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Welcome

This guide has been created for users of all levels and is ideal for anyone new to 3D Architect Home
Designer software, experienced users looking for some suggested methods or for prospective users
who want to see how easy 3D Architect Home Designer can be.

This guide will not teach you architecture, interior design, drawing or building methods, it will teach
you how to start using 3D Architect Home Designer. After practice, you will soon realise how
effective 3D Architect Home Designer is as a design and visualisation tool.

Please note that this guide will only teach you the basics of 3D Architect Home Designer. If you need
more details on a particular function in 3D Architect Home Designer, you should refer to the help
system in the software.

The screenshots in this guide have been produced through different stages of development and
whilst still being appropriate to the described function, the appearance may vary slightly.

Note: 3D Architect Home Designer is powered by Arcon Evo software. As a result, you might find
references to Arcon Evo throughout the software and documentation.

3D Architect Home Designer: The Basics

If you are new to 3D Architect Home Designer you should work through this chapter first before you
embark on the main tutorial to get you started.

While using 3D Architect Home Designer you will find many things in common with other Windows
programs. Of course, the individual program functions and details are different, being adapted to the
special needs of design and planning. If you have already worked with other Windows programs, you
know the basic operation of the Windows user interface. You know, for example, how to select a
menu option from a menu, how to open and minimise windows, and how to launch and exit a
program.

Before you get started in 3D Architect Home Designer, we'll first explain a little about the program
interface and the two main modes you will be working in.

Understanding the Interface

As with other Windows programs 3D Architect Home Designer consists of a menu bar at the top of
the screen for convenient access to various operations within the program.

Besides the menu bar are the vertical and horizontal toolbars. These bars consist of arranged sets of
icons, which serve to access program functions or change the view. The individual icons on the bars
behave similarly to icons in Windows programs. By left-clicking them you can activate or deactivate
functions.

In the horizontal bar that appears at the top, under the classic menu bar, you’ll find icons, which are
used throughout the whole project. Tabs for accessing component properties also become visible on
selection of construction elements.
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Horizontal icon bar, top:

Al Layer 1

._§h Ground floor ¥ D@@

The horizontal bar comprises of an arrangement of general functions as follows:

Tabs for accessing component properties also become visible on selection of construction

Open file
Save file
Undo & Redo
Print

Export image
Zoom

Show all

Toggle between 2D and 3D and Plan mode

Move texture
Material/texture picker
Active layer display
Active floor display
Tool options

Catalogue on/off
Quick help

Help topics

elements.

Tool menu bar, left (What bar):

Besides the horizontal bar, 3D Architect Home Designer uses vertical bars, which are
always arranged to the left and right-hand side of screen. In Construction mode, the left
vertical bar lets you select components, construction elements and their input and editing
options. Both the upper horizontal and the left vertical bars are always displayed, in both
3D Furnishing mode and Construction mode. But the icons in them change or become
inactive depending on the mode. Hovering your mouse cursor over a particular function in

bar a fly-out menu of recently used tools will appear for selection.

Selection tool (select elements)
Tools (such as copying, moving, mirroring)

Walls

Rooms

Doors

Windows

Stairs

Ceiling & Cut-outs
Balconies & Platforms
Supports & Chimneys
Roofs

Dormers

Skylights

Objects

[/ 4

o
{11
N>
2]
o)

%
=
o

rdd
&R/

D

Sel&ption
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*  Materials

*  Material area

® Dimensions

o Text

e 2D drawing tools
®  Symbols library
®  Current selection

In Construction mode, there is also a second vertical bar that appears when L;b
selecting certain tools. Where the main left-hand vertical bar lets you select what
to input (What bar), a second smaller bar also appears that lets you decide how to @
input (How bar) the desired element. For example, selecting a window element
will display a set of icons in bar for positioning e.g. freely, midway or at a set !_
distance in wall. @

i |
MR

=~
Tool options catalogue, right:

To the right of the screen you will find the catalogue panel. This catalogue display will vary depending
on what mode you are in and what function you are currently using. By left-clicking a tool from the
set of icons at the left-hand side of screen (What bar), a list of icons/folders will appear in the
catalogue. Here you can left-click individual tools to use in your project and depending on the tool
selected, a second bar (How bar) also displays in the catalogue letting you decide how to input the
desired element.

The right vertical bar contains catalogues for the current Tools 2 521
function. If no function has been selected then the Tools —32: =
catalogue will be displayed.

oy Y
*  Modify walls £ /\ N.'
" » ;J "

e Trim/Bevel
e Segments/Breaks

Modify Walls ~ Trim/Bevel Segments/Br...

* Fills/Outli Hatchi L 5 Y
ills/Outlines/Hatching Dx\i\ Q\i" P

® Move/Rotate \% Vd

e Copy = 7 O D =

e Polygons/Splines TIP: You can switch the Fills/Outline... Move/Rotat... Copy

e Misc catalogue display on/off by

e Selection clicking the following icon in the Q‘i’« %
horizontal bar. o
]

=,
p =

Polygons/Spl... Misc Selection

Horizontal status bar, bottom:

The horizontal bar at the bottom of screen is the status bar which includes all available functions for
quick access.

The status bar also displays element specific tooltips on selection of some tools e.g. placing polygonal
walls.

HE/ )= & AN FLER T R =GR E

® Ruler on/off
e Grid on/off
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*  Manage layers

® Hatching on/off TIP: You can configure the status bar
e 2D View background overlay on/off display by adding or removing all
e Walkthrough available functions. To do this, click the

following icon. In this same dialogue
box, you can also rearrange the order of
the icon display on the status bar.

e (Collision control during walk through
* Hide facing walls

e [nterior objects on/off

Exterior objects on/off e
Roofs on/off E)
Light source display

Shadow display

Reflections display

Use 3D textures

Timber construction on/off

Room labels on/off

Edge dimensions on/off

e North point on/off

e Camera on/off

e Sketch (blur)

Switching different displays on and off

The Display menu allows you to decide what parts of the screen (catalogue, numeric input, toolbar,
construction tools, status bar) you want visible. This is particularly useful for freeing up some space
on drawing sheet as and when you need to. For example, when drawing in 2D Construction mode
you might not have a use for numeric input so therefore want to temporarily turn this display off.

Selecting tools

To select a tool from the relevant tool bar, menu or catalogue, move your cursor over the required
option and left-click (click the left mouse button once). If the tool you are using has sub options,
these will normally be presented on a fly-out menu when you hover your mouse over the icon.

When referring to tool options in the catalogue area, those icons identified with a small windows
folder symbol can be accessed by double left-clicking to reveal the subset of options.

Drag and drop

For ease of use, 3D Architect Home Designer employs the drag-and-drop concept to many of the
programs tools. This enables you to select an element (often from the Tool Options Catalogue) by
left-clicking the mouse button. Then drag the element to the desired location on the page and left-
click the mouse button again to drop the element into that location.

In addition to the standard use of drag and drop, elements which require a start and end point to be
defined (e.g. walls) will make use of left-click to place the first point (i.e. the start point for a wall)
and then left-click again to set the end point.

Basic mouse and keyboard controls

In 2D Construction mode and 3D Furnishing mode you can use various mouse and keyboard controls
for zooming, viewing from all angles, moving about screen and walkthroughs.
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2D Construction mode

® Pressed right mouse button
Shifts the floor plan view in the window when moving mouse

® Mouse wheel
Allows you to zoom in and out to selection

e |eft mouse button and selection tool [‘E'
Use to select tools, menus and elements. Can also be used for zooming by selecting this in
Tool Options

&

e Right mouse button
Opens available context menu

3D Furnishing mode

® Pressed right mouse button
Rotate and view 3D building from every side when moving mouse

® Pressed right mouse button and Shift key
Shifts 3D building from side to side when moving mouse

e Pressed right mouse button and Ctrl key
Rotate 3D building around reference point when moving mouse

¢ Mouse wheel
Allows you to zoom in and out to selection

S

¢ Left mouse button and selection tool L‘
Use to select tools, menus and elements. Can also be used for zooming by selecting this in
Tool Options

&

¢ Right mouse button
Opens available context menu

(1]
e  Walkthrough mode ®¢
Pressed left mouse button and move mouse in direction to speed up walkthrough
Pressed left mouse button, Shift key and move mouse in direction to increase speed

£ ¥ o3 o« B D C

Move Move Move Move Move Move Turn left  Turn
forwards backwards forward forward left right right
left right
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. . 0.
2D Construction mode and 3D Furnishing mode —
A principle concept of 3D Architect Home Designer is operating in two different modes - Construction

and 3D Furnishing mode. When you start a new project, you automatically start in Construction
mode.

In Construction mode you always operate in a 2D Plan view and in this mode you enter all structural
elements for your building. These include, for example, walls, windows, doors, roofs, and chimneys.
In 3D Furnishing mode you place your objects, such as furniture and accessories. You can also change
the appearance of your 3D model, for example, choosing a wall or floor finish. It's often easier to
place furniture items in top view e.g. for laying out kitchen units. Therefore, Construction mode also
lets you place objects directly on to plan. There is also an optional Plan mode. In this mode, you can
layout your 2D plans, elevations and 3D views on to one sheet. You can toggle between each mode
using the following icons in the horizontal toolbar.

