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Chapter 1:

Program Overview

Home Designer Pro is specifically designed
for the residential and light commercial
design professional. It allows you to easily
and efficiently produce 3D models and
construction documents for your projects.
We thank you for choosing Home Designer
Pro and wish you the best in your design
work.

Chapter Contents
Startup Options
The Home Designer Pro Environment
Toolbars
Menus
Dialogs
The Status Bar
Message Boxes
Preferences and Default Settings
Drawing a Plan
Viewing Your Plan
Getting Help
About Home Designer Pro
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Startup Options

== VWhen Home Designer Pro opens, the The Startup Options dialog can be opened at
Startup Options dialog displays, any time by selecting File> Startup

alloyvmg you to choose how you want to Options [EZ.

begin working in the program or access

useful resources.

ﬂ Welcome to Home Designer @

Chief

Arch:it_e_cl

Home Designer.

Professional

B New Plan
W Cpen Plan/Layout. ..

Recent Files _J

Getting Started

View Online Training Videos

& Help Resources

+ Click New Plan |[J to open a new, blank
plan. See “Creating a New Plan or Lay-
out” on page 42.

0 Getting Started- Click to launch your
default internet browser to the Getting

Started page on our web site,

www.HomeDesignerSoftware.com. There,

you will find links to a variety of online « Choose Open Plan/Layout |[[Jto work
resources to help you begin using the on an existing plan or layout file. See
program. “Opening and Importing Files” on page

9 Select a File command to open a .plan 48.

or .layout file.
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Recent Files lists the names of the most
recently opened files. Click on a name
to open the file.

e Remove the check from Show Options

on Startup if you do not want this
dialog to display when you launch Home
Designer Pro. Instead, a new blank plan the
Create New Plan dialog opens.

The Home Designer Pro Environment

To have the Startup Options dialog display
at startup again, select File> Startup

Options [ and place a check mark at Show
Options on Startup.

6 The Build number of the program

version you are using and the first five
characters of your software license Product
Key display here.

Object-Based Design

Home Designer Pro’s parametric, object-
based design technology means you place
and edit objects, rather than work with the
many individual lines or surfaces used to
represent them.

You can quickly select and edit the location,
size, shape, style and other properties of
objects as well as change the materials
applied to their surfaces.

Use Home Designer Pro’s editing
capabilities to make the objects you place in
a plan match the objects they represent in
real life. For example, you can set up your
windows and doors to match those available
from your supplier.

3D Drafting

In Home Designer Pro, the entire drawing
area is laid out on a Cartesian grid, a three
dimensional coordinate system described
using the X, Y and Z axes. The current
position of your mouse pointer displays in
the Status Bar at the bottom of the program
window.

The Home Designer Pro Environment

Architectural objects take up space in all
three dimensions and their height, width and
depth can be specified in Imperial or metric
units. In addition, the location of objects can
be precisely defined using coordinates, again
specified in Imperial or metric units.

CAD objects such as lines and arcs take up
space in two dimensions in the current view.
Their dimensions can also be specified in
Imperial or metric units and their locations
precisely defined using coordinates.

Obijects can be rotated relative to the
Cartesian grid system, as well. When the
program presents the option to rotate to an
Absolute Angle, this angle will be measured
relative to an imaginary horizontal line
drawn in floor plan view from the origin in
the positive X direction. See “Rotating
Objects” on page 161.

Easy Access to Tools

You can access Home Designer Pro’s
features in various ways using the mouse and
keyboard.

e Menus provide access to most tools.
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¢ Convenient toolbar buttons allow fast
access to tools and let you customize the
interface.

e Keyboard shortcuts are available for most
tools.

» Contextual menus display with a right-
click of the mouse.

e The Status Bar at the bottom of the screen
provides tool descriptions and other
information about the current task.

Tltle —% | Briome Drg r Pro X4 - [Untitled 1: Floor 9I1r| als | =
Bar e et
A ST-L L ERT Tk
GR - @-E-=N-=-0 T-dh-w1- | ~
Menus | —
Livary Srowser 9}
acterite: [ Motried | [ 'fg-
Parent Tl o T
Tools T Tt =
“:‘1‘;:3“’*“ - = Elbrary
=t : rowser
=2 Library
/ > Preview
Temporary,
. . Panes
Dimension &
Selected //
Object
.|| 2 e [AEEIE
mnl'lw“JX‘,"m_x.LL. i+ %5 4+ ) L‘E
Base cabinet oo %5178, ¥ -21316°, 36" \ 658 v 564
- V - \ “ -
Edit Reference Pointer Crosshair Status Bar
Toolbar Grid Lines Lines

Using the Mouse

Many objects, such as doors and cabinets, are
created by clicking the left mouse button.
Others, such as walls, stairs and dimension
lines, are created by dragging the pointer
from one end of the object to the other.

( The left button is the primary
= Dbutton used in Home Designer Pro.
S Unless specified otherwise, Home
Designer Pro documentation refers
to the left mouse button.

Note: If you are left-handed and have re-pro-
grammed your mouse, reverse the instruc-
tions for left and right buttons in this manual.

( The Right button has several uses.
pi Right-click to select any object.

If, for example, the Straight Exterior

Wall tool is active, the left mouse button
allows you to select only walls. You can



select other object types such as cabinets
with the right mouse button.

Use the right mouse button to temporarily
switch to the Alternate edit behavior. See
“Edit Behaviors” on page 120.

You can also use the right mouse button to
open a context sensitive menu with
additional editing commands.

( The Middle button can be used to

'S pan in floor plan view or to
P temporarily use the Move edit
behavior.

You can also program it to work as a double-
click.

( The Mouse Wheel can be used to
== zoom in and out in most views.

@

The Back, or X1, button on a 5-button mouse
can be used to temporarily enable the
Concentric edit behavior. See the
documentation for your mouse.

The Forward, or X2, button on a 5-button
mouse can be used to temporarily enable the
Resize edit behavior. See the documentation
for your mouse.

Using the Edit Handles

When you select an object, its edit handles
display. How each handle behaves when it is
clicked and dragged may depend on which

Edit Behavior | is currently active. See
“Edit Behaviors” on page 120.

When you pass the mouse over the edit
handles, the pointer changes to show how
you can use that handle.

The Home Designer Pro Environment

e A two-headed arrow indicates that the
object, corner or edge can be moved in
the direction of the arrows.

o A four-headed arrow indicates that the
selected object or edge may be moved in
multiple directions.

* A circular arrow indicates that the
selected object can be rotated.

Resize handles display along the edges of the
object are used to change the size. See
“Resizing Objects” on page 157.

The Move handle at the object’s center lets
you move the object. See “Moving Objects”
on page 152.

The triangular Rotate handle lets you rotate
the object. See “Rotating Objects” on page
161.

Y )
-]
e

You can cancel any edit handle operation
before it is completed by pressing the Esc
key on your keyboard or by pressing any two
mouse buttons at the same time.

The edit handles that display depend on the
type of object selected, the current view, and
how far you are zoomed out.

27



Home Designer Pro 2014 Reference Manual

Edit handles do not resize as you zoom in or
out. If you are zoomed out far enough, some
edit handles may be hidden so that they do

not stack over one another. As you zoom in,
these handles become visible again.

Toolbars

28

Using the toolbar buttons is the fastest,
easiest way to access many program features.
You can move the toolbars, customize them
by adding or removing buttons, or create
your own toolbars from scratch. “Toolbar
Customization Dialog” on page 93.

The toolbars that display in a given view
depend on the view type. For example,
toolbars that control camera position display
in 3D views but not in floor plan view.

When you pass the pointer over a toolbar
button, a “tool tip” displays the name of the
tool. When you see one of these tool tips,
press F1 to get more information about that
item. A more detailed description displays in
the Status Bar at the bottom of the window.

You can use either of two styles of toolbar
interface: drop-down tools or parent-child
buttons.

Drop-Down Tools

Click on the arrow to the right of a button to
display a drop-down list of related tools. For
example, click the arrow to the right of the

Window [= button to display a drop-down
list of the other Window Tools.

= -
= Window Shift+W
¥t Bay Window
71 Box Window
¥t Bow Window

1—t Pass-Thru

The most recently selected tool displays in
the toolbar.

Parent and Child Tools

An alternative to the Drop-Down toolbar
interface are Parent and Child tools. Parent
toolbar buttons have a blue triangle in the
lower right corner. When you select a parent
button, child tools display on the right side of
the toolbar.

When you click the Window Tools |E,
parent button, for example, its child buttons
display to the right.

e aTRTats

You can select either Parent-Child or Drop-
Down tools in the Preferences dialog. See
“Appearance Panel” on page 61.



Toolbar Configurations

Toolbar configurations are sets of toolbars
that are organized for certain tasks.

There are eight toolbar configurations in
Home Designer Pro. Each can be accessed in
the Toolbar Customization dialog by right-
clicking on a toolbar button, or by clicking a
button:

The Default Configuration displays
m a selection of architectural, file
management and display settings tools.

The Terrain Configuration displays
=/ aselection of terrain, file management
and display setting tools.

= The Space Planning Configuration
displays a selection of file
management and display setting tools, as
well as the House Wizard tools.

The Plan Detailing Configuration
Ujﬂ displays a selection of display
settings, file management, annotation and
other documentation tools.

The CAD Configuration displays a
ﬁ- selection of CAD, file management
and display setting tools.

Customizable Toolbars

Since the work you are doing determines the
tools you need, Home Designer Pro allows
you to tailor toolbars to suit your own needs.
You can store various toolbar configurations
for future use. For more information about
customizing toolbars, see “Toolbar
Customization Dialog” on page 93.

You can add toolbars to each configuration
using the Toolbar Customization dialog
while that configuration is active.

Toolbars

The Edit Toolbar

When you select an object, the edit toolbar
appears. By default, it is located at the
bottom of the program window, just above
the Status Bar. The toolbar buttons that
display can be used to edit the selected
object(s). Which buttons display depends on
the type of object selected, the current view,
and how you selected the object.

oo 8] Koo [ 1l B be ) R

The edit toolbar buttons are the same as the
options in the contextual menu when you
right-click on an object.

Hotkeys

Many commands can be invoked from the
keyboard. Press Alt on your keyboard and
press the underlined letter in a menu name to
access that menu, as well as items in the
menus and submenus.

Other keys or key combinations will invoke a
variety of program commands. If a Home
Designer Pro menu item has a keyboard
shortcut, or hotkey, associated with it, that
hotkey will display to the right of its name in
the menu.
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Menus

Home Designer Pro uses a standard
Windows menu format. The menus are
located below the title bar in the program
window and can be used to access nearly all
tools in the program. Click on a menu name
to expand it, then click on a menu item to
either activate that tool or access the item’s
submenu. Items with a submenu have an
arrow to the right of the name.

Menu items with an icon to their left have a
toolbar button associated with them. Some
buttons are not included on the toolbars but
can easily be added. See “Toolbar
Customization Dialog” on page 93.

The menus can be accessed using the
keyboard. Press the Alt key once to enable
this functionality - one letter in each menu
will become underlined. Press the key
associated with one of these underlined
letters to expand its menu - one letter in each
menu item’s name will be underlined. Press
the key associated with one of these letters to
activate that tool or access the item’s
submenu. Press the Esc key to undo your last
selection, or click with the mouse to exit out
of this functionality.

Many tools in Home Designer Pro also have
hotkeys associated with them. If a menu item
has a hotkey, it will display to the right of the
item’s name. See “Hotkeys” on page 99.

[Edit] Build Temain Library 3D CA

2 Undo Ctrl+Z

4 Redo Ctrl+Y

Edit menu items with button icons
to the left and hotkeys to the right

In the Home Designer Pro documentation,
menu paths are written in this format: Build>

Window> Box Window #%. An icon image
after the menu path indicates that a toolbar
button is also available.

Contextual Menus

Contextual menus are context sensitive
menus that display tools relevant to a
selected object or view.

To access contextual menus, right-click on an
object, in an empty space in a view window
or in a text field in any dialog box.

Contextual menus can be enabled or disabled
in the Preferences dialog. See “Appearance
Panel” on page 61.

Dialogs
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Default and preference settings, object
specifications, display settings, and many
other functions are accessed through dialog
boxes.

Dialog tabs and settings can be accessed
using the mouse. You can also navigate the

settings on a given dialog tab using the
keyboard:

e Press the Tab key proceed from one set-
ting to the next, or Shift + Tab to go in the
reverse direction.



» Lineitems in tree lists can be browsed
using the arrow keys. Up and Down navi-
gate the list, while Left and Right expand
and contract categories.

«  Settings with spin control arrows ¥ can
be adjusted by typing in the text field,
using the up and down arrow keys, or the
mouse scroll wheel.

«  Settings with slider bars —J~ can be
adjusted by typing in the text field, using
the left and right arrow keys, or the
mouse scroll wheel.

» Press Enter on your keyboard to close
any dialog and apply your changes.

Many dialogs have a preview that shows how
the changes affect the object. This preview
updates when you click in a different field or
press the Tab key on your keyboard.

Some dialog boxes are resizable. Resizable
dialogs have a size grip at the lower right
corner of the box which you can click and
drag.

Specification Dialogs

Each object in Home Designer Pro has
[]_l a unique specification dialog where
you can enter size, style and other
information specific to the selected object.
To access it, select the object and click the
Open Object edit button. You can also

The Status Bar

double-click on an object with the Select

Objects | I} | tool active to open its
specification dialog. See “Selecting Objects”
on page 124.

You can open the specification dialog for
group-selected objects if they are of the same
type, such as base cabinets.

 If a particular setting varies among the
different objects, its check box will have
a solid fill instead of a check mark. Click
once to clear the box for all selected
objects, or click a second time to place a
checkmark for all selected objects.

» Insome dialogs, if a particular setting
varies among the different objects, it will
have a “No Change” radio button. Leave
this button selected, or choose a different
option to apply it to all objects in the
selection set.

»  If the setting has a text field or drop-
down list, it will say “No Change”.
Changes made to such a setting can be
undone by replacing the value in the text
field with the letter N before you click
OK.

If you select multiple objects of different

types, the Open Object [T edit button is
usually not available. The button may
display if the objects have data in common,
but you can only edit the common data.

The Status Bar

The Status Bar at the bottom of the main
program window displays information about
the current state of the program.

This information depends on a variety of
conditions such as settings in the
Preferences dialog, the type of object
selected, and the current position of the
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pointer. The information may include the
following:

e A brief description of the toolbar button
or menu item highlighted by the mouse.

e A description of the selected object.

e The total number of objects currently
group-selected.

e Basic information about a selected library
object, folder, or catalog.

e The layer that the selected object is on.
e The current floor.

e The current CAD coordinates of the
mouse pointer.

e The screen redraw time.

» The length and/or angle of an object as it
is being drawn.

The number format used in the Status Bar is
set in the Dimension Defaults dialog, while
the angle style can be specified in the
Number Style/Angle Style dialog. See
“Format Tab” on page 722 and “Number
Style/Angle Style Dialog” on page 89.

Message Boxes

As you work in Home Designer Pro, the
program will alert you if you command it to
do something that could potentially cause a
problem, or if the program encounters a
problem that needs your attention.

Information =

. "-I Area too constricted, could not position fixture or furniture item here.

[] Do not show this message again

Check Help Database

Situations where such message boxes may
display include:

e Closing a file or view without saving;

e A file referenced outside the program,
such as an image or texture, is missing;

e Creating an object in a space too small to
contain it.

You can access the settings in a message box
using the mouse, or navigate them using the
keyboard:

e Press the Tab key proceed from one set-
ting to the next, or Shift + Tab to go in the
reverse direction.

* When a checkbox is the active setting,
press the Spacebar to check or to clear it.

» Buttons have hotkeys associated with
them. Press the Alt key on the keyboard
to underline the hotkeys in the current
message box.

e Press Enter on your keyboard to close the
message box and perform the action asso-
ciated with the highlighted button.

Some message boxes include a “Remember
my choice” or a “Do not show this again”
checkbox. Check this box to prevent
messages of this specific type from
displaying in the future.

To allow all message boxes to display again,
click the Reset Message Boxes button in the
Preferences dialog. See “Reset Options
Panel” on page 89.



Preferences and Default Settings

Preferences and Default Settings

Preferences and default settings control
many aspects of the user interface and tool
behavior in Home Designer Pro. You can use
these settings to customize the program to
suit your personal work style.

For more information about defaults and
preferences, see “Preferences & Default
Settings” on page 55.

Preferences

Preference settings let you change program
behavior to suit your workflow. For example,
you can:

e Turn certain display elements on or off.

» Choose background and editing feedback
colors.

» Set frequency of autosaves, maximum
number of “undos,” and file locking.

» Set default folders for various files.
» Control the editing behaviors of objects.

e Setup the materials list categories, sub-
categories, and report style, as well as
manufacturer and supplier information.

» Set rendering specifications to maximize
efficiency and quality.

Preference settings are global, affecting all
plan and layout files.

Defaults

Most objects in Home Designer Pro derive
their intial properties from their respective
default dialogs.

For example, a newly placed Window =
gets its initial values from the Window
Defaults dialog and a newly placed Hinged

Door I\ gets its initial values from the Door
Defaults dialog.

Once an object is placed in a plan, its initial
properties can be overridden, but setting up
your defaults before you begin drawing can
save you considerable time as you build a
model in the program.

Default settings, unlike Preferences, are file
specific.

Dynamic Defaults

Most default settings are static: if you change
one, any objects of that type in the current
file will not be affected. A few defaults,
however, are dynamic: they are tied to
existing objects in the drawing and if you
change the default, those objects may be
affected. See “Dynamic Defaults” on page
57.

Drawing a Plan

When you draw a plan in Home Designer
Pro, you are placing 3D objects that
represent building components. Home
Designer Pro comes with predefined default

settings so you can start drawing plans
immediately. You should review these
default settings to be sure they match your
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drawing and building methods. See

“Preferences & Default Settings” on page 55.

Set the Defaults

1. Open a new plan using the template of
your choice. See “Template Plans” on
page 43.

2. Set the structural defaults:

 Floor Defaults. Set the default ceiling
height for Floor 1. See “Floor Defaults
Dialog” on page 316.

e Foundation Defaults. Set the founda-
tion specifics such as type, footing size,
and stem wall height. See “Foundation
Defaults” on page 330.

¢ Framing Defaults. Set the floor framing
specifications, including type and
dimensions. See “Framing Defaults”
on page 436.

« Default Wall Types. Specify the
defaults for walls and railings. See
“Wall, Railing, and Fencing Defaults”
on page 176.

3. Set material defaults for roof, walls, and
rooms (optional). See “Material
Defaults” on page 650.

10.

Draw the exterior walls on Floor 1. See
“Drawing Walls” on page 189.

Adjust the perimeter shape and size as
required. See “Using the Edit Handles”
on page 197.

Place any first floor bearing walls.

Define types for special rooms such as
garages and decks in the plan. See
“Room Types” on page 234.

Place perimeter doors and windows. See
“Doors” on page 253 and “Windows” on
page 279.

Build additional floors. See “Adding
Floors” on page 317.

Specify the default ceiling height for
each floor as soon as it is created. See
“Floor Defaults Dialog” on page 316.

Adjust the perimeter shape of additional
floors as needed. See “Editing Walls” on
page 197.

Align edited or moved walls with those
above or below where appropriate. See
“Aligning Walls” on page 201.

Entering Dimensions

When using Imperial units, enter distances as

4. Set style defaults for doors, windows,

molding, cabinets and other objects.
Draw the Floors

While the size of the drawing area in
Home Designer Pro is limited only by
the resources on your computer, it is
best to begin your drawing near the ori-
gin, 0,0,0. See “3D Drafting” on page
25.

inches or feet and inches, in fractional or
decimal form. Millimeters are the default
unit for all metric distances. See “Dimen-
sions” on page 719.

» To enter feet, include the (') marker or
the program assumes inches.

e In most cases, the program allows
precision to 1/16th of an inch. Fractions
with denominators 2, 4, 8 and 16 are
allowed.



» The program usually converts decimals
to fractions.

* You can enter angles as decimal degrees,
degrees, minutes, and seconds, quadrant
bearings, or azimuth bearings. See
“Number Style/Angle Style Dialog” on
page 89.

Build the Foundation

1. Derive the foundation plan from the first
floor. See “Building a Foundation” on
page 334.

2. Adjust the foundation perimeter shape
as needed.

3. Place interior foundation walls as
needed for the first floor bearing walls.

4. Place any other foundation walls
required.

5. Align with Above as needed. See
“Aligning Walls” on page 201.

Add Structure and Details
1. Build non-structural interior walls.

Begin on floor one and work up in mul-
tiple story structures.

Viewing Your Plan

2. Add walls where needed to create fea-
tures such as chimney chases, plumbing
walls, or Open Below areas.

3. Finish the relevant interior structure
including interior doors, doorways, cabi-
nets, fixtures, and fireplaces.

4. Build the roof planes. If you generate the
roof automatically, remember to carry
the roof directives in the walls from the
first floor up to the top floor for multiple
story structures. See “Roofs” on page
349.

5. Build the framing. See “Framing” on
page 435.

6. Build the terrain and landscaping. See
“Terrain” on page 537.

7. Create the plot plan. See “Plot Plans” on
page 553.

Create the Layout

1. Ifone does not exist, create a Layout file
with a title block, placing the border,
title block, and other text on page 0. See
“Layout” on page 863.

2. Send views to the layout. See “Sending
Views to Layout” on page 866.

3. Print the plan. See “Printing & Plotting”
on page 841.

Viewing Your Plan

You can see your model in a variety of
different 2D and 3D views. You can display
more than one view at a time; and in any
view, you can pan or zoom in or out. See
“Zoom & View Tools” on page 653.

Floor plan view is a 2D view of the model and
is most commonly used for drawing and
editing. In floor plan view, each floor displays
separately and you can only edit one floor at a
time; however, you have extensive control
over which objects display at any given time,
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can easily switch between floors, and can also
display items on a second floor for reference.

You can create interior and exterior 3D views
of your model from any perspective. As in
floor plan view, you can select and edit many
objects in 3D views and control which objects
are visible. See “3D Views” on page 663.

You can also create Doll House Views that
show only the current floor plus any floors
beneath it. Ceilings on the current floor are
omitted so you can see the interior, visualize
the relationships between spaces, and plan
traffic flow.

Framing Overviews display framing in 3D,
provided that framing has been built. You can
customize 3D views to serve special purposes
such as this.

The Cross Section and Elevation camera tools
create scaled 2D views of a model’s exterior
and interior that can be dimensioned and
annotated. Just as in other views, you can
select and edit objects in a Cross Section/
Elevation view as well as control which
objects display.

Layout

i— All plan views can be sent to a layout
=
+| where they can be arranged to produce
construction documentation. See “Sending
Views to Layout” on page 866.

All views can also be exported as a graphic
image. See “To export a picture” on page
811.




Getting Help

Getting Help

@ There are many forms of help

£7] available in Home Designer Pro
including: Tool Tips, the Status Bar, and the
online Help menu.

All these forms of help assume you have a

basic working knowledge of the Windows®
operating system, including how to use a
mouse, open, close and save files, copy,
paste, and right-click to access contextual
menus. Help also assumes you are familiar

with Windows® terminology.

More information is available in the product
documentation in both printed and electronic
format and on Home Designer’s official web
site, www.HomeDesignerSoftware.com. See
“Additional Resources” on page 905.

Tool Tips

When you move the pointer over a toolbar
button or menu item, a Tool Tipdisplays,
offering a brief description of the tool. More
information displays in the Status Bar at the
bottom of the window.

Online Help Menu

Online Help is a searchable menu that
provides information about all of the tools in

Home Designer Pro. Select Help> Contents

& Index | ‘2| to open the online Help and
explore the table of contents, browse the
Index, or search for keywords.

Current Mode Help

Online Help can also be used to provide
instant information about toolbar buttons,
menu items, and objects in your plan.

*  When you move the cursor over a toolbar
button or menu item, a brief summary of
that tool displays in the Status Bar. Press
the F1 key to open online Help to a page
with more information about the tool.

* When an object is selected, edit handles
display. Place the cursor over an edit han-
dle and press F1 to open online Help to a
page with information about that handle.

e Press the Help button in any dialog box
to open online Help to a page describing
the options in that dialog.

Chief Architect strives to make our docu-
mentation as helpful as possible for all of
our customers. Please send any questions,
comments, or feedback to
documentation@chiefarchitect.com.

About Home Designer Pro

Select Help> About Home Designer Pro to
view information about your software
license, the program’s version number, and
its release date.

Contact information for Chief Architect, Inc.
is available on the More Information tab.
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Upgrade to Chief Architect
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Select Help> Upgrade to Chief Architect to
launch your default web browser to the Chief
Architect web page, www.chiefarchi-
tect.com, where you can learn about this
powerful home design software for building
professionals.

Chief Architect can open plans originally
created in Home Designer, and offers an
extensive set of drawing, editing and
rendering tools that allows you to produce
complete, professional working drawings.


http://www.chiefarchitect.com/
http://www.chiefarchitect.com/

Chapter 2:

File Management

Home Designer Pro reads and edits two main
document types: .plan files and .layout files.
The complete 3D model of a structure,
surrounding terrain and any CAD data
associated with it are stored in the plan file.
Data used to create working drawings and
the links to various views are stored in the
layout file.

All commands related to opening, saving and
closing plans are located in the File menu.
You can also open plans from the Startup
Options dialog. See “Startup Options” on
page 24.

Just as with files created in other software
applications, you should back up your plan
and layout files externally on a regular basis
to avoid accidental loss of work.

Chapter Contents
Compatibility with Other Programs
Organizing Your Files
Home Designer Pro Data
Creating a New Plan or Layout
Saving, Exporting, and Backing Up Files
Thumbnail Images
Auto Archive
Undo Files
Opening and Importing Files
Searching for Plans
Backup Entire Plan
Closing Views and Files
Exiting Home Designer Pro
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Compatibility with Other Programs

Plans and layout files produced in the
following programs can all be read by Home
Designer Pro 2014.

Chief Architect® X1 through X4 (limited
editability if enabled)

Chief Architect® 5.0 through 10.08 (read
only)

3D Home Architect® 3.0 and 4.0

Chief Architect® Home Edition 5.0
All Better Homes and Gardens Home

Designer® products, Interior Designer,
and Landscaping and Deck Designer, Ver-
sions 6 through 8.

All Chief Architect Home Designer®
products, Interior Designer, and Land-
scaping and Deck Designer, Versions 9
through 2014.

Trading Spaces® Design Companion™

Note: 3D Home Architect 5.0 was not devel-
oped by Chief Architect, Inc. Plans written
using 3D Home Architect 5.0 or later cannot
be read by Home Designer Pro.

Only the .PL1, .LAL, .plan, and .layout files
from prior versions can be opened in Home
Designer Pro 2014.

Files that have been opened and saved in
Home Designer Pro 2014 cannot be read by
any of the program versions listed above. To
continue to read files in the program in which
they were created, be sure to create copies of
your files before opening them in Home
Designer Pro 2014.

Plans created in Chief Architect, build 11.4
and later, can be opened in Home Designer
programs for viewing and annotating only.
Limited editability in Home Designer
programs is an option that can be enabled
when the file is opened in Chief Architect.

Several steps are required to successfully
convert plans created in an earlier program
version to the Home Designer Pro 2014
format. Before doing so, see “Before You
Begin” on page 917.

Organizing Your Files
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You should keep your plan and layout files

separate from the support files needed to run
Home Designer Pro. To keep files organized,

you may find it helpful to create a new folder
for each project.

Home Designer Pro files may use imported
images, textures and other custom content
saved in their own external data files.

Consider storing copies of all external files in
the same folder as the plan and layout files
that use them so that they are easily found.

Here is one way to organize your files:

» Create a folder in your Documents direc-
tory (“My Documents” in Windows XP)
called “Home Designer Pro Plans” or



another name you prefer. See Microsoft
Windows Help to learn how to create
folders.

* Inside this folder, make a new folder for
each client or project. Save all the files for
that client or project inside this folder,
including plan and layout files and refer-
enced external files. See “Saving, Export-
ing, and Backing Up Files” on page 43.

Bear in mind, though, that path names
exceeding 260 characters cannot be opened
by Home Designer Pro. As a result, it is a
good idea to limit the number of embedded
folders you use in your file organization
method.

Once you understand the file management of
Home Designer Pro, you should decide on a
naming convention that suits your needs.

Home Designer Pro Data

i Itis recommended that each layout file
@ be saved in the same folder as the plan
file(s) associated with it. See “Managing Lay-

out Links” on page 873.

To specify a default Save As location

1. Select Edit> Preferences [P, then
select New Plans from Category list. See
“New Plans Panel” on page 71.

2. Under Open and Save As, click Use this
Folder. The Browse button becomes
available.

3. Browse to the folder you plan to save
your projects in. Click OK.

Home Designer Pro Data

When Home Designer Pro 2014 is installed,
the program automatically creates a folder in
the user Documents directory called Home
Designer Pro 2014 Data. This folder
contains important user-specific information
saved in the following folders and files and
should not be moved, renamed or deleted:

» Archives - A folder of automatically
archived plan and layout files. See “Auto
Archive” on page 46.

e Backdrops - A folder of custom back-
drop images. See “3D Backdrops” on
page 679.

» Images - A folder of custom images. See
“Adding Materials and Images” on page
614.

» Database Libraries - A folder of user
library data. See “Library Content” on
page 6009.

e Scripts - A folder for custom Ruby
scripts associated with Chief Architect
plans.

e Templates - A folder of plan and layout
template files. See “Creating a New Plan
or Layout” on page 42.

o Textures - A folder where you can save
image files used to create custom material
textures. See “Creating Materials” on
page 637.

e Toolbars - A folder of customized toolbar
files. See “Toolbar Customization Dia-
log” on page 93.
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¢ mmaster.mat - The Master Materials List
file. See “The Master List” on page 899.

¢ units.dat - A list of user-created units of
measurement. See “Unit Conversions
Panel” on page 71.

The name of the Home Designer Pro 2014
Data folder cannot be changed, but you can
specify its location on your computer in the

Preferences [EP dialog. It’s best to use a
location on your local hard drive. See
“Folders Panel” on page 69.

Just as with your plan and layout files, it is a
good idea to back up your Home Designer
Pro 2014 Data folder.

If the Home Designer Pro 2014 Data

folder is renamed, moved or deleted,
the program will automatically replace it
using default information from the Home
Designer Pro installation folder. When this
occurs, customized user settings and cus-
tom user library content will not be available.

Because the Home Designer Pro 2014 Data
contains custom user data, it is not deleted
when the program is uninstalled. See
“Uninstalling Home Designer Pro” on page
23 of the User’s Guide.

Creating a New Plan or Layout

42

To open the Create New Plan dialog,
select File> New Plan.

You can also choose New Plan in the
Startup Options dialog. See “Startup
Options” on page 24.

- Create a new layout file by selecting
File> New Layout or by sending a
view to layout when no layout file is yet open
or associated with the current plan file. See

“Creating a Layout File” on page 865.

By default, a new layout file will be assigned
the same name of the first plan file sent to it,
associating the layout files with the plan files
used.

Note: Only one layout file can be open at any

given time.

New, blank plans are called Untitled.plan
and new, blank layout files, Untitled.layout.

Unless these files are named and saved, they
will be lost when closed. See “Saving,
Exporting, and Backing Up Files” on page
43.

Units of Measurement

All plan and layout files save measurements
in either Imperial or metric units. New files
are created using one or the other, depending

on the current setting in the Preferences
dialog. When the program is first installed,
the Windows OS setting for units determines
what system is used. See “New Plans Panel”
on page 71.

A plan or layout file’s unit of measurement
must be specified before it is created and
cannot be changed later.

While it is recommended that you create new
plans using the type of unit that you plan to
use, you can display dimensions using any
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type of unit. See “Dimension Preferences Plan dialog opens, letting you select a
and Defaults” on page 719. template for your new plan. The resulting
new plan uses either metric or Imperial units
Template Plans of measurement and predefined default
) . settings, layer settings, wall definitions, and
D When you _select File> New Plan in page setup information.
Home Designer Pro, the Create New

Create New Plan @

Choose Template:

Select Category: Home Style Templates

Default Style

American Casual

Auts & Crafts

Colonial

Mediteranean Influence
Today's Traditional

Urban Chic/Cortemporary

Country Cottage—Look for a nostalgic and fresh
feeling in this Country Cottage style. White beaded
board, planked ceilings, robin's egg blue walls are
all part of the template. Also notice tall wall cabinets,
butcherblock countertops, and beaded cabinet
doors that are mounted flush.

Please choose units:

@ 1U.S. Units {inches)

() Metric Units (milimeters)

[ ok ][ cance | Help

Home Designer Pro includes a selection of as to the right style for your plan, choose
plan templates, each with different default Default, as you cannot change the plan style
settings that allow you to begin working in a template once a plan has been created.
gaeg:cr:]ulsar é)rl]anastg/ISequckly. See “Default Select either U.S. Units or Metric Units of

g page oo. measurement, and click OK. The floor plan
Choose a category from the drop-down list, view window opens, ready for you to begin
then select a style template from the drawing.

scrollable list beneath it. If you are uncertain

Saving, Exporting, and Backing Up Files

Saving, exporting, and backing up your files different things:
are three separate tasks that accomplish
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e Saving a plan or layout file retains your
work so that it can be later opened in
Home Designer Pro.

e Exporting a file allows you to save certain
kinds of data in a format that can be used
by a program other than Home Designer
Pro.

e Backing up your files involves taking
steps to make sure that your valuable data
is protected and available when needed.

Saving Plan and Layout Files

— When you first save a new,
E untitled file, you must select a

location for it on your computer and give it a
name. There are two options for saving plan

and layout files: File> Save and File> Save

As.

By default, a new layout file is assigned the
same name as the first plan file from which a
view is sent to it. It is also saved in the same
directory as the plan file. If no view has been
sent to a layout, it remains untitled until you
save it.

-+ Although the program warns you if you
@ try to exit without saving, you should get
in the habit of saving plan files before exiting
the program.

Both Save [l and Save As |l can be used
to save your plan and layout files; however,
they accomplish this in two different ways.

e File> Save saves the current state of
your plan or layout file without changing
its name and should normally be used for
saving your work.

« File> Save As |l opens the Save Plan
File dialog, allowing you to save the plan
or layout file using a different name or
location on your computer.

To save an untitled plan or layout file

1. Select File> Save [l to open the Save
Plan File dialog.

[ Save Plan File (===

Saveln: || Mendowhmak - @3 G

B Meadowbroak.plan

Flopome:  Meadowbemok ian [sae ]

Save 2 type: | Plan Fies ['gen) v| | Concel |
(|

2. Inthe Save in drop-down, browse to the
location on your computer where you
would like to save the file. See “Orga-
nizing Your Files” on page 40.

3. Inthe File name text field, type a name
for the file.

4. Home Designer Pro automatically
assigns the File of type and file exten-
sion .plan to plan files and .layout to
layout files.

5. When both the Save in location and File
name are correct, click Save.

Any previously saved cross section/elevation
views associated with the plan are also saved
with this command.

When saving a layout, the program saves all
the links to the various views saved in the
layout, and all the CAD objects added to the
Jlayout file.



Initially, all Open [ and Save As sl
operations go to the “My Documents” folder
of your computer. After that, the location last
visited is remembered and subsequent

Open [ or Save As |lal commands default
to the directory last used for that operation.
This path is saved when the program exits.
The next time Home Designer Pro is
launched, these defaults are used.

If you prefer, you can instead specify a
directory to be used for all Open [ or Save

As [l operations in the Preferences
dialog. See “New Plans Panel” on page 71.

Exporting Files

Home Designer Pro has a number of options
for exporting and importing information out
of and your drawings. Often, file export
dialogs are nearly identical to the Save Plan
File dialog. See “Importing & Exporting” on
page 827.

Similarly, file import dialogs are often
similar to the Open Plan File dialog. See
“Importing Files” on page 49.

Revision Files

Revisions are a common aspect of any design
project. There are a number of possible
strategies for organizing revision files:

* Prepending the file name;
e Appending the file name;
 Saving revisions in separate folders.

To avoid confusion and potential mistakes, it
is recommended that you always give files
unigue names - including revision files. If
you choose to organize your revisions by

Saving, Exporting, and Backing Up Files

saving them in separate folders, you should
also give each file a unique name that makes
it impossible to confuse it with another file
saved in a different folder.

Backup Entire Plan

File> Save As ||l is a simple way to transfer
a plan or layout to a different location on
your computer. Bear in mind, though, that
plan and layout files often reference external
data files such as imported textures, images,
and backdrops. These external files are not

affected when Save As |l is used.

If you transfer a plan file from one computer
to another, the program will warn you of
missing files if the external data files used by
the plan cannot be found when you open it.

Layouts are also dynamically linked to plan
files. When transferring layout files to
another computer, be aware that the plan files
are also external file references and are not
actually contained in the layout.

When transferring plans or layouts to another
computer that does not have these external

files, use the Backup Entire Plan &5 tool.
See “Backup Entire Plan” on page 52.

Backing Up Your Files

It is always a good idea to create
E‘T‘t] backup copies of all your important
files on your computer.

It is strongly recommended, however, that
you never save directly:

Across a network, such as onto a server;

¢ Onto removable media such as a USB
thumb drive, CD, or DVD;
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e Across the Internet.

Instead, copy your files to such locations in
Windows Explorer only after you have saved
them on your computer’s hard drive and
exited the program.

Similarly, you should never open files saved
in these locations. Copy the files to the local
hard drive, and then open them. See
“Opening and Importing Files” on page 48.

Archive folders are used by Home Designer
Pro to manage prior versions of your files.
You should not view these files as a
substitute for your own backup routine, and

should never save a file in an archive folder.
See “Auto Archive” on page 46.

When backing up your Home Designer Pro
files, consider backing up not only your
.plan and .layout files, but your custom user
data, as well - including library content,
toolbar configurations, and textures. This
custom data is all located in the Home
Designer Pro Data folder, so it can be easily
backed up. See “Home Designer Pro Data”
on page 41.

You can, if you wish, create a folder inside
the Data folder for your .plan and .layout
files, as well. See “Organizing Your Files” on
page 40.

Thumbnail Images

A thumbnail is a miniature image that helps
identify a file in the Open Plan File dialog
and in the Find Plan Wizard. Any view of a
plan or any layout page can be saved as the
thumbnail. See “Searching for Plans” on
page 50.

If thumbnails are enabled in the

Preferences [EP| dialog, the program
automatically creates one when you first save
a new plan or layout. You can choose to
generate small or large thumbnails. See “File
Management Panel” on page 68.

To create a custom thumbnail image

1. You must save the file and give it a name
before you can save a thumbnail.

2. Create the 2D or 3D view that you want
to use as a thumbnail for the current file.

3. With the desired view active, select
File> Save Plan Thumbnail [Ez3.

Thumbnails are saved using the same
filename as the associated plan or layout file
with the _p.jpg file extension for plans and
_Ljpg for layouts. If a thumbnail already
exists, the program asks if you want to
overwrite the existing thumbnail.

Auto Archive
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The first time a plan or layout is saved,
Home Designer Pro creates an Archive



folder in the Home Designer Pro Data folder.
The Archive folder contains Auto Save and
Archive files.

The program does not create Auto Save and
Archive files for untitled plans and layouts.
In order for these to be created, a file must
have been previously saved and given a
name and save location on your computer.
Further, Archive files are only updated when
you save your work.

Auto Save and Archive files should not be
viewed as a substitute for regularly saving

your work by selecting File> Save or
pressing Ctrl + S on the keyboard, nor should
they be considered an alternative to your own
file backup routine.

Archive Files

Every time a drawing is saved, Archive files
that keep a historical archive of your plan are
automatically created or updated.

& Regardless of what archiving option you

select in the Preferences dialog, ilf you
do not save your work regularly, your archive
files will not be updated.

Plan, layout and related files from previous
versions of the program are automatically
moved to the archive folder when the plan is
opened and saved in Home Designer Pro.

Archive files are meant to be for emergency
use only. If you must access an archive file,
open it as you would any other file. See
“Creating a New Plan or Layout” on page 42.

As soon as the file is open, use Save As |l
to save this file to another location.

Auto Archive

Auto Save Files

As you work, Home Designer Pro
automatically creates Auto Save files at
regular intervals when changes are made to a
file but not saved by selecting File>

Save |l

These Auto Save files are appended
_auto_save.plan or _auto_save.layout and
are saved in the Archive folder.

When you close a file normally, its Auto
Save file is retained until the next time the
file is opened - at which time the Auto Save
file is overwritten.

'@ JonesResidence_auko_save.plan

Auto Save file after normal shut-down

You can enable Auto Save and set its

frequency in the Preferences [EF| dialog. See
“General Panel” on page 67.

Auto save files created as a result of an
improper program shutdown are appended
_auto_save_bak.plan or
_auto_save_bak.layout.

I@JDHESRESiIjEI‘IEE_aLItI:I_Sa'-.-'E_bak.|:I|al'|
Auto Save file after abnormal shut-down
If your computer shuts down accidentally,

you can recover some of your work by
opening the _auto_save_bak file.

& A file is auto saved only if you have
saved it previously. Auto Save does not
work for unnamed files.

