle 02 - ashtree.

e As a last step, change the fronts on the cabinets to the
appropriate one. This can be done by selecting the front in
the Design Center and with the drag and drop method
placg it to the cabinet. This methOdg however' will Only front with front with front with front with front with
modify the default fronts of the cabinet. If you would like t0  hidden handl hidden handl hidden handl hidden handl hidden handl
modify a front which is not a default one, you can do it by
selecting it in the Cabinet dialog window.

View 2[Image] SE|

1 + w
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. Creating a curved cabinet

For curved elements, we need to modify the panel connections so that the hidden handle does not cut into the side
panels.

Select the curved element, then go to Properties.

Go to the Custom Edge Properties tab and use the arrow keys to select the two edges you want to modify. Change the
connection to Beveled Edge.

Cabinet n

i Bottom
# Front
@ Side
® Side
® Side
"] Top

B eees Pecleeee @ U= , +ol[o o] [&]]
[€] +] rj: r: r r:::

Full Tradition|[ Beveled

Custom

overlay al edge
= =
==
Click on an edge and you can define a custom connection for it.
Custom edge properties [“] Automatic refresh on page o oK Cancel

Save the modified item with the Save button to overwrite the original cabinet.
Also modify the panel settings on the curved element next to it, then save the furniture.

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

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

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

Hide the default handle since the chosen front already has built-in handles. This can be done A—
on the second vertical tab on the left. ;

@ Default door front and handle N N Offset lefi/right (red)
selection. You can also apply = — — —— ‘ : ml:
m custom drawers, shelves and — &= .
legs. Offset front/back [green)
Bedford Debba_c Debba_c Gilmore ctangl Bar
, shelf abinet_h abineth TVleg andle |handle si
: i s Offset down/up (blue)
e ondes o 2 15 R0 EC—
Rotate X Rotate Y Rotate Z
|nn v| ‘nn v| ‘D“ \/| [Imirror
General unit door properties [»] Automattic refresh on page ‘ oK ‘ | cancel

Set the default side panels of the cabinet on the third tab. This will be the Old ashtree front.
On the sixth tab you can select the shape of the new cabinet. Choose the custom option here. On the appearing tab click
on the star icon on the right to create a new shape.
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Cabinet

@ Bottom

Core
@ Front
@ Core
(@ Back
i@ Top

FI\"’lwlfl

457 corner  Arc corpus  Arc corpus

B it Clossure Corner  Curved left Curved top Depth Depth Sloped Sloped Sloped
shape comer  comermirr  oo- U™ chelf walls  kitchen fumiture  fumiture sloped furn sloped furn furniture b furniture lef furniture ri
a - E
You can define the shape of the unit by selecting an object. Objects of one single solid are accepted only.

Shape

[“] Automatic refresh on page @ oK ‘ Cancel
o We will create the new shape of the cabinet using the 3D shape tool. You can edit the default solid cube with the help of

three profiles (front, side and top view). The active profile is always the red one. In this case the top profile should be the
active one. Click on the star icon to define the profile.

3D Shape

s Dl FEE H=
g 2 e
Il €8 Rectangle L’..J
o & | 60/19/25 | Simple

Sizes and profiles [7] Automatic refresh on page @ | oK | ‘E

e The command automatically activates the 2D layout, where you can draw the shape of the cabinet along the blue line
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ArchKitchen -Default - Ground (0 mm)

R

i Nearest point |-

7 Lehgt 4713 mm
A Inglination  0.09°

o When you have finished drawing, click on the Close button on the Ribbon bar. The new top profile is automatically
engraved on the top of default cube, and now it is modified to the desired shape.

&
Ry
Y
-]
Q
5]
2
ES
[x]

Width

® -
Depth r"‘ M L
=
Height @

Custom

23 !
profile | 60/19/25 Fd
ol

Sizes and profiles [ Automatic refresh on page Q—‘ ‘ ok | ‘ Cancel \

e Press the OK button and the program switches back to the cabinet dialog, where the cabinet is created from the
customized shape.
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G Bottom
ﬁ Core
@ Back
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You can define the shape of the unit by selecting an object. Objects of one single solid are accepted only.

Shape [ Automatic refresh on page o oK il Cancel

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

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

situations like this one.
In the next step we will modify the curved side panel of the cabinet to a front; so, a door can be assigned to it. Navigate

with the blue arrows on the left side until the color of the contour of the curved panel is marked with red. After this, select
the front type from the options below.

G Bottom
@ Front
(@ Front ]
s f# Back
K f@ Core
E | i@ Top
; . :
PBDL Upe eEEE . DA A EE]
= a0 @ I
v
| et | oo Back  Bottom
BE ™
The type of the core defines which default panel setting will be applied to the side of this unit.
Custom panel properties [ Automatic refresh on page o oK [ Cancel

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

9 Front

[ Door- LeftorRight

AR
(® Full Overlay
O Traditional
(] Fipup  Flipdown  Fix 252254 Sliding M‘s‘l':”" Bifold :;t
iz = Opening (%)
\ ., [ ]
Doors [ Automatic refresh on page 0/ ok Cancel
After this, click on the other front and add a fix door.
Cabinet R
@ Bottom

@ Front

EAEIEY (e
@ Full Overl
i . ’ OTradiﬁona!ay
@ Left or Eli Flio d Multiple Bifold
@m Right pup pdown side e
_— [ Automatic refresh on page @ |T‘ ‘Eﬂ

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

Close the dialog and place the cabinet.

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

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

Activate the floor plan window and select the existing worksheet, then Component mode from the Local menu. Component
mode allows you to edit each side of the element flexibly, move nodes around or insert new ones.

\ \\-T Countertop (ID2D:38) -~ {1/3 ) ‘

xS

5
[

-

NN NN NN

In Component mode adjust the contour of the countertop to the blue line by moving and inserting nodes, and turning
edges into curved ones. You should get a final result similar to the picture below.
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5.3.2. Modifying the plinth

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

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

XP
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ArchKitchen -Default - Ground (0 mm) * -OxX

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

(s

Move node

Change length

’fa b |

Append line I

Moulding (ID2
Delete node

I N P

Append arc

[

Move

Move a copy

Rotate

v SRS
Node

g <

Rotate a copy

e Adjust the endpoint to the end of the curved part, then by clicking on the new part select the Turn into curved edge option
from the appearing menu. Adjust the arc to the blue line.
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5.4. Modify fronts

5.4.1. Drawers with multiple handles

KBB furniture fronts can accommodate more than one handle, so you can add different handles to the same drawer or
door.

e Select the drawer cabinet you created above and enter the editor.

e Select the top drawer by ALT+clicking on it, then go to the Door front tab from the horizontal tabs and select the Pine011
front, then go to the Handle tab.

e Uncheck the “Apply the default” option and then select the rectangle handle. Use custom position and select the top left
position. Change the Offset down/up value to -100 mm.

¢ Click the plus button to add the second handle.
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e Select the same handle, move the position to the top right position and add the item by clicking on the plus button.
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You can copy the finished handles to another drawer in a single movement.

e Standing on the two-handle drawer, select the copy button, then select the bottom drawer and press the apply button. On
the front tab, uncheck the “Apply the default” option and select Old ashtree front.

thplythedefault

2/2 [ ]Hide object
b 4
[Juse original item size

©l|w/®]

T
ar

s

Drawers
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5.4.2. Change the color of fronts

Creating new fronts is a time-consuming process. It is possible to change the color of the fronts with a much quicker
solution.

e Go to the Design Centre and select Materials - Colors - Other. Find the Grey and Dark Grey colors.

e Using the drag and drop method, drag the Grey material onto one of the light-colored fronts and select “Replacing one
material with another”.

e Select the Dark Grey material and drag it onto the Dark Brown front. To replace, select the same option as for the grey.
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5.5. Creating documentation

5.5.1. Create an exploded view

The exploded view helps to understand the structure of the cabinets and provides information to facilitate the
manufacturing process. The exploded view only works for cabinets created with the KBB tool.

e Select Ribbon bar / Documentation / Quantity take-off / Cabinet exploded view / Create and select one of the furniture
items, or select the furniture and from the local menu click Cabinet exploded view from the local menu.

The resulting diagram is free to edit and modify once you have entered the group.

[

Qty Part

Pine011 front (396 mm x 656 mm x 20 mm)

Simple Circular Leg (40 mm x 150 mm x 40 mm)})
Old_Ashtree fornt (396 mm x 636 mm x 20 mm)
Old_Ashtree fornt (396 mm x 696 mm x 20 mm)

Back Corpus Panel (396 mm x 1996 mm x 3 mm)
Arc cabinet side panel (360 mm x 537 mm x 20 mm)
Arc cabinet side panel (537 mm x 2000 mm x 20 mm)
Arc cabinet door (360 mm x 20 mm x 537 mm)

o~
w

[e+]

L—

8

OONJO‘JO‘I-hQJI\JAD
PRRNN =2 bha

00 1—2

5.5.2. Create tags

e Select Ribbon bar / Documentation / Tags / Create Tags.
e Select Interior from the Discipline and Cabinet from the Types.
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Under Tag parameters, you can select which parameters the tag should list. You can turn off the visibility of existing
parameters or add new ones from the middle list.

e Turn off the visibility of the ID, Floor and Style parameters and add the Components and quantities property. Fill in the
Prefix column for the Width, Depth, Height parameters with the prefixes W, D, H.
e Use the Apply and OK buttons to confirm the settings, then select Menu Ribbon / Tags / Place Tags.

B Tag creation

Discipline: Group
| Interior | Common properties
Types Calculated values
3D Shape Pset_FurnitureTypeCommon (1)

Brise soleil

| |Cabinet Door

Countertop

Curtain

Electrical Accessory

Grid ceiling

Gutter

IFC element

LED lighting

Light sources

Loft

Luminous text

Moulding

Object

Ficture

. |Plain ceiling

. |Roman blind

Smart Object assembly

¢ Click OK to accept the pop-up window, which will show the parameters you have previously set.

ARCHline.XP Common (5)

Name

View

Type

Relative elevation

Width

Depth

Height

Product ID

Room

Image

View with scaling

From existing object

Tags Cabinet tag ~ Mew Delete
Import Export Export all Delete All
Tag parameters
Farameter Hame Visible Prefix Suffix
1 D
z Floor
3 Style
4 Type ol
5 width o W
6 Depth v D
7 Height o H
8 Components and quantities '
upP Down Delete
Ok Cancel Apply

¢ In the next window you can format the style of the tags. Now click OK to accept.
e Select the cabinet to be tagged and place the tag on the floor plan.

Tall unit

W400 mm

D540 mm

H2150 mm

1 Pine011 front (396 mm x 656 mm x 20 mm)

4 Simple Circular Leg (40 mm x 150 mm x 40 mm)
1 Old_Ashtree fornt (396 mm x 636 mm x 20 mm)

1 Old_Ashtree fornt (396 mm x 696 mm x 20 mm)

1 Back Corpus Panel {396 mm X 1996 mm X 3 mm)
2 Arc cabinet side panel (360 mm x 537 mm x 20 mm)
2 Arc cabinet side panel (537 mm x 2000 mm x 20 mm)
2 Arc cabinet door (360 mm x 20 mm x 537 mm)

7

There is a live connection between the tag and the furniture, if you change the parameters of the furniture, the tag will also
be changed by selecting Update Tag from the Local menu of the tag.

5.5.3. Creating an Excel list

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

clicks.

e Start the Ribbon bar / Documentation / Quantity take-off / Excel list command.
¢ In the appearing dialog select the Interior Calculation option.
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e From the appearing list, select the types to be listed, in this case Cabinet, and turn off the export of BIM parameters.
o Finally save the Excel worksheet, which opens automatically if Excel is installed on your computer.

In the Furniture detailed tab, you will find the components of each cabinet, the number of pieces and their dimensions.

Cabinet details list (Overall dimensions)

Name Copies Components Type Width [mm]  Height [mm]  Thickness [mm]
Curved counter part 2 Base unit 715 1140 850
4 Simple Circular Leg 40 150 40
1 Old_Ashtree fornt 467 696 20
1 Arc cabinet side panel 539 700 20
1 Arc cabinet side panel 701 1092 20
1 Arc cabinet side panel 1012 700 20
1 Arc cabinet side panel 1092 680 20
2 door curved clossure wall cabinet 2 Wall unit 300 600 660
1 Old_Ashtree fornt 296 656 20
1 Old_Ashtree fornt 467 656 20
1 Back Corpus Panel 596 656 3
2 Arc cabinet side panel 297 580 20
1 Arc cabinet side panel 297 660 20
Curved counter part 1 Base unit 1140 716 850
1 Pine011 front 467 696 20
4 Simple Circular Leg 40 150 40
1 Arc cabinet side panel 540 700 20
1 Arc cabinet side panel 984 700 20
2 Arc cabinet side panel 1072 682 20
1 Arc cabinet side panel 1120 700 20

Project properties  Furniture summary | Furniture detailed | Summary ‘:)

And in the Summary tab, you can see how many m2 of surface area will be needed from the given panels and fronts.

5.5.4. Using color schemes

Color scheme is a graphical representation that is used to group elements or spaces according to any of their properties
and to present them in a way that is easy to understand. A color scheme is based on an element type, its parameter and
its assigned value. The color schemes by property can be saved in templates, so that by changing the templates, the
model can be presented according to different aspects.

The color schemes help to understand the content of the project.
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In this project, we will group and color the cabinets according to their width: cabinets 0.4m or narrower, 0.6m or narrower,
and 0.6m or wider will be displayed in a different color.

e Activate the floor plan.

e Select Ribbon bar / Annotate / Color Fill / Color schemes command.

@ | Search Q| Serial number (995063) ? °

Documentation

MEP

5 = & & ;
Angle Cabinet Switches/sockets Lamps on wall Edit Measure Color fill
Interior dimensions Edit Info EE Material legend
’;/ Color schemes U ’j/ Color schemes
]
_ View2[ & Color scheme legend ‘

@ Reset Color scheme

¢ In the pop-up window, select Interior (1) from the Discipline, and within that select Cabinet (2). Select the Width parameter
(3) from the middle list and add it by clicking on the button (4).

e Select the No more than action, then enter the value 400 mm. Select a color of your choice. (5)

e Select Add and create the following line: up to 600 mm. Select a color of your choice. (6)

¢ Finally, create the last line: Greater than 600 mm. Select a color of your choice. (7)

B Color schemes

Discipline: 1
| Interior v | Group .
Common properties
c 3D Shape Calculated values
o Brise soleil :
I Cabinet 2 Pset_FurnitureTypeCommon (1)
o Cabinet Door ARCHline.XP Comman (5)
e Countertop Add rustnm BIM naramatar v
& Curtain
o Electrical Accessory Name
& Grid ceiling All elements
o Gutter Type
o IFC element Relative elevation
o LED lighting 3
-
Light sources Depth
c toft Height
e Luminous text €19
o Moulding Product ID
o Object Room
& Picture
o Plain ceiling
& Roman blind
o Smart Object assem...
o Smart Object parts
o Venetian blind
o Vertical blind
From existing object

>
Color schemes ~
E gDoors &
ORooms by gross area &
ORuums by net area &
Oslahs &
Walls hv thirkness & A
New Delete Delete All Import Export
Save as global
Colour Property Operation Value
. 1 ~ 1400 mm 5
‘Width ‘Nomor... |~ 600 mm 7
[ width ‘Greater than |~ - 600 mm 8
< >
Import from floor plan 6 Add Delete
Delete All
V]

The outlines of the cabinets on the floor plan have been changed based on the color schemes. In the side menu you can
change or turn off the color schemes.
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Property Value
% Drawing settings
Opening scale 1:100 |
Cut plane is activated on flo...
Display of openings above c... Mot Displayed « W VS I “
Items to be displayed on flo... 1000 mm ‘ \\_
wall fill pattern Fine \
Side marker to display wall ...
Line weights scale 1:1
Display proportional line weights
Other Edit ‘
2 visual effects
Create 3D maodel in just one...
Joining Surfaces s
Classes for Joining Surfaces Edit \
Joining Surfaces is disabled ...
Display of Facet Edges —
Dynamic section transparen...
Antialiasing '
Hardwvare vertex processing GPU (hardwa... |~
Texture optimization GPU (hardwa... |~ /
Rooms by gross area /
Rooms by net area
Slabs
walls by thickness
1 Vindows by width
Properties ‘| Design center | Pradd new /

Color schemes can also be displayed in the 3D view.

Activate the 3D window and select Cabinet-Width from the side menu under Color schemes.
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For more practice and interesting tutorials please visit our website:
https://www.archlinexp.com/enroliments/courses/latest-videos/interior/1

https://www.archlinexp.com/enrollments/courses/latest-videos/interior/11

Interior - Intermediate course
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6. Workshop: Stairs and railing

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

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

Placement and editing of a Spiral Stairs

Customized railing

Customized stairs

Floating staircase with support

2
”

2
”

2
”

X3

o

X3

o

X3

o

e Open your browser and watch the following video tutorial.

https://www.archlinexp.com/enrollments/courses/intermediate-course/stars-and-railing/1

How to start

e Start ARCHLine.XP software

e Click on ,Open Project” button

e Open the following project file without any furniture ... \ARCHIlineXP Draw\2023\Course_Intermediate\6_Stair_and_Railing
\Stair_and_Railing_START.

Save project

Before doing anything, first you must save the project under a different name.
e Choose File menu / Save project as command then you can give the new project name and location to be saved.

6.1. Placing stairwell and stairs

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

We will place stairs on this level:

Libeary Ground 8 m) EEx)

( ) <

[®

1+ w i

e Go to Ribbon bar / Building / Stair. Here you can find tools for creating and editing stairs.
e Select U-form category and “U-form winded” option.
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| Building | Interior Drafting Dimension Documentation
TIT 'J_,_l' <7 Ramp

| - Stair by run and landing

Ceiling Railing Stvair & Stair by treads Roch avnd area
Straight

= B
___=E W EE|PEEE

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

Library Ground (0 m) *

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

6.1.1. Modifying properties of the previously placed stairs

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

AN

N

v RN
N

AN\

B

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

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

Action and entry parameters:

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

Min Max

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

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

246

n=| 18 | |5

1257

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

24 — —
o]

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

IFEFE

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

o=
=
=

Rounded radius can be found at the bottom.

