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What is ARCHLine . XP°?

ARCHLine.XP is a large-scale 3D BIM software for architecture, rendering, site design, interior design and
decoration projects.

ARCHLine.XP is an architectural design software equipped with a fully integrated Open BIM interface, providing the tools
to create coordinated and computable building models. Every component, such as floor plans, sections, and elevations
are in one comprehensive model. Your BIM projects are fully coordinated and they don't require any manual updates to
keep them synchronized.

Working with ARCHLine.XP architectural design software you can create: floor plan views, section views, elevation views,
perspective views, construction details, printing layouts, schedules, Excel reports, renderings, photo inserts, and even
animations.

ARCHLine.XP is specifically designed for residential and commercial design professionals. It allows you to easily and
efficiently produce 3D models and construction documents.

Description

The aim of this tutorial is to guide you through the planning of a residential building, step by step.
This tutorial consists of 3 main parts:

1. Building design
2. Documentation
3. Visual design

During this tutorial we look through how we can import a situation plan and an architectural floor plan into ARCHLine.XP,
then create a 3D architectural model on that basis.

To get the most out of this tutorial it is best to run ARCHLine.XP® and YouTube with the appropriate video, so that you can
get experiment with the concepts that are mentioned in the tutorial.
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Part 1: Building design 7

1. Part: Building design

1.1. Getting started

Open the YouTube video:
https://youtu.be/OQI9BMwhRKpQ

1.1.1. Creating a new project

When ARCHLine.XP starts, the Welcome dialog appears, allowing you to choose how you want to start working with the
program.

Create @ new progect OF open an existing one n

& ARCH|INE.
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Click NEW PROJECT to create a new, blank project.

In this tutorial we will convert CAD lines on the floor plan into 3D architectural walls and other BIM
elements.

It is also possible to start from scratch and work on an empty project by drawing walls directly.

1.1.2. How do | correct any mistake during work?

Let's pause for a second and talk about fixing mistakes that might accidentally happen.

It is human nature that sometimes we make mistakes while following a tutorial or we work on our projects. If this happens
to you, relax and just have a look at the following pieces of advice.

®,
o

If you select a wrong tool press ESC and just select the proper one.

If you create or modify a wrong item, press ESC and click on the UNDO button.
If you delete anything unintentionally, press ESC and click on the UNDO button.
If you open a dialog unintentionally or enter wrong values, press Cancel.

®,
o

®,
o

X3

¢

1.1.3. Interface and navigation fundamentals

Navigation in ARCHLine.XP is very simple and straightforward, especially when you already have design experience with
any other 2D or 3D design software. Let's summarize how we can handle drawing content and navigate around the
interface of ARCHLine.XP before we jump in to start this tutorial.

Managing the content layout

To manage multiple drawings with one click simply use the Enlarge active drawing button of the Navibar. This will always
enlarge the currently active drawing content.

t 43
i@r
=
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8 Part 1: Building design

Zoom
Scroll up or down to zoom in and out on a 2D content and in a 3D view.

Pan

Hold down the mouse wheel and move the mouse at the same time. This moves the current content to the desired
direction. Release the mouse wheel to stop panning.

Orbit

To orbit around the model keep holding the mouse wheel + SHIFT key and move the mouse. To finish orbiting around
the model simply release the mouse wheel and the SHIFT key.

Look around

When you already have a perspective view (this topic is covered later by the tutorial) you can hold the right mouse
button and move the mouse around to look around in the model.

Selecting one item

When you would like to select an item, you should simply click on the item and it gets selected. You will see that the item
gets recolored with the selection color and the selected item’s properties appear on the left-hand side. To deselect an item
simply hit ESC on your keyboard or click on another item.

Selecting multiple items

If you would like to select multiple items you can either:

+ add a new item to the selection by holding down the Ctrl key on the keyboard while clicking on another item
or

% you can click and drag the mouse over the drawing to draw a selection rectangle and click again in the end to select
items under the selection rectangle. When you draw a selection rectangle from left to right all items that are completely
under the selection rectangle will be selected. When you draw a selection rectangle from right to left, all items that are
completely under and also those that are only “touching” the selection rectangle, will be selected.

Selection list
\\ﬁ Slab (1DZ0:E752) 0 mm - ‘ 357 ’

4
b

2
4

When you click on an item and see the selection list, that means there are multiple items which can be selected at the
same click-point. You can use the left and right arrows on it to navigate to the previous or the following selection. To cycle
through the possible items, you can also use the TAB key on your keyboard. You can also use the selection jump-list by
clicking on the arrow pointing down and selecting the desired item.

User interface

To make sure you work with the default software interface — which this tutorial is based on — use the Ribbon bar / View /
User interface / Reset interface to factory default command.

These are the most fundamental things about the interface and the navigation tools. All the rest of the interface, the
location and management of tools and the commands will be taught as you progress through this tutorial.

1.2. Working with external files
If you are using ARCHLine.XP you can import or export CAD files, in DWG or DXF file formats.

Before you import a file containing the floor plan, it's helpful to know which formats are supported:

X3

4

raster images in JPG and PNG format
PDF files as raster images

PDF files as vector drawings
DWG/DXF drawing

IFC model

X3

8

®
o

0
o

®
o
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Part 1: Building design 9

Importing a DWG drawing means a geometry import, so as a result, we get a drawing with precise units of measure. It
may contain points, lines, polylines, arcs, circles, ellipses, notes, hatches, dimensions, raster images.

Let’s start working!

1.2.1. Importing the DWG drawing of the situation plan

X Choose the File menu / Import / DWG command.

¥ Browse to the ...\Documents\ARCHIineXP DRAW\2019\Architectural_Tutorial folder with the following file:
elata_nova_START-2D.dwg

The “Keep original layers” checkbox, which is selected by default, creates the items with their original layers. All items can
be placed on one single layer when this option is disabled.

X Click on the “Open” button and the following dialog appears:

Open DWG/DWF/DXF file n

Preview options:

Preview - enabled for files less than 3Mb ~

(® Model-space
O Paper-space
(O Layout selection

Interpret AutoCAD unit as

® |mm ~
o1 mmo

The ruler displays the unit of measurement

| ' .__200m
: 2
I Y Advanced options I Cancel

X The unit is automatically recognized, and you can also select another unit of measurement from the drop-down list.
Selecting the correct unit ensures that your imported drawing is accurately measured. Make sure “mm” is selected.

X Import the file by pressing “OK”.

X In the appearing dialog window just click “OK”. As the “Place with new drawing origin” option is disabled, the drawing is
imported to the same location where it was drawn in the original application.

Merge files n

Insert as external reference
[ Place with new drawing origin

Place as new building

& ARCH|INE.®



10 Part 1: Building design

K Check if geometry is imported at the correct scale.
X To do this, choose the Ribbon bar / Dimension / Measure / Distance command.

Drafting I Dimension | Documentation
> ¢ O

ckets  Lamps on wall Edit | Measure |

rior Edit
Floor plan - Default + ?

Distance

X Click on a horizontal line and measure it.

Info about distance n
Measured distance 12340.4 mm
Measured distance in x 12340.4 mm
Measured distance in y 19.8 mm
Copy to dipboard Close

The scale unit is correct.

If you accidentally selected a wrong unit and the drawing is having a wrong scaling don’t worry. You can either undo the

import and repeat it with the correct scaling or actually there is a Scale command in the Ribbon bar at the Edit menu /
Move / Scale.

Importing a DWG drawing you get a good quality situation plan or floor plan. Imported CAD items can be selected and

edited just like any 2D items that were created in ARCHLine.XP. When importing a DWG file, the program automatically
recognizes the dimensions and notes. These can also be easily adjusted or removed from the floor plan.

Architectural Tutorial



Part 1: Building design 1

1.2.2. Importing the floor plan DWG drawing

Import the floor plan using the same method as before. This time, choose the file named elata_nova_START-
Ground floor.dwg.

| —Hif-]
| 1| i L : i Bh
= || Iy e

— .—;._J—__‘ i
3wl

You can always change the project origin for example before placing it on Google Maps.
Click on the Ribbon bar / Edit / Move / Relocate project origin and click on the corner of the fence as the new origin on
the map. (You can always restore the project origin with the Ribbon bar / Edit / Move / Restore project origin option.)

B Seal

-+
| Relocase praject aign + .

Restorg project ongin

Good to know:

If the drawing has a large offset from the coordinate system origin (X, Y and Z have a value of 0) this might lead to
calculation inaccuracy. You can set new project coordinate until you work with it and when finished, restore the original
origin.

We are going to draw walls, so our work becomes easier if we leave only the corresponding layers turned on.

You can start the Layer Properties Manager Dialog from the Ribbon Menu or the Status Bar. It is important to understand
that all projects are made up of layers, even if we do nothing during the design process to organize the content on the
layers according to our own logic.

When you start a new project, the program instantly loads default layers. The architectural and drawing items that we
create are automatically placed on a layer defined in the styles, such as the walls on the “Wall”, the slabs on the “Slab”,
and the columns on the “Column” layer.

Find the “Layer Manager” at the bottom Status bar. e
First of all, activate one of the wall layers instead of the “Stair” layer. Click on one of the wall layers then select the
“Activate layer” button. (The active layer - which is the last used layer - is indicated by a green tick.)

+:§AHCH INE.&



12 Part 1: Building design

Layer Properties Management

The name of cur

Mame Activate layer

K Click on the “Used layers” filter, then select all layers within by selecting one and pressing CTRL + A. Switch off all with

one click on the yellow bulb icon.

Layer Properties Management

@ The name of current layer: Wall - Load-bearing wall(1)

o
3

no stampa
rednzione

Wall - Partition wall(1)
L zretino mardapiedi

= < = o <f < = < o <P = < P <P <P P P PP =D P PP =P =P P

<

Lock Pr... Elem...

-
.
|
I
|
ot
|l
ot
et
ot
ot
ot
] S
I
ot
ot
I
ot
I
ot
|t

Line-type

Simple Line

Simple Line
Simple Line
Simple Line
Simple Line
Simple Line

Simple Line
Simple Line

Simple Line
Simple Line

Line-w...

Simple Line ~[0mm __~|

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

Do not delete used layers

Architectural Tutorial

~ | | Copy to dipboard | [JProtocal for Layer Maming

[ show visible layers only
Filters

<X

=-al Ia‘ers
elata_nova_START-2D (20}

elata_nova_START-Ground floor (5)

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
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.

oK I | Cancel
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Layer Properties Management

@ Q @ The name of current layer: Wall - Load-bearing wall(1)

[ show visible layers only

Filters
Mame on Lock Pr... Elem... C... Line-type Line-w...  Description @ = x
% _aa cartografia ¢ A S 382 Simple Line  0mm
® _aa no stampa ¢ A S 7 I simpleLine  Omm Al Iayes
@® _aa rednzione ¢ A S 75 I simpleline  Omm sec ayers
. . elata_nova_START-2D (20}
«* _aa SUPERFICI F A & 12 Simple Line 0 mm
o . X elata_nova_START-Ground floor (5)
@ _aa viabilitf ¢ A S 396 Simple Line  0mm
o MURI fF A & 1 B simpleline  0mm
& CHIAVE f 4 & 1 Simple Line  0mm
@ Cirde(1) ¢ A S 2 P simpleLine  0mm
@ Column(1) ¢ A S 140 P simpleLine  0mm
4 DIMPILASTRI ¢ A & = Simple Line 0 mm
@ Layer _1 ¢ a4 & s PP simpleLine  0mm
@ Layer _2 ¢ A & ss PP simple Line  0mm Layer filter restricts the layers displayed in the
et T8 & o B e om EoE e
o Linee ¢ A S 304 P simpleLine  0mm
% Murature L] =] =1 [ P simpleLine  0mm Variations
4 PILASTRI CHE NASCONO F A & 12 Simple Line 0 mm 2
«» PT_TOPOG_CENTRO ¢ 8 & s Simple Line  0mm : —
< PT_TOPOG_QUOT § A & 155 M simpleline  Omm [} Available variations
@ slab(1) f A & wo P simpleline  Omm Alllayers
) ) ) Combination Mo, 1
P Solai ¢ A S 74 P simpleLine  0mm " ) f-f
o Stair(1) ¢ a4 & s P simple Line  0mm IMENSIoNs &
- Dimensions on
¥ strada ¢ 8 & 4 B simpleline  Omm
J\"a’all - Load-bearing wall{1) @ = @ 144 P simpleLine  0mm
@ Wall - Partition wall(1) ¢ A S 1223 ] Simpleline  Omm
@ zretino mardapiedi ¢ A S 13 Simple Line  0mm
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 dipboard [rrotocol for Layer Naming Cancel

X At this point, select the two layers named “Wall — Load-bearing wall” and “Wall — Partition wall”, switch their visibility on

and click on the lock icon to unlock them for editing.

Layer Properties Management

@ Q @ The name of current layer: Wall - Load-bearing wall(1)

[ show visible layers only

Filters
Mame On  Llock Pr... Elem.. C.. Line-type Line-w...  Description @ = x
@* _aa cartografia f 8 =1 382 Simple Line ~ 0'mm
® _aa no stampa f 8 =1 7 I simpleLine  0mm =Al Iaye;sl
@* _aa redinzione f 8 =1 78 I simpleLline  0mm peedlavers
. . elata_nova_START-2D (20)
«* _aa SUPERFICI F a8 & 1« Simple Line  0mm
o . X elata_nova_START-Ground floor (5)
o _aa viabilitf f 8 =1 346 Simple Line ~ 0'mm
o MURI F B & 1 B sipleline  Omm
o CHIAVE F B & 1 Simple Line  0mm
% Cirde(1) A & 2 P simpleline  Omm
@ Column(1) f 8 =1 140 P SimpleLine 0 mm
4 DIMPILASTRI B & = Simple Line  0mm
@ Layer _ 1 f 8 =1 8 P SimpleLine 0 mm
< Layer _2 L] =] @ 33 P SimpleLine 0 mm Layer filter restricts the layers displayed in the
. . X . Layer list to the selected layers. Drag and drop
* L!ne(l) ¢ a @ 0 ot S!mple L!ne 0'mm the selected layers onto the layer filter
¥ Linee ¢ 8 & 304 Simple Line  0'mm
% Murature f 8 =1 [ P SimpleLine 0 mm Variations
4 PILASTRI CHE NASCONO F a8 & 1« Simple Line  0mm 2™
«* PT_TOPOG_CENTRO B & 3 P Simple Line  0mm ; =
< PT_TOPOG_QUOT § A & 155 M simpleline  Omm [} Available variations
@ slab(1) f A & w« P simpleline  0mm Al 'at‘:_ers_
< Solai A & 7 P smpeline 0mm E_"m ination ;"' 1
o Stair(1) ¢ B8 & s P Simple Line  0mm IMENSIoNs &
) ) + Dimensions on
P strada f 8 =1 4 B simpleline  0mm
J\"a’all - Load-bearing wall(1) @ = @ 144 P SimpleLine 0 mm
@ Wall - Partition wall(1) L 1223 ™ Simpleline  Omm
¥ zretino mardapiedi ¢ a S 13 Simple Line  0'mm
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 dipboard [JProtocol for Layer Naming Cancel

X Close the window with “OK”.

Now only walls and openings are visible on the floor plan. We start to create the first building.

& ARCH|INE.®



14 Part 1: Building design

1.3. Walls

In this part, we create a residential building based on the imported drawing. ARCHLine.XP generates the 3D BIM model
parallel as you work on the floor plan.

1.3.1.

Setting up the wall properties

First, we will create the walls on the Ground floor and then we will place the other architectural elements, such as doors,
windows, slabs, columns, a stair and a roof.

X Click on the Wall properties in the Building - Properties menu to have a look at the wall settings.
Here you can enter values for the wall’s unconnected height, thickness and additional properties.

e OMHEBES lj__fEid/x%r‘!_"_—]ﬂ‘*;? Edit \-‘iew
o . ) ¥ T ’ F fﬁ
T4 =1 Connection ~ E .J = '___...__‘J N T o~
Properties Wall & Edt - Door  Window  Curtain wall = Column  Beam Slab Roof  Ceiling Stair
enin Structure
EEZ Y v =

Architectural Tutorial



Part 1: Building design

Wall
+ General properties A v
_[_U_ | ] = & | Wall - Load-bearir ~ =1 Finish Face: Interior | Bright_white -
X
=== Simple Li @] |8 -Bottom-most Finish Face: Exterior | Coffee_cream -1
B8 brick3

Base offset from

Unconnected Height

Top offset from the floor top level (= 0: Up)

the floor 0mm

Slant angle
0 mm Structural wall

~ | Wall status

Location line

Non-bearing wall

[ pisallow wall joins

Finish Face: Exterior

Lo

Total thidmness:
Edit Compound Walls
Indined wall section height
Wall Framing
sU-value:
[ skip this wall over room bounding
Preview 2D view ~
[ » Axis line attributes P
[_» Attributes of the Finish Face: Interior -
[_» visibility of sides - v
Cancel

BIM Parameters

1layered 38 wide wall

X This time, we will work with the default settings, so you can close the window by clicking on OK.