When you reopen a file after a computer shut
down or system crash, the following dialog
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displays if an Auto Save file newer than the
original file is found.

Even with Auto Save, you should save your
work manually on a regular basis using any
of the following methods:

Question === )
S ittt s « Click the Save [l button.
[ ) + Select File> Save [l
* Press Ctrl + S on the keyboard.
Undo Files

Home Designer Pro stores a set number of
copies of all open plan file changes, known
as undo files. Undo files are referenced

whenever you select Edit> Undo || or

Edit> Redo | ™. See “Undo and Redo” on
page 173.

Undo files are stored in the Undo Directory,
which can be specified in the Preferences

dialog. See “Folders Panel” on page 69.

By default, the Undo Directory is the
Windows Temporary Directory. When you

use Windows system cleanup features, these
files can be deleted. Because of this, you
should only use these type of utilities when
Home Designer Pro is not running.

The maximum number of Undo files is
specified in the Maximum Undos value in
the Preference settings. If you have Undo
enabled, be sure to define a directory on a
hard drive with enough space for these files.

When Home Designer Pro is closed
normally, any current Undo files are deleted.

Opening and Importing Files
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Opening and importing files are often similar
tasks, but accomplish two very different
things:

e Opening a file refers to opening it in the
program in which it was created. Only
plan or layout files can be opened in
Home Designer Pro. See “Compatibility
with Other Programs” on page 40.

¢ Importing a file brings data that was cre-
ated in a different program into Home
Designer Pro. A number of different file

types can be imported into Home

Designer Pro.
Select File> Open Plan to open
[:I an existing .plan file or File>
Open Layout to open an existing .layout file
located on your computer. Home Designer
Pro automatically browses to either the
directory last used or to a specific directory,

depending on your current Preferences
settings. See “New Plans Panel” on page 71.



& Never open a file located on a server or
other computer on a network, or on a
removable storage device. Copy such files to
your local machine’s hard drive first, and then
open the copy.

Opening and Importing Files

The Open Plan File and Open Layout File
dialogs can be resized by clicking and
dragging the lower right corner.

& 0pen Plan File =
. Preview:
Lookin: |, Kootenai - & T &
|B| Kootenai.plan
File name: Kootenai plan Qpen
Files of type: [Plan Files (*plan;”pl1} v] [ Cancel ]
Help

In the Look in drop-down, browse to the
location on your computer where the file
you wish to open is saved.

Any folders and either .plan or .layout
files in the current location display in the
field below. The file type that displays
depends on the Files of Type selection.

Click on the file you wish to open. Its
name will display in the File name text
field.

If a preview image of the file is available,
it will display on the right side of the dia-

log. See “Thumbnail Images” on page 46.

The only file types available in the Files
of type list are .plan and .layout.

When the desired file is selected, click
Open.

Plan files open to the floor that was active
when the file was last saved and closed;
layout files open to the page that was active.

Importing Files

Home Designer Pro has a number of options
for exporting and importing information out
of and into your drawings. Often, file import
dialogs are nearly identical to the Open Plan
File dialog. See “Importing & Exporting” on
page 827.

Similarly, file export dialogs are often similar
to the Save Plan File dialog. See “Exporting
Files” on page 45.

Recently Opened Files

The names of the plan and layout files you
most recently opened or saved display at the
bottom of the File menu. Click on a recent
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file to open that file without using the Open
Plan File dialog.

The maximum number of recent files listed
in the File menu can be changed in the

Preferences [EF] dialog. See “File
Management Panel” on page 68.

The names of recently open files also display
in the Startup Options dialog. Click on the
name of a file to open it. See “Startup
Options” on page 24.

Searching for Plans
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Select Tools> Plan Database>
Iﬁ Search for Plans to locate an
existing, fully-editable sample plan or search
a selection of non-editable plans by popular

home designers. This command opens the
Find Plan Wizard, which helps you search
for plans based on parameters that you
define.

Find Plan Wizard

The Find Plan Wizard can be used to search
for plans using stored information about each

plan, such as the style of construction and the
number of bedrooms and other room types.

Find Plan Wizard

Home Designer.

| Which database do you wart to search?
() Fully Editable Sample Floor Plans

< Back

Welcome to the Find Plan Wizard

Using this Wizard, you can enhance your design ideas by
searching for both fully editable sample plans that you can
change, and non-editable top selling home sample plans from
major home plan designers.

Fulty complete, non-editable home plan sets are also
available for purchase.

(@ Mon-Editable Top Seling Sample Plans

==l

Ned> | [ Cancel | [ Hebp |

Begin by selecting either a database of
editable sample plans or a collection of house

plan drawings by popular home plan
companies, then click Next to continue.



Searching for Plans

House Style
Find Plan Wizard (=23
House Style
Choose the style, number of floors, and number of bedrooms that you would like in
your house.

How many floors do you want in your house?

Nao more than:

How many bedrooms do you need in your house?

At Least:
But no more than:

106 plans match your search.

[ <Back || Net> | [ Cancel | [ hHep |

At the bottom of each page, the number of
plans that match your current search
parameters dls_plays. As you modify the Select the style of house desired, the number
parameters, this number increases or -
. of floors in the house, and the number of
decreases as matching plans are found. . .
bedrooms, then click Next to continue.

On any page, click the Back button to
modify any previously selected parameters.
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House Size

Find Plan Wizard (=23

House Size
Choose the number of bathrooms and size that you would like for your house.

How many bathrooms do you want?

At Least:
But no more than:

How big of a house do you want?

At Least: Square Fest
But no more than: Square Fest

& plans match your search.

[ <Back ][ Net> | [ Cancel | [ Hep

Select the number of bathrooms and square
footage of the house, then click Next to
continue.

Plan Details

Click on the name of a plan in the list to see a Click Next, then click the Finish button to
preview of the plan open the selected plan.

Backup Entire Plan

E.'—ll_l__l Because Home Designer Pro plans Backing up an Entire Plan is important when:
and layouts often contain many « Migrating legacy files created in older
references to other external files, it is program versions.

necessary to copy all the associated files to a
new location when a plan or layout is moved.

You can do this easily by selecting File>
Backup Entire Plan. » Archiving or backing up your work.

 Transferring files to another computer or
sending them to another user.

52



To back up a plan or layout

1. To copy all associated plan or layout
files to a new directory, select File>

Backup Entire Plan |83. The Backup
Entire Plan dialog opens for you to
choose what files are copied.

Backup Entire Plan @

(@) Backup Plan Files and All Referenced Files
() Backup Plan Files Only

[ OK ] [ Cancel ] [ Help ]

» Choose Backup All Files to copy all
plan or layout files and all externally
referenced files such as linked plan
files, inserted picture files, metafiles,
and texture, image, and backdrop
graphics files.

» Choose Backup Plan Files Only to
copy all associated plan files and any
externally linked files and inserted pic-
ture files, but no graphics or texture
files. This is best used only when trans-
ferring a file to a computer that already
has the graphics files installed.

2. When you click the OK button in the
Backup Entire Plan dialog, the Browse
for Folder dialog opens. Here you can

Closing Views and Files

select the destination folder for the asso-
ciated plan files.

Browse For Folder @

Select the Plan Backup Folder

4 | My Documents a
* . Home Designer Plans
» . Home Designer 2014 Data
> 1) Downloads
Jf My Music
= My Pictures
2 My Videos

> 1 Searches

|.m

> /M Computer

> €l Network k%
4 | i b

[ Make Mew Folder ] [ OK ] [ Cancel ]

3. Navigate to any empty folder on your
system and click on it to select it.
* To create a new folder, click on a folder
already present on your system, then
click the Make New Folder button.

4. With the destination folder for the
backup selected, click OK.

& You must select an empty folder for the
Backup Entire Plan feature to work. If
you select an existing folder that is not empty,
the backup is cancelled.

Closing Views and Files

Choose File> Close to close the active
window. If it is the last open view for a plan
and you have not saved it, the program
prompts you to save before closing. Edited
cross section/elevation views also prompt
you to save before closing.

Select File> Close All to close all currently
open windows.

++ Although the program warns you if you
@\ try to exit without saving, you should get

in the habit of saving plan files before exiting.
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Exiting Home Designer Pro
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Select File> Exit to exit the program. If you
have not saved any open plans, you are
reminded to do so. It is better to save your
work before exiting than to save on exit.

When you exit from the program using File>
Exit, all Autosave files and Undo files are
automatically deleted.



Chapter 3:

Preferences &
Default Settings

Preferences are global settings that affect the
functionality and appearance of the Home
Designer Pro environment, while default
settings control what objects look like when
they are initially created. You can save time
and increase your productivity by becoming
familiar with these settings and customizing
them before you begin a new project or as
needed thereafter.

Chapter Contents
Default Settings vs Preferences
Dynamic Defaults
General Plan Defaults Dialog
Reset to Defaults
Preferences Dialog
Number Style/Angle Style Dialog
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Default Settings vs Preferences
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Default and preference settings have
important effects on how the tools in Home
Designer Pro function. Default settings are
file specific, while Preferences are global,
taking effect regardless of what file is open.

Defaults and Preference settings can be
customized to suit your needs and improve
your efficiency, so it is recommended that
you become familiar with them and learn
how you can use them to your advantage.

Default Settings

Default settings determine the initial
q_P characteristics of objects when they
are first drawn. For example, when you place
a base cabinet in a plan, its size, materials,
front items, hardware are determined by
settings in the Base Cabinet Defaults
dialog.

Some defaults affect the structure of your
model: for example, Floor, Foundation,
Framing, and Wall defaults.

Defaults are file-specific, which means that
any changes that you make to the default
settings in one plan or layout file will have
no effect on other plans or layout files.

You can access a complete list of the various
default settings by selecting Edit> Default

Settings |17 from the menu.

Default Settings (=23

[#- Cabinets
[£-CAD

(- Camera
General

[#- Corner Trim

[+ Dimension

[#-Doors

- Dormer

- Electrical

- Floor

- Foundation

- Framing

- Materials

Plan

[#-Rooms

- Structural Member Reporting
[#-Text, Callouts and Markers
[#-Walls

- Window

[ Edit... ] [ Done ] [ Help ]

 Click the + beside a category to expand it
and access the defaults for items related to
that category.

e To open the defaults dialog associated
with an item in the list, double-click on
the line item, or click on the item and then
click the Edit button.

» General CAD defaults are view-specific
and are only available in views where
CAD objects can drawn. See “CAD
Defaults Dialog” on page 770.

Many defaults dialogs can also be opened by
double-clicking on a parent and/or child
toolbar button of a tool affected by the
settings in that dialog. For example, you can:

+ Double-click the Cabinet Tools /@) par-
ent button to open the Defaults Settings
dialog for Cabinet tools only;



» Double-click the Base Cabinet | child
button to open the Base Cabinet Defaults
dialog.

Preferences

Preference settings influence the
overall environment of the program,
such as what the interface looks like, how the

tools are accessed, and the basic rules
governing how objects are drawn and edited.
See “Preferences Dialog” on page 60.

Unlike default settings, preferences are
global, which means that any changes that
you make to them will take effect in all plan
and layout files.

To access the Preferences dialog, select
Edit> Preferences from the menu.

Dynamic Defaults

Region and Language Settings

There are a few formatting considerations in
Home Designer Pro that are set based on
your Windows® operating system’s Region
and Language Format:

e Units of measurement - When you first
install and launch the program, your tem-
plate plan and layout files will be set to
use either Imperial or metric units,
depending on your Windows settings. See
“New Plans Panel” on page 71.

e Decimal mark format - Depending on
your Windows settings, either a period or
a comma will be used in dimension lines,
dialogs, and anywhere the program can
display a numeric value using decimals.

e Currency - The currency associated with
your Region and Language Format will
be used in the Materials List,
Components dialogs, and Loan Calcula-
tor. See “Materials Lists” on page 887 and
“Loan Calculator” on page 802.

Dynamic Defaults

Dynamic defaults are values that can be
changed globally throughout a model.

 If you change a dynamic default value in
a defaults dialog, all objects of that type
that are set to use the default will update
automatically to use the new value.

» Any objects of that type that are not using
the default value because of editing will
not be affected if you change the default.

Dynamic defaults are found in the default
dialogs of a variety of objects, including
dimension lines, walls, doors, cabinets and
rooms.

Materials are another example of an attribute
that uses Dynamic Defaults. See “Material
Defaults” on page 650.

In object specification dialogs, dynamic
defaults are followed by either a (D) in the
value field or a Default check box.

121 m\ Default

Default

Absolute Elevations
Floor Above (&)

Ceiling (B) 109 1/8"

Floor (C) o Default
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Sash
Side
Middle
Top

Bottom

5

11/ ([O)
11/ ([O)
11/ ([O)
2127 (@)

To edit a dynamic default, delete the (D) or
remove the check from Default box and type
the desired value.

To reset a value back to the dynamic default,
type the letter D in the field or click the
Default checkbox.

General Plan Defaults Dialog

The settings in the General Plan Defaults
dialog control basic features of the Home
Designer Pro environment. To open this

dialog, select Edit> Default Settings |7,

0_

select Plan, and click the Edit button, or
double-click the Select Objects | [y | button.

Ge

neral Plan Defaults

General Settings

["]Warn Before Delete Selected Object
|:| Ignore Casing for Opening Resize
FixtureFurniture Resize Enable

[] shaw Pitch as Degrees

Show "Living Area”™

Distance Scrolled by Arrow Key 127

Grid Settings
Snap Grid / Snap Units

6_ Use Snap Grid/Units

Snap unit: 1"

[~ shaw Snap Grid

|

Display as dots

(71 15 Degrees _9

(@) 7 1/2 Degrees and Additional Angles
Additional Angles:

Allowed Angles

Reference Grid
12"
[~ show Reference Grid

|

Display as dots

][ Cancel ][Numstyle...][ Help ]

General Settings - Specify the default
functionality for a variety of general

behaviors in the program.

¢ Check Warn Before Delete Selected
Item if you want the program to require
confirmation before an item is deleted.
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e Check Ignore Casing for Opening
Resize to allow wall openings such as
doors to be positioned against an inter-
secting wall. Clear this box retain suffi-
cient space for the opening’s specified
trim width.



» Check Fixture/Furniture Resize Enable
to allow the resizing of library symbols.
When enabled, fixtures and furniture can
be resized from 1 to 2000 inches (10 to
32760 mm).

e Check Show Pitch as Degrees to display
the roof pitch in degrees.

» Home Designer Pro automatically calcu-
lates the square footage of each floor in
the plan and shows this number as the liv-
ing area in floor plan view. Uncheck
Show “Living Area” to disable the dis-
play of the Living Area label. See “Living
Area” on page 237.

» Enter the number of Inches/MM Scrolled
by Hotkeys in floor plan view. See
“Using the Arrow Keys” on page 655.

9 Specify the Allowed Angles used when
Angle Snaps are enabled. See “Angle
Snaps” on page 111.

e Select 15 Degrees to enable Angle Snaps
in 15° increments.

e Select 7 1/2 Degrees and additional
angles to enable Angle Snaps in 7 %2°
increments.

You can also enter up to eight Additional
Angles in the fields provided. Click the
Number Style button to specify the format
used to enter angles. See “Number Style/
Angle Style Dialog” on page 89.

Reset to Defaults

e The Snap Grid allows you to snap

objects to specific points on-screen as
they are moved or resized. See “Grid Snaps”
on page 112.

e Check Use Snap Grid/Units to enable
Grid Snaps.

» Specify the Snap Unit you wish to use.

-~ It may be helpful to change the Snap
@ Unit temporarily when working with
large objects such as terrain or small objects
such as molding profiles.

e Uncheck Show Snap Grid to turn off the
display of the Snap Grid, a visual indica-
tor of the location of the snap points.

» Click the Color bar to specify the Snap
Grid Color. See “Color Chooser Dialog”
on page 651.

e Check Display as Dots to display the
Snap Grid using dots rather than lines.

Specify the display of the Reference
Grid.

» Specify the Reference Grid Size.

» Check Display as Dots to display the
Reference Grid using dots rather than
lines.

You can also click Grid Snaps |kt toggle
button to turn on/off grid snapping or click

the Display Reference Grid | toggle
button to turn on/off the grid display.

Reset to Defaults

Select Edit> Reset to Defaults to open the
Reset to Defaults dialog.

This dialog allows you to clear the special
settings you have made in various parts of
your plan.
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Reset to Defaults @

| Default Scope

T

() 1st Floor
@ All Floors

Default
_[ [~ Floor Heights
[ ceiling Heights
—  [|Roof Groups
— [|Roof Directives in Walls
_[ [ wall Top Heights

[~ wall Bottom Heights

Tole

o ) et [ e ]

0 The settings can be cleared for the
current floor or for All Floors.

9 Floor and Ceiling Heights - Floor and
ceiling heights for any room can be

changed in the Room Specification dialog.

Check to reset the default values as specified

in the Floor Defaults dialog. See “Floor
Defaults Dialog” on page 316.

e Roof Groups - You can designate a

different roof group for a room in the
Room Specification dialog. This builds the
roof over this room and others in the same
roof group independently from the roof built
over other parts of the plan. Check to reset to
the default roof group, zero. See “Roof
Groups” on page 353.

9 Roof Directives - You can specify how
the roof builds above an exterior wall in
its Wall Specification dialog. When Roof
Directives are reset, all items on the Roof tab
are unchecked and any value, such as the
roof pitch, is reset to the default. See “Roof
Directives in Walls” on page 353.

6 Wall Top Heights and Wall Bottom

Heights - Wall shape and height can be
edited in 3D views. Check to reset wall
shapes and heights. See “Editing Walls” on
page 197.

Preferences Dialog
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The settings in the Preferences

dialog are global: they apply to all
plan and layout files and are preserved
between sessions. To access this dialog,
select Edit> Preferences.

The Preferences dialog consists of panels
which are accessed by clicking on the names
in the Category tree along the left side.

The category tree structure is similar to other
Windows programs. A “+” next to a category
indicates that it has subcategories. Click the
“+” to make the subcategories visible; to hide
them, click the “-.”

The program remembers which panel you
last accessed and opens to that panel the next
time you open the dialog.

Preference dialog panels:
*  Appearance Panel
»  Colors Panel
»  Font Panel
e Library Browser Panel
e Text & Page Setup Panel
*  General Panel
»  File Management Panel
*  Folders Panel
e New Plans Panel
*  Unit Conversions Panel



e Architectural Panel

e« CAD Panel

e Line Properties Panel
e Sun Angle Panel

e Edit Panel

e Behaviors Panel

e Snap Properties Panel

Preferences Dialog

e Materials List Panel

*  Report Style Panel

e Master List Panel

e Categories Panel

e Render Panel

e Video Card Status Panel
*  Reset Options Panel

Appearance Panel

Preferences
Category:
(=) Appearance ."lppearance
- Colors
0 et Contextual Menus Menus _@
. Library Browser Enabled Show Icons
.. Text & Page Setu [T Click Twice to Display
o o Double Buffer Drawing
[=I- General —
e .. File Management Status Bar Plans and Layouts
- Folders Enable Elevations and Vector Views
- New Plans [~ show Screen Redraw Time Auto Cache
- Unit Conversions .
Show Coordinates
- Architectural @ Color Offis _@
e & CAD: . . Line Weights (@) Black and White
"..5un Angle Show Line Weights () Grayscale
Min Di Weight: 0 Pixel
: X FOELIUEE s Minimum Display Size
i--Behaviors
e Snap Properties Toolbars Dimensions: 0 Pixels
[=)- Materials List (7) Parent - Child Labels: 0 Pixels
Report Style @ DropD
Master List '@ Lirop Lown
e (J:ategorles Images and Pictures
f=Feemder ) )
" i.Video Card Status | || Aways Display in Color
. Reset Options
[ QK J [ Cancel ] [Num Style... ] [ Help ]

When Contextual Menus are enabled,

you can right-click an object and a
contextual menu displays with options that
are unique to the selected object. The options

in a contextual menu are usually the same as
those on the Edit toolbar.

A menu of general commands displays if you
right-click in an empty space in a view
window, away from any object.
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k Select:

ﬁ :

et Select Mext Object Tab
[ cpen object Chrl4E
Owd Copy/Paste Chrl+al+C

'@ Copy and Paste in Place
M Delete Delete

I]-’U TransformReplicate Object...

ED Accurate Move

Components. ..

J_L Make Parallel/Perpendicular Chrl+D

+
" Pt to PE Move

E_'E Replace Fram Library. ..

P4 Center Object Chrl+i
LDJ' Reflect About Object
'{? Move To Front of Group

-
E Generate Custom Countertop

The contextual menu for a base cabinet

Since Home Designer Pro can use the right-
click as a general select, you have the option

to disable or limit the contextual menus.

¢ Check Enabled to activate contextual
menus. Clear the check box to disable

contextual menus.

e Check Click Twice to Display to require
two right-clicks on an object before the
contextual menu displays. This allows the
first right-click to be a general select. See

“Selecting Objects” on page 124.

In 3D views, the two clicks must be on
the same object surface in order for the
contextual menu to display: Clicking on
two different surfaces of the same object

is treated like two single-clicks.

The Status Bar at the bottom of the
main window displays information
about the current state of the program. See

“The Status Bar” on page 31.
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e Check Enable to activate the Status Bar
or clear the check box to disable it.

» Check Show Screen Redraw Time to
display the number of seconds it takes to
redraw the screen. This is useful for deter-
mining the effectiveness of the 3D accel-
eration of your graphics card.

» Check Show Coordinates to display the
coordinates of your cursor at all times on
the right side of the Status Bar.

The number style for the coordinates is
controlled in the Number Style/Angle Style
dialog. See “Number Style/Angle Style
Dialog” on page 89.

e Check Show Line Weights to represent

line weights on-screen. Because of
monitor DPI, lines may appear to be much
wider on screen than when they are printed.
Zooming closer may reflect a more accurate
idea of the actual line width.

Specify the Min Display Weight, the lowest
line weight possible on screen, regardless of
how far you zoom out. A Minimum Display
Weight of 0 is the same as 1. This setting is
ignored when printing or when Print

Preview |[&|is enabled.

. The line weight for CAD objects may be

defined individually through each

object’s specification dialog or globally in the
Layer Display Options dialog.

a Specify how Toolbars present child
tools when a parent button is clicked.

» Choose Parent-Child to display child
tools as buttons at the end of the toolbar
where the parent button resides.



» Choose Drop Down to display child tools
when the drop-down arrow to the right of
the parent button is clicked.

6 Images and Pictures - Check Always

Display in Color to display images and
pictures in color, even if color is turned off in
a particular view. If you uncheck the box,
pictures and images appear in grayscale
when color is turned off.

Check Show Icons to display tool icons
next to items in the menus.

0 Double Buffer Drawing - Double

buffering means that all drawing is
done to an offscreen bitmap and then copied
to the screen. The result is that the screen
does not flicker, but there may be a slight
delay before individual objects appear on
screen. This option does not affect Rendered
views.

e Check Plans and Layouts to double-buf-
fer in floor plan view and layouts.

» Check Elevations and Vector Views to
double buffer in cross/section elevation
and \ector views.

Preferences Dialog

* Check Auto Cache to save a bitmap of
the last screen draw. This bitmap is used
to refresh the screen if no changes are
made to the model. This option is not
available on computers running Windows
Vista.

@ Color Off is - Specify whether views

appear in Black and White or
Grayscale when color is toggled off. Does
not apply to Rendered views. See “In Vector
Views” on page 678.

@ Specify the Minimum Display Size of
Dimensions and Labels, in pixels. This
is the on-screen size and does not affect
printed or exported output. To display
dimensions and labels on-screen at the
printed scale, set this value to 0 or turn on

Print Preview![d .

« Dimension sizes are set in the Dimension
Defaults dialog. See “Dimension
Defaults Dialog” on page 720.

Colors Panel

Preferences

Category:
[=- Appearance

Font Background Color:
i--Library Browser
5----Text & Page Setup
[=I- General
File Management
Folders

i~ New Plans

- Unit Conversions
- Architectural
[E-CAD

Move Color:

Handle Fill Color:

Selection Fill Color:

Click a color bar to open the Color Chooser
dialog. See “Color Chooser Dialog” on page

Editing Transparency:  20%

Change the colars in your display

|
|
_
_

e®0%0

651.
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o Background Color - Click the color
bar to select the background color for

all views except some 3D views. See

“Rendering Techniques” on page 710.

The background color for 3D views that do
not use the Vector View Rendering
Technique or a backdrop image is set in the
3D View Defaults dialog. See “Backdrop
Tab” on page 671.

Move Color - Click the color bar to
select the color of the lines that
represent object(s) as they are being moved.

Handle Fill Color - Click the color bar
to select the color for the edit handles
for selected objects.

Selection Fill Color - Click the color
bar to specify a color for selected
objects. The color may change to ensure that
selected objects are always visible, so this

may not always be the color you expect.

If the move color and the handle fill

color are similar, it may be difficult to
distinguish between active and inactive
points. The colors should be sufficiently dis-
similar to avoid confusion between active and
inactive points.

6 Specify the Editing Transparency,

which is the degree to which the
selection fill and edit handles are transparent.
The default value is 20%.

Font Panel

The Font panel controls the conversion of
text in legacy plans when they are opened in

Home Designer Pro as well as the text used
in the Materials List.

Preferences

Category:

Change font settings

Font Fonts

Library Browser

L Text & Page Setup
[=I- General

File Management

Folders
i New Plans
- Unit Conversions
- Architectural
= CAD
Line Properties

Legacy Dimension Conversion
Materials

Arial Baltic -

[ Bold
[ ttalic

[T underline
[ strikeout

éie

L Bun Angle Preview (Arial):
[=- Edit

Behaviors

Snap Properties
[=)- Materials List
Report Style

- Master List
Categories

0 Choose Legacy Text Conversion,
Legacy Dimension Conversion, or
Materials to define the font for that use.

Home Designer Pro 2012
Frofessional 3D Design Software

—0

Legacy Text Conversion sets the default
font for text created in previous versions of



Home Designer Pro. See “Character Size” on
page 745.

Legacy Dimension Conversion sets the
fonts for dimensions created in previous
versions of Home Designer Pro. See
“Dimensions” on page 719.

Materials sets the default font for the
Materials List and Master List created in
previous versions of Home Designer Pro.
See “Materials Lists” on page 887.

& Legacy Text and Dimension Conversion
settings only affect plans from previous
versions when they are opened in Home
Designer Pro. Set these values to the default
font that you used in previous versions before
opening legacy files.

Preferences Dialog

Click the arrow to select a font for the
specified use. See “Fonts and
Alphabets” on page 745.

e Select one or more font styles to apply
to the specified use.

@ Sample text displays the selected font
and font style.

Text size is set individually in the Text
Specification dialog or globally in the Text
Defaults dialog. See “Text, Callouts &
Markers” on page 743.

Library Browser Panel

The Library Browser panel controls the
appearance of the Library Browser window.
See “The Library Browser” on page 604.

Preferences

Category:

[=- Appearance
Colors

Library Broveer

Preview Pane

[=I- General

. File Management
Folders

Mew Plans

- Unit Conversions

Snap Properties
[=- Materials List

: Report Style
Master List

‘- Categories

(- Render

Font View
Library Browser [ Hide selection Pane
Text & Page Setup [| Hide Preview Pane

Selection Pane View
(@) Tiled To Fit Window
(7 Serollable List

Show Names in Selection Pane

- Architectural
& CZQD Preview Pane - Selection Pane Layout
i Line Properties - .
@) Vertical
i Sun Angle -
() Horizontal
- Behaviors (") Stacked

Browser Window

(@) Render Display
() Vector Display

[~ Disable Docking

[ Restore Position/Size Defaults
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View options control the display of the
main sections of the Library Browser.

Hide Selection Pane - Check to hide the
pane that displays objects in a selected
library or library folder.

Hide Preview Pane - Check to hide the
pane that shows a preview of a selected
object.

Show Status Bar - Check to display the
Library Browser Status Bar.

Preview Pane - Specify how selected
library items look in the Preview Pane.

Render Display - Library items previews
display textures and appear as they do in
rendered 3D views. See “Types of 3D
Views” on page 664.

Vector Display - Library item previews
are line-based and display patterns as they
do in 3D Vector Views.

Selection Pane View items control the
display style of objects in the Selection

Pane.

Tiled to Fit Window - Select to display

all objects in a library or library folder. If
there are many objects, they appear very
small.

» Scrollable List - Select to display all
library objects at the highlighted level on
a scrollable list.

e Show Names in Selection Pane - Check
to display the names of the objects in the
Selection Pane.

Preview Pane - Selection Pane

Layout - Select a radio button to
change the appearance of the Library
Browser.

» \ertical - Displayed sections of the
Library Browser are divided vertically.

» Horizontal - Displayed sections are
divided horizontally.

e Stacked - Displayed sections are divided
both horizontally and vertically.

6 Disable Docking - Check to prevent

the Library Browser from docking to
the sides of the Home Designer Pro window.
See “Docking the Library Browser” on page
608.

Click the Restore Position/Size Defaults
button to restore the original position and
size of the Library Browser: docked on the
right side of the Home Designer Pro window.

Text & Page Setup Panel

The Text & Page Setup panel controls some
text objects behaviors as well as the Page
Setup information for legacy plan and layout
files.

& Legacy Plan and Layout Page Setup
settings only affect files from 6 when
they are opened in Version 2014. You should
set these values to the default font that you
used in previous versions of Home Designer
Pro before opening legacy files. See “What's
New in Home Designer Pro 2014” on page
917.




Preferences Dialog

Preferences

Category:

[=I- Appearance

- Colors

- Font

brary Browser
neral

-caD
i i-Line Properties

o Uncheck Text Specification Enter

Key to close the Text and Rich Text
Specification dialogs when the Enter key is
pressed. When checked, a new line of text is
created when Enter is pressed. See “Text,
Callouts & Markers” on page 743.

9 Click the Legacy Plan Page Setup
button to open the Page Setup dialog.
These settings apply whenever you open a

Text & Page Sstup
Text Spedification Enter Key o

Create New Line

Legacy Plan Page Setup

ile Management
- Folders
- MNew Plans
- Unit Conversions i i 9
- Architectural

plan, or elevation, created in version 6 of
Home Designer Pro. See “Page Setup
Dialog” on page 853.

9 Click the Legacy Layout Page Setup

button to open the Page Setup dialog.
These settings applied whenever you open a
layout file created in an earlier version of
Home Designer Pro. See “Page Setup
Dialog” on page 853.

General Panel

The General panel contains settings that affect

file management and program updates.

Preferences
Category:
[=I- Appearance
- Colors
ont Undao
brary Browser Enable

ext & Page Setup

ile Management
- Folders

- Mew Plans Enable
- Unit Conversions Every 1
- Architectural
- Cf\D Troubleshooting

- Line Properties
i Sun Angle
- Edit

Undo - Click in the Enable check box

to enable Undos and Redos. See “Undo

Maximum Undos: 10

Record undo state only ifidle longer than 0

Check For Program Updates |

Optimize for Multi-Core CPUs

milliseconds

Startup Options
Show Options on Startup

© 60 ©

and Redo” on page 173.
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Maximum Undos - Specify how many
levels of Undo and Redo you want available,
from 1 to 100. Undo files are saved in the
Undo Directory.

Record undo state only if idle longer than -
Use this setting to control how often undo
states are recorded. If set to 0 milliseconds,
an undo state is recorded every time a change
is made to a plan.

If set to a number larger than 0, an undo state
is recorded if the specified amount of time
has elapsed since the last change was made.
Depending on the time specified and the
speed work is being done, multiple changes
might be reversed with one undo.

This setting can have a significant effect on
the performance of the undo feature when
working with large plans.

9 Check For Program Updates - Check

Enable and specify a frequency in days
to check for program updates. By default
Home Designer Pro will check for program
updates once a day, whenever the program is
launched.

e Check Show Options at Startup to

open the Startup Options dialog when
Home Designer Pro is launched. See “Startup
Options” on page 24.

a Troubleshooting - Uncheck Optimize
for Multi-Core CPUs to turn off
program optimizations for multi core
processors. This box is checked by default
and should only be unchecked for technical
troubleshooting purposes.

File Management Panel

The settings on the File Management panel
let you modify functions related to the
program’s plan and layout file management.

Preferences
Category:
[+ Appearance File Management
- Colors
0 N Auto Save
- Library Browser Enable
- Text & Page Setup Every 5
[=I- General
= File Management
9 - Folders File Locking
- Mew Plans (7 Disable File Locking
- Unit Conversions @ Use File Locking
- Architectural i

- CAD

Line Properties Recent File List

S e ] )
) Maximum Files:

i--Behaviors

To use Auto Save, select the Enable
check box and enter a value greater
than zero in the text field to specify the

Minutes

Canfigure File Management

Thumbnail Images
Enable

@ small

() Large

frequency in minutes that Auto Save files are
created. Auto Save files are stored in the
Archive folder.



& Even with Auto Save active, you should
frequently save your work to the hard
drive by selecting File> Save.

In the event that your computer shuts down
unexpectedly, you can recover your most
recent work by opening the auto save file
created by the program. See “Auto Save
Files” on page 47.

9 File Locking - Choose whether or not

to lock .plan and .layout files when
they are open. File Locking prevents another
program or copy of Chief Architect software
from opening and modifying the same file at
the same time.

e Select Use File Locking to lock files.

» Select Disable File Locking to disable
the feature. You should not disable the

Preferences Dialog

feature unless you have conflicts with file
locking.

e Recent File List - Specify the

maximum number of files to list at the
bottom of the File menu and in the Startup
Options dialog. Additional files are included
if you increase the value. You can open any
of the files in this list by selecting them,
making the list a quick way to access your
most recent work.

a Check Enable Thumbnail Images to

automatically create thumbnail images
of files that display when opening or
searching for saved files.If this option is
disabled, you can still create thumbnails
manually. See “Thumbnail Images” on page
46.

Select either Small or Large thumbnails.
Large thumbnails provide a higher quality
image but result in larger file sizes.

Folders Panel

Home Designer Pro stores many support files
in various folders on your computer. The
default locations of these directories are
listed and can be redefined on the Folders
panel if necessary.

You do not need to change default locations
under normal circumstances, but sometimes

it may be preferable to locate certain files in
another location. To specify a new default
folder for a particular purpose, click the
Browse button to the right of that item.

& Changing the settings on the Folders
panel can result in unexpected program
functionality.
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Preferences

Category:

[=- Appearance

-Font
-Library Browser

- Edit

0 Important user-specific information is

saved in a folder on your computer

called Home Designer Pro 2014 Data. This

folder contains custom library content,

toolbars, template files, archive files, and
other important data and is located in My
Documents by default. See “Home Designer

Pro Data” on page 41.

While you cannot change the name of this
directory, you can change its location. To
avoid unexpected results, it is best to use a

location on your local hard drive.

If you move this folder on your computer

without specifying its location here, the

program will automatically replace it using
default information from the Home Designer
Pro installation folder. The same result will
occur if you specify a location on a network

or removable device and this location
becomes inaccessible. When this occurs,

customized user settings will not be used and
custom library content will not be available.
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For advanced use only. Modification of these items can
cause the program to function incorrectly.

i Text & Page Setup | My Data Folder (Toolbars, Templates, etc.):

Change default file folders

- ngeral sersannes\Documents\Home Designer Pro 2012 Datal, ——o
:agement My Temporary Folder:
-New Plans C:\Users\annes\AppDataLocal Temp},
-Unit Conversions My Undo Folder: }_9
E—] érAdDﬂhecmral C:\Users\annes\AppDataLocal Temp},
‘.- Line Properties Shared Patterns Folder:

L Bun Angle C:\Program Files (x88)\Chief Architect\Home Designer F __9

9 By default, Temporary files and Undo

files are stored in the same folder: by
default, the Windows Temporary Directory.
If you wish to use a different folder, you
must specify a directory on a hard drive with
sufficient space to hold these files.

You can specify any directory as your Home
Designer Pro temporary folder, but you
should never relocate the Windows
Temporary Directory nor use it for anything
other than temporary files.

Home Designer Pro will not let you save
your work to or open files saved in the
Temporary or Undo folder. See “Undo and
Redo” on page 173.

You can share Patterns with other

users by copying these items into the
appropriate Shared Folder in Windows
Explorer. Click the Browse button to select a
location on your computer that other users
can access. See “Patterns and Textures” on
page 632.



Preferences Dialog

New Plans Panel

Preferences

Category:

[=)- Appearance

Nevy Plans

Open and Save As
(@) Use Last Folder
() UseThis Folder

Library Browser
Text & Page Setup
General

. File Management
Folders

Unit Conversions

Open/Save As Directory - Control how the
program behaves when a new plan is opened
or an existing plan is saved.

e Use Last Directory refers the program to
the directory last used to save or open a
plan file.

C:\Users\annes\Documents

Change default units and termplate settings

Browse...

» Use This Directory refers the program to
a particular location specified by you.

» Click the Browse button to define a par-
ticular directory when Use This Direc-
tory is selected.

Unit Conversions Panel

In many places throughout Home Designer
Pro, you can specify the size of an object
with any Length unit listed on the Unit
Conversions panel. Using the data on this
panel, the program will convert your entry
into the unit set in the Number Style/Angle
Style dialog. See “Number Style/Angle Style
Dialog” on page 89.

These conversions are also useful when you
import drawings. When an object is drawn in

a Home Designer Pro plan file, it is always at
its true, unscaled size and the drawing is only
scaled when you print it. This means that if
you import a scaled drawing, you must
compensate for its scaling by creating a
custom unit of measurement. See “Import
Drawing Wizard” on page 829.

The default unit conversions are locked and
cannot be changed, but custom conversions
can be added to the list and later modified.
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Edit unit con

Edit...

K
® 6

Delete :i
|

Preferences
Category:
[=- Appearance Unit Conversions
Colors
ont
ibrary Browser
i Text & Page Setup 0.01
.O0lcum
=] :ane!’a| 0.01cuyd
le Management 0.01sgm
olders cc
New Plans centimeter
an
cm2
- Architectural 3
cuam
cudm
o ft
awin
wm
cwmm
cu yd
[=- Materials List

A list of available units of measurement
displays here. Click on the name of a
unit to select it.

The Sample area shows how the unit
selected above converts to a selection

of similar units. You can use this to verify
that any unit conversion you add is correct.

Add, Edit, Delete, or Copy the unit
conversions. Certain unit conversions

are locked and cannot be edited or deleted.

If you click Add, Edit or Copy, the Add Unit
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Conversion dialog displays.

Add Unit Conversion

Unit Name: convert 1:20

==l

Default Unit

9 Measurement Type
9 [ @ Length

Sample

1 convert 1:20 = 20t
1 convert 1:20 = 240in

.‘:'.' b 1 convert 1:20 = 6.0%6m
() Volume 1 convert 1:20 = 609.6 cm
) Mass
e Multiphy by 20,0 to convert to
[ ok | [ Cancel | Help

0 Unit Name - Type a short, descriptive
name of the new unit. Names must be
unique: the names of units installed with the

program cannot be used.

Names can include any characters, as well as
spaces. Bear in mind, though, that names of

units for measuring length that have numbers

in them may be unusable if entered in some
dialogs in the program.

9 unit in places that present lists of
available units. For example, if you have

Check Default Unit to display this new



inches as units and make inches a default,
inches appear on the list when you are given
a choice of units, such as in the Import
Drawing Wizard. In other places, such as the
Materials List, all units are listed.

9 Measurement Type specifies what the
new unit measures. Select the
appropriate radio button.

@ Multiply by gives you a number to

multiply by to convert to the unit you
select from the drop-down list. A
measurement type must be selected before
the list is populated.

To create a new unit of measurement

When importing a drawing with a 1” = 20’
scale, for example, create a unit to convert
this scalingto 1”7 =1".

Preferences Dialog

1. Click the Add button to open the Add
Unit Conversion dialog.

2. Type ashort, descriptive name like
“convert 1:20” in the Unit Name field.

« Because this unit will be used only for
scaling conversion, including numbers
in its name will not cause any issues.

3. Select Length as the Measurement
Type.

Type 20 in the Multiply by field.
Select “ft” from the drop-down list.

Note: You can achieve the same results if you
Multiply by 240 to convert to inches.

6. Click OK to close the dialog.

Architectural Panel

Preferences

Category:

[=I- Appearance

- Colors

... Font

i--Library Browser

L Text & Page Setup
[=I- General

. File Management
- Folders

i--MNew Plans

. Unit Conversions

Architectural
Walls
[~ show Same Wall Type Handles

= Architectural
= CrﬂD Stairs
-~ Line Properties
i 5un Angle
- Edit Roofs

-~ Behaviors
i Snap Properties
[=- Materials List

Select the desired default behaviors for

selected Walls.

» Check Show Same Wall Type Handles
to display edit handles on selected walls

Select Room Before Wall in 3D

Opening Appearance
(@ Opening Indicators Point to Hinge Side

() Opening Indicators Point to Handle Side

[ stair Sections Move Independently

[ Automatically Place Roof Intersection Points

©0 o ©

that draw new walls of the same type
when dragged. See “Same Wall Type Edit
Handles” on page 198.

73



Home Designer Pro 2014 Reference Manual

74

e Check Select Room Before Wall in 3D
to select the room defined by a wall when
you click on the wall in 3D views. See
“Selecting Walls” on page 197.