B

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

6.1.2. Create handrail

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

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

B Stair X

Stair Calculator ~

# General
General properties

Layer Stair 01 ~
Line type i Simple Line ~
Step geometry Line weights 0 mm -
Draw Order | 8- Bottom-most ~
Representation on the floor above = Rai\g ...... S - - -
Railing automatically added to left side D
Regenerate

Railing

Railing automatically added to right side
Regenerate

2 Representation in 2D

Nosing: Along the stair v
MNosing line-type | Szaggatotti ~
DSedinn line EDotted above the saction line ~
Partial line-type Szaggatott &
Cutting elevation | 1000 mm

Cutting line direction

Parallel distance

Draw walking line

Walking line arrow

Cut out landings on walking line

Walking line before landing B
Text on walking line H
Numbering (50% of current font size)

Walking line backward

Arrow fit the box

Show geometry text

BIM Parameters Normél lépcsd Cancel

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

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

Select railing and open its properties.

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

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

Activate the Clear spacing between items instead of Center to center spacing, its value will be 120 mm. (3)
Offset from path will be -30 mm. (4)

Activate Adjust bottom of balustrades to stair, and set the Bottom Ending condition to perpendicularly ending. (5,6)
Now go to Handrail option. Set Offset from path to -30 mm. (7,8)

Click OK to close the window, now the railing is finished.
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Railing

0m

[[Jincrease or decrease the height of all balusters:

Full regeneration using same
distribution on all parts
Regeneration by parts Edit path segments

< | > | |1/5part ~

Distribution of primary balusters between balusters by big steps. May insert panels and bars here Automatic refresh on page

ole

Profile Obji
bject
wiiclt | .02 m (@) uniform step §>=§'
() Fix step
O Fix step, centered
@ Maximum step value
| General settings ‘ (O Minimum step value
‘ —— Optimal step (nearest to given value)
Distance of the first element (X) om
Balusters The distance of the last element (Y) om
N - 1
|‘ Primary balusters 1 ‘| | Profile from Library |O Center to center spacing (5) 0.14 m
O Intermediate balusters W steel (@) Clear spacing betwieen balusters (D)3 | *12™
O S ——— | Copy to baluster clipboard Offset from path(>0:right) 4 |003m
5 a
- Paste from baluster clipboard Base offset from the path (<0:down) m
Newel posts at the turn N
Aligning the bottom of balusters to [B2lUster height tm
M taircase 5 Beam end
. Top (other) ending m
O Balusters by big steps DAdJust balusters to a top profile |
S T
| ‘ Top profile om (start) ending 6
BIM Parameters
| Acélpélcas - karfaval [ ok | | o |
‘ Handrail 7 Move up | Insert new |
Balusters Maove down | Delete |
‘ Primary balusters |
| Intermediate balusters a8
Material  |Beech
Panels and bars

Dmvisible

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

railing to other levels.
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e Activate the floor plan window.

e Select both, the stairs and the railing, holding down CTRL key, then open Edit levels dialog window.
e Select Copy objects to another floor.

Edit levels

g éE¢ 4 Lstofbuldings
Mum... Mame Bottom eleva...  Height State Lq Copy objects to other floor l
3 Level 3 10000 mm 3000 mm off 0 mm

2 Level 2 6000 mm 4000 mm off 0 mm

1 Level 1 3000 mm 3000 mm off 0 mm

0

Ground 0 mm 3000 mm Active 0 mm Edit l

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

Select floors n

(= All buildings Number... Name Bottom eleva...

‘- Library (2/4) 5
2
1

[ Ipseudo Copies

Full copy
Rectangle profile

Polygon profile

can Ce'

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

e Go to the first level and enter the properties of the stairs there.
¢ In the General properties, select the 2D visualization option with section line.

% Representation in 2D

Mosing: Along the stair ~

Mosing line-type Szaggatottl '

Partial line-type

Cutting elevation

Dotted ab th ction i
Cutting line direction otted above the section fine

el 4 Contour-line above the section line
Parallel distance . . i
Contour-line below the section line
Nrawr walkinn line =7

e Go to the second level and select the properties of the stairs there.

e Under Support, turn off the Create 3D option, and under General properties, select No intersection line for 2D display.
Clear the barrier on the second level.
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General properties Connection to the upper slab

6.2.

Representation on the floor above A- | 100 mm B: | 100 mm p: 150 mm E: | 200 mm c:

Step geometry Connection to the bottom slab

Base Elevation 0 mm

Cut the walls Mo cutting ~

Waist slab material Bright_wshite
r‘Construct the landing like a slab

Create gallery
Before moving forward, now create gallery on both floors. These galleries will be made of timber slabs. Let's see how to

create them.

The floor plan window is active.
Go to the first level, then make the ground level visible by clicking on the light bulb icon next to it.

¥ Level3
§ Level2

Y Ground

#2 Floor: Level 1 | ~

Use the Ribbon menu / Building / Slab / Slab in Sketch mode command. Draw around the slab line, starting from the
top right-hand corner and moving clockwise.

Library 1. szint (3m) * | N -}3

77z

Jelolje ki az egyenes végpontjat

o]

+

%‘&‘ﬁe%nt”&mt - “" ‘a."IZT_Fﬁdém1 » “_‘A

First select the slab and edit its properties.

The material should be “Wood-pine”. Click on the name of the current material, this will bring up the material library. Here
go back to the core library by clicking on the house icon. Type “pine” in the search field.

From the appearing list select “Wood-pine”, then click on “OK” to close the window (1).
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Set the new material for all sides (2).

Set the total thickness to minus 100 mm (3).
To set the structural properties click on “Beams and block flooring system” (4).

Slab properties

 General properties

—4

U L - e O =" 1 | woodone

=% Simpleline—————— @ |8 -Bottom-most =7 Wood-pine
[ ] The slab border doesn't display on the floor plan in print % Wood-pine
Base offset from the floor 0 mm ~ Slant angle oe
Total thickness: 3 Slab type Slab
Slab layers Cut the walls i:' Mo cutting
| 4 Beams and blodk flooring system | Cut by roofs % No cutting

U-value: U-value: Not calculated

3D fixed

Fill color on floorplan

2
i
x__7.

BIM Parameters 1réteg vb fod 30 | OK.

| Cancel

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

Select rectangle profile by clicking on E-24 style. This is the current profile.

In Edit Profile window click on select profile button and find rectangle, then rotate it, so the width is 200 mm and the height

is 100 mm.

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

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

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

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

Beams and block flooring system

Beams in slab
5
| Rectangle Simple |
A [ Omm w | 100 mm —
B H | 200 mm
C |-200 7 (®) Use profile
Regenerate O Use object Layer of framing | 1. Layer(100 mm Wiood-pine

Finally set the material “Natural pine”.
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Beams and block flooring system n
Beams in slab
Create
I Rectangle Simple
A | Omm W | 100 mm s

B | 1000 mm H | 200 mm

(O Use object

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

In the Visual properties, set the color to dark grey and the line type to Dashed.

Visual properties

m o Show slab beams 2D representation
. |:|= Exchange endings

[+] Display of beam sign allowed Bottom (start) ending

Dashed]lime ittt | [ Representation by centerline Perpendicular ending Vertical ending

OK Cancel

When you finished copy the gallery created on the first floor to the second floor. Now go to “Edit level”. Click on the Copy

objects to another floor. In the appearing dialog window select second floor and click on OK. Now the copying has

finished.

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

Slab / Span direction.

Library Level 1 (3000 mm)* -0Ox

Siab (D20:16252)0mm - { 172 ) |

1 f
ik
73

m Slab (16852) [1/1] >>> %\
Praperties... F
Select » %ﬂ
'  Copyproperics i/
)

¥

s & Create similar
| Delete 1
Attach photo >
Edit i
M\\“‘—- Edit one layer »
Edit layers S
Hole ]
Recess/Attachment »
Tiling »
Reshape >
Modify inclination >
Switch visibility of layers in 30
Energy parsmeters Edit
Layer * | Span direction
Show in 3D
% ¥d

* v i

Hold SHIFT button down and modify the direction by 90 degrees. It is important to hold SHIFT key down, this will secure

that we could modify the direction along a straight line.
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N\

AN AN RN

Now repeat this procedure on the second level.

6.3. Placing Spiral Stair

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

e Activate the floor plan window.
¢ Go to Level 1. We will place the spiral stair where blue circle is on the floor plan, let’s place the center point here.
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Library Level 1 (3000 mm]*

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

1+ w il

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

Building Interior Drafting Dimension Documentation

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

Room and area

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

HE R
o || €D 38 € B

Arched N Spiral i

Place it in the middle of the pre-drawn circle.
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—_—
j | Right side |

Library Level 1 (3000 mm)*

Width.. |

p | Miror |

Close |

-OX

e } .\\\\
, - AN
/ - N\
¢ N
A / \
f / o \
:‘ sz ) ‘
‘ ® |
4 \\. ,,// /
\ \\ f_‘NeavEst point ) /
1/ S/ y,
N 200mm /
N / //
~_ / ,-
- -
\_\——‘
— ||
\\‘\_
\‘\\_
= T
-—\\\
4 T
—
+

e Give the starting point of the handrail. Here it is very important the distance and direction. Click on the right side of the

circle so that the first line is horizontal.

Library 1. szint 3 m) *
T
'
'
'
T
- '
~ '
/ ' h
/ \ ' \
/ \ ! AN
g L \
12m i
/ \ ' h
o \ \
/ / ' \
\ '
/ \ X
/ \ \
/ Voo
/ \
_____________ R R/ 1 w
\ | T
\ '
\ '
\ - /
.

\ \ ! / /
\ N ' s /
\

AN eetsopont]  /
N ' /
. .
'
AN ' //
'

e With the second point, you need to specify how big a circle the staircase should describe. Since we are creating a 360°

staircase, click on the starting point of the staircase circle.
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6.3.1.

Library 1. szint (3 m) * =} 4
y ~
/ AN
\
\
/ ~
/ \
/ \
\ |
; " 2me=-—me ¢
‘ 13m
\ AN /
\ /
\ . S /
\ /
lLegkazelebbi pont.
\\ a
N s

Modify Spiral stairs properties

When the stairs are placed modify its properties. Click on the stair, then select “pencil” icon.
First, choose the last step to be the slab.

¥,
o

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

245

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

i O [ECT M M-S S ECR SR &

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

8o (=] ]

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

% 66 % |

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

This stair is concrete we like some lighter structure instead. On the other hand, we have to cut the slab and place railing.
Let’s edit its properties.
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e First, we modify the visual presentation in 3D. Activate 3D window and change the viewpoint from where the stairs look
good.

¢ Click on the stairs and check its properties.

In order to make changes on the structure click on Support tab.
Turn off “Waist slab” and switch on the “Support”. This command refers to the support representation which follows the
steps straight or the bottom edge of the steps.
Sides of stairs are different, so we will place a column inside. Therefore, switch off the “Same on both side” option.
e Set the material to Beech.

W7 Stair X
[ woms |
| General properties | Connection to the upper slab f

~
| Step geometry | Connection to the bottom slab
i “
| Representation on the floor above | A: 100mm | g 100mm| p. 150mm | g 200mm | ¢
~
‘Waist slab material i I:‘ Bright_white
_cmmm.mq landing like a slab
|:|Wa\st slab | Thickness: 150 mm
i H
Thickness of landings! 253 mm
Dsta\rs‘trmger
The stair stringer doesn't display on the floor plan in print
Fosition; Middle
Middle
Style! Right str...
Offset from stair side; 0 mm
Right side
Style! Right str...
Offset from stair side! 0 mm
Tread | Matena\’[i‘ Beech |
Nosing depth, 20 mm
Tread thickness 40 mm
|:|R15er board Riser board material li‘Woodﬁﬁ
Riser board thickness! 20 mm
Angle of riser board from the vertical; 0%
Support Support material IEWoodGS
|| .
| BIM Parameters ‘ ‘ Normél lépesé | K_} O | oK | ‘ Cancel

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

Stair Calculator

General properties

Support

Step geometry

Representation on the floor above

Connection to the upper slab
‘Connection to the bottom slab

A: 100 mm B: 100 mm

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

Nosing depth

Tread thickness

l:‘ Riser board

Riser board material

Riser board thickness:

Angle of riser board from the vertical

Support

Support material

W woodss

DSame on both sides

Left support type.

Left support width

Height from tread top

Vertical cut off at start from tread top

Vertical cut off at end from tread top

Overhang horizontal at start from tread

Overhang horizontal at end from tread

Right support width

Height from tread top

Vertical cut off at start from tread toj

Vertical cut off at end from tread top

Qverhang horizontal at start from tread

Overhang horizontal at end from tread

BIM Parameters

Normdl lépesd

| ¥ Cu

oK | | Cancel

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

6.3.2.

Placing handrail

o Now go back to the stair properties and select General properties. We set the style on the right side to Steel profile.
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Stair Calculator ~
| | General properties ALayer ! Line =
F— Colour I ——
Line type Simple Line ~
Step geometry Line weights 0 mm ~
wy Order 8- Bottom-most ~
Representation on the floor above =
Railing autematically added to left side
Regenerate
Railing Acrylic railing
Railing automatically added to right side '
Regenerate
% Representation in 2D
Nosing: Along the stair ~
Nosing line-type Szaggatottl .
DSection line Dotted above the section line ~
Fartial line-type Szaggatott !
Cutting elevation 1000 mm
Cutting line direction 20°
Farallel distance 100 mm
Draw walking line '
Walking line arrow 2 4 e
Cut out landings on walking line
Walking line before landing
Text on walking line
Numbering {50% of current font size)
Walking line backward
Arrow fit the box
Show geometry text e
BIM Parameters Normal [épcsd f} C:-\‘ oK Cancel
e The railing is created but still not perfect. To modify further open its properties.
e First click on Primary Balustrade tab (1) and activate Clear spacing between items to 120 mm (2).
e Activate Adjust bottom of balustrades to stair (3), also select perpendicular ending condition on the bottom (4).
e Close the dialog by clicking on OK. (5)

om

Full regeneration using same
distribution on all parts

[increase or decrease the height of all balusters:

Regeneration by parts

(@ Profile () object

Wit | 0.02 m

(®) Uniform step S>=§'

General settings

O Fix step
() Fix step, centered

(@ Maximum step value D

() optimal step (nearest to given value)

<

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

Edit path segments

> |12 part

Automatic refresh on page

(9]

Bottom (start) ending

Handrail
Distance of the first element () 0.1m
Balusters The distance of the last element (Y) 0lm
| (e il s 1 I | Profile from Library |O Center to center spacing (S) 0.14m
O Intermediate balusters . S @ Clear spacing between balusters () 2 |%12™
0 S ——— Copy to baluster dlipboard Offset from path(>0:right) Om
5 om
0 Paste from baluster clipboard Base offset from the path (<0:down)
Newel posts at the turn 1im
Aligmng the bottom of balusters to e e
I ctaircase 3 Beam end
Top (other) ending I-| m
[ Adjust balusters to a top profile
O Balusters by big steps
s WX

BIM Parameters

Acélpdlcds - karfaval

Top profile

6.3.3. Placing column

Now place a column in the middle of the spiral stair.
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On the floor plan go to the ground floor, make visible the first floor by clicking on the light bulb icon with the left mouse

button.

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

%

Specify the value of the section profile. Change the column section profile

nter
I Length 0 mm
Al .& Inclination  0°

and set the Radius to 200 mm and the Shell thickness is zero.

Click on Ok to accept changes.

¥ Level 3
Level 2

Ground
< >

#¢ Ground

. Click on Profile from library and select Circle

Edit profile
Cirde
Mirror on X
Mirror on'Y
Rotate
Unifarm 3D scaling operation
Width: Height:
| 200 mm | | 200 mm
Select Profile Redraw
MName Value
| | Diameter [ 1 - 100000 mm ] 200
| | Shell thickness [0 - 100000 mm ] 0
| oK | Cancel

Turn off the Hatching.
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o Its’ material is “Steel”, before closing the dialog window, we still have to modify the height of the column. In order to
calculate the correct height use “Edit Level” tool. Open Edit level dialog window, here you can see that the total height
from ground floor up to 2nd level is 6,000 mm. In addition, if the stair ends on the first floor, the handrail is needed here,
therefore we have to add 1 000 mm. To be on the safe side, we use slightly higher value 7100 mm.

¢ Close the dialog by clicking on OK.

Column n
~
& jon
Colour I
Layer 31_Oszlopl ~
Line weights 0 mm ~
Line type Simple Line ~
Draw Order 3 - Bottom-most ~

©on which floors visible? (Except for its own floor)

[ all floors Edit

Hatch Hatch 38

[ same materials
Solid material Steel ﬂ
Surface material Steel B

% Constrains

Base offset from the floor 0 mm w

Angle of indination a0°
Direction of indination o=
[ tnsert into wall

Profile Cirde Make only hole in the wall

[T Make only hole in the slab

Profile from Library
[ slab-roof cutting
Eiliriis Structural properties Column ~
Width: Height: A Other
200 mm | | 200 mm | Cutout - Recess - Attachment

[ 2D not visible
Show 3D v

BIM Parameters No style Cancel

6.3.4. Cutting the slab

Finally, we cut the slab above the stair.

e Go to the first level.
e Click on the stair and select from the local menu “Cut slabs above stair” command.
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Library Level 1 {2000 mm) * -0OX

Stair (ID20:17131) - {1/2 ’

R | I | P ‘ ‘ %
! Stair (17131) [1/1] 55>

i J
! Properties..

: »

Select

h 4

Mo xS

Copy properties

=4
: & create similar
&

Delete

Attach photo v
o 45 Locate ftem in Design Center

— Edit ’
V' — Edit one side ’

Edit stair symbol components

| 5] Cut slabs above the stair

Layer >
Show in 3D

+

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

o Now let's modify the size of the cutting.
e Select the cutting line. Move your cursor over the selected area, and click when the cursor changes.
e From the appearing local menu use Modify arc command, type the value of 1400 mm.
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[Nearest paint
7 Len 5713 mm
£ Inclination ‘F 7°05"

Offset all
Change radius

Tum into straight edge

Insert node

BrD 3BB[R

Insert Smooth Node

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

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

[Legkszelebbi pont |
7 H Bg | 0561 m
£ Majlasszpg | 156°53"

Delete node

% Move hole
@ Copyhole
Delete hole

C
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6.3.5. Handrails along the slab cutting

We can create handrail in ARCHLine.XP individually, not just only by placing them on the edges of steps.
Now we create handrails following the line of the slab cutting.

e Activate the floor plan window, now the second floor is active. Turn off the visibility of the ground level and turn on the
visibility of level 1 to display the stairs.
e First go to Ribbon menu / Building / Railing /Railing and choose “Steel” from the side menu.