Wall styles

You can also work with the wall styles that appear on the left side after starting the wall command.
The tiny wall preview at the bottom of the list keeps you informed about the wall characteristic you are working with.

| - I - -
e DPEESOO LTINS 2 % T . e vin ot ]
o ™ Connechon U E [m [I = — h l“rr‘-
Prap: & Edit Door  Window  Cudainwal | Column Beam  5lab Roof Cailing Stair
Propertes Wall Opgmng Struciure
Properlim B
: 2 ©
sty 3 pevepon]
# Length 18015
w1 1 lyered 06 wide wal 6 g
& Inchestion SO
8 Ly 08 macke sl e
ol | lavered 30 wide wall

ot ] $0rer Hobal
£

= L layered 12 wide compact brick
B lyened 16 wade wal
1 lyened 15 wide compact bck
o 1 layered 25 widke wal

! | ey 30 wade wal

=
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When you start an element creating command (e.g.: walls, door, window etc.) the Properties [——— a
panel on the left side displays all the styles of that element.

Styles can be classified as: Sl ™
1 ivprind 06 wide vl

Factory (built-in) styles Liavered 08 sade wall

Styles in project only H

My Styles 1 ..1:‘r|r|l :-.::f.:::.:

Company styles Llayered 35 mide wal

= L ayored 3wl woll
1 iprad 38 wide vl

Factory (built-in) styles: Factory (built-in) styles come with the installation of the software. A
These styles are read-only so you cannot change them. These built-in styles are represented T
by an orange-tinted envelope icon. itk Srage Sk + e R

Styles in Project only: Styles created and saved in a project only are included in this category. Please note that these
styles are not available in other projects. These styles are represented by a blue upside-down envelope icon.

My styles: You can store your favourite styles here in order to make those available in every project. These styles are
represented by a human shape icon.

Company styles: You can deploy styles within your organization if you define the organizational style package with name
and shared network location (Path). Styles relocated to company package are accessible to all users on shared network.
Implementing organizational standards and rules allow users to become more proficient.

Company styles are represented by a folder shape icon.

In this tutorial we do not work with Company styles.

1.3.2. Drawing walls on DWG floor plan

X
X

Walls can be created many ways either from scratch or based on an existing drawing content. When working from scratch
you can draw walls with the following tools:

0
”Q

straight wall
curved wall
rectangle wall
spline wall

d

3
4

X3

¢

X3

¢

This time we will use the DWG file to turn its 2D shapes into real BIM walls. The Walls on DWG drawing command can
be used to convert CAD lines on the floor plan into 3D architectural walls.

Select Building / Wall / Walls on DWG drawing tool.

S EHES XD # % == =1 A"~ Edit view | Buiding
1] ETTT -
O | —g - - .- ==
5| 71 Connection D 2222 J =3 —
| Wall & Edit - Door  Window  Curtain wall = Column Beam Slab  Roof  Ceiling
oy _ Opening Structure
S EF wal

o F

I_ Q_-E Curved wall
Walls on DWG drawing

Click near to the wall starting (1) and end point (2), then on the opposite side of the wall (3). The wall appears in the 3D
view.

)

— — » T WP s I e

o =

Use this method to draw all the main walls.
Then continue with the partition walls.

Architectural Tutorial
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L1
|
1

[ 2]
7777,

/

v
L]

If the wall joints in the 3D model are incomplete, choose the L or T wall connection options from the toolbar appearing at
the top of the ARCHLine.XP application window, and join the walls properly.

File

DBPhHES

T connection

AE DL 2 %

S i |

~

The T connection removes the unwanted walls or adjusts missing wall segment of the first selected item relative
to the intersection with the second item. The wall, which is selected secondly will not be modified.

Now let’s see the case when the T connection adjusts the missing wall segment relative to the intersection with the second

wall.

Draw two walls as it is show below:

Al A i A i A i A i A i A i i S ¥ ¥

T

o oS So S

X Click on the _jll icon (representing T connection) on Toolbar then select with a single click the wall to be adjusted (1),

then the second wall (2).

& ARCH|INES
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, S — — ; S A o AT T A A A A A AT,

1

1

The short wall with the missing part was lengthened.
¥ Undo this action by pressing the D icon.

Now see the case when the T connection command shortens the first wall relative to the intersection with the second wall.

R Y

The wall segment, which extends over the intersection was modified.

X Undo this action by pressing \DJ icon.

L connection

The L connection aligns the items to each other; shortens or extends walls, so selected points closer to the end
points coincide.

X Click on the

icon (representing L connection) on the Toolbar then, select the first wall with a single-click, then select
the second wall.

R

L connection is created between walls.

Architectural Tutorial
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Properties oo
X Finally, select “Bright White” as exterior side material of the walls. Select the whole floor wall (17) -
plan with the selection rectangle, then in the left side Properties, set the “Finish Face: N 2
 me o aDy o o style &
Exterior” to “Bright White”. —
Property Value 6
At this point your 3D model should look like this image below. % General
Layer wall -.... w
Colour I
Line type Simple Line |«
Line weights 0.3 mm ~
Draw Order 8-Bo... w
Move objects to o... Ground floor
Copy objects to o... Ground floor
BIM parameters Edit
BIM name
Height 2700mm | v
Base Elevation 0 mm w
2 Constrains
Absolute elevation 0mm
Total thickness: *VARIES *
Slant angle a0
Fill pattern orientation: Default. ..
Same materials
Finish Face: Interior Bright...
Finish Face: Exterior Bright... ]

1.3.3. Line thickness scale

Click on the Line thickness scale combo box on the view control bar to change visual representation of Line thickness on
screen. Adjusting the line thickness scale applies to the screen and does not affect print settings.
X Default setting for new projects is 1:20.

Tip: For example, if you want to print the plan later in the 1 : 100 aspect ratio and want to see the associated line width on
the screen, select the 1 : 100 aspect ratio.

X To see the difference between the 1 : 20 and the 1 : 100 aspect ratio, first set the line width representation aspect ratio to
1:20 as in the example below.

[ Nisia
Floor plan - Detaul i ]ﬁnﬂ'

110

I

120

150
1100
— 00 /

75T

X Now change this setting to 1 : 100 aspect ratio.

& ARCH|INE.®
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X

=m0 | - = e
—_— b
Floor plan - Dataul Fi-
rplan aul '
— 110 —
—_— 120
o o
- 1100
o
/ P
— )
s
f'( - 1500
'_,.f
N 1000
I_.I'

Slab and ramps

1.3.4. Slab tool - Creating the flooring

XXX

X
X

When we have finished drawing walls, let's continue the work with placing a slab. First, we need to set up the settings we
will work with.

Before we create the slab, go to the Ribbon Bar / Building / Properties / Structure / Slab tool, and here we can find all
the settings of the slab.

We need to modify the material of the slab. Choose a new material as the top material of the slab by clicking on the first
material button.

In the appearing dialog, you can see the material library with the current project materials (used in this project until now)
and you can also access all the materials on this computer. Click on the Home button and find the “Parquet / Strips”
material category. Find a material, for example “parquet_rovere_03", click on it and click OK to select it.

The second material button is defining the side material of the slab. Click on it to change.

Click on the Home button in the material library and type “bright” in the search field and hit Enter.

Select the “Bright_white” material and click OK.

Close the slab properties dialog window also with OK.

Now that the settings are okay, we can start creating the slab.
Activate the floor plan window.
Select the Ribbon Bar / Building / Slab / Slab by walls command.

Edit Wi Interior
L l:::;l mr A

Sb | Root  Celing  Railing  Stai
= . i Stai
by | Sish m Sketch mode Floor plan -
EH_-' Shab by walls

""H:' Stoped slab

Select the floor plan with the selection rectangle.
Press Enter and the slab is ready.
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1.3.5. Slab tool - Creating a terrace

In the next step we will create a terrace with the slab tool.

X First of all, enter the Layer manager dialog window and activate the “Slab(1)” layer. Now we see the line of the terrace on
the left side (1) and the ramp in front of the entrance (2).

X Draw a slab on the left side with the Ribbon bar / Building / Slab / Slab in Sketch mode command.

X Choose the created slab by clicking on it.
X Find the Properties at the left side and select “Prefab concrete” as the new top and side material of the slab and “White
ceiling” as the bottom material.

& ARCH|INE.&
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Propertles o ox
slab -
1 layered J0 e

Property Value Lol

% General
Leyesr S |

| ume e R G o
Ui wenghas. o mm =1
Dt Grekér 8- oetger-mest |~ |
Move objects to olher Roar Ground flocs

| 'Copy objects to cther foor Ground floor

| B parameters £t

| AP nama
Hitight 300 mem ~

| Base Elevation ‘omm =
GUID (dev only) ZeRrIVITOGRY,..
et 10 {dew only) Znsmbhypmu. .

2 Consbrains
!jmmhbmdummmmuuim..
Abschule elevabon 0 mm
Angle of sloped slab 0"

E Total thidness: .:Il.'rd' TrT

| structure... Edit

| Basens and block Roaring ... [

Same rmaterials
Top matenal Frefab concrete
1]
Bottom materal White ceilnyg
‘ Emmmmmn S100 i
| Cut the walls o culting |

Propertics | Design center

[Search in all ems] 5 || Brands
| Materials  Suitding  Concrese |
<<Hack | 8 Elements -]
Camant Cemenild Khtn petitie Concrete?  Conoreted
(N

1.3.6. Creating a ramp

We create a ramp in front of the entrance by using the dedicated Ramp tool.

K Using the Ramp command from the Ribbon bar / Building / Ramp command list, then choose “Straight run” from the

Straight category.
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Indenar Dvalting Dimiendion Dhieiearoe=
7 e
iy *-\.1._1..' Hnl-np :-'::._'ﬁ.] Rt n:r area "-.m'.r.r_-'l r
Straight
| '__ I'_i_' ? r '_1. =4

Q-

K Click on the ramp, then choose the marker in the middle near to the Move marker. The Elevation value window is
appearing.

X We know the top and the bottom values: the top value is 0 mm, this is the ground floor and the bottom value is -300 mm.
First set the 2" option: “Base level is fixed, inclination angle or top level is editable” option (1), then add the top
values (2):

Elevation value n

Horizontal o,
Base level is fixed, indination angle or top level is editable 1 £hrs 7

°Top |Dmm |

Top level is fixed, indination angle or base level is editable
Definition of base level and top level, indination fixed

l Bottom O mm
@ _____———————______________—_—_ S Height | 455.1mm
-
Cance
K Next set the 3 option: “Top level is fixed, inclination angle or top level is editable” option (3), then add the bottom
values (4):
Elevation value n
Horizontal o,
Base level is fixed, indination angle or top level is editable Slope %

level is fixed, indination angle or base level is editable 3
Definition of base level and top level, indination fixed

Top | Omm
@ o Bottom |—300
i A I — Height | 456.1mm
——
Conc

X Close the dialog window with OK.

Now modify the width of the ramp.
XK Click on the ramp in the floor plan window and select the Offset command to place it to the right place.
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% broo node

Tum i curveed sdge

Insert four additional nodes into the top contour of the ramp and snap them to the corners of the bay window.
X Click on the top edge of the selected ramp and select the Insert node command.

(1]
i

T i e T =

X Snap the new node to an external corner point of the bay window.

X Add the 3" node.
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X Repeat this method on the other side too, in order to add the 4™ node.

w52t

Finally, modify the material of the ramp from the material library.
X Click on the ramp, and choose the pencil icon from the appearing menu.
X In the Properties dialog window modify the “Waist slab material” to “Concrete3”.

& ARCH|INE.&
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Properties n

Ramp

I Concrete ramp ﬁ

Property Value 2

% General
Layer Stair
Colour |_|
Line type Simple Line e
Line weights 0 mm
Draw Order 3 - Bottom-most w
Mowe objects to other floor Ground floor
Copy objects to other floor Ground floor
BIM parameters Edit

<

BIM name

% Slope v 8% w
% Connection to the bottom slab
,H Vertical
Waist slab depth 100 mm
Waist slab height 100 mm
% wisible in 3D
3D creation

iCKNESS
% Railing
] style on left side
Glass railing with frame [w] >
oK I Cancel

The result:

1.4. Tags

Tags option displays information of a selected element. You can decide what information you want to show.
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1.4.1. Place one tag

In this section you can see how to use the basic tags in ARCHLine.XP. Tags automatically update the displayed data if
you change the properties of the elements or you can change the properties of the elements directly from the tags.

X Now select Ribbon bar / Documentation / Tags / Place one tag command.
Interior Drafting Dimenszion Documentation MEPR
- ‘9 & o “
| & i b
Tags Chuanlsty Lake-ot Humd - sketch style Mood board
- - b -
iol R
P .:': Create tags g
ol = | Click to select
| Piace all not tagged = -
= Pace one tag
Place tag with leader line
- Refresh all selected
- Refrach all
X In the pop up window select on the left side the “Slab” menu and check the parameters you want to display on the
right side.

X Close the dialog window with “OK”.

u * Tag paramaters X
Dt Tags Siab g w
Architectuesl e ments Thg parnmeters
Tyaas Faramatar Hamp inihia Fredn i
wal 1 ]
bt
(L) 2 F ol
b
Window 3 |
ot
Cormer window 4 ol
e
Curtean wall 5 W
=
& w
Column F o
Bsam | | bal
Rl & i
o
lak 1o el
b
anmp
Pading
Roetey Bl A58
Flngh
Sunerped foam
e

=" Eoma B

X Select the slab by clicking on it then press enter.
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P

[ aror o or e

o o S e e o e S e S e S e

e

L

K To connect the tag with the slab, click on the tag and select the “Add pointer line” option.

A "””.&'.&’.&’g

Text (3918) [111] >=>
Properties..
Select v
d Copy propenies
&
x

e e e e i

g g g g T, o, R i o

Create similar

Delete
Phase

Adtach phatd *

1]

Copy lo lable chpboard
Update Tag
| Actel pesinter line
Ungroup
Diraw Order ¥
L Layer *

2

K Click on the slab that the spreadsheet is connected to.
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S S S S S S
¥

X Now let’s change the top and side materials to “Concrete3”.
X Select the tag.

kL o Y

' Ground fioor - |
‘|1 layered 30 r.c.:
{0 mm

+1 300 mm, .
i Prefab doncrebe
i White celling = |!
i Prefab concrete
24wt :

200 mm

X In the line of the materials on the right side click on the paint bucket.
X Change both of the Prefab concrete materials to “Concrete3”.
X In the pop up window select the “Concrete3” material.
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[Search i all ibems]

% | Brands
I saterials  In Moded
<ifack | 17 Elements e
. r... ! | | f}
Ademaniamd Beech Bnck3 Baght Brght_whibe
Parguet woo iﬂrnh‘b. Reinforced o
B8 o_ conchete ontiele !
r
White ceiling  Woodéé &
[ o || conen

In the 3D window you can see that the top and side material of the slab changed

1.4.2. Creating new tags

Now let’s see how to create your own tags:
K Select the Ribbon bar / Documentation / Tags / Create tags command.
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Building Iriterice Dvaling DS menason BMEP
e |£38) :
=l | x 5 i o

1 Schedule _Td.'i_;ll | Cuantity take-0ff  Hand-setchityle  Mood boand
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Dt Al l oy Create tags -

- i 1100 = Click 0 selec

ar plan - Defaul

XXX

the tag.

X If you want to delete a parameter, click on the “Delete” button under the Tag parameters box.

Place all not tagqaed

Place ome lag

~ Place tag with leades line
- Refresh all selected

-, Retresh all

X After you have added all the data to the tag you want to show, click “OK”.

“ e creton

CusDpine:
Architechural slements

Types

[=

Wbradonw
T T
Caftain wall
Sialy

Flace

Eoyle

Laryer

Haight

Tiotal thicirm:

Fraigh Facw: [ntiviar mabhrial
Finish Face! Bsierior matansd
St angie

Becse Blevagtar:

wial Layees

Froim dsitineg ol

©

Tegs: VWil tag
Ti pArATHIETE
Faramiter Hame
1
7
3
4 &

In the appearing window first create a new tag by clicking on the “New” button then type in the name of the tag.
On the left side of the window select the “Wall”.
In the middle the “General properties”, under it choose the data you want to display and with the arrow next to it add it to

Prifis Suffon

X With the Ribbon bar / Documentation / Tags / Place one tag command you can place the new tag.