9 Opening Appearance - Specify the
appearance of opening indicators on

cabinets, doors, and windows. See

“Displaying Cabinets” on page 514,

“Displaying Doors” on page 257, or

“Displaying Windows” on page 287.

¢ Select Opening Indicators Point to

Hinge Side for opening indicators that
point to the hinge side of the opening.

» Select Opening Indicators Point to
Handle Side for opening indicators that
point to the handle side of the opening.

Check Stair Sections Move

Independently to allow stair sections
connected by landings to move separately,
without moving the entire staircase. See
“Editing Stairs and Ramps” on page 403.

@ Check Automatically Place Roof

Intersection Points to have the
program generate temporary CAD points that
correspond to roof plane intersection points.
When unchecked, these temporary points are
not created. See “Locating Intersections” on
page 367.

CAD Panel

The CAD panel controls whether or not
objects snap together to form polylines and

objects that behave like polylines. See
“Polylines” on page 790.

Preferences

Category:

Options

Library Browser
i Text & Page Setup
(- General

- Unit Conversions
- Architectural
=E8
: -~ Line Properties

e Check Edit Object Parts to edit the indi-
vidual components of a polyline or poly-
line-like object. This functionality can
also be accessed by clicking the Edit

Object Parts ™) button. See “Edit
Object Parts” on page 125.

[ Edit Object Parts

==l

Change CAD settings

Note: Unlike other Preferences, the program
always resets Edit Object Parts to be off
whenever you close the program.




appearance of CAD lines.

Preferences Dialog

Line Properties Panel
The Line Properties panel controls the

L Text & Page Setup
[=I- General

. File Management
Folders
i--MNew Plans

- Unit Conversions
- Architectural
£~ CAD

i 5un Angle

Printed Length - The beginning and end of
CAD lines that are not solid are sometimes

Preferences
Category:
- Appearance Line Properties
i-- Colors
Font Endcap
Library Browser Printed Length: 118"

difficult to distinguish. Endcaps can be

placed to eliminate this problem. Specify the
printed endcap length in inches (mm).

Sun Angle Panel

Preferences
Category:
[=I- Appearance
- Colors
Font
Library Browser

~-Text & Page Setup
(- General

File Management
Folders

Mew Plans

Unit Conversions
- Architectural

Sun Angle

Sun Angle:

Latitude:
Longitude:

Time Zone

Define a default Latitude, Longitude and

Time Zone used when creating Sun Angles.

nge sun angle

48.0 @) North () South

117.0 () East @ West

= [(GMT - 08:00) Pacific Time (USA & Canada), Tijuanz ~

See “Sun Angles” on page 701.
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Edit Panel

The settings on the Edit panel of the
Preferences dialog control the appearance
of the cursor and selection behavior of edit
handles. See “Using the Mouse Cross Hairs”

on page 154.
Preferences @
Category:
[=- Appearance
E;Ijotrs Cross Hair _0
; Library Browser || Enable in Plan and Cross Section/Elevation Views
=] GE.".TEXIt &Page Setup [T Enable in Perspective Views
- Genera
i... File Management Size (% of Window Width): ~ 100% color: NN
Folders Aperture Size: 0
NETN Plans X Synchronize with Cursor
- Unit Conversions
- Architectural Selection
- CAD —
‘.- Line Properties Edit Handle Size: 4 [T s)tart and (E)nd Indicators
Sun Angle Edit Handle Tolerance: 0
gehavFi‘ors . Marguee Selection 9
nap Properties @ .
& Materials List @ Select Intersected Objects
. Report Style () Select Contained Objects
Master List () Select Objects by Center
- Categories
Use a cursor with Cross Hairs in  Cross hair size is specified as a percent-
different view types and control its age of the width of the view window.
appearance. Specify the Size (% of Window Width)

as 100% to extend the cross hairs across
the entire screen.

¢ Check Enable in Plan and Cross Sec-
tion/Elevation Views to use a cross hair

cursor in floor plan and cross section/ele- .

vation views. This option is checked by
default.

Check Enable in Perspective Views to
use a cross hair cursor in perspective cam-
era views and overviews.

Click the Color bar to open the Color
Chooser dialog and specify the color of
the cross hairs.

Set the Aperture Size, measured in pix-
els. The aperture is the space where the

cross hairs meet. A value of 0 makes the
cross hairs meet at a point. Larger num-
bers leave a gap in the center.

When Synchronize with Cursor is
checked, the mouse pointer and cross
hairs always move together on screen. If
you feel that they do not keep up with
your mouse movements, try unchecking
this option.



9 Specify the desired Selection settings,

which affect how objects are selected

and their appearance.

Enter an Edit Handle Size in pixels. The
edit handles are twice this number of pix-
els plus one. For example, the default
value is 3, which results in a handle that is
7 x 7 pixels (3 x 2=6, and 6 + 1=7). A
value of 1 results in a handle that is 3 x 3
pixels.

Enter a value, in pixels, for Edit Handle
Tolerance to specify how close to an edit
handle you must click in order to select it.
The default value is 0.

Check (S)tart and (E)nd Indicators to
display an S and an E at the start and end
points of a selected wall or the selected
edge of a CAD-based object. This can
make it easier to edit the selected edge in
the object’s specification dialog. See
“Selected Edge” on page 125.

Preferences Dialog

g Specify program behavior when using
Marquee Selection to select objects.
See “Marquee Select” on page 126.

Choose Select Intersected Objects [ to
select any objects whose bounding boxes
are intersected by or located within the
marquee.

select only objects located entirely within
the marquee. This option provides the
best results in most situations.

e Choose Select Objects by Center | to
select only objects whose center points
are located within the marquee.

-+ You can add the Selection Modes tools
@ to your toolbars. See “To add a button
to a toolbar” on page 94.
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Behaviors Panel

The settings on the Behaviors panel of the
Preferences dialog define basic editing
behaviors of CAD and architectural objects.

Preferences

Category:

[=I- Appearance
- Colors
- Font

- Library Browser

- Text & Page Setup
[=I- General

- File Management
- Folders

- Mew Plans

- Unit Conversions
- Architectural

[+ CAD

- Line Properties

- Behaviors
i Snap Properties

Behaviors

Rotate/Resize About
(@) Object Center
() Current Point

Rotate Jump:  0.0°

Primary Movement Method

(@ Orthogonal
() Polar

Rotate/Resize About defines the point
an object or a group of objects rotates

or resizes about. See “Rotate/Resize About”

on page 109.

¢ Select Object Center to rotate or resize
the selection about its center point. Object
Center is the default setting.

e Select Current Point to rotate the object
about the current CAD point instead.

¢ /\%x
./

Rotate about
Object Center

Rotate about
Current Point

To resize a CAD object about a current point,
select the Resize Edit Type.

78

Modify edit behavi

Edit Type _9
(@ Default

() Alternate

() Resize
() Concentric
Jump: 0"
) Fillet
Behavior Indicators

This function can also be accessed by
selecting Edit> Edit Behaviors>

Resize [[N]. See “Edit Behaviors” on page
120.

7
X
A
Concentric Resize About
Resize Current Point

Rotate Jump defines the angle an object or
group of objects jumps to when it is rotated.
It overrides the angle snaps set in Plan
Defaults. If you set this to zero, the angle
snaps set under Plan Defaults are used.



Preferences Dialog

» If Concentric is selected, specify the
desired Jump increment.

e Uncheck Behavior Indicators to turn off
the display of the mouse pointer icons
associated with these Edit Behaviors. This
box is checked by default.

Note: Unlike other Preferences, the program
X always restores the Default Edit Behavior

Box rotating about Current whenever you close the program.

Point with Jump set to 45°

The Primary Movement Methods
control the directions that you can
move objects using their edit handles.

9 Select one of the four Edit Type 9

options. For detailed information about
the different edit types and how they affect .
different objects, see “Edit Behaviors” on * Select Orthogonal to move an object per-
page 120. pendicular to any of its edges.

» Select Polar to move an object at
Allowed Angles.

Snap Properties Panel

The settings on the Snap Properties panel of
the Preferences dialog control the behavior
of Object Snaps as well as the appearance of
snap indicators. See “Object Snaps” on page
110.

Preferences @

Category:

Shap Properties

Options Object Snaps

ibrary Browser Angle Snaps [ [7] Endpaint _9
~-Text & Page Setup -
eneral Snap Distance (pixels): 12 &5 [V] Midpoint
L 3 [¥] center
ile Management Bumping/Pushing 3 cuadront
uadran
Maximum Bump .
! ) Distance (pixels): 150 2 [/]0n Object
nit Conversions i Points/Markers
- Architectural )
Snap Indicators ¢ [¥] Intersections

Indicator Size: &
Grid snap and allowed angle

i : settings are located in the Plan
Inieator Color _ Defau?ts Dialog.

Snap Properties | 9
[=- Materials List
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0 Options -

ping to Allowed Angles. See “Angle
Snaps” on page 111.

e Specify the Snap Distance (pixels),
which is how far your the cursor can be
from a snap point for the snap to occur.
This value is measured in screen pixels;
the default value is 12.

When working with very small objects,
you may find it helful to reduce this
value; when working with very large
objects, you may find it helpful to
increase it.

This setting also controls the minimum
length of camera and cross section/eleva-
tion lines of sight. See “Creating Camera
Views” on page 673.

¢ Check Bumping/Pushing [KE| to enable
bumping and pushing. See “Bumping/
Pushing” on page 152.

e Specify the Maximum Bump Distance
(pixels), which is the distance that a
selected object must be dragged to over-
ride bumping and move past an obstruct-
ing object.

9 Enable any combination of Object

Snaps. You can also turn these options
on an off with the toggle buttons on the
toolbar.

Check Object Snaps to enable the object
snap options, below.

Endpoint - Enables snapping to the
O ends of lines, arcs, splines and other
objects.

Midpoint - Enables snapping to the
ﬂ midpoint of an object such as a line or
arc. For objects such as boxes, you can snap
to the midpoint of any side of the box.

= 7 1

Endpoint and midpoint snaps

Center - Enables snapping to the
O center of cabinets, fixtures, furniture,
as well as circles and arcs.

Note: Center snapping only works for arcs
and circles if Show Arc Centers and Ends is
turned on. See.“Aligning Arc Centers” on

page 156.

Quadrant - Enables snapping to the
<> left, right, top, or bottom of an object.
Only used for arcs and circles.
4

’9\

Pt

%

Quadrant snaps

On Object - Enables snapping to any
Z point on the selected object, including
CAD objects and cabinets.

N

On object snaps

Points/Markers - Allows you to snap
ﬁ to any temporary points you may have
placed, as well as callouts and markers.




Preferences Dialog

When Intersection snapping is enabled, wall

B Points/Markers snaps extension line snapping will also occur. See
“Drawing Walls” on page 189.

Intersection - Enables snapping to the

. . . Control the appearance of Sna
X intersection of two objects, such as the @ PP P

. . . . . Indicators.

intersection of a line with another line.

Intersection snapping also snaps extension * Specify a snap Indicator Size in pixels.

lines to objects, and allows you to snap two « Click the color bar to select a snap Indi-

extension lines to each other. cator Color from the Color Chooser dia-
log. See “Color Chooser Dialog” on page
651.

Intersection snaps
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Materials List Panel

The settings on the Materials List panel and their ID prefixes are listed here. They are
control which categories are included in defined by the program and cannot be
Materials Lists. The names of all categories changed.
Preferences @
Category:
- Appearance Materials List
..... E:I::rs Indude These Categories
-Library Browser GN  General W Windows
- Text &Page Setup FO  Foundation D Doors
& G:ane!'al M Masonry C Cabinets
ile Management SF subfloor T Interior Trim
F Framing FX  Fixtures
. nit Conversions 5 siding A Appliance
- Architectural EX  Exterior Trim FU  Furniture
R Roofing E Electrical
IN  Insulation H Hardware
FL  Flooring DW  Decks-Walks
WE  Wall Board L Landscaping
28 aterials List]
When a material is entered in the Materials new materials list generated. Before you
List, the program decides what category it hide a category, make sure you know what
goes in and assigns it an ID, which is the items are listed within it.

prefix followed by a number. EX1 would be

the first exterior trim piece entered in the . -
It is usually better to remove categories

Materials List for a particular plan. EOS from individual plan lists in the Layer
Include These Categories - Check the Display Options dialog, rather than globally.
See “Layer Display Options Dialog” on page

categories you want to to include in every

104.
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Report Style Panel

The Report Style panel controls the initial
appearance of Materials Lists. Most of these
options can also be specified per individual
Materials List by choosing Tools> Display

Options [# while that Materials List is
active. See “Materials List Display Options
Dialog” on page 891.

Prefe

TENCES

Category:

=8

- Appearance

Report Style

Indude These Columns
D -
- Text & Page Setup Sub Category ?
[=I- General Floor ‘:‘
i..-File Management [ supplier b
- Folders Manufacturer
- Mew Plans Code
- Unit Conversions Size
- Architectural Description =
- CAD

- Line Properties
- Sun Angle
[=I- Edit
‘.- Behaviors
[ Snap Properties
[=- Materials List
=
-~ Master List

(@) Match Entry Exactly

() Match Al

Grid
Horizontal Lines

When Querying Suppliers & Manufacturers

() Match Entries Category

| Background Colors

Even Lines: E—
Odd Lines:

Text Font Size:

00

Sategories Vertical Lines
[=- Render o
. - Video Card Status [ Solid Lines
i Reset Options
[ o

] [ Cancel ] [NumStyle...] [

Help ]

0 Include These Columns - Check the
columns that should be included in the
Materials List.

Use the Move Up and Move Down buttons
to change the order that columns appear. To
change the order, select one or more items in
the list and click the button. The selected

columns move up or down by one in the list.

For a more detailed description of Materials
Lists, see “Materials Lists” on page 887.

When Querying Suppliers &
Manufacturers - Select an option to

narrow or broaden your query when

searching the Master List.
9 Grid - Choose whether or not grid
lines display in the materials list. If you
want lines, choose to have horizontal,
vertical, or both. If the lines are turned off,
they do not show on-screen or in print. You
can select Solid Lines for the grids instead of
dotted lines.

Background Colors can be set for
even and odd numbered lines.
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6 Specify the Text Font Size, which is
the height of the font used in the
Materials List, Master List and the

Components dialog. See “Character Size”
on page 745.

Master List Panel

The Master List panel specifies how the
Master List(s) for materials appears. Master
Lists contain price and manufacturer
information for materials. You can maintain

Multiple Master Lists, but only one may be
used at any given time. See “Materials Lists”
on page 887.

Include These Columns - Check each
column to include it in the Master
materials list.

Use the Move Up and Move Down buttons
to change the order of columns. To change
the order, select one or more items in the list
and click the button. The selected columns
move up or down by one in the list.

Master List File - The name and

pathname of the Master List currently
referenced is shown. It is referenced for all
subsequently opened plans when a materials
list is generated from any model.
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Preferences
Category:
- Appearance Mester List Configure the master list
i~ Colors
Font Indude These Columns __o
i--Library Browser D -
.. Text & Page Setup Use ¥
=- ngeral [ supplier =
- File Management Manufacturer B
- New Plans Size
E-;hUnit Conlversions Description
- Architectural . i
ErCAD Quantity
i Line Properties
. Sun Angle Master List File
= Edit C:\Users\annes \Documents\Home Designer Pro 2012 ——9
. Data‘mmaster.mat
i--Behaviors
Snap Properties
[=- Materials List r 9
. Report Style [ Browse... ] [ New... ]
' 4]
- Categories

Press Browse to select a different

Master List. Navigate the directory
structure until you find the new Master List
to be used, select it, and click OK.

Press New to create a new Master List.

Name and save it in the location of your
choice. When you create a new Master List,
it is blank until you build a materials list and
enter prices, supplier or manufacturer
information. The Master List is saved
automatically when you close.



Preferences Dialog

Categories Panel

The Categories panel allows you to
customize the organization of the Materials
List by creating subcategories under the pre-
defined Materials List categories. See
“Organizing Materials Lists” on page 889.

Subcategories may also be included in
schedules in the Chief Architect program.
See “Upgrade to Chief Architect” on page
907.

Preferences | 22|
Category:
- Appearance (ategories
- Colors o
i Font Categories: | Sub-Categories:
- Library Browser Accessories I EXT Exterior Trim I 9
“Text &Page Setup | |Appliance |
- General Cabinets - -
i~ File Management gsg::—\'\u'alks Sub Category
- Folders Blectrical
i+ New Plans Exterior Trim 5ub £ __e
“ Unit Conversions Fixtures :
A Sy Floorlng_ Column Heading for Schedules:
P Foundation Iazing] _e
[=-CAD Framing Glazing|
- Line Properties Furniture
b General [ oK _] [ Cancel ]
S Hardware
- Edit :
‘.- Behaviors Instdation |
. Interior Trim
- 5nap Properties Landscaping
= M_aherials List Masonry [ Add ] [ Delete ]
- Report Style E_Od?ﬁl'lg _9
i iding i
Master L.|st Subfisor Edit...
""" Categories \Wall Board
=-Render
. VideoCardStatus | L |
i Reset Options
[ ok | [ cancel | [wumste.] [ hHep |

To create or modify a subcategory
0 Select a Category from the list.
9 Existing subcategories display here.

9 To Add, Edit or Delete a subcategory,
select it and click the appropriate
button. Clicking Add or Edit opens the Sub-

Category dialog.

a In the Sub Category dialog, type a
name of the subcategory to appear in
the SubCat column of the Materials List.

The Sub Cat name can be any sequence of
characters, up to 12 characters in length.

Doors, Windows, Cabinets, Fixtures,

Furniture, and Electrical objects can
generate schedules in Chief Architect. Type a
Column Heading for Schedules.

In the example above, two subcategories are
added to the Windows category: GLZ
(Glazing) and EXT (Exterior Trim).
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Render Panel

The Render panel settings control how 3D
views are generated, particularly Render

Previews and Final Views. See “Previews vs
Final Views” on page 698.

Preferences @
Category:
[+ Appearance Render Configure Render setings
i~ Colors )
Font General Options _0
Library Browser Optimizations On [ soft Shadows
- Text & Page Setup [~] Zoom Using Field of View [~ surface Backdrop
& General Use Enhanced Lighting OpenGL Vector View
File Management
Folders Hardware Edge Smoothing Horizon Lines
Mew Plans Hardware Culling [] Aggressive Cache Flushing
Unit Conversions 9
- Architectural Preview Options [ Final View Options
- CAD
i Line Properties Hardware Texture Filtering Hardware Texture Filtering
Sun Angle Smooth Faces Smooth Faces _e
[=- Edit Show Images Show Images
Behaviors [ show Shadows [ show Shadows
-~ 5nap Properties Use Transparency Use Transparency
[=- Materials List
Report Style Use Textures Use Textures
Master List Use Triangles Use Triangles
Categories Max Triangle Size: 60" Max Triangle Size: 24"
= . .
: " Video Card Status Software Edge Smoothing: Software Edge Smoothing:
‘- Reset Options ) 0% ] 80%
[ oK J [ Cancel ] [Num Style... ] [ Help ]

The General Options settings affect
both Render Previews and Final Views.

Optimizations On saves rendering data

to your video card, which speeds up ren-
dering time. This option may cause prob-
lems if the rendering data for your model
exceeds the video card’s memory.

If your computer stops responding when
rendering, try unchecking Optimizations
On. This slows down rendering time con-
siderably, though, so if the problem is not
solved, leave this check box selected.

Zoom Using Field of View directs the
program to zoom in 3D views by adjust-

ing the camera’s Field of View, which can
result in perspective distortion. See “Field
of View” on page 686.

When Zoom Using Field of View is
unchecked, zooming in 3D views is done
by cropping or expanding the view’s
extents. See “Zooming” on page 686.

When Use Enhanced Lighting is
checked, Standard rendered views gener-
ate lighting effects that require a video
card that supports OpenGL 2.0. Uncheck-
ing this box may speed up Standard ren-
dering times somewhat; however, the
quality of lighting effects will be reduced.



Not available if your video card does not
support OpenGL 2.0. See “OpenGL and
Hardware” on page 664.

Hardware Edge Smoothing uses the
video card to remove the jagged edges
that sometimes result along surface edges,
producing cleaner lines. Not available if
your video card does not support this fea-
ture.

Hardware Culling improves rendering
times by preventing surfaces not actually
visible in the scene from being generated.
On some systems, this setting may slow
down rendering times. If unchecking it
does not solve the problem, though, leave
this check box selected. See “System
Requirements” on page 7 of the User’s
Guide.

Soft Shadows displays shadows with soft
edges instead of hard edges. This feature
is only used when Show Shadows and a
Software Edge Smoothing value greater
than 0% are also used. See “Rendering
Tips” on page 697.

Surface Backdrop generates the back-
drop image using hardware acceleration.
For some graphics cards, this option
improves rendering speed considerably.

Horizon Lines are lines that generate
along the curved edges of symbol objects
in Vector Views. Uncheck this box to
increase the speed of Vector View genera-
tion but also suppress these lines. See
“Vector View” on page 711.

Aggressive Cache Flushing regularly
flushes cached video memory, which may
be helpful for older video cards. On most
systems, unchecking this box will pro-
duce faster rendering times.

Preferences Dialog

OpenGL Vector View directs the pro-
gram to generate Vector Views using
OpenGL hardware acceleration. See
“OpenGL and Hardware” on page 664.

If you encounter problems creating Vector
Views, try unchecking OpenGL Vector
View. This slows down Vector View gen-
eration time considerably, though, so if
the problem is not solved, leave this check
box selected.

Note: If OpenGL Vector View is not selected,
you can create Vector Views but cannot apply
any of the other Rendering Technigues to
them. See “Rendering Techniques” on page
710.

The Preview Options settings affect
only Render Previews.

Hardware Texture Filtering uses your
video card to filter textures and improve
their appearance: noticeably, on surfaces
angled away from the camera. In some
rare instances, this may slow rendering
time somewhat. Not supported by some
video cards.

Smooth Faces generates smooth curved
surfaces. It uses new surface normals to
alter the lighting effects on surfaces, mak-
ing them appear curved, even though it
does not alter the shape of the surfaces.

Show Images controls the display of
images, such as plants, cars and people, in
rendered views. See “Displaying Images”
on page 807.

Show Shadows controls whether or not
shadows display. Shadows are extremely
complex to calculate and slow down ren-
dering speed significantly, particularly
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when multiple lights are set to cast shad-
ows. They are typically used only for
Final Views. See “Lighting” on page 699.

e Use Transparency allows materials such
as window glass to display effects. For
some video cards, rendering may be
slowed when this feature is selected.

e Use Textures controls whether or not sur-
faces are rendered with textures. This
only affects surfaces with materials that
have assigned textures. When textures are
turned off, surfaces are rendered using the
color assigned to the material, but not the
texture. See “Mapping Patterns and Tex-
tures” on page 638.

Textures can also be turned on or off ren-
dered views by selecting 3D> Camera

View Options> Toggle Textures B4,

e Use Triangles divides large surfaces,
such as walls, floors, and ceilings, into
small triangles. This feature enhances
lighting effects when point or spot light
sources are used. Triangles are not used
by the Standard, Technical Illustration or
Vector View rendering techniques.

e Max Triangle Size controls the size of
the surface triangles modeled by the pro-
gram. Lighting looks better with smaller

triangles, but rendering takes longer. See
“Rendering Tips” on page 697.

The initial settings for Previews and Final
Views are 60” (1500 mm) and 24” (600
mm), respectively. The minimum value is
6" (150 mm).

» Software Edge Smoothing removes the
jagged edges that sometimes result along
surface edges, producing cleaner lines.
Use the slide bar or text field to specify
how much jagged edge lines should be
smoothed.

Initial Software Edge Smoothing settings
for Previews and Final Views are 0% and
80%, respectively.

9 The Final View Options settings are
exactly the same as the Preview
Options, but affect Final Views instead of
Render Previews. See “Previews vs Final

Views” on page 698

a Select a Codec for walkthrough

recordings from the drop-down list.
“Cinepak codec” is selected by default; but
any other codecs that you may have installed
on your system will also display in the list.
See “Walkthroughs” on page 819.

Video Card Status Panel

The Video Card Status panel displays
information about your video card, including
the vendor and the version of OpenGL it
uses. See “OpenGL and Hardware” on page
664.

This information may be important if you are
having problems generating 3D views.

Notice the information following the
Acceleration label. If your video card
supports hardware acceleration for OpenGL,
this says “Installed Client Driver.” If it does
not, it says “No Hardware Acceleration.”
There is a significant difference in speed
between rendering with acceleration and
without.



The Max Lights value indicates how many
lights you can have turned on at any given
time when generating a 3D view. This value

Reset Optio

Number Style/Angle Style Dialog

should be 8 or higher, depending on your
video card. See “Lighting” on page 699.

ns Panel

Preferences

Category:

[=)- Appearance

Reset Options
Preferences

- Library Browser
~-Text & Page Setup

- File Management
olders
- Mew Plans

If message boxes have been suppressed, you
can make them display again by clicking
Reset Message Boxes.

Home Designer Pro retains a list of locations
where you have located missing files in the
past. If you find that the program takes a long
time to search for files before informing you
that they are missing, you can click the Reset
Search Folders button to clear this list.

Reset options hack to defaults
Reset Suppressing of Message Boxes.

Clear the list of directories where the
program searches for missing files.

Reset all preferences to factory defaults.

Click the Reset Preferences button to restore
all preferences to those that originally came
with the program. For the reset to take effect,
you will need to restart the program.

& Resetting all preferences to default can

be a drastic step if you have made
many changes to your defaults and should be
done with caution.

Number Style/Angle Style Dialog

At the bottom of many dialogs, you can click
the Num Style/Angle Style button to open
the Number Style/Angle Style dialog.

The settings in this dialog are global and
control the format of distances, coordinates
and angles of angles in dialog boxes as well
as in the Status Bar. See “The Status Bar” on
page 31.

These settings control the format of values
used in dialogs but do not limit how you
must enter these values. For example, if you
set your Number Style to use Inches, values
will display using fractional inches. You can,
however, enter values using decimal inches,
inches and feet, or even decimal feet. When
the dialog you’re typing in updates, the value
will be converted to fractional inches.
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Mumber Style / Angle Style @
Mumber Style Angle Style
@ Inches () Minutes + Seconds
() Feet & Inches () Minutes
() Decimal Feet @ Degrees

() Decimal Inches () Quadrant Bearing
() Azimuth Bearing

() Pitch (x in 12)

These settings only apply to numbers displayed in the
spedification dialogs and status bar. They do NOT apply
to objects displayed in plan and other view windows.

[ OK ][ Cancel ][ Help ]

Mumber Style / Angle Style @
Mumber Style Angle Style
@ mm () Minutes + Seconds
() Minutes
() Meters @ Degrees
() Decimal mm () Quadrant Bearing

() Azimuth Bearing
() Pitch (x in 1000)

These settings only apply to numbers displayed in the
spedification dialogs and status bar. They do NOT apply
to objects displayed in plan and other view windows.

[ oK ][ Cancel ][ Help ]

When Imperial units are used, the Inches and
Feet & Inches options use fractional inches
with denominators of 2, 4, 8 and 16. A few
objects, notably text, dimensions, and floor,
ceiling and wall structure layers can be sized
using smaller fractions with larger
denominators.

Angles can be displayed using one of four
basic methods:

e Degrees/Minutes/Bearings - Measured
counterclockwise from a line drawn hori-
zontally to the right of the angle’s vertex.
Useful for most drawing tasks. Select the
level of accuracy that you require.

¢ Quadrant Bearings - Measured from a
vertical line representing North/ South,
Quadrant Bearings use directional bear-

ings in their measurements. Useful for site
drawings.

e Azimuth Bearings - Measured from a
line drawn straight up from the angle’s
vertex (ie, North on a site plan). Useful
for site drawings, Azimuth Bearings use
degrees, minutes, and seconds in their
measurements.

» Pitch - Defined as a ratio of vertical rise
to horizontal run. In Imperial units, the
run is always 12”; in metric units it is
1000 mm. Useful for roofs.

Quadrant and Azimuth Bearings are affected

by the orientation of the North Pointer |27,
if one is present in the current plan. See
“North Pointer” on page 778.



Two of the most efficient ways to access
Home Designer Pro’s tools are the toolbars
and keyboard shortcuts, also referred to as
hotkeys.

Toolbars are organized into configurations,
which are basically collections of multiple
toolbars arranged for use during specific
drawing tasks. Within a given toolbar
configuration, buttons are arranged so that
similar tools are located near one another.

Chapter 4:

Toolbars &
Hotkeys

Chapter Contents

. Toolbar Arrangement

. Customizing Toolbars
. Toolbar Configurations
. Hotkeys
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Home Designer Pro installs a set of Toolbar
Configurations, which determines what tools
are initially included in the toolbars, as well
as where these toolbars are located.

Toolbar Preferences

Toolbars can be viewed in Drop-Down or
Parent-Child arrangement. You can specify
which to use in the Preferences dialog. See
“Appearance Panel” on page 61.

Drop-Down toolbar buttons have an arrow to
the right of the button that accesses
additional, related tools.

=~
= Window Shift+W
¥t Bay Window
1 Box Window
¥t Bow Window

1—1 Pass-Thru

Alternatively, you can use the Parent-Child
toolbar arrangement. In this arrangement,
you select a “parent” button to display its
“child” buttons to the right.

ﬂﬂﬂ] I

You can also turn off the display of toolbars
entirely by selecting Tools> Toolbars> Hide
Toolbars.

Moving Toolbars

You can, if you wish, move any toolbar to a
different location. Toolbars can be docked to
any side of the program window, or they can
be undocked and left floating. Undocked
toolbars can also be moved outside of the
program window.

Toolbars are saved between program
sessions. To restore the original toolbar
locations, as well as their display, click the
Reset Toolbars button in the Toolbar
Customization dialog. See “Toolbar Tab” on
page 96.

Restoring Toolbars

Toolbars can be moved, added to and
removed from any toolbar configuration.

If you make changes to a configuration, they
will be saved whenever you:

» Switch to a different configuration;
e Close the Toolbar Configuration dialog;
e Exit out of Home Designer Pro.

To discard your changes and restore all
toolbar configurations to their original
condition, click the Reset Toolbars button in
the Toolbar Configuration dialog. See
“Toolbar Tab” on page 96.



Customizing Toolbars

Customizing Toolbars

You can create custom toolbars as well as
entire custom toolbar configurations in the
Toolbar Customization dialog. In this
dialog, you can:

» Add and remove buttons from toolbars.

» Specify which of the available toolbars
display in different view types.

e Select the active toolbar configuration.

Toolbar Customization Dialog

Select Tools> Toolbars> Customize
Toolbars to open this dialog.

Tools Tab

The Tools tab allows you to add or remove
buttons from your toolbars.

Toolbar Customization @
Tools | Toolbar | Configurations
0 Views | Main Toolbar Buttons Child Buttons G
gﬁ‘:‘::‘:'s =>EBreak Wall - @ Base Cabinet
Elevation EEBumpingJ’Pushing E EEDWEII Cabinet
rayout I cap configuration E Full Height
¥ cap Defautts Zlsoffit
T CAD to Walls S sheif
T | |
',IQ/;Camera View Lighting Tools ECustom Countertop
Q Circle Tools
ﬁclose Library Browser
9 Tool Description ? Contents and Index
Display cabinet tools. Copy Region As Picture
ECuNed Wall Tools - |
L
9 Sort Alphabetically 9
[ Close ] [ Help ]

0 Select the type of View you would like
to add toolbar buttons in. As you select
various views, the tools available change.

9 A description of the selected button
displays here.

9 Check Sort Alphabetically to sort the
tools in alphabetical order rather than
the order they appear on the toolbars.

A list of the Main Toolbar Buttons
available for the selected View displays
here.

93



Home Designer Pro 2014 Reference Manual

94

Click on a button to display any child buttons
to the right and a description at the lower left
of the dialog. See “Parent and Child Tools”
on page 28.

If you do not see a particular button in the
list, it may not be available in the currently
selected View, or it may be the child of a
parent tool.

~+You can use the Empty Space button in
@\ your toolbars as a spacer.

Click on a button in the “Main Toolbar

Buttons” area to display its child
buttons in this Child Buttons area. If no
child buttons display, the button you selected
is not a parent tool.

In the image above, the Cabinet Tools (@),
parent button is selected under “Main
Toolbar Buttons” and its child tools display
under “Child Buttons”.

Child tools are permanently associated with
the parent tool. If, for example, you add the

Cabinet Tools [ parent button to a toolbar,
its child tools will always display whenever
it is selected. An individual child tool can,
however, be placed on a toolbar by itself.

To add a button to a toolbar
1. Select the View type that you want to
add a toobar button in.

2. Select the desired button or its parent
from the Main Toolbar Buttons list.

3. If the desired button is a child button,
select it from the Child Buttons list.

4. Click and drag the button you wish to
add to a toolbar out of the dialog box.

 Drop it onto an existing toolbar to add
the button to that toolbar.

 Drop it away from an existing toolbar
to create a new toolbar. The selected
button is first in the new toolbar. The
new toolbar is named with the current
view followed by a number.

To create a new toolbar

1. Select the View type to which you want
to add a new toobar.

« If you select All Views, your new tool-
bar will display in all views.

* You can add any buttons you like to an
All Views toolbar; however, not all
buttons will necessarily be available
for use in all views.

2. Select the first button that you want on
the toolbar from the Main Toolbar But-
tons or Child Buttons areas.

3. Click and drag the button out of the dia-
log box and drop it:.

* In an empty section of the program
window border to create a new toolbar
docked at that location.

* In the drawing area to create a new,
undocked toolbar.

4, Additional buttons can be added to this
new toolbar.

5. After you click Done, you can return to
this dialog to assign a name to your new
toolbar. See “Toolbar Tab” on page 96.

An undocked toolbar can be docked, or vice
versa, at any time.
Removing Tools from Toolbars

To remove a button from a toolbar, select
Tools> Toolbars> Customize Toolbars to



Customizing Toolbars

open the Toolbar Customization dialog. Buttons cannot be added to or removed from
With this dialog open, click and drag the the Edit toolbar. See “The Edit Toolbar” on
button off its toolbar. page 29.

~+ You can only remove a button from a
@\ toolbar when the Toolbar Customization
dialog is open.
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Toolbar Tab

The Toolbar tab allows you to manage your
individual toolbars.

0_ Views
3D View

Toolbar Customization @
|Too|s | Toalbar |Conﬁguraﬁons|
Toolbars 9
Architectural Tools Activate Reset Toolbars

All Views Plan0

Elevation Display Tool Tips H’

Layout

Material [[]Lock Toolbars —6

[ Close ] [ Help ]

0 Select a type of View to display the
toolbars available for use in it.

The toolbars available for the selected
View display here. Select a toolbar by
clicking on its name.

* |f the selected toolbar is not active, the
Activate button is available. Click Acti-
vate to make the selected toolbar active.

¢ Click Rename to rename the selected
toolbar. Toolbar names must be unique.

¢ Click Delete to remove the selected tool-
bar from the list. A deleted toolbar is no
longer available.

Click Reset Toolbars to restore all the
toolbars to their original configuration.
See “Restoring Toolbars” on page 92.

& Clicking on the Reset Toolbars button
deletes any toolbar customization you
have done.

a Check Display Tool Tips to show Tool
Tips when you move the cursor over
buttons.

Check Lock Toolbars to lock toolbars
in their current position on screen.




Customizing Toolbars

Configurations Tab

The Configurations tab allows you to add,
remove and switch between toolbar

configurations. See “Toolbar
Configurations” on page 98.

Toolbar Customization @
Configurations
Custom Toolbar Configuration
CAD Configuration Import... _9
0_" Default Configuration® [L]
Plan Detailing Configuration _9
Space Planning Configuration
Terrain Configuration
—O0
0
@__. Current Toolbars Folder: C:\WUsers\annes\DocumentsHome Designer Pro 2012 Data'Toolbars),
[ Close ] [ Help ]

0 A list of toolbar configurations displays

here. Select a configuration before
clicking the Remove, Copy, or Switch To
buttons.

Add - Click to browse for a toolbar
configuration file and add it to the list.

Remove - Click to remove the selected

toolbar configuration. This removes the
configuration from the list but does not
delete the configuration file permanently.

a Copy - Click to create a copy of the
selected toolbar configuration.

Switch To - Click to switch to the

selected toolbar configuration. You can
also right-click on any toolbar and select a
configuration from the menu, or click a
Toolbar Configuration button.

The location of the Current Toolbars

Folder displays here. It can be
specified in the Preferences dialog. See
“Folders Panel” on page 69.

Note: If you customize your toolbars, it is a
good idea to back up your toolbar configura-
tion files (*.toolbar). See “Home Designer Pro

Data” on page 41.
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The Home Designer Pro program window
has limited space for toolbar buttons. How
many can be shown depends on your
monitor’s size and screen resolution settings.

The toolbar configurations that come with
Home Designer Pro organize tools based on
the type of work being done as well as on
monitor screen resolution.

e The Default Configuration | displays
architectural tools used for house design,
including walls, windows, doors, stairs,
cabinets, etc.

e The Terrain Configuration [E= displays
buttons associated with the terrain and
road tools, including the plant and sprin-
kler tools. See “Terrain Toolbar Configu-
ration” on page 538.

e The Space Planning Configuration [
displays buttons associated with the
House Wizard. See “House Wizard” on
page 799.

« The Plan Detailing Configuration [ is
designed for dealing with materials lists,
time tracking, and client and designer
information.

» CAD Configuration |[& shows the tools
needed for CAD drawings. See “CAD
Objects” on page 769.

To switch toolbar configurations

There are several ways to switch from one
toolbar configuration to another.

e Click a Toolbar Configuration button.

Choose a configuration in the Toolbar
Customization dialog. See “Configura-
tions Tab” on page 97.

» Right-click on a toolbar and select a con-
figuration from the contextual menu.

To create a custom configuration

You can create a custom configuration that
shows only the buttons you need.

1. Access the Configurations tab of the
Toolbar Customization dialog.

2. Select a configuration similar to the one
you want to create and click Copy.

3. Give the new configuration a name. It
should be saved to the Home Designer
Pro Toolbars folder. See “Home
Designer Pro Data” on page 41.

4. Click Save. The program switches to the
new configuration and it appears high-
lighted in the list.

5. Drag tools you want to add out of the
Toolbar Customization dialog and onto
the toolbars.

6. Drag any tools you do not want off the
toolbars.

7. When you are satisfied with the appear-
ance of your new toolbar, click Close.

You can make your own button icon for your
custom toolbar configuration. Create a .bomp
file with the same name as the configuration
and save it in the Toolbars folder. To see an
example, look at the Default.omp file in the
Home Designer Pro Toolbars folder, which
corresponds to the Default Toolbar
configuration.



» Toolbar button bitmaps must be 20 x 20
pixels in size.

e The color (R:192, G:192, B:192) maps to
the system 3D face color.

e The color (R:128, G:128, B:128) maps to
the system 3D Shadow color.

» The color (R:223, G:223, B:223) maps to
the system 3D light color.

Hotkeys

To import a custom configuration

You can import an existing toolbar
configuration.

1. Access the Configurations tab of the
Toolbar Customization dialog.
Click Add.
Browse to the location of the toolbar you
want to import.

4. Click Open. If the .toolbar file is not in
the Home Designer Pro Toolbars folder,
a copy of the file will be created there.

Hotkeys

Many Home Designer Pro tools have a
keyboard shortcut, or hotkey, associated with
them. If such a hotkey exists, it will display
to the right of the tool’s name in the menu.

[Edit] Build Temain Library 3D CA
7 Undo Ctrl+Z
¥ Redo Ctrl+Y

Edit menu items with button icons
to the left and hotkeys to the right

To use a hotkey, simply press the appropriate
key or combination of keys on your keyboard
instead of selecting the menu item or clicking
the toolbar button. For example, press the
Ctrl and Z keys at the same time to perform

an Undo =,
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Layers

Layers are used to organize and manage the Chapter Contents
display of all objects in all views. A layer can . Displaying Objects

be thought of as a transparency sheet with . Layer Sets

objects placed on it for viewing. Nearly all . Layer Display Options Dialog

views use multiple layers, like a stack of
transparencies put together to show different
types of objects.

You can customize how each layer displays
in a particular view in the Layer Display
Options dialog.

Multiple layers are organized into Layer
Sets, which allow you to control which
objects display in different views.
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The display of objects in different views is
controlled by layer sets and layers in the
Layer Display Options dialog. See “Layer
Display Options Dialog” on page 104.

Primary and Secondary Layers

Every object is placed on a layer which
controls whether it displays in a given view.
This layer is referred to as the object’s
primary layer.

In addition, some objects have secondary
layers which may alter the appearance of
objects on the primary layer, but do not
control whether the objects display or not.

For example, the primary layer for base
cabinets is “Cabinets, Base”. In addition,
base cabinets have a number of secondary
layers that control the display of the
countertop, face indicators, door opening
indicators, module lines and labels.

Note: If an object’s primary layer is turned off,
information on its secondary layers will not
display - even if those layers are turned on.

All layers with a check in the “Disp.” column
display when the current layer set is active.
Objects that are not displayed cannot be seen
or selected. If you try to place or draw an
object on a layer that is hidden, the program
asks if you want to turn the layer on.