Building Interior Drafting Annotate Documentation MEP

1 Slab Roof  Ceiling Stair Ramp Railing Room and area Surveyed r

Structure Stair -
1T Railing |
- L1100+ —1:50 - .
Tﬁ Tffr Create Railing On Stair/Ramp [
+

Library Level 1 (3000 mm) * __ / Edit railing layout
Tl /00058850
P Edit path

™ =)= Split railing

Properties o =
Steel profile e
Styles ~

(&3 Akril_korlat

= Classical balusters

54 Column with sphere

54 Column with sphere 2
(€1 Egyedi_korlat
= Gallery railing

= Glass railing with frame

= Metal railing with rods 1

eft
== Metal railing with rods 2 - right

[==iMetal railing with rods 2 -

5 Metal railings with glass - left

=4 Metal railings with glass - right
== Stainless Steel Tube - left
= Stainless Steel Tube - right

= Steel profile - left e

Properties| Projectn..| Styles | Designc...

o Draw the railing by using polylines.
e After placing the first two points (1,2) choose from the top right menu Arc option (3). Place the third point too (4), and pull
the arc to the proper place.
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/, Library Level 2 (6000 mm)*  ~ -ox

N
T

b | Smooth

"
-

p | Semidirde
™7
b | Spline
T
b | Select anitem

e
Close

~ Railing

650.1 mm

1+ w il

‘Endpnmt

R:1400 mm

¢ When you finished the drawing, close the command by hitting OK twice.

This handrail is still not perfect we have to set those properties we have done before.

First click on Primary Balustrade tab (1)

Activate Clear spacing between items to 120 mm (2).

Activate Adjust bottom of balustrades to stair and Adjust balustrades to a top profile (3).

Select perpendicular Ending condition on top and bottom (4).

Furthermore, we also have to adjust the Offset from path to 30 mm (5), also change this value to the 30 mm under
Handrails tab (6).

¢ Close the dialog by clicking on OK.
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[] Automatic refresh on page

Edit path segments

oo

Railing
) Full ti i
[Jincrease or decrease the height of all balusters: 1 dishzaﬁrz::r:n‘:,\‘l ::zg same
0 mm Regeneration by parts
Distribution of primary balusters between balusters by big steps. May insert panels and bars here
(@ Profile (O Object
Width | 20 mm (®) Uniform step §>=§"
O Fix step
(C)Fix step, centered
(®) Maximum step value :
() Minimum step value
() optimal step (nearest to given valug)
| General settings | First baluster distance from post (X) 100 mm
Balusters Last baluster distance from post (¥) 100 mm
|q| 1 Primary balusters ! I Profile from Library |OCenber to center spacing (S) 140 mm
O | Intermediate balusters | E Hi | Clear spacing between items (D) 2 120 mm
|[JFFsetf7 th(>0:righ 30 mm
I:|| = and bars | | Copy to baluster dipboard | om path(=0:right) 5
[ Pacte Fombalister ciphomd | Base offset from the path (<0:down) 0 mm
[ | Newel posts at the turn | Elevation on top of profile 1000 mm
Ending condition
T M|
O | Balusters by big steps q [@d}ust balusters to a top profile 4
T |y
op pro:
|2|| 6  Handai ||
| Steel profie ‘ | BIM Parameters

s

¥y

i

-t

l\.’

If like to apply the same material on the gallery and stairs too, change it under the Stairs properties to “Natural pine”.

6.4. Handrail on gallery

Let's create a separate railing on the gallery.

e The floor plan window is active. Go to level 1.
e Go to Ribbon menu / Building / Railing, now draw a line following the outer side of the gallery.

Building | Interior Drafting Annotate Documentation MEP
AN ® o oza|m| & W
SN B s |

| Slab Roof Ceiling Stair Ramp Railing Room and area Survey
Structure Stair Railing
|| == P — L

e When you finished press Entre twice.
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e The railing is finished.

2 Length

A Inclination

—

-

2286.2 mm
304°32

6.4.1. Modify the style of the handrail

e Modify the style of the handrail.
e Select the ready railing and open its’ properties
¢ Click on the name of style — Steel profile in the appearing dialog window below, this opens the library.

Railing

| General settings

Balusters
Primary balusters

O Intermediate balusters

Panels and bars

O Mewel posts at the turn
O Balusters by big steps
Handrail

[Jincrease or decrease the height of all balusters:

= Railing e

0 mm

Full regeneration using same
distribution on all parts

Regeneration by parts

H1 |8 -Bottom-most ~

=== Simple Line

Representation by centerline

Dimension path on layout

Elevation of handrail reference point from the floor or

from the selected stair

Steel profile

e Now select GALLERY_RAILING style.

Interior - Intermediate course

BEIM Parameters

0

i
|

Edit path segments
< > 1f1 part

[] Automatic refresh on page

©
"

T
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Edit path segments

< || = |1f1part w

Automatic refresh on page IE‘

I oK | | caneel |

Styles

{5 Classical balusters
= Column with sphere

Eﬁ Column with ﬁere 2

= Glass railing with frame

= Metal railing with rods 1

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

=7 Steel profile

- Wooden pale

| MNew |
| Activate | | Modify |
| Rename | I Delete |

Close the dialog by pressing OK, now the railing is modified.
Repeat these changes on the gallery on the second floor. In Edit level dialog window copy the previously created railing.
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Draw the railing to the staircase (1.2.3), by using GALLERY style. Choose Ribbon menu / Building / Railing command.

-

6.5. Customized Handralil

Now we will create a new handrail style which will be used on the gallery. This way you can learn the basic steps of
creating customized handrails.

e First, go to Ribbon menu / Building / Properties and click on Railing. In the appearing dialog window select handrail styles.

For that click on the name of the previously used handrail style, now the list of the styles will pop up on the right side.
Double click on the Steel style, now it is activated and it will serve as the base of the new handrail style.

Railing

| General settings
Balusters
| | Primary balusters |
O Intermediate balusters
Panels and bars
] Newel posts at the turn
O Balusters by big steps
=] Handral |

[increase or decrease the height of all balusters:

0 mm

20 mm.

Interior - Intermediate course

| — =
= © [somtomnt
Representation by centerling O
Dimensian path on layout =
Elevation of handrail reference point from the floor or o mm
from the selected stair

Balusters

Distribution of balusters by stair steps O
Overhang at start: 0mm
Overhang at end:
Eliminate gaps on handrail less than: 0mm

| Steel profile | ‘ BIM Parameters |

Now click on the Primary Balustrade option (1) and set the followings.
Set the distance from the first and last post to nil. (2).
Set “Center to center spacing” 1200 mm (3).

Now select the rectangle column profile from “Profile from Library”, then change the values of height to 50mm and width to

[4] Automatic refresh on page @
[ oK | Cancel |

Styles

2 Classical balusters

1= Column with sphere

54 Column with sphere 2

157 Glass raling with frame

{2 Metal railing with rods 1
1= Metal ralling with rods 2 - left
{54 Metal railing with rods 2 - right
5 Metal rallings with glass

.52 Wooden pale
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Railing n

[increase or decrease the height of all balusters:

0 mm
Distribution of primary balusters between balusters by big steps. May insert panels and bars here Automatic refresh on page o D
(®) Profile (O Object
20 mm (®) Uniform step 5>=§"
O Fix step
(O Fix step, centered
(®) Maximum step value
(O Minimum step value
e}
General settings First baluster distance from post (X) 0 mm
Balusters Last baluster distance from post () 0 mm
[+ - - —
| 1 Primary balusters I I 4 Profile from Library (®) Center to center spadng (5) 3 1200 mm
1
O Intermediate balusters . Steel () Clear spacing between items (D) 1180 mm
O Panels and bars Copy to baluster dipboard Offset from path{=0:right) 0mm
O ] Base offset from the path (<0:down) 0 mm
Mewel posts at the turn X
| Adjust bottom of balustrades to Baluster height 1000 mm
stair Ending condition
N W
O Balusters by big steps [] Adjust balusters to a top profile
Top profi Bottom U W
op profile
Handrail

Steel profile BIM Parameters Cancel

Activate “Newel posts at the turn” and then click on it (1).

Change the profile to rectangle like the previous way (2), then set the material to “Steel” (3).
Change the value of the first and the last balusters to -10 mm (4).

The Offset from path is 10 mm (5).

The base offset from the path is 100 mm (6).

Railing n

[Jincrease or decrease the height of all balusters:

0 mm
Balusters on nodes of path segments Automatic refresh on page Fs il ¢
(®) Profile () Object () Empty space
20 mm
General settings 4 First baluster distance from the beginning | -10 mm
Balusters Last baluster distance from the end of path | -10 mm
Primary balusters | 2 Profile from Library i
O Intermediate balusters | .ShEE| 3 |
Copy to baluster di d Offset from path(:=0:right] 0mm
1 Panels and bars ony TSR ITnE path( ght)
: 10 mm
|| : = | Paste from baluster dipboard | Base offset from the path (<0:down) 5
Mewel posts at the turn -
J | Adjust bottom of balustrades to I Baluster height 6 1000 mm
stair Ending condition
LI
O Balusters by big steps
Bottom M 'J
Handrail

Steel profile BIM Parameters Cancel

Now click on Handrail tab (1). There is only one handrail and its profile are circle by default. Add another one by clicking
on “Insert new” button, then modify the diameter to 20 mm by clicking on the circle profile. Close the dialog by pressing
“OK” and change the material to steel.
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Add/remove handrail
[Jincrease or decrease the height of all balusters:
0 mm
Automatic refresh on page o
f f L Index Profile Shift vertical Overhang atst... Overhang atend: T..
1 Cirde 1000 mm 0mm 0mm P...
- 3 Cirdle I 1000 mm 0mm 0mm I
> » bbb ls
. Move up | 2 Insert new |Plane of profile
General settings Eerrer b m D (@] ﬁ‘
Balusters Move down Delete vertical ® ﬂ
Primary balusters
O Intermediate balusters Offset from path{=0:right “0mm
Invisible
Mewel posts at the turn [[] Elevate by general increasing/decreasing of ..
Exchange endings
Bottom (start) ending Vertical ending
] Balusters by big steps Top (other) ending Vertical ending
i 1 Handrail |i
Steel profile BIM Parameters Cancel
¢ Click on “Insert new” add three more, this way you will add three handrails with the previous settings.
* Now r_nOd'fy Shift vertical values as per Index Profile Shift vertical Overhang atst... Overhangatend: T..
followings:
1 Cirde 1000 mm 0 mm 0 mm ...
% 2" handrail value: 800 mm. 2 Cirdle 800 mm 0 mm 0 mm P...
% 3" handrail value 600 mm. .
. 3 Circle 600 mm 0 mm 0 mm P
% 4" handrail value 400 mm. _
% 5™ handrail value 200 mm. 4 Crde 400 mm 0 mm 0 mm P...
- Cirde |2I]I] mm 0 mm 0 mm I
¢ Finally modify the profile of the first

handrail to rectangle. Change the
height to 20 mm and width to 50 mm
(2), move the reference point to the center with a single click (3).
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Edit profile n

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

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

Carce

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

6.6. Customized stairs

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

Activate the floor plan window. Go to the first floor. On the area marked by
blue we will place stairs. Now you have to draw it step by step, then the
program will automatically put together the model of the stairs.
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Go to Ribbon menu / Building and choose Stair by treads commands.

Euilding Interior Drafting D

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

L3 -

l»:') Stair by treadsl
Stair

From the appearing floating menu Choose “Internal point of chain” tool. As you
can see the cursor shape has changed, move it over the lowest stair, and click
on every step one by one, preferably in one line.

After the first click, the program will ask for the height of steps. This should be
150 mm and if it is necessary, we can modify it later.

‘R\ Enter the height of this step

E Mew value:

When finished, close the command with double Enter.
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= Stair by treads

|

p | Rectangle

p | Polygon

jp | Previous reference point |

p | Internal point of chain

p | Chain one by one

Close
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2

If you switch to 3D view, you can see that the top of the stair does not reach the correct height. We want that the top step
to be at the same height as the first-floor level. Please do the followings:

N NN e AN

e Click on the stair and look at the properties.

e The User defined stairs dialog window appears. Here we can find the general properties, now let's go to Step Geometry
tab. (1). In the preview window you can see all steps were created individually. At the bottom of the window, you can set
the New Height of stair, now change it to 3,000 mm (2). Click on Apply (3), then the program will automatically re calculate
the rise of stairs.

e Click on OK to close the window

B User defined stairs *
Stair Calculator /
General properties Step Nr. Rise (including tread) Tread thickness
1 16.666667 cm 4cm The step is a landing \
S 2 16.566667 cm 4cm The step i a landing
|| Smammy Gl | | 3 16.666667 cm 4cm The step is a landing \

4 16.666667 cm 4cm The step is a landing \

Representation on the floor above 5 16.666667 cm 4 cm The step is a landing ‘I
6 16.666667 cm 4cm The step is a landing I.
7 16.666667 cm 4cm The step is a landing
8 16.666667 cm 4cm The step is a landing
9 16.666667 cm 4 cm The step is a landing
10 16.666667 cm 4 cm The step is a landing
11 16.666667 cm 4cm The step is a landing
12 16.666667 cm 4cm The step is a landing
13 16.666667 cm 4em The step is a landing
14 16.666667 cm 4cm The step is a landing
15 16.666667 cm 4cm The step is a landing
16 16.666667 cm 4 cm The step is a landing
17 16.666667 cm 4cm The step is a landing
18 16.666667 cm 4cm || The step is a landing

2 | Mew height of sta\r: 3
BIM Parameters Normal Iépcsd 4 Cancel
6.6.1. Handrail on stairs
Now create the same handrail to this stair which can be found on the gallery.
First modify the handrail of the gallery complying with step up.
e Activate the floor plan window. Move to the first floor.
e Make visible the ground floor.
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2 Floor: Level 1 w

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

~ Library Level 1(3m) * [ -Oox

o i

Now simply place handrail on the stairs:

e Go to the properties of the staircase, select the General properties tab, then activate the Railing on the right and select the
custom railing style, the classical balusters.
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Stair Calculator

| General properties

Support
Step geometry

Representation on the floor above

BIM Farameters

~
X
Layer Line ~
Colour . ___ ]
Line type Simple Line »
Line weights 0 mm ~
Dravr Order 8- Bottom-mast ~
% Railing
Railing automatically added to left side
Regenerate
Railing Acélpdlcés - karfaval
Railing automatically added to right side b
Regenerate
~
% Representation in 2D Acélpdlcés - karfaval
Nosing: Akril karlat
Nosing line-type
DSectmn line Column with sphere
Partial line-type + Column with sphere 2
- Egyedi_korlat
Cutting elevation CALERIA_KORLAT
Cutting line direction Glass railing with frame
Parallel distance - Metal railing with rods 1
Draw walking line - Metal railing with rods 2 - left
- Metal railing with rods 2 - right
Walking line arrous - Metal railings with glass - left
Cut out landings on walking line - Metal railings with glass - right
‘Walking line before landing Stainless Steel Tube - left
Text on walking line - Stainless Steel Tube - right
- Steel profile - left
Numbering (50% of current font size) Steel profile - right
‘Walking line backward Total glass - left
Arrow fit the box - Total glass - right
--\Wooden pale
Show geometry text A

Normal épcsd

Cancel

Open railing properties. Click on “Primary balusters”, and active “Adjust bottom of balusters to stair” option. Then select
perpendicular “Ending condition”.
Activate ,Newel posts at turn” and activate “Adjust bottom of balusters to stair” option.
Close the window by pressing OK.

Edit path segments

< >

g

5

om

om

12m

1.18m

Om

Om

[ automatic refresh on page

1/1part

0.98m

Railing
[Jincrease or decrease the height of all balusters: z:’ﬂ];:ﬁ;::r:::“ ;::E same
Om Regeneration by parts
Distribution of primary balusters between balusters by big steps. May insert panels and bars here
(@) Profie () Object
Wwidth | 0.02m @ Uniform step
O Fix step
(C)Fix step, centered
(®) Maximum step value
() Minimum step value
(C) Optimal step (nearest to given value)
General settings First baluster distance from post (X)
Balusters Last baluster distance from post ()
Primary balusters || I Profile from Library I@ Center to center spacing (5)
O Intermediate balusters . Steel () Clear spadng between items (D)
O Pancls and bars Copy to baluster dipboard Offset from path{=0:right)
; = Paste from baluster dipboard Base offset from the path (<0:down)
Newel posts at the turn | )
Adjust bottom of balustrades to Baluster height
stair Ending condition
Top
O Balusters by big steps [] Adjust balusters to a top profie
= A Bottom
op profie
Handrail

Egyedi korlat

BIM Parameters

Cancel

XP
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¢ Finally select the handrail on the floor plan, use Offset to pull it closer to stairs by 50 mm.

6.6.2. Place wall along the stairs

Now we will place a wall under the customized stairs, this area now can be built-in.
Please do the followings:

e The floor plan window is active. Go to Ground floor, where the customized stairs can be
found.

e Modify this stair to a lightweight structure stair.

e Select stairs and open its properties.

e Select Support tab and switch off “Waist slab” option.

e Close the dialog by pressing “OK”.

e Go to Ribbon menu / Building / Properties / Wall.

Fie [P &) l—Eld/x“-—*l "JA1;+;= Edit

= Tl 5 T 1
oy ™ Connection = L | |
o N H B -

View Euilding

N m

Properties Wall ﬁ Edit - Door Window Curtain wall Column  Beam Sﬁk;
- Opening Structure
T Wall
| I x

m Door a

¢ Modify the total thickness to 100 mm and change the color to white.
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Wall

+ General properties

g = o lsTes v

5-_:-4 et ey v e |%‘_] 8- Bottom-most  ~ Finish Face: Bxterior

=] Finish Face: Interior
3

=

Unconnected Height 1 | 3m

Slant angle

Base offset from the floor | O0m

Structural wall

Total thickness

2| |D.1m

|| Wall status

5 Edit Compound Walls

| Location line

Finish Face: Interior

Inclined wall section height

U-value:  5.20 W/(m2*K)

Finish Face: Exterior

Display tiling on the interior side (needs multilayered

Display tiling on the exterior side (needs multilayered

| Bright_white

]

[ Bright_white

Wall Framing

[ skip this wall over room bounding

m Brick3

[o0° |

Non-bearing wall w
[ | pisallow wall joins
Finish Face: Exterior

1m

Preview 2D view =
Tiling representation on 2D Off W
[ » Axis line attributes .-
[_» Attributes of the Finish Face: Interior .-
L ¥ Visibility of sides oW
BIM Parameters No style 0K Cancel
Total thickness 0.1m
U-value:  5.20 W/(m2¥K)
Finish Face: Exterior Layers in existing or demolished phases ~
Layer Function Material Thickness Base offset Height Fill pattern  Name Layer en... Visible in... Phase

Edit

Copy from hatch on secti
Copy from hatch on 3D

Finish Face: Interior

r

Fill pattern orientation: Default orientation is Orient to View. You can change to Align with Element, it stays aligned to the w

[ collision of layers with the same priority, too
[ collision of layers upon difference of materials or heights

[ Apply layer endings

Layer line properties

o (X € [k Dl |

Col...