X In the window you can select from the drop-down menu the new tag that you created.

X Select “OK” to place it on the map.
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o Tag paramitins

Desopline:
Architeciursd eemers

Twlwnmn_r-m |

Tag paraswiirg

Parmmater liama

W -

Frefix Suffe

Good to know: You can show BIM parameters in the tags.

X
X
X

X

First you have to set the BIM parameters of the wall.
Click on the wall and in the properties click on the Edit BIM parameters button.
In the pop up window select “Pset_WallCommon (10)” and set the value of the AcousticRating to STC 50, which means a
very good sound level.
Click OK to set the changes.
Properts Wi Opeeing
o = Existing State = e - | Chocna Irom e shankd parameten b sdd
Fropertics B Paeinaier oo (o meand A2 nciakle) Hobkz i rad olieared aracneliny ane caicalabed meksest
el [y
s e
g Juartnes (13]
Propaity i T s a—"—
£ vl
Leyer wall = Land_ w
Eolonr -
Liua ype i sl
Ling: wesgnits: 0.3 mm i
Dy Cirder 3 - Boltomrmoit [ Type akie SESCTpOan
o dero e or. | SoweLee g e i for o S &
S e AR e S
—=—1¢) e — i e s
A mrel Etard eStusturn Pesovinan |j Inchates whather the olije 49t...
Hege T - Fiefanng Feishel Fien Faing for et chjedt. ¥ 4 ol
Bane {bevatn aim w 5 = Felookean W ke st whelhier T abraind |
U [ ook OFHMHAZCEGO. Landipanteg Friziran L] Indicaten whether tha objad is L
Set X [dev aniy) [ER—— Festertan Feterence [T for this specifed ty...
R Dongtrning SurtscaSpread0fFiame Frisoel e o o s th flames 1.
Abmobie devaon 1 mm ¥ A il VR r =
Tokal theckrass 300 et
e, Edit
Vit g Edit
Shark st L
Empmmmm: Defask grientstion is..
L:l‘_i".unl maturish = o
Praiih oo nbaties Bright_whils
Fraish Fsce: Exbaror x » Debete parermeter grou Msks Excal report Tepoet from Exosl e E Cancel
In the tag creation window select the wall on the left side, select the “Pset_WallCommon (10)” option and add the

AcousticRating to the list by clicking on the arrow.
X Click OK to close the dialog and save the changes.
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X Now place the tag on a wall.
X You can see that the Acoustic rating of the wall now appears in the tag.
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1.5. Openings: Doors and windows

This section covers the essentials to place doors / windows into the walls created so far.
The creation method of openings is the same for doors, windows, voids or recesses.

There is a strong connection between wall and openings. An opening (with a few exceptions) is always hosted in a wall: if
you move a wall its openings move together with the wall.

1.5.1. Doors

Place doors according to the DWG drawing, so the door width will be defined by the DWG drawing. The doors are all 2100
mm high, except the front door which is 2400 mm high.

You can set the door properties by selecting its properties on the Ribbon bar or using pre-defined doors from the styles
that appear on the left after the command has been started.

X Now select Ribbon bar / Building / Properties / Opening / Door command.
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XXX

X

Rl DREESN0 LT DS s X 1= 7. e oo |
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In this case modify the “Distance from wall line” to “0” because these doors will be inserted into 100 mm wide partition
walls.

Do a
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Modify the material of the door. Choose the “Wood-paldao” material from the material libraries.
Close the dialog by pressing “OK”.

Let’'s draw the doors based on the original content of the DWG drawing.

Select the Ribbon bar / Building / Door / Door by two points command.

Now define the first and second point of the door with two clicks one after the other.
Then, move the mouse to find the opening direction and click to set it.

N o
e 2 \ >—/“_é

ﬁ?“x\\ NN
)

r; - T .
A £ Bmph Wt o ',,' -
£ e T A A %

Use this method to insert other doors.

Let’s switch the front door and one of the other doors with a double door.
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Double door

X

X4

Front door

X

X

XXX X

To modify an already placed door, select it and from the Pop-up menu, select the
pencil icon to open its properties.

Open the library by clicking on the button with the name of the door type on it,
below the preview window.

Select a double door “Flush internal double” and close the library with the “OK”
button.

Now the program asks whether we want to keep the already set dimensions of the
doors. In this case, select “Yes”, because we have followed the dimensions given
by the DWG drawing.

Change the Thickness value to 100 mm and click OK to close the dialog.

Select the front door and from the Pop-up menu, and select the pencil icon to open its
properties.

Open the library by clicking on the button with the door type on it, below the preview
window.

Select a double outdoor “Flush one side fixed” and close the library with the “OK”
button.

Now the program asks, whether we want to keep the already set dimensions of the
doors. In this case, select yes, because we have followed the dimensions given by the
DWG drawing.

Modify the Distance from the wall line to 100 mm and the Height to 2400 mm.

Finally, place the last door which is a sliding door.

Select the Ribbon bar / Building / Properties / Opening / Door command.

Open the library, by clicking on the button with the door type on it, below the preview window.

Select a sliding door “Glass sliding in 1” and close the library with the “OK” button.

Modify the Distance from the wall line to 50 mm.

Close the dialog window with OK.

Finally place the door on the inner side of the wall using the Ribbon bar / Building / Door / Door by two points
command.

1.5.2. Windows

X

Let’s place windows. First set the properties of the windows.

Select the Ribbon bar / Building / Properties / Opening / Window command.
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¥ From the window default properties dialog window open the library and select a window which has 3 vertically divided
glass parts: “Divided frame 1x equal”.

X Set its Thickness to 110 mm, its Height to 2100 mm and its Sill height to 0 mm.

X Choose another solid material (same with the doors) “Wood-paldao”.

Window -
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X Finally set this material to both sides of the sills on the Interior and exterior sills tab.
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X Close the dialog window with OK.

Now you can draw the windows on the DWG with the right properties.

X Select the Ribbon bar / Window / Window by two points command.
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Window Curtain wall Column  Beam Slab Roof Ceiling

Structure
D Placing window E

| ::_ Window by two points

! Window not hosted by wall

Railir
-

X Select two corner points of the window by clicking on the inner side of the wall.
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A
X Place all other windows following these steps.

Good to know: You can change the interior and exterior material of the window separately.
X Select any window in the house.

X You can now change the material settings in the Window settings / Main parameters / Material option.
X Select the “Wood-walnutciaro” material as Internal frame material.

X You can immediately see the changes on the 3D model on the right side.
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1.5.3. Place two windows as corner window

Any combination of standard windows can be joined in a corner window.
To create a corner window place two windows on each side of a corner where two walls form a corner.

Using the Join two openings on wall corner command from the Ribbon bar / Building / Window / Windows on wall
corner menu then select the first and second window with one click.

ARCHLine.XP automatically creates the corner post between two windows.

X

Change its material “Wood-paldao”: Go to the properties, Built-in details tab and modify the Body material.

Finally, modify the width of the two joining corner windows to match the original drawing.
Select one of the windows.

Click on the blue dot corner marker and select the Change size command.

Adjust size and snap it to the original drawing content.

XXX
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1.6.1. Placing stairs

X Repeat these with the other window.

/

The result looks like this when all the openings are completed:

1.6. Stairs

X Activate the floor plan window, and make sure that the Ground floor is active.

Mormal stair

We will design a staircase on this floor:

i Style

Open the Ribbon bar / Building / Stair command list. Here you can find tools for |~ &=t star - steps and riser
creating and editing stairs. = Concrete stair -steps only

Start the Building / Stair / L form + Landing command.

== Normal stair + annotation

When you start the command, the Properties panel on the left displays all the |5 Wooden sta -steps and iser

previously saved styles. You can use these styles too. ot
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X Before placing the stair, choose the “Right side” option from the appearing option list on the right-hand side to place the
stair with a reference line on the right side.
X Place the staircase with 3 corner points.

1.6.2. Modifying properties of the previously placed staircase

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

B Now the Stair dialog window will appear. Set the following values on the Stair Calculator tab:

Stair n
P(eferences Step properties |:| Regenerate
- Stair Calculator
i General properties | L_,.r"r H= (| |o Take the floor height
Support T Min Max
Step geometry " zh+w=|675mm 600 m :
Railing settings @] _"

" Representation on 4 = - = o

=

‘ Pt °F

e @ S —

BIM Parameters Mormal stair K (A I OK. I Cancel

X And set the following values on the Support tab:
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Stair Cakculator
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| Stair sringer
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Posten Maddle -

Midsla

Fught elringer Sor spparl - Smple L

'xuﬂ.:!laul Elair suppodt - Simple L

Right slringer star sppor] - Samphs w
Midés séringar i suppert - Simpls T

Rigak siringar snr mppor - Cantilever
Mligdia siringar stair support - Simps |
Laft stringer sair support - Cantigver

Laft stnnger stair support - Simple

UM Farametirs Neeiral gt C I o I Cancel

X Floor height (1): Activate the Take the floor height option and this value will be automatically overwritten as per the

project to 3000 mm.

Ergonomic settings (2)

These values are not to be changed now - they are automatically calculated based on the height and the number of steps
of the staircase. The staircase is considered ergonomic when these values are falling within the right side, indicated
minimum and maximum standard values. If a value exceeds the limits, the software indicates that with a red highlight.
However, even in case of a non-ergonomic stair the software allows the placement and leaves the decision to the designer
whether it is to be changed or not.

Number of the steps (3)

X4

X

The number of steps are calculated based on the values of n1 and n 2.

n1, n2 (4): In case of a winded stair, the values of n1, n2 define the number of non-winded steps on the straight side. n1
is 3 and n2 is 13.
Width (5): use 1200 mm.

Side parameters (6)

These two values show the length on each sides of the staircase.

Rounding radius (7)

This can be found at the bottom. We do not change it this time and it results in a sharp corner with no rounding.

Walking line

Now it is 50%, which is in the middle of the staircase.

X Select the Support tab and modify the Cut the walls option to “Own floor”. This way the stair will cut the wall below it.
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® Finally, scroll down in the support tab to modify the material of the Tread. Choose the same material that you used for the
door: “Wood—paldao”.

X When you finished the settings, close the dialog window by pressing OK. Now the program creates the staircase with the
modified parameters.

X Change to the 3D window, right click on the wall next to the stairs and choose the Isolate / Hide this object option.
Repeat this step with the door too.

Connection L.
Create widl recess

Ting +1

Cpenirg k
Reshapa '
Crientation .
ALCERAOriEt ¥
Workplans E -
Show on fioor plan

|
Iscfate ‘E Hide this okect
Layer ¥

@ Show oo floor plan
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X You can create stairs with several types of support. To change the support click on the regenerate button and choose the
“Middle stringer stair support — Simple T”. Now click on “OK”.
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As a result, the support of the stairs changes:
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K Now select the following options in the support tab:

:mml
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| - Quick 3D model

Build 30 model

Create cut-away 30 view

Space voelume computation

% 3D Section Box
I Stair H

X Click on the “Quick 3D model” hammer to update the wall-stair connection. ;I
X Now select the support tab again and select the Cut the walls / Own floor option
and click on the hammer sign again.

< :! [ |consirut the tanding like 3 sisb

Wizt slab Thitkness 150 mm
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Good to know: You can change the tilt of the riser board.

X In the stairs settings select the support tab and activate the riser board option.
X Change the Angle of riser board from the vertical degree to the desired value.
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1.7. Working on an additional floor

ARCHLine.XP automatically creates several floors when the project is first created. You can create or import content on
any of these floors. These floors are ready-made for you to use and of course you can fully customize, rename or erase
them and you can add as many floors as necessary to create your building structure.

In our project we need to draw another floorplan, too. We will follow these 2 tasks to create the 15t floor’s content:

RS
o

Import the DWG drawing of the 15t floor
Copy content from the Ground floor to the 15! floor.
Customize the architectural items of the 15t floor to match the DWG content.

K3
o

K3
o

1.7.1. Importing content of the 15t floor

Let’s import the DWG drawing of the 15t floor:

K Use the floor navigator buttons at the bottom of the screen to navigate to the “1. floor”. (Alternatively, you can use the
Page Up and Page Down keys too.)
® Import the floor plan of the 15t floor following the same method as in case of the Ground floor.

o]
]
h

R AR AR

A A A A A R A R R A L A R R R R R AR A R A AR R

AR R A AR R R R

1.7.2. Copy content from one floor to the other

To speed up your work, it is very useful to know that you can easily copy or move things onto other floors.

K Use the floor navigator buttons at the bottom of the screen to navigate to the “Ground floor”. (Alternatively, you can use
the Page Up and Page Down keys t00.).
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X Find the “Layer Manager” at the bottom Status bar. e

X Click on the “elata_nova_START-Ground floor” filter, then select all layers within by selecting one and pressing CTRL +
A. Switch off all with one click on the yellow bulb icon.

X Close the Layer manager with the OK button.

X Select the entire floor plan in the Ground floor then open the Edit levels dialog window by with clicking on the Ground
floor button at the bottom of the screen.

3
§
x
by
&
b
hd
b

R R R R

In the list there are 4 floors now. The currently active floor is the Ground floor. These floors are automatically created by
the software by default, every time you start a new project.

Edit levels

@ Q @ @ @ Q S| List of buildings
[=Xe}

Mum... MName Bottom eleva...  Height State Level increment...  Parameters

3 2. floor 6000 mm 3000 mm off 0 mm

2 1. floor 3000 mm 3000 mm off 0 mm

1 Ground floor 0 mm 3000 mm Active 0 mm Edit

1] Basement -3000 mm 3000 mm Off 0 mm

X Click on “Copy objects to other floor” icon.

Edit levels

=] N o
Q q @ Q @ Q C@C:Q List of buildings
Mum... MName Bottom eleva... Height State Level increment...  Parameters
3 2. floor 6000 mm 3000 mm Off 0mm
2 1, floor 3000 mm 3000 mm Off 0mm
1 Ground floor 0mm 3000 mm Active 0mm Edit
a Basement -3000 mm 3000 mm off 0 mm

X In the appearing dialog window, select the First floor. Press the OK to copy the selected items.
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Select floors n
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In the 3D window you can see that the full content of the ground floor is copied to the upper floor as well.

1.7.3. Customizing the content of the 1. floor

Now we will customize the content of the 1. floor by removing unnecessary partition walls and openings and create new
ones.

X Select and erase the partition walls inside the First floor's content.

X Select and delete one window from the corner windows on this floor to have 1+1 one window instead of the original
2+1 layout.

K Delete the entrance door from the main wall of the First floor.

Draw the partition walls using the Walls on DWG drawing tool. Make “L” and “T” connections where necessary.

Place all the openings matching the original DWG drawing.

X X

Setting up the correct display of the staircase
In order to show the staircase properly on both the floor plan and on the 3D, we have to switch off the display of the
staircase in 3D, and also, we’ll need to modify the 2D symbol, too. This is how we do it:

X Open up the stair properties, and on the Support tab, we should turn off the 3D creation option, furthermore, we switch
the Cut the walls option to “No cutting”. In the General properties tab, we have to choose to have “No section line”, so
that the 2D display of the stair will be proper.
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X Let’s modify the 2D symbol, too, as from the upper floor, we do not see the first two steps before the landing. In order to

achieve this result, we click on the stair, and in the local menu, we choose “Edit stair symbol components™.
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X Now the stair symbol will turn into a freely editable group, and if we enter the group, we see that it is a collection of 2D

I T THIIRNLSY

elements (lines, polylines, texts, etc.). Let’s click on the icon to edit the group.
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X Delete the lines of the first two steps of the stair.

(300 |

=TT

ma
1
|

!-_i s

o

v @x%

&

el
o |

|

B When we are done with our modifications, right click on the stair, and in the context menu, we should choose the Close
group command.

Cutting the slab above the stairs
Slab holes can be drawn by tracing an existing contour, or we can use an automated tool that the program offers, in which
case the optimal slab hole will be calculated and formed. This is what we will use now.

Let’'s make sure that the Ground floor is the active floor.
Click on the stair, and the floating menu appears, and clicking on the black arrowhead, the local menu will come up.
Click the “Cut slabs above the stair”.

XXX
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Modifying windows
There are two extra windows on this floor, sharing the same design with the rest of the windows except with different
sizes. Let's learn a new method to create a new window based on an existing one with the Create similar command.