7| Layer Display Options

Mame Used Disp
Roof Planes + /\f\
Roofs, Baseline Polylines I W \
Roofs, Baselines + '
Roofs, Frieze Moldings I I
Roofs, Gable Lines W
Roofs, Gutters + \ I
Roofs, Labels + '
Roofs, Openings \ o /
Roofs, Overhang Area + N

Some objects cannot stand alone in a
drawing: they can only be inserted into
another object. If the display of an object that
contains an inserted object is turned off, the
display of the inserted object will be turned
off, as well For example, if the display of a
wall is turned off, any doors and windows in
that wall will not display either. See
“Inserted Objects” on page 621.

Line and Text Styles

A layer’s Color, Style, Size and Text Style
attributes determine how an object on that
layer appears in floor plan view and in 3D
views using the Vector View rendering
technique.

Color Line Style Sige  Text Style

I — — — 25 DefaultTextStyvle
I 10 Default Label Style
I - i DefaultTextStie
I o5 DefaultTextStie
I - 25 Default Text Style

Many objects, including all CAD and text
objects, allow you to override these settings
for an individiual instance without changing
its layer.



Locking Layers

Objects on layers with a lock symbol in the
Lock column cannot be selected by the user.

Mame Used Disp Lock
Roofs, Baselines + ' ~
Roofs, Frieze Moldings / & \
Roofs, Gable Lines W
Roofs, Gutters + I & |
Roofs, Labels + '

Roofs, Openings W \ I

Roofs, Overhang Area + \@I/

New objects cannot be drawn on a locked
layer, either. If you lock a layer and then
attempt to draw a new object on that layer, a

message box will ask you to unlock the layer.

Layer Sets

Layers with objects that you need to see as a
reference while working, but not select, are
good candidates for locking. For example:

e Locking the “Rooms” layer can make it
easier to select objects located inside of
rooms.

* Locking the “Roof Planes” layer can
make it easier to select objects located
under the eaves.

& Locking a layer does not prevent
objects on that layer from being modi-
fied. Most objects can be deleted using the
Delete Objects dialog. Objects are also
deleted if the floor they are placed on is
deleted. See “Deleting Objects” on page 171.

Layer Sets

Layer Sets are used to control the layer
settings for different views in a plan or layout
file. All views associated with a plan file -
including views sent to layout - make use of
layer sets stored in that .plan file.

A layer set consists of a complete list of the
layers in the current plan or layout along with
the display settings for each layer as set for a
particular type of view. These display
settings can be modified, and can be different
for each type of view. See “Layer Display
Options Dialog” on page 104.

Layer sets are file specific, which means that
changes made in one plan or layout file have
no effect on the settings in other files.

Home Designer Pro uses a different layer set
for the each type of view of your plan:

* Floor plan view.

e Aerial Views. See “Aerial View” on page
660.

e Camera views and Overviews. See “3D
View Tools” on page 672.

e Elevation views. See “Cross Section/Ele-
vation Views” on page 675.

» Framing Overviews. See “Framing Over-
view” on page 675.

» Reference Display. See “The Reference
Floor” on page 327.

e Print Model. See “Print Model” on page
858.

While any view is active, select Tools>

Display Settings> Display Options [=] to
make changes to the layer set used for that
view type.

Any changes made to settings in the Layer
Display Options dialog for one particular
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view will affect all views using that same
layer set. For example, if you make changes
for a camera view, all camera views and
overviews in the current plan will be

affected. See “Layer Display Options
Dialog” on page 104.

Unlike other layer sets, the Aerial View and
Print Model layer sets cannot be modified.

Layer Display Options Dialog

104

The Layer Display Options dialog
@ controls the display of layers in the
active layer set. It consists of a table that lists
all available layers and the attributes for
each.

From any view except the Materials List,
select Tools> Display Settings> Display

Options [ to open the Layer Display
Options dialog. This dialog is resizeable and
maintains its size between program sessions.

Selecting Tools> Reference Floors>

Reference Display Options &2 opens the
Layer Display Options dialog with the
Reference Display Set active. See “The
Reference Floor” on page 327.

Selecting Tools> Display Options [/ in a
materials list opens the Materials List
Display Options dialog. See “Materials List
Display Options Dialog” on page 891.

7| Layer Display Options = @

Mame Used Disp Lock Color Line Style Sige  Text Style Il
Architectural Blocks v B — — — 2 DefatTextstie
Architectural Blocks, Labels v I 0 DefaultLabel Styvie
Audio/Video v I i DefaultTextStie
Auto Dormers v - 25 Default Text Style
v B [----------] 25 DefaultTextStile
Cabinets, Ful v I ——— 25 Default TextStvle
Cabinets, Shelves & Partitions W N 25 Default Text Style
Cabinets, Soffits v I — — — 25 Default TextStvle
Cabinets, Wall v | 25 Default Text Style
Cabinets, Countertops v I 25 Default Text Style
Cabinets, Face Indicators /1 10 Default Text Style
Cabinets, Labels v ] 10 Default Label Style
Cabinets. Module Lines o 10 Nefalt Tavt Shia i

Properties for "Cabinets, Base™

oo oty

[FLodk

Line Style - — — — — — — — - — -

Line Size 25

TextStyle |Default Text Style -

Select Al OK. ] [ Cancel ] [ Help




Click the column header to sort all layers in
the Layer Display Options dialog by that
column.

e The Name column is sorted alphabeti-
cally. Sorting is also case sensitive to
allow greater control over organization.

* Arred + in the Used column indicates
which layers have objects placed on them
in the current plan. This column cannot
be edited.

* A check in the Disp column indicates
which layers are set to be visible. This
controls the display of objects in 2D and
3D views.

* Avyellow & inthe Lock column indicates
which layers are locked, preventing
objects on that layer from being manually
edited.

e The Color column shows the line color
for each layer. You can sort this column
so that like colors are listed together.

» The Line Style column shows the line
style for each layer and can be sorted so
that like line styles are listed together.

e The Size column displays the line weight
used by each layer and can be sorted so
that like line weights are listed together.
See “Line Weights” on page 849.

e The Text Style column shows the text
style assigned to each layer and can be
sorted so that layers using the same style
are listed together. See “Text Styles” on
page 765.

Layers are named so that similar object types
such as Cabinets, Base and Cabinets, Wall
are listed near one another alphabetically.

Layer Display Options Dialog

If a layer is turned on, a checkmark is shown
in the Disp column. If a layer is turned off,
the column is blank.

Layers are selected by clicking them in the
table. Hold down the Shift key or the Ctrl
key to select multiple layers at once. Click
the Select All button to select all layers in the
table. When selected, a layer’s attributes
display at the bottom of the dialog. If
multiple layers are selected, “no change”
may display for attributes that are different
among the selected layers.

-~ When one or more layers are selected
@‘ and you click OK, the program remem-
bers your selection so that the same layers
are selected when you reopen the Layer Dis-

play Options dialog.

When a layer or layers is selected, single or
shared layer attributes can be edited in the
section titled Properties for “Selected
Layer”. Line Color, Style and Size affect
lines in floor plan view and surface edge
lines in vector views.

e To change the color of lines on a selected
layer, click the Color bar to select a new
color in the Color Chooser dialog. See
“Color Chooser Dialog” on page 651.

» To change the width of lines on a selected
layer, enter a Line Size. See “Line
Weights” on page 849.

e To change the Line Style of a selected
layer, click the drop-down arrow.

» To change the Text Style of a selected
layer, click the drop-down arrow. See
“Text Style Defaults” on page 765.

» To turn off a selected layer, uncheck
Display. See “Displaying Objects” on
page 102.
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To protect the objects on a selected layer
from accidental changes, check Lock.
Items on locked layers display but cannot
be selected. See “Locking Layers” on
page 103.

Note: Not all objects display in all views. For
instance, door labels do not appear in 3D
views.




Creating Objects

There are a wide variety of objects in Home Chapter Contents
Designer Pro that you can use to create . Architectural vs CAD Objects
complete 3D models and working drawings. . Defaults and Preferences
Although these objects are sometimes very . Snap Behaviors

different from one another, the methods used . Object Snaps

to create them are similar. . Angle Snaps

Once an object is created, it can be selected : Grid Snaps

and edited to meet the requirements of your : Creating Objects _
project. The editing characteristics common *  Copying and Pasting Objects

to most objects are described elsewhere. See
“Editing Objects” on page 119.
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Architectural vs CAD Objects

There are two broad categories of objects in
Home Designer Pro: architectural objects
and CAD objects.

CAD objects such as lines, arcs, text, and
dimensions are 2D objects that can be
created and edited in floor plan view and
cross section/elevation views, and on layout
pages but do not display in 3D camera views
and overviews. See “The CAD Drawing
Tools” on page 771.

In contrast, architectural objects such as
walls, cabinets, doors, windows, and stairs
display in 2D and 3D views. Architectural
objects can be created and edited in 2D and
3D views but not on layout pages.

Some architectural objects, such as custom
countertops and slabs, have some behaviors
in common with CAD objects and are
referred to as CAD-based.

Defaults and Preferences
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The ways that objects in the program behave
as they are created and edited are affected by
a number of default and preference settings.
See “Preferences & Default Settings” on
page 55.

-+ Itis a good idea to be familiar with these
@ options and how they affect both draw-
ing and editing in the program.

Snap Settings

Select Edit> Snap Settings to access
e . the three categories of Snap Settings
that determine how objects snap to one
another and whether they snap to allowed
angles or to points on a grid, as well as object
bumping and pushing behaviors.

Y

110.

Object Snaps enable snapping to
objects. See “Object Snaps” on page

<.~ Angle Snaps enable snapping at
| Allowed Angles. See “Angle Snaps”
on page 111.
Grid Snaps enable snapping to the
Snap Grid. See “Grid Snaps” on page
12.

1

Bumping/Pushing enables bumping
g3 and pushing behaviors. See
“Bumping/Pushing” on page 152.

Edit Behaviors

= Select Edit> Edit Behaviors to
ég] access the six global edit behavior
modes that determine how dragging the edit
handles with the left mouse button affects a
selected object and may also affect how

objects are drawn.
The Default edit behavior provides
the most commonly used editing
options. See “Default” on page 120.

The Alternate edit behavior provides
an alternative to the Default behaviors

Alt



that may be more useful in some situations.
See “Alternate” on page 121.

The Resize edit behavior scales an
||_i object as you drag a corner handle.
See “Resize” on page 121.

The Concentric edit behavior allows

ﬁ you to resize objects so that the
distance moved by each edge is the same as
all other edges. See “Concentric” on page
122.

The Fillet edit behavior allows you to
K add a fillet at any corner of an object.
See “Fillet” on page 123.

Edit Object Parts

— Select Edit> Edit Behaviors> Edit

L1l Object Parts to toggle the ability to
edit the individual segments of polyline-
based objects and connected walls. It also
affects the ability to snap line- and arc-based
objects together as they are drawn to form a
polyline. See “Edit Object Parts” on page
125.

Snap Behaviors

Rotate/Resize About

~ | Objects can be rotated or resized

O x| about either their own centers or the
Current CAD point. See “Point Tools” on
page 772.

Specify which behavior is used by selecting
Edit> Edit Behaviors> Rotate/Resize

About Current Point [N or in the
Preferences dialog. See “Behaviors Panel”
on page 78.

Arc Creation Modes

Select Edit> Arc Creation Modes to
. access the five Arc Creation Modes
that control how arcs and curved walls are
drawn.

Free Form Arc mode allows you to
/‘ define an arc by clicking and dragging
along the desired path. See “Free Form Arc”
on page 784.

Snap Behaviors

There are three categories of
Ij) snap behavior in Home
Designer Pro that affect how objects are
created and how they can be edited:

. Object Snaps |[f, which snap CAD
and architectural objects to other objects.

at specific angles.

. Grid Snaps , which snap objects
to points on a grid.

Snap behaviors can be controlled in the
Preferences dialog and in the Plan or
Layout Defaults dialogs. See “Snap
Properties Panel” on page 79 and “General
Plan Defaults Dialog” on page 58.

You can select Edit> Snap Settings |+, to
quickly turn Object, Angle and Grid Snaps
on or off.

To temporarily disable Snap Behaviors and
other move restrictions, press the Ctrl key
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while dragging an edit handle. See “Moving
Objects” on page 152.

Hotkeys

You can also temporarily enable individual
Snap Behaviors during a mouse editing
operation using hotkeys. This can be helpful
if you wish to use one particular type of snap
behavior when you begin an operation, but a
different behavior when you end it.

The Snap Behavior hotkeys are listed on the
right side of the Edit> Snap Settings |~
submenu. See “Hotkeys” on page 99.

To use snap behavior hotkeys

1. Select Edit> Snap Settings |~ and
toggle off the snap behavior category
that you wish to control using hotkeys.

2. Select a tool that you wish to draw with
or an object you wish to edit.

3. Begin drawing or editing and hold down
the left mouse button without releasing.

4. Press and hold the appropriate key on
your keyboard to enable the snap behav-
ior associated with it.

5. When you are finished using the snap
behavior, release the hotkey but continue
holding down your left mouse button.

6. If you wish, you can press and hold a
different hotkey on your keyboard and
continue the drawing or editing opera-
tion.

7. When you are finished, release the left
mouse button.

Object Snaps

Object Snaps allow you to position
Ij) objects precisely relative to each
other; for example, to position lines so that
their endpoints meet or roof plane edges so
that they are colinear.

Object Snaps can be turned on or off by
selecting Edit> Snap Settings> Object

Snaps [[F, by clicking the toggle button, or
in the Preferences dialog. See “Snap
Properties Panel” on page 79.

Object Snaps are indicated visually as you
create or edit objects. To remove any object
snap indicators that are visible on screen,
press the 1 (one) key. As you continue
drawing or editing, new indicators may
appear.

With the exception of On Object | X/ snaps,
have priority over all other types of snapping
in Home Designer Pro. Bumping/Pushing

4k overrides Object Snaps. See “Bumping/
Pushing” on page 152.

Object Snap Locations

There are many locations on an object that
other objects can snap to. Each type of object
snap can be toggled by selecting Edit> Snap

Settings |~/ or in the Preferences dialog.
See “Snap Properties Panel” on page 79.

Regardless of which Object Snaps are active,
when multiple objects are selected the
selection set’s only snap point is its midpoint.



Extension Snaps

Extension snaps allow you to snap to a point
that is not actually on an object. Instead,
these snaps locate points that are either
colinear to the end of a wall or orthogonal (at
a 90° angle) to it.

Extension snaps function when you are
drawing or editing walls and create a “sticky

Angle Snaps

point” and blue extension line where the wall
being drawn reaches a point that is either
colinear or orthogonal to another wall’s end
point. See “Drawing Walls” on page 189.

Object Snaps Hotkeys

* Hold down the “S” key to temporarily
disable Object Snaps.

Angle Snaps

7. Itis often important that objects be
%227 drawn at exact angles. This can be
accomplished using Angle Snaps.

Angle Snaps allow you to draw lines, walls,
and other objects at specified Allowed
Angles. Angle Snaps also affect the way
objects rotate, the radius of arcs, and a
variety of other operations.

Angle Snaps allow you to snap at either 15°
or 7.5° angles plus any additional Allowed
Angles that you may specify. See “General
Plan Defaults Dialog” on page 58.

Angle Snaps can be turned on or off by
selecting Edit> Snap Settings> Angle
Snaps |2, by clicking the toggle button, or

in the Preferences dialog. See “Snap
Properties Panel” on page 79.

Angle Snap Settings

You can change Allowed Angle settings for
Angle Snaps in the Plan Defaults or Layout
Defaults dialog. See “General Plan Defaults
Dialog” on page 58.

Specify 15 Degree or 7 %2 Degree angle
snaps. When 7 %2 Degree Angle Snaps are

selected, you can also specify Additional
Angles.

Angle Snaps and
Object Snaps

Angle Snaps have a higher priority than Grid

Snaps and On Object Snaps | X, but a lower
priority to all other Object Snaps. If a valid
Object Snap exists, the program uses that
instead of an Angle Snap.

-+ Walls are an exception to this snapping
@‘ prioritization. When walls are drawn or
edited, Angle Snaps take higher priority than
Object Snaps. See “Drawing Walls” on page
189.

Sometimes both Angle Snaps and Object
Snaps apply. For example, suppose a CAD
line is drawn at 15° using Angle Snaps and
another line is approached. You can draw the

new line at 15° using Intersection Snaps | X
to snap to a point on the existing line.

111



Home Designer Pro 2014 Reference Manual

Use both Object
Snapping and
Angle Snapping to
create a 15-degree
line that intersects
an existing line

/

Now suppose that we don't want the new line
to end on the existing line. Hold down the
“S” key to temporarily disable Object Snaps,
allowing only Angle Snaps.

Grid Snaps

Grid Snaps allow you to snap objects

to points on an on-screen grid. The
display and size of this Snap Grid can be
controlled in the Plan or Layout Defaults
dialog. See “General Plan Defaults Dialog”
on page 58.

Grid Snaps are turned on and off by selecting

Edit> Snap Settings>Grid Snaps |, by
clicking the toggle button, or in the Plan or
Layout Defaults dialog.

In addition to the Snap Grid, the Reference
Grid is provided to give you a visual sense
of scale. The Reference Grid is useful for
zooming in and out, or for general layout
guidelines, but is not used for snapping.

Grid Snaps and Angle Snaps

Of the three snap behaviors, Grid Snaps have
the lowest priority and are overridden by
Angle Snaps and Object Snaps.

When Grid shaps and Angle Snaps are both
enabled, objects are drawn and edited using
Polar Coordinates. For example, if the grid
Snap Unit is set to 12" (1 foot), drawing a
new wall at an Allowed Angle snaps the wall
length to 0", 12", 24", and so on.

~+v To draw a line or wall at an Allowed
@ Angle but with unrestricted length, dis-
able Grid Snaps and leave Angle Snaps on.

Creating Objects
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In Home Designer Pro, there are five ways to
create objects: by clicking to place an object,
by clicking and dragging to draw an object,
by entering coordinates, or by importing
custom symbols, drawings, pictures or
metafiles.

If you create an object using any of these
methods and the layer it will go on is either
locked or turned off, the program will ask
you if you want to display or unlock the

layer. Objects can be created on layers that
are not set to display, but they cannot be
created on locked layers. See “Object
Creation and Layers” on page 114.

While the size of the drawing area in Home
Designer Pro is limited only by the resources
on your compulter, it is best to begin your
drawing near the origin, 0,0,0. The current
position of your mouse pointer displays in



the Status Bar at the bottom of the program
window. See “3D Drafting” on page 25.

Click-to-Create

Many objects, including doors and windows,
cabinets, library symbols, terrain objects,
text, pictures and images are created by
clicking. Select a or library object, then click
in the drawing area to place the object at that
location.

Continue clicking to place the selected object
until another tool is selected.

If you click at a location where there is not
enough room for the object to be placed, one
of two things may happen:

» Some objects, notably cabinets, doors,
and windows, will resize smaller to fit
into the space.

» Most objects cannot resize in this man-
ner, so the program will present a warn-
ing message indicating that there is not
sufficient space at the current location.

When most drawing tools are active or
library symbols selected for placement, a
preview outline follows your mouse pointer,
indicating the size and shape of the object to
be created. If your pointer is positioned at a
location where the object cannot be placed,
this preview outline will not display.

As you move the mouse pointer, the center
point of the object’s back edge will snap to

active snap points when Grid Snaps or

Object Snaps |[F are enabled. See “Snap
Behaviors” on page 109.

Many architectural objects can be created in
floor plan view or any 3D view. In order to
place a stand-alone, click-to-create object in

Creating Objects

3D, it is necessary to click near a wall or
within the Terrain Perimeter as these objects
help orient the new object within the 3D
space.

Clicking and Dragging

Other objects, including walls and railings,
straight stairs, and CAD and CAD-based
objects are created by clicking and dragging
to define either a path or an enclosed area.
Select a tool, then click and drag in the
drawing area to draw an object between your
start and end points.

Continue drawing the selected object until
another tool is selected.

You can temporarily slow the movement of
the mouse as you drag by holding down the
Shift key on your keyboard..

You can cancel any click-and-drag drawing
operation before it is completed by pressing
the Esc key on your keyboard, or by pressing
any two mouse buttons at the same time.

Polyline- and Spline-based objects can be
created by snapping multiple Line-, Arc-,
and/or Spline-based objects together. These
objects will only snap together to form a
polyline or spline if they are on the same
layer and share identical attributes such as
color, line style, and arrow specifications.
See “Editing Objects” on page 119.

Entering Coordinates

CAD lines, arcs and points can be created
using the Input Line, Input Arc and Input
Point dialogs. See “Input Point” on page

773, “Input Line” on page 777, or “Input

Arc” on page 785.
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Importing Objects

Custom symbols, drawings, pictures and
metafiles can be imported into the program
and placed in the drawing area with a click.
See “Importing & Exporting” on page 827
and “Pictures, Images, & Walkthroughs” on
page 805.

Converting Objects

A variety of objects can be created by
converting existing CAD objects and many
CAD-based objects into another type of
object. See “Converting Objects” on page
164.

Object Creation and Layers

When it is created, every object is placed on
a layer which controls whether and how it
displays. See “Layers” on page 101.

If you try to create an object on a layer that is
not set to display in the current view, the
program will ask if you want to turn that
layer on. See “Message Boxes” on page 32.

e Click Yes to create the object and turn on
its layer in the current view.

» Click No to create the object but leave its
layer turned off in the current view.

e Click Cancel to not create the object and
leave the layer turned off.

If you try to create an object on a layer that is
locked, the program will prompt you to
unlock the layer. If you choose to leave the
layer locked, the object will not be created.
See “Locking Layers” on page 103.

Copying and Pasting Objects

114

New objects can also be created by cutting,
copying, and pasting existing objects, either
individually or in groups. Objects can be
copied from one floor to another, one view
window to another, and one file to another.
Because copying uses the Windows
Clipboard, some objects can be pasted into
other applications, as well.

Objects cannot be pasted into any views that
they cannot be created in normally. For
example, CAD objects cannot be pasted into
a 3D camera view or overview.

Similarly, architectural objects cannot be
pasted onto a layout page.

A few objects, such as Terrain Perimeters
and camera symbols, cannot be copied.

Cut

Select Edit> Cut to remove the

@g selected object(s) from the file and
save them in the Windows Clipboard. To
paste the selection in Home Designer Pro or
another application, select Edit> Paste or
press Ctrl + V while in that application to
enable the Paste function.

Copy

Select Edit> Copy to copy the
l:h selected object(s) to the Windows
Clipboard. To paste the selection in Home



Designer Pro or another application, select
Edit> Paste or press Ctrl + V while in that
application to enable the Paste function.

Paste

Select Edit> Paste to enable Paste
Eh mode, then left- or right-click in the
current view to paste the selected object(s)
previously copied to the Windows Clipboard
at that location.

Once pasted, these object(s) are selected.
Objects pasted in 3D views are selected on
their top surfaces.

If the selection being pasted consists of text,
it is placed in a Text object.

If the selection being pasted is an image, the
Paste Image dialog opens.

Paste Image @

Paste Image As
() Backdrop
() Image

() Material

(@) Picture

[ OK ] [ Cancel ] [ Help ]

Specify how you would like to paste the
selected image:

e Select Backdrop to add the image to the
My Backdrops library category. The
image will display in the preview panes.
To use this backdrop, select 3D> 3D Set-

tings from the menu. See “3D View
Defaults Dialog” on page 668.

e Select Image to add the image to the My
Images library category. The image will

Copying and Pasting Objects

display in the preview panes and will be
selected. Click in the plan to place it.

e Select Material to add the image to the
My Materials library category The image
will display in the preview panes. Select

3D> Materials> Material Painter "H/to
apply the material. See “The Material
Painter” on page 632.

e Select Picture to display the picture in
the current Home Designer Pro floor plan
view. See “Importing Pictures” on page
812.

Copy/Paste

Click the Copy/Paste edit button to
copy the selected object(s) to the
Windows Clipboard and immediately enable

the Paste [Ty function in Home Designer
Pro.

The Copy/Paste |21 edit button activates
Paste mode in which each available edit tool
and handle makes a copy in addition to its
primary function and four new edit buttons
display on the edit toolbar.

* Click the Sticky Mode | & | edit button
remain in the current mode and place
multiple copies of the selected object(s).

+  Click the Point to Point Move ,” edit
button to make a copy of the selection at
a specific location. See “Point to Point
Move” on page 153.

* Click the Reflect About Object |l edit
button to make a copy of the selection
reflected about another object. See
“Reflect About Object” on page 163.
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+ Click the Main Edit Mode | edit but-
ton or press the Esc key to return to the
selected objects’s main edit toolbar.

If you paste a selection in a file other than its
original source file, when you return to the
original, Paste mode is still enabled.

The Copy/Paste [2+1] edit button can be used
with the edit handles in either of two ways:
by clicking or by dragging an edit handle.

To Copy/Paste by clicking
1. Select an object or objects to copy.

2. Click the Copy/Paste |1 edit button,

select Edit> Copy |03/ from the menu or
press Ctrl + C to copy and then Ctrl +
V to activate the Paste functionality. The
cursor displays the Copy/Paste icon.

3. If you wish to paste the copy in a differ-
ent view or program window, open that
window.

4. If your cursor does not display the Copy/
Paste icon, select Edit> Paste from the
menu or press Ctrl + V.

5. Left- or right-click once to paste a copy
of the object at that location.

To Copy/Paste by dragging
1. Select an object or objects to copy.

2. Click the Copy/Paste et edit button,

select Edit> Copy [ from the menu or
press Ctrl + C. The cursor displays the
Copy/Paste icon.

3. Drag an edit handle:

 Drag the Move edit handle to position
the copy at a new location.

 Drag a corner handle to create a copy in
the same location but with a different
size or shape. The result depends on

which Edit Behavior & you use. See
“Edit Behaviors” on page 120.

-, Use the Concentric edit behavior to cre-
@ ate concentric copies of CAD-based
objects. See “To create setback lines” on
page 199 of the User’s Guide for an exam-
ple.

4. You can resize or position the copy
accurately with respect to the original by
watching the moved distance in the Sta-
tus Bar at the bottom of the screen.

Sticky Mode

Normally, after an action is performed
I using the edit tools or handles while in
an edit mode such as Paste mode, you return
to the Main Edit Mode. Click the Sticky
Mode edit button to remain in Paste mode
and continue pasting copies of the selected
object(s).

To exit Paste mode and return to the main
edit toolbar for the selected object, click the

Main Edit Mode |P< edit button or press the
Esc key on your keyboard. If you have not
pasted a copy of the selected object and

immediately click Copy/Paste [m+1 after
returning to the Main Edit Mode, Sticky

Mode | X |is still enabled.

-+, Sticky Mode is available when the Copy/
“&" Paste edit button is clicked.




Copy and Paste in Place

'E] Click the Copy and Paste in Place

edit button to create a copy of the
selected object(s) at the same location as the
original. The copy remains selected so you
can perform additional operations.

Because multiple walls, railing and fencing
cannot share the same space, the Copy and

Paste in Place |&] edit button is not avail-
able for these objects.

Paste Hold Position

When copying between different
IE floors or view windows, you can paste
a copy at the same absolute position as the

original selection using Paste Hold Position.

To use Paste Hold Position
1. Select the object(s) to be copied.

Click the Copy/Paste [t edit button.

3. Switch to the desired floor or plan file
and select Edit> Paste> Paste Hold

Position |[r] .

4. A copy is placed at the same X, Y coor-
dinates on the new floor or in the new
plan as the original’s position.

Paste Special

The Paste Special tool allows you to
IE choose a representation for the
selection to be pasted.

Selections can be pasted as:

» Enhanced Windows Metafiles (EMF).
See “Metafiles” on page 814.

Copying and Pasting Objects

» Device Independent Bitmaps (BMP). See
“Importing Pictures” on page 812.

e Unformatted non-unicode text (TXT).

» File Name (a path to a file). Depending
on the file type, it will be either opened or
imported (if supported).

e Unformatted text (HTML). Pastes as text.

e Model Objects - Home Designer Pro for-
mat, not compatible with other programs.

To use Paste Special

1. Select an object, image, text or file on
your computer and copy it.

2. Switch to the desired Home Designer
Pro view window and select Edit>

Paste> Paste Special |[§.

3. Inthe Paste Special dialog, select the
desired representation for the selection
and click OK.

4. Click in the drawing area to place the
copy at that location.

Using the Transform/
Replicate Object Dialog

Obijects and groups of objects can be
copied and pasted using the
Transform Replicate Object dialog. See
“Transform/Replicate Object Dialog” on
page 166.

0-—+0

Copy Region as Picture

The Copy Region as Picture tool
allows you to copy any portion of the
screen and save it as a picture. See “Copy
Region as Picture” on page 819.
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Using Point to Point Move

+ The Point to Point Move edit button
+ | can be used in combination with

Copy/Paste |+t to make a copy of the
selected object(s) at a specified location. See
“Point to Point Move” on page 153.

To point to point copy

1. Select the object(s) to be copied, click
the Copy/Paste [o+0 edit button, then the
Point to Point Move |+ edit button.

2. Click at the start point and then at the
end point.

3. An exact copy of the selected object(s)
is created at the end point while the orig-
inal remains unchanged.

Using Reflect About Object

The Reflect About Object edit button
can be used in combination with

Copy/Paste [m#1 to make a reflected copy of
the selected object(s), much the way Point to

Point Move || can. See “Reflect About
Object” on page 163.



Chapter 7:

Editing Objects

Just as the methods used to create different
objects in Home Designer Pro are similar, the
options for moving, rotating, resizing, and
otherwise editing them are also alike.

Edit handles allow objects to be resized,
relocated, or rotated using the mouse. Edit
toolbar buttons and the contextual menus
access edit tools relevant to the selected
object(s). Most objects have a specification
dialog that allows you to edit it in ways that
are specific to that type of object.

The editing characteristics common to most
objects are described in this chapter. Unique,
object-specific editing behaviors and the
specification dialogs are covered in their
respective chapters.

Chapter Contents
Defaults and Preferences
Edit Behaviors
Selecting Objects
Editing Line Based Objects
Editing Arc Based Objects
Editing Open Polyline Based Objects
Editing Closed-Polyline Based Objects
Editing Box-Based Objects
Editing Spline Based Objects
Editing Circles, Ovals and Ellipses
Displaying Objects
Moving Objects
Aligning Objects
Resizing Objects
Reshaping Objects
Rotating Objects
Reflecting Objects
Converting Objects
Transform/Replicate Object Dialog
Edit Area Tools
Deleting Objects
Undo and Redo
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Defaults and Preferences

The same defaults and preference settings
that affect how objects are drawn also
influence how they can be edited. See
“Defaults and Preferences” on page 108.

-+ Itis a good idea to be familiar with these
@ options and how they affect drawing
and editing in the program.

Edit Behaviors

120

| There are five Edit Behavior modes
ﬁ' . that determine how edit handles affect
an object, and may also affect how objects
are drawn. The currently active edit behavior
is a global preference setting, affecting all
plan and layout files.

Two of these modes, Default and Alternate,
are useful for most drawing and editing
needs and can be considered primary editing
modes. Default mode, in particular, accesses
the most commonly used behaviors and is the
best choice in most circumstances. When an
Edit Behavior other than Default is active, its
icon displays near the mouse pointer.

Note: Regardless of which Edit Behavior is
active, the Default behavior is restored when
you close the program.

The other three modes, Resize, Concentric
and Fillet, offer special editing behaviors
that may be useful only in certain situations
and can be considered secondary.

Each edit behavior can be temporarily
enabled using the different buttons on your
mouse or by pressing the keyboard keys
associated with each. See “Using the Mouse
on page 26 and “Hotkeys” on page 99.

You can also specify which edit behavior
mode is active when the left mouse button is
used in the Preferences dialog, by selecting

Edit> Edit Behaviors |2, or by clicking the
corresponding toggle button, which can be

added to your toolbar. See “Behaviors Panel
on page 78.

Default

The Default mode is one of the

primary edit behavior modes. It offers
access to the most commonly used edit
behaviors and should be selected as your
preference in most situations.

v When the use of a tool is described in
@ this manual, it is assumed that the
Default edit behavior mode is active.

» Drawing - Standard click and drag
drawing behavior is enabled. See
“Creating Objects” on page 112.

* Resize/Reshape - Default allows you to
adjust the angle of any corner of a poly-
line without affecting adjacent corners,
changing the object’s shape.
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Default edit behavior

» For box-based objects, the Default mode
functions the same as the Alternate mode.

e Movement - Default allows you to move
objects orthogonal, or at a right angle, to
any of their edges.

» Rotation - In Default mode, objects snap
at Allowed Angles as they are rotated.

You can temporarily enable the Default I[N
edit mode when another mode is active by
pressing Alt + Z or Alt + / while performing
an edit or drawing operation.

Alternate
Alt The Alternate mode is the second
primary edit behavior mode. When

this mode is active, the Alternate Alt icon
displays near the mouse pointer.

Note: Not all commands have an Alternate
edit behavior. If a selected tool does not, it
will not work when this edit mode is active.

» Alternate allows you to drag an end han-
dle on an open polyline to change it from
a line to an arc or vice versa.

» Alternate overrides the Lock Center set-
ting of arc-based objects.

Edit Behaviors

e Movement - Alternate allows you to
move objects at Allowed Angles when

Angle Snaps | are enabled, or orthogo-

nal to any of its edges when they are not.
See “Angle Snaps” on page 111.

« Rotation - Alternate snaps objects at
Allowed Angles as they are rotated.

You can temporarily enable the Alternate

Altl edit mode when another mode is active
by pressing Alt or using the right mouse
button while performing an edit operation.

Resize

The Resize edit behavior allows you
||_§ to rescale an object. As you drag a
corner edit handle of an object, you get an
exactly scaled version of the original. For
example, you can resize an object to 50% of
its original size while maintaining the same
proportions. When this mode is active, the

Resize [[¥ icon displays near the mouse
pointer.

» Drawing - Standard click and drag
drawing behavior is enabled.

* Resize/Reshape - Resize allows you to
keep the angle between adjacent edges
fixed when a corner handle is moved.
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Rectangular
Faolyline

Bio

a
Resize edit behavior

~+ To proportionally resize an object,
@ always drag a corner edit handle and
not an edge handle.

¢ Movement - Resize allows you to move
an object orthogonal, or at a right angle,
to any of its edges.

e Rotation - In Resize Mode, objects snap
at Allowed Angles as they are rotated.

You can temporarily enable the Resize [[¥
edit mode when another mode is active by
pressing X or the period key, or using the X2
button on a five-button mouse while
performing an edit or drawing operation. See
“Using the Mouse” on page 26.

Concentric

The Concentric mode allows you to
ﬁ resize objects so that the distance
moved by each edge is the same. For
example, you can resize an irregularly
shaped polyline so that each edge is exactly
ten feet in from the original position, which
is useful for creating site plans with setbacks.

When this mode is active, the Concentric #<
icon displays near the mouse pointer.

Drawing - Standard click and drag
drawing behavior is enabled.

Resize/Reshape - Concentric allows you
to resize an irregularly-shaped polyline
so that each edge is moved the same dis-
tance from its original location.

Rectangular
Faolyline

Bio

a
Concentric edit behavior

Note: The Concentric edit behavior can be
used to create concentric copies of CAD-
based objects. See “To create setback lines”
on page 199 of the User’s Guide.

Concentric mode also allows you to
move opposite edges of an object so that
each edge is moved the same distance
from its original location.

I

Rectangular
Foblline

I:I_

E 5

G0400H

window




* Movement - Concentric mode allows
you to move an object orthogonal, or at a
right angle, to any of its edges.

* Rotation - In Concentric mode, objects
snap at Allowed Angles as they are
rotated.

In some cases, the Concentric and Resize
edit behaviors have the same result, such as
when a circle is resized. Usually, though, the
two behaviors are different because
concentric resizing does not maintain the
original ratio between an irregular polyline’s
edges.

Concentric
edit behavior

Resize edit
behavior

In Concentric mode, objects resize in
Concentric Jump increments specified in
the Preferences dialog. See “Behaviors
Panel” on page 78.

When the Concentric Jump distance is set
at 0", objects resize according to the Snap

Unit specified in the Plan Defaults dialog.
See “Grid Snaps” on page 112.

<. To concentrically resize an object with
@ no restrictions, set the Concentric Jump
value on the Edit> Behaviors panel of the
Preferences dialog to zero and turn off Grid
Snaps.

You can temporarily enable the

Concentric |/< edit mode when another
mode is active by pressing C or the comman

Edit Behaviors

key, or using the X1 button on a five-button
mouse while performing an edit or drawing
operation. See “Using the Mouse” on page
26.

Fillet

The Fillet mode allows you to add a
K fillet, or curve, at any corner of an
object. Dragging a corner edit handle adjusts
the fillet radius at that corner. When this
mode is active, the Fillet I< icon displays
near the mouse pointer.

e Drawing - Standard click and drag
drawing behavior is enabled.

» Resize/Reshape - Fillet allows you to
create a fillet at by dragging a corner edit
handle inward.

=]

AN

e . \ E
Rectangular — —
Fualyline [Closed |
e  Polyling
E S
N~

I Box

Fillet edit behavior

e Movement - Move mode allows you to
move objects at Allowed Angles.

e Rotation - In Move mode, objects snap
at Allowed Angles as they are rotated.

The Fillet [[<] edit behavior adjusts all the
corners of a box at once. The radius of each
corner is the same.

Fillet [[= does not have an effect on circles,
ovals, ellipses or arc segments.
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You can temporarily enable the Fillet [[&
edit mode when another mode is active by
pressing F while performing an edit or
drawing operation.

-+, To produce fillets or chamfers of an

~ exact radius, set the Fillet Chamfer
Radius and use the Fillet two Lines or Cham-
fer Two Lines edit button. See “Fillet Two
Lines” on page 159 and “Chamfer Two Lines”
on page 160.

Selecting Objects

“Select” refers to selecting an object for
editing. An object must be selected before it
can be edited.

In order for an object to be selected, it must
be both unlocked and visible in the current
view. See “Layers” on page 101.

When an object is selected, it displays edit
handles and a selection fill color. See “Colors
Panel” on page 63.

In 3D views, a selected object will also
display lines representing the selected edge
or surface. The size of the edit handles does
not change as you zoom in or out and is set in
the Preferences dialog. See “Edit Panel” on
page 76. To prevent them from stacking on
one another, some edit handles may not
display as you zoom away from the selected
object.

When an object is selected, its edit toolbar
also displays, typically at the bottom of the
Home Designer Pro program window just
above the Status Bar. See “The Edit
Toolbar” on page 29.

Information about the selected object or
objects may also display in the Status Bar.
See “The Status Bar” on page 31.

A selected object remains selected until
another object is selected, a different tool is

activated, the Esc key on the keyboard is
pressed, or any two mouse buttons are
pressed at the same time.

Select Objects

With the exception of temporary CAD
Q‘ points, any object created using Home
Designer Pro can be selected using the Select
Objects tool. Select Edit> Select Objects,
click the toolbar button or press the Space
bar on your keyboard to activate this tool,
then click on an object to select it.

You can also select objects or open context
sensitive menus using the right mouse button
when any tool is active.

By default, you can select an object by
clicking within 12 pixels of it. You can adjust
this distance by changing the Snap Distance
in the Preferences dialog. A lower value, for
example, can be helpful for working with
small objects but can also make it very
difficult to select larger objects. See “Snap
Properties Panel” on page 79.

Selecting Similar Objects

If a tool other than Select Objects | [}/ is
active, you can only select objects of that
type using the left mouse button. For



example, if the Straight Exterior Wall
tool is active, you can only select walls using
the left mouse button.

This can be useful for selecting an object
when many objects of a different type
occupy the same space in floor plan view.

Objects can be selected using the right mouse
button, regardless of which tool is active.

Right-Clicking

Regardless of which tool is active, you can
select an eligible object by right-clicking on
it once. When you right-click to select an
object a contextual menu also appears,
displaying the object’s edit tools. You can
turn contextual menus on or off in the
Preferences dialog. See “Contextual
Menus” on page 30.

If a drawing tool is active and you right-click
to select an object, you can unselect it by
left-clicking in an empty space in the
drawing area. Although a drawing tool is
active, it is not used. If you then left-click a
second time, the active tool will be used.

Selected Edge

When you click on a polyline- or box-based
object, the edge that you click nearest
becomes the selected edge and displays an
edit handle larger than those on other edges.
The handle on this edge may also display at
the point where you clicked to select it.

Selecting Objects

& o

Selected edge with start and end indicators

This edge can be edited on the Selected Line
or Selected Arc tab of the object’s
specification dialog, as well as using a
variety of edit toolbar buttons. It can also be
moved using dimensions. See “Moving
Objects Using Dimensions” on page 737,
“Line Tab” on page 780 and “Arc Tab” on
page 787.

The Start and End points of a CAD-based
object’s selected edge or of a wall can be
indicated by an S and an E when the object is
selected. These Start and End indicators can
be helpful when editing the selected edge in
the object’s specification dialog, and their
display can be turned on and off in the
Preferences dialog. See “Edit Panel” on
page 76.