When you have all your floor plans drawn up there is an additional mode for laying out your floor
plans together with elevations and section views. This is called Plan mode and can be accessed by
clicking the highlighted icon below. The Plan mode provides even greater control of your layouts,
enabling you to produce single sheets containing multiple views and floor plans. This is ideal for
producing planning applications.

a®

Getting Started

Program Start / General

When you first start 3D Architect Home Designer the Start Assistant appears. Select Start new blank
project and click Finish.

A border and title block will appear on the drawing sheet. At any point you can hide or delete these
in the Layers drop down list > Manage Layers. Almost all buttons are activated on the program
interface. If you move your mouse cursor over a function, a tooltip containing a short description of
each feature appears:

O x
€ Fle Edt Fumishing View Project Floors Layers Options Display Window Help =[]

DR OEp 88 @ et 8 = @
Wﬁ"'\\I\\\I\I\I\I‘\)I\I\I\IM\I\\\I\\\“Iuru\n\\\\\\\\\\\\\\\\\Z\D\W\D“M“\\|\\\|\|\|3\nru\ul\|\\\|\M|\\ Joots P 1]
zC)= - Moo WS
B3| = \%{\J /\g S
Q:J = 1;} Modify Walls ~ Trim/Bevel ~Segments/Br...
N= =
2| 3 N o N Oh
it E D\% e
Q@ = & 10y =]
@] E Fills/Qutline.. Move/Rotat.. Copy
& = e [%
el o | e
=] Palygons/Spl. Misc Selection
elef 3
o e
Bl
Fdbd)=
Rl 3
Sl L&
T Polar [ Disable mouse step
v 2262 §im 2 71 5° Frdatw [JMouse coordinates i 2 [oon [Enm
e P forl il HE s B)=E - ALE Ll e i) om
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An empty project has the following default properties:

Unit: Metre

Sheet size: A4 - Landscape format

Scale: 1:100 TIP: You car.1 change project settl'ngs

before selecting Create a new project

i . using Assistant under the menu item

Grid spacing X/Y: 1.000 m Project > Project Properties.

Title block/

Drawing frame Yes

Adding Construction Elements

In this tutorial we will start on the ground floor and guide you through some of the basic functions
required to draw a simple bungalow home, with stairs leading in to attic space to give you the
following end result.

110m
fdm A6m p2m f5m 4 m
24m plomj km jidm] Am Plom| 14m
L L L Ll 1 I
E E
= =
] R .| —| ]
] b
q 3 ;Ii Kitchen/ i: 3
q 9 - P
" Dining room Living room d
i q
=] H = =
= - '
= -
4 9 T \J i T g s
q 9 : Study Hall|| Family room}|: 4 o
3 i ' ) L
Am 110ml 2 LLlml Sm MOml 140
I L] L 1 L] T
4m 6m L2m 30m 2m _23im 4m
1.0m

Drawing external walls using numeric input

1. We will start by entering external walls. First left-click the Wall A
icon in the left vertical bar. This will display a number of =

different folders for walls and beams in the catalogue panel e

on the right-hand side of screen. Double-click the Walls folder

and select Exterior wall (thick) from the options available. You

can also access recently used wall types from the fly-out menu

that appears when you place your cursor over the Walls icon

in the main left-hand toolbar.

Garden Walls

U

Upper Beams  Lower Beams

73 P N\T

Selecting a 'Wall' element will display a selection
of tabs in the top horizontal bar for accessing component
properties.

Virtual Wall
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T T b~ am = A0 Ranl T 1 Fac® £ Thickness/\Wall axis Qutline Hatchin
2 P Q m‘ {—Ej 0. @ Layer 1 | | | g
3 ") s B ol e &9 23 Ground fioor ¥ [k@ [Lavels IR |[Materiais

v ThicknessiWall axis Outline Hatching

v R Levels Fill Materials

In this example we will continue with the default properties.

TIP: Under the Tool Options you can change TIP: You can turn the grid display on and off
parameters specific to that tool for example under the menu option View > Grid or from
setting the distance from reference point for the display icon on the bottom toolbar:

placing windows.

&

W |7

_J% f? - Polygonal walls

2. Furthermore, when selecting a 'Wall' element an additional vertical bar (How bar) appears.
This bar determines the input method of the construction element by using the following:

|

TIP: This structure also works with

/ - Single wall other construction elements i.e.
’—® - Angled W'a” where the main left-hand vertical
E - Wall at right angle bar lets you select what to input
R_J - Parallel wall (What bar), the second smaller bar
k’:\j - Wall midway lets you decide how to input (How
Fﬁ-%- % - Round off walls bar) the desired element.
PP,
(J In this exercise we will draw walls using the first input option Polygonal walls

[

r
]

88§ m

| ™%  and Numeric input.

3. Set the start reference point of first external wall by left-clicking at the bottom-left of the
drawing sheet:

x

File Edit Fumishing View Project Floors Layers Qptions  Display Window Help NEE
i T . ] [aa T Layer 1 [Thicknessivallais | Outline [ Hatchin | s
3 & =~ e -2 LJ‘__JL" ﬂ b @ a @ ] G::undﬂuur’ Y] [Tevels 7 | Malerla\sg | L_'A @
_J_J. N S NN R N T N A O A i AWM Zeamaiviele ﬁv
3 Z 3
mo < E 4 ‘ y
~ y‘ - Exterior Wall  Exterior Wall
& e % — (thick, 0.3... (thin, 0.240 m)
2| i o TIP: Use the mouse wheel or + and -
EEE- e :
@J_ = keys to zoom in and out of your
8 plan. With the right mouse button
% 3 held down, pan the floor plan view
E using mouse movements.
=ed
rd b :
- Left-click to set the start ’
= artition Wall
&l - reference point of exterior G
Exterior Wall : L]
(thick, 0.365 —< >
= istance () ngle (hi) olar isable mouse
don En 200 Be e e | | 2 TS g
Polygonal Walls: Continue placing more walls. End the process with Ctrl=Click. Tips: CtrlsQ/W/ E changes the refere[=] [ |/ (5. T = A LR e =) NUM

10
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4. Next, drag the mouse vertically upwards. The wall to be created is attached to the mouse
pointer. The inside edge of wall will highlight red. This wall side highlighted red is relevant to
the wall length. In this example we will be entering the length of the outside edge of wall and
to do this we need to determine the corresponding axis of the wall.

5. Before placing walls in position, use the key combination Ctrl + W to toggle between the wall
edges and wall axis. This lets you define which wall edge to place in relation to reference
point e.g. the inside edge of wall, centre line of wall or outside edge of wall. Try pressing this
key combination a few times to see the effect on screen. Use Ctrl + W to select the outside
edge of wall for setting the length.

6. With the numeric input bar enabled at the bottom of screen (menu Display > Numeric
input), use the Tab key to select the Distance (l) field. Now overwrite the current value with
9m and confirm the intermediate input of this wall section by pressing Enter on your
keyboard or by clicking the Apply button on numeric bar.

x

el
€) Fle Edit Fumishing View Project Floors Layers Options Display Window Help AED
o [~ ™| o
& E 8% J__JLJ m el [ . ] 2 Layer 1 - [ThicknessiVallais | Qutline [T Hatching ] £2 @
l} & s e ok & g ® D Ground floor ¥ [Tevels |G [ Materials | L_A
2.000 3.000 4.000 5.000 6.000 7.000 8.000 9.000 10.000 11.000 12000 13.000 14000 15000 16.000 17.000 18.000 19.000 20.000 21.000 Beams/Walls ? £
%‘ bttt b B8R oot et Dot bt e oo Bt Db P b b B D b oo —
iF -
ge &
P - |
T Thage /
.| e
= )P‘ e Exterior Wall  Exterior Wall
N EE {thick, 03... ~(thin, 0.240 m)
2| T %\\‘ E *
U = SQ LoadBearng Load-Bearng
@ = S Wall (thick, .. Wall {thin, ..
EE \ &
& o o -
= o < {
= Non Non
EE Load-Beari... Load-Bearin...
5o ppel g3
=
£ 3 %
= Enter 9m in the Distance Partiion sl
& ﬁ‘h. S . 0100 m)
_z field and press the Enter key
83 [ 7 .
=E > or click Apply
¥
301
Exterior Wall = v
(thick, 0385 o J< A >
W) Distance ) hi) polar Disable mouse : 2 Step
(9 (%00 B0 [Aelative [Mouse coordinates fniind 0050 om
Polygonal Walls: Continue placing more walls. End the process with Ctrl=Click. Tip: CtrlsQ/W/ E changes the refere[=] [l |/ (5) [z] ) L d A LR T[] = =) NUM

11
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7. Now drag the mouse horizontally to the right. Enter 11m in the Distance (l) field and confirm
by pressing the Enter key or clicking Apply.