X Select one of the windows and choose the Create similar command from the context menu by clicking on the black

Laver

Show in 10

arrowhead in the appearing floating menu.
X Move your mouse over one of the missing windows’ symbol and snap its corner point on the inner side of the wall with the
symbol on the DWG drawing.
X Select the new window and change its properties appearing on the left-hand side. Sill height: 900 mm; Width: 700 mm
and Height: 1200 mm.
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Balcony and flat roof
Let’s create a balcony with the Slab in Sketch mode command. 4
X After starting the command, draw the contour of the left balcony using Slab in 7 ¢
Sketch mode command. Follow the inner contour of the terrace line of the ;
DWG drawing. AV
X After the terrace is completed, select it and change its properties appearing on f‘ 1
the left-hand side.

X Select “Bright_White” as the top and side material of the slab and “White
ceiling” as the bottom material.
K Close the dialog window with OK.

I

Let’s create the flat roof above the driveway.

X Start the Slab in Sketch mode command and draw the contour of the inner flat roof.
X In the Property grid on the left-hand side, modify its Base Elevation to -300 mm and its Height to -100 mm.
X Select “Concrete3” as the bottom and side material of the slab.
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X After that draw, the contour of the outer flat roof too.
¥ Setits Base Elevation to -200 mm and its Height to +100 mm.
X Select “Bright_White” as the top and side material of the slab and “White ceiling” as the bottom material.
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Railing

On the first floor we have a terrace on the left side. We will create a railing here.

Before we place the railing select a railing style.

Click on the Ribbon bar / Building / Railing / Railing command.
In the left-hand side, activate the “Metal railings with glass” style.

Properties 3 ox

Metal railings with glass

Style
= Classical balusters
[ Column with sphere
== Column with sphere 2
', Egyedi korlat
= Glass railing with frame
=i Metal railing with rods 1
=FiMetal railing with rods 2 - left
==iMetal railing with rods 2 - right

== 5teel profile
=i Wooden pale
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Trace the 2™ line parallel with the terrace contour.
When you are done, press the Enter key on the keyboard twice.

A\

Activate the 3D window. - A1
Click on the railing and lower its position by 100 mm: Click on the blue ’f' [
arrowhead, select the Move command and move the content downwards and 1A L4
type 100 and hit the Enter key on the keyboard. AT
o
Finally, modify the glass material on the railing — this time we are learning a new § ";/
method. LAF

I
1

Make sure nothing is selected on the drawing and click on the “Materials”
catalogue in the Design center on the left-hand side. This is where you can
quickly find all the materials.

Click on the GLASS, MIRROR / Glass category. Select a glass material (for
example “Blue glass 02" and click and drag it into the model.

Release the mouse button and choose the “Replacing one material with
another on this object” command.

Click on the glass surface of the railing to change it to “Blue glass 02”.

Hit ESC to close the material replacement command.
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The railing is done.

Roof

The ARCHLine.XP Roof toolset offers powerful solutions to design roof structures on a professional level should it be a
simple conceptual or a highly detailed plan. The type of structure is not limited as you can design archaic, modern wooden
or even steel structure. Everything you design is parametric and flexible, allowing designers to shape these complex items
all through the design process just as the current status of project demands.

In this paragraph, we will create a simple conceptual roof. Through this example you will learn and understand the
following concepts:

Designing a roof

Reshape an existing roof

Working with roof planes and editing roof pitch
Setting up roof materials and simple details
Making connections to other architectural items

Creating the loft floor

Before we actually create the roof structure itself, let's create a closing slab structure above the 15t Floor. There are many
ways to create slabs; this time we will copy and change an existing one.

Activate the floor named “1. floor”.

Select the floor slab following the outer contour of the floor plan.

Click on the “1. floor” button of the “Copy objects to other floor” row in the Properties panel.
Select “2. floor” in the appearing floor list and click OK.

Click on the hole contour of the newly created slab on the 2 floor and select the “Hole / Delete hole” command in the
context menu.
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X Select the slab and change the Height to -100 mm and the Base Elevation to -300 mm.

Now that the closing slab structure is set up and done, we also need to change its contour to get the final shape.

X Select the slab.

X Click on the short horizontal contour line at the bottom of the slab drawing and select the “Offset” command in the
appearing marker menu.

X Move it 750 mm downwards to snap to the lowest horizontal edge.

X Use the same solution to move the right side short horizontal edge to perfectly snap to the lowest horizontal edge.

lb—‘

X Use the marker menu to erase the remaining 2 corner points on the newly created horizontal slab edge.

4 7

Move node
Delete node o

Mowe

-

ry
ﬁh 1¢P

Move a copy

X Click on the vertical edge of the slab on the right side and use the “Offset” command to move it 300 mm to the left.
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1.9.2. Designing the roof

ARCHLine.XP provides tools to create a roof structure either by selecting walls of an existing building to recognize its
outer contour or you can also draw this contour by yourself. Either way, the roof can be reshaped, changed and
redesigned completely at any time to add more details. This time we are creating a conceptual roof following the contour
of the existing slab with only a few settings changed to understand the basics of the roof design process.

Start the Ribbon bar / Building / Roof / Roof in sketch mode tool.

Select the “Simple roof” style appearing on the left-hand side.

By default, this tool is waiting for walls to be selected to recognize their outer contour. Now click on the Polygon option on
the right-hand side to switch to the manual contour design mode.

¥ Draw a polygon contour by clicking into each corner points of the slab.

XXX

When you are finished drawing the closed contour, the roof property dialog appears. Let's make changes.

K Change both the bottom plane and side plane materials from Natural_pine to Bright_white.

Change the Value “C” in the Reference point for roof elevation list to -300 mm.

Go to the “Pitch and shape” page of the roof properties dialog window and enable the “Apply for all planes” option, then

modify the pitch value from 42 degrees to 25 degrees. Click on the “Update” button on the right side above the 3D

preview to see the changes.

X Click on the roof plane marked nr.1. on the following image and change its pitch to 35 degrees and the click “Update” to
see the changes.

X X
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Additinnal plane

(®) Hipped ] apply for all planes
Main slope

[u]
Q () Gable end 335

Use the same method to change the pitch of the plane marked nr.2 to 35 degrees.

Click on plane marked nr.3. and tick the Gable end radio button to turn it into a gable end then the click “Update” to see
the changes.

Go to the “Roof tiles” page and under the “Basic” tiling page click on the paint bucket icon to change the current roof
material from “Roof brown” to “Roof_Blind_Coal”. If you cannot see this material in the list, just click on the button with
the blue cross on it to get access to the Design center with all the materials.

Click on the “Ridge” and “Valley” tiling pages too and change the current material from “Roof brown” to
“‘Roof_Blind_Coal”.

Click OK to close the properties dialog and see the roof on the 2D layout and in the 3D view.

1.9.3. Changing the roof contour

KRXXXRX

All roof shapes created with the Automatic roof tool can be changed in shape and details when needed. This time we will
move 2 edges to make space for a fire-wall separating our building from the rest of the building block.

Select the roof in the 2D view.

Click on the right-side edge and select the Offset command from the appearing marker menu.
Move the edge to the left to perfectly snap to the slab contour.

Do the same with the 2" vertical edge of the roof on the right side.

Hit ESC to deselect the roof.

Let’s align the contour of the slab to the roof to finish the roof-slab connection.
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RXRXX

Select the slab.

Click on an edge and select the “Offset“ command in the appearing marker menu.
Move the edge to snap to the roof edge.

Repeat this all the slab edges not aligned with the roof outer contour.

1.9.4. Designing the fire-wall

KRR RXRX

X

Let’s create the wall separating the two buildings. For this we will now copy an existing wall and change its properties and
then we will redesign its shape to match the roof.

Switch to the floor named “1. floor”.

Select the right-side wall of our building.

Click on the “1. floor” button of the “Copy objects to other floor” row in the Properties panel.

Select “2. floor” in the appearing floor list and click OK.

Select the new wall on the 2" floor and change its Height to 4500 mm and its Base elevation to -300 mm.

Change the Body material to Bright_white.

Click on the endpoint marker of the wall and select the “Change length” command to snap it to the closest corner point of
the roof.

Repeat this with the other end of the wall.

The fire-wall is now just a regular wall with a straight horizontal top. Let’s redesign its shape (the so-called frontal profile)
to have a wall top that’s following the pitch of the roof. First, we will take the current shape of the wall in context with the
roof to use it as a basis to the design.

Activate the 3D window.
Click on the header of the 3D content window and select the Side views / Right option.

View 2 [Image] * -

l:El Magnify view

Side vi b
i ewews. . - ]II Top
Geographic orientation 4
& Workplane visible on/off Front
Workplane 4 D Left
| Axonometric Right
6/%\ New perspective |_I Bottom
I G;j:\ Current perspective & Back

Click on the 3D window header again and select the Image <-> Vector drawing switch. This command turns the original
easy to rotate 3D content into a line drawing.

Wiew 2 [Image] *
l:D Magnify view

Side views *

Geographic orientation 4

L

Workplane visible on/off
Workplane b

Axonometric

New perspective

Current perspective

Original view

Image <-» Vector drawing

BEFPPY
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X Select the top half of the building and use the Ribbon bar / Edit / Copy command and click on the drawing to set a
reference point to pick up the content with.

X Activate the 2D window and paste the content to an empty part of the drawing using the Ribbon menu Edit / Paste / Paste
command and click on the desired spot to place it.

X Use the Drafting / Line / Line tool to draw a 500 mm vertical line starting from point nr.1 on the following image:

X Use the Offset command on the Drafting tab and click on one of the lines of the roof plane. Align the new parallel line to
the endpoint of the 500 mm line.

X -_ " - "ﬂ] ] — 4‘;@ [+ Edit  view Budding nteriar
= O CCOCHET H =8 & &
at, Cz » 222 B ‘ 10 b

Cucle  Ellpse Halch  Texd Rasler image  Group e} Mew profile Cresle paller

{.~i Spline . :

X Select the Delete between points command from the toolset above to clean the drawing. Just click on the lines to delete
them.

- ﬁE—I 4+ BE@- edt  view  Building

&g T W B

Ellipse  Arc  Hatch Text Rasterimage Group 3D MNe

ting

X After that change the length of lines where it is necessary for intersection to get the following result:
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B Now select the newly created lines along with the wall contour and by clicking on the Move marker, move a copy above it

to use as trace reference.

Move

Move from ...
Move a copy from ...

Multiply

Move a copy ° =

Move to other floor

Move a copy to other floor

B Now select the originally pasted complex layout and delete it, keeping only the simple line drawing copy.

The above-mentioned short example is just one way to approach a complex design process like this. Feel free to use
other creative approaches to design layouts in your future projects based on this example. We can actually use the
previously drafted contour to change the 3D wall shape.

X Click on the right side of the wall and select the context menu Profile / Add whole front profile command.
X Snap the top left corner of the rectangular layout to the top left corner of the previously designed shape and click to place

it.

oy

[

Inchrshan 5707

Length 159683 mm |

X Select the Closed loop option at the profile definition list appearing at the Ribbon menu and click inside the shape.
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Box  Circle Closed loop Multiple profile Edit boundary Select an item Select from list  Last defined outline Select connected lines

-
o Draw

Floor plan - Default - 2. floor (6000 mm) *

X The fire-wall is ready. Check it by turning the 3D content back to Image and Axonometric, using the header menu of the
3D content window.
X Finally select the Consistent color representation mode at the 3D navibar.

Wireframe

Hidden line remaoval

Coloured

Realistic

5 —m—
@Qanl

Realistic without edges

Grayscale

X-Ray view

Consistent colour

Underlay Floor Plan on 30 view

A=

WO D

1.9.5. Designing the roof gutter

To create the gutter of a roof you can use the dedicated gutter tool.

X Start the Ribbon bar / Building / Roof / Gutter tool.

Click on the left edge of the roof on the 2D drawing.

X In the appearing properties dialog window make sure the cross-section profile named “Gutter section profile 2” is
selected.

X Change the Horizontal offset to 100 mm and the Vertical offset to -200 mm. These are matching the height of the
selected gutter profile and half the width of it.

X Click on the paint bucket icon to change the material to g370.

p=y
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Select the 2" page named Downspout.

Change Length to 5900 mm.

Change the Position value appearing on the right side of the position slider to 5580 mm.
Click on the Green tick to add the downspout.

XXX

Gutter =]
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X Add a 2" downspout using the Green plus icon, this time using 7800 mm measured from the left side.
K Click OK to create.
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1.10. Solar panels

You can place solar panels on the roof by the new MEP function of the ARCHLine. XP.
X In the Design Center / Objects / MEP content / Solar option select the HVAC-Solar-Heating_Baltur_EtaSun solar panel.
X Activate the 3D window and with the drag and drop function place it on the roof and select the Object placement function.

Poigremts 0 Ve T : L, .
[hatr i il e [ M
M Ogects  MEFoonicat  Solar
< chst -]
HVAC-Salar-Heating Baltu EtaSun
Porvican bt P T —
-
e — : & Cticet pacermein
B 4*‘ v s WEP |t
Datails...
FaramEs Vg
e S mm
Wdth 200 e
Sepn 2060 o

Zam ofserom e fioor  OEm
Lindsl corphaity (rticet] Minl

FOLE

PRODONME TN CERET

B Now set the tilt of the solar panel to 25° to fit the roof completely.
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K Select the solar panel in the 2D window, click on the move button and select the multiply option. Type in 3, click on OK
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1.11. Columns

In this project, columns are used for two different reasons. You can use columns to design the -

railing built from wooden columns next to the stairs, and you can also use this method for o
structural columns too. fh
L 7 A

1.11.1. Create railing with the column tool an
L}

First, let's look at creating a railing near the stairs. This is an alternative solution to using the ( =
railing tool. Set the properties of the columns required for the railing. B
.
3
X Click on the Ribbon bar / Building / Properties / Structure / Column command. Next, we will p
set the following values: b

X Specify the value of the section profile, by choosing a section profile. Click on the Profile from
Library button and then the Select Profile button.

X Look for the Rectangle Simple profile. After selecting it, disable the “Uniform 3D scaling

operation” option, then change the Height to 100 mm and the width to 50 mm.

Next, change the material of the columns. Both the solid material and the surface material

should be “Wood-oakwhiteqtrd”.

The Base offset from the floor should be 675 mm.

Height should be: 7500 mm.

Lastly disable the “Slab-roof cutting” option.

Close the Column dialog window with OK.

X

[ O TN T W
= ——
%

XXX
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X Place columns on each step in the predefined location on the DWG content of the Ground floor.

The railing done with the column tool is ready.

1.11.2. Place structural columns outside

First of all, activate the column layers. Our exterior columns are made up of two parts.

Before you place the columns, go to the Ribbon Bar / Building / Properties / Structure / Column tool, and here you can
find the all settings of the column.

X Select a profile from the library named Rectangle Simple.
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X Disable the “Uniform 3D scaling operation” option and set Width to 300 mm and Height to 200 mm.
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X Set the Height of the column to 2700 mm and its Base offset from floor to -200 mm.

X Select Stonewall_048 as the material of the column.
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1.11.3. Column cutout, recess, attachment

Let’s add an attachment to the top of the column.

X Click on the Cutout — Recess — Attachment button in the Column dialog.

Coelumn
% Visualization
Calour |
Layer Column v
41 o Line weights 0 mm v
i . 1 Line type Simple Line £
Draw Order 8 - Bottom-most ~
On which floors visible? (Except for its own floor)
o g : All floors Edit
[ Hatch Strip
[ same materials
Solid material 11 Stonewall_04a
Surface material 1 Stonewall_04a
E — £ | % Constrains
Base offset from the floor -200 mm w
Height 2750 mm ~
Angle of indination 90°
Direction of indination [k
Insert into wall
Profile Rectangle Simple [ Make only hole in the wal
Profile from Library [ Make only hole in the slab
[ slab-roof cutting
ST Structural properties : Column v
Width: Height: % Other
200 mm | | 200 mm | Cutout - Recess - Attachment
] 2D not visible
Show 30

BIM Parameters

Mo style

X Insert a new item by clicking on the Insert new button.
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X Select Rectangle Simple from the profile library and select the middle bottom reference point of the profile.

X Modify the type to Attachment.
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X Set the start of the attachment from the reference plane to -150 mm and its thickness to 100 mm.
X Select “Concrete3” as the material of the attachment.
X Finally select Top for the position in the vertical direction to be measured from.
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X Close the dialogs.
X Activate the “Column(1)” layer then place three columns as seen on the DWG drawing.
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Activate the 1st floor as an inactive floor the following way:
® On the bottom bar click on the arrow next to the “Ground floor” title and click on the lightbulb next to the “15t floor” title.
Now you enabled the inactive floor view for the 15t floor.

Properias Design center

& i =T qu : = :
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X

X

To change the appearance of the inactive floor do the following:
In the bottom left corner click on the settings icon and select Graphics / How to display visible but inactive floors

option.