Edit Object Parts

—— Polyline-based objects are composed

L1l of lines and arcs that are connected
end to end. The individual edges of open and
closed polylines can be selected and edited
independently of the object’s other edges
when Edit Object Parts is enabled.

Select Edit> Edit Behaviors> Edit Object
Parts 7] to enable or disable the ability to
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edit polyline segments individually. Edit

Object Parts 7] can also be turned on or off
in the Preferences dialog. See “CAD Panel”
on page 74.

Edit Object Parts | also affects
connections between walls, railings and
fences, but does not affect Walkthrough
Paths or closed polyline CAD-based objects
such as slabs and roof planes.

To use Edit Object Parts

1. Turnon Edit Object Parts |7J. Your
cursor will display the Edit Object

Parts (*J icon.

2. Click on an individual edge of a poly-
line, or a segment of wall, railing or ter-
rain path to select it.

A selected Terrain Wall

Py
Py
= E—
Iy i
[ B - B o

Edit Object Parts off Edit Object Parts on

3. Notice that it is no longer connected to
the rest of the polyline or adjacent walls.

4. The individual segment can now be
edited entirely independent of its neigh-
bors.

5. To connect the segment to the polyline

again, turn off Edit Object Parts |7
and move the end handles so that they
snap to the ends of adjacent segments.

When Edit Object Parts |(] is enabled,
only objects that you click on are actually
affected by it. Any objects that you do not
select remain intact.

Note: Edit Object Parts is always reset to be
off when you close the program.

Select Next Object

If there is more than one object in a

nextl particular space, it may be difficult to
select the desired object. When a nearby
object is selected, click the Select Next
Object edit button or press the Tab key until
the desired object becomes selected. This
function cannot be applied to groups of
selected objects.

Marquee Select

Groups of objects can be selected by holding
down either the Shift or Ctrl key when the

Select Objects | [} | tool is active and then
dragging a marquee around the objects to be
selected.

You can specify whether objects must be
totally contained in or intersected by the
marquee, or whether an object’s center point
must be contained in the marquee, in the
Preferences dialog or using the Selection

Mode [L._i buttons, which can be added to
your toolbars. See “Edit Panel” on page 76.

If an object is currently selected and a
selection marquee is drawn around it, that
object becomes de-selected. If an object is
currently selected and a marquee is drawn
around other objects, the original object
remains selected and the other objects are
added to the selection set.



When using the marquee-select method, both
CAD and architectural objects included in
the marquee are selected. To remove an
object from the selection set, hold down the
Shift key and click it.

The Shift key can also be used to marquee-
select objects of a similar type. For example,

click the Hinged Door [JY/ child button, hold
down the Shift key, drag a marquee, release
the mouse button, and only door objects
within the marquee are selected. The Ctrl key
will always marquee-select objects of all
types, regardless of the active tool.

~+ To make marquee selection easier, you
@\ can turn off the display of objects you
do not want to include in your selection set.
See “Displaying Objects” on page 102.

Editing Line Based Objects

Shift Select

You can select a group of objects by adding
them to the selection set one by one. Select
an object, hold down either the Shift or Ctrl
key, and click additional objects to select
them.

More than one type of object can be selected
using this method, but the ability to edit the
group-selected items is limited to attributes
that all selected objects have in common.

To remove an object from a selection set,
click it once more - again, with either the
Shift or Ctrl key pressed.

Edit Area Tools

= The Edit Area Tools allow you to
07 define an area of your plan and select
the objects within that area for editing. See
“Edit Area Tools” on page 168.

Editing Line Based Objects

Objects are considered line-based when they
can be edited similar to CAD lines using
their edit handles.

CAD lines, framing members, straight walls
and railings, straight stairs and straight roads
are examples of line-based objects.

Most line-based objects can be connected to
other like objects to form polylines or
polyline-based objects. See “Editing Open
Polyline Based Objects” on page 134 and
“Editing Closed-Polyline Based Objects” on
page 138.

Some objects, notably walls, have line-based
editing behavior only when selected on

certain surfaces. See “Editing Walls” on page
197.

Wall openings such as doors and windows
have line-based editing behavior in floor plan
view only but cannot be rotated, reversed or
converted to an arc. See “Editing Doors” on
page 258 and “Editing Windows” on page
289.
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active Edit Behavior |#. See “Edit
Behaviors” on page 120.

o] o o a
e Movement may be limited or stopped by
= & Boa other objects or Snap Behaviors. Move
T I A restrictions can be ovgrridden t_)y holding
down the Ctrl key while dragging. See
bl A “Unrestricted Movement” on page 153.
o Rotate

» The Rotate handle is used to rotate the
object, either about its center or about the

@ current CAD point. See “Rotating
'_‘ & Objects” on page 161.
) Extend/Change Angle

Other objects, such as stairs and roads, have » Drag an end handle parallel to the
additional edit handles that allow you to selected line to change its length.

concentrically adjust the object’s width. «  Drag an end handle at an angle to the

. . selected line to change its angle. When
Using the Edit Handles J ’

When selected, a typical line-based object Allowed Angles. See “Angle Snaps” on
displays four edit handles. page 111.
Any action performed using the edit handles » Right-click and drag it to change the
can be cancelled by pressing the Esc key or adjacent line into an arc, or vice versa.
any two mouse buttons at the same time. See “Alternate” on page 121.

Adjust Width

~~ The behavior of the edit handles may
@ depend on the currently active Edit
Behavior. See “Edit Behaviors” on page 120.

Some line-based objects, such as stairs and
roads, have additional handles that allow the
width of the object to be adjusted.

Extend/Change Angle

SN °

o] A Lup A
Move Rotate ' /4
Move Adjust Width
 Click and drag the Move handle to move  Click and drag a small, round Expand
the object according to the currently handle to increase or decrease the
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object’s width. By default, objects are
resized in 1" increments. This Snap Unit
is defined in the Plan Defaults dialog.
See “General Plan Defaults Dialog” on
page 58.

Using Dimensions

Dimensions can be used to position
& line-based objects relative to other
objects. See “Moving Objects Using
Dimensions” on page 737.

Dimensions cannot, however, be used to
adjust the length of line-based objects, or the
width of line-based objects such as stairs.

Using the
Specification Dialog

Line-based objects can be edited using
ﬂ_l their specification dialogs. See “Line
Specification Dialog” on page 780.

Using the Edit Toolbar

A selected line-based object can be edited in
a variety of ways using the buttons on the
edit toolbar.

The following toolbar buttons may display
on the edit toolbar for a selected line-based
object:

* Click the Select Next Object | edit
button to select nearby objects instead of
the selected object. See “Selecting
Objects” on page 124.

« Click the Open Object | [T/ edit button to
open the specification dialog for the
selected object(s). See “Specification
Dialogs” on page 31.

Editing Line Based Objects

Click the Copy/Paste [t edit button to
copy the selected object(s) to the Win-
dows Clipboard so they can be pasted
elsewhere. See “Copying and Pasting
Objects” on page 114.

Click the Copy and Paste in Place |&]
edit button to create a copy of the
selected object(s) at the same location as
the original. See “Copy and Paste in
Place” on page 117.

Click the Delete [}X edit button to delete
the selected object(s). See “Deleting
Objects” on page 171.

Click the Transform/Replicate

Object 127 edit button to copy, move,
rotate, resize, or reflect the selected
object(s). See “Transform/Replicate
Object Dialog” on page 166.

Click the Accurate Move = edit button
to slow down the mouse speed when
using the edit handles. See “Accurate
Move” on page 153.

Click the Make Parallel/Perpendicular

1l edit button to make the selected
object(s) parallel or perpendicular to a
straight edge. See “Using Make Parallel/
Perpendicular” on page 155.

Click the Point to Point Move . edit
button to accurately move the selected
object(s). See “Point to Point Move” on
page 153.

Click the Center Object |+# edit button
to center an object along along a wall
within a room or relative to a cabinet
fixture. See “Using Center Object” on
page 156.
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« Click the Reflect About Object | L. edit
button to reflect the selected object(s)
about another object. See “Reflecting
Objects” on page 163.

+ Click the Move to Front of Group |{R
edit button to display the selected object
in front of other objects in the same
drawing group. See “Move to Front of
Group” on page 151.

 Click the Break Line = edit button to
add a new corner or pivot point to the
selected object. See “Break Line” on
page 158.

¢ Click the Reverse Direction |+ edit but-
ton to reverse the direction of the selected
object(s). See “Reverse Direction” on
page 164.

« Click the Convert Polyline |z edit but-

ton to convert the object into a special
polyline-based object. See “Convert
Polyline” on page 165.

 Click the Change Line/Arc | = edit but-
ton to change a line-based object to an
arc, or vice versa. See “Change Line/
Arc” on page 159.

 Click the Fillet Two Lines |l | edit but-
ton, then click on a non-parallel line or
arc to create an additional arc connecting
the two. See “Fillet Two Lines” on page
159.

 Click the Chamfer Two Lines | edit
button, then click an edge adjacent to the
selected edge to chamfer the corner
between them. See “Chamfer Two Lines”
on page 160.

Editing Arc Based Objects
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Objects are considered arc-based when they
can be edited similar to CAD arcs using their
edit handles.

CAD arcs, curved walls and railings, curved
stairs, and curved roads are examples of arc-
based objects.

Most arc-based objects can be connected to
other like objects to form polylines or
polyline-based objects. See “Editing Open
Polyline Based Objects” on page 134 and
“Editing Closed-Polyline Based Objects” on
page 138.

AT T
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Some objects, notably curved walls, have
arc-based editing behavior only when
selected on certain surfaces. See “Editing
Walls” on page 197.



Other objects, such as curved stairs and
roads, have additional edit handles that allow
you to concentrically adjust the object’s
width.

The currently active Arc Creation Mode |/~
determines how an arc-based object is
drawn. Once an arc is drawn, the active Arc
Creation Mode does not affect it. See
“Drawing Arcs - Arc Creation Modes” on
page 784.

Using the Edit Handles

When selected, a typical arc-based object
displays seven edit handles.

Any action performed using the edit handles
can be cancelled by pressing the Esc key or
any two mouse buttons at the same time.

<. The behavior of the edit handles may
@ depend on the currently active Edit
Behavior. See “Edit Behaviors” on page 120.

Resize

. Reshape
(changes radius)

(moves center)

Chord
Rotate
; N
Extend \ Move Arc

(along arc or chord) Center

Move

» Two Move edit handles allow the arc to
be relocated without changing its shape.

Editing Arc Based Objects

One is located at the center of the chord
and the other, at the arc center.

« If you would like to snap one of these

center points to another point, use that
handle when moving the arc. See “Align-
ing Arc Centers” on page 156.

» Click and drag the Move handle to move
the object according to the currently

active Edit Behavior . See “Edit
Behaviors” on page 120.

* Movement may be limited or stopped by
other objects or Snap Behaviors. Move
restrictions can be overridden by holding
down the Ctrl key while dragging. See
“Unrestricted Movement” on page 153.

' <
Move edit handle

Rotate

e The Rotate handle is used to rotate the
arc, either about its center or about the
current CAD point. See “Rotating
Objects” on page 161.

Extend

e The end edit handles expand or contract
the arc when moved along the arc radius
or chord.

» If you follow the path of the arc, the end
edit handles allow you to adjust the arc
length.

e The angle formed by the center point of
the arc and its two endpoints is referred to
as the Included Angle. If Angle
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Snaps |+ are on, the Included Angle of
the arc, as measured in degrees, can be
rotated at Allowed Angles. See “Angle

Snaps” on page 111.

¢ Right-click and drag it to change the
adjacent arc into a line, or vice versa. See
“Alternate” on page 121.

Resize

Extend edit handles

e Drag the small, round Resize edit handle
to change the radius and included angle
of the arc while maintaining its center.

T
N
Resize edit handle

Reshape

e Drag the small triangular Reshape
handle to change the length and location
of the center without moving the
endpoints.

Reshape edit handle
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Adjust Width

Some arc-based objects, such as stairs, have
additional handles that allow the width of the
object to be adjusted.

Adjust Width

e Click and drag a small, round edit handle
to increase or decrease the object’s width.
By default, objects are resized according
to the Snap Unit defined in the Plan
Defaults dialog. See “General Plan
Defaults Dialog” on page 58.

Using Dimensions

Dimensions can be used to position
& arc-based objects. Dimension lines
typically locate tangent extension lines and
any extension lines that may be parallel to
those lines rather than the arc itself. See
“Moving Objects Using Dimensions” on
page 737.

Using the
Specification Dialog
H_l Arc-based objects can be edited using

their specification dialogs. See “Arc
Specification Dialog” on page 786.



Using the Edit Toolbar

A selected arc-based object can be edited in a
variety of ways using the buttons on the edit
toolbar.

The following toolbar buttons may display
on the edit toolbar for a selected arc-based
object:

* Click the Select Next Object | edit
button to select nearby objects instead of
the selected object. See “Selecting
Objects” on page 124.

« Click the Open Object | [T/ edit button to
open the specification dialog for the
selected object(s). See “Specification
Dialogs” on page 31.

e Click the Copy/Paste 1% edit button to
copy the selected object(s) to the Win-
dows Clipboard so they can be pasted
elsewhere. See “Copying and Pasting
Objects” on page 114.

* Click the Copy and Paste in Place (]
edit button to create a copy of the
selected object(s) at the same location as
the original. See “Copy and Paste in
Place” on page 117.

* Click the Delete |X{ edit button to delete
the selected object(s). See “Deleting
Objects” on page 171.

» Click the Transform/Replicate

Object 121 edit button to copy, move,
rotate, resize, or reflect the selected
object(s). See “Transform/Replicate
Object Dialog” on page 166.

» Click the Accurate Move =¥ edit button
to slow down the mouse speed when

Editing Arc Based Objects

using the edit handles. See “Accurate
Move” on page 153.

Click the Point to Point Move . edit
button to accurately move the selected
object(s). See “Point to Point Move” on
page 153.

Click the Center Object [#4 edit button
to center an object along along a wall
within a room or relative to a cabinet
fixture. See “Using Center Object” on
page 156.

Click the Reflect About Object |l edit
button to reflect the selected object(s)
about another object. See “Reflecting
Objects” on page 163.

Click the Move to Front of Group ({®
edit button to display the selected object
in front of other objects in the same
drawing group. See “Move to Front of
Group” on page 151.

Click the Break Line |=- edit button to
add a new corner or pivot point to the
selected object. See “Break Line” on
page 158.

Click the Reverse Direction |+ edit but-
ton to reverse the direction of the selected
object(s). See “Reverse Direction” on
page 164.

Click the Convert Polyline | edit but-
ton to convert the object into a special
polyline-based object. See “Convert
Polyline” on page 165.

Click the Change Line/Arc | edit but-
ton to change an arc-based object to a
line, or vice versa. See “Change Line/
Arc” on page 159.
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«  Click the Fillet Two Lines [~ edit but- Show Arc Centers
ton, then click on a non-parallel line or = When working with arc-based objects
arc to create an additional arc connecting ._J,"J or circles, it can be helpful to see their
the two. See “Fillet Two Lines” on page center points. Click the Show Arc Centers
159. and Ends toggle button on the utility toolbar

to turn on their display. You can also turn on
their display in the CAD Defaults dialog. See
“CAD Defaults Dialog” on page 770.

 Click the Chamfer Two Lines [ * edit
button, then click an edge adjacent to the
selected edge to chamfer the corner

between them. See “Chamfer Two Lines” Arc-based objects can be aligned using their
on page 160. center points. See “Aligning Arc Centers” on
page 156.

Editing Open Polyline Based Objects

Open polyline-based objects are composed
of individual line- and arc-based objects that

are connected at their end points but do not 4/_\

form an enclosed area. See “Polylines” on

page 790. 4/\
Objects are considered open polyline-based
when they can be edited similar to open CAD f \

polylines using their edit handles.

Open CAD polylines, connected walls, |
stairs, and roads are examples of open "

polyline-based objects.

Other objects, such as connected stair and
road segments, have additional edit handles
that allow you to concentrically adjust the
width of all segments of the object.

-~ If Edit Object Parts is enabled, clicking
@ on a CAD polyline edge selects the indi-
vidual edge rather than the entire polyline.
See “Edit Object Parts” on page 125.
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Using the Edit Handles

A polyline can be composed of many
segments. See “Polylines” on page 790.

When selected, an open polyline-based
object displays a Move handle, a Rotate
handle, a Reshape handle at the intersection
of each segment, and an Extend handle at
each end.

Each straight, line-based segment also has a
Move edit handle along its length.

Each curved, arc-based segment has its own
Move handle at the center of its chord, a
Resize handle and, if it has an unlocked
center, a Reshape handle. See “Editing Arc
Based Objects” on page 130.

When a polyline is selected, the edge that
you click nearest is called the selected edge,
and certain operations affect only this edge.
The Move handle of the selected edge is
larger than that of other edges. It displays
along the length of a line segment, or at the
center of the chord on an arc segment. See
“Selected Edge” on page 125.

Any action performed using the edit handles
can be cancelled by pressing the Esc key or
any two mouse buttons at the same time.

.. The behavior of the edit handles
@ depends on the currently active Edit
Behavior. See “Edit Behaviors” on page 120.

Editing Open Polyline Based Objects

Move Move arc _
polyline segment Resize
/ arc
Move line Pt
segment

; R
\B 7 ¥~ Reshape
o < o B arc

Extend%

Reshape Rotate
polyline

Move

e Click and drag the Move handle to move
the object according to the currently

active Edit Behavior |£.

e Movement may be limited or stopped by
other objects or Snap Behaviors. Move
restrictions can be overridden by holding
down the Ctrl key while dragging. See
“Unrestricted Movement” on page 153.

Rotate

* The Rotate handle is used to rotate the
object, either about its center or about the
current CAD point. Its position varies
depending on which edge is currently
selected. See “Rotating Objects” on page
161.

Extend

» Click and drag an Extend handle to
lengthen or shorten the unconnected end
of the selected line or arc segment, or to
change the radius of the selected arc. See
“Editing Arc Based Objects” on page
130.

* Right-click and drag it to change the
adjacent line into an arc, or vice versa.
See “Alternate” on page 121.
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Reshape

¢ Click and drag a Reshape edit handle to
change the angle and/or length of the seg-
ments on either side of it, or the size of
the object, depending on the currently

active Edit Behavior |&.
Move Line Segment

¢ The Move Line Segment edit handle is
found on straight segments of open poly-
lines and moves the straight section
according to the currently active Edit

Behavior |#. Adjacent segments may
extend or contract in their original direc-
tions to maintain their connections.

Move Arc

e Click and drag the Move Arc edit handle
to change the radius and/or chord length
or position, depending on the currently

active Edit Behavior | and whether
the arc has a locked center. Adjacent seg-
ments may extend, contract, or change
angle to maintain their connections.

Resize Arc

e Click and drag the Resize Arc edit handle
to change the radius, chord length and
chord position of the arc segment,
depending on the currently active Edit

Behavior | and whether the arc has a
locked center. Adjacent segments may
extend, contract, or change angle to
maintain their connections.

Reshape Arc

e Click and drag the Reshape Arc edit han-
dle to change the radius of the arc without
moving its end points. Only available if
the arc has an unlocked center.

Adjust Width

Some arc-based objects, such as stairs and
roads, have additional handles that allow the
width of the object to be adjusted.

» Click and drag a small, round edit handle
to increase or decrease the object’s width.
By default, objects are resized in 1"
increments. This Snap Unit is defined in
the Plan Defaults dialog. See “General
Plan Defaults Dialog” on page 58.

Using Dimensions

Dimensions can be used to move or
& reshape polyline-based objects. See
“Moving Objects Using Dimensions” on
page 737.

Using the Specification
Dialog

Open polyline-based objects can be
H_l edited using their specification
dialogs. See “Polyline Specification Dialog”
on page 791.

Using the Edit Toolbar

A selected open polyline-based object can be
edited in a variety of ways using the buttons
on the edit toolbar.

The following toolbar buttons may display
on the edit toolbar for a selected open
polyline-based object:



Click the Select Next Object | edit
button to select nearby objects instead of
the selected object. See “Selecting
Objects” on page 124.

Click the Open Object |1 edit button to
open the specification dialog for the
selected object(s). See “Specification
Dialogs” on page 31.

Click the Copy/Paste |1 edit button to
copy the selected object(s) to the Win-
dows Clipboard so they can be pasted
elsewhere. See “Copying and Pasting
Objects” on page 114.

Click the Copy and Paste in Place (]
edit button to create a copy of the
selected object(s) at the same location as
the original. See “Copy and Paste in
Place” on page 117.

Click the Delete [}X edit button to delete
the selected object(s). See “Deleting
Objects” on page 171.

Click the Transform/Replicate

Object 121 edit button to copy, move,
rotate, resize, or reflect the selected
object(s). See “Transform/Replicate
Object Dialog” on page 166.

Click the Accurate Move =¥ edit button
to slow down the mouse speed when
using the edit handles. See “Accurate
Move” on page 153.

Click the Make Parallel/Perpendicular
1l edit button to make the selected
straight edge parallel or perpendicular to

another straight edge. See “Using Make
Parallel/Perpendicular” on page 155. Not

Editing Open Polyline Based Objects

available when the selected edge is an
arc.

Click the Point to Point Move . edit
button to accurately move the selected
object(s). See “Point to Point Move” on
page 153.

Click the Center Object [#4 edit button
to center an object along along a wall
within a room or relative to a cabinet
fixture. See “Using Center Object” on
page 156.

Click the Reflect About Object |l edit
button to reflect the selected object(s)
about another object. See “Reflecting
Objects” on page 163.

Click the Move to Front of Group ({®
edit button to display the selected object
in front of other objects in the same
drawing group. See “Move to Front of
Group” on page 151.

Click the Break Line |=- edit button to
add a new corner or pivot point to the
selected object. See “Break Line” on
page 158.

Click the Reverse Direction |+ edit but-
ton to reverse the direction of the selected
object(s). See “Reverse Direction” on
page 164.

Click the Close Polyline ] edit button
to convert the selected open polyline into
a closed polyline. See “Using Close
Polyline” on page 138.

Click the Convert Polyline | edit but-
ton to convert the object into a special
polyline-based object. See “Convert
Polyline” on page 165.
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» Click the Change Line/Arc | edit but-
ton to change a line-based polyline edge
to an arc, or vice versa. See “Change
Line/Arc” on page 159.

e Click the Record Walkthrough Along

Path |/ edit button to record a walk-
through video of your model along the
path defined by the selected polyline. See
“Walkthroughs” on page 819.

 Click the Fillet Two Lines ;" edit but-
ton, then click on an adjacent edge to cre-
ate an arc connecting the two. See “Fillet
Two Lines” on page 159. Cannot be used
if the adjacent edge is an arc.

 Click the Chamfer Two Lines | edit
button, then click on an edge adjacent to
the selected edge to chamfer the corner
between them. See “Chamfer Two Lines
on page 160.

7

Using Close Polyline

An open polyline-based object can be
f——[ converted into a closed polyline using
the Close Polyline edit tool. This tool adds
an edge to the open polyline, connecting its
two ends and closing the gap between them.
Close Polyline is not available when Edit

Object Parts |L*] is enabled. See “Edit
Object Parts” on page 125.

Closed polyline-based objects are composed
of individual line- and arc-based objects
joined end-to-end and forming an enclosed
area. See “Polylines” on page 790.

Obijects are considered closed polyline-based
when they can be edited similar to closed
CAD polylines using their edit handles.

Closed CAD polylines, slabs and roof planes
are examples of closed polyline-based
objects.

Some objects, notably walls, have closed
polyline-based editing behavior only when
they are selected on certain surfaces in 3D
views. See “Editing Walls” on page 197.

Editing Closed-Polyline Based Objects

Other objects, such as connected road
segments, have additional edit handles that



allow you to concentrically adjust the width
of all segments of the object.

-+ If Edit Object Parts is enabled, clicking
@ on a polyline edge selects the individual
edge rather than the entire polyline. See “Edit
Object Parts” on page 125.

Using the Edit Handles

A polyline can be composed of many
segments. See “Polylines” on page 790.

When selected, a closed polyline-based
object displays a Move handle, a Rotate
handle, and a Reshape handle at the
intersection of each segment.

Each straight, line-based segment has a
Move edit handle along its length.

Each curved, arc-based segment has its own
Move handle at the center of its chord, a
Resize handle and, if it has an unlocked
center, a Reshape handle. See “Editing Arc
Based Objects” on page 130.

When a polyline is selected, the edge that
you click nearest is called the selected edge,
and certain operations affect only this edge.
The Move handle of the selected edge is
larger than that of other edges. It displays
along the length of a line segment, or at the
center of the chord on an arc segment. See
“Selected Edge” on page 125.

Any action performed using the edit handles
can be cancelled by pressing the Esc key or
any two mouse buttons at the same time.

.. The behavior of the edit handles may
@ depend on the currently active Edit
Behavior. See “Edit Behaviors” on page 120.

Editing Closed-Polyline Based Objects

Move arc Rotate

segment
Move

polyline / arc
NN, Reshape
o arc
o
o

= &
‘AMove line
» Click and drag the Move handle to move

segment
the object according to the currently
active Edit Behavior .

* Movement may be limited or stopped by
other objects or Snap Behaviors. Move
restrictions can be overridden by holding
down the Ctrl key while dragging. See
“Unrestricted Movement” on page 153.

Resize

Reshape
polyline

Move

Rotate

e The Rotate handle is used to rotate the
object, either about its center or about the
current CAD point. Its position varies
depending on which edge is currently
selected. See “Rotating Objects” on page
161.

Reshape

» Click and drag a Reshape edit handle to
change the angle and/or length of the seg-
ments on either side of it, or the size of
the object, depending on the currently

active Edit Behavior |
Move Line Segment

e The Move Line Segment edit handle is
found on straight segments of closed
polylines and moves the straight section
according to the currently active Edit
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Behavior . Adjacent segments may
extend or contract in their original direc-
tions to maintain their connections.

Move Arc

e Click and drag the Move Arc edit handle
to change the radius and/or chord length
or position, depending on the currently

active Edit Behavior | and whether
the arc has a locked center. Adjacent seg-
ments may extend, contract, or change
angle to maintain their connections.

Resize Arc

e Click and drag the Resize Arc edit handle
to change the radius, chord length and
chord position of the arc segment,
depending on the currently active Edit

Behavior | and whether the arc has a
locked center. Adjacent segments may
extend, contract, or change angle to
maintain their connections.

Reshape Arc

e Click and drag the Reshape Arc edit han-
dle to change the radius of the arc without
moving its end points. Only available if
the arc has an unlocked center.

Using Dimensions

Dimensions can be used to move or

& reshape closed polyline-based objects.
See “Moving Objects Using Dimensions” on
page 737.

Using the
Specification Dialog

Closed polyline-based objects can be
H_l edited using their specification

dialogs. See “Polyline Specification Dialog”
on page 791.

Using the Edit Toolbar

A selected closed polyline-based object can
be edited in a variety of ways using the
buttons on the edit toolbar.

The following toolbar buttons may display
on the edit toolbar for a selected closed
polyline-based object:

* Click the Select Next Object | edit
button to select nearby objects instead of
the selected object. See “Selecting
Objects” on page 124.

* Click the Open Object | [/ edit button to
open the specification dialog for the
selected object(s). See “Specification
Dialogs” on page 31.

e Click the Copy/Paste |1+ edit button to
copy the selected object(s) to the Win-
dows Clipboard so they can be pasted
elsewhere. See “Copying and Pasting
Objects” on page 114.

* Click the Copy and Paste in Place (]
edit button to create a copy of the
selected object(s) at the same location as
the original. See “Copy and Paste in
Place” on page 117.

* Click the Delete |[X{ edit button to delete
the selected object(s). See “Deleting
Objects” on page 171.

e Click the Transform/Replicate

Object 127 edit button to copy, move,
rotate, resize, or reflect the selected
object(s). See “Transform/Replicate
Object Dialog” on page 166.



Click the Accurate Move =¥ edit button
to slow down the mouse speed when
using the edit handles. See “Accurate
Move” on page 153.

Click the Make Parallel/Perpendicular

1l edit button to make the selected
straight edge parallel or perpendicular to
another straight edge by either rotating
the selected edge or the entire polyline.
See “Using Make Parallel/Perpendicular”
on page 155. Not available when the
selected edge is an arc.

Click the Point to Point Move . edit
button to accurately move the selected
object(s). See “Point to Point Move” on
page 153.

Click the Center Object [#4 edit button
to center an object along along a wall
within a room or relative to a cabinet
fixture. See “Using Center Object” on
page 156.

Click the Reflect About Object |l edit
button to reflect the selected object(s)
about another object. See “Reflecting
Objects” on page 163.

Click the Move to Front of Group |l
edit button to display the selected object
in front of other objects in the same
drawing group. See “Move to Front of
Group” on page 151.

Editing Box-Based Objects

Click the Break Line |=- edit button to
add a new corner or pivot point to the
selected object. See “Break Line” on
page 158.

Click the Reverse Direction |+ edit but-
ton to reverse the direction of the selected
object(s). See “Reverse Direction” on
page 164.

Click the Convert Polyline | edit but-
ton to convert the object into a special
polyline-based object. See “Convert
Polyline” on page 165.

Click the Change Line/Arc | =] edit but-
ton to change a line-based polyline edge
to an arc, or vice versa. See “Change
Line/Arc” on page 159.

Click the Fillet Two Lines |7 edit but-
ton, then click on an adjacent edge to cre-
ate an arc connecting the two. See “Fillet
Two Lines” on page 159. Cannot be used
if the adjacent edge is an arc.

Click the Record Walkthrough Along

Path |®/ edit button to record a walk-
through video of your model along the
path defined by the selected polyline. See
“Walkthroughs” on page 819.

Click the Chamfer Two Lines [ edit
button, then click an edge adjacent to the
selected edge to chamfer the corner
between them. See “Chamfer Two Lines”
on page 160.

Editing Box-Based Objects

Objects are considered box-based when they
can be edited similar to CAD boxes using

their edit handles.
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Box-based objects are similar to closed
polyline-based objects, but must always have
four sides with right-angled corners.

In addition to the CAD Box tools, Text
objects, many library symbols, pictures and
images are examples of box-based objects.

& o] <
a O N
Lol g <
>
-] [] o A
< 2] >

Using the Edit Handles

When selected, a box-based object displays
ten edit handles. Unlike polylines, boxes
must always have four sides with right-
angled corners.

Any action performed using the edit handles
can be cancelled by pressing the Esc key or
any two mouse buttons at the same time.

.+ The behavior of the edit handles may
@ depend on the currently active Edit
Behavior. See “Edit Behaviors” on page 120.

Extend Move
g O : Resize
| “REF | /
Rotate =
i A

Click and drag the Move handle to move
the object according to the currently

active Edit Behavior |#. See “Edit
Behaviors” on page 120.

Movement may be limited or stopped by
other objects or Snap Behaviors. Move
restrictions can be overridden by holding
down the Ctrl key while dragging. See
“Unrestricted Movement” on page 153.

<

REF.

The four Resize handles located at each
corner are used to increase or decrease
the size of the object.

REF.

The four Extend handles display along
each edge. If you select an object on an
edge, the Extend handle displays at the
point where you clicked; otherwise, it
displays at the center of the edge.



REF.

* The triangular Rotate handle located
near the selected edge of the object is
used to rotate it either about its center or
the current CAD point. The pointer

changes to a circular arrow §* when
moved over this handle. See “Rotating
Objects” on page 161.

_/\

Using Dimensions

Dimensions can be used to move or
& reshape box-based objects. See
“Moving Objects Using Dimensions” on
page 737.

Using the
Specification Dialog
H_l Box-based objects can be edited using

their specification dialogs. See “Box
Specification Dialog” on page 795.

Using the Edit Toolbar

A selected closed polyline-based object can
be edited in a variety of ways using the
buttons on the edit toolbar.

Editing Box-Based Objects

The following toolbar buttons may display
on the edit toolbar for a selected closed
polyline-based object:

* Click the Select Next Object |4 edit
button to select nearby objects instead of
the selected object. See “Selecting
Objects” on page 124.

+ Click the Open Object |1 edit button to
open the specification dialog for the
selected object(s). See “Specification
Dialogs” on page 31.

e Click the Copy/Paste o0 edit button to
copy the selected object(s) to the Win-
dows Clipboard so they can be pasted
elsewhere. See “Copying and Pasting
Objects” on page 114.

« Click the Copy and Paste in Place |#]
edit button to create a copy of the
selected object(s) at the same location as
the original. See “Copy and Paste in
Place” on page 117.

* Click the Delete |X{ edit button to delete
the selected object(s). See “Deleting
Objects” on page 171.

* Click the Transform/Replicate

Object 21 edit button to copy, move,
rotate, resize, or reflect the selected
object(s). See “Transform/Replicate
Object Dialog” on page 166.

» Click the Accurate Move =¥ edit button
to slow down the mouse speed when
using the edit handles. See “Accurate
Move” on page 153.

e Click the Make Parallel/Perpendicular

1l edit button to make the selected
straight edge parallel or perpendicular to

143



Home Designer Pro 2014 Reference Manual

another straight edge. See “Using Make
Parallel/Perpendicular” on page 155. Not
available when the selected edge is an
arc.

+ Click the Reflect About Object |l edit
button to reflect the selected object(s)
about another object. See “Reflecting
Objects” on page 163.

+ Click the Point to Point Move |, edit
button to accurately move the selected
object(s). See “Point to Point Move” on

* Click the Move to Front of Group |{R
edit button to display the selected object
in front of other objects in the same

page 153. drawing group. See “Move to Front of
« Click the Center Object |4 edit button Group” on page 151.
to center an object along along a wall + Click the Convert Polyline |5/ edit but-

within a room or relative to a cabinet
fixture. See “Using Center Object” on
page 156.

ton to convert the object into a special
polyline-based object. See “Convert
Polyline” on page 165.

Editing Spline Based Objects

Obijects are considered spline-based when Any action performed using the edit handles
they can be edited similar to CAD splines can be cancelled by pressing the Esc key or
using their edit handles. See “Splines” on any two mouse buttons at the same time.
page 796.

Sprinkler lines, spline terrain curbs, spline @ The behavior of the edit handles may
terrain walls and both round and kidney- ‘¥ depend on the currently active Edit

Behavior. See “Edit Behaviors” on page 120.

shaped terrain features are spline-based

objects. See “Terrain” on page 537.

Reshape .o
Move
—
Resize
A‘\Rotate
Move
Using the Edit Handles + Click and drag the Move handle to move

L . the object according to the currentl
When a spline is selected, several different J g y

types of handles display.
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active Edit Behavior . See “Edit
Behaviors” on page 120.

Movement may be limited or stopped by
other objects or Snap Behaviors. Move
restrictions can be overridden by holding
down the Ctrl key while dragging. See
“Unrestricted Movement” on page 153.

Rotate

Click and drag the Rotate edit handle to
rotate the entire spline.

Reshape

The Reshape edit handles display along
the spline at each vertex. Click and drag a
Reshape edit handle to change the length,
angle and curve of adjacent segments
without affecting other reshape handles.

Resize

The Resize edit handles display along the
spline, between each vertex. Click and
drag a Resize edit handle to move the
adjacent vertices and lengthen or shorten
adjacent segments.

Editing Spline Based Objects

Using the
Specification Dialog

Spline-based objects can be edited
H_l using their specification dialogs. See
“Polyline Specification Dialog” on page 791.

Using the Edit Toolbar

A selected spline-based object can be edited
in a variety of ways using the buttons on the
edit toolbar.

The following toolbar buttons may display
on the edit toolbar for a selected spline-based
object:

* Click the Select Next Object |4 edit
button to select nearby objects instead of
the selected object. See “Selecting
Objects” on page 124.

+ Click the Open Object [T edit button to
open the specification dialog for the
selected object(s). See “Polyline
Specification Dialog” on page 791.

» Click the Copy/Paste [z edit button to
copy the selected object(s) to the Win-
dows Clipboard so they can be pasted
elsewhere. See “Copying and Pasting
Objects” on page 114.
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Click the Copy and Paste in Place |&]
edit button to create a copy of the
selected object(s) at the same location as
the original. See “Copy and Paste in
Place” on page 117.

Click the Delete |[X{ edit button to delete
the selected object(s). See “Deleting
Objects” on page 171.

Click the Transform/Replicate

Object 121 edit button to copy, move,
rotate, resize, or reflect the selected
object(s). See “Transform/Replicate
Obiject Dialog” on page 166.

Click the Accurate Move = edit button
to slow down the mouse speed when
using the edit handles. See “Accurate
Move” on page 153.

Click the Make Parallel/Perpendicular

1l edit button to make the selected
spline edge parallel or perpendicular to
another straight edge. See “Using Make
Parallel/Perpendicular” on page 155.

Click the Point to Point Move |, edit
button to accurately move the selected
object(s). See “Point to Point Move” on
page 153.

Click the Center Object |+# edit button
to center an object along along a wall
within a room or relative to a cabinet
fixture. See “Using Center Object” on
page 156.

Click the Reflect About Object |l edit
button to reflect the selected object(s)
about another object. See “Reflecting
Objects” on page 163.

Click the Move to Front of Group |{l
edit button to display the selected object
in front of other objects in the same
drawing group. See “Move to Front of
Group” on page 151.

Click the Break Line = edit button to
add a new corner or pivot point to the
selected object. See “Break Line” on
page 158.

Click the Convert Polyline = edit but-
ton to convert the object into a special
polyline-based object. See “Convert
Polyline” on page 165.

Click the Record Walkthrough Along
Path |®/ edit button to record a walk-
through video of your model along the

path defined by the selected polyline. See
“Walkthroughs” on page 819.

Editing Circles, Ovals and Ellipses

Obijects created using the Circle Tools
2/ are unusual in that no architectural
objects share their functionalities.

Using the Edit Handles

When selected, circles, ovals and ellipses
display eleven edit handles.
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Unlike Ovals |7 and Ellipses <=, a Circle

(2 cannot be edited into any other shapes; it
can only be a circle.

Any action performed using the edit handles
can be cancelled by pressing the Esc key or
any two mouse buttons at the same time.

.. The behavior of the edit handles may
@ depend on the currently active Edit
Behavior. See “Edit Behaviors” on page 120.

Reshape

& o &
i Move
/

I

Concentric
Resize =~ —u
< o <
Rotate
A
Move

e Click and drag the Move handle to move
the object according to the currently

active Edit Behavior . See “Edit
Behaviors” on page 120.

* Movement may be limited or stopped by
other objects or Snap Behaviors. Move
restrictions can be overridden by holding
down the Ctrl key while dragging. See
“Unrestricted Movement” on page 153.

Rotate

» Click and drag the Rotate handle of an
oval or ellipse to change its orientation.

Editing Circles, Ovals and Ellipses

(=

\_

Reshape

e The eight edit handles beyond the perim-
eter are Reshape edit handles. Move them
in or out to resize and reshape an oval or
ellipse.

"y

« Unlike ovals and ellipses, circles cannot
be reshaped. When a Reshape handle is
dragged on a circle, it is only resized.

PN

N
| \,//

Concentric Resize

» The Concentric Resize edit handle dis-
plays on the perimeter of a circle between
a corner Reshape handle and the center.
Click and drag this handle to resize the
circle without moving its center point.
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Using Dimensions

Dimensions can be used to move or
& resize circle-based objects. See
“Moving Objects Using Dimensions” on
page 737.

Using the
Specification Dialog

Circles, ovals and ellipses can be
[I_l edited using their specification
dialogs. See “CAD Circle/Oval/Ellipse
Specification Dialog” on page 789.

Using the Edit Toolbar

A selected circle, oval or ellipse can be
edited in a variety of ways using the buttons
on the edit toolbar.

The following toolbar buttons may display
on the edit toolbar for a selected circle, oval
or ellipse:

« Click the Select Next Object ah edit
button to select nearby objects instead of
the selected object. See “Selecting
Objects” on page 124.

+ Click the Open Object |JT1 edit button to
open the specification dialog for the

selected object(s). See “Specification
Dialogs” on page 31.

Click the Copy/Paste |1 edit button to
copy the selected object(s) to the Win-
dows Clipboard so they can be pasted
elsewhere. See “Copying and Pasting
Objects” on page 114.

Click the Copy and Paste in Place (]
edit button to create a copy of the
selected object(s) at the same location as
the original. See “Copy and Paste in
Place” on page 117.

Click the Delete |}X{ edit button to delete
the selected object(s). See “Deleting
Objects” on page 171.

Click the Transform/Replicate

Object 121 edit button to copy, move,
rotate, resize, or reflect the selected
object(s). See “Transform/Replicate
Object Dialog” on page 166.

Click the Accurate Move =¥ edit button
to slow down the mouse speed when
using the edit handles. See “Accurate
Move” on page 153.

Click the Make Parallel/Perpendicular

1l edit button to make the selected edge
parallel or perpendicular to another
straight edge. See “Using Make Parallel/
Perpendicular” on page 155.

Click the Point to Point Move | edit
button to accurately move the selected
object(s). See “Point to Point Move” on
page 153.

Click the Center Object |+# edit button
to center an object along along a wall
within a room or relative to a cabinet



fixture. See “Using Center Object” on
page 156.