LY

€3 File Edit Fumnishing View Project Floors Layers Options  Display Window Help

- @ ﬂ |~} ‘m” @ A adLayer1 v [Thicknessiallaxs | Ouliine [ Aatching ]
@ F" i . @ Grovnanoer + Ly [Teveis || Fill | ateriais \

5.000 2000 13.000 14.000 13.000 000 22000
e e M 1o 010 T 0 A0 3 P 0 v AU 00 7 i i e Lol o
- 11.0 -
- 106 . /
Exterior Wall  Exterior Wall
v ** (thick, 03...  (thin, 0.240 m)
=l * W W
2®| A N ¥
s ° BN e
\
g |
% , ‘f
Non Non
Load-Beari.. Load-Bearin...
4 Enter 11m in the Distance i
R field and press the Enter key G
‘ or click Apply
La
Exterior Wall e
(thick, 0.385 >
i Distance {) Angle (phi) Wleclar [ Disable mouse Ste
AE He A B Ggase Dmomves |5 | @[5 B
Polygonal Walls: Now insert any number of walls. Press Esc or click the Start point to finish the procedure immediat[==] it | / (2] [=2] &) & A LR TR = ] NUM
8. Proceed by inputting the next wall as follows:
| File Edit Fumishing View Project Floors Layers Options Display Window Help BE

|~ ™ 3 /a0 Layer 1 [Thicknessivallais | Outline [ Hatchin |
~p - GEBI O :
@r bl ' Qsmumﬂﬂu-rvm [Cevels I [ Materials ]
= 5000 6000 7.000 9.000 10000 11000 12000 13000 14000 15000 16 17, 18000 19.000 20.000 21.000 22000 23000 ne.m;:mm @V
mmluuhm\m.lm.qumulmmm\uuhm\m.luulumuulm.mu\uuhmh\\\mu\umuuluumu\u1“13umuu\umm\uumu\um.m\umuu\mmmlun -
~
o

IE

°

1 AR

Exterior Wall  Exterior Wall
(th\:k, 03.. (thin, 0.240 m)

| \ )
a?& \J \JI
\\"\ Load-Bearing  Load-Bearing

. Wall (thick, .. Wall (thin, ..

e ‘,’ ‘f

e (B8 (S [m

w
L]
Non Non
Load-Beari.. Load-Bearin...
e B /
Partition Wall
ﬂﬂ . A (0.100 m)
Enter 9m in the Distance and
‘ oz g press the Enter key or click
& A
Exterior Wall = pply ~
ithick, 0.365 c-_E < >
X Distance () Angle (ohi) [pisable mouse steo
25 En 2[00 & Grcoie [THose oordinates net 4 oo [Hn
Polygonal Walls: Now insert any number of walls. Press Esc or click the Start point to finish the procedure immediat[==] it | / (&) [=] 4 - AF LR R [ E NUM

12
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9. Complete the final external wall by left-clicking the start point. Pressing the Esc key will close
the wall element function.

< 5
€) Fle Edit Fumishing View Project Floors Layers Options  Display Window Help AR
o= o e B s Layer 1 v [Thicknessi¥allaxis || Oufiine [ Hetching ] s
ﬁ ‘ r" @ m ﬁ"‘ E] @ & Ground floar W [Tevels GO [ Materials | é @
3.000 1.000 2.000 13.000 14000 15.000 16.00( 8000 19.000 20.000 21.000 22.0] 2
k ﬁ 1 vt Tttt st il e e Tt s oo s o Bt s —
= : o3
= = Exterior Wall  Exterior Wall
& g ;‘ - © - fere et
2| N ® g W
8|8 \' 8 N /| ) |
(-r = ®. Lload-B Load-B
LS b NN Wall thick o Wal thi, -
§ ‘ s B | .
& = e ‘\ ] | f
: . || \‘*\"
- . . 2 N
Click the start point to o, Tond e
i S~ complete the input of final ‘
p |
rd g wall. Press Esc key to close |
e ||f . Partition Wall
A - wall function. 1@&‘ m
: @ 110 g
@ [ -
Exterior Wall g hd
(thick, 0.365 S’ >
g Dstnce ] _ prgeGh) [z [osabiemowss e .
< | 11.000 ™ o | 1800 = o BE‘EHVE DMO\JSECODfd\I’\BES 50030 -
Polygonal Walls: Continue placing more walls. End the process with Ctrl+ Click Tip: Ctrl+ QW E changes the refere[==] i | /' (£5..) & @ LR BN TN = NUM

10. You will notice that when your final wall connects back to your start point, the room is
automatically labelled Room 1. This is an important part of the checking process when
drawing in 3D Architect Home Designer. The room label confirms that all of your walls
connect, with no gaps or spaces, to form a fully contained room. Once walls connect like this
they are a room, which means that the floor and ceiling are created. If the walls do not
connect, then no floor or ceiling will be added. Automatic room labels can be changed to
more meaningful names later on in project - see section 'Assighing room names' and can be
switched on/off in your project. There is also a 'Text' tool available for adding own labels /
notes to individual rooms and to parts of drawing.
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When using Polygonal input method for walls, by default the walls are grouped together when
entered. This means that you will be unable to modify individual walls until they are ungrouped. To

ungroup walls, select a wall in group and click on the ungroup symbol below. You can also ungroup
through the 'Edit' menu.

TIP: You can change the default so that walls are not always grouped when using
polygonal input method. First select wall type and then click Polygonal walls icon.
Now select the Tool Options and in the dialogue box that appears select the option

; S S for entered walls as 'Do not group'.

11. At this point please save your project: TIP: It is useful to save your project

at different stages, so a regular save

Under the menu item File > Save As you can enter a of e.g. My3DHouse0l.anp, and
location and filename for the project e.g. My3DHouse002.anp etc will mean
My3DHouse01.anp. that you can always return to a

known project state.

Note that all 3D Architect Home Designer project
files end with the suffix .anp

Drawing parallel walls using numeric input ;!E .

In this next section we will guide you through the process of placing parallel walls using numeric
input.

1. Enable the wall function again and this time we will be selecting a wall type from the
catalogue on the right-hand side of screen. The catalogue consists of a selection of folders
and subfolders that can be opened by double-clicking. Items in the catalogue can be
displayed as a detailed list and also expanded so that all items are listed together outside
their folders. There are also icons for navigating the folder structure.
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2. Double-click the Walls folder and select the wall type Interior wall (medium) and then select
the input type Parallel Wall (in How bar) from within the catalogue or from the left-side of
screen.
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3. Move the mouse cursor over the reference line/element (in this example, the inner edge of
left wall) you would like the new wall to be drawn parallel to. The cursor will snap to the
reference line/element and highlight in red (see below). Select it by left-clicking and in the
Tool Options dialogue box that appears, enter a distance of 3.6m and click OK.

- File Edit Fumishing View Project Floors Layers Options Display Window Help = sx
R GEER 0 e o e o o &
T, i
Bed 7y
ey %
S ¥ e e
2®| E_, ~ 2. Enter a distance N
@ S and click OK E: W.a\l(thick.? W:H(thm,‘..g
% 1. Click reference Room 1 - '\\_‘:‘ <
line/element e.g. inner Ul Nen
o et side of wall !
Z] TIP: If the reference line/element does not highlight
Fs red then it's possible you will have to make some
changes in the Snap dialogue box (menu item Options
> Snap). There are a number of settings in the Snap
s . dialogue box but the most common cause for snap not
ST ) Dher [Clousense | working in 2D is if the 'Snap only in current layer' box
ParaHEIWaII:PI:;;;:\ZS:;E:::[:E ref:a:::;;t;uurw;li:f:;;rﬁ::r:suee\c::dmms - has been selected. Uncheck this box.

4. You now need to define what side of the reference line/element you would like the new wall
to be drawn. By moving the mouse cursor either side of the reference line/element, a green
guideline will appear at the desired distance you entered in previous dialogue box. In this
example, left-click to place the guideline on the 'right' side of reference line/element:
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5. Before the wall can be drawn at the specified distance (to guideline) you first to need to
determine where along the guideline you would like the wall to start. You can click on
guideline itself or to side of guideline to determine the start point. In this example, we would
like the wall to start from the inside edge of top wall. Therefore, click the 'inner edge of top

wall':
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6. By moving your mouse cursor up or down you will see a ghost image of new wall together
with dimensions attached to guideline. The wall direction also affects how the wall is placed
along guideline e.g. drawing the wall in an upward direction will place the wall to the
opposite side of guideline than if you were drawing wall in a downward direction. The
drawing of walls is sometimes determined by the last key combination used for toggling
between walls edges and wall axis. The following TIP box provides you with details on the
Ctrl + W key combination for defining which wall edge to use before placing wall in position.
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7. In this next step you now need to set where you would like wall to be drawn to (wall length)
using numeric input. Ensure the wall is facing in the correct direction i.e. down and with the
numeric input bar enabled at the bottom of screen (menu Display > Numeric input), use the
Tab key to select the Distance (l) field. Now overwrite the current value with 4.155m and
confirm by pressing the Enter key or clicking Apply.
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8. Your first wall has now been drawn using the parallel wall input option. Using the same
method, draw the next wall to start from the inside edge of bottom wall. In the Distance (1)
field, the wall length needs to be entered as 2.9m. Before placing wall, use the key
combination Ctrl + W to ensure that the correct edge is being used e.g. inside edge of wall,
centre line of wall or outside edge of wall. The position of the 2nd wall should look like the
following:
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9. Now draw in a 3rd wall parallel to the wall you have just drawn (wall 2) at a distance of 3.0m.
The wall needs to be drawn to the right of the reference line/element at a length of 3.1m:
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Drawing single walls /

You should now have 3 vertical walls in place which have all been drawn using the parallel wall
option and numeric input. We will now use the single wall option to draw in the horizontal walls.