You can choose from Replacement color, Half tone and Original colors.
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If the columns are in the right place, you can deactivate the inactive floor the same way you activated it.
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2. Part: Documentation

Open the YouTube video:
https://youtu.be/xxkirYUd3LlI

2.1. Section, elevation and views

Sections and elevations are all fundamental dynamic drawings. A dynamic drawing is linked to the building; thus it is able
to respond to changes in your design. All the floorplans are dynamic drawings too, actually.

2.1.1. Sections

To define a section, start the Ribbon bar / Documentation / Section / Define section command. A dialog appears in
which you can specify the properties of the representation of the section in 2D and in 3D and the properties of the marker.

X First, enable the option that makes the arrow and the letter of the section visible on the right side as well.
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X Then enable the “Hatch on the section” option. You can turn on and off the display of objects here as well. Keep the
“Hide all the objects” option enabled.
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X Finally, enable the partial section option, in order to have the section created only between the two endpoints of the

section lines.
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X Close the dialog with the OK button and draw the section line on the floor plan with one click at the starting point and
one another at the endpoint.

X Move your mouse and set the view direction arrow to point to the right and click to accept.
X Hit OK in the appearing dialog and the section will be created in a separate window from vectors and lines.
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2.1.2. Hatch patterns on sections

XXX

XX XX

There may be cases when you want to modify wall, slab or other hatches of an intersected item on the section. These
items all have materials inside, which define how the item looks like on a visual, a section or also on an elevation drawing.
To be able to represent an intersected surface with a different hatch pattern you can

either change the inner material to another one, with another hatch pattern

or you can actually modify the current material’s properties to define another hatch representation of it.

Let's have a look and change the material properties of the slab of this concept design.

Select the slab and click on the “Modify” button to open its properties.

Click on the “Slab layers” button to open the slab layer list.

Click on the material named “Reinforced_concrete”. This opens the material list where you can either choose another
material or edit the properties of this material.

Click on the small cogwheel at the right top corner of the material list and select “Edit material”.

Find and click on the “Hatch on section” button.

Click on the button “Hatch 67”. This is the name of the current hatch pattern and now we are going to change it.

Select the “Preferred” category on the left-hand side in the appearing dialog and select the “Reinforced concrete 1ISO”
pattern and click OK.

Change the Hatch spacing and the Dash length to 300 mm.

Close all the dialog windows with an OK.

Find the 2D symbol of the section line and right click on it (this is a shortcut to the context menu).

Select the Create / Refresh section command.

You can create polyline sections too. To do so, select the section line, and click on the blue line marker. Select the “Insert
node” command from the appearing menu. Add nodes to the straight section line, in order to achieve the desired shape
and use the “Offset” command from this same menu to modify the position of line segments of the polyline.
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2.1.3. Elevations Project navigator B x
To create elevations, look for them in the Project Navigator on the right-hand side. 4 B Views 6)
¥ i Floor plan
X Click on one of the elevations — for example: West elevation. In the appearing dialog click <D View )
Yes and the elevation will be created in a separate window. DD; Vt'?“" 2 (Current perspective)
SCTIChn
X - T R ~gEK 4 [ Elevation

D East elevation
[ Morth elevation
D South elevation
D West elevation
&= Print layout
Mood board
4 [ Rendering
] Alapértelmezett 0
[ Default0
4 'y Hidden views (3)
|L_'F' Floor plan
[ Vview
Fl D Secticn
‘ [ A-A Metszet
!

[ B-B Metszet
. — [ Elevation
[ - > Print layout
’| Mood board
[ Rendering
i 3 ﬁ Fones

X In order to display hatches and technical shadow on the elevation, go to the Ribbon Bar / View / Shadow group and start
the Elevation shadow command.

X In the appearing dialog set the shadow representation to Shadow with contour lines + hatches, the shading to Shaded
with texture and the light direction to Elevation shadow.
K Make sure that the “Shadow on selected surfaces only” option is disabled.

Shadowing or shading n

?
\

(") shadow with contour lines
I (®) Shadow with contour lines + hatches I
() shadow hatches without contour lines
() without shadow —
[Ishadow on selected surfaces only making

g
I

()Mo {Hidden lines)

() shaded Types to
colour /shado
(®) Shaded with textures "

Contour

= |I.r'|terior - Bedroom - Lighting w

Light direction
() Sun shadow

(®) Elevation shadow

Set

Transparency with wireframe [_] “

[ o< ] | concel |

X Now click OK and wait until the elevation will be regenerated with the new settings.
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2.1.4. Hatch patterns on elevations

2.2

2.21.

®
o

®,
o

Should you want to modify the way a material is represented on an elevation you can control it by setting up the hatch
properties on the Hatch in 3D page of the Material properties dialog window.

You can set up the hatch pattern the color and the density of the material for the vectorial 3D representations (when you
see the building fagade as a drawing instead of an image with textures).

Documentation

Documentation is just as essential as the design process itself. This is when you can add annotations, dimensions,
descriptions to your drawing and extract data using schedules or quantity take-offs in Microsoft Excel files.

In the end you will publish your drawing either by using your physical printer or by generating digital PDF files with your
drawings.

ARCHLine.XP supports both direct printing and the assembly of so-called plot layouts providing the professional
functionality to organize content on virtual pages and to generate even multi page PDF files.

Let’s start making the documentation!

Location, North direction, Geolocation

Setting up the geolocation, the North direction and location of your design fundamentally changes the Sun path and
day/night cycle of your project together with other important shading and energy performance parameters. This can be set
up and modified any time during the design process. Let's see how to do that.

To set up the geo-location and orientation of your building on the globe you have a few options to choose from. You can,
select a city from the predefined city list

or

set up a location using the Google Maps online service

Location and Sun settings

X

XXX

To set up the location and Sun settings the easiest way is to find the North symbol at the bottom of the screen and open
its menu by clicking on the black arrowhead.

Click on the Sun position command.

Select “-IT- Firenze” from the city list.

Set up the date to the 9% of July at 10:00 o’clock sharp.

Set up the North direction to 42 degrees.

The North direction is always set relative to your drawing.

You can also use the File / BIM / Project parameters panel and click on the Project location coordinate button. This will
bring up the Project location by Google Maps option too. Here you can use the online Google Maps service to find the
location of your project. Don’t forget to set up the North direction using the respective command in that case too.
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2.2.2. Building volumes

Let’s create a schematic representation of the neighbouring buildings in order to see the plan with its environment and to
be able to create a shadow analysis of the area.

X Turn on the layers on the situation plan in the Layer manager.
¥ Go to the Ribbon Bar / Building / Terrain group and start the Building volumes command.
X Trace the contour of one of the neighbouring buildings.

Ry - Dbkl - T E-Fil* -2M

| & it 20

| Leegh 554 =

A Lo N L

|V *+ = Jil

X Hit Enter when you are done.
X In the appearing dialog you can set the 3D shape of the building volume. Set its full height to 9000 mm. The roof will start
from 6000 mm and its elevation angle is 45 degree for all sides.

Building volume: n
X o
il Al 457 Information
- 2
B @ & |[s000mm Building ba... TL37m
Volume 508.27 m?
w 6000 mm Height 9000 mm

0 mm
E o 9000 mm
=

C W For all sides

Update

%!1

s [nternal cuttings 0K Cancel

M Create a few more building volumes based on the situation plan.
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You can determine the roof angle individually for all the planes by selecting them in the top view on the left.

To create an open gable roof form, set all the roof planes to a given angle, then select the ones you want to modify and
rewrite their angle of elevation to 0 degree.

2.2.3. Shadow simulation

Shadow simulation offers a real-time tool to study how the sunlight affects your building, based on the previously set sun
settings, location and the North direction.

X Select the Ribbon bar / View / Shadow simulation command.
Shadow simulation u

N = 5 w N
Time 10:00
Date 09 July

i
Cancel

® You can click and drag the Sun symbol or the Time and the Date slider to study the shadows cast by the sunlight.

Besides this real-time tool there is also a Shadow animation tool to record the result into a video file and a Solar access
tool to generate a color coded shadow-phase drawing for documentation purposes. Both commands are in the Ribbon
bar / View /| Shadow command list.

Good to know: You can set a Project North and a True North in the project

In ARCHLine.XP you can manage two north orientations: Project North and True North.

Project North is mostly based on the predominant axis of the main walls of the building. Using Project North simplifies the
modelling process, you can input most of the value in horizontal and vertical directions. In the documentation pages T
True North means the real-world north direction based on site conditions.

To rotate the Project North go to the Ribbon bar / View / Rotate / Rotate option.

Select the orient of the rotation and then select the new X axis.

Note that rotating a project this way only rotates the floor plans in the selected view, it doesn'’t affect the printing
settings.

i

XXX

Rotate

H = Viaw
_= Rotate =

X To change back the drawing to the Ture North direction select the Ribbon bar / View / Rotate / Reset Origin option.

& ARCH|INE.S



80 Part 2: Documentation

4 = ire Bt | view

A

Ratate
- 3
\__-' Rotate e
Reset Ongmn I.—
L &
ﬁ Swap

2.2.4. Dimensioning

Let’'s add wall and opening dimensions around the whole plan.
X Select the Ribbon bar / Dimension / Building / All walls command.

; x = +5| =1 A1= Edit View Building Interior Drafting
i N e
g Elevation on floor plan (( ‘D G ._]J_, %
L

Euilding *— Elevation on section Arc Angle Cabinet Switches/sockets Lamps on wall
pa— Interior

1IET Alwalis e .
—— Reception_room -Default - Ground (0 mm) ™

X Select the one from the Dimension options and add the desired dimensions to assemble a list as shown on the picture.
X Then click on the OK button to confirm.

: Wall dimension ﬂ

Cmsnsion optiors:

Wiall endpoints and connectiong

Door | wndow rame and wall endparts

Door { window aues and wall endpoints

Intarnal rooms and wall thicknasses

Sils

Orvnrall gaternad building dimenion, Comr o Comsr

| Add | Delete

Commands 1o execute: | from the ingide bo out )

Wiall erdpoints and cornections

Doar [ wirsdew Irame and wall endgaints

Doar | wandow axes and wall endpoints

Orvnrall axternal bullding dimersion, Cormssr o Cormsr

] imnension this nisdpint
[ pimenston to core layer onky
[ imension each wall layer separabely

[C]wall dimensions ignare dadding

Openings dmensions

Altention. Dpening width may be the gross, mel or gross reduced by the Irame value
e

® After closing the window, you can select the floorplan by drawing a rectangle from the right bottom corner to the top left
corner — selecting the whole drawing.
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X Press ENTER and the contour of the building is recognized automatically.
X Move the mouse to the desired position of the first dimension line and click.
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2 Length 54824 mm
# Inclination  90°

]
|
]
]
]
]
]
]
]
]
]
]
]
]
\
i
]
: 21829.7 mm
]
]
]
]
]
]
]
]
]
]
]
i
]
]
]
]
]

& ARCH|INES



82 Part 2: Documentation

4 A

T —

e

5 "

—— R
- -
i [
:j‘ !_ l
: L i
8 L
i =
—
| 1 s 1",
?rt : I
g =
Bz
[ -
=lll 5
]| % "
¥ =] 4
I I |
&l L g
it
//ED m
74,“ - -
- ::mi-;:u- -y
A =

The dimensions will follow the changes of the drawing. You can add new ones to the current dimensions or delete existing
ones. You can also move dimensions in groups later, in case the position of dimensions should be refined.

2.2.5. Room and area

You can visualize important information about the rooms of a floor plan by using the Room and area tool. The name of the

room and the size of the room area will be represented by default. However, the look and content of the room stamp can
be fully customized.

There are basically two ways to define the area of the room on the floor plan.

«+ By clicking inside a closed boundary of walls
or
< by drawing a polygon contour manually.
Room by walls

In case the room is surrounded by walls, we recommend using the Room by Walls command. It has the advantage that
clicking inside of the room automatically creates a room stamp based on the closed contour by walls. There is no need to
draw the contour of the room. This means that the room stamp is connected to the walls, changes on the walls are
followed by the calculations.

X Select the Ribbon Bar / Building / Room and area / Room by walls command.

Building Interior Drafting Dimension Documentation
m 2o B 5
e [~ Stair by run and landing

Ceiling Railing Stair Room and area | Surveyed room Google Map:

Pl Stair by treads
Stair

= R b Il
Reception_room -Default - Ground (0 mm) * em by walls

ﬂ Reom by polygon

X Click inside a room that is surrounded by walls. The room stamp is placed in the room.
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You can change the appearing content on the room stamp within its properties.

_gw.i
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X Click on the already placed text in order to select it and then choose the pencil icon to open its properties. Click on the
Calculated values tab.

In our example, there are 3 basic data. You can modify them as follows:

X Room Name: It can be renamed to the name that you want to display (e.g. Living - room).
K Gross area: indicates the area of the room.
X Floor finish: Choose one from the list of floor finishes or type in a new text (e.g. Parquet).
X When the changes are completed, press the OK button and they will be visible on the floor plan.
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Room by polygon

This function is used when a physical space is divided into more than one functions (e.g., a living-dining room) or when we
would like to measure areas not surrounded by walls (for example: terraces, balconies, gardens).

X Select the Ribbon Bar / Building / Room and area / Room by polygon command.
X Draw the shape of the room by following the inner side.
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X Type the wall / ceiling height in the dialog box that appears.

ARCHLineXP 2019

Height of glab/wall

Mew value:

Cancel

® The room stamp is ready, you can modify it afterwards as described above
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2.2.6. Elevation on floor plan

You can place a dimension symbol of an elevation on the floor plan.

Select the Ribbon bar / Dimension / Elevation on floor plan command.

[ +:} ﬁ' Al £ Edit View Building Interior Drrafting
Elevati fl I D I —=
|§ evation on floor plan | ( ,I.\ [J mn 4?\5‘

*— Elevation on section Arc Angle Cabinet Switches/sockets Lamps an wall

-

_

Interior

NN
LILI

X First you need to select an element. Select one of the external walls. Then click on the inner
line of it. This is where you will measure the elevation.
X In the top right corner of the screen you need to choose the proper keyword to set elevation
point to measure. Now choose the “Bottom” option.
X A dialog box appears with the starting height which can be changed if it is needed. Set this
value to 0 mm.
K Click OK to continue. 1000
X In the appearing dialog window, you can change the desired symbol. Let's keep it for now. 2100

e e N
ph 0

Placa greaup n

Hame: Blioiaten |

Replaie

+6,78

2100

K Place the symbol on the floor plan with one click.

2.2.7. Symbols

There are other symbols that may be needed on a floor plan during design, such as the symbol that marks the entrance or
the North direction symbol. Most symbols can be found under the Design center / Building / Groups / Signs category.
To position them on the floor plan just drag and drop them onto the drawing.

North direction sign

X Find the Design center / Building / Group / Signs / North - English category and select a north sign that suits you and
simply click and drag it onto the floor plan and release the mouse button. Click once to place it.
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X In case you want to change/modify the position of the previously placed symbol, select it. The rotation and move
commands become accessible. Other properties will be editable in the Property grid on the left-hand side.

The North symbol will be automatically aligned with the previously set North direction of the project.

Entrance symbol

X Select an arrow in the Design center / Group / Signs / Arrows category and place it in front of the entrance.
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The previously mentioned modifications (resizing, positioning) can be performed in the same way as in the previous
example.

Good to know: How to create new symbols?

In this tutorial we do not create a new symbol but for future references you can use the following short summary in case
you would like to create custom symbols for your design.

X Draw the new symbol in the 2D window using lines, rectangles, polylines and text using the Ribbon Bar / Drafting tools.
X Select the Ribbon Bar / Drafting / Group / Create group in library command. This command allows you to save and
access your new symbol when working on other projects too.

Edit View Building Interior Drafting Dimension

B (=B % <2 N\

Raster image Group Mew profile Create pattern Tools

- -

o ate

== 2D Insetgroup lf

4* | Catalogue

m Recent models

"% ' Createlocal group Alt+G

09, Create group in library

L |

X Select all the elements of the new symbol and hit Enter.

X Click to set up a reference point for the symbol. You can define as many reference points that you want. Hit Enter to finish
adding reference points.

X Name the new symbol and categorize it. For a subcategory you can select from the list or just type in a new name.
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Create new item in the library n

L ibrary:
|| Symbol - |i

Category:
| SIGNS ~ |

Sub category:

Line endings

North - English

North - Hungarian
Opening direction

Other

Section

Sguare signs

Stair

Urban design - Hungarian
VR._Panorama

Cancel

2.2.8. Placing a text

X Place text on the architectural floor plan by using the Ribbon bar / Drafting / Text / Place it command.
X In the appearing "Text actuals" dialog window, type the text to place (for example, “Ground floor"), and then click OK.