* Click the Reflect About Object | L edit
button to reflect the selected object(s)
about another object. See “Reflecting
Objects” on page 163.

* Click the Move to Front of Group ({l
edit button to display the selected object

Displaying Objects

in front of other objects in the same
drawing group. See “Move to Front of
Group” on page 151.

* Click the Convert Polyline = edit but-
ton to convert the object into a special
polyline-based object. See “Convert
Polyline” on page 165.

Displaying Objects

The display of objects in 2D and 3D views
can be controlled by layer. See “Displaying
Objects” on page 102.

Text, Line and Fill Styles

In addition to text-based objects, a variety of
objects can display text as part of their line
style or label. The appearance of this text can
be controlled by layer. See “Line and Text
Styles” on page 102.

Line style, weight and color can be
controlled by layer or overridden in the
specification dialogs for many objects. See
“Line Style Tab” on page 781.

You can also toggle the on screen display of
line weights on and off. See “Show Line
Weights” on page 845.

In addition, many objects have a fill style
that can be specified in the objects’
specification dialogs. See “Fill Style Tab” on
page 792.

Color On/Off

The display of color on-screen can be
lﬂﬂ toggled on and off in all views except
perspective views by selecting Tools>
Display Settings> Color On/Off.

You can set defaults to specify whether cross
section/elevations, camera views and
overviews using the Orthographic rendering
technique are generated with colors turned in
the 3D View Defaults dialog. See “Options
Tab” on page 669.

The display of colors may or may not make a
view easier to understand. Experiment to see
what works for you, then set your default in
the 3D View Defaults dialog for each view.

Colors are used in Orthographic Views to
represent different materials. The colors can
be printed if you have a color printer, or can
appear as shades of gray on a black and white
printer. If you have assigned a picture file to
represent the texture of a material in
perspective views, the program can sample
that picture file and define an approximate
color to use in all Orthographic views. See
“Define Material Dialog” on page 643.
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To display views in gray scale

1. Select Tools> Display Settings> Color
Off | to toggle color off.

2. Select Edit> Preferences to open
the Preferences dialog.

3. On the Appearance panel, check Obey
Color On/Off Setting. See “Appear-
ance Panel” on page 61.

To display views in black and white

1. Select Tools> Display Settings> Color
Off | to toggle color off.

2. Select Edit> Preferences to open
the Preferences dialog.

3. On the Appearance panel, uncheck
Obey Color On/Off Setting.

When color is toggled off and Obey Color
On/Off Setting is unchecked, all lines
appear in black and solid fills appear in either
white or black, depending on which is closer
to the actual line or fill color when color is
turned on. The background remains as
defined in the Preferences dialog. See
“Colors Panel” on page 63.

You can also print in color, black and white,
or gray scale. See “Print Dialog” on page
855.

Arc Centers and Ends

-.;| The display of arc center- and

'_'2'9 endpoints, and the display of circle
center points can be enabled by clicking the
Show Arc Centers and Ends toggle button
or in the CAD Defaults dialog. See “CAD
Defaults Dialog” on page 770.

Drawing Groups

Each object in a plan or layout file belongs to
one of three drawing groups, which
influences whether it displays in front of or
behind other objects.

» The Default Group is where most
objects are placed when first created.

e Objects moved to the Back Group dis-
play behind those in the other two draw-
ing groups.

* Objects moved to the Front Group dis-
play in front of those in the other two
drawing groups.

Most objects are drawn in the Default Group.
Notable exceptions are imported pictures,
which are placed in the Back Group, and
Walkthrough Paths, which are placed in the
Front Group. Objects in the Default Group
display in front or behind one another
according to program-defined rules that can
be modified in only limited ways.

Once most CAD or CAD-based objects are
created, though, you can control how they
display relative to other objects using their
specification dialog. See “Line Style Tab” on
page 781.

For example, you can move an object to the
Back Group or Front Group so that it
displays behind or in front of objects in the
other drawing groups.

You can also check Move to Front of Group
or use the edit button of the same name to
display the object in front of other objects in
its drawing group, but not necessarily in
front of objects in other groups.



Move to Front of Group

Click the Move to Front of Group

edit button to move the selected
object(s) so that it displays in front of other
objects in the same drawing group. Move to
Front of Group functions like the checkbox
of the same name in the object’s specification
dialog.

An object moved to the front of the Default
Group, for example, will display in front of
objects in that group and those in the Back
Group, but will still display behind objects in
the Front Group.

Move to Front of Group |{R only affects
the display of objects in the Default Group
when they are of the same type: for example,
CAD objects, furnishings, base cabinets, or
wall cabinets. It cannot make a base cabinet
display in front of a wall cabinet; but it can
make a selected wall cabinet display in front
of other wall cabinets.

Move to Front of Group |l is useful for
creating a sense of depth or to improve a
drawing’s clarity. For example, in a cross
section detail, you can move a CAD circle
representing rebar to the front of a wall with

Displaying Objects

a concrete fill pattern so that the rebar is not
masked by the wall’s fill pattern.

Move to Front of Group | is not available
for Walkthrough Paths.

Patterns and Textures

The appearance of architectural objects in 3D
views is affected by the materials applied to
the objects’ surfaces. See “Materials” on
page 631.

Material patterns display in Technical
Illustration and Vector Views, while textures
display in Standard rendered views. See
“Rendering Techniques” on page 710.

In 3DStandard rendered views that use
textures, you can turn on or off the display of
textures by selecting 3D> Toggle

Textures B¥.

Delete Surface

In any 3D view, select 3D> Delete

Surface, then click a surface in the
view to temporarily remove the surface from
the current view. See “Delete 3D Surface” on
page 679.

Refresh Display

Refresh Display redraws the current
window to clean up extra lines, show
missing items, and correct random on-screen
effects caused by changes to a model. Select
Tools> Display Settings> Refresh Display
or press the F5 key to refresh the on-screen
display.
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Objects can be moved using the edit handles
as well as a variety of edit tools. Multiple
selected objects can also be moved as a
group. See “Selecting Objects” on page 124.

Using the Edit Handles

Select an object, then click the Move edit
handle and drag it to a new location. When
your pointer is over the Move handle, it
displays a four-headed arrow.

& 8] <&

& g <
As an object is moved, it jumps at set

increments when Grid Snaps | are
enabled. See “Grid Snaps” on page 112.

When Object Snaps [} are enabled, a
selected object snaps to its original location
if it passes over that location while being
moved.

The behavior of the Move edit handle varies
depending on the currently active Edit

Behavior |#. See “Edit Behaviors” on page
120.
 If the Default [, Resize [N, Concen-

tric /< or Fillet [[< | edit behavior is
active, the object moves orthogonal, or at
a right angle to, any of its edges.

» If the Alternate [Alt edit behavior is
active, the selected object(s) can be
moved at Allowed Angles if Angle

Snaps |- are enabled, or orthogonal to

any of its edges if they are not. See
“Alternate” on page 121.

You can temporarily slow the movement of
your mouse as you drag an edit handle by
holding down the Shift key on your
keyboard.

Bumping/Pushing

When Edit> Snap Settings>

K3 Bumping/Pushing is enabled, CAD
and CAD-based objects with CAD Stops
Move and/or Wall Stops Move enabled, as
well as architectural objects, bump into and
can push one another as they are moved. See
“Line Style Tab” on page 781.

When an object bumps into another similar
object while it is being moved, it stops.
Continue dragging and the selected item
resumes movement through the obstructing
object. The Maximum Bump Distance, or
the distance you must drag to override
bumping, is set in the Preferences dialog.
See “Snap Properties Panel” on page 79.

Bumping/Pushing [¥E| also affects objects
when they are moved using dimensions. See
“Moving Objects Using Dimensions” on
page 737.

Walls, wall openings, cabinets, furnishings
and fixtures, and CAD and CAD-based
objects are examples of objects that can push
other objects of these same types once they



have bumped into them. Instead of dragging
through the obstructing object(s), release the
mouse button and then click and drag the
Move edit handle a second time in the same
direction to push.

Certain types of objects, notably roof planes,
and objects on locked layers can be bumped
but cannot be pushed. See “Layer Display
Options Dialog” on page 104.

CAD Stops Move/
Wall Stops Move

CAD and CAD-based objects can be set to
stop at other CAD objects and/or at walls as
they are being moved. See “Line Style Tab”
on page 781.

Some objects, such as cross boxes, framing
members and insulation, are automatically
set to stop when moved against other CAD
objects.

CAD Stops Move and Wall Stops Move do

not function if Bumping/Pushing [HE| is
turned off.

Unrestricted Movement

Many objects have restrictions placed on
their movement by their own properties or
specification settings. Architectural objects,
for example, bump into other 3D objects as
they are being moved when Bumping/

Pushing (4K is enabled.

CAD-based objects may be set to stop at
other CAD objects or at walls. See “Line
Style Tab” on page 781.

Moving Objects

Other move restrictions are activated by the

Snap Settings |~. See “Snap Behaviors” on
page 109.

These restrictions can be overridden when
necessary by holding down the Ctrl key
while dragging to move an object.

To move an object freely

1. Select the object.
2. Hold down the Ctrl key.

3. Click the Move edit handle and drag it
to the new location.

You can also press the Ctrl key while
dragging an object’s Move handle to override
move restrictions.

Accurate Move

Click the Accurate Move edit button,
=p then move the selected object(s) at a
slower speed than normal for greater
precision. Accurate Move can also be used
to resize, reshape or rotate objects.

Accurate Move [=#/is not a toggle button: it
only affects the speed of the mouse during
the next edit. The next time you want to use
this edit tool, you need to click it again.

You can also slow down the movement speed
of a selection after you have started moving
it by pressing the Shift key. Release the Shift
key to resume movement at normal speed.

Point to Point Move

% The Point to Point Move edit button
+ | allows a selected object or group of
objects to be accurately moved.
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To use Point to Point Move

1. Select one or more objects that you
would like to move, then click the Point
to Point Move |4 edit button.

2. Click a point that you want to accurately
reposition.

3. Click the point in the plan where you
would like the selected point to be relo-
cated when it is moved.

4. The selected object(s) are moved so that
they maintain their position relative to
the point.

Point to Point Move | can be used with
the Copy/Paste |1 edit button. See “To
point to point copy” on page 118.

Point to Point Move || can also be used

with the Edit Area |[& tools. See “Edit Area
Tools” on page 168.

Center Object

The Center Object edit button allows

A you to move walls, cabinets and other

objects so that they are centered along a wall
within a room or relative to a window or
cabinet.

Move to Framing Reference
Framing members can be positioned

'E' relative to a Framing Reference using
the Move to Framing Reference edit tool.

See “Framing Reference Marker” on page
442,

Using Dimensions

Obijects or the selected edges of some
& objects can be moved using
dimensions. See “Moving Objects Using
Dimensions” on page 737.

Using the Transform/
Replicate Object Dialog

Objects and groups of objects can be
moved relative to themselves or an
absolute location using the Transform
Replicate Object dialog. See “Transform/
Replicate Object Dialog” on page 166.

0-+0
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It is often important to align objects such as
text boxes, roof plane edges or walls, or to
align objects on different floors. There are
several methods to choose from.

Using the Mouse
Cross Hairs

Objects can be aligned by eye using the
mouse cross hairs as a reference. This

method can help you draw, place and edit
objects quickly and with reasonable
accuracy, but is not necessarily as accurate as
some of the other approaches described here.

The mouse cross hairs can be turned on and
off in the Preferences dialog. See “Edit
Panel” on page 76.



Using Snap Settings

With Object Snaps ¥ on, you can snap the
edge of a selected object to that of another.
Select an edge of an object. Drag it to the
edge of another object to reveal an Object
Snap point, then release the mouse.

With Grid Snaps | on and Angle

object, and drag from the center move
handle. This snaps the selected side to the
grid.

When both Grid Snaps | and Angle

equal to the Snap unit specified in the Plan
Defaults dialog rather than onto the grid
itself. This does not align objects to the grid
unless they were already snapped to the grid.
See “Snap Behaviors” on page 109.

Using Dimensions

Create a temporary or manual
662 dimension relative to an object such as
a wall or line, and relocate the objects to the
same dimension. See “Moving Objects
Using Dimensions” on page 737.

~ie Text objects can be aligned using set-
@\ tings in the Text Specification dialog.
See “Aligning Text” on page 756.

CAD Stops Move/
Wall Stops Move
CAD and CAD-based objects can be aligned

using another CAD object or a wall as a
guide. Check the CAD Stops Move and/or

Aligning Objects

Wall Stops Move boxes in the objects’
specification dialogs, then move them until
they bump into the CAD object or wall that
you wish to use as a guide for alignment. See
“Line Style Tab” on page 781.

Using Make Parallel/
Perpendicular

The Make Parallel/Perpendicular
J-L edit button allows you to make a
selected object parallel or perpendicular to
any straight edge.

If you select an edge of a polyline-based
object, adjacent edges extend or contract to
maintain contact, but other edges are remain
unchanged. The selected edge rotates about
its endpoint if selected near the end, or about
its center if you click within its middle third.

To use Make Parallel/Perpendicular

1. Select an object such as a roof plane on
the edge that you would like to make
parallel or perpendicular to another
object.

« Click near the center of the edge to
rotate it about the center.

« Click near an end to rotate the edge
about that end.

2. Click the Make Parallel/
Perpendicular |1l edit button
Click on a straight edge such as a wall.

4. If the first object is within 45° of parallel
to the second object, it is made parallel.
Otherwise, it is made perpendicular to
the second object.
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You can also make the selected edge parallel
by rotating the entire object. See “Make
Parallel/Perpendicular with Polyline Based
Objects” on page 162.

Using Center Object

The Center Object edit button can be
> used to center a variety of objects
relative to another object.

To center an object

1. Select an object.

Click the Center Obiject |+ edit button.

Move the mouse pointer over the object
you would like to center the selected
object relative to.

¢ As the pointer passes over an eligible
object, it becomes highlighted and a
dashed centering axis line displays.

4. When the desired centering axis dis-
plays, click once to center the selected
object along that axis line.

To center an object in a room
1. Select an object such a cabinet.

Click the Center Obiject [+ edit button.

Move the mouse pointer in the room that
you would like to center the selected
object relative to.

» As you move the pointer, a centering
axis will display along the wall it is
closest to.

 The selected object does not have to be

inside a room in order to be centered
relative to that room.

4. When a centering axis displays along the
correct wall, click once.

5. The object is moved perpendicular to the
centering axis.

If you click outside an exterior wall instead
of clicking inside, the selected object is
centered along the edge of the Exterior
Room. See “The Exterior Room” on page
232.

Aligning Arc Centers

The center points of circles and arc-based
objects can be aligned, even if the objects are
on different floors, when the Reference
Display is turned on and Show Arc Centers

and Ends |2 is enabled. See “The
Reference Floor” on page 327 and “CAD
Defaults Dialog” on page 770.

To align center points easily, it is helpful to
turn on Object Snaps |I'f and turn off Angle

and “Angle Snaps” on page 111.



Aligning Objects on
Different Floors
Objects on different floors can be aligned
with one another using Object Snaps [F

Resizing Objects

and the Reference Display [&. See “Object
Snaps” on page 110 and “The Reference
Floor” on page 327.

Resizing Objects

Obijects can be resized using the edit handles,
specification dialogs, and the Transform/
Replicate Object dialog.

Using the Edit Handles

Depending on the currently active Edit

Behavior |&, the end, corner and/or side
edit handles can be used to resize a selected
object. See “Edit Behaviors” on page 120.

When the Concentric |/ edit behavior is
active, dragging an object’s corner or end
handle resizes it according to the
Concentric Jump value set in the
Preferences dialog. See “Concentric” on
page 122.

Objects can be resized about either their
center points or the current CAD point. See
“Behaviors Panel” on page 78.

To override any movement restrictions
caused by snap settings or the presence of
other objects, press the Ctrl key while
dragging an edit handle.

As an object is resized, any dimensions
indicating its size will update to reflect yoru
changes. You can use dimensions as
references to help you achieve the correct
size for most objects.

You can temporarily slow the movement of
your mouse as you drag an edit handle by

holding down the Shift key on your
keyboard.

Using the
Specification Dialog

Most objects can be accurately resized
H_l in their specification dialogs. See
“Specification Dialogs” on page 31.

Using Dimensions

Many objects can be resized by
& selecting an edge and then moving
that edge using dimensions. See “Moving
Objects Using Dimensions” on page 737.

Walls can also be resized using dimensions;
however, it is important to understand that
the selected edges of other objects cannot be
resized using dimensions - they can only be
moved. To resize an edge, select an adjacent
edge and move that edge instead.

Using the Transform/
Replicate Object Dialog

Most objects can be resized about
either their centers or an absolute
point using the Transform Replicate Object
dialog. See “Transform/Replicate Object
Dialog” on page 166.

0-+0
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There is a variety of ways to reshape objects
using the edit handles, specification dialogs
and edit toolbar buttons.

Some objects, notably circles and box-based
objects, cannot be reshaped - only resized.
See “Resizing Objects” on page 157.

Using the Edit Handles

Depending on the Edit Behavior | in use,
the end, corner and/or side edit handles can
be used to reshape a selected object. See
“Edit Behaviors” on page 120.

When a line-based, arc-based, or open-
polyline based object is selected, you can
right-click and drag an end handle to change
a line into an arc or vice versa. This behavior
does not apply to closed polylines.

To override any movement restrictions
caused by snap settings or the presence of
other objects, press the Ctrl key while
dragging an edit handle.

You can temporarily slow the movement of
your mouse as you drag an edit handle by
holding down the Shift key on your
keyboard.

Using the
Specification Dialog

A variety of CAD and CAD-based

H_l objects can be reshaped by editing
values on either the Selected Line or Selected

Arc tab of their specification dialogs. See

“Polyline Specification Dialog” on page 791.

Using Dimensions

Both temporary and manually drawn
. dimensions can be used to increase or
decrease the distance between the edge a
line- or polyline-based object and another,
parallel edge or line.

Angular Dimensions | [* can be used to
adjust the angle where two polyline segments
meet. See “Using Angular Dimensions” on
page 162.

Break Line

The Break Line edit button can be
_2_ used to break an individual line-, arc-,
or spline-based object into two segments.
The edges of a polyline-based object can also
be broken.

Note: The Break Line edit button is not avail-
able for box-based objects, objects created
with the Circle Tools, North Pointers, Sun
Angles, Joist Direction Lines, or some archi-
tectural objects such as stairs and trusses.

The Break Line |=- edit tool can be used to
create two types of breaks: partial breaks and
complete breaks.

When a partial break is created, a new corner
edit handle is placed at the location of the
break. Partial breaks are also referred to as
joints, nodes or pivot points.

* Click the Break Line = edit button to
add a new corner or pivot point to the
selected object.



To create a partial break

1. Click the object or edge that you want to
break into two segments.

2. Click the Break Line = edit button
once or press the 3 key.

3. Click the edge to create a new corner
edit handle at that location and two sepa-
rate edges on either side of that handle.

If you click and drag one of the edit handles
on either side of the partial break, the edge
moves at a right angle to itself and another
edge forms, connecting the moved edge with
the one on the other side that does not move.

You can remove an edge from a polyline-
based object by clicking and dragging a
corner handle until it snaps to an adjacent
corner handle.

When a complete break is created, the object
or edge is totally severed at that point.

With the exception of framing members,
complete breaks cannot be created on CAD-
based architectural objects. In the case of
framing members, only complete breaks can
be created.

To create a complete break

1. Click the object or edge that you want to
break into two segments.

2. Double-click the Break Line |-~ edit
button.

3. Click the edge to create a complete
break at that location.

You can now click either side of the location
of the break and move the selected object or
edge completely independent of the object or
edge on the other side of the break.

Reshaping Objects

When Object Snaps [[F are enabled, breaks
can be placed at snap locations such as
midpoints. See “Object Snaps” on page 110.

If you place a complete break at a polyline
corner, the adjacent polyline edges become
disconnected.

Change Line/Arc

—. Select an individual line-based or arc-

—| based object or a segment of a
polyline-based object and click the Change
Line/Arc edit button to convert the selected
segement from a line to an arc or vice versa.
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Make Parallel/Perpendicular

The Make Parallel edit button can be
J-L used to reshape a polyline by making
a selected edge parallel or perpendicular to
another straight edge. See “Using Make
Parallel/Perpendicular” on page 155.

Fillet Two Lines

= The Fillet Two Lines edit tool allows
(T_ you to connect two non-parallel line-
based objects using an arc of a specified
radius. If the two lines are already connected,
this arc is inserted between them.

If the two objects are not connected and one
of them is an arc, both objects will extend or
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contract as needed to become connected. No
additional arc is created.

The Fillet Two Lines |7 edit tool is
available for a selected roof or ceiling plane;
however, it cannot be used to create an arc at
a corner. Instead, it can only be used to
remove edges.

To use Fillet Two Lines

1. Click on a line or polyline segment that
you would like to connect to another line
or segment with a filleted corner.

2. Double-click the Fillet Two Lines i
edit button to open the Fillet/Chamfer
dialog.

Fillet / Chamfer (=23
Fillet Radius 0"
Chamfer Distance 0"

[ ok || cancel | [ Hep |

3. Specify the desired Fillet Radius and
click OK.

4. Click on the line or polyline segment
that you want the selected line to con-
nect to with a fillet.

5. Continue filleting two lines by clicking
on one line, clicking the Fillet Two

Lines |7 edit button, then clicking on
the second line. The same Fillet Radius
is used until you open the Fillet/
Chamfer dialog again and change it.

Once two lines are filleted, the arc between
them can be edited. See “Editing Arc Based
Objects” on page 130.

The Fillet Two Lines | * edit tool can also
be used to join non-adjacent edges of an open
or closed polyline as long as those edges are
not parallel. In doing so, the edges will
lengthen or shorten and polyline edges may
be removed.

To remove polyline edges

1. Click on a polyline edge that you would
like to connect to another edge.

2. Click the Fillet Two Lines | 7| edit but-
ton.

3. Click on a non-adjacent edge of the
same polyline. The edges will lengthen
or shorten as necessary to join together.

Chamfer Two Lines

=/ The Chamfer Two Lines edit tool
(f_ allows you to create a straight corner
bevel of a specified size connecting any two
non-parallel lines. It can also be used to
extend an arc so that it joins to another arc.

The Chamfer Two Lines |7 edit tool is
used much the way as the Fillet Two

Lines | 7 edit tool. First, set the Chamfer
Distance in the Fillet/Chamfer dialog, then
select a line, click the button and click a sec-
ond line to chamfer the two.

Deleting Intervening Lines

Fillet Two Lines | T and Chamfer Two

Lines |17 can also be used to eliminate parts
of a polyline. To use, fillet or chamfer two
non-adjacent lines that are in the same closed
polyline.



Rotating Objects

A dialog warns you that lines will be deleted
if you proceed. Click OK to approve the
polyline edit and see the changes occur.

Close Polyline

An open polyline-based object can be
I:[ converted into a closed polyline using
the Close Polyline edit tool. See “Using
Close Polyline” on page 138.

Rotating Objects

Obijects can be rotated using the edit handles
as well as a variety of edit tools. Multiple
selected objects can also be rotated as a
group. See “Selecting Objects” on page 124.

By default, an object or group of objects
rotate about the center point of the selection
set. You can instead specify that objects
rotate about the current CAD point. See
“The Current Point” on page 774.

Using the Edit Handles

Select an object, then click the triangular
Rotate edit handle and drag it in any
direction. When your pointer is over the
Rotate handle, it displays a curved arrow.

The angles of line-based objects can also be
changed by dragging an end handle in a
direction other than parallel to the object.
The object rotates about the opposite end
point. See “Editing Line Based Objects” on
page 127.

snap to Allowed Angles as specified in the
Plan Defaults dialog as they are rotated. See
“Angle Snaps” on page 111.

To override any movement restrictions
caused by snap settings or the presence of
other objects, press the Ctrl key while
dragging an edit handle.

You can temporarily slow the movement of
your mouse as you drag an edit handle by
holding down the Shift key on your
keyboard.

Using the
Specification Dialog

The exact angle of some objects such

as lines, arcs, walls and the selected
edges of polylines can be specified on either
the General tab, Selected Line tab, or
Selected Arc tab of that object’s specification
dialog. See “Polyline Specification Dialog”
on page 791.

Rotate/Resize About

~ | Objects can be rotated or resized

O = about either their own centers or the
current CAD point. See “The Current Point”
on page 774.
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You can specify which behavior is used by
selecting Edit> Edit Behaviors> Rotate/

Resize About Current Point [%. When this
option is selected, objects rotate about the
current CAD point; when it is not selected,
object rotate about their centers.

The Rotate/Resize About behavior can also
be specified in the Preferences dialog. See
“Behaviors Panel” on page 78.

Using Angular Dimensions

Angular Dimensions are useful for
I? adjusting the angles of a variety of
objects with straight edges. See “Angular
Dimensions” on page 729.

To change an angular dimension

1. Draw an Angular Dimension | [*
between the objects you want to move.

e Begin and end as close as possible to
the two objects you wish to locate.
2. Select the edge that you want to move.
3. Click the dimension value to open the
Set Angular Dimension dialog.

e The Previous Value is indicated
degrees, minutes and seconds.

Set Angular Dimension @
Previous
Displayed Angle: 90
New
Angle: 45
() Rotate edge
(@ Rotate entire object

[ OK ] [ Cancel ] [ Help ]

Enter a value in the New Value field.

Select Rotate Edge to move the selected
edge when OK is clicked or select
Rotate entire polyline to rotate the
entire object the selected edge is a part
of, maintaining the Previous Value of the
angle.

6. Click OK to apply the change.
When an entire polyline is rotated using the

Set Angular Dimension dialog, it rotates
around the vertex of the angle.

Make Parallel/Perpendicular
with Polyline Based Objects

The Make Parallel/Perpendicular
J.l. edit button usually adjusts the angle of
a selected polyline edge. See “Using Make
Parallel/Perpendicular” on page 155.

To rotate the entire polyline instead, double-

click the Make Parallel |1l edit button to
open the Make Parallel dialog.



Make Parallel @

Make selected line parallel

(@ Rotate only selected edge

() Rotate entire polyline

[ ok ][ cancel | [ Hep |

Choose to either Rotate only selected edge,
as before, or to Rotate entire polyline. Your
setting remains until you access the Make
Parallel dialog again and change it.

Polylines rotate according to the current
Rotate/Resize About setting. See
“Behaviors Panel” on page 78.

Using the Transform/
Replicate Object Dialog

Objects and groups of objects can be
rotated to a relative or absolute angle
using the Transform Replicate Object
dialog. See “Transform/Replicate Object
Dialog” on page 166.

00

Rotate Plan View

| To rotate everything in floor plan

& view, including all objects on all
floors, the Snap and Reference Grids, the
plan’s Cartesian coordinates, and the

Reflecting Objects

drawing sheet, select Tools> Rotate Plan
View to open the Rotate Plan View dialog.

Rotate Plan View @

Rotate to 45.0°

[ OK ][ Cancel ][ Help ]

Enter the degrees to rotate the floor plan
view to using decimal units with either
positive or negative values.

The degrees rotated displays in +180° format.
For example, if you enter 270°, it displays as
-90° when the dialog is reopened.

Rotate Plan View |& rotates a plan relative
to its original orientation. For example,
entering 90° twice results in a rotation of 90°,
not 180°.

Text objects rotate with the plan unless you
uncheck Rotate with plan in the Text
Specification dialog for each object. See
“Rich Text Specification Dialog” on page
747.

& The Rotate Plan View tool does not
rotate objects; it literally rotates your
view of those objects. As a result, it does not
alter the orientation of the plan in layout views
or on the printed page.

Reflecting Objects

There are several ways to reflect an object,
group of objects, or an entire plan about an
axis or another object. Either the original
object(s) or copies of the original(s) can be
reflected.

Reflect About Object

A selected object or objects can be
n[.Jz reflected about another object,
regardless of its angle, using the Reflect
About Object edit tool.
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Line-based objects are often used for
reflecting a selection, but most objects have
an axis that can be used.

¢ When an open or closed polyline-based
object is used as the reflective object, the
edge that is clicked on acts as the axis.

e When a circle or box-based object such
as a CAD box or cabinet is used as the
reflective object, the axis runs down the
center of the object from back to front.

¢ In 3D views, architectural objects can
only be reflected about a vertical axis -
not a horizontal axis.

To use Reflect About Object

1. Draw a CAD line to act as the reflection
line.

2. Select the object(s) to be reflected.

3. Click the Reflect About Object | L edit
button.

4. Click the CAD line to reflect the selec-
tion about the line.

5. The selection is reflected around the
CAD line, and the original is no longer
there.

To retain a copy of the selected object(s) in
the original location, click the Copy/

Paste 2+t edit button before clicking the
Reflect About Object |.L| button.

Using the Transform/
Replicate Object Dialog

Objects and groups of objects can also
be reflected horizontally or vertically
using the Transform Replicate Object
dialog. See “Transform/Replicate Object
Dialog” on page 166.

0—+0

Reverse Plan

+—| The Reverse Plan tool is a quick way

B to mirror a plan so that everything on
all floors of the entire plan is swapped left to
right.

Select Tools> Reverse Plan |&j to reflect an
entire plan right to left, as though it were
reflected about a vertical line.

Reversing a plan rebuilds the entire model
and affects views sent to layout.

Reverse Direction

Select a line-based, arc-based or
polyline-based object and click the
Reverse Direction edit button to reverse its
direction. Not available for Terrain Path
objects.

+—

Reversing a line or polyline is useful with
certain line styles or with an arrow at one
end.

Converting Objects

CAD objects and many CAD-based objects
can be converted into a variety of other types
of objects.

CAD to Walls

== CAD toWalls allows you to convert a
2D line drawing into a 3D model.



Double CAD lines and arcs drawn to
represent wall layers and other structural
items can be converted to actual Home
Designer Pro walls, railings, windows, or
doors. See “CAD to Walls” on page 208.

Convert Polyline

The Convert Polyline edit button lets
A=F| you to turn CAD objects into CAD-

Converting Objects

based architectural objects such as counter
tops and stair landings, special polylines
such as materials list polylines, and a variety
of slab, hole and terrain objects.

To convert a CAD object into one of these
3D objects, select the object and click the

Convert Polyline = edit button to open the
Convert Polyline dialog.

Convert Polyline Dialog

Convert Polyline
Convert To

(@) Countertop

() Slab

(7 Slab with Footing
() Landing

() Walkthrough Path

Click the radio button beside one of the
objects in this dialog, then click OK.

Countertop - Convert the selected closed
polyline to a countertop. See “Custom
Countertops” on page 510.

Slab - Convert the selected closed polyline to
a slab. See “The Slab Tools” on page 341.

Slab with Footing - Convert the selected
closed polyline to a slab with footing.

Landing - Convert the selected closed
polyline to a landing. Only available when
the closed polyline is not a spline. See
“Landings” on page 406.

Walkthrough Path - Convert the selected
polyline to a Walkthrough Path. See
“Walkthroughs” on page 819.

Sprinkler Line - Convert to a sprinkler line.
See “Sprinkler Tools” on page 580.

() Sprinkler Line

() Terrain Perimeter

Elevation Line
Terrain Break
Terrain Feature

Terrain Perimeter - Convert to the terrain
permeter. See “Terrain Perimeter” on page
538. This option is only available when:

e The polyline is closed
e A terrain perimeter does not yet exist
e Only one polyline is currently selected

Elevation Line - Convert to an elevation
line. See “Elevation Lines” on page 542.
Only available when a terrain perimeter
exists.

Terrain Break - Convert to a terrain Break.
See “Terrain Breaks” on page 544.

Terrain Feature - Convert to a terrain
feature. See “Terrain Feature Tools” on page
546. Only available when a terrain perimeter
exists.

Click OK to convert the object or objects.
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The specification dialog appropriate to the
newly converted object opens, allowing you
to specify its height, material and other
information.

Convert to Plain Polyline

Click the Convert to Plain Polyline
L7 edit button to convert special
polylines to plain polylines.

After a special polyline is converted into a
plain polyline, it can be converted into a
special of the same or different type.

Transform/Replicate Object Dialog

166

Select any object or group of objects
and click the Transform/Replicate

Object edit button to open the Transform/

Replicate Object dialog.

0-—+0

If multiple options are selected in the
Transform/Replicate Object dialog, they are
performed in the order they appear in the
dialog, from top to bottom.

& Always double-check values entered in
the Transform/Replicate Object dialog.
Large offset values, resize factors, or num-
bers of copies can result in objects that are
time-consuming to create or may be off the
screen.




Transform/Replicate Object Dialog

Transform/Replicate Object Dialog

Transform / Replicate Object

Copy

[ Number of Copies: 1

Move

[T Polar

% Delta: o

¢

¥ Delta: 0"

7 Delta: 0"

Rotate

Angle: 0.0®

Resize

[ Resize Factar:

Reflect

Rotate [ Resize / Reflect About

® 96 9

X Position: 4957

Y Position: 478"

(@) Horizontally { Change: Left <—> Right )
() Vertically { Change: Top <> Bottom )

==l

(@ Relative To Itself
() Absolute Location

Relative To Current Point

() Absolute Angle
@) Relative Angle

(@ About Object Center
() About Absolute Paint

About Current Point

[ oK ] [ Cancel

] [Num Style... ] [ Help ]

Check Copies, then specify the
Number of Copies to make.

g Check Move, then specify how far or
where to move the object(s).

» Select Relative to Itself to move the
object relative to its current position, then
specify the X Delta, Y Delta and Z Delta
values, which are the object’s changes in
position along each axis.

» Select Absolute Location to move the
object to an absolute location. You can
either specify its X and Y Position, or
Angle and Distance, if Polar is checked.

e Select Relative to Current Point to

move the object relative to the current

CAD point. See “Point Tools” on page
772. You can either specify its X Delta
and Y Delta, or Angle and Distance, if
Polar is checked.

& When a CAD-based object is moved to
a new floor, only its display in floor plan
view is moved - its physical locations in the
model remains unchanged. See “Architec-

tural vs CAD Objects” on page 108.

Rotate - Select this option, then specify
the Angle to rotate the object(s).

(3]
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¢ Select Absolute Angle to rotate the
object relative to an imaginary horizontal
line drawn in the positive X direction
from the origin. See “3D Drafting” on
page 25.

¢ Select Relative Angle to rotate the object
the specified angle relative to its current
orientation.

You can also specify the point the selected

object(s) rotate about, below.

a Select Resize, then specify the Resize
Factor in decimals. A resize factor of 2

doubles the size of the object, while a resize

factor of 0.5 halves the object’s size. Not

available for all objects, including line- and
arc-based objects and Primitives.

You can also specify the point the selected
object(s) is resized about, below.

(5]

e Horizontally - Select this option to
reflect the object horizontally.

Reflect - Select this option, then
specify which axis to reflect about.

» \Vertically - Select this option to reflect
the object vertically.

You can also specify the point the selected
object(s) is reflected about, below.

Rotate/Resize/Reflect About - This
section is enabled when the Rotate,
Resize and/or Reflect functions are selected.

e X Position - Specify the X coordinate of
the point to perform the selected edit
function(s) about when About Absolute
Point is selected.

* Y Position - Specify the Y coordinate of
the point to perform the selected edit
function(s) about when About Absolute
Point is selected.

» About Object Center - Select this option
to perform the selected edit function(s)
about the object’s center.

» About Absolute Point - Select this
option to perform the selected edit func-
tion(s) about the specified point.

» About Current Point - Select this option
to perform the selected edit function(s)
about the current CAD point.

Edit Area Tools
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=- The Edit Area Tools allow you to
— quickly define an area of your plan
and select the objects in that area. Once
selected, they can then be repositioned,
copied or deleted. Select Edit> Edit Area to
access the Edit Area Tools.

Unlike other selection methods, the Edit

Area Tools |[&: cut walls, railing and fencing
where the selection marquee intersects them,

allowing you to edit only the selected portion
of these objects.

Some objects, such as cabinets, are included
in the selection only if more than half of the
object is contained within the marquee.

A few objects, notably CAD points, are not
affected by the Edit Area Tools [,



& The Edit Area tools can cause wide-
spread changes across an entire plan
and should always be used with caution.

Edit Area

B- Select Edit> Edit Area> Edit Area
w | and draw a rectangular marquee
around the area of the plan to be edited.

Edit Area |l affects all objects included in
the selection marquee that are located on the
current floor, regardless of whether they are
displaying in floor plan view or not.

Edit Area Visible

- Select Edit> Edit Area> Edit Area
Eu Visible and draw a marquee around
the area of the plan to be edited.

Edit Area Visible |[8; only affects visible
objects included in the selection marquee:
objects not currently displayed in floor plan
view are unaffected.

Edit Area (All Floors)

g, Select Edit> Edit Area> Edit Area
=2} (All Floors) and draw a marquee
around the area of the plan to be edited.

Edit Area (All Floors) 1B affects all objects
on all floors of the plan that are included in
the selection marquee, regardless of whether
they display in floor plan view.

Edit Area (All Floors) Visible

Select Edit> Edit Area> Edit Area
. (All Floors) Visible and draw a

Edit Area Tools

marquee around the area of the plan to be
edited.

Edit Area (All Floors) Visible [} affects all
visible objects on all floors of the plan that
are included in the selection marquee.
Objects not currently displaying in floor plan
view are not affected.

Edit Area Polyline

If a rectangular marquee’s shape does not
allow you to define an area precisely, use a
closed polyline instead.

Select a polyline that defines the desired area
in floor plan view and then select one of the

Edit Area Tools |[H:. The polyline becomes
temporarily highlighted and acts as an Edit
Area marquee.

Using the Edit Handles

An Edit Area marquee displays edit handles
that are similar to those of a closed polyline.
See “Using the Edit Handles” on page 139.

* Click the Move edit handle to move the
entire selection set. See “Moving
Objects” on page 152.

» Click the Rotate edit handle to rotate the
entire selection set. See “Rotating
Objects” on page 161.

» Click and drag the Reshape and Resize
edit handles at each corner and along
each edge to adjust the size and shape of
the marquee. See “Using the Edit Han-
dles” on page 139.

Adjusting the size or shape of an Edit Area
marquee may change which objects are
included in the selection set but does not
otherwise affect those objects.

169



Home Designer Pro 2014 Reference Manual

170

Using the Edit Toolbar

A selected Edit Area marquee and/or the
objects within it can be edited in a variety of
ways using the buttons on the edit toolbar.
See “Using the Edit Toolbar” on page 140.

The following toolbar buttons may display

on the edit toolbar for an Edit Area marquee:

e Click the Copy/Paste |1 edit button to
copy the selection set to the Windows
Clipboard so it can be pasted elsewhere.
See “Copying and Pasting Objects” on
page 114.

* Click the Delete |X{ edit button to delete
the selection set. See “Deleting Objects”
on page 171.

¢ Click the Transform/Replicate Object

021 edit button to copy, move, rotate,
resize, or reflect the selection set. See
“Transform/Replicate Object Dialog” on
page 166.

e Click the Accurate Move [=¥|edit button
to slow down the mouse speed when
using the edit handles. See “Accurate
Move” on page 153.

e Click the Make Parallel/Perpendicular

1l edit button to rotate the Edit Area
marquee and the selection set so that the
selected marquee edge is parallel or per-
pendicular to another straight edge. See
“Using Make Parallel/Perpendicular” on
page 155.

+ Click the Point to Point Move | edit
button to accurately move the selection
set. See “Point to Point Move” on page
153.

» Click the Center Object |+ edit button
to center the selection along along a wall
within a room or relative to a cabinet
fixture. See “Using Center Object” on
page 156.

+ Click the Reflect About Object |l edit
button to reflect the selection set about
another object. See “Reflecting Objects”
on page 163.

* Click the Allowed Angles P/ edit button
to open the Place at Allowed Angles
dialog.

Place at Allowed
Angles Dialog

[}u If more than one percent of the

V| straight walls included in an Edit Area
marquee are not at an allowed angle, the
Allowed Angles edit button displays.

Click the Allowed Angles P/ edit button to
display the Place at Allowed Angles dialog.

==l

Place at Allowed Angles

T4% of selected walls not at allowed angles

() Rotate 74% of walls in selected area to an allowed angle
This will move 26% of walls away from allowed angles

() Add 1 entries to the allowed angle table

@ Do Nothing

[ ok | [cance | [ Hep |

Select the first option and click OK to rotate
the plan so that the largest group of off-angle
walls move to an Allowed Angle. This may
place this largest group at Allowed Angles,
but has two disadvantages.

First, other groups of off angle walls
remain off angle.



e Second, any walls that were at an allowed
angle before this action will move to an
off angle. The dialog shows how much
(weighted by length) of the selected walls
are in each category.

Select the second option and click OK to add
new entries to the Allowed Angles list and
allow new walls to be placed at these angles.
Walls already at Allowed Angles remain so.
See “Angle Snaps” on page 111.

Deleting Objects

Select the third option and click OK to do
nothing, which is the same as clicking
Cancel.

You may want to rotate the majority of the
walls to one of the normal allowed angles.

Then, use an Edit Area |2 tool to select
everything again and select the second option
to provide new angle entries to cover the
remaining walls.

Deleting Objects

Objects can be deleted in a variety of ways:
» Select an object or group of objects, then
click the Delete [} edit button, select

Edit> Delete |}X{ from the menu, or press
the either the Delete or Backspace key on
your keyboard.