Line weight

oK Cancel

& ARCH|INE.&



208 Workshop 6 : Stairs and railing

e Draw a wall along the outer line of the customized stairs. The wall reference line is this outer line. You can change this in
the appearing right floating menu or using Space key. Click on right side option.

The wall under the stairs is finished, but the stairs do not cut the wall.
e Select the staircase and enter its properties. On the Support tab, set the Cut the walls option to All floors and close the
window by clicking OK.

This completes the wall under the stairs. Rebuild the model so that the change appears in the 3D view.

W User defined stairs x

| General properties ‘ Connection to the upper slab

|| Support ‘| A 01m B 0.1m ® L
T >
| Representation on the floor above ‘ A:l0Im B: 0.1m p: 0.15m e:|o2m o
~
Base Elavation om
|30 creation
~
Waist slab material : Own flaor
[ construct the landing like a slab All floo
[s|waist sizb Thickness'° NG
: On own floor and below
] Thickness of landings o
Stair stringer
[i]Tread Material| | Beech
Nosing depth: 0.02 m
Tread 0.04 m
DR\ser board ’ q
|

Riser board material . Wood66
Riser board thickness! 0.02 m

Angle of riser board from the vertical: 0%

Dsupport Support material: [l}| woodss ]

Same on both sides
Left support type: None ~ ﬁ
Left support width: 0.04 m
0.04 m

Height from tread top
Vertical cut off at start from tread top: 0.11 m

Vertical cut off at end from tread top; 0.04 m

BIM Parameters | Normal lépesi | oK | [ canead |

6.7. Floating stair with steel support

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

6.7.1. New stair

¢ In the Layer manager place the already existing stair to a new layer.
e Open the Layer manager dialog and create a new layer. Name them “Stair01” and “Stair02”.”
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Layer Properties Management n
Q @ The name of current layer: 41_Stairl []5how visible layers only
Filters
Name Oon  Lock Pr.. Elem... C... Line-type Line-w.., Description * @ e x
< 00_Layer 0 v & 1 B simpleline  0mm
< 01_Otherl A & o B sro=line Omm l = Alllayers
&0z P A4 & o B snoeline Omm risedlayers
@ 02_Other2 f A & o B simpleline  0mm
<* 03_Other3 §F 8 & o B smpleline Omm
< 04_Other4 § 8 & o Bl smpleline Omm
& 05_OtherS ¢ 8 & o B simpleline  0mm
«* 06_Others f A & o B simpleline  0mm
< 07_Other7 § a8 & o Bl smplsline Omm |
<™ 08_Background §F 8 & o Bl simpleline  Omm |
< 09_Room stamp f 8 & o Bl simpleline  Omm
< 10_Area 1] =] @ 1] Bl simpleline  Omm Layer filter restricts the layers displayed in the |
& 11_wall1 v 4 & w2 M swelne 0mm ;f:iglzﬁh?d?;isgeﬁ EZ"-';?E??'E;“ drop
& 17 Wall2 ¢ 8 & o B simpleline  0mm
o 15_walls f A & o Hl simpleline  Omm Variations
& 15_Walls §F 8 & o B smpleline Omm 21IFER
< 17_wal7 § 8 & o Bl smpleline Omm
@ 18_Wals f 8 & o B simpleline  0mm
< 19_Wwalls f A & o B simpleline  0mm :
< 20_Wall10 § a8 & o Bl smplsline Omm i
@ 21 Slab1 g F & 4 B simpleline  Omm |
@ 22_Slab2 f A & o B simpleline  0mm
< 23_50ab3 §F 8 & o Bl smpleline Omm
< 24 5lab4 § 8 & o Bl smpleline Omm
& 25_Slabs ¢ 8 & o B simpleline  0mm
@ 26_Slabs f A & o | Simple Line v|0mm |
o 27 5lab7 § a8 & o B smpeline Omm
< 25_5labs L] 3 =] 0 Bl smpleline Omm A layer variation saves all the layers with the
& 29 5lzbo ? & @ a B Simpleline  Omm v currgnt states. It_he_lps s_witd1ing between
= possible layer variations in one step.
< >
Do not delete used layers v | | Copy to dipboard | [ Protocol for Layer Naming Cancel
< 57 Line v o & a2 B sivpleline  0mm
< 59_Cirde e A | B civpleline  0mm
2 Line b5 = 4085 I sivpl=line  Omm
(5 Stair 01 8 & s B speline Omm
o Stair 02 v o & a5 I Sipleline  Omm

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

Properties o o Library Ground (0 mm}*
Stair " /
Mormal lépcsa o %
Property Value 2 _
% General ! )

o et |
Colour ayer ' B T
e Layer: 2 i "

Line
Li hts
e Line01 s
Draw Order Object01
Move objects to other floor Slab
Copy objects to other floor Stair 01
BIM parameters Stair 02
BIM name Star()1
PP wallo1
A_. o - rams Add new layer Y]
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e Turn off this layer by activating the Layer walk dialog and CTRL + click on the “Stair01” layer.
Layer walk

Layer Manager

Move Objects to Mew Layer

e
2y
& Layerwalk
<
&
e

Change to Current Layer

Activate the layer of selection
Stair 02 (315)

o A - +{"'

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

sl-A-|lel.l~ -

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

=

4500 mm

v
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* Modify the properties of the stair: set the height to 300 cm, change the number of steps (n) to 17, and set the width to 130

cm.

W Stair

| Stair Calculator | Step properties D Regenerate ;

neral properties | = o Take the floor height
| General propert L= |w = [ITake the floor heigh

Min Max
| Super e [ewe |
®y -
| Step geametry | = w=[6833m =) 26 am| | 37 em
=

| Representation on the floor above | .—I_—.I: h= o ’

246

n=

I
S
Oy

1387

—

HEEEH 130 cm

429.333 cm =

o

5
= T—

Rise(Tread | 21/32

| BIM Parameters ‘ |

| x> Ca

Normal lépcsd

oK | ‘ Cancel

The following stair will appear in the 3D window:

=

6.7.2. Selecting the stair support

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

on the stair.

& ARCH|INE.
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I Building I Interior Drafting Dimension Docur

Ceiling

<< m 4

Stair | Ramp  Railing Room and area  Su

Straight -

S HdFPE

U form

oe HE 5E HE

L form

N ET 8

Spiral

%o b @ BE 68

F Boundary

@ Stair by treads

é Convert to floating staircase

=]

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

o5

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

Interior - Intermediate course

== Left stringer stair support - Cantilever

= Left stringer stair suppart - Simple

= Left stringer stair support - Simple L

= Middle stringer stair support - Simple L

=iMiddle stringer stair support - Simple T

=Right stringer stair support - Simple

F=iRight stringer stair support - Simple L
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o Finally select the Right stringer stair support — Cantilever from the list. Click on the right side of the stair, then hit Enter.
Delete the remaining left stair support from the drawing.

Editing the stair support

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

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

0On the Stringer Beam tab, select a profile (railing) that

will follow the staircase layout.

Automatic refresh on page O D
Index Profile Shift vertical Overhang atst... Owverhangatend: T..
- Rectangle I—lDD mm 0 mm 0 mm I
i General settings
| I Stringer beam I
Plane of profile @ ﬁ
perpendicular to path or
Tread support I vertical
Q
Shift vertical along landings 0 mm
Offset from path{>0:right) 0 mm
Material B steel
Exchange endings
Bottom (start) ending { Horizontal ending
Top (other) ending i Vertical ending
BIM Parameters
...Idali 1épesEtémasz - konzol e Cancel

6.7.3. Creating a glass railing

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

Building Interior Drafting Dimension Documentatior

| o m H ]

Ceiling Stair Ramp @ Railing Room and area  Surveyed r¢

Stair Property

100 - | —1:50 B

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

B Styles Ba

B

& Acrylic railing

-+ Classical balusters
] Column with sphere
& Column with sphere 2
mm Gallery raiing |
- Glass raling with frame |
&4 Metal railing with rods 1
-4 Metal railing with rods 2 - left
= |41 Llépcsil ~ 1 |8-Bottommost 57 Metal raling with rods 2 - right
-4 Metal raiings with dlass
-5 Metal ralings with glass - left
-4 Metal railings with glass - right
- Stairless Steel Tube - left

5 Stainless Steel Tube -right

O
[= Steelprofie
1= steel profie -left
| . Oomm
Handral Unify sections smallr than the spedfied size: = steel profil -rght
omm |
O

Acrylic railing
[increase or decrease the height of all balusters: [
0 mm

1 _ [ Automatic refresh on page O o
L] = |omm -

=== |smpleLline

Representation by centerine

[ General setfings Display section lengths when edit on layout

=] Total glass - left

Balusters Elevation of handrail reference point from the fioor or from the
: selected stair 5] Total glass -right
| Primary balusters =] Wooden pale
Balusters
O Intermediate balusters
Distribution of balusters by stair steps i
Panels and bars Overhang st start: ]
:
[m] Newel posts at the tun e A o
-
O Balusters by big steps New
B Parometers Modfy
| Steel profile | oK Cancel I Rename Delete

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

e Turn off the Primary balusters and on the Handrail tab add another handrail element with the Insert new button. We will
convert this to a glass plate. Click on the profile in the new row.
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1
Add/remove handrail n

[Jincrease or decrease the height of all balusters:

I S 0 mm
[ Automatic refresh on page oD
Index Profile Shift vertical Overhang atst... Overhangatend: T..
1 Cirde 1000 mm 0mm 0mm P...

| - Cirde I 1000 mm 0'mm 0'mm I
3 B b
B b b 4

il

General settings

| Handrail I

3

B
r

T L A
1 perpendicular to path or
1 Primary balusters Move donn Delete wertical ® ﬁ
Intermediate balusters
Panels and bars Offset from path(=0:right) Omm |
Material Beech
O MNewel posts at the turn |
[ 1nvisble
[ Elevate by general increasing/decreasing of...
Exchange endings
O Balusters by big steps -
Bottom (start) ending Vertical ending
BIM Parameters Top (other) ending Vertical ending

stedl profie cnl |

¢ In the appearing dialog click on the Select profile button and select the Rectangle profile from the library, then hit OK.

Profiles
Edit profile | [Search in all items] Q H Brands |
o  Profile  general  Default
- <<Back | 41Elements FY
o0
g
? 9 B b
omega pi pi_a Polygen
Generalsaz 1 N

7 Hand Select Profile
Baluste | Name Value -%—\—\\__

| Primary bi | Diameter [ - 100000 mm ] 50
Shel thickness [0 - 100000mm] 0 Rectangle Rectangle  Rectangle Simple]  Rectangular
Intermedial
Panels §
3 Newel posts§
Rounded . Symmetrical Symmetrical
J Balusters by rectangle - profile 1 profile 2 !

BIM Param.ma - -
Steel profile ‘ \— oK Cancel [ Cancel

e Turn of the Uniform 3D scaling, and set the profile width to 6 mm and its height to 1200 mm, then hit OK.
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Edit profile n

4
! Rectangular
'
1 Mirror on X !
H Mirror on Y

Rotate

[Juniform 30 scaling operation

i Width: Height:

| [rD | & mm | | 1200mm |

i Select Profile Redraw

1 |
MName Value

+ | width [ 1- 100000 mm ] &
Height [ 1 - 100000 mm ] 1200

| oK I Cancel

e Set the vertical shift of the profile to -200 mm, then modify its material to “Glass26”.

Add/remove handrail Materials

| glass [} H Brands |

[Jincrease or decrease the height of all bal 3
ﬂ  Materials

I 0mm <<Back | 54 Elements %
Index  Profile Shift vertical J
1 Circle 1000 mm

Rectangular |-300 |

il

bhbbblh -
1 43.016_ I?nﬁss-mg_ 44_REIL_5A§1S soky | OLASSs GLASS-45.1
General settings B
| Handrail
Balusters Move up InsE
> e Havedamn B9 GLass452 GLASS-46 Glass26 Glass26

Intermediate balusters

- Panels and bars Offset from path(=0:right) L0mm ‘
0 T [ \
[ mwisible

[] Hlevate by general increasing decreaa Glass PANTONE  Glass PANTONE  Glass RAL 5018 Glass RAL 5021

O Salusters by big steps B $364-8 $264-2TRO18  Turquoiseblue  Water blue
Bottom (start) ending i Vertica
o parameters o Gother) encing = 1 1 v
oK Cancel
Steel profile - - . —”

e Select the handrail in the first row with the circle cross-section (1) and set its offset from path to 50 mm. (2)
e Open the library by clicking on the button in the lower left corner, (3) then click on the New button (4) and name the railing
as “Acrylic railing”. (5,6)
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[ Jincrease or decrease the height of all balusters:

om

General settings

Handrail

Balusters

O Primary balusters
Intermediate balusters
Panels and bars

[} Newel posts at the turn

O Balusters by big steps

BIM Parameters

‘ kil kortét 3

[7]Full regeneration using same
distribution on all parts

Regeneration by parts

Redangular 0 m

Move up Insert new Plane of profile o ﬁ
perpendicular to path or
Mave down Delete vertical
@

Offset from 05m
Material Beech

Invisible

Elevate by general increasing/decreasing o...

Exchange endings

Bottol

Vel a
Top (other) ending Equal to bottom (s...
Extension at beginnin...

Extension at ending of... None

None

Edit path segments

< || =

111 part

Automatic refresh on page

s AcéIpdlcs - karfaval
Akril korlat
Bl Akril_korlat
1~ Classical balusters
54 Column with sphere
54 column with sphere 2

o
"

(80l Egvedi_korlat
= :

Styles

New name of style
Acry 5

\ Folder

\
: Subfolder
\

~
Folder and subfolder specification is not mandatory.
T you specify these, the given style name will automatically fit into the hierarchy.
Scope
(O Available in this project only
(@) Available in all projects
4
Activate Modify
oK Cancel Rename Delete

4

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

Stair Calculator

General properties

% General

Layer

Lepcso 02

Support
Step geometry

Representation on the floor above

BIM Parameters

Colour

Line type

Simple Line

Line weights

0mm

Draws Order

8- Bottom-most

% Railing

Railing aL added to left side

Regenerate

Railing aL added to right side

Regenerate

Railing

Acrylic railing

4 Rep ion in 20

Nosing:

Along the stair

Nosing line-type

Szaggatottl

I:‘Sectiun line

Dotted above the section line

Fartial line-type

Szaggatott

Cutting elevation

im

Cutting line direction

20°

Farallel distance

01lm

Draws walking line

o

A

Walking line arrow

4

Cut out landings on walking line

‘Walking line before landing

Text on walking line

Numbering {50% of current font size)

‘Walking line backward

Arrow fit the box

Show geometry text

Normal lépcss

[

T

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

oK Cancel
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1l

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

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

The end result using the “Stair01” layer:
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The end result using the “Stair02” layer:
=

Finally switch on Object layer from the used layers in the Layer properties management and display the entire project
including furnishing.
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7. Workshop: Designing roofs

This workshop guides you through how to design a roof.

X3

¢

X3

¢

X3

¢

o,
o

o,
o

o,
o

7.1.

Start

Settings, creating styles

Roof plane with three points

Roof in sketch mode

Extruded roof

Roof slab

Roof window, customized window, curtain wall

Open your browser and watch the following video tutorial.
https://www.archlinexp.com/enroliments/courses/intermediate-course/designing-roofs/1

Open and save project

Open the following project:
...\ARCHIineXP Draw\2023\Course_Intermediate\6_Roof\01_Roof START.pro

Save project

7.2.

7.2.1.

Before you start working on the project, save it under a new name.

Select File / Save project as... command and rename the project, then select the folder you want to save it.

Settings and creating styles

The roof is one of the most complex architectural design elements. As it has loads of fine details that goes beyond simple

roof plane representation, which can be sufficient for a conceptual design plan.

Let's see how we can achieve that all details are visible and also how we can design a simple roof with roof planes for a

conceptual plan.

Roof - settings

First let’'s check the roof properties:

Go to Ribbon menu / Building / Roof tool and right-click on it. From the pop-up menu choose Property command.

Edit View Building Interior Dra
J 2N F :I <7 Ral
— I WII' r‘_,—f_ ~ Bo
Slab
fructure Sz 22
I'QS Select all

% Keyboard shortcut

Now the “Automatic roof” dialog window will come up.
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Automatic roof n
| General properties < -~ |Plane: 1 of 4 | @ @ |
G = o v oz siTest v Update
=-= Simple ng———————————————— ﬁ,_-l 8 - Bottom-m ~
Materials

g Pine_natural
% Pine_natural

Reference point for roof elevation

Oa 312m Eaves overhang (L) | 0-5m
Os Theoretic wall width | 0.38 m
: :
General Properties @® z7m
| o 2.97 m
Eaves purlin
| @) 3.15m
M
| Middle purlin (1/1) OF oo
Rafter (1/1) 06 3.42 m Base offset 8.7m
Collar beam (1/1) (Rafter:1) Visible in 30
Ridge board Showr roof layers in 3D 3D fixed
Batten (1/1) [] Roof layers
Roof tiles Shovwr rafter/purlin structure in 3D (main switch)

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

Show beams 2D representation (main sv

Layers and geometry

Pitch and shape Delete and rebuild all rafters and purlins

Information Delete and rebuild all battens

Redistribute tiles

BIM Parameters tetdl | oK | Cancel

This property window has three sections. On the left side we can choose from the main property categories which can be
modified in small details. The middle section shows all details of the selected main category. Finally, there is a “preview”
window on the right side, here we can check the result of all modification. Clicking on the “3D preview mode” icon we can
set other 3D representation mode.