™ ?I =1 A‘ = Edit View Building Interior Drafting

T + C [ = s

Text Point Ellipse Raster image Group Mew profile Cre

- -

Cn

[ T Place it

K The orange contour of the text appears, one of the corners is grabbed by the cursor. With this corner point, you can place
the text on the drawing sheet anywhere you like.

X Now the text is placed, the text input window re-appears. Close the window by clicking on the Cancel button.
The default text height is 200 mm, which is ideal for displaying designs at a 1:50 or 1:100 scale compared to drawing
content.

The height of the selected text can be edited by clicking on the height and typing a new value.

Ground floor L

Q

Good to know: You can also connect the text to elements on the plan.

XM Create a text “Ground floor” and place it next to the west side of the building as shown in the picture.
X Right click on the text, then choose “Add pointer line” and select the object you want to connect it to.
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2.2.9. Creating unlinked drawings

1 )
.

Let’s create a new 2D unlinked version of the section. With this method the designer can make changes on a separate

copy of the original dynamic section or elevation.

X Select the Ribbon bar / View / Add 2D Drawing command.

Building
;} ﬁ ‘Lf)" Sun <
30 0 Shadow ~

maodel Visual styles  Rendering
. .

-

Interior Drafting Dimension Documentation

—ry
3
—
Panorama 360  Animation
Shadow simulation - -

lild 3D Visual design

@ E-n Add 2D Drawing |
b

30 Add 3D View

EH Switch views
MNew

Add a new name for this drawing: “2D Sections”.
Next activate the Section window, and select the whole content.

XXX

and will be used when pasting.
X Activate the previously created drawing called “2D Sections”.

Use the CTRL + C shortcut and click on a point of the selected content to copy it. This is the reference point of the copy

X Finally paste the content using the CTRL+ V keyboard shortcut and click to place the pasted content with the previously

defined reference point.
X Hit ESC to stop pasting other copies.

2.2.10. Lengths dimensioning

Let's add dimensions to the previously created 2D unlinked copy of the section.

Lengths dimensioning

X Select the Ribbon bar / Dimension / Length / Continuous dimensions command.

a ™ - 1
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Length &: abichs Building  *— Elevatian an section Arc angle Capimet  Swichesfsockets  Lamps onwall
Iteriue
A Aligaed [
*

1| Length

*  Centindcus dimensions

Fception_rocm -Delault - Ground [0 men) *

X In the appearing dialog window, you can adjust the dimensioning properties, for example: the orientation.
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Dimension line
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() Cumulative

() Progressive
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() Parallel 400 rm

[ Quate the vitual intersection points bebwesn first and second point

Automatic best alignment

X Set the dimension line to Horizontal, and the dimension type to Serial and then click OK.
K Click on the first point on the 2D section drawing to start the dimensioning (1).
X Click on the second point to get its distance from the first point (2).
X The horizontal projection of the distance appears with a dotted line which can be placed at any distance from the wall
elevation view (3). Click to place the dimension under the section.
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Due to the “serial“ setting of the dimension, the second point of the previous distance and the first point of the following
distance are the same, therefore we only have to define the following points continuously, one-by-one.

X Click to define additional points, one-by-one. The horizontal distance between the previous two points appears on a new
dimension line alongside with the previous ones.
------------------------------------------------------------------------------ i
7 =L ] || LLﬁ I 7
-
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X When the dimensions are all set, please press ENTER.
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2.2.11. Elevation on section

The Elevation on section command is located in the Ribbon bar / Dimension.
The dimensioning process is the following:

X Open the command from the above-mentioned path, then mark the starting height on the wall elevation view by clicking on
the connection between the slab and wall. This will be the origin of measurement.

K To measure the value 0, click again at the same point or at the same height, then determine the position of the
dimensioning next to the wall elevation view. Click on the preferred position, so the first height value of 0.00 will appear
next to the wall elevation view at the desired location.

SN

O -=O0r0————

| |Nearest point
|

X Additional points should be determined with just one click and the height value for that distance will be displayed
immediately next to the wall elevation view.
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X When the dimensions are all placed, please press ENTER.
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2.2.12. Schedules

RXRXKX

Schedules are dynamic lists of building parts, generated based on the project content. Schedules are in bi-directional
connection with the drawing, which means that changes of the projects are reflected in the schedules and changing values
of the schedule tables will have an effect on the corresponding items of the drawing, too. Let’s see how that works.

Click on the Documentation / Schedule / Placing schedule command in the Ribbon bar.

Select the “Door” schedule in the left-hand side list of the appearing dialog window, then press OK.

Let's keep the default setting in the “Formatting schedule” window and click OK.

Place the schedule next to the drawing on the Ground floor with one click.

Finding and changing items of a schedule

Iltems of a schedule can be easily found on the drawing, by selecting the content.

Select the previously placed schedule and find one of the Flush doors of the Ground floor in the list.

Click on the small “Finder” magnifying glass icon at the left side and the software will draw an arrow pointing to the item
on the drawing.

Find the width value in the schedule for this very door and click on the blue value.

Type a slightly smaller or larger value (for example 1000 mm or 850 mm) and hit Enter.

The software changes the width of the door on the drawing.

2.2.13. Quantity take-off

XRXRXKX

Quantity take-off is a great set of commands that you can use when you would like to extract data from your design into
Microsoft Excel files to use them for calculations.

Let’s extract a Building calculation and a Room summary list.

Building calculation list: Mkt Bt sepont [« |
Use the Ribbon bar / Documentation / Quantity take off / Excel list command. ¥ o
Select the Building calculation option. e

Leave all options enabled and turn off “Export BIM parameters” and click OK.
Set up the file name “Building_calculation.xlsx” and click Save to save the file. o mieer cosston
Microsoft Excel automatically opens the file if you have it installed on your computer.
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Room summary list:

Use the Ribbon bar / Documentation / Quantity take off / Excel list command.
Select the Rooms option.

Click on “Yes” to update all rooms and areas in your project to reflect the latest status.
Set up the file name “Room_summary.xlsx” and click “Save” to save the file.
Microsoft Excel automatically opens the file if you have it installed on your computer.

2.2.14. Plot layout

KRXKXRX
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3850 1
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In order to record differently scaled plans to the corresponding project it is beneficial to create plot layouts.

It is also recommended to use them as they provide neat, precise look.

X The Prepare plot layout command is available under the Ribbon bar / Documentation / Plot layout group.
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X First, you need to set the paper size and orientation in the appearing dialog window, then press OK to open the empty

page.
Page setup manager n
Paper setting
Forms | IS0 A3 297x420 mm i I
Copies
Crientation
(O Portrait
(®) Landscape
Mon-printable Margin
d: 4 dY: |4

[JPlot stamp placement

English1_h | English1_ve Site Plan
orizontal rtical Layout A3

Il OK | Cancel
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From the Project Navigator on the right-hand side select the Floor plan / Ground floor drawing.

F B P Tar—
A LV ey

A Drgect

& P

i B

X “Drag and drop” the Ground floor plan onto the page and select the 1:100 scale factor.

X Place the content to an empty area of the plot layout. This way it is possible to place different drawings on a plot layout
with different scaling.

X Repeat these steps and find and place the previously created 2D section next to the Ground floor plan with 1:100 scaling.
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If you just want to copy a detail, e.g. from the floor plan do the following:

Choose Ribbon bar / Documentation / Plot layout / Copy part to plot layout command.

EBEOOLD Ce s x=—u 14,7
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Flof lyout | Auto Documentation  Sedtion Wall elevation
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Chmantty take-off

Grafing

A @

Draving companison  Saagshot Hand-sketch shyle

B Diocumentation
B3 Prepere plot liyzad

wiood board

Activate the window from you want to copy the content (in this example, this is the floor plan window).

Cocumentation
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Select the part you want to copy (by drawing a closed polygonal shape around the content).
Determine a reference point with which you want to grab the selected part.
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X Activate the plot layout.
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K Select Paste to plot layout command from the Ribbon bar / Documentation / Plot layout group and specify the scale to
which you want to place the drawing on the page.

Al o As |

Section  Wall elevation  Drawing comparison  Sr

B @ Prepare plot layout
b Drag and drop from Project Mavigator

Copy part to plot layout

Copy part to plot layout Ground {

Paste to plot layout 4

Import drawing from project

Edit after paste

D R S| %
) 1) ) D)

E

[=]

Open title box

Fill/modify title box

E
A
==
fel)
E

X Place the drawing.

-

Good to know: How to create plot stamps?

Documentation can be formally unified with the use of the plot stamp, which provides a suitable framework for the
presented plans. It is possible to create a plot stamp that can be saved later on the plot layout. It is desirable to draw a plot
stamp in different sizes (A3, A4), as well as in portrait and landscape positions, which you can use afterwards.

X Create a new plot layout following as described above.

X Create the plot stamp frame. The simplest way is to draw a border line along the print range (blue dotted line) by using the
Ribbon bar / Drafting / Polyline / General rectangle command.

X After placement, select Offset All command from the Local menu and move by 2 mm towards the center of the plot layout.

Architectural Tutorial



Part 2: Documentation 97

bl & ' r!; _‘-'_ 'f f oo o "i i | A_1+;-- Ec View Bunding Intenan

] Rectangle I:-'—-._ e e o —
S P T A T C I:i 0 ; 3 |®
¥ | o7 Ottt | et + A, S| a_d [ :
Poline | | P Cirele are Hatch:  Tewt  Paint  Ellipse  Rasterimage | Gioup ao Mew pradile  Creats
- [ aline - - - - - B . - - .
s

Dieray Creal

ﬂ Pabyline ¥ " T =)
r_:-'"' Mutiline

Cenesal rectangle

G
]{I Folypan

The offset is needed in case the contour of the plot stamp and the border line of the printing area are overlapping each
other; therefore, it won’t be visible in printing.

X Drawing additional rectangles in the plot layout, you can create the final layout of the stamp as it is shown below:

o

X Insert a label (e.g., customer, designer, name of plan, scale, date, logo, etc.) by using the Ribbon bar / Drafting / Text /
Place it command in the plot stamp.
X Depending on the most recently used settings, change the text size to 5-10 mm to fit in the columns.
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Architect:
Date:

Client:

You can place a logo / image in the plot stamp with the Ribbon bar / Documentation / Mood board / Raster image
command.
After that, fill in the plot stamp with additional texts and convert these into variables in order to be able to rewrite them after
each placement.

X Place text from the Ribbon bar / Drafting / Text group.
X Adjust the height of the text to the correct size, then right click and select the ,Convert text to variable” option.

Text (24) [1/1] ==
Properties...
Select r

Copy properties
Create Similar
Delete

Attach photo »

Project

Find material

BV RN«

Locate item in Design Center

Modify text

Convert text to vanable

Draw Order *

Text

Layer L

When you have finished setting up the content, it is recommended to save the plot stamp. This way it will be available
later.

X Select all elements of the plot stamp, but make sure that the plot layout itself is not included. The simplest way to do this is
to select the entire page and its contents with a rectangle. Then hold SHIFT down and click on the border edge of the
page, now its color will change to black, while the contents of the stamp remain blue.
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X Select the Ribbon bar / Drafting / Group / Create group in library command.
X Specify the reference points of the plot stamp; these will be used for placing it later.
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As a reference point, it is useful to select the corners of the printing area. This way when you place it later, the plot stamp
will always be within the print range.

X Press ENTER and the "Create new item in the library" window appears.
X Type the name of the library element (e.g. A3_landscape).
X Define the category and subcategory of the item (e.g. PRINTING / English), and then click OK.
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Create new item in the library

Mame of the new item in the library:

43_landscape|

Category:
PRIMTIMNG

Sub category:

| English

Producer:

| Generic

——

Cancel

After saving, the plot stamp will be available to be placed from the Design center.

X Simply find the Groups in the Design center and use the “drag and drop” method to place it on an empty plot layout in the
bottom left corner, for example.

X To fill the plot stamp, right-click on the edge of the plot stamp, then select the ,Edit text in group” command or left click

with your mouse button to change directly the data in the plot stamp.

Other parts of the previously placed plot stamp can also be modified after placing it:

K Select the plot stamp and choose Edit group from the Local menu, the contents of the plot layout turn grey.

X

Architect:

Date:

Client:

Group (33) [1/1] > >
Properties...

Select

Delete

Copy properties

Edit text in group
Explode

Copy gecmetry to groups with same name
Locate item in Design Center

Refresh all layouts
Refresh this

Edit group

Scale Group

Layer

® Then you can modify the elements of group (text, lines).

X After making the changes, make sure to close the group by using the Close group command in the Local menu.
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Refresh all layouts
Refresh this
Edit group

Scale Group

#  Close group

Close one level up

Layer

2.3. Printing

It is essential to be able to publish your previously created drawings in a project. You can either:
« print the current single drawing or

< print the current plot layout assembled from many other drawings.

The result can be a hard copy or a PDF file, depending on what you need to provide for your clients.

Make sure you have the plot layout activated and start the Ribbon bar / Documentation / Print command.

Let's see a quick guide to the Print dialog, before we start:

Prnt

Printes fplobier
POF Prirdng -
Paper sne: 420 x 257 mm Total dramng sire 31 x ¥ mm
Pririlable Asea: ALY & Y mwn Prifalie diseang ST ] x T 3am
i ——— Sheets
Avadabi pager mies Coknr
Qe 150 AT 2 [l colour in gravyscale
= = [ 8 ccdear in b
== P it dened
LT Lsndecane o Lol «» Py
Clcptmsl paper sze
Viha i print [ Print ol teoct i black
{®Entre trawg [l isbde fiocr in grayscale
e wiew Grientation
Civem mr () Dol
- @ I Ratatred draversg
Pl Bova: el o
EH- () facine
5l
ot offeet (D umer defined
= L. o
¥ ET i — ]l Lo it with el fincten
Ll mar Lne wesgia COPE
& Center the plot
= ° [ eemiace hatfione sith tin knes:
o
Printer/Plotter

All available PDF options and printers are in this list. You can choose any of the available options at your preference.

Paper size (1)

Here you can set the paper size, orientation, and the number of copies.

Based on these settings, the paper and printable size information will be automatically set in Print dialog.
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Orientation (2)

Specifies the drawing orientation. You can select Default or Rotated drawing option.

Don’t confuse the Orientation with paper orientation. The former refers to the drawing and the latter to the paper sheet.

Content to print (3)
Specifies the area of the drawing to be printed. (®) Entire drawing
O Current view
Scale factor (4) ) Window
You can choose a predefined scale factor: e.g.: 1:100 Wndom

The Scale to Fit calculates the best scale to fit the current paper size. )
() Printable Area:

You need to set the scale 1:1 in case of publishing a plot layout, because the layout 57400%40000
is a real-world size virtual paper and does not need to be further scaled.

Center the plot (5)

It moves the drawing center point into the paper center point.

Printing (6)

2.31.

X X

XXRXKX

The Print button starts printing the content based on the settings of the Print dialog. The result can be a hard copy or a
PDF file based on the selected Printer.

PDF printing / Publishing a PDF file

This time we will publish a PDF file out of the previously assembled Plot layout.

Make sure you have the plot layout activated and start the Ribbon bar / Documentation / PDF print command.
Click on the file path button in the appearing dialog and browse for a file location and type a filename and click on the
“Save” button.

Set up the paper size to A3 landscape.

Set the scale factor to 1:1 — remember the plot layout is a virtual paper in real-world size.

Make sure that the “Entire drawing” option is enabled and click on the “Center the plot” option to align the content.
Start publishing the PDF file by clicking on the Print button.

The PDF file is created in the predefined folder under the specified name.

2.3.2. Print queue

XRXXKX

A print queue is a print/publish job-list that you can assemble and save with the project. It is extremely helpful when you
need to publish your drawings over and over again, because it stores all the publishing settings for each and every content
added to the print queue. This feature might not be available in all versions of the software, so please double check the
availability of the command before you proceed.

Putting together the Printing Queue is simple:

Start the File menu / Print queue command.

Click on the green plus, and select view/drawing/layout to be added to the Printing Queue from the Project Navigator.
Set up the printing properties in the appearing dialog and the close it with the “Apply” button.

Keep adding as many tasks to the list as you need.

You can add, modify and cancel documents before starting to print. You can print the documents into one PDF file with
multiple pages if you use the same file name or you can print the content directly to the selected printer.
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2.3.3. Printing the 3D image window

You can either print a vector drawing of the 3D content or print the 3D image window content as it is with textures. To
publish the 3D image window content into a JPG file, just follow these steps:

XXX

Activate the 3D image window. (In the header of the 3D window content you can see the word “Image” appearing)

Select the File menu — Print command.