1. In the Wall catalogue select the wall type Interior wall (thin) and select the input option
Single wall. Move your cursor over to wall 3 and click the wall end. The wall will attach itself
to existing wall and by moving your cursor to the left or right will draw a ghost image of wall
together with dimensions.
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2. Dragthe mouse cursor out towards the external wall on right and when it reaches and snaps
to the 'inner edge of wall' (highlight in red), left-click to place wall in position.

TIP: Before placing walls in position, —
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Single Wall: Please set the starting point of the wall. Tip: Tool Options available.

3. Continue using the single wall option to draw in the remaining walls. Your project should look
like the following:
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Single Wall: Please set the starting point of the wall, Tip: Tool Options available.
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Drawing walls at fixed angle E

In this section we will now draw a wall at a fixed angle of 45° from Room 2.

1. In the Wall catalogue select the wall type Interior wall (thin) and select the input option
Angled wall.

2. W Click the Tool Options icon in horizontal toolbar and in the dialogue box that appears
enter 45° in to field.

| Tool Options E |
Reference angle: 45.0 :% g

Then enter the same item again {press ESC to cancel)

3. Move your cursor over towards Room 2 and click reference wall. Your wall will be created at
the selected angle to this wall.
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4. Now click to specify the starting point of wall.
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5. You now need to specify the end point of wall. Having specified start point, the wall will
attach itself to existing wall and by moving your cursor to the left or right will draw a ghost
image of wall together with dimensions attached to guideline.
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6. Before placing the wall in position, use the key combination Ctrl + W to toggle between the
wall edges and wall axis. This lets you define which wall edge you wish to place e.g. the inside
edge of wall, centre line of wall or outside edge of wall. In this example place the wall
centrally to guideline and left-click to set the end point of wall:
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@ 37624 m 2 15633 e Graatve “Jmouse coordnates a7 2 oo [Em
Angled Wlk: Select the reference wall. Note: The wall will be created at the selected angle to this wall = /@) &
s1
-

Editing tools: Mitre walls (L) option et

Exterior Wall  Exterior Wall

(thick, 0.3.. ~ (thin, 0.240 m)
] )
v ¥
Load-Bearing ~ Load-Bearing
Wall (thick, .. Wall (thin, ...

T NHEINT

]
-
Non Non
Load-Beari... Load-Bearin...
|
Partition Wall
m)

NUM

In the previous section you learnt how to draw an angled wall from an existing wall but notice how
the walls do not join correctly!

oom 1

Room 2

In this section you will learn how to mitre walls together using the editing tools provided.

1. There are number of editing tools available to you for modifying parts of drawing. Left-click
the Editing tools icon in the vertical bar on the left and a fly-out menu will appear with some
preset tools.
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‘ 2 )
il AL i ALt
AV 2 4 A g"‘"‘i‘.
Mitre Walls Wall Join Walls
} Length (T}

afe &

B 1= KO

2
=)

BB wm =

2. From the fly-out menu select the tool Mitre
walls (L). Alternatively, select this from the wn in e [ veriel ben em
Modifying walls folder in the Tools catalogue. e seleeten 6 ool s riekle

3. With the Mitre walls (L) tool selected, left-click | available in the catalogue bar on the
the 'horizontal wall' in Room 2 followed by the | right-hand side of screen under the
'angled wall': catalogue name Tools.

TIP: After left-clicking the Editing tools

2. Next click the | Tools 2

\ angled wall 352’

A% %
oom 1 %xm ey

Modify Walls ~ Trim/Bevel

5

ek
\ 1. First click the i~ sA
j horizontal Wa” Segments_f'E_r‘... Fills_f'OutIir;i.
Room 2 ‘s e
Move/Rotat... Copy
@‘* o
The two walls will mitre together. | "/:J
Polygons/Spl... Misc
2. Next click the %
angled wall Selection
]
4

1. First click the
vertical wall
T

4. Now repeat this method in Room 2 by first selecting the
'vertical wall' followed by the 'angled wall' to get the
following result. All 3 walls will now be mitred together:
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TIP: Note it is not always necessary
to use this mitre tool for joining
corner walls together. Depending on
position of wall start/end point, the
software will often determine the
mitre joints automatically.

5. Locate Room 3. We are now going to use the same tool and method to mitre together the
'angled wall' and the 'horizontal wall'. The two walls will trim to the correct length so that the
corner ends mitre together.

6. With the Mitre walls (L) tool selected, left-click the 'horizontal wall' in Room 3 followed by
the 'angled wall':

Room 3

Room 1
1. First click the
horizontal wall 2. Next click the
angled wall

The two walls will mitre together giving you the following result:

Room 3
Room 1

e T

Placing guidelines

There are several methods to plan out a building. In the previous section we demonstrated using
numeric input and other placement options for walls. Another easy and accurate method is to use
guidelines to plan out your building, even before placing the first wall. These can be used also for
pegging out your plot or for accurately inserting other elements in to your plan.

There are a number of guideline options but one of most useful ones is Parallel to reference line
(guideline) for spacing your guidelines at exact distances. Practice using this somewhere in your plan
by following the example steps below:
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1. ‘ﬁ Select the Guideline tool from the icon bar. From the
Guidelines catalogue window select the first option Arbitrary

% line (guideline).
2. Place a single guideline to use as an origin/start point by left-
clicking followed by a second click to set guideline in

position.
Room 1 ‘\&3 3. In Guidelines catalogue select the guideline %’
option Parallel to reference line (guideline) [

4. With this selected, click on the origin guideline to
display the following Tool options dialogue box.
RN 5. Here you can enter the offset distance e.g. 3.00 m

Distance : | 3.00] i

6. Move the mouse pointer either side of origin guideline where you want the guideline placed
(highlighted green) and then left-click to place guideline in position.

2/2: Select Distance+Position L/R

Room 1

7. You will now have two guidelines in place with an exact distance of e.g. 3.00 m between
them. With these in place you can accurately draw in a wall for example by using one
guideline as start point of wall and then the other as end point of e.g. below.

NN TIP: If the reference line/element does not highlight
- 300m gy red then it's possible you will have to make some
changes in the Snap dialogue box (menu item Options
> Snap). There are a number of settings in the Snap
dialogue box but the most common cause for snap not
working in 2D is if the 'Snap only in current layer' box
has been selected. Uncheck this box.
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Window and door placement !JE

In this next section you will learn how to insert windows and doors into walls at a set distance in your
plan. There is a large selection of window and door types available in software. These can all be
modified separately and inserted into wall using different input methods.

Windows —
1. Start by left-clicking the Windows icon in the vertical bar on the left.

Mﬁ \z TIP: After left-clicking the Windows

4 L .
: : L. the name Windows/Cut-outs.
; | 101, 0cmx [ 101 0cmx | 104, 0emx 101, 0cem x

icon in the left vertical bar, an

® { extensive selection of windows are
' ) made available in the catalogue bar on
| i i e 5] the right-hand side of screen under

101,0em, .. (101, 0cm,_..| 151,0em,_.. 201,0em, ...

‘[ﬁ-j’ o | m L [

1M 0cmx 1010cmx 10 0cm=x  151,0cmx
ﬁ@ 101,0cm, ... 151,0cm,... 101,0cm,... 161,0cm,...
H ] IFl 1

101,0cm = 101,0cmx  104,0cm x % Windows Cut-outs
101,0cm,... 151,0cm,... 151,0cm,... 4

WindowsiCut-outs P 2z

* 82 € m

2. From the fly-out menu select a window type. Alternatively, select one from the folder
Windows > Rectangular windows in the Windows/Cut-outs catalogue.
3. On selection of window type a 'Component' button will appear in the horizontal bar at top.

Clicking this will enable you to make various changes to selected component.

lLayert v
[_} Ground floor * W

4. After clicking the 'Component' button, the following Component dialogue box will appear:

| Component 2 &l
i — B TIP: The dialogue box can be left open
% if you want to select and preview
%N another window type from catalogue.
The preview and properties of selected
w0 window will update accordingly in

Overall Height

dialogue box. The dialogue box can be
left open for making further changes
. and closed by clicking the cross in the
‘ top right. All window settings will be
retained in dialogue box for future
te access.

Swap entire component eft and right e.q. hinged door from left to
tight.