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

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

@ Consistent colour

T
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Automatic roof n
General properties > > Plane: 1 of 4 @ @
S (- £ iRt v Updte
=== simple Line——————— @1 5- Bottom-mc v
Materials
[ Tmnvisible

Ig Cream_01 |
[inwisible }
% Cream_01

Reference point for roof elevation

General Properties OA 3123 mm Eaves overhang (L) | 300 mm
s T Os Theoretic wall width | 380 mm
@®c 2700 mm
Middle purlin (1/1) o T oo
Rafter (1/1) (OE 3150 mm
Collar beam (1/1) (Rafter:1) (OF 3492 mm
Ridge board (G 3419 mm Absolute elevation 8700 mm
Batten (1/1) Visible in 3D
Show roof layers in 3D 3D fixed

Roof tiles

[Rroof layers
Projections and cut
[ show rafter/purlin structure in 30 (main switch)
L d t

2yers and geometry [T Show Battens in 3D (main switch)

Pitch and shape

Delete and rebuild all rafters and purlins

["]show beams 2D representation (main sv

Information Delete and rebuild all battens
BIM Parameters Redistribute tiles
tetdl | oK | Cancel

At the bottom can be found the “Visible in 3D” settings, first turn off “Show beams 2D representation” main switch.

For the simplest representation “Show Battens in 3D” and “Show rafter / purlin structure in 3D” main switches should be
also turned off. (If this is an architectural plan and these will be needed later then come back here and turn them on)

In this example we don’t need “Roof layers” so let’s turn it off.

In order to see changes, click on “Update” button above the preview window.

Now change the roof material. Currently it is “Pine_natural” on side plane and bottom plane. Click on the name and set
“Cream_01". Connect the material of the upper and lower planes so that both are changed.

When you finished update the preview, press “Update” button. The changes immediately can be seen.

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

Detailed roof tiling is not needed now, as we are preparing the interior design plan so turn off “Ridge” and “Valley” options.
Updating the preview, the “Ridge” has disappeared. (Valley wasn’t on the original model.) Now there is only a simple
connection line between two planes.
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Automatic roof n

Roof tile propegt < . |Plane: 1of4 | @ @
Basic O ridge O wvalley Eaves

.“%\“%\\,\.

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

| Update |

Simple

a )

General Properties
| Eaves purlin
" [ Middle purlin (1/1)
" [ Rafter (1/1)
Collar beam (1/1) (Rafter:1)

Ridge board

Batten (1/1)

Roof tiles

Projections and cut

Layers and geometry

Pitch and shape Delete and rebuild all rafters and purlins
Information Delete and rebuild all battens

Redistribute tiles

BIM Parameters tetdl | OK | Cancel

¢ Now click on the “Projections and cut” category. Here you can set where the roof cut the different walls. It can be set to
cut or not, depending on which level was the wall created and connects to the roof. You can determine depending on
which level you created the wall which connects to the roof to cut it or not.

e Select “All floors”, so anywhere walls are coming from those will be chopped by the bottom of roof plane by all means.

e The next setting is to make visible the roof not just on that level it was originally created, but furthermore on the level
above or below. You can also set the line type.

¢ Now turn off both options, so now the roof line can be seen where it was originally created.
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Automatic roof

Cut
'," OND cutting Distance of cutting surface

o from bottom surface of roof
@ Al floors (> 0: upside)

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

pper

== Simple Line

Below

[ i

Pontozott6 = - = - - = =

General Properties
Eaves purlin
Middle purlin (1/1)
Rafter (1/1)
Collar beam (1/1) (Rafter:1)
Ridge board
Batten (1/1)

Roof tiles

|Projec|:'|or|s and cut

Layers and geometry
Pitch and shape

Information

BIM Parameters tetdl

i @[

Update |

Delete and rebuild all rafters and purlins

Delete and rebuild all battens

Redistribute tiles

oK Cancel

Now let’s go back to General Properties and see through Roof elevation and reference points settings. There are several

values from A to G, the diagram on the left side can help to interpret them.

In this example we have to define “A” representing the wall knee height.
Activate “A” and enter 1 m. Then set the “Eaves overhang” to 0.

It is recommended to set the “Theoretic wall width” to the same value as the wall width on the original plan. If there is a
difference the software alters the interior structure of the roof differently. Now it is 380 mm, this should not be changed.

Automatic roof

General properties < ‘ Flane: 1 of 4 | s @
L = om ] oz sren =
=== Simple Ling————————————— @] 8- Bottom-m ~
Materials
Q Cream_01
% Cream_01
Reference point for roof elevation
—
@[ 5 eaesomnn@n D
Qs Theoretic wall widtl_| 0-38 ”’D
n C 1.03
|Genera| Properties | @ -m
(@) 13m
Eaves purlin
OE 1.03m
- ;
Middle purlin {1/1) OF e
Rafter (1/1) @15 13m Base offset 7m
Collar beam (1/1) (Rafter:1) Visible in 30
Ridge board Show roof layers in 3D 3D fixed
Batten (1/1) [_]roof layers
Roof tiles [ "] Show rafter/purlin structure in 3D (main switch)

Projections and cut
Layers and geometry
Pitch and shape

Information

BIM Parameters

We customized the settings.

[ Show Battens in 3D (main switch)

[] Show beams 2D representation (main sv

Delete and rebuild all rafters and purlins

Delete and rebuild all battens

Redistribute tiles

tetdl oK Cancel
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7.2.2. Creating styles

We finished with modification of the roof properties, let's save it as a new style.

There is a button to do so at the bottom of the dialog window with the currently used style name on it.

General properties .
i P = = | [ ]| Plane: 1018 ¢ - [ Complex roof with tiling layer only

5 steel Roofing 900

=== |gimple Lin @3 |8 - Bottomm ~ {54 ventilated roof
- rooft

Materials

&P cream_o1

[ cream o1

Reference point for roof elevation

@A Eaves overhang (L) | 0 mm

Os o032 mm Thearetic wall width | 380 mm
c
‘General Properties ®) 727 mm
(oL 995 mm
Eaves purlin
QE 727 mm
Middle purlin (1/1) OF b
Rafter (1/1) 06 995 mm Base offset 6700 mm
Collar beam (1/1) (Rafter:1) Visible in 3D
Ridge board Show roof layers in 3D 3D fixed
a ¢
Batten (1/1) [Iroof layers

Roof tiles [ show rafter/purlin structure in 3D (main switch)

projections and cut [] show Battens in 3D (main switch)

[[] show beams 2D representation (main sv
Layers and geometry

Pitch and shape Delete and rebuild all rafters and purlins
New
Information Delete and rebuild all battens
BIM Parameters Redistribute tiles Activate Modify
R Delets
I rooft I oK Cancel ename eete

e Click on ,roof1”, then the list of styles will appear on the right side. Here are those styles which can be used after installing
the software.
Now save it as a new style under the list. Click on “New” button.

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

- - ‘ s e | L 4 @ 1] £ complex roof with tiling layer only
Bl o:
Update 7] Simple roof
& tetiil
B
“
Styles n
MNew name of style
v
Folder
| ]
Subfolder
| ]
Folder and subfolder specification is not mandatory.
If you specify these, the given style name will automatically fit into the hierarchy.
o ] ow
1
) 4
.
&
Delete and rebuild all rafters and purlins
Delete and rebuild all battens
Redistribute tiles HEEEE Modify
]
o Cancel Rename Delete C
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7.3.

From now on the newly created style is active. This is indicated by the name of the style button on the bottom toolbar. You
can continue to work with this new style settings until another one is activated.

Roof _interior

New style can be activated by clicking on the selected style, then you choose “Activate” command at the bottom.

Now the “Roof_Interior” style should be active, close the dialog by pressing “OK”.

Using this style, we are going to create a new roof structure.

Creating roof plane with 3 points

In the first example we are going to create a roof by using three elevation points that we had measured before. This is
where we are going to start:

Select Ribbon menu / Building / Roof / Roof plane — p3
command.

| Buildingl Interior Drafting Dimensi :| \J

Slab |Roof| Ceiling | Railing  Stair
- - v -

-

DN

Structurg W Auto roof

@ Roof shapes k

“\* Auto Roof with profile

|/
ﬂ%ﬂ N

<> Roof plane by reference line

d Roof plane - p3

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

L 2 v

Nearest point

7 Length 3452 mm
4 Inclination  183°40°

When you are done, the program will bring up a dialog box asking you if the points you want to enter next will be the
lowest points of the roof or the highest points. Here, select Yes, i.e. the lowest point.

In three clicks, enter the three interior elevation points measured on site as in the example.

Click on the first internal elevation point (corner point) and type 1800 mm as the first elevation point is 1.8 m. Press Enter
or OK.
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ARCHLine.XP n

7
//
/] Elevation at the point (the point is on the bottom face)
J

e Click on the second corner point inside and type 1800 mm, then hit Enter.
e Finally click inside of the third corner point and type 2600 mm, then hit Enter.

e The roof is finished, which is indicated by only contour lines on the floor plan. The modification is not striking as the roof
contour overlaps other contours.

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

/%

e The floor plan window is active. Click on “3D hammer” icon on the Toolbar to rebuild the model.

7.4. Roof in Sketch mode

In the next example we are going to create a roof structure, which is automatically generated.

The roof will be drawn along inner walls; therefore, we have to modify the value of “Eaves overhang” by adding the wall
thickness to it. So, the roof will overhang just that much to cover the walls entirely. Please do the followings.

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

@ 1000 mm Eaves overhang (L) | 380 mm

Os Theoretic wall width | 380 mm

Oc 685 mm

(D 954 mm

(E 1027 mm

(F 1369 mm

()G 1296 mm Absolute elevation 7000 mm

e Accept changes by pressing “OK”.
Now draw the roof.

e Activate floor plan window.
e Click on Ribbon menu / Building / Roof / Roof in Sketch mode command.

Building Interior Drafting Annotate

1 Slab Roof | Ceiling Stair Ramp R
b b b b

hd

Structure

% [E] Roof by the walls E

Lella -

IF Roof in Sketch mode L

e Start to draw the contour along the corner points. Click on all corner points except the conservatory area as we have
created a roof there in the previous example.

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

Floor plan - - Roof (8000 mm) -Oox

@ Nearest point ZFI
7 Length 3863 mm
4 Inclination  90° k

~
™

Y

W =

Iz T

o When you finished, press Enter or click in the starting point.
e Set the 3D preview mode to “Consistent color” so you can see changes better.
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ﬁ Site

!! No preview

f— @ Wireframe

@ Hidden line removal
@ Textured

@ Consistent colour

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

¢ On the right side of the “Automatic roof” dialog window, select from the main categories “Pitch and shape”. Here we can
modify the roof plane settings.

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

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

1=

< =~ || Plane: 4 of 8

¢ Simply change the roof plane to “Gable end” on 3/8 roof plane. Activate the “Gable end” option and click on “Update”

above the 3D preview. The changes are striking. It looks that a roof plane disappears and a saddle type of roof is created
instead.

Automatic roof n

< || > |Plane: 4 of 8 ¢ I

Update |

Additional plane

(O Hipped
Main slope

o
9 (@) Gable end Ti
6 OHaIf—h\pped

9 (C)Gable at the top of hip roof

s () Mansard

2D representation of roof

General Properties
Eaves purlin
Middle purlin (1/1)
Rafter (1/1)

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

Ridge board Elevation of reference line 0 mm

Batten (1/1)
Roof tiles

Eaves overhang on this =
s\deD 380 mm

Projections and cut (@ Symbalic top view

Layers and geometry

] Apply hatch on 20 plan Australian Blockwork

Pitch and shape
Information

BIM Parameters

() Horizontal section of raof in plan-view
Section plane created with hatch

000mm | &

Ttems to be displayed on floor plan

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

Redistribute tiles

tetdl

oK | Cancel

e Repeat the same on the roof planes 8/8, 7/8, 6/8, to create Gable end roof planes until you get the same result as in the

picture below.
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¢ When you finished press update. The result is shown immediately.

The continuous changes on the roof structure are noticeable. As we turned off some of the roof planes, then roofs that
remained unchanged are now connected to each other different way. Different edges, ridges, and valleys are formed
accordingly as it is shown on our model.

Often, we want to change the roof inclination. Let’s see how we can do it.

e Select a roof plane with a single click.

e Under “Main slope” you can define the way how the inclination is to be changed.

e In case you are working on an architectural plan, it is worth to set the inclination in degrees. In this instance all you have to
do is to enter the value in the field.

e In this case enter 30° and refresh the 3D preview. You can see the roof became flatter.

Automatic roof n

< > |Plane: 4 of 8 & @ |
” Update "
L

Additional plane

(® Hipped [ apply for all planes
Main slope
0 (=
Gable end 30°
General Properties 9 Oable en !-
Eaves purlin 6
Half-hipped
Middle purlin (1/1) o 5
Rafter (1/1)
9 O Hipped with gablet
Collar beam (1/1) (Rafter:1)
Elevation of reference line
/]
Ridge board 9 O Mansard

Eaves overhang on this
| Batten (1/1) S‘de|:| 0.38 m

Roof tiles 2D representation of roof

Projections and cut (@) Symbolic top view

Layers and geometry O Horizontal section of roof in plan-view
Pitch and shape Section plane created with hatch Delete and rebuild all rafters and purlins
Information Section height from floor: 20 ﬁ e Delete and rebuild all battens
Redistribute tiles
BIM Parameters Roof_interior 0K Cancel

e If you want to apply this value on all roof planes, then activate “Apply for all planes” option, then update the preview.
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Automatic roof n
Plane: 4 of 8 & @
“ Update
Additional plane
(@ Hipped p\yfnr all planes
Mairf slope
e— P Ocmes 0 o
‘Eavo.'; purlin |
Middle puriin (1/1) | @ @
‘Raﬂer ) | @ (O Hipped with gablet
|collar beam (1/1) (Ratfter:1) |
‘Ridge board | O wansard Elevation of reference line
[ ‘Baﬂen (/1) | 5 Eaves overhang on;iZizD 038 m
|R°°' tiles | 2D representation of roof
|Projec|ion5 and cut | (®) Symbolic top view
|layers and geometry | (O Horizontal section of roof in plan-view
|I’itch and shape | Section plane created with hatch ‘ Delete and rebuild all rafters and purlins ‘
nformation | section height from floor: 2m £ o3mm ‘ Delete and rebuild all battens ‘
‘ Redistribute tiles |
| BIM Parameters | ‘ Roof_interior ‘ | oK ” Cancel ‘
Using degrees for defining a roof plane inclination can be very effective when we are designing the roof structure by
ourselves. But if we are working with data collected from the site then we have to define the roof inclination by ourselves
this is much more difficult situation. This can be only derived from the measured values such as distances, heights,
projections. To avoid these calculations in the program exists an input method.
asrh
. . . . . . . 8
Click on the option button again. One of the three options is when a right-angled triangle appears. kul
¢ In essence the software calculates the inclination based on the measured length of a right-angled triangle. As you can see
on the picture this value is a/b. Where “a” represents the vertical side and “b” is the horizontal side of the triangle.
¢ You can determine these values based on the values measured at the original site in this ratio pair.

Let's see an example:

In this case we can measure the knee length 1m, then a vertical 1,7 m and a horizontal 1.9 m length.

Now type 1.7 as the vertical length, then 1.9 values as horizontal length.

/h
i
[
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It is important to separate values with forward slash, but also enter space before and after it. Now these values will be
interpreted as ratio pair not division. The inclination will be calculated accordingly.

To set the inclination at the same time for all roof planes activate “Apply for all planes”, then update the 3D preview.
Now the inclination has been modified. If you click again on the option button, the software calculates the inclination in
degrees according to the given values.

41749’

Now close the dialog by pressing “OK”, now the roof is completed.
Finally fix the wall connections, by clicking on the 3D hammer.

As you can see in some cases the walls are not high enough to meet some of the roof planes. Now we have to adjust
these values accordingly.

Activate 3D window. Select any of those walls mentioned above.
On the left side under properties change the wall height to that value which might reach the roof top point.
In this example it is 8m. Enter the value and press OK.

Properties 2 ox Nézet 4 [Image] *
Wall -
1rétegd 38-as fal 2
Property Value {s)
2 General
Layer 11_Fal1 v
Colour I
Line type Simple Line | v
Line weights. 0.2mm v
Draw Order 8 - Bottom-most | v
Move objects to other floor Ground
Copy objects to other floor Ground
BIM Edit
BIM name
Base Elevation om v
A C
Absolute elevation om
Total thickness: 0.38m
Structure... Edit
Floor framing Edit
Slant angle 90°
Fill pattern orientation: Default IS
Same materials
Finish Face: Interior Cream_01
Finish Face: Exterior Cream_01
Body material Beech
Wall Function New v
Colouringon the floorplan i/ No
[ mirroring
[ skip this wall over room bounding
Structural properties Non-bearing wall | v
4 Attributes of the Finish Face: Interior i =
[ pifferent
Colour — 3
Line type Simple Line
Line weights 0mm +
2 Visibility of sides -
[] The reference line is invisible V[ -
Properties | Design center

After this modification the roof meets the wall. Due to the roof settings the roof cuts the wall anyway.
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¢ Rotate the model to the opposite side, select all three walls by holding the CTRL key down, and modify heights to 8m on
the left side under properties. Hit Enter.

¢ In order to remove the border lines, surface integration is necessary. Use 3D hammer and those will disappear
immediately.

7.5. Extruded roof

this part we will create an extruded roof. It will be placed on the floor plan marked by blue.
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_ |Bui|ding | Interior Drafting Dimensic
1 ) Mﬂﬂn

1 Slab Roof Ceiling Railing Stair
b b

b4

4

Structure F ey ot

/ @ Roof shapes 4
/ \* Auto Roof with profile
&> Roof plane by reference line
Qs Roof plane - p3
A Extruded roof

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

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

Now go back to the floor plan and activate it.
Select Ribbon menu / Building / Roof / Extruded roof command.

In the pop-up dialog window change the followings:

Under “Projected roof” change the values “A and B” to 41.82°, this will be automatically converted into degrees and
minutes.
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Projected roof n
# Roof
Roof properties
(RA) Ridge inclination 0e ~
Roof elevation From £ Lower roof pane .
Roof elevation -2.2m
+ |Elevation from roof top :0m v
" |Fixed width 4m ~
Flace on roof ol
Ridge path Line
% Predefined roof
Type Triangle w % Update ® 1049
(A) 41,82 ~ ® ean
(B) 470
|_|S\de roof om
Bottom of side roof ... :0m
% Hip roof
Hip roof
Hip roof angle 35° \A B/
Hip roof elevation 3.5m
Hip elevation from r... :0.5m

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

No style

| oK ” Cancel

¢ Click on the Roof properties, then on the Tiling tab, set the Roof - Brown material.