Set up the properties.
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The settings are similar to the general printing dialog, but a bit simpler.
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It is possible to place the content of the 3D Image window on the plot layout. The resolution of the image will be the same
as the resolution of the screen. Before printing, it is suggested to apply the Plot Layout menu — Refresh layout command,
so the resolution of the image will change to the best available settings.
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Part: Visual design

. Preparing the model

Previously, we have created several plot layouts, sections, elevations and other content. For the rest of this tutorial, we
only need the 2D floorplan and the 3D content.

X Find and close the drawing windows and keep only the 2D and 3D drawing.
X When prompted to save the content you are about to close, choose “Yes”.
There is a Schedule next to our drawing and we would like to turn off its visibility. To do that please follow these steps:
K Select the text of the Schedule on the 2D drawing and find the “Text — Notes” layer in the left-hand side appearing
property list.
X Open the layer manager and switch off the visibility of the “Text — Notes” layer.
To bring up the 2D content from previous imported content let’s find and turn on the visibility of their layers using the layer
filters.
X Open the Layer manager.
X Find and click on the elata_nova_START-2D filter.
X Select all the layers of this filter and turn on their visibility (but keep the editability locked).
X Select the “All layers” filter and enable the visibility of the layer called “Surrounding” and also unlock it.
X Click on the 3D hammer to rebuild the 3D content based on the layer properties of the 2D content.
3.1.1. Creating a simple sketch of the neighbouring building
Previously we created a few other building blocks. Now we will create a simplified sketch of the remaining buildings of this
particular building block by enabling the proper 2D DWG content and sketching a building volume based on the contour of
it.
X Open the Layer manager.
X Find and click on the elata_nova_START-Ground floor filter.
X Select all the layers of this filter and turn on their visibility (but keep the editability locked).
XK Create a building volume by following the outer points of the remaining 3 buildings of this particular building block.
Let’s set up the settings of the Building Volume:
X Value A is to be set to 65 degrees. Enable the “For all sides” option to make this value available on all the sides of the
shape.
X Set value B to 6.500 mm for all sides. This is the front vertical elevation of the shape.
X Set value E to 10.000 mm. This is the maximum height of the volume.
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X Click on the left side and set it to a gable end by typing 0 degrees to value A.
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K Click on the right side and set it to 55 degrees changing value A.
¥ Close the window by clicking on OK.

This creates the building volume at the default height and with a default material. Let's customize that.
X Select the appearing 3D building volume and find its material on the left-hand side. Change it to “Grey” on this object.
X Find the Base elevation value on the left-hand side and change it to -300 mm.

Now that we are done with the sketch of the neighbouring building, we do not need the originally imported Ground floor
content.

Open the Layer manager.
Find and click on the elata_nova_START-Ground floor filter.
K Select all the layers of this filter and turn off their visibility.

X X
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3.1.2. Adding the fences

There are several ways to create a fence, based on its function and look. This time we use the wall tool to model a simple
brick or concrete fence following the site borders. Let’s set up the properties first.

X Click on the Ribbon bar / Building / Properties / Wall to set up the wall properties.
X Click on the style button at the bottom of the properties window to bring up the style list and double click on the “1 layered
30 wide wall” style to activate it. We will use it as initial setting that we now customize.
X Let’s customize the wall height. Set it to 1200 mm.
X Set the base height to -450 mm.
X Set thickness to 200 mm.
X Click on the chain icon right next to the material buttons and make sure all materials are Bright white. Change the internal
material to Bright white also. This is what we will see when we look at the wall from above.
X Click OK to accept these properties.
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Now that the properties are set, we are good to go and trace the lines of the original DWG 7 D e Itz
drawing with the wall tool. y Bl | 7 &2
K Start the wall tool and follow the lines of the original DWG file and create the fence el Caiing | Stair e
around. — o
K Use the “Right”, “Left” or “Center” keywords when necessary. ] S0 INSIEhmoce i
X There is a short piece of fence to the left, connecting the west side fence and the corner of [ sty
the front ramp, draw that too. o
X Finally create the short piece of fence separating the current building site from the rest of e Sosnin
the buildings at the street side <igye| Cresizhote
¥ Change its height to 1500 mm and base elevation to -300 mm. B secewaachmen
Now you can take your time and model extra fence pieces using the same tool to add P Dpenfouhini

more detail to your work.

3.1.3. Modelling the paths and roads

Roads can be modelled many ways using a dedicated terrain and road toolset. This time, the sidewalks and the asphalt
road is only for visual representation so we use simple slabs and the foundation tool to create them in front of our building.

X Click on the Ribbon bar / Building / Slab / Open foundation command. The offset distance will create a slab piece with

a certain width based on the current settings.

Type 1670 mm to define the width of the walkway.

X Follow the edge of the 2D in an L shape starting from the meeting point of the two fences in front of the house and turning
to the right to keep it simple for now.

X Hit Enter to finish drawing.

X

The slab is created with the current default properties. Let's customize its properties to make look like a concrete sidewalk.
K Select the slab and click on the Modify properties command (Pencil icon) to open the slab properties window.
Change base offset to -300 mm and thickness to 150 mm.
¥ Change all materials to Concrete3.

X

An asphalt road can be created following the same method. The original asphalt road on the site drawing has various
widths around the drawing so we will set up a generic width and then customize it wherever it will be necessary.
Click on the Ribbon bar / Building / Slab / Open foundation command.

Type 4660 to define the width of the street.

Follow the contour of the original site drawing by following the upside-down U shape in front of the building.

XXX

o |

=
| o At A

i

X Use the keyword Inverse to switch reference line during drafting just as we did in case of the walls.
X Hit Enter to finish drawing.

Now the basic street shape is modelled and we are about to adjust its edges all around where the generic width was not
matching the original situation.

X Select the slab and click on an edge that you wish to adjust.

X Select the “Offset” command to change width and snap it to the original drawing line.

X Follow these steps to adjust the edges all around where necessary.

The slab is created with the current default properties. Let's customize its properties to make it look like an asphalt road.
X Select the slab and click on the Modify properties command (Pencil icon) to open the slab properties window.
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X
X

Change base offset to -300 mm and thickness to 50 mm.
Change all materials to Asphalt_.

3.1.4. Creating the terrace at the backyard

X
X
X

As the terrace is more of a visual item and not a detailed part of the documentation, we will create a very simple
representation of the terrace by using the slab tool.

Start the Ribbon bar / Building / Slab / Slab in Sketch mode tool.
Trace the contours of the fence and the back of the building to create the four-sided shape of the backyard terrace.

When the slab is created with the basic settings change its materials.

Select the terrace slab and click on the Modify properties command (Pencil icon) to open the slab properties window.
Find the “Top material” and change it to a parquet_rovere_02 for now.

Find the “Side material” and change it to Bright white.

3.1.5. Drilling a hole into the terrace for the pool

X X

XX

Previously disabled layers might automatically re-appear during work. This happens mostly when the selected tool uses a
layer that was disabled. In this case the software automatically enables the layer to be able to draft the item. Use the
Layerwalk or the Layer manager to disable these layers any time again.

Before we start creating the actual hole in the slab let’s design its shape using classic Drafting tools.

Select the Ribbon bar / Drafting / Polyline / General rectangle tool.

Place the first point of the rectangle with a click and move your mouse to the right. Type 5500 mm and hit Enter. This will
be the width of the rectangle.

Move your mouse up, type 3500 mm and hit Enter. This will be the height of the rectangle.

Select the rectangle and click on the blue dot marker, representing its corner point.

Select the “Fillet all” command and move your mouse to find the best visual result and click to round off the corners.

. /

Creating a 2D draft of a 3D shape has a few advantages. It can be repositioned, modified and used for visual thinking
before creating the real result, and it can also be re-used later at any time. Now let’s create a real cut through the actual
terrace slab based on the previously designed pool shape.

Click on the slab contour and use the context menu to find the Hole / Create a hole command.

Find the “Closed loop” keyword at the top of the screen and click on it.
Click into the previously drafted rectangle shape to make its shape recognized by the software.
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3.1.6. Creating the pool water using the slab tool

RRXRXKX

Now there is a hole in the slab and we need to fill it up with water.

Start the Slab in Sketch mode command and follow the contour of the previously created hole.
Use the “Arc” keyword when necessary to match the round-off shape.

When the contour gets closed the slab is created.

Select the new slab and change its materials to Water_1

Modify the “Base offset” to -100 mm and thickness to -200 mm.

3.1.7. Populate the backyard with objects

RXRXKX

X X

ARCHLine.XP comes with a built-in library of objects which you can use at any time, but its biggest power is in the many
other tools and file formats you can use and import to find the latest possible products. These products you can find online
either as free or commercial models.

Let’s start with a built-in parametric object: a parasol.
Find and start the Ribbon bar / Interior / Soft Furnishing / Parasol tool.
Place it on the drawing with a click and refine its position if necessary.

Many built-in objects are parametric in ARCHLine.XP. This means that not only their materials and size can be changed,
but also other parameters of them can be modified. In case of a parasol you can change how many sides the parasol has,
for example.

There are popular platforms that you can get access to right from within the software. Let's see what we can do using the
free 3D Warehouse platform, provided by Trimble®.

Start the Ribbon bar / Interior / Warehouse tool.

Search for deck chairs. Use the keyword “liegestuhl” to find the one we used in this tutorial.

Click on its thumbnail to enlarge the image and download the model into the design.

Place it on the drawing in 2 copies and rotate and move the copies to create an arrangement on the terrace.

The pool also needs a ladder. Let’s use the 3D Warehouse again.
Open Warehouse and find the “Swimming Pool Ladder” object.
Click on it and download.

Place it on the drawing and rotate if necessary.

The top view helps properly matching the swimming pool ladder object to the side of the pool.
Use the Move from... command and click on the 2D symbol of the ladder object to define the reference point.
Move your mouse and snap it to the side of the pool and click to place it.
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X Select it on the 3D and click on the vertical blue arrowhead.

X Choose “Move” and move it vertically until you find the proper position and click to place it there.
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If during the creation of the previous content any layer turned on, it is because the tools you have used had a setting
referencing an invisible layer. In such cases the software automatically turns on the visibility of such layers and unlocks
them for editing. To make any of these layers invisible again, please simply turn their visibility off.

X Open the Layer manager.
X Find and click on the elata_nova_START-Ground floor filter.
X Select all the layers of this filter and turn off their visibility.
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3.1.8. 3D representation types

F Wieliarme
The Navibar is a place where you can change representation types quickly at '--_x;] s
any time. It appears on the right bottom corner of the drawing area by default [_,i Hidden line removal
and its content changes based on the content you are working on (2D or 3D). L
X Click on the 3D preview mode icon of the Navibar. A menu opens where you [}J Colouted
can set how to display the model. -
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X Try each of the different representations and see how the model will change. E
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3.1.9. Working with standard views

B [

There are various 3D views that help you display your model.

X Activate the 3D window and from the Navibar you can select the standard views.

Right view
Front view

Top view

Left view

Behind view

Axonometric view

;_h-]/}l\ Mew rotation center

X First, select the “Front view”. This represents the model in style similar to the frontal elevation view.

¥ Now select the “Left view”.
From this direction the view is blocked by other 3D building volumes we sketched earlier. There is a quick tool to hide
unnecessary parts of the 3D model, by defining the representation boundaries on the floor plan. Let’s try that for now.

¥ Make sure the 2D is the active content.

X At the bottom of the screen you can find the “Quick 3D model” button with a tiny arrow on the right side of it. Click on that
arrow an select the “Create cut-away 3D view” tool from the appearing menu.

X Draw a rectangle around the building by defining its 2 corners on the drawing. You can see the 3D content updated
containing only the model within the previously drawn rectangle area.
The cut-away view’s rectangle will remain on the floor plan, which will help when you are willing to refine its position or
switch between the fully model view (generated by using the “Quick 3D model” button) and the cut-away view within the
boundaries of the rectangle (generated by clicking on any of the appearing icons after selecting the rectangle on the
drawing).

3.1.10. Perspective views

One of the essential parts of the project organization is setting the views properly for a well-ordered project. If you
consistently follow the same logic, 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 use numbering before the name of the perspective views. This way we
can easily distinguish views of the first level from the view of ground floor for example. On the ground floor you can use
“0_bathroom_ view_01" and on the first floor “1_bathroom_view_01". Let’s try this in practice.
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Please activate a 3D window now.

Select the right bottom “Perspective dialog” icon of the Navibar.

Set up a perspective view: you need to click and drag the blue marker to find the location for the viewer or camera. Drag it

to the left bottom corner of your drawing outside the building.

X You also need to set up the target viewpoint. Click and drag the grey dot marker and move it above the center of the
building.

X To add a view, you need to click on the green cross.

You can name your view by double clicking on it.

X Repeat these steps to add a few more views and finally close the dialog window with the OK button.

XXX

X

The program is automatically sorting all views in an alphabetical order. This is also why it is good practice to put a number
before the name of the consecutive perspective views to control their order.

Perspective dialog n
ﬁ [T]) | saved views E X
@j 01_Street_view
L 02_Left_view
03_Backyard_view
Q 04_Owerview
D F—N
LD.I
Camera
Camera Z 1400 mm }

When in a 3D view, you can use either the up and down buttons at the status bar of ARCHLine.XP to navigate from one
view to another. Alternatively, you can also use the Page Up and Page Down keys on your keyboard to do the same.

Defining a perspective directly on the floor plan
There is a special blue perspective symbol on the 2D drawing which you can use to see the current perspective view’s
position over the plan and to set up a different perspective or to navigate in the 3D model.
You can:
% click and drag the center of the symbol to move it around,
« orclick and drag the tiny arrow to refine the view direction and pull the camera like a cart.

3.1.11. Setting up a walk-through animation

Walk-through animations are very effective to demonstrate the size and context of your model. All you need is to set up a
camera path and timing for the animation and you are good to go to create and share a video file. Let's create a walk-
through animation.

X Activate the 2D drawing.
X Use the Ribbon bar / View / Animation / Path / Define path command.
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Set up 3 points now to define the current curve of the walkthrough in front of the building.
Set all viewpoints to the center of the building from each and every points of the curve.
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Hit OK to close the appearing dialog.
Click on the Play button to play the preview.

The walk-through animation might be a bit fast by default. This is how you can customize it:
Click on the Setting button.
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X Change the speed from 2 seconds to 5.
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Use the keyframe button to navigate to the last keyframe.

Elevate the view to its highest point using the mouse wheel to pan the content.
Elevate the 2" keyframe as well in between the lowest and highest point.
Generate a video file using the “Video roll” icon.

XXX X

When you close the animation preview you can always re-open it again by finding the 2D symbol of the animation path.
X Click on the path and use the context menu to find the “Create animation” command.

It is a good practice to place animation paths on a separate layer and use a specific color.

3.1.12. Working with materials

The software has a built-in material library where you can find materials using the Design Center in the materials
catalogue.

X Open the Design Center and find a material in the Materials / Parquet / Strips category.
X Click and drag the material to the 3D surface of the internal floor and select the “Replacing one material with another”
command. This changes the material here and also on the following floors — everywhere in the model.
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X Find the “parquet_rovere_02" material in the “Materials / Parquet / Strips” category.

X Click and drag the material to the 3D surface of the external terrace floor and select the “Replacing one material with
another on this object” command. This changes the material only on this surface.

X Find the “Stonewall_48" material in the Materials catalogue.

X Click and drag the material to the longest external 3D wall surface of the building facing west and select the “As painting”
command. This overpaints the material on this surface of the wall. Repeat this on both floors and the matching side of the
slab.

3.1.13. Coloring materials and textures
Keep in mind, that the pattern of the floor doesn’t change, this command overwrites only the color of the surface.
X To change the color of the floor select the floor, and click on the “Find material” in its menu.

On the left side of the screen in the properties select the “Adding color” option.
Now select the “RAL 1011 Brown beige” color of the floor.

X X
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3.1.14. Render styles

Render styles are quick settings to help you set up the

most commonly used material types in your model. A D_ﬁ"“"“'
render style defines the main characteristic of a material
from transparency through brightness till bump mapping, | mendes sytes

automatically. It is a very good starting point when setting <cBack | 71 Elements

up materials. These settings can be later fully customized. Color coded

X Find and click on the “Render styles” option in the Design 0 e .
Center. ! Q.

X Click and drag the “Wall” render style to the bright white
wall surface and click on it. This makes the bright white
material a wall material all around the project wherever it -
was already used.

X Do the same with the rest of the model to define wooden e
surfaces, metal surfaces, glass surfaces and so on.