Sill Height

2D-View

Component parts
— Description Current value ()
Installation-/Fitting type

4 Style

e Overall width 1.010m
- Overall height 1.510m

Window sills/Roller shutters Sill height 0.800 m
e Switch Left/Right X v [2

Comering
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5. The Component dialogue box consists of different tabs that enable you to make various
adjustments to all aspects of component via the use of interactive graphics and/or list view.
By clicking on parts of graphic, you are able to make changes to component quickly and
easily. The corresponding values in detailed list view will update accordingly. You can toggle
between a graphical display and full list view using the icon in the bottom-right of dialogue

box:
Component 2 )X(‘
Style . <r:- 6: ‘ i
2D-View
Component parts
—_— Description Current value ,',‘:
4 style
Overall width 1.010m
Overall height 1.510m
Sill height 0.800 m
- Switch Left/Right X
= Switch Front/Back x
= Start Component-Editar!
= Window frame width 0.080 m
3 Window frame depth 0.060 m
Opening angle 0.0%
Selected dimension Owerall Width
Value of selected dimension 1.010m
= 4 Specify 2D-View
= Start Component-Editar!
= Select elements to be adjusted Rectangular Wi...
[ Show level of detail Standard (always)
Element-settings for Movement
Level of detail properties Standard..Fine (...
—————— Line color (selection) [
Installation-{Fitting type Line thickness (selection) Hair line
F Line pattern (selection) Line thicknes
Type of 2D-Display Cut
Window sills/Roller shutters 3D edges instead of 2D X
e Show level of detail Standard (always) (\
Comering

6. We will now adjust some basic shape properties of component which include
the width, height and sill height of window. Under the Style section, locate
the following graphic:

7. Left-click on the horizontal arrow (highlighted red) and in the Overall width
input box that appears enter the following value:

Overall width: 1.010m
Repeat and click the other arrows on graphic entering the following values:

Overall height: 1.510m
Sill height: 0.800m

TIP: Guidelines can also be
used to help position
windows and doors at a set
distance. See Guidelines
section.

8. To accurately insert a window at a specified distance /
from reference point, select the input method Window ‘%
at set distance (in How bar) from within the catalogue f

or from the left-side of screen.

9. Click the Tool Options icon in the horizontal bar and in
the dialogue box that appears enter an offset value of 1.4m and select Left edge. W
The offset value will set the distance from the reference point to the left edge, right
edge or centre point of window/door.
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| Tool Options 35
Edge : Left edge b
Offset distance | § 4 sl

fram ref point :

Then enter the same item again {press ESC to cancel)

Mote: You can toggle between edges
using the key combination <Ctrl=+W!

TIP: Setting the distance to the 'left' or
'right' edge of window/door is always
determined by the direction in which
the walls have been drawn and the
corresponding view. You can toggle
edges using the key combination

Ctrl + W.

After setting all parameters you can now insert the window in the following way.

10. Specify the reference point by clicking on wall:

- File Edit Fumnishing View Project Floors Layers Options Display Window Help = sx
BRrecgmPid 48 e =
WindowsiCut-outs 257
Mﬁ Click to set ref i
) & ick to set reference |
BB < point e
ﬁ% f Three-Panel  Three-Panel,
A 1/3
=L Room 3 d ©
B @J Room 1 )
@ Single-Panel Double-Panel,
Dn‘ubIErPane\ Smg‘iarPane\,
Covered Below
o] E‘J HJom 5
- Room 4 Room 2
&/
Single-Panel <
=0 o P (o] s e s
Press F1 for Help. = [ / (&)= & ® AL RE T R = (E)  num

11. Now select and click the wall where you would like the window to be inserted.

12. Before the 3rd and final click, move the cursor around window to determine the stop and
direction of window opening. Click to insert window in position.

13. The window (a) is now in position at an offset distance of 1.4m from reference point as
specified in the Tool Options dialogue box.

Y

Room 1
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12. Continue inserting the remaining windows (b, c, d, e, f, g) using the same input method and
offset distance.

13. On the top external wall, in Room 1, insert a window (h) from the top-right corner at a
distance of 5.0m and on the other side, in Room 3, insert a window (i) from the top-left
corner at a distance of 2.4m.

24— - 5.0 -

i h g +

a
f TS Room 3 il t
Room 1 1 =

~pHom 5
€ EI? Room 4 Room 2 i b
I__d_ 1 I__(:_ 1 .Y

Doors _!_

You insert doors in the same way as windows using the three input methods Door free positioning,
Door at set distance or Door midway.

1. Let's start by left-clicking the Doors icon in the vertical bar on the left. In the Doors catalogue
that appears, select a standard entrance door.

2. Now select the input method Door at set distance and click the Tool Options icon in
the horizontal bar and in the dialogue box that appears enter an offset value of 0.5m
and select Left edge. The offset value will set the distance from the reference point
to the left edge, right edge or centre point of window/door. Insert the door into
front wall from the inside wall of room 2. See below:

tr "o ¢

Room 2

7 _
N
B

—

c

0>

3. For Rooml, select a standard internal door from catalogue and insert door using the
input method Door Midway. In the first two steps you define the two reference
points along the wall you would like the door to be inserted midway. In the third
step click the wall where you would like the door to be inserted and in the fourth
and final step, move the cursor around door to determine the stop and direction of
door opening. Click to insert door in position as follows:

fe v o
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Room 1

4. For the remaining internal doors, use the input method Door free positioning. Move
the door along the desired wall and once you have determined its position, left- g\'—”
click. In the next step, move the cursor around door to determine the stop and o

direction of door opening. Click to insert door in position as follows: b
2 = 5.0 -
i h g
- a
L
! I
f 'Ih  Room 3 L R
Room 1 N

'K:om 5 —/
€ i:? Room 4 Room 2 ﬂli b
— AUl
T 4_0.5"5 "

5. To view the current plan in 3D, click the 3D Furnishing Mode icon in top 'Ej @
horizontal toolbar.
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L] X

[

€) Eile Edit Furnishing View Project Floors Layers Options Display Window Help [=1=]x]
Y @ ﬂ T Fanf] | A vl Layer 1 - @ £ @

55 R 5l OB XD Sl &8

30 Tools PR

X & ¢

Selection Edit Material _Move Texture

"

TIP: If your 3D display appears
slower than normal then it's

possible 3D Textures are being [+
used. You can turn off the 3D }
Texture display in the menu View >

43BN

ove

Display Quality (3D) > 3D Textures. [
Alternatively, turn off the 3D
Texture display in the icon bar at
bottom of window.

Press F1 for Help. = /(@) m & w R[] A F L 3 = X H ED NUM
6. To go back to your plan, click the Construction Mode icon

Assigning room names

By default, room names are generated automatically labeled @@ " Room 1, 2, 3 etc.
These can be easily changed to more meaningful names that are relevant to your project.

1. In Construction mode, left-click inside one of the rooms and in the horizontal toolbar, select
the tab for Room Data. A dialogue box will open where you can change the room name and
add further detail such as room description, area etc.

- 24 — 5.0 -
_i_ __r_‘ _?_ TIP: After left-clicking the Stairs icon in
— P—s = the left vertical bar, an extensive
a selection of stairs are made available
T Kitchen/ . in the catalogue bar on the right-hand
fi \ Dining room il side of screen under the name Stairs.
12.960 m? Living room 2 Sz 24
Straight L-Shaped L-Shaped
Staircase Staircase (Qu..  Winder ...
b B ;
. 2292
| : o Py
' ? B ‘ i
e! b U-Shaped  U-Shaped  Polygonal
I Study Family room \J i
= r — > ,
d 05 C
— - -} — Polygonal General Curved
Landing... Staircase Staircase A...
ﬁg d gc
Adding staircase to your plan @ - %
Curved Spiral Staircase Spiral Staircase
There is a large selection of stair types available in Statrcase 4 I et ining - RigNikhiE)
software but in this next section you will learn how to

insert an L-shaped stair in to your plan.
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Stairs @

1. Start by left-clicking the Stairs icon in the vertical bar on the left.

)
8

& & &
Straight | L-Shaped | L-Shaped U-Shaped
Staircase |Staircase . | Winder 5.0 Staircase...

o
o o

U-Zhaped Polygonal Polygonal (General

(B Lm =

Winder S... Winder 5... Landing... Staircase
FSE S L aFe
Curved Curved Spiral Spiral

Staircase... Staircase... Staircase .. Staircase...

g

From the fly-out menu select the stair type L-Shaped Staircase. Alternatively, select this from
the Stairs catalogue.

The staircase is placed with a series of 3 clicks. The first point sets the starting point of
staircase, the second sets the direction and length of staircase from the starting point and
the third sets the width of staircase from starting point. By default, the staircase is
constructed from base level-up but in this example we will construct staircase from top-
down.

4. With the L-Shaped Staircase selected, click the Tool Options icon in horizontal

toolbar and in the dialogue box that appears select the checkbox option Enter W
top-down.

w

[ Tool Options 308
Enter top-down ~

[] Then enter the same item again {press ESC ta cancel)
W

Now you can place the staircase in the following way:

5. Set the start point of staircase by clicking stair point 1 as follows:
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TS

B 5
|| Kitchen/ g:
~1 Dining room Living room q
/ - 30 g
| —?

50—/

1 1. First click to _ (T
i S| set starting point Hall | Family room 7_:
— f =

Click series of stair
points to place
staircase

2 a/ |

o

6. Next set the direction and length of staircase by clicking stair point 2:

TIP: Preset parameters of staircases
can be changed during input or later
on in project by selecting the Stairs tab
in horizontal toolbar. This tab only
appears on selection of stair icon or
stair component.