Automatic roof n

Basic ‘ [T Ridge [ valley | Eaves
Update

Rusty_gr Cream_0 0

RAL RAL
8007 Fa 8012 Re ey 1

General Properties
[ Eaves purlin
Middle purlin (1/1)
[ Rafter (1/1)
Collar beam (1/1) (Rafter:1)
Ridge board
[] Batten (1/1)

Roof tiles

Projections and cut

Layers and geometry

Pitch and shape
Information

BIM Parameters

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

Redistribute tiles

ROOF_WORKSHOP_

e Accept the changes with OK.

oK Cancel

¢ In the pop-up dialog window, you can characterize the extruded roof how to be projected into the main roof. The most
common default setting can be found here, when the projected roof creates a cut-out along the contour of the connection
underneath it. So, the projected roof is accessible and not a closed roof plane.

¢ Close the dialog by pressing “OK. As you can see the cursor shape has changed.
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Projected roof H

The program will automatically cut outthe part of the target roof which lies under
e extruded roof
[] The target oot will nat be changed

DThe extruded roof will be extended in accordance with the
target roof plane and inserted onto its apparent extrusion.

The length of roof plane under the projected roof:

o Next you have to define which roof plane to use for the projection. Click on the eaves lines next to predefined lines.
e The software recognized the selected roof plane and the current roof can be moved according to the current settings.
e Click on one point and place the projected roof.

gty

va

RANNNNNSN

ndpoint

o
f

ﬁ
R

o Close the dialog by pressing ESC, as we don’t need any more projected roofs as per the original floor plan.
e Use 3D hammer to generate the 3D model based on the floor plan.
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7.6.

7.6.1.

The material and tiles are not the same compared to the previously created ones, in this example we didn’t modify those

relevant settings which can be found in Projected Roof dialog window under Roof properties. Obviously, these can be
changed later as well.

Loft slab

Now we are going to move the whole roof structure to another level. In this example we are going to use this to eliminate
the roof edge lines. This is also useful when we want to work out the fine details of the roof structure in a completely
separate drawing.

Managing levels

At the moment we are working on the Loft level. We can add new layers in the “Level Edit” dialog window.

## Loft % ‘.‘ 2 8

Click on “Loft” tab at the bottom toolbar, then the Edit level dialog window will come up. Here we can find all levels which
are here by default.

Insert a new level by clicking on “Add-up” button (1).

Click on the label twice and rename it to “Roof”. We are going to move the roof structure to this level. Doing so now an
empty Roof level is created above the Loft where all three roofs can be moved together.

Close the dialog by pressing “OK”.
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Edit levels 1 B
[} . oo L
@ Q Q Q & b1 List of buildings x Aktiv éplilet neve
Mum... MName 2 Bottom eleva... Height State Level increment...  Parameters Mame Elev. Offset 2
| 3 [Roof] |am 3m Off om Edit ” FF - Finish Floor om
2 Loft em 3m Off om TS - Top of Structure om
! Level 1 3m 3m off om BS - Bottom of Structure om
0 Ground am 3m Active am
CE - False ceiling om
LE - Ledge om
FH - Floor height 3m W
Copy area Paste
Site level is visible on the floor plan Building elevation above sea level inm
| om | | oK | Cancel
4
. L . . Building Interior Drafting Dimension
Select all three roofs by right clicking on “Roof” icon under Ribbon menu / o ) O
Building, then “Select All” command. As you can see all three roofs are ,,.] N |.i| mr &/
selected in 2D and 3D. i L=t
On the left side under properties press the “Loft” button next to “Move objects to - Property
other floor” and select “Roof” from the pop-up dialog window, finally press “OK”. Structure R Select all
g Keyboard shortcut
‘@ Add to Quick Access Toolbar
€@ Checkvideo Tutorial
Properties a
Roof (3) " Select floors n
* VARIES = \5 Number Name
Property Value -1 First floor
% General -2 Ground floor
Layer * VARIES * ot
Colour I
Line type Simple Line ot
Line weights 0 mm ~
|:|Pseudo Copies
Draw Order 8 - Bottom-most w
Full copy
| Move objects to other floor Loft Rectangle profile
Copy objects to other floor Loft Polygon profile
BIM parameters * VARIES * oK Cancel

That happened exactly what we were expecting in the 2D window, but in 3D as result the roof is now placed 3m higher.
Now let’'s move downwards.

You can do this in the quickest way as follows. First select all three roofs in 3D.
Then click on the vertical blue arrow, then select “Move” command.
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% Move
‘4 Move a copy

a* Rotate 90 cow

o Rotate a copy 90 Ccw
% Rotate 90 cw

» Rotate a copy 90 cw

Move down the roof and type 3m.

Accept changes by pressing Enter, now the roof is placed correctly in 3D window as well.

Activate the floor plan window. You can easily swap between levels (Roof, Loft) by using the blue arrows at the bottom
toolbar. These levels now can be managed as completely separated items.

3 Roof v .' ‘

7.6.2. Creating Slab

Now we will create the slab on the Roof level.

For this we have to move to Roof level by using blue arrows.

In order to make visible it for editing later you have to choose the level down below, select the arrow next to Roof and

open the level list.

Click on the bulb icon next to Loft. Now it has changed to yellow.
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#4 Roof v Wl

On floor plan window the effect of this modification can be immediately seen. This method allows you to see different
levels including the level you are currently working on.

Before creating the slab, check its properties.

e Go to Ribbon menu / Building / Properties / Slab tool.

* Now the Slab properties window will come up. Now select a new wall style. For this click on the currently use style name
at the bottom. On the right side select from the style list the 300 mm thick reinforced concrete slab “1 layered r.c. 30 slab“.

o Click on “Activate” button. Under properties all relevant details have changed, which are needed for later.

e is very important to set “Cut by roofs” option to “All floors”. So, if the slab meets the roof structure, the roof overlay will be
automatically cut off by the roof.

e Close the dialog by pressing “OK”.

properties Styles H

« General properties

54 1 layered 08 r.c. slab

.
= . = 1 layered 15 r.c. slab.
m N — 21_Fadémi ~ Cream_01
ma. = g — I =~ 1 layered 30 r.c. slab. I
=== - - -~ 2 layered r.c. slab 19+11
=TE Simple L ] |8 - Bottom-most =7 Cream_01
B = 54 Coated drift 4+5+2
1 .
"] The slab border doesn't display on the floor plan in print =y Cream_01 ~| Coated drift 4+7
| Coated flat roofl
Base offset from the floor om M Slant angle 0° o 1 Coated floorl
~{%4] Coated floor2
1
Total thickness: -0.3m ~ Slab type Slab M = Coated green roof
#| Concrete flat roofi
Slab layers Cut the walls i:l No cutting w £ Counter slab15+5+1+20+7
-4 Floor on the ground1
—
Beams and block flooring system Cut by roofs ﬁ All floors ~ = Floor on the ground2
| Floor slab + hardcore
{57 Reinforced concrete 19+4+5+2
-4 Reinforced concrete 19+4+7
U-value: U-value: Not calculated

£ susp.ceiling 5+15+19+11

3D fixed
Fill color on floorplan No
New
e e
BIM Parameters 1 layered 30 r.c. slab. | ’T‘l Cancel Rename Delete

o Draw the slab by using Ribbon menu / Building / Slab / Slab in Sketch mode command.
e Click on the inner corner points except the conservatory and press Enter.

e The slab is ready.

Interior

Drafting

‘ Slab Roof  Ceiling Railing

L] slab in Sketch mode | —

[2 siab by wals

<2 Slopedslab »

ANY [ -
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7.7. Placing openings

Now we will place windows on this building.

7.7.1. Placing roof window

Let’s start our work with placing roof windows.

e Activate 3D window rotate the model to make clearly visible the roof plane is shown below:

e Click on floor plan window and activate it.
e Select Ribbon menu / Building /Window and Roof Window command.
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# ® ===} 1 A's Edit View | Buiding | I

Window Curtain wall Column Beam  Slab Roof
- v h -

| u Placing window Structure

L
_ Window by two points

] @! Window not hosted by wall

\\\\\\

|,C‘_51> Roof window |

The shape of the cursor has changed. Select that roof plan on which you want to work where you like to place roof
windows.

The program immediately brings up “Window on roof” dialog, here you can define window properties.

It is important to select roof window. This makes sure that roof windows will be correctly represented on floor plan and 3D
model.

According to the current example, the window type should be a roof window. For this click on the “Default” button below
the preview, this way we can have an access to the window library.
Select from Window / Roof / Single folder “Window on roof” type.

Windows

‘ [Search in all items] Q H Brands |

E. Windows = Roof = Single
<<L5(E 5 Elements -]
\
dos Q@

Asymmetric Circle Dormer Roof Equal div. 1 Not equal
triangle skyli window on r skylight div. 1 skylight
N AR
Photovoltaic Simple + Solar Trapezium 1 Trapezium 2
Solar Panel  triangle skyli Collector skylight gt
) I = ¢
\ Y N \ 7
31 f 58 —4
Triangle Triangle Triangle Triangle Window on
asym.1 skylig asym.2 skylig sym.1 skyligh sym.2 skyligh roof

The width 1m, thickness/ height 1.8m, the distance from the upper roof plane is 0,03 m.
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Window on roof

Main parameters

‘ Redraw

with: L
Repesenaton Height: 1800 mm -
Outer handle 30 mm | |
Tnner handle Sill height 0 mm
Colour
| 2 Line type Simple Line ~
Line weights 0 mm v
Drawr Order 8- Bottom-most ~
| Thermal parameters
|]nfnrmalion ‘ Ratio (Ilumination area) 100%
Ratio (Ventillation area) 100%
Material Value ~
Solid Beech
Glass material Glass26
External frame material Default material
Internal frame material Default material v
< >

BIM Parameters

No style

| window on roof

‘ 0K Cancel

|
|
4

On the Roof Connections tab, set the Top hole to Horizontal and the Bottom hole to Perpendicular to the Roof. This will
give the most light to the room.

Window on roof

[ -]
v

Redraw ‘

Main parameters

[ p i ‘ Material of surface of hole L'ﬂ Default m...
Top hole Horizontal b

Roof connection P - 2 D
Angle from the horizontal plane (A>0: upwards) 0°00!

Basic geometry E
Angle from the vertical plane (B>0: outwards) TI0T0T

Outer handle

{Inner handle

Accessories

1

Information

Create variant

|

[ BIM Parameters |

Close the dialog with OK.
Now place windows.

Since you don't want to place the window at a fixed height, where the program currently places it, select the 3D plane
option in the top menu bar.
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247

> & Place in 3D plane

Properties

No style

%5 Rel. height from roof baseline:

Give the position of window on the roof, hold SHIFT = direction lock

1 x |/ View 2 [Image] *  Floor plan - - Roof (6000 mm) * +

I

Styles

11200 mm x 1200 mm window

11200 mm x 1500 mm window

F=11200 mm x 600 mm window

F=1600 mm x 1500 mm window

1600 mm x 2400 mm window

1900 mm x 1500 mm window

@ Egyszarnyu

2 Velux

=iMKo4

E=iMK06

=iMKo8

E=EMK10

Floor plan - - Roof (6000 mm) *

E=IPKO6

Endpoint| - - === -----~

7 Length 346 mm
4 Inclination  169°18"

E=iPK08

E=PK10

Properties| Project n..  Styles

Design c...

g //// / g /,=’
7
o o o
,// /,/ Y i A lF
Z

0o

7 Hosszissg 253m |
A Hajisszog 3616

/

If you want to place window on a separate roof plane, then press Enter to close the command and select the new roof

plane.

Close the pop-up dialog “Window on roof” dialog by pressing “OK”, then place the window.
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Z

e Close the command with double Enter.

7.7.2. Place customized windows

Now we are going to create a customized window.

To create the window first we have to move to Loft level. We place the window on the wall is shown on the picture below:

e Activate the 3D window and change the perspective to an external view.
¢ Rotate the model to see the selected wall properly.
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Activate the floor plan window.
Go to Ribbon menu / Building / Curtain wall and “select Reshape curtain wall” command.

= =1 Al= Edit  View || Building

F I = [J°

Curtain wall Column Beam  Slab F
- -

g ]—Hl! Curtain wall Lre

Reshape curtain wall |

B

il Corner window
Curtain wall by two points

51 Convert wall to curtain wall

Edit layout

L

Now select the inner side of the wall with one click, then place its layout, but not to overlap the floor plan.

Now a question will pop-up: “Do you want to keep the layout of wall?”- answer: YES.

An alert message will appear asking to specify a profile in order to describe the frontal shape of the curtain wall. Please
press “OK”.
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e Click around the shape is shown below:

L/

/I\ (1
N N

¢ When you close the polygon “Curtain Wall” dialog window will appear, here you can customize the window.
¢ At the moment we are going to keep the settings, close the dialog with “OK”.
e The curtain wall now is visible on the floor plan and 3D window.

The mullion can be modified which we will demonstrate in the following example. Now close the command with ESC. Now
the customized window is ready.

7.7.3. Conservatory with curtain walls

The last openings that will be placed in this project will transform the walls of conservatory into curtain walls.

e Activate 3D window and rotate the model to clearly see the conservatory.
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e The modification can be done in 2D and 3D window.

e Select Ribbon menu/ Building / Curtain wall / “Convert wall into curtain wall” command.

e As you move the cursor you can see that the software recognizes wall planes. Click on one of the conservatory walls, then
it turns into curtain wall with the current settings.

o Modify other walls.

e Close command with Enter, now the conservatory has glazed walls.

Let’'s see an example how to customize curtain walls.

e Select the curtain wall on the left side and open its properties.

e Click on “Basic geometry” tab. On this tab you can define Curtain wall properties that are related to divisions,
representation and even the geometric representation of the window.

¢ In this example we modify only one thing - the division.

* Now change the number of glasses horizontal and vertical to 1-1, then press OK to close the dialog.

Curtain wall n
- Redraw 1)
Main parameters
Representation % Mullion properties
Mullion thickness 0.05m
Reveal Mulion width 0.05m
||Bas'|c try I Mullion material Steel |
[ offset of mullion (=0: aw... 0.02m
Quter handle Mullion placement relative to... Middle v
0 hand) 4 Basic geometry
nner handle
Glass width 0.01m
Accessories Glass material Glass26
Offset of glass (=0: away fT... 0.04m
Interior and exterior sils ] Fixed Distance
Built-n details Horlzo_ntal Spa.cmg
Vertical Spacing
I Mo, of glasses in horizontal: i1 I
| Mo. of glasses in vertical: i1 |

Glass Transparency
4% Frame properties
Frame width 0.03m
Frame Thickness 0.1m
Frame material Steel |
[ Top frame
Bottom frame
Left frame
Mullion on left side when frame is OFF
Right frame
Mullion on right side when frame is OFF
Corner column exists

KIRIE

BIM Parameters Defalult | Ok Cancel

o Repeat the same on other walls.
e Finally, open properties again and change the number of glasses in horizontal to 2.
e Close the dialog with “OK” and now the conservatory is ready.
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Curtain wall n

Main parameters Redeom m
Representation % Mullion properties
Mullion thickness 0.05m
Reveal Mulion width 0.05m
[Basic geometry ] Mullion material Steel [ |
[] offset of mullion (=0: aw... 0.02m
Quter handle Mulion placement relative to... Middle v
- % Basic geometry
Inner handle e Cei
Accessories Glass material Glass26
Offset of glass (>0: away fr... 0.04m
Interior and exterior sills [] Fixed Distance
Builtin detaile Horizontal Spacing
Vertical Spacing
2 |
No. of glasses in vertical: i1 |
Glass Transparency
# Frame properties
Frame width 0.03m
Frame Thickness 0.1m
Frame material Steel [ |
[+| Top frame
[] Bottom frame
[ Left frame
Mullion on left side when frame is OFF
Right frame
Mullion on right side when frame is OFF
Corner column exists
BIM Parameters Alapértelmezett oK Cancel

7.7.4. Creating complex roof window

Let’s create a complex roof window with the combination of a roof window and a window in the wall.

Activate the 2D window and navigate to the left roof window.

Set the properties of the window by right-clicking the Window command.

Click on the Flush designation to change the window style to “1 leaf double glassed” type from the library.
Set the Width to 1 m, the Height to 1.16 m and the Parapet Height to 0 m.
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Window
|"a'- L ISTE RS | Width: | 1000 mm v| | Redraw | @
|
E=h | Height: | 1160 mm v
| Ppidnicherfcavity | Thickness: | 100 mm |
|pasic geometry |
Outer handle |:|Hide opening and make a void
|1nner handle | Distance from wall line 100 mm
Sill height 0 mm |
|Accasor'm | Outer sill height: 0 mm
|1nlerior and exterior sills | Add level shift
Colour 0 ]
|Bu||l—|n olais | Line type Simple Line w
|1nformalion | Line weights 0 mm >
Draw Order 8- Bottom-most ~
Reference axis Side ~
N Distance from wall corner 2083 mm
Create variant
Lining and architrave

Dimension, consignment

Thermal parameters

External frame material
Internal frame material

Ratio (Ilumination area) 100%
Ratio (Ventillation area) 100%
Material Value
Solid Beech
Glass material Glass26

Default material
Default material

| BIM Farameters

| o 2ye

e

Internal

. |_{Endpoint|. 3
|

| 1 leaf double glassed

| & | |

Cancel |

e Go to the Roof level, select the roof window and click on the top left corner to select Move. Move it to the outside of the
window in the wall plane.

pgan

R :ndpoint|
T Lengtl 00 T i
2 Inclinafion

180"

D
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The roof will still cut into the window in the plane of the wall, so in the next steps we will modify the contour of the roof so
that it does not cut into the window.

e Select the roof and click on its contour. Then in the pop-up window, select the Insert Node option.

I/
|
II\
// Offset

A Insert node

& Turn into curved edge

e Place a node at each end of the window, then click on the roof outline in the window line and select Offset. Drag the plane
of the roof to the inside of the window, then click to place it.

/

// Offset
Z™\ Insert node

Q Turn into curved edge

|

e The window is ready, the end result should look like in the picture below:
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7.8. Blinds and curtains on roof windows

We can place curtains and blinds on different window types. Now we will place an aluminum Venetian blind on the roof

window.

e Activate the floor plan and select the Ribbon Bar / Interior/ Soft furnishing / Venetian blind.