® To check whether there is anything left use the “Color Pt
coded” switch.
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This visualizes the model re-colored by the color-codes of the material render styles applied to their surfaces. You can
easily find all glass or metal surfaces for example and if a surface has a different color code than the tiny color swatch at
the left top corner of a render style you can click and drag the proper one onto that surface to change it.

3.1.15. Real-time render

Real-time render helps adjusting lights and material settings to find the best setting prior the final renders. Real-time

rendered images are created very quickly based on the settings.
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X Set up a small wide screen resolution for rendering. Click on the “Ribbon menu / View / Rendering / Standalone
rendering — realtime draft” command. Close the appearing explanation and find the Resolution option to change it to
“854x480” resolution.

X Click on the “Rendered frame on / off” button at the bottom of the dialog. This will set up the visibility of the borders of the
final render in the model view. You might need to stretch the width of the 3D Image window to be able to see the borders
represented with dashed lines.

i e ] e =
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[V # w»

This function is useful to set the perspectives precisely, because you can define exactly what will be visible in the final
render.

X Now start the “Standalone rendering — realtime draft’” command again and start rendering by clicking on the “Start
rendering” button.

Realtime rendering appears soon in a new window and as soon as you make changes in the model or modify the view for
example, you will see those changes automatically updated to the realtime rendered image too.

Make sure you add a parquet material from the Design Center to the terrace surface,

and do not forget to add “Water” style to the pool water in the backyard.

Add a “Translucent glass” render style to the glass surfaces of the balcony.

Once you finished you can go back to the normal model view, by clicking on the “Restore” option next to the “Color coded”
option in the Design Center.

XX XX

Realtime render is performance demanding and you can close it at any time you need. To open it again, you only need to
start the “Standalone rendering — realtime draft’ command.

3.1.16. Sun light

After setting the materials right, the other key to realistic rendering is the sunlight settings. In the following we will see a
few examples of displaying and setting lights.

It is important in both interior design and architectural plans how the sunlight illuminates the interior and exterior surfaces
of the model. We can set the direction of sunlight two ways:

+« Heliodon based artistic lighting and

% Geo-location based realistic lighting.
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Heliodon based lighting

This is a good solution when we want to put the model in an artistic / advantageous lighting
and we are not eager to know more about the real light effects. This tool can be found at T
different places in the software. Let's see how this tool works:

= Morth direction

= Sun position
X Click on the tiny arrow on the bottom toolbar next to the “North direction” icon and start the
“Heliodon” tool. w Heliodon

Shadow on/off

Heliodon is a simplified model of a hemisphere above our model. We can see the line of the
horizon and the vertical axis of a simplified sun path.

Elevation shadow

X To turn on the visibility of Sun shadows you need to click on the Shadow icon of the Navibar
and select the “Shadow on” option.

Eﬂ Switch off both

Solar access

e
Shadow simulation

]
—

P

D)
=]
¥% Shadow animation
O
>

- +/+

et 6.670 (v} -7.0

X You may need to zoom out and rotate the model slightly to see the Heliodon from above.

Heliodon is always represented with clearly visible markers while using it inside or outside. Let’'s make a change:

K Click on one of the blue dot markers at the bottom horizon line and move it around to find another direction for the main
axis. Click to define.

X Click on the Sun icon appearing on the main axis and move it around to find the best position and click to finish.

X When you are completely finished with the settings, close Heliodon by pressing ESC.

Geolocation-based lighting

Based on orientation and geo-location we can determine the location and the exact time when the sunlight effects the
model. This can be easily set on Ribbon menu / File / BIM / “Project Parameters” option. In the appearing dialog we
can enter all the requested data. This is useful when we want to know exactly how sunlight effects the model at a given
time and we want to make a shadow analysis.

X First, open the Sun setting dialog by using the Ribbon bar / View / Sun / Sun position command.

X The shadow will be accurately represented after setting up the location, the date, the time and the north direction and
closing the dialog window by clicking on the OK button.
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Lecation and Sun settings

Location
!;L:ﬂ(— London e

Latitude
51.5000

Longitude
00,0300

add || pelete

Date
Month

Day

Laocal time

March

v| |22 v|

[ [£lhour |2

Azimuth: 227.61

12 min | zenith: 61.34

North

)

| oK

Cancel

K Make sure that the shadow representation is turned on to see the result by using the shadow icon of the Navibar and
selecting the “Shadow on” option.

Switch off both

Shadow on

Lights on

w O

Shadow and lights on

6.679 (v1-7.0

3.1.17. Working with Color cards

The Color cards tool is for creating a collection of predefined lists of materials (colored or textured) to be able to replace a
material with another material of choice on the entire 3D model in a second. This predefined list of materials helps you
better representing your model to your clients in several combinations of materials in a matter of seconds.

Select the “Material” panel and the “In Model” category in the Design Center.
Click on a material you are going to convert.
Click on the Options button and select the “Create a copy as a Color card” command.

XXX

o« Back
Sattings
Stonewall_048
& Add 1o favourites
Sort in categories
X Delete
1> Expairt
#]  Export to Live

Create a copy as & color card I

Make a copy
Copy Image

Capy to category

B

Get update Irom categary
Categories

Save icon

il

Tags of this item

Parametins

Element identifier

X When asked to make a copy as a color card, please click on the “Yes” button.
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Message
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You can also remove one from the collection or change which material is the current one. When you close the dialog with
OK, the program replaces the original material with the previously selected “Current” material.

Click on the “Add new” button (represented with a green plus symbol) and select a new replacement material to the
collection.

Keep adding a few more to have at least 5-6 alternative representations for the material.
Click “OK” to close the dialog window.
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Keep in mind that the color card does not change its name when another material is selected to be the “Current” one. If
you want to find the color card during work even easier, you can change its name (originated from the name of the first
material converted) to a more descriptive name like “Elevation color card”.

You can change the current material at any time.
® Find and click on the color card in the Design Center and click on the “Color card” icon at the left top corner of the image.
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X Select a new “Current” material in the appearing dialog.
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Alternatively, you can also choose a new “Current” material using the Settings command under the “Options” menu (small
cogwheel icon). This is also where you can manage the color card content.
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Color card manager n
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The Color card is a collector of real material and displays the currently selected material. You can list any
number of materials in the list. It has the advantage that different versions of the same 3D model can be
presented by selecting another element in the list without changing the project. If materials are directly linked
to walls, windows, furniture, etc., then their modifications will not affect the 30 model in general. YOU CAM
APPLY MATERIALS IN THE PROJECT CATEGORY OMLY.

Cancel

3.1.18. Creating a new material

ARCHLine.XP is shipped with a built-in material library. We have used them previously in this project, but it is essential to
be able to create new materials for your projects either based on colors or textures of surface patterns. Let's see how to
create a material based on an image search, using your web browser.

X Open your web browser and find a seamless image online. Use the following keywords for example: “grey brick seamless
texture”.

K Right click on the image in your browser and select “Copy image”.

Note that based on which specific browser you are using this command might be simply “Copy” or “Copy to clipboard”.
The important thing here is that we do not want to save the image file on our computer now, we only want to copy it and
later paste it into ARCHLine. XP.

¥ Go back to ARCHLine.XP, find the Design Center and open the “Material” catalogue.
¥ Use the “Create new material” command by clicking on the “Options” menu at the right top corner.

& ' Marerials
wefack | B Flerenits
Mlults sedecion mede

Create Colee card
Meeotur tenture callection

H BUSL DG Showroom

Select the “Building” category and the “Brick” sub-category.

Click on the “Paste” button to insert the previously copied image. This will be the texture of the new material.

Make sure that the “Physical properties” page is activated and set width and height to 1000 mm x 1000 mm. (Based on
the result you found online you can use other values t00.)

X Find the “Appearance” page and change the render style to “Wall”.

Click in the name field at the left top corner and change its name to “Bright grey brick 001”.

Close the dialog with the “OK” button.

XXX

X X
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Now you can use the new material on any surface you want. It will be available for all of your projects on this computer.
Let’s see how it looks like on a surface of this building.

X Change the material on any surface to see the result.
X Undo the change to the original material.

3.1.19. Working with lamps

ARCHLine.XP has a built-in library of lamps and you can also create your lamps for interior or exterior models. A lamp is
basically a composite of an object and at least one light source. You can turn lamps on or off and you can also change the
color or intensity of their light sources. These topics are not covered in this tutorial, but feel free to find our detailed
tutorials and learn more about lamps when you need.

Let's see how to find and place a lamp.

Open the Design Center and find the “Objects / Lighting / Ceiling lights” category.
Click and drag the “Ceiling lamp 3” into the 3D surface under the porch ceiling of the entrance.
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To change the light settings of a lamp select it and switch to the “Light sources” component of it at the left top of the
properties list, by clicking on “Object” and selecting “Light sources”.

X Here you can turn it on or off and manage the Dimming level of the light.
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You can select a lamp and find the context menu “Lighting add/edit light source” command to add or remove light sources
of a lamp. IES light profile files are also supported when adding light sources.

3.2. Visualization

Visualization and especially realistic visualization are very important when you would like to show the result of your design
to a client. ARCHLine.XP offers a built-in renderer and supports also many 3D formats to be able to export your design
and create visuals using external third-party rendering software packages as well. This following part discusses how you
can use the built-in rendering abilities of ARCHLine.XP.

Note that not all versions of ARCHLine.XP offer the built-in renderer.

3.2.1. Architectural render settings

There are several factors that define the speed and quality of the final result of a photorealistic rendered visual. Generally
speaking, the higher the details and settings are the longer the calculation will take. Let's see these key factors:

Which factors affect the render time?

The computer you are working on (processor speed, memory size).
Project size (number of surfaces).

The complexity of the materials.

The complexity of the lights.

The render settings.

arwON=

When rendering, it is recommended to turn off all the details of other rooms, except for the room currently being rendered.
This will save you a considerable amount of render time, as the program does not need to calculate items that are not
displayed in the final result anyway.

Rendering settings

To start rendering, open the Ribbon bar / View / Rendering menu. You have two main choices: you can start a
standalone or an integrated rendering.

% The Integrated rendering appears as a drawing in the project and you can handle it as the drawing windows.
« The Standalone rendering opens an application which is in close connection with the program but runs separately.

X Start the “Ribbon bar / View / Rendering / Standalone render — Real-time draft’ command and the following settings
window appears.
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Photorealistic Rendering n
Resolution 854x480 (Widescreen 16:9) w
Render quality Real-time draft g

Visualize the light sources [ > T

Enable artificial lights

Enable sunlight

Bump mapping

Background Panorama w
Panorama Just outside the town o w
Panorama direction 0 ~
Specify a folder to save render i... C:\zers'smal Orsolya‘lDocuments\ARCHIine.Q
Background brightness 100 Brighter, for exterior scenes o w

Inherit badkground from 30 model

Rendered Frame onfoff
Start Rendering

Change to the default

Close

Let’s set up the “Resolution” (1) first. Select 854x480 for now. This is a low-resolution for work and the reason we choose
this is that lower resolutions render faster. Later, you can choose higher resolutions for the final renders for the client.

The next setting is the “Render quality” (2). Let's keep it at “Real-time draft”. This mode will give a quick but not final
result. It is good enough to determine what to fine-tune. Later we will change this to a higher quality.

You have the following options to create final visuals for the client:

Exterior — Quick render: For exteriors and well-lit interiors.

Interior — Quick render: For images that are not clear enough using the “Exterior — Quick render” quality setting. (Most
probably when there is not enough direct light).

High detail render: More details are displayed; the result will be clearer and noiseless but it will take more time.

Note that simply always going with the highest possible rendering quality might result in a good final render, but often the
time you would invest into rendering like this will not lead to a considerable quality increase. Lower quality rendering
settings may end up quite similar in many cases. The “Exterior — Quick render” for example can perform very well in well-lit
interiors, too. In such cases increasing the quality to “Interior — Quick render” will take longer and sometimes will have no
clearly visible difference. Test your scene with a lower quality setting first and if the result is not grainy you are good to go
and use it for the final renders too.

Leave the “Visualize the light sources” (3) option turned off. Using this option, you can turn on a simulation which
visualize the light sources of the project as light bulbs. Usually this option is disabled because the source of the light is
very well visible without it too.

Enable the “Enable artificial light” (4) option. This option toggles the lights of the lamps in the project.

Keep the “Enable sunlight” (5) option enabled. This toggles the direct sunlight. Note that turning off the sunlight does not
mean that we will have a night time render. If this option is turned off, the result will resemble to a cloudy day outside.
Keep “Bump mapping” (6) enabled. Materials have a bump map effect based on the selected render style or the custom
settings made by the user. Bump map can increase realism and it is not too costly regarding rendering time, so it should
be kept enabled.

Select “Panorama” and the “Just outside the town” background for the render (7). Panoramic backgrounds completely
surround the model. You can also choose a color or color gradient or an image as background. Feel free to select
backgrounds from the pre-defined ones or browse for custom background images.

We are not changing the “Specify a folder to save render images” (8) for now. This is basically a back-up location,
where the program creates a back-up of the latest state of each image.
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Leave the “Background brightness” (9) option on default. The brightness of backgrounds from different sources are not
the same. You can adjust it here if necessary. In case of rendering exterior scenes the background brightness value
should be set higher to better match the outdoor lighting conditions.

Click on the “Start Rendering” button.

Once the rendering process is started you will see an image appearing in a matter of seconds, however, depending on
your computer’s speed it can take a while. In the appearing dialog window, you will see the rendering “Effects” on the left-
hand side.

Set up the Exposure first. Try to find a good balance between lit and shaded areas, not allowing the image to become too
bright washed out or too dark. Exposure for exteriors is usually kept on default or even lowered a bit.

You can use the real-time draft render to find materials that need further attention. Pay extra attention to the wall surfaces,
metals, wooden frames, glass surfaces and the roads too. Make sure you use the proper “Render styles” we discussed in
an earlier paragraph of this tutorial.

When you have enough artificial lights inside and outside your model, you can also create night time renders. For this, you
simply need to

use the “Shadow simulation” command to find a time at night

disable the “Enable sunlight” option and

make sure the lamps are turned on and the “Enable artificial light” option is enabled.

. Creating the final renders

If you want to create a final image from a rendering started as a real-time draft, you S e

have to do the following: eSS
Xteror - QUICK renaer il

[] visualize the light sources

Activate the render window. Enable artificial lights

Go to the Details tab. Here you can find the settings with which you have originally ] Enable suniight
started the work. G
Background: Panorama b
Just outside the town %
Select the “Exterior — Quick render” quality from the options and the program Sanorama dreciion o]
automatically changes to normal render. In this case it will take a bit longer to complete Preview
the render.

Effects Details List

Exterior - Quick render A

nterior uUICK render Background brightness
High detail render e I
Real-time =
s =l s

X

X

These fundamental changes will
automatically appear during real-time
rendering only. In case of other quality
settings please dick on the Stop / Start button
to render a new image with the current
settings.

The rendering can be stopped anytime with the Stop button seen at the bottom of the rendering dialog window. Later it can
be re-started again using the start rendering button.

(o | — R o S e o

To modify the resolution, click on the Stop button. Modify the resolution in the top right corner, then restart the render.
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Wait until the image is processed and save the final image by clicking on the “Save”
button.

Save multiple versions of your render, by making changes on the “Effects” page and

Crag e siders to modly She mage effecls,
The changes will immediately apprar
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saving each and every version into a new file. It is recommended to choose JPG if you
want to send it to your client.

3.2.3. Render list

There is a third tab in the render window for the “Render list”. Creating the final images is a long process per image, and

it is time consuming to save images and to switch to new ones, then launching a new rendering. Essentially, this process
is automated by the rendering list.

X Click on the “List” tab and the previously saved perspective views appear here.

Details

[ select / Deselect All 1tems

Effects

O |  o01_Street_view

| =
| 02_Left_view =

| 03_Backyard_view =

| 04_Overview =

In the Render list you can select multiple views. You just have to tick the square before the name of the view, then click on
the “Start” button below.

Details

[ select / Deselect All Ttems

Effects

=]

02_Left_view =

| 01_street_view

03_Backyard_view |

04_Owverview ~

ENENEE

(The selected images are rendered with the settings and resolution previously selected at each image).

Tip: It is recommended to leave the computer “alone” after starting the final render list. No other programs should run
during the rendering because it will increase the render time.
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Congratulations!
You have done an excellent job by meeting a serious and very useful milestone, you have completed the architectural
tutorial of ARCHLine.XP!

With the help of this tutorial material you made yourself familiar with the methods of the accurate and precise architectural
design.

With the knowledge you have acquired so far, you will be able to process complex floor plans, sections and elevations, all
in one comprehensive model.
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