Staircase in

L] L]
|\ Kitchen/ i
=t Dining room Living room %
£ :
b — /
1 2. Next click to set ) 1
1| direction and alll| Family room }|
rl length M
L ! -
== - 20 =i
7. Next set the width of staircase by clicking stair point 3.
— — e
L] “
| Kitchen/ |
~t Dining room Living room 7] i

Hall

[/

Family room‘ :

3. Next click to

.

position

Hal

set width
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At this stage in project your ground floor should like the following:

4 g
|\ Kitchen/ Il
g D) TR Living room L1
4 NJEE / g
3 / Study Hall| | Family room| '

Creating additional floors

With the ground floor plan created, we can now construct extra floors. Before we add a new floor
let's first look at the current floor properties.

1. Locate the menu Floors > Edit Active Floor... In the dialogue box that appears, various
properties of current floor can be changed either before or after you create a new floor.
There are different tabs for naming floors, changing height settings and assigning different
materials (which can also be carried out in 3D mode).

Floor
Floorhejﬂm

Floor height :| 2.750

3

Fl

Flooring ¢ 0.050

3

Ceiling thickness ;| 0.250

Suspension ;| 9.000

Fl

(]
=
(]
=
(]
=
(=]
=
(]
=

Above floor level i g 5o

3

Building: <5Standard=

Material

Cancel

2. Inthis exercise, keep the current properties same and click OK.
Currently, your project consists of a single ground floor. If you are working with multiple floors, the

preset floor levels of the various floors are determined in such a way that all floors merge into one
another seamlessly.
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In this exercise we want to create a bungalow home that consists of a ground floor and a top floor
with walls for roof to sit on. If you were to place a roof directly on to current ground floor, visually
this might look correct however, if you were to change appearance of roof e.g. change roof side to
gable end, then the gable walls will not be present. The roof is still treated as the top floor of house
and therefore you need to assign this to roof as described ne next steps below. When working with
floors, it's important that you understand how they behave in project in particular when constructing
floor for roof.

Creating top floor for roof

1. Locate the menu Floors > New Upper Floor... The following dialogue box will appear but
includes an additional tab for copying across walls and associated elements to new floor.

Floor
-

Floor type :|

Description

Floor height
Material
Copy walls

Carc

2. Click the Floor tab. Select Roof from drop down list.

3. Click Floor height tab. Change Floor height value to 6m. Changing this value will ensure that
the gable wall height extends to below the roof line. You can change this value at any time in
project if for example the gable wall height needs to be extended further. The roof
construction also determines the wall height so whatever value you enter, the wall will not
go beyond roof line. See examples below.

Floor
Floor height

Floor height ;| 6

-l

Flooring : 2.050

-

Ceiling thickness :| 0.250

-

FE BE BB EB
El

H

Suspension :| 0.000

Above floor level : 5 754

3]
El

Building: <Standard =

Material
Copy walls

el

35



3D Architect Home Designer

Standard floor
height set to

2.75m. Note
gap in upper
floor level of
gable wall.

Floor height set
to 6m. Gable

wall height
extended to
below the roof
line.

4. Click the tab for Copy walls. When creating a new floor you have control as to what
construction elements you want to transfer over from current floor including walls (external
and internal) and associated elements i.e. windows, doors, openings and interior furnishings.
You can of course create a completely blank floor by selecting the option None. In this
exercise we want to copy across external walls only, windows and doors. In the Walls to
transfer drop down list choose the option for Only exterior walls and select the checkbox

Windows, doors, openings to copy.

Floor
Floor height
Material

Walls to transfer : Only exterior walls

Windows, doors, openings. fo cony:
D Copy interior

TIP: Any new floor created that consists of
elements copied over from existing floor,
can be edited as normal. Additional
elements can also be inserted in to floor
plan.

5. Click OK to confirm these settings and switch to 3D Furnishing mode. Your 3D view will look

like the following:

36

TIP: If you need to make any changes to the
ground floor too e.g. create some further
rooms, ensure that the floor entry for
Ground floor is active in drop down list in
horizontal toolbar.
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You will see in view that all exterior walls have been transferred across to new floor together
with windows, doors and also ceiling cutout where the stairs exist.

Of course, if you want to mirror room layouts over all floors then the simplest way to achieve
this is to transfer across all walls, windows, doors etc. In this tutorial, the top floor of building
consists of just a single room because we only transferred across the external walls. At this
point you might like to practice what you have learnt in previous sections by partitioning off
the top floor in to individual rooms. Use the internal wall tool and add windows and doors to
your design.

Selecting and deleting construction elements

On this floor we want to delete the door, all windows on side and a window on each gable wall.

1. In Construction mode or 3D Furnishing mode, use the Selection tool to select and Q
highlight the elements for deleting. Delete selected elements using the Delete key on
keyboard or menu item Edit > Delete > Selection

| Tool Options Z m TIP: With the Selection tool active, click the
Tool options icon in the horizontal bar and in
[] Do not move selected elements with the mouse the dialogue box that appears you are able
T to change how this tool functions e.g.
(D) Use For zuoming (deted) drawing rectangle around element to either
(@) Use to select elements select it or to zoom in to it.
Select only those elements that are fully inside the W
drawn rectangle?
With input from left to right W

0 When selecting objects open the corresponding
Catalogue folder

After selecting and deleting the elements mentioned above, your 3D view should look like
the following.

TIP: You are able to select multiple elements
whilst holding down the Shift or Ctrl keys.

After placing the roof, we will use in-line measurements described later on in manual to adjust the
position and size of windows on top floor.
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Adding a roof to building g

Now that a new top floor has been created, a roof can
be added.

Switch back in to Construction mode. Ensure that the
floor entry for Roof is active in drop down list in
horizontal toolbar and that all floors and all layers are
visible (menu Floors > All Floors Visible, menu Layers
> All Layers Visible). The active floor is shown in black
together with any visible floors (in this example, the
ground floor).

Project Floors Layers Qptions Display Window Help

e I Layer 1 .
;I@‘ b -‘a @@ A fiah Roof M W
Roof |
Ground floor
New Floor.
Create Alt ti
— — =
‘
]
Room 6
i
:
e AN N =

Roofs E‘

Depending on the complexity and style of roof, there
are a number of different ways for adding roof to
building. One of the most common and easiest
methods for adding roofs is by Automatic Detection.
This method will determine the shape of roof based on
the building outline. A standard hipped style roof will
be used. Any roof that has been placed automatically
or manually can be changed in order to alter all
aspects of roof including style and design.

TIP: In the separate Floors and Layers menu,
you can manage how floors and individual
layers are displayed. For example, you can
display all floors together or if you wish, only
make the active floor visible. When you
create a new floor, a new entry will be
added to the Floors drop down list in
horizontal toolbar. You select what floor you
want to make active from this list e.g.

e

Tl Layer 1
._? Roof
Roof

Ground floor

Mew Floor...

— Create Alternative...

The Layers drop down list sits above the
floors list. When you add an element to floor
plan, this will be assigned to a relevant layer
within project that can be controlled and
managed in a similar way to floors.

TIP: After left-clicking the Roofs icon in the
left vertical bar, a selection of roof types are
made available in the catalogue bar on the
right-hand side of screen under the name
Roofs.

Roofs. NS

Freeform Roof  Hipped Roof

QUOOE |
@9
L W

Pent Roof Gable Roof

3
¢

Half-Hipped  Flat Roof
Roof

¢

Barrel Roof

1. Start by left-clicking the Roofs icon in the vertical bar on the left.
2. From the fly-out menu select the roof type Freeform Roof. Alternatively, select this from the

Roofs catalogue.
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3.

4.

® ¢ @

Freefaim | MIPPEd  pontRoof Gable Roof
Half-

Hipped R... Flat Roof Barrel Roof

5o apel

Now select the input method Automatic Detection (in How bar) from within the Eﬂ
catalogue or from the left-side of screen. :
With this option selected, move your mouse cursor over any of the walls of your D
building to display the following 2D view of roof. This view will disappear if the 9
mouse cursor is moved away from walls.

With the 2D view of roof showing, left-click your mouse button to place roof in position. To
see the placed roof in 3D, switch to 3D Furnishing mode. As mentioned above, a standard
hipped roof has been used for design and in this example you will notice the windows
currently protrude through roof. In the next step we will change the roof so that there are
two gable ends where the windows currently are.

Now switch back to Construction mode. Ensure that you are on the active floor i.e. M
roof. With roof in position, left-click the Selection tool and move the cursor over
towards the roof. On detection, the outline appearance of roof will highlight. Left-click roof
and on selection, various tabs for accessing roof properties become visible in the top
horizontal toolbar. Select the tab for Roof Editor to open it.

Qutline Hatching Roof Editor | Size and Position

Fill Timber Construction LayersiFloors

The Roof Editor dialogue box consists of different tabs that enable you to make various
adjustments to all aspects of roof via the use of interactive graphics and/or list view. By
clicking on parts of graphic, you are able to make changes to roof style and design quickly
and easily. The corresponding values in detailed list view will update accordingly. You can
toggle between a graphical display and full list view using the icon in the bottom-right of
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dialogue box. In the 2D View section you can also make settings how the roof appears and
behaves in 2D.

| Roof Editor )

k2

Settings for warious roof sides with freeform roof.