» Entire categories of objects can be
deleted using the Delete Objects dialog.

» Objects are deleted if the floor they are
placed on is deleted. See “Deleting
Floors” on page 320.

If an object has a line with arrow or text
leader attached to it, the arrow or leader is
deleted if the object is deleted. To prevent the
arrow from being deleted, drag the attached
end away from the object before deleting it.

A variety of objects in the program can be
generated automatically, including roofs, the

foundation, and framing. Automatically
generated objects cannot be deleted unless
the automatic creation option is disabled.

Delete Objects Dialog

Use the Delete Objects dialog to
ﬁ delete all objects of one or more
specified types in one room, on the current
floor, or in the entire plan.

& Although objects on locked layers can-
not be selected, most can nevertheless
be deleted using the Delete Objects dialog.

To use the Delete Objects dialog

1. Select Edit> Delete Objects 3% to open
the Delete Objects dialog.
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2.

Delete Objects

Delete Scope

(7 Single Room

() All Rooms On This Floor
@ All Floors

Object to Delete:

[~ Cabinets /Architectural Blocks
|:| Fixtures

|:| Furniture

|| Geometric Shapes/Hardware Millwork
[ Electrical

|:| Text

[~ Manual Dimensions

|:| Automatic Dimensions
[ Roof Planes

[] custom Ceilings

[ Roof Baseline Polylines
[~ Floor fCeiling Framing

|| Deck Framing

7| Roof Framing

[ roof Trusses

[ wall Framing

|:| Images

[Flcap

[~ Terrain Objects

7] Openings / Wall Hatching
[ stairs { Landings

[ Corner Boards / Quains

[ Done ] [ Help ]

Specify the Delete Scope as Single
Room, All Rooms On This Floor, or
All Floors.

In the Delete section, check the box for
each category of objects you want to
delete. Click Select All to check all the

boxes or Clear All to uncheck all boxes.

If “Roof Planes” cannot be selected,
they may be locked. See “Editing Roof
and Ceiling Planes” on page 365.

When the scope is set to Single Room:

* Move your cursor into the drawing area
and click in a room of the plan to delete

objects of the selected type within that
room without closing the dialog.

 Continue clicking on rooms or choose a
different Delete Scope.

 Click Done when all selections have
been deleted.

If you select All Rooms On This Floor
or All Floors, you do not need to click in
floor plan view. The Delete button
becomes available, and clicking it closes
the dialog and deletes the specified
objects.

Deleting Polyline Edges

There are number of different ways to delete
individual edges of polyline-based objects:

Select Edit Object Parts [fJ. Select the
edge and delete. See “Edit Object Parts”
on page 125.

Drag a corner handle until it overlaps an
adjacent corner handle to remove the
edge between them and merge them into
a single handle.

Create a complete break at both ends.
Select the edge and delete. See “To create
a complete break” on page 159.

The Fillet Two Lines | % and Chamfer

Two Lines ;7 tools can be used to delete
polyline edges. See “Reshaping Objects”
on page 158.

Delete Surface

In any 3D view, select 3D> Delete
Surface, then click a surface in the

view to temporarily remove the surface from
the current view without permanently



affecting the object. See “Delete 3D Surface”
on page 679.

Undo and Redo

Undo and Redo

The Undo and Redo commands
allow you to both undo the last
action performed, as well as redo actions that
were recently Undone.

KT

The ten most recent actions can be Undone
or Redone, depending on your settings in the
Preferences dialog. See “General Panel” on
page 67. Actions that can be Undone and
Redone include creating, editing, and
deleting objects.

To Undo an action, select Edit> Undo ||,

click the Undo | = | button, or press Ctrl + Z
on your keyboard.

The Redo command is only available
immediately after Undo has been used. To
Redo an Undone action, select Edit>

Redo | =/, click the Redo | ™ button or press
Ctrl +Y on your keyboard.

It is important to note that Undo |=*| and
Redo || do not affect all actions in the
program, including:
Save and Save As. See “Saving, Export-
ing, and Backing Up Files” on page 43.
» Changes made in the Library Browser.
See “The Library Browser” on page 604.
» Changes made in a dialog while the dia-
log box is open. See “Dialogs” on page
30.
e Changes made to the display by panning

the display or zooming in or out. See
“Undo Zoom” on page 654.
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Walls,

Walls are the single most important building
component in Home Designer Pro. By
creating walls and defining the rooms created
by the walls, you are telling the program how
you want the 3D model built.

There are several ways that walls can be
created in Home Designer Pro. The most
common is to simply draw them with the
Wall Tools.

In addition, exterior walls can be generated
automatically when a new floor is built by
using another floor as a model. For more, see
“Adding Floors” on page 317.

2D CAD lines can also be converted into
actual walls using the CAD to Walls tool.

Another feature that can be used to generate
walls automatically is the House Wizard.
See “House Wizard” on page 799.

Railings &
Fencing

Chapter Contents
e Wall, Railing, and Fencing Defaults
e The Wall Tools
e The Deck Tools
e The Fencing Tools
e Exterior and Interior Walls
*  Foundation Walls
e Pony Walls
» Railings
e Invisible Walls
e Polygon Shaped Decks
e Hatch Wall
e Break Wall
e Drawing Walls
e Connecting Walls
e Displaying Walls
e Measuring Walls
e Editing Walls
e Editing Straight/Curved Wall Combinations
e Aligning Walls
*  Roof Directives in Walls
e Attic Walls
e Stepped and Raked Walls
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e CAD to Walls
e Wall Type Definitions
e Wall Type Definitions Dialog

»  Wall Specification Dialog
» Railing and Fencing Specification Dialogs
»  Wall Hatch Specification Dialog

Wall, Railing, and Fencing Defaults

176

There are several defaults dialogs for
q-P walls. Default Settings can be accessed
by selecting Edit> Default Settings. Click
the + next to “Walls” to display the walls
sub-headings. Select a subheading and click
the Edit button to open the Wall Defaults
dialog associated with your selection:

The defaults dialog for each wall tool can
also be accessed by double-clicking its
toolbar button.

The settings in the various wall defaults
dialogs determine what wall types are drawn
when the different wall tools are used. It is a
good idea to be familiar with these settings
and how they relate to your style of building.
See “Wall Type Definitions” on page 209.

General Wall Defaults

The General Wall Defaults dialog
ﬂ‘ controls the general behavior and
display attributes of all walls, railings and
fencing.

For quick access, the General Wall

Defaults [ button can be added to the
toolbar or you can press Alt+Q on your
keyboard.

General Wall Defaults

Resize About
o__ () Duter Surface
(@ Main Layer Outside
() wall Center

() Main Layer Inside

() Inside Surface

B3
e

Show Wall Length
Show Wall Length When Editing

[ o

] [ Cancel ] [NumSter...] [ Help ]

Resize About - These radio buttons

determine what part of a wall retains its
position when its wall type or wall type
definition is changed. See “Resize About” on
page 202.

The Resize About location is also where any
snap points will be located along a wall as it

is drawn or connected to other walls, and is
where a wall’s length is measured.

e Outer Surface - Snap to and resize about
the exterior surface. When a wall is
resized, its exterior surface does not
move.



* Main Layer Outside - Snap to and resize
about the outer line of the Main Layer.
When a wall is resized, the outer line of
its Main Layer does not move.

» Wall Center - Snap to and resize about
the center line. When a wall is resized, its
center line does not move, but wall layers
on either side may.

* Main Layer Inside - Snap to and resize
about the inner line of the Main Layer.
When a wall is resized, the inner line of
its Main Layer does not move.

Wall, Railing, and Fencing Defaults

* Inside Surface - Snap to and resize about
the interior surface. When a wall is
resized, its interior surface does not move.

Note: In most circumstances, it is recom-
mended that you Resize About the Main

Layer Outside to avoid unexpected results.

9 Check Show Wall Length When
Editing to display a temporary length

dimension when a wall is drawn or edited.

Wall length only displays when Display

Temporary Dimensions ¥ is on. See
“Display Temporary Dimensions” on page
731.

Exterior/Interior Wall Defaults Dialog

Specify which wall types are drawn using the

Exterior || and Interior Wall |[II] tools in
the Exterior/Interior Wall Defaults dialog.

You can also double-click the Straight or
Curved Exterior or Interior Wall toolbar
buttons to open this dialog.

[ Exterior/Interior Wall Defaults @
Exterior Wall
[siding-6 ~| [Define...
Interior Wall
[InteriorJG v] Define...
OK ] [ Cancel ] [ Help ]

Exterior Wall Tool - From the drop-
down list, select the wall type drawn

with the Exterior Wall ||| tool.
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Click the Define button to open the Wall
Type Definitions dialog. See “Wall Type
Definitions Dialog” on page 211.

Interior Wall Tool - From the drop-
down list, select the wall type drawn by

the Interior Wall |[1 tool.

Click the Define button to open the Wall
Type Definitions dialog.

Foundation Wall Defaults

Specify which wall types is drawn when the

Foundation Wall |l tool is used either
manually or when a stem wall or pier
foundation is generated in the Foundation
Wall Defaults dialog. See “Foundation
Walls” on page 183.

The Foundation Wall Defaults dialog also
controls the wall type drawn by the

Retaining Wall |& tool. Unlike other walls,
Retaining Walls &4 are used to modify your

terrain rather than build a structure. See
“Terrain Wall and Curb Tools” on page 549.

Footing size and other information used
when building stem wall or pier foundations
is also specified here. For more information,
see “Foundation Defaults” on page 330.

The tabs in this dialog are the same as their
respective tabs in the Wall Specification
dialog. See “Wall Specification Dialog” on
page 214.

Pony Wall Defaults

Specify the wall types used for the upper and
lower portions of pony walls and other data
associated with pony walls in the Pony Wall

Defaults dialog. See “Pony Walls” on page
184.



Wall, Railing, and Fencing Defaults

Pony Wall Defaults (=23
o__Upper wall
[siding-6 ~| [Define...
e__Lower wall
[Brid(—G v] Define...

Height of Lower Wall 48"

Align Pony Wall Display In Plan
9__ () Duter Surface (@) Show Upper Wall

(@) Outer Main () Show Lower Wall

() Central Main

(2 Inner Main

() Inner Surface

[ Hide Openings in Non-Displayed Parts of Walls

OK

(

] [ Cancel

Help

]

o Upper Wall - From the drop-down list,
select the default wall type for the
upper portion of pony walls.

Click the Define button to open the Wall
Type Definitions dialog, where you can
create and modify wall types. See “Wall
Type Definitions Dialog” on page 211.

Lower Wall - From the drop-down list,
select the default wall type for the
lower portion of pony walls.

Height of Lower Wall - Specify the
default height of the lower portion of
pony walls.

Click the Define button to open the Wall
Type Definitions dialog.

] [NumStyle... ] [
6 Align Pony Wall - Specify the default
option for aligning the layers of the
upper and lower pony walls. See “Wall
Types Tab” on page 221.

Select Show Upper Wall to display this
wall type in floor plan view instead of the
lower wall type.

Display In Plan - Specify how pony
walls appear in floor plan view.

Select Show Lower Wall to display this
wall type in floor plan view instead of the
upper wall type.

Check Hide Openings in Non-Displayed
Parts of Walls to hide any doors and win-
dows located in the parts of pony walls
that are not visible. When unchecked,
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these openings will display along with
those located in the visible parts of pony
walls.

Railing and Deck Railing Defaults

Specify the types of railings created when the The tabs in these dialogs are the same as their

Railing and Deck Railing tools are used. See respective tabs in the Wall Specification

“Railings” on page 185. dialog. See “Wall Specification Dialog” on
page 214.

Note: By default, Railings and Deck Railngs
are drawn using two separate wall types:
“Interior Railing” and “Deck Railing/Fence”.
See “Wall Type Definitions” on page 209.

Half-Wall Defaults

Double-click the Half-Wall [I=| or Curved The tab_s n th|s_d|alog are the same as their
respective tabs in the Wall Specification

Half-Wall [ button to open the Half-Wall dialog. See “Wall Specification Dialog” on
Defaults dialog and specify the attributes of page 214.

a solid railing drawn using either Half Wall

tool.

Fencing Defaults

The tabs in this dialog are the same as their
respective tabs in the Wall Specification
dialog. See “Wall Specification Dialog” on
page 214.

Double-click the Fencing Tools [[f}] parent
button or either of its child tools to open the
Fencing Defaults dialog and specify the
attributes of fencing drawn using either
Fencing tool.

Invisible Wall Defaults

The tabs in this dialog are the same as their
respective tabs in the Wall Specification
dialog. See “Wall Specification Dialog” on
page 214.

Double-click the Invisible Wall [{3 button
to open the Invisible Wall Defaults dialog
and specify what type of wall is drawn when
using the Invisible Wall tool. See “Invisible
Walls” on page 187.



The Wall Tools

The Wall Tools

Select Build> Wall to access the Wall
ﬁ Tools. The type of wall drawn by each
wall tool is specified in its corresponding
defaults dialog.

The Curved Wall tools are similar to
g, their corresponding Straight Wall
Tools. Select Build> Curved Wall to access
these tools.

Exterior Walls

e, The Exterior Wall and Curved

Exterior Wall tools draw walls
using the default wall type specified for
exterior walls in the Exterior/Interior Wall
Defaults dialog. See “Exterior and Interior
Walls” on page 183.

Interior Walls

The Interior Wall and Curved
I]]]] I]]]]] Interior Wall tools draw walls
using the wall type specified for interior
walls. The interior wall type is defined in the
Exterior/Interior Wall Defaults Defaults
dialog.

Note: Whether a wall is recognized as an
exterior or interior wall by the program is
determined by its position in the model, not
by the tool used to draw it. See “Exterior and
Interior Walls” on page 183.

Foundation Walls

The Foundation Wall and
m ﬁ Curved Foundation Wall tools
draw foundation walls. Foundation walls
normally have a footing and can be drawn on
any floor of the model, not just the

foundation floor. See “Foundation Walls” on
page 183.

Pony Walls

A Pony Wall, also called a split
E ﬁ wall, is defined as a wall with
two separate wall types, one for the upper
portion and another for the lower portion.

The Pony Wall and Curved Pony Wall tools
draw pony walls using the information
specified in the Pony Wall Defaults dialog.
You can also convert a normal wall into a
pony wall and vice versa in the Wall
Specification dialog. See “Pony Walls” on
page 184.

Railings

The Railing and Curved Railing
m Im] tools create railings. The style
and height of railings drawn with this tool are
defined in Railing Defaults dialog. See
“Railing and Deck Railing Defaults” on page
180.

Half-Walls

The Half-Wall and Curved
[ | = Half-Wall tools create solid
railings: walls that are 36” (900 mm) high
topped with a handrail. The height and other
attributes of solid railings drawn with this
tool are defined in Half-Wall Defaults dialog.
See “Half-Wall Defaults” on page 180.

Invisible Wall

= Invisible Walls are walls used to
i1l define separate room areas in a plan.
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They can display in floor plan view but not in
3D views. You can also convert a normal
wall into an invisible wall and vice versa in
the Wall Specification dialog. See “Invisible
Walls” on page 187.

Hatch Wall

The Hatch Wall tool applies a hatch
i pattern to a wall that displays in floor
plan views. You must click the wall that you
want to apply the hatch pattern to. You can
then select the hatch and resize it if you want
to only hatch a portion of a wall. See “Hatch
Wall” on page 188.

Break Wall

; The Break Wall tool applies a break
in a wall. Once a wall is broken, the

two wall segments are separate walls that can
be modified independent of each other. See
“Break Wall” on page 189.

Fix Wall Connections

The Fix Wall Connections tool

connects walls whose ends are within
a few inches of each other but are not
connected. See “Fix Connections” on page
192.

Define Wall Types

The Define Wall Types tool opens
the Wall Type Definitions dialog,
where wall types can be created, copied and
edited. See “Wall Type Definitions Dialog”
on page 211.

The Deck Tools

Select Build> Deck to access the
. Deck Tools. When a room is defined
using deck railing, its Room Type is
automatically set to “Deck”. See “Decks” on
page 238.
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Deck Railing

The Straight Deck Railing and

ke Curved Deck Railing tools draw
decks, complete with framing and bounded
by a railing. If a foundation level exists,
supports for the deck are also created. See
“Railings” on page 185.

Deck Edges

I %Gy The Straight Deck Edge and

ez < Curved Deck Edge draw decks
complete with framing, but without a railing.
No deck supports are created.

Polygon Shaped Deck

The Polygon Shaped Deck tool opens
@ the New Polygon Shaped Deck



dialog, where you can specify the exact size
and number of sides of a new polygonal deck
room and then click in floor plan view to

The Fencing Tools

create that deck room. See “Polygon Shaped
Decks” on page 187.

The Fencing Tools

Select Build> Fencing or click the
fﬂ] Fencing Tools to access the fencing
tools.

The Fencing and Curved

ﬂ'-ﬂﬂ [ﬂ] Fencing tools are used to draw
fences, which are similar to railings but by
default do not define room areas. Fencing is
created and edited much like walls and
railings, and normally used outside of a
building and follows the shape of the terrain.
See “Terrain” on page 537.

Fencing automatically follows the shape of
the terrain. You can choose to have the

fencing follow the terrain smoothly or to
have each segment step as it follows the
terrain. See “Rail Style Tab” on page 224.

Define the default fence style in the Fencing
Defaults dialog. See “Fencing Defaults” on
page 180.

Exterior and Interior Walls

Most walls are drawn using either the

Exterior Wall |8/ or Interior Wall | [l tool.
The only difference between these two tools
is the wall type used. You can specify the
default wall type for each tool in the Wall
Defaults dialog.

To draw a wall using a different wall type,
you can change the default wall type for
either tool in the Wall Defaults dialog. You
can also draw a wall using the default type

and then change the wall type in the Wall
Specification dialog.

Whether a wall is recognized by the program
as an actual exterior or interior wall is based
on the model, not by which tool you use to
draw the wall. Any wall that is entirely
surrounded by interior room areas is
considered an interior wall. Any wall
exposed to the outside of the building is
considered an exterior wall.

Foundation Walls

Foundation walls are similar to the
n interior and exterior walls but also

have a footing. Foundation walls can either
be created automatically when a foundation
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floor is created or manually by drawing them wall, regardless of the tool used to draw it.
using the Straight or Curved Foundation See “Foundation Tab” on page 219.
Wall tool. See “Building a Foundation” on

page 334. Foundation walls are placed on the “Walls,

Foundation” layer. In floor plan view,
foundation wall footings are placed on the
“Footings” layer; in 3D views, they are on
the “Walls, Foundation” layer. See
“Displaying Walls” on page 192.

Slab Footings

When a monolithic slab foundation is
created, the slabs are defined by specially
defined foundation walls that have footing
widths equal to that of the wall type - by
default, 16” (350 mm). For Garage curbs, the
footings should be wider than the wall type.
See “Foundation Tab” on page 219.

The initial foundation wall type and footing
size are specified in the Foundation Wall
Defaults dialog. These values can be
changed for individual walls in the wall
Specification dialog. See “Wall Rooms defined by these Slab Footing walls
Specification Dialog” on page 214. will have a Ceiling Height of 0 and a
Monolithic Slab Foundation. See “Structure

You can draw a foundation wall on any floor
Y Tab” on page 245.

of a plan, not just on the foundation level.
Any wall can be specified as a foundation

Pony Walls

||E| A F_’ony ngl, sometimes called a
hi split wall, is a wall with two
separate wall types for the upper and lower
portions.
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Walls drawn using the Pony Wall |&| tool
are created using the wall types and other
information specified in the Pony Wall
Defaults dialog. See “Pony Wall Defaults”
on page 178.

You can also convert a normal wall into a
pony wall and vice versa in the Wall
Specification dialog. See “Wall Types Tab”
on page 221.

The height where the upper portion meets the
lower can be adjusted in the Wall
Specification dialog and in 3D views using
the wall’s edit handles. Because the upper
and lower sections of a pony wall are linked,
if either portion is modified along the
division between the two, such as raking or
the stepping of a footing, the other portion of
the pony wall adjusts to match. See “Stepped
and Raked Walls” on page 207.

Railings

You can specify whether the upper or lower
portion of pony walls displays in floor plan

view in the Pony Wall Defaults dialog. This
option can also be set for individual walls in
the Wall Specification dialog.

Changing Wall Types
for Pony Walls

The default upper and lower parts of a pony
wall can be specified in the Pony Wall
Defaults dialog. See “Pony Wall Defaults”
on page 178.

The upper and lower parts of a pony wall can
be redefined as different wall types in the
Wall Specification dialog. See “Wall Types
Tab” on page 221.

Note: The only way to control the materials
displaying on a pony wall is by changing the
wall types.

Railings

Railings are created and edited
m ﬂﬂml just like walls. See “Drawing
Walls” on page 189. The attributes for
railings when they are first drawn are defined
in the Railing Defaults dialog. See “Railing
and Deck Railing Defaults” on page 180.

Railings are ideal for a number of tasks:

e Creating changes in floor and/or ceiling
height. See “Floor & Ceiling Heights” on
page 239.

» Creating stairwells. See “Creating a Stair-
well” on page 419.

» Drawing decks. See “Decks” on page
238.

To produce a break in a railing for a stairway

or other access, use a Doorway [ . This
keeps the railing continuous and maintains
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room definition. See “Room Definition” on
page 231.

When first drawn, railings are specified as
No Locate, which prevents Auto Exterior

Dimensions | A/ from locating them. The No
Room Def attribute may also be helpful if
you do not want a railing to divide an area
into two separate rooms. See “General Tab”
on page 214.

By default, newels and balusters do not
display in floor plan view, but their display
can be turned on. See “Newels/Balusters
Tab” on page 226.

Railing Types

A variety of railing types can be specified in
the Railing and Deck Railing Specification
dialogs. See “Rail Style Tab” on page 224.
Available types include:

e Baluster creates railings composed of
newel posts, balusters, a railing, and an
optional bottom rail.

¢ Solid produces a framed railing wall, or
Half Wall. See “Half-Walls” on page 181.

e If Panels is selected, you can choose a
panel style such as cable, glass, or iron-
work from the library. See “Newels/Bal-
usters Tab” on page 226.

Wall Types and Railings

Just like regular walls, railings are assigned a
wall type: “Interior Railing”. This wall type
has three layers: a framing layer in the

middle and a layer of drywall on each side.
See “Wall Type Definitions” on page 209.

You can use a different wall type definition
for railings if you wish, but bear in mind that
this wall type definition determines several
important things:

e Therailing’s appearance in floor plan
view. See “Displaying Walls” on page
192.

* The actual thickness of Solid railings in
3D views.

» The extent of the floor platform, if a plat-
form edge is defined by the railing. is
defined by the outer surface of the wall
type. See “Floor and Ceiling Platforms”
on page 321.

 If the railing is used to create a change in
floor height, this wall type controls the
structure and position of the partial wall
built beneath the railing, if one is
required. See “Floor & Ceiling Heights”
on page 2309.

If the railing is a type other than Solid, its
sizing is specified on the Newels/Balusters
tab of the Railing Specification dialog, and
the railing is centered along the width of the
wall type. This will not be evident in floor
plan view unless newels and balusters are set
to display.

Deck Railing is also assigned a wall type:
“Deck Railing/Fencing”. This wall type has a
single framing layer and is recommended for
use only with deck railing and fencing.



Invisible Walls

Invisible Walls

= | Invisible walls can display in floor Invisible walls are drawn using the attributes
i il plan view but not in 3D views or the specified in the Invisible Wall Defaults
Materials List. They are used to create or dialog and are placed on the “Walls,
modify room definition, most often by Invisible” layer by default. A wall placed on
defining smaller areas within larger rooms. a non-default layer and then specified as
See “Room Definition” on page 231. Invisible, however, will not move to the

“Walls, Invisible” layer. See “Invisible Wall

Invisible walls can also be used to define Defaults” on page 180.

areas with different floor or ceiling materials

heights.
or heignts Important Notes on

Common uses for invisible walls include Invisible Walls
dividing areas of an open floor plan into

areas with different purposes e Floor, wall and ceiling areas are calcu-

lated separately for rooms divided by
invisible and normal walls.

T l,jﬁ:sﬁl =T N _
i ﬂ | * Invisible walls are ignored by the Auto

DINING H FAMILY Q Place Outlets [fa tool; it functions as
' L] though they were not present.

i | 1

F—| KITCHEN
{

I Il

y = f e Cabinets, fixtures and furniture can be

|| HALL ” moved freely through Invisible walls.

Invisible walls separate this dining area  Invisible walls can be drawn through a
from adjacent rooms cabinet to attach to the wall behind.
An invisible wall can be turned into a normal * Invisible Walls are automatically gener-
wall, or vice versa, by clicking the Invisible ated to connect “island” rooms to the
check box in its Wall Specification dialog. larger structure around them. See “Room
See “General Tab” on page 214. Definition” on page 231.

Polygon Shaped Decks

Select Build> Deck> Polygon Polygon Shaped Deck dialog and create a
@ Shaped Deck to open the New polygon shaped deck with regular sides.
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MNew Polygon Shaped Deck @
Define Polygon by ) s -
© Side Length Mumber of Sides: =
() Radius to Corner Side Length: &0"
() Radius to Side 50"

Indude Railing

[ OK ] [ Cancel ] [Num Style... ] [ Help ]

The settings in this dialog are saved between
program sessions.

To create a polygon shaped deck

1. Click the radio button beside an option
to specify whether you want to Define

Polygon by Side Length, Radius to
Corner or Radius to Side.

Specify the desired Number of Sides.
Specify the desired Side Length or,
Specify the desired Radius.

Uncheck Include Railing to produce a
deck platform defined by Deck Edges.
This option is not available in the New
Polygon Shaped Room dialog.

6. Click OK, then click once in floor plan
view to create the specified polygon
shaped deck.

a DN

Hatch Wall
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The Hatch Wall tool can be used to
i fill wall segments with a single hatch
pattern in floor plan view.

To apply wall hatching, select Build> Wall>

Hatch Wall |#, then click on a wall. The
hatch pattern covers the entire length and
width of the wall segment.

Note: The Hatch Wall tool cannot be used to
apply a hatch pattern to Invisible Walls. See

“Invisible Walls” on page 187.

Hatch Wall |# places a hatch pattern across
all layers of the selected wall, covering any
fill styles specified for that wall type.

In many cases, it is preferable to create a wall
type definition rather than use the Hatch

Wall | tool because multiple fill styles can

be created for display purposes. See “Wall
Type Definitions Dialog” on page 211.

Once created, wall hatching can be selected,
edited and deleted much like other line-based
objects. See “Editing Line Based Objects” on
page 127.

If you use the Hatch Wall | tool to apply a
hatch pattern to a wall that has been divided
into multiple segments using the Break

Wall |55 tool, the pattern is only applied to
the segment that you clicked on . See “Break
Wall” on page 189.

Like doors and windows, wall hatching
cannot extend across multiple wall segments.
Unlike these objects, hatching cannot be
located by dimension lines.

The wall hatch pattern and its line weight can
be specified in the Wall Hatch Specification



dialog. See “Wall Hatch Specification
Dialog” on page 227.

When editing or deleting wall hatching,
make sure that it is selected rather than the

Break Wall

wall by noting that “Wall Hatching” displays
in the Status Bar. See “The Status Bar” on
page 31.

Break Wall

:ﬁ: To divide a wall or railing, select
Build> Wall> Break Wall and click

on the wall. The wall is divided into two wall

sections at the point where you click.

The Break Wall [=¥= tool remains active, so
you can continue to place breaks in walls.
When you are finished, select a different
tool.

If a wall break is placed near the intersection
of two walls, the break is positioned at the
center of the intersection.

Once a break is placed, click the Select

Objects | [} tool and select the original wall.
If edit handles display near the break, the
wall was correctly broken.

Walls separated by a break can be rejoined.
Select one of the segments, then click on the
end edit handle located at the break and drag
it a few plan inches (mm) away from the
break. See “Connecting Walls” on page 191.

The Break Wall [=*= tool can be used to
create aligned walls on either side of a gap.
See “Creating a Nook” on page 202.

Drawing Walls

Walls are drawn similar to the way CAD
lines are drawn and can be drawn in floor
plan view, camera views, and overviews. See
“Draw Line” on page 776.

Drawing walls to create a floor plan is simple
if you keep a few things in mind:

» Draw exterior walls first to define the
building’s footprint, then draw the interior
walls after the perimeter is in place.

 Itis easiest to draw walls at the approxi-
mate location and length needed and then
move or resize them precisely using
dimensions later. See “Moving Objects
Using Dimensions” on page 737.

 If you wish to input wall lengths as you
draw, make sure your General Wall
Defaults are set to Resize About Outer
Surface. See “Entering Wall Lengths and
Angles” on page 190.

e Aswalls are drawn, “sticky” points and
extension lines identify points that are
either collinear or orthogonal to the end
points of other walls, making alignment
easier. See “Extension Snaps” on page
111.

* When walls enclose an area to form a
room, the program will orient all exterior
walls so that the siding material faces out-
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ward. See “Wall Type Definitions” on
page 209.

e To flip the layers of a wall after it is
drawn, select it and click the Reverse

Layers " edit button. See “Editing
Walls” on page 197.

 Initial wall heights are determined by the
default floor and ceiling heights of the
current floor. See “Floor Defaults Dialog”
on page 316.

Wall Positioning

The recommended method of drawing walls
is to draw them at their approximate location
and length, then move them into position
with accuracy using dimensions. To make
this task quick and efficient:

¢ Notice the temporary wall that displays as
you draw. Its length and angle display in
the Status Bar at the bottom of the win-
dow and adjust as you move the mouse.
Release the mouse button to draw the wall
at the displayed length and angle. See
“The Status Bar” on page 31.

e Use Snaps to help ensure proper wall
alignment and orientation. See “Snap
Behaviors” on page 109.

Once walls are drawn, they can be accurately
dimensioned and moved as needed. See
“Measuring Walls” on page 195.

Entering Wall Lengths
and Angles

The fastest way to draw walls is to draw
them at their appoximate position and length,
and then move or resize them accurately
using dimensions. See “Using Dimensions”
on page 198.

For those that wish to enter walls’ lengths
and angles as they are drawn, first select
Resize About Outer Surface in the General
Wall Defaults dialog. See “Resize About” on
page 202.

Then draw a wall, select it, and specify its
Length and Angle in the Wall Specification
dialog. Draw a second wall and specify its
length and angle, and so on. See “General
Tab” on page 214.

Wall Openings

To create a door or doorway, do not draw
wall sections with a gap between them. Walls
should be drawn to completely enclose
rooms, and then door and window objects
should be placed in the walls to create
openings later. See “Doors” on page 253 and
“Windows” on page 279.

Masonry fireplaces placed in walls are also
considered to be types of wall openings. See
“Fireplaces” on page 343.

Temporary Dimensions

Temporary dimensions will display along the
length of a wall as it is drawn when Display

Temporary Dimensions (I is toggled on
and Show Wall Length When Editing is
checked in the General Wall Defaults dialog.
See “Display Temporary Dimensions” on
page 731 and “General Wall Defaults” on
page 176.

Drawing Curved Walls

Drawing a curved wall, curved railing, or
curved fence is similar to drawing a CAD
arc. See “Arc Tools” on page 785.



As with CAD arcs, the method used to draw
a curved wall depends on which Arc

Creation Mode |/, is currently active. See
“Drawing Arcs - Arc Creation Modes” on
page 784.

A straight wall can also be converted into a
curved wall and vice versa using the Change

Line/Arc | edit button. See “Change Line/
Arc” on page 159.

@ To create a room in the shape of a cir-
~ cle, you must draw two curved walls.

A curved wall always has a center point. The
center displays as a small cross when Show

Arc Centers and Ends |2/ is enabled. See
“Show Arc Centers” on page 134.

Show Arc Center

Connecting Walls

The radius of a curved wall is measured from
the center to a surface or layer of the wall.
The radius can be defined in the Wall
Specification dialog. You may elect to
define the radius to the exterior or interior
wall layers. See “General Tab” on page 214.

House Wizard

w..| The House Wizard allows you to place

. and arrange room “objects” that can
then be converted into a fully editable house
plan, including walls. See “House Wizard”
on page 799.

Wall Framing

Once walls have been drawn, they can be
framed. For best results, avoid generating
framing until your model is in its final form.
See “Wall Framing” on page 436.

Connecting Walls

When walls are drawn sufficiently close to
one another, they will snap together to form
an intersection. This snapping occurs when
the walls’ center lines are within a distance
defined by the larger of the two walls’ widths

and will occur even when Object Snaps [
are turned off. See “Object Snaps” on page
110.

If the two walls in question have the same
wall type and identical specifications, and
are collinear, they will merge to become a
single wall. See “Aligning Collinear Walls”
on page 202.

When three or more walls connect to form a
completely enclosed area, that area defines a
room. See “Rooms” on page 229.
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When walls snap together to form an

intersection and Object Snaps [ are
enabled, the program joins them at their
Resize About line, which is specified in the
General Wall Defaults dialog. See “Aligning
Walls” on page 201.

e The wall that is being drawn or edited will
move, lengthen, or shorten slightly to
meet the other wall.

e The other wall will not move; however,
its length may be affected.

Wall Intersections

Any time two walls intersect, one wall will
build through the other. You can turn on the
display of.the “Walls, Thru Wall Lines” layer
in floor plan view to see which walls build
through and which do not. See “Displaying
Objects” on page 102.

When a wall builds through another wall, it
will extend into the intersected wall until it
meets the interior surface of that wall’s Main
Layer. See “The Main Layer” on page 209.

Fix Connections

Occasionally, one or more walls do
@ not properly connect. To clean up
most connections throughout the plan, select
Build> Walls> Fix Connections.

If you have only one connection to fix, the

Connect Walls %) edit button is faster to
use.

Connect Walls

Use the Connect Walls edit button to
@ complete an intersection of two walls.
Select a wall, click the Connect Walls edit
button, then click on the other wall to
connect the two.

If the unconnected wall ends are sufficiently
close to one another, the tool connects them.
If the separation is too great, extend one
towards the other and try again.

Removing Wall Breaks

The Break Wall %= tool allows you to break
a wall into two or more separate wall
segments. See “Break Wall” on page 189.

To merge two collinear walls separated by a
break,select one of the segments, then click
on the end edit handle located at the break
and drag it a few plan inches (mm) away
from the break.

If the two walls do not merge, either one or
both walls have been moved and they are no
longer collinear, or one or both has been
edited in some way and they are no longer
identical. Open the Wall Specification
dialog for each wall and determine how they
differ. See “Wall Hatch Specification
Dialog” on page 227.

Displaying Walls

While the structure and appearance of
@ each wall type is controlled in the

Wall Type Definitions dialog, the display of
walls in all views is controlled in the Layer



Display Options dialog. See “Displaying
Objects” on page 102.

If a “Walls” layer is turned off, any doors and
windows placed in walls on that layer will
not display, either. See “Displaying Doors”
on page 257 and “Displaying Windows” on
page 287.

In Floor Plan View

The appearance of each wall type, including
line weights and colors and wall layer fill
styles, is specified in the wall Type
Definitions dialog. See “Wall Type
Definitions Dialog” on page 211.

There are also several options for controlling
how walls are displayed in floor plan view.
In the Layer Display Options dialog, you
can specify whether or not various types of
walls display. Walls are placed on layers with
“Walls” at the beginning of the layer name,
such as “Walls, Normal”.

The display of the wall layers specified in the
Wall Type Definitions dialog can be
controlled. If you turn off the display of the
layer called “Walls, Layers”, wall types
display with two lines representing the inside
and outside surfaces.

In addition, you can turn off the display of
non-structural layers and show only the
walls’ Main Layers by turning on the display
of the “Walls, Main Layer Only” layer. This
allows you to create both fully configured
walls and framing layouts. The “Walls, Main
Layer Only” layer affects the display of walls
in floor plan view only. See “The Main
Layer” on page 209.

The “Walls, Thru Wall Lines” layer controls
the display of lines indicating which walls
build through at wall intersections.

Displaying Walls

Note: In floor plan view, railings not specified
as Solid display their Main Layer regardless
of whether “Walls, Layers” or “Walls, Main
Layer Only” is turned on. See “Wall Types
and Railings” on page 186.

Foundation Walls have footings that display
in floor plan view as long as the “Footings”
layer is turned on. See “Displaying
Foundations” on page 335.

It is sometimes helpful to display the walls
from a floor other than the current floor. To
do this, select and display a reference floor.
See “The Reference Floor” on page 327. You
can also specify which layers are included in
the Reference Display Layer Set in the Layer
Display Options dialog.

In 3D Views

As in floor plan view, the display of walls
can be controlled by layer in the Layer
Display Options dialog.

Each layer of a wall is generated when you
create a 3D view. You can see the different

layers in 3D using the Delete Surface |
tool. See “Delete 3D Surface” on page 679.

A wall’s framing layer displays as a solid
layer rather than studs and plates until wall
framing is built. See “Framing” on page 435.
Wall framing is placed on the “Framing,
Wall” layer by default.

While most architectural objects in the
program can display in both floor plan and
3D views, a few cannot. Invisible walls and
wall hatching are examples of objects that do
not display in 3D.
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Wall Materials

There are several ways that materials can be
assigned to walls, depending on how the
walls and the rooms they define have been
defined. See “Rooms” on page 229.

When you draw a wall, it uses the materials
specified in its wall type definition. See
“Wall Type Definitions” on page 209.

You can change the surface material of an
individual wall in the Wall Specification
dialog. If you select “Use Default” as the
material and the wall is used to define a
room, the program refers to the material
specified in the Room Specification dialog.
See “Wall Specification Dialog” on page
214,

You can also change a room’s wall material
in the Room Specification dialog. See
“Materials Tab” on page 635. To restore the
default Wall Type material, select Use
Default in the Select Library Object dialog.
See “Select Library Object Dialog” on page
622.

When neither the wall nor the room has a
material assigned to it, the program refers to
the general material for walls in the Material
Defaults dialog. See “Material Defaults” on
page 650.

Note: Wall materials that are specified on the
Materials tab of either the Wall or Room
Specification dialog are not calculated in the
Materials List.

Displaying Pony Walls
in Floor Plan View

Either the upper or lower portion of a pony
wall can display in floor plan view. Only the

portion that displays can be snapped to or
aligned with walls above or below. See
“Aligning Walls” on page 201.

By default, the upper portion of a pony wall
displays in floor plan view. To show the
lower pony wall in floor plan view instead,
select Show Lower in Plan View in the
Pony Wall Defaults dialog. See “Pony Wall
Defaults” on page 178.

When Object Snaps I'f| are enabled, you
can only snap to the outer, inner and Main
Layer surfaces of the part of the pony wall
set to display.

Note: A window or door that is completely
contained by one part of a pony wall will dis-
play in floor plan view if the other part of the
pony wall is shown, but will display the wall’'s
layer or Hatch Wall fill patterns through it.

By default, windows and doors in pony walls
are visible in floor plan view regardless of
which part of the pony wall displays. You
can, if you wish, select Hide Openings in
Non-Displayed Parts of Walls in the Pony
Wall Defaults dialog.

In the Materials List

The materials that make up wall assemblies
are listed under different Categories in the
Materials List:

 Siding - Lists all materials located outside
of each wall’s Main Layer, such as siding,
sheathing, and housewrap.

e Framing - Lists the Main Layer material
for all walls as well as railings specified
as Solid. Non-framed walls” Main Layer
materials are also listed here when those
walls are not specified as Foundation.



Wall framing, including studs, plates, and
headers, is only counted when a wall’s
Main Layer is a framing material and wall
framing has been built. See “Framing” on
page 435.

 Insulation - Insulation is calculated for
all exterior walls that are not specified as
Railing, regardless of the wall type defini-
tion.

» Wallboard - Lists all materials located
inside of each wall’s Main Layer, such as
drywall. Includes all materials aside from
framing, concrete,and rebar in walls that
do not define rooms.

Does not include Wall Coverings or mate-
rials specified in either the Room or Wall
Specification dialog. See “Materials Tab”
on page 223.

e Interior Trim - Lists base, crown and
chair rail moldings, and Wall Covering

Measuring Walls

materials specified in the Wall and Room
Specification dialogs. See “Wall Cover-
ing Tab” on page 223.

» Foundation - Lists the concrete and rebar
for all walls specified as Foundation as
well as their footings. See “Foundation
Walls” on page 183.

With the exception of wallboard, windows
and doors are taken into account in the
calculation of these totals.

Additional wall-related information is listed
in the General category, including the total
linear feet of each wall type per floor and the
total heated wall area per floor.

A wall type’s Main Layer plays a central role
in determining how - or whether - wall
materials are calculated. For this and other
reasons, correct Main Layer assignment is
very important. See “The Main Layer” on
page 209.

Measuring Walls

Accurate wall measurements are an essential
aspect of any drawing, and can be achieved
by following two basic rules:

» Be aware of what part of a wall assembly
dimensions are locating;

 Position walls using dimensions rather
than edit handles or edit tools.

These rules can easily be met when you keep
the following recommendations in mind.
Use Dimension Defaults

Manually-drawn and automatic dimensions
can be set to locate walls at their Main

Layers or at surfaces. Before drawing
dimensions - and particularly, before using
them to move your walls into position - make
sure that your Dimension Defaults are set up
to meet your needs. See “Dimension
Preferences and Defaults” on page 719.