Edit View Building Drafting
]

fe[ O -
5 £ & Tl
g

Sweep | Soft furnishing | Lighting  Lighting pla

Decoration Ligt
Soft furnishing n

I Window decorations and blinds |

Curtain

E Roman blind
—

Venetian blind

Vertical blind

Place by opening [

e Place the Venetian blind on the floor plan. First select the lower corner point of the window, the upper.

¢ In the appearing dialog set the following parameters: Top height: 2.46 m, Bottom height: 0.4 m, Angle of inclination: 48.19

(since we measure the angle from the vertical and the rotation point is on the top of the blind)
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Venetian blind n

e B sl [R]=

Top height Angle of inclination [ [ 4
[ 2460 mm v | [aser ~] &+
Bottom height Direction of inclination
|4ug mm \/‘ ‘ 0 \/‘ Beech Beech- Defau_lt v Cream_0
tree material pid
Width
1000 mm ~
Height
2060 mm v

Position and sizes

Dot eitenpere [ conce

e The program automatically places the blind before the roof window.

Venetian blind

LE P o[=[& [&]<]

Strip width Strip rotation
j %

N / b
Spacding

Venetian blind

[ Automatic refresh on page ['s] Cancel
e Set the retraction of the blind by clicking on the second tab.

e Place a blind on the lower, fixed window as well with the following parameters: width: 0.85 m, height: 1.03 m, relative
elevation: 0.07 m.
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This is how the complex roof window looks like with the blinds and furniture:
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Workshop: Upholstered furniture based on profiles

o,
o

o,
o

o,
o

o,
o

2
”

Start

In this tutorial, you can learn how to assemble furniture by using ARCHLine.XP tools; this way, you can easily design
customized upholstered furniture. You can learn to use the loft tool, which helps to create the legs for furniture and Smart
Object Assembly tool, which supports creating the seat and the back panel. Also, you get to know how to assemble the
furniture parts.

Creating Esmeralda ottoman components
Assemble Esmeralda pouffe

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

Open your browser and watch the video tutorial here:
https://www.archlinexp.com/enroliments/courses/intermediate-course/upholstered-furniture-based-on-profiles/1

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

Save project

8.1.

8.1.1.

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

Esmeralda ottoman

During this workshop first, we create Esmeralda N
ottoman, as it is in the picture below. Before doing
anything, let's check how many parts the ottoman has.
There are three components such as legs, the base ‘
and cushioned seating. After analyzing the furniture,

you can start the design.

Creating Esmeralda legs

First, we create legs.
As you can see, these are particular legs, not a regular cuboid. Profiles on the top and at the bottom, are different and the
whole 3D shape is slanted.

Select from Ribbon menu / Interior / Smart objects / Loft command. Now we use the Loft tool to create a 3D solid or

surface in the space between several cross-sections. We pull a drawn cross-section profile all along a specified path for
the lofted solid.

Drafting Annotate Documentation MEP
Y v O A %
L K ®- — L =1 | =

Soft furnishing | Lighting Lighting Plan Electrical accessory KBB Smart Objects Sketch Mod
e - e b

- b4

tion Lighting g Loft i

—

1:100 > [[=—1:20 - ~ | Click to select, pre!

D Smart Object parts

Floor plan - - Ground floor (0 mm) -;,b_‘{*_; Assembled object

The path is going to be a vertical profile. On the first tab, set the height to 140 mm.
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Loft n

EACIERrES

[4]
|
— [%]
5 5 Chairleg  Chairleg EB ifcassishap kagylo_pat Marseille_c profil_lab_0 . ’
el Horizontal el profile2  60/19/25 e b haieprofile, 1 profileo3 é
§wface resolution Bottomﬂ(»star}) endipigr Topb(pﬂnerA) endmg Length
| Medium v | [Mconnect section profile corners ‘Perpendiqjarending VI ‘Perpendiularending V‘
Position and sizes [ Automatic refresh on page i oK [ Cancel

On the second tab, define the section profiles.

e The bottom profile is 30x30 mm rectangle. Enter the new width and heights values. Click on the refresh button to see the
changes.

e Add the top section profile, by clicking on the green cross icon (1), then enter its values (width: 50; height:50 mm) (2). Now
you have to define its position on the path. This profile is on the top; therefore, move the slider to the value 100% to the
right side (3). Finally, click on the green tick to apply changes (4).

Loft x
¢ =]
]
clols P ool 82
@ 3
*‘ o | |Position on the path
= — o 100%
By mm
2/2 4 | Jﬂ‘ I 0mm
E x ‘ ! EB Entrance ifcassish Leg Leg Leg Leg '.} [wideh Torsion e
j - | 60/19/25 door ON ape |section p|section p section p section p 0\ 50/mm "’ Smoath Fit 0% v
‘H_Cj \gﬁi | — Height Sharp . Connection Offset
— d B} ke 56 mm v 0.00 =
Join to previous LX
Resize profile s
oin to ne: T
= +[Fe
Section profiles [“] Automatic refresh on page 0} oK. ‘ ‘ Goncel. |

- 27

When we thoroughly checked the leg, we saw that the basic shape is a truncated pyramid, which has two vertical sides
and two slanted sides. To get this shape, we have to modify the reference points of the profiles.

* Now the top profile is active as it is highlighted with red. So, if you click on the cogwheel, in the appearing “Edit profile”

window you can designate the new reference point. That should be the left bottom corner. Now click on “Ok” to accept
changes.
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Now in the “Loft” window, you can see that the center point of the bottom profile is connected with the reference point of
the top profile. The section profile is pushed to the side, so we have to repeat the same at the bottom.

Let’s change the bottom reference point. Click on the blue arrow to swap between profiles; the selected profile is activated
and marked with red.

@

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

Edit profile n

2 = £ Leg section profile 01 square

Mirror on X
Mirror on Y
Rotate
Uniform 3D scaling operation
Width: Height:
£ | 100 mm | | 100 mm

Select Profile Redraw

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

OK Cancel

Now the 3D shape of the leg has the desired shape; two sides are vertical, others are slant.

On the next tab, select the material. We use “Egzot03” for legs.

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

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

Name of the new item in the library:

Esmeralda leg

Category:
LIVING ROOM

Sub category:

‘ Accessories ~ |

Producer:

[ cadine

BIM parameters Cancel a0 ey el

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

i o I e

Amboise Ceiling Ceiling consocle_| esmerald Gilmore Leg_gray Marseille OvalnyP
ab.01 Main Ru Molding  eg dad  Tilg  Tvieg €901 lea02  ledl2  hri0 eg ot wit
Description ~ Restore default from:
Save [] Automatic refrash on page [s] oK Cancel

¢ Finally, place the leg on the floor plan.

8.1.2. Create the base for Esmeralda ottoman

The next session is about to create the seat of the ottoman.

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

Drafting Annotate Documentation MEP
[ o W y 4
| % % Gﬁzo‘ = L (=] ] A 7

Soft furnishing | Lighting Lighting Plan Electrical accessory KBB Smart Objects ‘ Sketch Mod:

on Lighting

Loft N
;100 > |[—1:20 - - | Click to select, pre:l ==
| Smart Object parts }
Floor plan - - Ground floor (0 mm) vél-: Assembled object

¢ In the appearing dialogue set the horizontal orientation.
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Smart Object parts n

i) | S (el (Al ElE

Orientation Base profile width Width [IRound all edges Surface resolution
o] | [wom ] e —

Base profile height H]eD»gOhtm i Dlshow grid

[wom <]

Thicka Depth Front rounding

ickness ep
800 mm
Back rounding
Thickness orientation

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

Smart Object parts B

*
&
&

Frontal Frontal Frontal Frontal Frontal Frontal Frontal Frontal Marseille_c  Marseille_c
profile 1 profile 2 profile 3 profile 4 profile 5 profile 6 profile 7 profile &  hair_profile  hair_profile lz|
o

i ] el e (Dl [5][=]®

]
(]

alap

Frontal profie [ Automaticrefreshion page [ ]| co |

o Now go back to the first tab, under position and sizes set the Base profile width to 600 mm, Base profile height to 450 mm
and Thickness to 100 mm ().

e Set the surface resolution to high (2).

e Round all edges to 10 mm (3).
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Smart Object parts n

i [ e ekl (A= [elsE [&]=
Orientation Base profile width Width Round all edges Surface resolution 2
| v ‘ | - ‘ 3 | Side rounding H e
Base profile height Height 20 mm - T Tshow gnd
1 00 e
Thickness Depth
s
Thickness orientation
Position and sizes [] Automatic refresh on page Cancel

On the fifth tab, you can select materials from the Library, now choose “Cream_01".
Finally, on the last tab, save the base by clicking “Save as“ command. The category should be Living room, for sub-
category we recommend to use accessories for furniture components. Now enter the producer’'s name, which could be the
model manufacturer.

e Now place it on the floor plan.

8.1.3. Create Esmeralda seat cushion

Let’s continue our work on the seat cushion.

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

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

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

Smart Object parts

= 2 & [l ~
o w e s s DE eIl []=
Orientation Base profile width Width Round all edges Surface resolution
» 600 600 mm i
i i — -
Base profile height Height D show grid
Thickness Depth

Thickness orientation

Center e

Position and sizes Automatic refresh on page © Cancel
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Let’s get familiar with decoration effects. Tools for effects are stored on two tabs next to material settings. One is adding
decoration to the top; the other is adding to the bottom alternatively if you have a vertical 3D shape to the front and the

back.

o Pillow effect is added to the cushion; which you can create in the following way. Select the first decoration effect tab, which
adds effects to the top side.

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

base height.

| Smart Object parts n

E e e (e - [ &)=

B Affected area

PR =

EE Tufted a;‘;ﬂ;‘:a Nailing| " ‘. Sewing

B 1
Padding depth 2
3 m

| Effects [“] Automatic refresh on page @ __Ca;l—_

e Save the changes on the seat cushion, go to last tab and press “Save”. Overwrite the changes on Esmeralda seat cushion
and place it on the floor plan.
8.1.4. How to assemble Esmeralda ottoman

As we have created all three components for the Esmeralda ottoman, now the next step is to put them together.
e Open “Assembled objects” command from the Smart Objects group.

Interior Drafting Annoctate Documentation MEP
1 % w -
1= ] = 43

Soft furnishing | Lighting Lighting Plan  Electrical accessory KBB Smart Objects Sketch Mod:

ion Lighting al ¢
100 | - ||—1;20 | - ‘ m Click to select, pre: O"' et
D Smart Object parts
oo pen - -G ReorOmm | | Asemes obie

o First select Esmeralda base. Select the new item from the library by pressing the blue cross.
e The selected item appears. If the selected item is red in the dialogue window, that means the item has not been placed
there yet. Therefore, click on the green tick.
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Smart Object assembly

i

] EIC Aalle
| —
Offset left/right (red)
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4 |0mm
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Offset front/back (green)
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b .

Cannes a Cannesb Cannesb Cannesp Cannesp Cannesp Canness Canness Canness| abase 2
E Offset down/up (blue)
| = | & D
B \j k 4 | 0mm e
Turn up (red) Turn forward (green) Turn right (blue)
‘D" \/| |Dc v‘ ‘D" leMwor
—
You can place an object by selecting one from the list and defining a placement height! [] Automatic refresh an page O Cancel

If we choose another item now, this is highlighted in red which refers to its selected status.

Let’'s add legs to the bottom of the Esmeralda base.

Now click on the green cross icon. By default, the program puts the new item on top of the previously placed item. Now
select from the library Living room / Accessories / Esmeralda leg.

Smart Object assembly n

Height: 140 mm

Width: 50 mm

Depth 50 mm

£ < g o - &=
<[> E Offset left/right (red)
¢ 4 [0mm <[ e»
2/2 | 4
Offset fron/back (green
Esmerald| Esmerald Esmerald & (green)
a_leg a_base a_seat_c 2 [[‘ <[ 0mm ~|| o
& X E Offset down/up (blue)
2 2 I p 4 [100mm < ew
Turm up (red) Turn forward (green)  Tum right (blue)
[o° v] 0° v 0° | irror [CRelative coordinates
You can place an object by selecting one from the list and defining a placement height! [ Automatic refresh on page o |

You can see that the program placed the new item in the middle of the base with the leg center point. Switch off Relative
coordinates to make it easier to position the leg. Move the leg: Along the blue axis (downward), minus 140 mm; along the
red axis (to the left), minus 265 mm; and along the green axis (forward), 185 mm.
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Smart Object assembly a
— -
Height: 140 mm
Width: 50 mm d/ “
>‘ " - -‘/--/“_
" DepthS0.mm s
2 e oo & |8|#
«|[=» o E] Offset left/right (red)
| « [-265mm | »
2/2 |
Offset front/back (green)
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k*] = t: 41 | -140 mm v
Turn up (red) Tun forward (green)  Tum right (blue)
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You can place an object by selecting one from the list and defining a placement height! Biostotts refvesh o page o e

e Add the following leg. Click on the green plus button, then position it: Along the blue axis (downward), minus 140mm;
along the red axis (to the right), 265mm; and along the green axis (forward), 185mm.

e After adding the third leg, adjust the values as follows: Along the blue axis (downward), minus 140mm; along the red axis
(to the right), 265mm; and along the green axis (backward), minus 185mm.

e The position values for the fourth leg are: Along the blue axis (downward), minus 140mm; along the red axis (to the left),
minus 265mm; and along the green axis (backward), minus 185mm.

¢ You finished with placing legs. However, not all legs are positioned correctly. The leg is in a good position when its two
vertical sides are facing outside. We have to adjust legs accordingly. Select the leg and set the value “Turn right (blue)” to
90, 180 or 270 degrees.

Smart Object assembly n
- Height: 140 mm
) Width: 50 mm
1
| Depth 50 mm
1] s =® &7
& Offset lefifright (red)
- e .

Offset front/back (green)
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Offset down/up (blue)
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v

Turn up (red) Turn forward (green) Turn right (blue)
‘ 0° v‘ ‘ i v| | 2700 ~ ID Mirror [JRelative coordinates
Smart Object parts [] Automatic refresh on page o Cancel

e The final task is to place the seat cushion on top of the Esmeralda pouffe. For this, select the base then add the seat
cushion from the library / Living room / Accessories category. The software automatically places it in the middle, finally
click on the green tick to create it.
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Smart Object assembly n
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You can adjust the placement plane and reference point of this object by dlicking the stickers on the 3d preview! Automatic refresh on page s} Cancel

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

8.1.5. How to modify assembled object?

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

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

e Here, you can see that the pillow effect was only added onto the top side and not to the bottom. If you click on the second
decoration effect tab, there you can add padding depth to the bottom. The padding depth value is 100 mm. Click on the
green tick to apply changes. Now the pillow effect nicely appears.
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Smart Object parts n
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e Save the changes, then go back to Smart Object Assembly dialog.
o |f the Offset down/up value is zero, the bottom of the seat cushion will be placed right on the base. Now change this value
to minus 30 mm, this way the pillow effect will nicely pushed into the base.

Smart Object assembly n
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71 - e P -
B * Offset front/back (green)
—
: : S— om ]
Amboisela  yairback  Chairleg O cristal 2 FAE [om I 2
b01 Seat Shape alap o Feet domnfon GS)
| olaly [sm |»
Turn up (red) Turn forward (green) Turn right (blue)
[0° vl e vl e | Omirror Relative coordinates 4 @
You can adjust the placement plane and reference point of this object by dlicking the stickers on the 3d preview! Automatic refresh on page o Cancel

o Now save the changes and close the dialogue window.

Whenever you want to use the newly created ottoman, simply find it in the Library under Living room / Armchair sub-
category.

8.2. Marseille chair

The following example will be more exclusive chair. We will show how to create Marseille chair. We have found it on the
internet, and we have only three parameters such as the depth, height and length. Also, we found three photos see below
them.
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The photo of the back of the chair will be handy for us later on. Using the parameters mentioned above, let’s start our
work. First, we have to investigate what makes this chair special and also analyze how the components are built-up, such
as the cushion seat, curved legs, curved back panel.

Start

Open the project which has already included the ready model and profiles before you start the work. Here you can find the
project:
...ARCHIineXP Draw\2023\Course_Intermediate\8_Upholstered_furniture\Marseille_chair.pro

8.2.1. Drawing profiles

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

e Import the previously mentioned photo of the back chair:
...ARCHlineXP Dran\2023\Course_Intermediate\8_Upholstered_furniture\Photos
From Ribbon menu / Drafting / Raster image choose “Place” command, or use drag&drop to place it on the floorplan.
Edit View Building Interior _ Drafting Dimension
C o+ O » @ 5

ot Point Ellipse Raster image Group 3D New profi

D Place

-

The photo is not scaled, but suitable to get the profile of the back panel. To work with a scaled back panel first, we have to
calibrate it.

¢ Click on the chair and from the local menu choose “Calibrate” command. The height of the chair is 1170 mm; using this
value, you can calibrate the chair. Draw a straight line starting from the bottom of the leg to the top of the back. Holding
Shift down, you can easily draw a vertical line. In the pop-up dialogue window enter 1170mm the height of the chair.

1 |Nearest point

ARCHLine XP u

Input the real world distance between the points

Mew value: | 1.17 m|

This is a perspective image and not suitable for getting more information about the chair. We aim to get the shape of the
back of the chair. This photo is scaled now; we have to draw its profile.

e Use Polyline command from Ribbon menu / Drafting.
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FPEHESO YOS 72 %=+ = A";+;'= Edit  View  Building Interior _' Drafting

SN\ e OCAT + C H =@ X%«

Line Paolyline Circle Arc Hatch Text Point Ellipse Raster image Group 3D Mew profile Create

(L~ Spline

Draw Create

o We are going to draw the half of the profile of the chair. First, select the “Half division point” from the snapping options and
define the half division point of the back panel. The option can be found on the toolbar at the bottom.

h‘?.i_ Distance from intersection

1:;}-20 Midpoint between two selected points

@ Center point
o [ ]

o Draw a line on the top; after placing its endpoint, the program automatically sets the starting point of the polyline in the half
division point. From here, you can start drawing the profile.

- < Vsl [Nearest point| ~ - -
Zlength  034m
4 Inclination  0°

e Firstdraw a line then an arc. You can draw an arc by using three points. The first is given, then select the endpoint, finally
a middle point which helps to define the arc.

e Continue the drawing with a line and a smooth arc. To draw the arc, select option from the pop-up menu, first select

Smooth then Arc option.

For the next line, select “No smooth” command.

Continue with an arc.

o Draw the last line until the perpendicular projection of the half division point. Close the drawing command, the half of the

profile is ready.