Description Current value
4 Freeform Roof
— Roof type for roof side Hipped
Roof side averhang 0.200 m

General Settings Break point angle 38.0°

<
2D View

8. In the Style section, we now want to select and change sides of roof from standard hipped to
gable ends. In the top left of dialogue box there is a preview showing the outline of roof
shape. Here, you can directly click on side you want to change or use the arrow buttons to
switch between sides. The selected side will highlight in red (as above). Select this as the side
to change and then select the graphic below for Gable roof. The main preview graphic will
update accordingly to roof style:

[ Roof Editor 2

=

Style

Set roof side style to Gable end

Description Current value &)

4 Freeform Roof

Reof type for roof side Gebie T
T —— e e———
General Settings Height difference between righta...  0.000 m

DT Apply to all H
2D View prY o v

9. Repeat this exercise and change the opposite side of roof to gable
end also.

In 2D and 3D, your roof with the two gable ends in place should like 4 ) S
the following:
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N\ Kitchen/

Dining room Living room

Roof pitch set
at 38°

10. Using the Selection tool, you can select and change properties of roof in 3D Furnishing mode
also. Select the roof again and open up the Roof Editor. This time we want to change the

roof pitch in the Style section. Select a side of roof that is hipped and in the main preview
section, click the graphic element for Roof side pitch.

\ Reot Editor 2
Style r —
Roof side pitch
330 —k
Roof side pitch
380 -
< > H g
| Roof side pitch
Description Current value e
Roof type for roof side Hipped
= Overhang of roof side, 0.200 m
Roof side pitch 38.0°
General Settings Roof side height.
W Height difference between right a..  0.000m v
11. In the input box that appears, the default pitch is set at 38°. Change
this value to 45° and repeat so the roof pitch on opposite side of
building is also set to 45°.
P >

In 3D Furnishing mode, your building should now look like the

following.
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Roof pitch set
at 45°

TIP: Although we combined the previous sections with adding a roof, this was to help explain a little about
the Floor dialogue box, working with floor heights, transferring walls, windows and doors from one floor
to another, adding roof, selecting and deleting unwanted elements and in section below, using in-line
measurements. We demonstrated how to create a floor assigned to roof however there is another way of
achieving this automatically when you add roof directly to uppermost floor.

w Select roof type/input method and click the Tool Options icon in horizontal toolbar. The following
dialogue box will appear. Here you can select the way in which the roof is added to existing floor. For
example adding roof to current floor will apply to current floor only, insert attic floor will create new floor
for roof to sit on. You have option to create new floor if gable wall extends beyond top floor and you are
able to transfer various elements across e.g. walls, windows from current floor. The options behave in
similar way to creating an attic floor through Floor menu however these options only apply to roof.

() Add roof to current floor

() Check if there is not yet an attic

(@) Insert attic roof
Create new floors, if the gable of the roof extends
beyond the top floor

Walls to transfer :

Only exterior walls v

[]windaws, doors, openings to copy
|:| Copy interior

[JEnter offset : 1.000 % m

[]Then enter the same item again {(press ESC to cancel)

Using in-line measurements

In-line measurements give you greater control and flexibility allowing you to make direct changes
around selected elements either on plan or on the 3D model itself. Changes to a selected element
are also shown in real time as you change the value in the input field. We will demonstrate this by
making some basic changes to the height and position of end windows on the top floor. Once you
have learnt how to use the basics of in-line measurements you can practice using this method on

other parts of drawing including doors, walls, roof and also on furnishing objects.
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1. Firstly, ensure that the in-line measurements display is active in the menu View > In-line
measurements. So that you can clearly see what you want to change on individual floors, in
Construction mode, locate and select the menu item Floors > Only Active Floor is Visible and
in the floor drop down list in horizontal toolbar, select the top floor Roof. Only the top floor
plan will be shown as follows (a). Using the Selection tool, click on one of the windows on
end walls. The following in-line measurements will appear around the selected element (b).
Different values are shown for example, the width of window and the distances to the inner

and outer sides of wall.

(b)

2.4

10 20

1.0

SESNSRSNAESLS sSR!

7.6
tAr

2. To change the values, simply move mouse pointer
over the desired value of the in-line measurement and
when the pointer changes to then edit icon below,
left-click to display an input field.

In this exercise click the distance to outer wall value 2.4.

An input field will appear:

H ’ TIP: Always place the cursor

to the right of value you

Clresi want to change e.g.
eSsIZe

FY
v

2.400|

[ ]Resize

%

3. Now click the mouse cursor to the desired position in
the field and change the corresponding value using
the mouse wheel or arrows on side. Alternatively you
can highlight a value and enter a numeric value from
your keyboard. In this exercise, change the value
from 2.4m to 5m and press the Enter on your
keyboard or click outside the input field box to
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TIP: In the menu Options > In-line
Measurements, you are able to
change various display properties
of in-line measurements and how
they behave in both Construction
mode and 3D Furnishing mode.
For example, under the
Dimension Line tab, you might
want to change the appearance of
dimension line or end to a
different style or size.

In-line Measurements 232 |

In-line measurements in 30 2 37,
Dimension 3 ® ® 97
Di ion Line 3 & & 9 A

Width : -0.18mm - |w
Dimension ends :

Type Amow Fill in ends

End size : 0.3

Extension Line (3 W @ 9 7

Help

5.0

4.6

Py
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update the window position. The width of window remains unchanged but other values will
update accordingly. Repeat this exercise for the window on the opposite side of building.

To see your results in 3D, switch back to 3D
Furnishing mode and select menu item Floors > All
Floors Visible.

In 3D Furnishing mode, it is also possible to use in-
line measurements. Using in-line measurements in
3D mode enables you to also change height values,
such as window and sill heights. In this exercise we
will change the height of windows on top floor.

1. Use the Selection tool and click on one of
the end windows on top floor. The in-line
measurements will appear around the
selected element in 3D. Moving the mouse
cursor over each value will display what
this value refers to on model e.g. width, sill
height, position etc.

2. To adjust the height of window, click the
value 1.5m and enter a new value of 1m _ )
using the same input methods as
mentioned above. Now adjust the window —
sill height by clicking on value 0.8m and I
increasing this to 1.3m. The changes are
displayed instantly. Repeat this exercise for =
the window on the opposite side of
building.

Your finished result should look like the following.

At this point
you can also
adjust height of
any other
windows in
project e.g. to
ground floor.
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Adding skylights to existing roof |'@!

In Construction mode ensure that the floor entry for Roof is active in drop down list in horizontal
toolbar.

1.

Start by left-clicking the Skylights icon in
the vertical bar on the left. From the fly-
out menu or from Skylights catalogue,
select a skylight of choice.

Once you have selected a skylight, move
the mouse cursor over towards the edge
of roof to where you want skylight placed
(approximate position). On detection, the
outline appearance of roof will highlight
green.

Now left-click mouse button and the
skylight will attached itself to pointer so
you can move it about until you find the
desired position. To place the skylight in
position, left-click mouse button again.

In Construction mode or 3D
Furnishing mode, use the in-
line measurements to change
its size and position.

[
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-
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2D and 3D example of skylights
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Furnishing Your Project

Once you are happy with the layout of your design, you can start adding furnishing objects and
materials to help bring your design to life and give you a real feel of the living space you have just
created. The software comes included with a number of individual databases that contain 1,000's of
objects and textures to choose from. If you locate the menu item Options > Database... you can see
what databases have been registered to use in program. Each database contains items for different
aspects of program such as construction elements, 2D drawing symbols and objects and materials.

Database Path

ELECO ArCon Objects C:\Program Files (x88)\Elecol, ..
ARCON Materials C:\Program Files (x88)\Elecol, ..
Legenden C:\Program Files (x88)\Elecol, ..
ELECO C:\Program Files (x88)\Elecol, ..
Windows and Doors C:\Program Files (x88)\Elecol, ..
Standard Elements C:\Program Files (x88)\Elecol. ..

Symbols C:\Program Files (x88)\Elecol, ..

Furnishing objects, textures and materials can be applied to project in both Construction mode and
3D Furnishing mode. Placing objects in Construction mode gives you greater control and accuracy
when laying them out in a plan view.

Objects E

So that you can clearly see what you want to change on individual floors, in Construction mode,
locate and select the menu item Floors > Only Active Floor is Visible and in the floor drop down list
in horizontal toolbar, select Ground floor. Only the ground floor will be shown.

1. In this tutorial we will place some furniture items in the kitchen/dining room area of your
plan.

2. Start by left-clicking the Objects icon in the vertical bar on the left.

3. From the fly-out menu you can select a recently used object or one from the main Objects
catalogue on right of screen.

| Objects | 4. In the Objects catalogue, scroll through the catalogue,
2] = locate and double-click the Kitchen folder followed by Set
:\i <N 1 > Short cabinets 1.
}-‘,LJ Oﬂw {_] 5. Locate and click the object for Corner cabinet 90cm.
An'i;‘a't;d Outsidlle . Move cursor over towards the room you want to place
objects objects object in. The object attaches itself to the cursor.
T ‘ : 6. We want to place the corner cabinet in the top-left of
Ben— "\'-—c: . w kitchen/dining area so move the object to the corner of
BretzLi\rié TIP: If you want a 3D room until the object snaps to the two adjoining inside
room preview of object walls as follows (a). This is your fixed reference point for
i before placing, object.
E double-click item with
b = | left mouse button.
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(a) (b)

» XKitchen/ Kitchen/
- Dining room H Dining room

7. In the above example (a) the cabinet needs rotating so that the corner cabinet doors are
facing out in to the room. Using the key combination Ctrl + D rotate object so that it looks
like example (b).

8. Now you need to position the object correctly so that the back edges of object fix to wall
edge. This is determined by the object snap point which you can change using the key
combination Ctrl + W. Use this key combination to get the following result. Place object in
position by left-clicking mouse button.

=

—

X i L" {

a v b ~
Kitchen/
" Dining room \, .

9. In the same objects folder, select object for Short cabinet 100cm and use the same steps as
above to place this object either side of corner cabinet so that you end up with following

result.
—
o s p '
- | i~

Ne—n

\ Kﬁitchen/
- Dining room k

|
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10. The size and position of placed objects can of course be | TIP: In addition to making
modified afterwards in both Construction mode and changes to objects, at this point
3D Furnishing mode using various methods via in-line | YOU can also make any

measurements or tabs in horizontal bar. necessary changes to other
parts of plan. In this example,

using in-line measurements, we
will make adjustments to the
window sill heights from 0.8m
to 1m so that the sill sits above
worktop. Resize so the window
height adjusts accordingly. See
example on left.

11. If for example you have a placed a hanging cabinet that is currently set so that it is sitting on
ground floor level, left-click object and select the tab Size and Position from the horizontal
bar. In the top section of dialogue box you can specify position of object in relation to
reference point. The entry for Z (height) lets you determine height from floor to object.

12. In the Set 1 > Hanging cabinets folder, select the object for Corner hanging cabinet and place
this above the corner cabinet on base level using the same steps as above. Now left-click to
select it and click the tab Size and Position from the top horizontal bar. As described above,
in the input box for Z (height) enter 2m. The object will reposition itself 2m from the ground
floor as in example below.

n

‘\44‘ vy

[

Materials =%

There are a number of different ways to apply materials to your design from the registered
databases that comes included with program. One of the easiest and quickest ways is in 3D
Furnishing mode.

1. In this tutorial we will apply some wall and floor materials in the kitchen/dining room area of
your plan.

2. Start by left-clicking the Materials icon in the vertical bar on the left.

3. From the fly-out menu you can select a recently used materials or one from the main
Materials catalogue on right of screen.
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10.
11.

=
ARCON
- A

s
s
.o,o,{l,:ozo

L]
=
[T—
snm

Villeroy®&Boch  Standard

Matenals

X 9%
20.%650209%
9 9
SR
SRLRIIRLLRRL

4.

In the Materials catalogue, double-click the ELECO
folder. Open the Tiles folder and left-click to select
Beige_Tile-02. Move cursor over an area of room you
want to apply material to and the cursor symbol will
change its appearance to a paint bucket. If there is a
part of the design where you are not permitted to
apply material to, the paint bucket symbol will also
include a 'no entry' symbol.

With the above material selected left-click to apply
this to the floor area to get the following result (a)
Now locate any colour from the main ARCON
database and apply this to the walls e.g. (b)

By applying materials using this method, all adjoining
facing walls will change together. You can apply
different materials/textures to individual walls or
other aspects of building using the Editing tools in 3D
Furnishing mode as follows.

>4
LKL
RRELIRIRLE
s SR IR
SRR
RS

<2
CRARRLs
PRI
SRR o,
BSERELS
SERLEL

In 3D Furnishing mode, left-click the Tools icon in the vertical bar on the left ﬁ
From the fly-out menu you can select specific tools or one from the main 3D Tools catalogue

on right of screen.

G
Left-click to select tool for Edit material “
Hold down the Shift key on your keyboard and then left-click the wall you would like to apply

a different material to.
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12. The Material settings dialogue box will appear.

General Settings 23
Texture []0n both sides
[1Bumpmap [Irefiection
[IReflection map
13D Texture [CImultiayer-material
[ Colorsigloss lights 2 57
| Texture 2 37,

TIP: Use the mouse
controls to zoom, rotate
preview

Cancel Load Material Save Material. Help

TIP: If you want to select and apply a
material from one part of your building
design project to another e.g. duplicate a
floor tile to another part of building, use
the Texture/Material picker tool in the
horizontal bar.

/ Left-click this icon and the cursor
symbol will change to a pipette. Left-click
on the material you want to select and use
again and the symbol will change to a
paint bucket symbol you will already be
familiar with.

/ Apply material in the same way by
left-clicking on part of the design you want
the material to go.

13. In this dialogue box you have advanced settings for changing the properties of material which
you can experiment with later on in project. In this tutorial we want to apply a different
material to individual wall. Click the Load material button and select a different colour or
texture from the one before and click OK to confirm settings.

14. If you wish to change parts of the building that have a transparent material for example a
window panel, hold down the Ctrl key on your keyboard and then left-click it to open above
dialogue box and change material in the same way as described in previous steps.

Applying materials to objects

With some objects in the database you are able to apply different materials to parts of object either
by dropping it on to object in the normal way as described in step 1, or using the Edit material tool
option as mentioned above. The different methods for doing this depend on the object itself and
how the object was originally created or modelled. Practice these methods on the kitchen units that
have already been placed in project e.g. change the worktop surface to a material of choice or

change the cabinet doors to a different colour.

Scaling a texture

The 3D Tools catalogue also contains a selection of tools including tools for moving and
scaling textures. Left-click the tool for Scale Texture and move the cursor over the floor
area in kitchen/dining room with the left-mouse button held down. Notice that the texture
size will scale up or down depending on the direction you are moving the mouse in. In this exercise, |
have scaled the texture so that the floor tiles appear bigger than before. I've also used the Move

Texture icon to position the texture correctly.
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Material area

Quite often there are parts of the building where you want to define for example a small area for
texturing. This might include a brick soldier course above window or a tile splashback over kitchen
units. To do this you first need to be in Construction mode.

1.

w

Left-click to select the inside or outside of wall where you want material area applied to.

-
g N—
l\.. —

1| Kitchen/
° Dining room

The selected wall side will highlight in a thick red line as above.

Double-click selected wall with left mouse button.

An elevation view of selected wall will display with relevant construction elements, objects
etc in place. The elevation view might also be displaying grid which can be turned off via
View menu or Grid icon in bar at bottom of screen.

INh s

= @
) = D% 2
P 2
To define an area in this mode, start by left-clicking the Material area
icon in the vertical bar on the left. An additional vertical bar will appear EJ@J
(How bar). This bar determines the input method of the material area.
Select the input method for Material Area (Polygon at fixed width)

In this tutorial we will add an area of tiles to wall over kitchen unit at fixed &
width. Using this method will help to tile an area on adjoining wall at same [—

size. ﬁ'j

W With Material Area (Polygon at fixed width) selected, click the Tool Options icon in
horizontal toolbar and in the dialogue box that appears enter 0.4m in to field.

Click to set the start point of line (a). Draw out rectangle and press Ctrl + click to set second
point to complete rectangle (b).
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(a) (b)

TIP: Before placing
rectangle in position,
L] |] use the key combination
f Ctrl + W to determine
/ [ Y placement of rectangle
R —_— —_— & in relation to reference
I [ I PO,

S

10. M You can select and edit the drawn
area using the Selection tool in vertical
bar on left. On selection of drawn

TIP: Drawing material area over a component part
that includes a cut-out, sill etc e.g. window,
automatically creates cut-out in material area. You
area, various tabs for accessing can see the effect of this in detail in 3D mode. If
properties become visible in the top | necessary you can use other input methods e.g.
horizontal toolbar including materials. Material Area (Polygon) for drawing around more
11. If you wish to change the material in complicated parts of drawing. Note, when drawing
3D Furnishing mode, follow the steps | detailed material area use mouse controls for
as described in previous sections. zooming and panning as required.

12. @ To exit this mode and return to Construction mode, click the Back to the main plan
icon in the top horizontal bar of screen. To tile another area, click on wall side and repeat
steps.

13. Here is an example of tiled area over two walls.

TIP: If you want to edit a material area
or add another material area to wall,
just double left-click relevant wall side
in Construction mode to open up
editor.

Apply lighting and shadow effects

To enhance the appearance of your model, there are pre-set lighting scenes that can be applied to
your project at any time. Locate the View > Lighting > Lighting variants menu and select Daytime,
light shadows from list. Now select the menu item View > Shadows. This will calculate where
shadows will cast in accordance with the lighting conditions. You can also use relevant icon in bar at
bottom of screen for turning shadow display on and off.

= &) =& wEAAFLER T M= ED

Following example is of kitchen/dining room with some extra furniture items in place and lighting
scene on.
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TIP: You can also create your
own lighting scenes in the menu
View > Lighting > Lighting
variants > New lighting scene

Having worked through this complete section you should have learnt some basic techniques on how
to furnish your project using objects, materials and other effects. To get the best output, experiment
with advanced settings and other techniques the software has to offer in particular lighting scenes
and materials. In the Material settings dialogue box there are advanced settings for texturing that
include 3D textures, animation and tiling, bump and reflection map capabilities, colours and gloss
lighting effects.

53