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

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

% [Nearest point
7 length 141 ml
4 Inclination  0°

Next, we have to draw the upper part of the back panel. If you check the model from a bit closer, you can see that the
pillow effect is smaller on legs, then on the other parts. We have to define another profile to reach this pillow effect.

e Select the profile and create another copy of it.

e Try to find the seat height and start to draw a straight line from there.
e Use Delete between point command from the top toolbar to remove unnecessary lines. The second profile is ready.
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|<f / XK == —I 1A= | Edit View Building Interior Drafting Dimension
A b o] -~ il Trim 2w ¢~ Chamfar 5. Alin
Delete between points bt
roperties Deletes that part of the selected object, o
which is between the two intersection points (or endpoints) nearest to the selected point.
1. Click on the object(s).
= T
To complete the chair back profile, we need the front profile and the previously created top profile.
Also, the back of the chair is curved. Therefore, this is a vertical base profile, and we use for modelling.
e Draw an arc; the height is 1170 mm.
e The curve of the back panel leans a bit backwards. It is not a regular arc as this one is drawn here. Lean backwards the
profile by moving the endpoint.
Seat profile

Let’s look at the next item, the seat. To create it, we will use a rectangle.

From Ribbon menu / Drafting / Polyline start the “General rectangle” command. From the appearing local menu choose
“Define rectangle X/Y size...” option and enter the sizes. Draw a 500 * 500 mm rectangle. We already know that the total
length of the chair is 500 mm and depth 580 mm, which includes the back of the chair. We assume the size of a rectangle
will be enough for the seat.

™ General rectangle N -
Rectangle size setup X
p | Horizontal / Vertical
T 0]
A | Width...
O C (@I mm
Define rectangle X/Y size... ‘ ‘
— ®@——O—O
Multiple lines... | 2 o |
s Gence

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

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

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

Place a rectangle again and inside draw an arc from the half division point until the quarter-
point by using the arc command.
Mirror the arc by using Mirror a copy command.
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Nearest point
a3 Rotete 80 caw y £
= © 7 Length 0.27Tm
ar Rotate 80 cw A Inclination  270°

¢ Rotate
{f2 Rotstea copy
I Rotatefrom ..

{f1 Rotatea copy from ...

e Then use “Delete between points” command to remove unnecessary lines. The top view profile of the seat is ready.
Leg profile
One more profile needs to be created for legs. Here we have to draw an arc again; the leg is 350 mm high and curved.

e Draw an arc which is 350 mm high.
e Lean it backwards slightly by moving the endpoints.

E
039m o
G
(=]
N . Change length o
-
& Close h
4 Move ﬁ
@ Movea copy x
¢, Rotate
(3 Rotate a copy .&’

Now we created all profiles for the Marseille chair. Delete these items and use Smart Object commands to create the chair
components.

8.2.2. Creating Marseille legs

When we have all profiles, we could continue working on modelling the furniture. First, we create the components such as
the leg, back and the seat.

e Select from Ribbon menu / Interior / Sweep then Loft command. It means we draw a profile along a selected path.

e First, select the path to use for drawing the profile. In this case, this is a special one, therefore click on the yellow start icon
and choose “Custom profile” option. Here you can select, the previously drawn profile on the floorplan.

e Now choose from Ribbon menu / Profile editor mode the “Select an item” command and select the leg profile with one
click.
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EETES s I = | Profile Editor mode

& £ o | o | = & ~  x

Closed loop  Multiple profile Edit boundary |Select anitem [Belect from list Last defined outline Select connected lines | Finish  Cancel

Draw Editor

¢ When the profile is selected, then the software automatically brings up the Loft dialogue window. We recommend to set
the high resolution and define the bottom and top ending to horizontal.

Loft B

& goll &z

‘,, | Qnemahon
: ‘ Vertical v
‘ Width
- Custom Chairleg  Chairleg EB ifcassishap kagylo_pat Marseille_c profil_lab_0 | | 32.2mm
Verical - Horizontal | "profile | profile  profile2  60/19/25 e h hairprofle 1 Profied0s | s
E‘ 350 mm
§urface resolution Botmmﬂ(rsmrrt) endipg Topﬂ(romeg endinrgr
High v | |4 Connect section profile corners | | Horizontal ending v | Horizontal ending v
Position and sizes [ Automatic refresh on page o II] Cancel

e The next step is to set the size of the top profile on the leg. It is a 50*50 mm rectangle. Set the parameters on the second
tab.

e Set the size at the bottom that is a 10*10 mm rectangle. For this, click on the green plus icon and enter the parameters.
Now set the position on the path. When you finished, apply changes by pressing the green tick.

Loft [ ]
Al
Clole Bl sl HE
== o || Position on the path
100%
22 3 o
E x- fi | i h ‘ W]I'g‘:m i T;:;nn =
= | ggleges esssvhap e 2 Smooth Fit =
@ d _diszprofil ] [Height Sharp | Connection Offset
( — m ) =
B] I@ Join to previous Iﬁm
TEsTE= profle
Join to next
Rescale ~
Section profiles Automatic refresh on page O Cancel

e Itis optional to add a third profile which is a 30*30 mm rectangle. Change its position on the path by moving the slider; the
shape of the leg will also change. We also recommend to set the “Smooth fit” to smooth.
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Loft

oS a CICE

E Position on the path —

2/3 x] [ | 131.3mm

Torsion
IE‘ E - fudgig;\reDg:Is iv‘cassEishap kagylol  kagylo_2 Smooth Fit 0% =
= v

=lE] p [Smoat || Cozzar

Join to previous 0.00 =

Section profiles

e We select the material on the third tab.
Finally, save the leg on the last tab. Click on “Save as...” first enter the name, then category. The category the Dining

Join to next

& avtmaterefes o ooe e 1]

room; then we recommend to save the leg under Accessories sub-category. All furniture components should be saved

here. Enter the producer’s name, Wenga.
e Now place the chair on the floor plan.

8.2.3. Create the seat cushion

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

e Select “Smart Object Parts”.

e Set the seat cushion position to horizontal.

Smart Object parts

ol e e e e

Orientation Base profile width

‘Hor\zonra\ vl |600 mm ~

Base profile height

Coa

Thickness

T

Thickness orientation

v

Position and sizes

el [s]=]

Width
600 mm

Height
100 mm

Depth
800 mm

[JRround all edges Surface resolution
Medium ~
I Medum ]

o ] Ostoumd
Front rounding
—

Back rounding

O

[] Automatic refresh on page |

oK | ‘ Cancel
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e Set the frontal profile on the fourth profile. Click on the yellow star icon and from the floorplan select the seat profile.
fle DPEHEBESOOYTIDI 2 % == =1 gl<| profile Editor mode
roan -—
N ¢ o Qo B2 s o = - ~ | =
Polygon General rectangle Rectangle HV ~ Box Circle Multiple profile Edit boundary Select anitem Select from list Last defined outline Select connected lines ~ Finish ~ Cancel
Draw Editor
[ ]

On the first tab, set the parameters. The base profile width is 500 mm, the base profile height is 500 mm, and the
thickness is 100 mm. The resolution is high.

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

Smart Object parts

gl Ba o8 &=
Orientation Base profile width Width [[JRound all edges Surface resolution
r— . 500 mm : High -
Side rounding
Base profile height Height ] show gra
Thickness Depth e

Back rounding
Thickness orientation

Center v

Position and sizes [ Automatic refresh an page

o

e Now Set the material on the 5" tab. Choose Cream_01.
[ ]

On the following next two tab, you can add effects to the seat. On the first tab, you can set the top effects; on the second,

you can add effects to the bottom. Now we will add pillow effect to the top. The padding depth should be 50 mm. Click on
the green tick to apply changes.

Smart Object parts n
/ \_
4 L
B - e [ A= ol B8

Affected area
-y - . Full surface ~
1/1 - < - - -

#([%| | tutted ™9 Nailing| | Pillow || sewing

and plea
==
Padding depth
7
Effects

[] Automatic refresh on page ['s] oK Cancel
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e Final step is to save the seat. On the last tab, click on “Save as... “command, first enter the name and the category. The
category should be the dining room, choose Accessories for sub-category.

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

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

e Select Smart Object Parts.
e The back profile of the chair is a vertical item, so this setting is correct.

Smart Object parts n
= r <
o] [ e s A B8 [#]e
Crientation Base profile width Width [JRound all edges Surface resolution
b ]| [@m o <] s
Side rounding
Base profile height Height [ 1show grid
Front round)
Thickness Depth rent rounding
100 mm
Back rounding
Thickness orientation
postanan s A tomatc e on e I

e On the fourth tab, define the frontal profile. Select it from the floorplan, by clicking on the yellow star icon. Here, we have to
use the “Closed Loop” command and click inside the profile.

Smart Object parts n
g #Ew e B AE ENEE
K ]
Custom ! Frontal Frontal Frontal Frontal Frontal Frontal Frontal Frontal Marseille_c “
profile 2ap profile 1 profile2  prefile3  profiled  profile3  profile6  profile7  profile8  hair_profile
a ol

& ARCH|INE.



280

8. Workshop: Workshop: Upholstered furniture based on profiles

On the first tab, we can set the parameters. Here we have to mention that so far, there was no need to use the second
and the third tab. Here we can customize the vertical and the horizontal base profiles.

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

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

Smart Object parts n

e S e e IICT e
&
e 818 mm
Custem | . o Marseilec Marseillec Parischair. . 0. Vertical Vertical Vertical Vertical 0 1170.6 mm
profile hair_profile hair profile profile 05 P base profile base profile base profile base profile P4
=
Vertical quide 4 Automatic refresh on page [s] Cancel

It is important to note that the height of the back cannot be modified on the first tab. It @) [& [/ @l [adbs] LA

happens because the vertical base profile defines the height. ‘@‘ mmm @m @H

Crientation Base profile width

Vertical w 600 mm ~

It works as above-mentioned in the same way on the horizontal base profile. In our ——

case, we do not have to modify it. So, the width will not be defined by the horizontal —rr—
base profile. Here we leave unchanged the horizontal line as a base profile.
Now go back to the first tab, the vertical base profile defines the height, but we Thickness orientation
should set the length, which is 430 mm, and the depth is 40 mm. The resolution is Center hd
high, and the rounding is 20 mm. In case of the back of the chair, the rounding value . ton and sizes

cannot be more than this value.
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Smart Object parts

i) [ e (s Al

Orientation

Base profile width

|Vertica

[430 mm -

Pasition and sizes

EBase profile height

1170.6 mm
Thickness

Thickness orientation

Width
430 mm

Height
1171.7 mm

Depth
143.7 mm

[o] =
[ARound all edges Surface resolution
Side rourving
20 mm “~ [Cshow grid

BB ot refeshonooe o ]

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

Smart Object parts

6] [5]8

= AR

. > > olPe
(][] Tutted ORI i Pillow | Sewin

I S Q

Affected area

Full surface ~

A toma s o oge [z |

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

e Click on the green cross icon to add further effect. Now select from the drop-down menu the “Custom area” option.

a wae s e B

G0

BE

S 4 L 4

Tufted

Tufted and

pleats

Nailing

Sewing

Padding depth
30 mm v

Affected area
Full surface ~

Full surface
Reduced area
He

Btamaserefosh o oge e ]
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The customized area can be given by using the yellow star icon. The program offers the chair back

profile. We have to fit it right on top of the smaller back seat profile. Then we have to use the Affected area
“Closed loop” command to click inside this profile. As you can see the second pillow effect is Custom area “
created on the upper part of the back chair.

Add further effect, like “Tufted” nailed shape. The padding shape and padding radius should be 50 | &

mm. Click on the green tick to create the effects.

Smart Object parts n

o e e e el o|° 8 |R]®

<[+ Affected area Offset left/ right

- 4 Custom area o mm v
i3 ' R B . Offset front / back
* % UMEd  yailing  Pillow  Sewing
and plea
EHE Spacing horizontal
Padding shape Padding radius Padding depth Direction Spacing vertical
Nailed || [50 mm v [somm - [o° “]

[ 250 mm ]

Effects [/] Automatic refresh on page 0K Cancel

Now set the nailing properties, our aim to place the nailing effect in one row. You can reach this if you half the length 430
mm, so 215 mm will be the value for the horizontal spacing. The vertical spacing will be 250 mm. Finally set the front/back
offset to 50 mm.

Smart Object parts u
G e e v A ol we [&]&
<3 Affected area Offset left f right
-~ - / Custom area ~ 0mm ~
2/2 - : p > .
) ; g > . [ [[ofetfont/back
O
Tufted and Nail Bl Sewi
=z pleats =ing few ing Spacing horizontal
v
Padding shape Padding radius Padding depth Direction Spacing vertical
Nailed o] [somm ~]  [somm - 0° <] | [z50mm -]

Hlnutmotcrehehmpse [ —

Finally set the material Cream_01.

The back chair is ready. You have to save it in the library. Use “Save as ... command, the category is the Dining room,
sub-category is accessories, producer is Wenga.

Now place the back chair next to other parts.
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8.2.5. Assemble Marseille chair

The last task is to assemble the Marseille chair components.

Select Smart objects / Assembled objects command.

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

The component appears in red in the dialogue. It means that the back of the chair has not been placed yet. Click on the
green tick to do so.

Smart Object assembly n

[t Do s BE [§&

e E' Offset leftright (red)
a1 < — @ & klim s
" & Offset front/back (green)
Am::c;ie_\a Chair back  Chir leg Sc.rcs.;lar oy Esmleralda Esm‘er;\da Esmeralda 2 1z [+ v
| eat Shape alap 3 parna Offset down/up (blug)

ol y [Gom

= =

Turn up (red) Turn forward (green) Turn right (blue)
‘nﬂ v‘ |n° v| ‘nn v‘DMirmr

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

Hamatercrehmpse [ Conce

Add the subsequent parts: the legs. First, click on the green cross icon.
Find the legs in the library.

It is placed on the top of the back. Click on the front, now it is active, and then click on the lower middle point.

Smart Object assembly =

el Mol g e [a&
Offset leftfright (red)

e @ N e

@ Offset front/back (reen)
sofs_classic sofa_classic sofa_classic sofa classic sofs classic Trapezoid ~ Wenga  Wenga o FRE >

v

_pama  _tamlal 1 _tamla2 1  temla3  tamla4  SeatShape Cannesar Cannes bac Offset downjup (blue)
E) ol y [ >
Turn up {red) Turn forward (green) Turn right (blue)
[os <] Jee B | Cmrrer Relative coordinates [+ @

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

Atomstereheonroe 1O Conce

Click on the green tick to place the leg, and then move 200 mm along the red axis.

XP
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Smart Object assembly n
i
=~ |
Wl
|
II‘.
L
s el g|[e|8 H=
= < _ \ [#]|  offsetieftiioht (=d)
e H o ' N |t [ mom
ST T
sofa_classic sofa_classic sofo_classic sofa_classic sofo_classic Topezoid ~ Wenga  Wenga g le [+ N
R _parna _tamlal_1 _tamla2_1 _tamla3 _tamlad Seat Shape Cannes ar Cannes bac Offset down/up (blue)
Bk oy T :
Turn up {red) Turn forward (green)  Turn right (blue)
| 0 vl | 0 vl ‘ 0° v ‘DMirror [“]Relative coordinates Reposition object
You can adjust the placement plane and reference point of this object by dicking the stickers on the 3d preview! [ Automatic refresh on page o Cancel
e The next element that we place is going to be the other leg, so leave the leg selected and click on the green plus icon.
¢ Click on the front, now it is active.
e Click on the green tick to place the leg.
¢ Since the lower middle point was the reference point; you have to move this leg along the red axis with -200 mm due to
the symmetry. Also, you have to keep in mind that you have to turn it right with 180 degrees.
Smart Object assembly B
—
v
|
|
¢ !.'
o] Bl g8 &
‘: =} EI Offset leftfright (red)
» =1l B W . (=) e, Ao
‘ﬁ Offset front/back (green)
Rectangula Sest 1 Simple Simple Simple Simple  sofa_classic sofa_classic 2 L 4 >
o (% r Seat Shap = Curvy Recta Curvy Trape Rectangula Trapezoid C  _alap_1 _diszite H Offset downjup (blue)
B @ ol ¢ s >
Turn up {red) Turn forward (green) Turn right (blue)
‘U" v‘ |U° v‘ ‘ 180° v‘ [ Mirror [“]Relative coordinates Reposition object
You can adjust the placement plane and reference point of this object by dicking the stickers on the 3d preview! ] Austomastic refresh on page F's) Cancel
e Let’s place the seat cushion. Click on the green plus.
e Select the seat cushion from the library.
e Click on the green tick to place the seat, which appears now at the bottom as for positioning we selected the lower middle
point before.
¢ We have to elevate the seat cushion to 350 mm because of the height of the legs. Therefore, you have to move it 350 mm

along the blue axis.
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Smart Object assembly

Pz

Offset | ht (red
<= - B |t
el c ~ | l | \ . W o h 500 mm
& Offset front/back (green)
Paris_seat. Rectangula

Height
Simple Simple Simple Simple  sofa_classic 7 <4 54 g
- Seat 1 p
& (% 01 r Seat Shap
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Curvy Recta Curvy Trape Rectangula Trapezoid C  _alap_1

g||e| ™ H|| &

Offeetd £ Llug)
50 -
4 ||
IE E |t£. 4] 350 mm Pl [ ez mm
Turn up {red) Turn forward {green)  Tumn right (blue)
[o® ] [o® v [o® | Owirror [Z]Relative coordinates

Reposition object

Automatic refresh on page 'S Cancel

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

Move the seat cushion to the right position along the green axis.

|

e

Ty

|
[ —

The last task is to place the legs in the right position. After selecting, move it -350 mm along the green axis. If you do not
know the exact value, you can move it by using the arrows.
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Smart Object assembly B

B =E E#

% 2

[#] RECHE T T Width
34 LS - - - ' — ° k-m 200 mm > 500 mm
I Offset frontback green) e

Rectangul Simpl Simpl Simpl Simple  sofa classic sofa_classi
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= = Depth
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i R i e = = TP,
You can adjust the placement plane and reference point of this object by dicking the stickers on the 3d preview! [P e e |§| [[oc ] cance |

e Move the other leg to the right place too. Move it -350 mm along the green axis.
The chair is ready. The final task is to save it in the Library. Name the chair and save it to the Dining room category and
Chair subcategory. You can also give the name of the producer.

e Now you can place it on the floor plan.

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