Be aware, too, that the wall length dimension
that displays when a wall is selected as well
as the Length specification in the wall
Specification dialog do not inherit their
settings from the Dimension Defaults.
Instead, they follow the Resize About line.
See “Resize About” on page 202.
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Edit Dimension Lines

Once a dimension line has been drawn, its
extension lines can be edited to locate a
number of locations on a wall assembly:

e The exterior surface

e The Wall Dimension Layer’s exterior
e The center line of the wall assembly
e The Main Layer’s center line

e The Main Layer’s interior

e The interior surface

See “Editing Extension Lines” on page 735.

Moving Walls Using
Dimensions

By far, the most precise method of
positioning walls is using dimension lines.
To produce accurate measurements,
remember to:

¢ Be aware of what part of your walls is
being located by each type of dimension.

e Avoid specifying dimension values with
greater accuracy than your dimensions are
set to display. See “Format Tab” on page
722.

See “Using Dimensions” on page 198.

Remember that the temporary wall length
dimension that displays when a wall is
selected may be set to locate a different part
of the wall assembly than other dimension
lines. See “Wall Length” on page 200.

Use Object, Angle and
Grid Snaps

Object Snaps, Angle Snaps, and Grid Snaps
make it easier to align walls when they are

being drawn as well as when they are edited.
See “Snhap Behaviors” on page 109.

Object Snaps I help to ensure consistent
wall connections and are particularly helpful
when aligning collinear walls.

When Grid Snaps |t are enabled, walls are
drawn on a regularly spaced grid, which
helps avoid inaccurate wall placement. This
can become particularly important if you
forego positioning walls using dimensions in
favor of using edit handles to move them.

draw walls at regular angles, ensuring walls
that are truly parallel or perpendicular to one
another and separated by consistent
distances.

No Locate

If a wall is specified as No Locate in the
Wall Specification dialog, it will be ignored

by Auto Exterior Dimensions | A in floor
plan view, as will any doors or windows
placed in it. By default, Railings, Deck
Railings, and Invisible Walls are specified
as No Locate. See “General Tab” on page
214.

The No Locate setting also affects the
behavior of Manual Dimensions |¢”, and
End to End Dimensions [+, and Angular

Dimensions |¢”. If a Manual or End to End
Dimension is drawn between two No Locate
walls, a dimension line will be created;

however, if one of the walls is No Locate and
one is not, no dimension line will be drawn.

Angular Dimensions |«*| do not recognize



No Locate walls under any conditions. See
“Dimensions” on page 719.

If a wall is on its default layer and is speci-
fied as No Locate, it will be moved to the
“Walls, No Locate” layer. If this box is later
unchecked, the wall will return to its default
layer. If a wall is on a non-default layer, it

Editing Walls

will remain there. See “Displaying Walls” on
page 192.

Once a dimension line has been created, it
can be edited so that it locates a No Locate
wall or railing that is perpendicular to it.

Angular Dimensions | cannot be edited in
this manner and are the exception to this
statement. See  Editing Dimension Lines.

Editing Walls

Walls can be selected individually and as a
group in all views. When a wall is selected, it
displays edit handles and an edit toolbar that
can be used to edit it in various ways. When
awall is selected, temporary dimensions may
also display. See “Display Temporary
Dimensions” on page 731.

The ways in which a wall can be edited
depends on the current view and which edge
is selected. See “Selecting Objects” on page
124,

Selecting Walls

e When you try to select a wall in a cross
section/elevation or 3D view, the interior
or exterior room that it defines may be
selected first. Click the Select Next

Object 4 edit button or press the Tab
key on your keyboard to select the wall
itself. See “Selecting Rooms” on page
231.

You can specify that the wall be selected
first instead of the room in the
Preferences dialog. See “Appearance
Panel” on page 61.

 Infloor plan view, if wall hatching has
been applied to a wall using the Hatch

Wall |# tool, the hatching may be
selected first. Click Select Next

Object |k to select the wall itself. See
“Hatch Wall”” on page 188.

» The Edit Area |2 tools allow you to
select only part of a wall or walls. See
“Edit Area Tools” on page 168.

Using the Edit Handles

Depending on the type of view, a wall
displays a different set of edit handles when
selected.

* Infloor plan view, straight and curved
walls can be edited like other line- and
arc-based objects. See “Editing Line
Based Objects” on page 127 and “Editing
Arc Based Objects” on page 130.

 Infloor plan view, a wall’s edit handles
display along its Resize About line. See
“Resize About” on page 202.

e Inacameraview or overview, click on the
top surface of a wall to display the same
edit handles as in floor plan view, allow-
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ing you to rotate, move, and extend or
shorten the length of the wall.

¢ Moving a wall in any view will move any
cabinets attached to that wall, as well.

e Inacross section/elevation view, the top
and bottom edges of straight and curved
walls can be edited like closed polylines.
See “Editing Closed-Polyline Based
Objects” on page 138. Only the top and
bottom edges of walls can be broken,
angled or curved: the side edges cannot.

e Inacamera view or overview, click on an
interior or exterior surface to display the
same edit handles as in an elevation view:
one at each corner and one on the top and
bottom edges.

¢ When a wall is connected to other walls

and Edit Object Parts ("] is turned off, it
can only be moved perpendicular to itself
or, in the case of curved walls, perpendic-
ular to its chord using the Move edit han-
dle. Unconnected walls can be moved at
Allowed Angles.

e The footings of Foundation Walls and
Slab Footings can be selected in 3D views
and edited using the edit handles. See
“Footing Width and Height” on page 337.

e The Same Wall Type edit handles can be
enabled, allowing you to draw a new wall
segment of the same type as the selected
wall.

Same Wall Type
Edit Handles

When the Same Wall Type edit handles are
enabled, two edit handles display just beyond
a selected wall’s Extend edit handles in floor

plan view or when the top edge of the wall is
selected in a 3D view.

Same Wall Type edit handles

Click and drag a Same Wall Type edit
handle at any angle to draw a new wall
segment of the same type as the selected
wall.

E

s

To temporarily enable the Same Wall Type
edit handles, select a wall and click the Same

Wall Type |71 edit button. You can also
enable these handles globally in the
Preferences dialog. See “Architectural
Panel” on page 73.

In the Specification Dialog

The appearance and structure of walls

can be customized in the wall
Specification dialog. See “Wall
Specification Dialog” on page 214.

The characteristics of the roof directly above
a selected wall can also be specified in the
Wall Specification dialog. See “Roof Tab”
on page 218.

Using the Edit Tools

A selected wall or walls can be edited in a
variety of ways using the buttons on the edit
toolbar. See “The Edit Toolbar” on page 29.



The characteristics of the roof directly above
a selected wall can also be specified in the
Wall Specification dialog. See “Roof Tab”
on page 218.

Using Dimensions

Automatic, manually-drawn, and
& temporary dimension lines can be
used to both resize and move walls with
accuracy. Select a wall, then click on a
dimension line that locates it and type in the
value that you need. See “Moving Objects
Using Dimensions” on page 737.

When a wall is resized using dimensions, the
inline text field used to edit the dimension
will have three unique buttons: Move Start,
Move End, and Move Both Ends. Choose
the option that you want to use before
pressing the Enter key.

Move Start  Move End

15! 1II

/
e
Move Both Ends

If both ends of the selected wall intersect
walls that are not parallel to one another, a
fourth option will be available: Move Along

Rails |-, When this option is used, the
selected wall both resizes and changes
position so that it remains connected to the
other walls when you press the Enter key.

Editing Walls

Move Along Rails resizes
and moves a selected wall.

Depending on your Dimension Defaults
settings, manual and/or automatic dimension
lines may locate wall surfaces or wall
dimension lines. See “Locate Objects Tab”
on page 723.

& Dimension Defaults and Temporary
Dimension Preferences settings can
have a significant effect on wall position. It is
recommended that you review these settings
and make sure that they meet your needs.

Wall Thickness

The initial thickness of a wall is determined
by its wall type definition. You can change a
wall’s thickness by modifying the definition
of it’s wall type. If you do this, all instances
of the wall type used in the plan will be
affected - not just an individual object. See
“Wall Type Definitions” on page 209.

You can also specify a selected wall’s
thickness in its Wall Specification dialog.
See “General Tab” on page 214.

If a selected wall’s thickness is changed:

* A copy of the wall’s wall type is created
with the same name but appended with a
number equal to the thickness of the Main
Layer, and that new type is assigned to the
wall. See “The Main Layer” on page 2009.
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e The change in thickness will be applied to
new wall type’s Main Layer.

e The Main Layer must be at least 1/16”
thick, and the wall’s thickness cannot be
less than the original wall type’s total
thickness minus the thickness of its Main
Layer.

If a wall type’s thickness is modified, the
wall will resize about the Resize About line
specified in the General Wall Defaults
dialog. In some instances, the wall may
appear to move as a result of changes made
to the thicknesses of its layers. See “General
Wall Defaults” on page 176.

Wall Heights

The height of a wall is controlled by the
ceiling height of the room(s) it defines. If the
ceiling or floor height of a room is changed,
the height of the walls that define it also
change.

e The initial ceiling height for all rooms on
a floor is set in the Floor Defaults dialog
for that floor. See “Floor Defaults” on
page 230. Whenever possible, it is best to
set all ceiling heights using the default.

e The ceiling height of a single room can be
set in its Room Specification dialog. See
“General Tab” on page 244.

¢ The default Floor and Ceiling Heights for
a given floor can be adjusted by editing
the top and/or bottom edges of the Exte-
rior Room in a 3D view. See “The Exte-
rior Room” on page 232.

e If the wall height of the Exterior Room is
adjusted in a 3D view, the default Floor or
Ceiling Height of the entire floor is
changed. See “The Exterior Room” on
page 232.

» The top or bottom edge of any wall can be
adjusted independent of floor or ceiling
heights using the mouse in Cross Section/
Elevation and 3D views. Top and bottom
edges can also be stepped and raked. See
“Stepped and Raked Walls” on page 207.

e The edge dividing an upper and lower
pony wall can be edited in Cross Section/
Elevation and 3D views. In addition, its
height can be defined in the wall
Specification dialog. See “Wall Types
Tab” on page 221.

Wall Length

Wall length can be modified in several
different ways:

e Using dimensions. See “Measuring
Walls” on page 195.

» In the Wall Specification dialog. See
“General Tab” on page 214.

» By dragging the end edit handles. See
“Editing Line Based Objects” on page
127 and “Editing Arc Based Objects” on
page 130.

Bear in mind that if you try to resize a wall
by a small amount using one of its edit
handles and that wall is connected to another
wall at that end, its length will not change
because its end will snap back to the existing
intersection. See “Connecting Walls” on
page 191.

The most accurate way to specify wall length
is using dimensions. By default, wall length
is measured at the outside edge of the Main
Layer. You can instead specify that manual
and/or automatic dimension lines locate
surfaces in the Dimension Defaults dialogs.
See “Dimension Preferences and Defaults”
on page 719.



Be aware that the wall length dimension that
displays when a wall is selected as well as
the Length specification in the Wall
Specification dialog do not inherit their
settings from the Dimension Defaults.
Instead, they follow the Resize About line.
See “Resize About” on page 202.

Editing Straight/Curved Wall Combinations

Note: By default, dimensions and the Resize
About line all use the exterior edge of the
Main Layer. When Resize About is set to use
a different location, dimension lines may not
agree with a wall's length specification. See
“Measuring Walls” on page 195.

If you move a straight wall connected to a
curved wall with a locked center and the
connection cannot be maintained without
changing the center of the arc, the walls lose
their connection.

PN

When an Extend edit handle of a curved wall
with a locked center is dragged with the

Alternate |Alt Edit Behavior active, the

Editing Straight/Curved Wall Combinations

locked center setting will be overridden. See
“Edit Behaviors” on page 120.

If you move a straight wall connected to a
curved wall with a locked center, the curved
wall extends along its curve and the straight
wall will either lengthen or shorten as needed
to stay connected to the curved wall.

If the connection between the straight and
curved wall cannot be maintained because of
the curved wall’s radius, it will be broken.

Aligning Walls

Wall alignment refers to the way wall
segments line up with one another, either on
the same floor or on the floor above or
below. Walls may need to be aligned in a
variety of situations.

To make alignment easier when drawing or
resizing walls, “sticky” points and extension
lines identify points that are either collinear
or orthogonal to the end points of other
walls. See “Extension Snaps” on page 111.

201




Home Designer Pro 2014 Reference Manual

202

Resize About

The Resize About line specified in the
General Wall Defaults dialog controls two
important aspects of wall alignment:

e What part of a wall retains its position
when its wall type or wall type definition
is changed. See “Wall Type Definitions”
on page 209.

e Where walls snap together to form an
intersection. See “Connecting Walls” on
page 191.

The Resize About line is the line along
which a selected wall’s length is measured in
the Wall Specification dialog. See “Wall
Length” on page 200.

The Resize About line is also the line along
which a selected wall’s edit handles display,
and is the line along which any snap points
will be located. See “Editing Walls” on page
197.

Aligning Collinear Walls

Collinear walls are parallel walls connected
end to end and drawn on the same floor.
When collinear walls join end-to-end, the
walls snap together. If these walls have the
same wall type and identical specifications,

and if Object Snaps |I'f| are enabled, they
will merge to become a single wall segment.

Creating a Nook

Walls can be aligned across an opening such
as a nook, so that they are collinear, using the

Break Wall =5 tool.

To align walls across a gap

1. Select a wall to build a nook into and
click the Break Wall |=5= edit button.

2. Click at a point on the wall close to one
side of the nook area. Do not worry
about exact placement right now.

3. Click again near the other side of the
nook. Two short lines at each location
where you clicked indicate Wall Breaks.

Place Wall
Breaks here

Position these
walls as needed

4. Right-click the middle section of the
wall to select the wall section.

5. Click the middle Move handle and drag
the wall outward.

6. Draw side walls to connect the wall back
to the rest of the house.

7. Move these short walls using dimen-
sions to accurately size the nook.

Aligning Walls
Between Floors
Walls can be aligned between floors by
clicking the Align With Wall Above = and
Align With Wall Below |7 edit buttons.



By default, walls on different floors are
aligned by the outer edges of their Main
Layers. See “The Main Layer” on page 209.

-+ In order for these edit tools to be avail-
@ able, the areas of the walls in question
must be partially aligned, or overlapping.

To align walls between floors

1. Select a wall that you want to align with
another wall either above or below it.

2. If the wall is above or below the other
wall along only part of its length, you
must click on it along that part. Select
Tools> Reference Floors> Reference

Display On & to help make sure you
click on the correct part of the wall.

3. When you have selected the wall at the
desired location, click either the Align
With Wall Above == or Align With

Wall Below |&= edit button.

Aligning Curved Walls
Between Floors

Curved walls are aligned between floors
using the same technique to align straight
walls. If the centers and radii of the walls are
within a few inches of each other, the Align

With Wall Above [ and Align With Wall

Below |F edit buttons are enabled for the
selected wall. The selected curved wall will
take on the radius and center of the
referenced wall when the walls are aligned.

Aligning Walls

Aligning Pony Walls
Between Floors

When aligning a pony wall with either the
wall above or below:

* Align With Wall Below |5 will always
align the lower pony wall with the wall
below, as specified in the lower pony
wall’s Wall Type Definition. See “Wall
Type Definitions” on page 209.

» Align With Wall Above == will always
align the upper pony wall with the wall
above, as specified in the upper pony
wall’s Wall Type Definition.

Aligning Railing on
Different Platforms

Two collinear Railings or Deck Railings on
the same floor can be aligned one above the
other when they define rooms with different
floor heights.

AL

To align railing on different platforms

1. Click and drag to draw a Railing or
Deck Railing that divides a room such as
a deck in two.

2. Click the Select Objects | [y | button,
then click in one of the room areas.

3. Click the Open Object |[IT edit button,
and on the General tab of the Room
Specification dialog:
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» Specify a Floor Height that differs
from that of the other by at least the
height of the railing, then click OK.

e The default railing height is 36", so for
best results the Floor Height should be
changed by at least this amount.

4. Click on the railing drawn in step 1, then

click the Open Object [T edit button.
On the Rail Style tab of the Railing or
Deck Railing Specification dialog,
check Generate on Low Platform. See
“Rail Style Tab” on page 224.

5. Click and drag a second railing parallel
to the one drawn in step 1.

6. Select this second railing and click the

Open Object |l edit button. On the
General tab of the Railing or Deck
Railing Specification dialog, check the
box beside No Room Def and click OK.

7. With the railing still selected, Ctrl + drag
it into the same position as the first rail-
ing. See “To move an object freely” on
page 153.

Roof Directives in Walls
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To automatically generate a roof plane using
values other than the defaults or to not
generate a roof plane bearing on a particular
wall (as for a gable or the sides of a shed
roof), you can change the settings in the Wall
Specification dialog. See “Roof Tab” on
page 218.

Hip, Gable, and Shed Roofs

By default, the program will produce a roof
plane over each exterior wall to create a hip
roof. You can instead specify a gable or shed
roof above the selected wall.

¢ Check Full Gable Wall to create a gable
with a ridge centered above the selected
wall(s).

e Check High Shed/Gable Wall for the
side walls or the wall under the high side
of a shed roof.

¢ You can also select a wall and click the
Change to Gable Wall(s) |7 edit button,

or change it back by clicking the Change
to Hip Wall(s) |2 edit button.

Pitch

The default pitch for roof planes is set in the
Build Roof dialog. However, any exterior
wall can define the pitch of the roof plane
built above it.

You can also specify a second, upper pitch
above a given wall. Mansard, gambrel, gull
wing and half-hip are examples of roof styles
that use two pitches. See “Roof Tutorial” on
page 69 of the User’s Guide.

Overhangs and Roof Returns

You can specify the overhang of the roof
plane to be generated above the selected
wall. This setting only takes effect when
Same Height at Exterior Walls is unchecked
in the the Build Roof dialog, which is also
where the default Overhang value is set.



Check Auto Roof Return to generate roof
returns on the selected wall. In most cases,
roof returns only generate on Full Gable
Walls. See “Roof Returns” on page 393.

Extend Slope Downward

Check Extend Slope Downward to extend
the roof plane downward over a bumpout,
instead of creating additional roof planes.
The two connecting walls that create the
bumpout must be Full Gable walls.

In the following image, the bearing wall of
the bumpout has Extend Slope Downward
checked. The two short side walls are Full
Gable Walls.

Full Gable
Wall

\ Extend Slope

Downward

Roof Directives in Walls

Clerestory and Dormer Walls

Occasionally, walls are built between two
roof planes rather than between a roof plane
and a floor platform. Common examples
include clerestory walls and the side, or the
cheek, walls of floating dormers.

I |
Clerestory wall built between two roof planes
Check Roof Cuts Wall at Bottom to have
the bottom of the selected wall clipped by the

roof plane below, as where a floating dormer
wall meets the main roof plane.

Exterior/Interior Pony Walls

It’s not uncommon for an individual wall to
be an exterior wall near its top, and an inte-
rior wall near its bottom.
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Upper Wall
Type

Lower
Wall Type

Lower Wall Type If Split By Butting Roof

Check Lower Wall Type If Split By Butt-
ing Roof to achieve this. When this option is
checked, the selected wall is specified as a

pony wall and a second, lower wall type can
be specified. Unlike with other pony walls,
the change in wall type occurs wherever a
roof plane builds to the exterior of the wall.
See “Pony Walls” on page 184.

Attic Walls
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In Home Designer Pro, walls are built
between the floor and ceiling platforms of
the current floor. See “Floor & Ceiling
Heights” on page 239. When the program
detects an open space between a wall and the
roof plane above it, it automatically creates
an Attic Wall on the floor above that wall to
fill in the gap.

Attic Walls are typically found above Full
Gable Walls, forming a gable or closing the
top portion of a side wall of a shed roof.
They are also generated above all exterior
walls when the Raise Off Plate value in the
Build Roof dialog is 3” (175 mm) or greater.
See “Build Roof Dialog” on page 355.

Attic walls are often found on the Attic floor,
but can be generated on other floors, as well.
See “The Attic Floor” on page 327.

You can eliminate an existing Attic wall by
combining it with the wall below it. To do
this, select Combine with Above Wall in the
Wall Specification dialog for the wall below.
See “Roof Tab” on page 218.

Attic Walls are specified as such in the wall
Specification dialog. If needed, you can
specify a regular wall as an Attic Wall. See
“General Tab” on page 214.

When you Rebuild Walls/Floors/

Ceilings 3, all Attic Walls in the plan are
deleted and rebuilt.

Knee Walls

Knee Walls are a bit like Attic Walls in that
they are not meant to generate to full ceiling
height. Instead, they build upward until they
encounter a roof plane. Unlike Attic Walls,



however, Knee Walls are used in the interior
of a structure, typically to separate unused
areas from rooms on the upper floor of a
story-and-a-half structure. See “Room
Types” on page 234.

Stepped and Raked Walls

Home Designer Pro does not specify walls as
Knee Walls automatically. If an interior wall
is drawn in a location where the roof is lower
than the ceiling height, you should specify it
as a Knee Wall in the Wall Specification
dialog. See “Roof Tab” on page 218.

Stepped and Raked Walls

Stepped and raked walls can be created using

the Break Line |~ tool and the wall’s edit
handles in any 3D or Cross Section/Elevation
view. In many cases, working in a Back-

clipped Cross Section | | is easiest and
allows the greatest accuracy.

-+ When you try to select a wall in a 3D

~ view, the interior or exterior room that it
defines may be selected first. Click the Select
Next Object edit button to select the wall

itself. See “Selecting Walls” on page 197.

Stepped Walls & Footings

A typical example of stepped walls is a
stepped foundation with pony walls. In the
illustration below, the lower part of the pony
wall is the concrete wall with footing, and
the upper part of the pony wall is a framed
wall with brick siding built to the first floor
platform. See “Pony Walls” on page 184.

To add a step to a wall

1. Select the wall in a Backclipped Cross
Section | € | view.

2. Click the Break Line == tool, then
click the top or bottom edge of the wall
to place the break.

3. In addition to the corner handles, two
handles display along the broken edge.

4. Select one of these two handles, and
drag up or down.

5. Asquare step is created.

The vertical edges of a wall cannot be
broken, although they can be raked as well as
moved side to side.

By default, a stepped foundation wall
displays an “S” symbol at the location of
each step in floor plan view. The display of
this “S” is controlled in the Foundation
Defaults dialog. See “Foundation Tab” on
page 331.

Raked Walls

A raked wall has an angled top or bottom
edge.
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To create a simple raked wall

1. Select the wall in Cross Section/Eleva-
tion or 3D view.

2. Click one of the corner edit handles and
drag that handle either up or down.

3. Torake awall at a specific angle, you
can:

Angles. See “Angle Snaps” on page
111.

« Draw a CAD Line |/ at the desired
angle and use the Make Parallel/

Perpendicular | L edit tool. See

“Using Make Parallel/Perpendicular”
on page 155.

Compound Raked Walls

A compound raked wall is a wall that has a
top or bottom edge with multiple angles.

To create a compound raked wall

1. Select the wall in Cross Section/Eleva-
tion or 3D view.

2. Use the Break Line = tool to add
breaks to the wall edge, as for a stepped
wall.

3. Select a segment of the edge and adjust
its angle, as for a raked wall.

CAD to Walls
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|§. The CAD to Walls tool can be used to
|ﬁa| convert CAD lines in floor plan view
into architectural objects. Two or more
parallel CAD lines can be converted to both
straight or curved walls or rails. CAD lines
representing windows and doors can also be
converted.

All lines that you want to convert to walls
must be located on one layer. The same is
true for windows, doors, and rails. See

“Layer Display Options Dialog” on page
104.

To convert the lines of an imported drawing

using CAD to Walls (&, map its layers in
the Import Drawing Wizard. Do not check
“Boxes” or “Polylines”. See “Select File” on
page 830.

When CAD objects are located properly,

select CAD> CAD to Walls (& to display
the CAD to Walls dialog.



Convert CAD to Walls Dialog

Convert CAD to Walls @
Set Wall Types
If set, walls with width within 1" {25mm) of a type
selected below will be assigned that type.

Wall Type 1
[siding 6 -
Wall Type 2
[ Interior-4 - ]

[ ok |[ cancel |[ Hep |

Specify wall types for the new walls. One,
two, or neither can be specified.

To convert to a specific wall type, the lines
must be within one inch or 25mm of that wall
type’s width. If two wall types are specified,

Wall Type Definitions

new walls are converted to the one having
the closest width. The new wall expands or
contracts about its centerline to reach the
width of the wall type. Typically, only two
wall types are used in a plan and an interior
and exterior wall type are specified.

Conversion works better if lines representing
windows and doors are on different layers,
although it may still be satisfactory if they
are on the same layer. In either case, the arc
indicating door swing helps to identify a door
and should be placed on the same layer as
doors.

Click OK to complete the conversion.
Converted items are found in the Layer
Display Options dialog.

Wall Type Definitions

Every wall drawn in a plan is assigned a wall
type, and its Wall Type Definition determines
its structure, its appearance in floor plan
view, and its default materials.

Material information in the Wall Type
Definition can be calculated for take-offs in
the Materials List. See “Materials Lists” on
page 887.

Wall types can be viewed, edited and created
in the Wall Type Definitions dialog. See
“Wall Type Definitions Dialog” on page 211.

Walls can have up to ten layers defined, each
representing a different material. All of these
layers can be calculated in the Materials List.
Materials that are applied to the outer layers
of the wall type definition also determine the
wall’s appearance in 3D views.

You can specify the default wall types used
when walls are first created, and can specify
the wall type of any wall after it is drawn in
the Wall Specification dialog. See “Wall,
Railing, and Fencing Defaults” on page 176
and “Wall Types Tab” on page 221.

The Main Layer

In most circumstances, the Main Layer
should be specified as the structural layer of
the wall, particularly when the wall is a
framed type. The Main Layer determines
many things, including:

» Floor and ceiling platforms and automati-
cally built foundation walls normally
build to the outer edge of the Main Layer.
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e At intersections, walls join at the interior
surfaces of their Main Layers. See “Con-
necting Walls” on page 191.

e Exterior walls on different floors are
aligned by the exterior edges of their
Main Layers.

¢ Roof baselines are placed at the outer
edge of the Main Layer when roofs are
automatically generated. See “The Base-
line” on page 363.

e Roof base lines and gable/roof lines that
are manually drawn snap to the edge of
this layer.

¢ When wall framing is generated, stud
depth is based on the thickness of each
wall’s Main Layer.

e By default, walls resize about the exterior
surface of their Main Layer when their
wall type or Wall Type Definition is
changed. See “Resize About” on page
202.

By default, Object Snaps |[F locate the
exterior surface of a wall’s Main Layer.
See “Object Snaps” on page 110.

= Wall framing will only generate in a wall
@\ when a Framing material such as Fir
Stud 16” OC or Metal Stud 24" OC is speci-
fied for its framing layer. See “Material Types”
on page 640.

All of this information is reliant on the Main
Layer, so creating your wall type definitions
accurately beforehand and specifying the
Main Layer is very important.

The Dimension Layer

Dimension Defaults can be set to locate walls
at their surfaces or at the exterior line of their

Wall Dimension Layer. See “Locate Objects
Tab” on page 723.

The Main Layer is the default Wall
Dimension Layer for installed wall types;
however, this can be changed if need be in
the Wall Type Definitions dialog. In addition
to the Wall Dimension Layer, the program
will locate the inside surface of the Main
Layer, as well.

Whether Surface or Wall Dimension Layer is
selected on the Locate Objects tab of the
Dimension Defaults dialog determines a
number of aspects related to how dimensions
locate walls:

e How Auto Exterior and Manual Dimen-
sions measure the lengths of walls.

* Where both Manual and Automatic Reach
are measured from.

* Where Extension line lengths and their
Gap From Marked Object are measured
from.

e Where First Line Offset for Auto Exte-
rior Dimensions | A/ is measured from.
* How the minimum enclosed area required

by Auto Exterior Dimensions || is
measured.

The settings on the Locate Objects tab
control how dimensions initially locate
walls. Once a dimension line has been
created, you can move its extension lines or
add new extensions to locate other points
along a wall’s assembly. See “Measuring
Walls” on page 195.

Interior and Exterior Surfaces

Every wall has an interior and exterior
surface - including walls in a plan that are



recognized by the program as being interior
walls. See “Exterior and Interior Walls” on
page 183.

Having separate designations for a wall’s two
surfaces allows you to specify different
materials for each in the Wall Specification
dialog. See “Materials Tab” on page 223.

In the Wall Type Definitions dialog, the
exterior surface is shown at the top of the
wall assembly diagram. In floor plan view,
you can identify a selected wall’s exterior
surface by the location of its edit handles,
which display on the exterior of the Main
Layer by default. See “Resize About” on
page 202.

Legacy Wall Types

In Home Designer Pro version X2 and prior,
generic, single-layer wall types were used as
the default for railings, deck railings and
fencing. In the earliest program versions,
they were the defaults for walls, as well.

* In Home Designer Pro X1 and prior, there
were two such wall types: “Default (wood
frame 16”0C)” and “Default (concrete)”.

e In Home Designer Pro X2, these two wall
types were replaced by one named
“Adjustable Thickness Wall”.

When plans that include either of these wall
types - in the drawing itself or set as a default
- are opened in Home Designer Pro 2014, the

Wall Type Definitions Dialog

legacy wall type is replaced by a new wall
type named “Wall-X”, where X is the
thickness of the wall’s Main Layer, rounded
up. There are a few exceptions:

 If legacy wall types with the same thick-
ness but different materials are found,
they use the same naming convention
appended with and additional _X.

» If awall using a legacy wall type is speci-
fied as a Foundation wall, the resulting
wall type will be named “Foundation
Wall-X",

» If alegacy wall type has the same attri-
butes as a wall type installed with Home
Designer Pro 2014, such as 8” Concrete
Stem Wall, it will be replaced by that wall

type.

Unless a wall is specified as a Foundation
wall, Deck Railing, or Fencing, it will be
treated as a framed wall and its new wall type
will acquire two additional 1/2” (13 mm)
thick wall layers: an interior and an exterior
layer. These new layers will use the interior
and exterior materials of the original wall.
The wall’s original layer will maintain its
original thickness, acquire a framing
material, and will become the new wall
type’s Main Layer.

Foundation, Deck Railing, and Fencing wall
types converted in this manner will continue
to have only one layer.

Wall Type Definitions Dialog

The Wall Type Definitions dialog is
used to define new wall types and
redefine existing wall types in the current

plan file. Select Build> Wall> Define Wall
Types to open this dialog.

You can also click the Define button on the
Wall Types tab of the Wall Specification or
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in most Wall Defaults dialogs. See “Wall
Types Tab” on page 221.

Changes made to an existing wall type
definition affect all walls in the current plan
using that wall type. Walls in other plan files
are unaffected.

If changes to a wall type affect its thickness,
the position of any walls in the plan using
that wall type may be affected. See “General
Wall Defaults” on page 176.

Wall Type Definitions
@ . S
Siding-6 - Mew ] [ Copy ] [ Delete ]
Wall Type Definition 9
Main Layer Wall Line | Layer Material
Layer  Thickness Color Siding
: yLover )
@1 |34 ot Library Material
ibrary Material...
3 7j16" [ClBy Laver - Plan Material...
@4 512"
@5 12" Weight Fill Style...
|:| By Layer 1
[ Build Platform to This Line
|| pimension to This Line
TOTAL 7 318"
© L e
Motes: Wall exterior is at top of drawing.
Main layer is shown wider in preview, use radio buttons to change
[ OK ] [ Cancel ] [ Mum Style. .. ] [ Help ]

Manage the list of wall types available
in the current plan.

e Click this drop-down list to display all
available wall types in the current plan.
Select a wall type from the list to display
its definition. You can rename a wall type
by typing in a new name.
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» To create a new wall type, click New to
define a new wall type from scratch or
click Copy to copy the current wall type.
A copied wall type can then be renamed
and redefined.

e To remove a wall type, select it and click
Delete. Wall types currently being used in
your plan or set as plan defaults cannot be
deleted.



9 The selected wall type’s layers are

listed here.

Wall layers are numbered and are listed
from exterior at the top to interior at the
bottom.

If the selected wall type has multiple wall
layers, select a radio button to specify the
Main Layer. The Main Layer is usually
the structural layer and is often thicker
than other layers.

Define the Thickness for each wall layer.
Very thin layers can be created, but for
best results, avoid using a thickness of 0.
The number format can be changed by
clicking the Num Style button.

To select a layer for editing, click in its
Layer Thickness text field. The arrow to
the right of the wall assembly diagram
points to the selected layer, while the
arrow to the left of the diagram points to
its exterior surface.

-+ You can also select a wall layer by
@ clicking on it in the wall assembly dia-
gram at the bottom of the dialog.

e Manage the layers associated with the

selected wall type definition.

The TOTAL thickness of the wall type
definition displays here. If you change
this value, the thickness of the Main
Layer automatically updates to account
for the difference.

Click the Insert button to create a new
layer directly above the selected layer in
the wall type definition.

To insert a layer at the bottom, or interior,
of the wall type definition, click on the

Wall Type Definitions Dialog

bottom line in the wall assembly diagram
and then click the Insert button.

e Click Delete to remove the selected layer
from the wall type definition.

a Specify the attributes of the selected
Wall Line. Wall Lines define the
extents of the layers in the wall assembly
diagram at the bottom of the dialog. To select
a Wall Line for editing, simply click on it in
the diagram. The arrow to the left of the
diagram points to the selected line.

» Define the Color, Style, and Weight for
the selected Wall Line.

e Check By Layer if you want the line to
assume the attributes of the wall’s layer as
defined in the Layer Display Options
dialog. See “Displaying Objects” on page
102.

e Check Build Platform to This Line to
build floor and ceiling platforms to the
selected Wall Line. This option can only
be selected for one Wall Line at a time.
By default, this option is checked for the
exterior side of the Main Layer.

Note: If Floor Platform to This Line is checked
for the exterior surface line of the wall type,
no siding material will generate to cover the

floor platform.

» Check Dimension to This Line to have
dimensions locate the selected Wall Line.
This option can only be selected for a sin-
gle wall layer, and can only be selected
for the Main Layer or a layer located
between the Main Layer and the exterior
surface. By default, this option is checked
for the Main Layer. Does not affect Inte-
rior Dimensions. See “The Dimension
Layer” on page 210.
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6 Specify the Layer Material for the
selected wall layer, which is calculated

in the Materials List, as well as the layer’s fill

pattern, which displays in floor plan view.

¢ Click the Library Material button or
either of the two material preview boxes
to open the Select Library Object dialog
tand choose a material for the selected
wall layer. See “Select Library Object
Dialog” on page 622.

e Click Plan Materials to open the Plan
Materials dialog and choose a material
for the selected wall layer. See “Plan
Materials Dialog” on page 642.

e Click the Fill Style button to open the
Layer Fill Style dialog and specify a fill
style for the selected wall layer. This dia-
log is similar to the Fill Style tab for CAD
objects. See “Fill Style Tab” on page 792.

e Wall layer fill styles are overridden if you

use the Hatch Wall | tool on a wall in
floor plan view.

@ An assembly diagram of the selected

wall type definition displays here. Any
changes made in this dialog display in the
diagram, which illustrates how the wall dis-
plays in floor plan view. See “Displaying
Walls” on page 192.

e Thearrow to the left of the diagram points
to the selected Wall Line. Wall Lines
define the extents of each wall layer. To
select a Wall Line, simply click on it.

» The arrow to the right of the wall assem-
bly diagram points to the selected layer.
To select a layer, click on a layer in the
diagram or click in its Thickness field.

e Click the Num Style button to open the

Number Style/Angle Style dialog.

Here you can change the numbering format.

See “Number Style/Angle Style Dialog” on
page 89.

Wall Specification Dialog
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To open the Wall Specification
[l_l dialog, select a wall or group of walls
and click the Open Obiject edit button.

The tabs of the Wall Specification dialog are
also found in the Railing, Deck Railing, and
Fencing Specification dialogs. See “Railing
and Fencing Specification Dialogs” on page
224,

The settings in this dialog are also similar to
those in the various Wall Defaults dialogs.
The settings in these defaults dialogs
determine the initial characteristics of
railings, deck railings and fencing when they
are first drawn. See “Wall, Railing, and
Fencing Defaults” on page 176.

General Tab

The settings on the General tab determine the
basic use of the selected wall, as well as its
length, angle, and other attributes.



Wall Specification Dialog

Wall Specification

==l

| Wall Covering I Rail Style

Mewels Balusters I Materials |

General | Structure I

Roof

I Foundation I Wall Types |

Thickness

9——_ [~ Foundation

7 316"

Raili
[ Railing Lodk:

Options

[ tnwisible

[ Mo Room Def,
|:| Mo Locate

[ Attic wall

Automatic Wall

Radius to:
Cuter
Inner

Quter Main

Inner Main

Some items on the General tab are available
only when they apply to the selected wall(s)
or railing(s).

The Thickness of the selected wall
displays and can be changed here. If the
wall is a Post to Overhead Beam railing, this
setting also affects the width of the beam.
See “Wall Thickness” on page 199.
9 Check Foundation to specify the
selected wall as a foundation wall.
More foundation wall settings are available

on the Foundation tab.

9 Check Railing to specify the selected
wall as a railing. More railing settings

are found on the Railing and Newels/

Balusters tab.

@ Specify the Wall Angle and Wall
Length of a straight wall. These
options are not available for curved walls.

Wall Angle:
Wall Length:

@ Start

[ Terrain Retaining Wal

180.0% -|
300" J

1 End

®0

() Center

» Wall Angle - The current absolute angle
of the wall in a floor plan view is shown.
Type in a new angle to rotate the wall
about its locked point. See “3D Drafting”
on page 25.

* Wall Length - The current length, as
measured along the Resize About line, is
shown. Type in a new length. The part of
the wall that extends or contracts is deter-
mined by where it is locked. See “Resize
About” on page 202.

Select a radio button to Lock the

selected straight wall at its Start, End or
Center. When the Wall Angle or Wall
Length of the selected wall is changed, this
point along the wall does not move. Not

available for curved walls.
Check any of the Options to modify the

@ selected wall accordingly. In most
cases, multiple options can be selected.
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e Check Invisible to specify the wall as
invisible. Invisible walls can display in

floor plan view but not 3D views and are
used to divide rooms areas not separated
by a wall or railing. Unless the wall is on

a non-default layer, it will be moved to

the “Walls, Invisible” layer when this box
is checked. See “Invisible Walls” on page

187.

will be a gap where the levels change.

Select Railing and Invisible to place
& walls where there is a vertical break in
the floor or ceiling level at the invisible
wall’s location. If railing is not selected, there

e Check No Room Def. to display the wall
in floor plan and/or 3D views but not cre-

ate room definition. See “Room Defini-
tion” on page 231.

e Check No Locate to prevent Auto Exte-

rior Dimensions | A/ from locating the

wall in floor plan view. See “No Locate”

on page 196.

e Check Attic Wall to prevent the wall
from extending through the roof above.

Unless the wall is on a non-default layer,

it will be moved to the “Walls, Attic”

layer when this box is checked. See “Attic

Walls” on page 206.

Automatic Wall displays for reference
and is checked whenever the selected wall
was generated by the program. Typically,
automatic walls are also Attic walls.

Select Terrain Retaining Wall to treat
the wall as a terrain retaining wall. See
“Retaining Walls” on page 550.

Radius To - This section is only active
for curved walls and controls the

definition of the curved wall radius.

Select Outer to define the radius from the
center of the curved wall to the outer sur-
face of the wall.

Select Inner to define the radius from the
center of the curved wall to the inner sur-
face of the wall.

Select Outer Main to display or modify
the radius from the center of the curved
wall to the outside of the main layer of the
wall.

Select Inner Main to define the radius
from the center of the curved wall to the
inside of the main layer of the wall.

Radius - Displays the radius length as
defined by the above radio buttons. Mod-
ify this value to change the curvature of
the wall.

Structure Tab

The settings on the Structure tab control the

height and other structural attributes of the
selected wall(s).



Wall Specification Dialog

Wall Specification @
Wall Covering Rail Style I Mewels Balusters I Materials |
w Structure | Roof I Foundation I wall Types |

Platform Intersection
Default Wall Top Height

Default Wall Bottom Height
[ stop at Floor Platform
[~ Go Through Floor Platform
[ stop at Ceiling
[ Balloon Through Ceiling

Generate Between Platforms

The Platform Intersection settings
control the relationship between the

selected wall and the floor and ceiling
platforms above and below it.

Default Wall Top Height and Default
Wall Bottom Height are enabled if the
selected wall top and/or bottom height has
been edited. Check these boxes to restore
the default heights.

Select Stop at Platform to have the bot-
tom of the wall stop at the top surface of a
floor platform. This is the default for
framed wall types.

Select Go Through Platform to have the
bottom of the wall go through a floor plat-
form. If there is a wall directly below, the
framing will continue downward to its top
plate. This is the default for concrete wall
types. Does not affect interior walls.

Whether a wall is a framed or concrete type is

Rim Joist
() Single

() Double

@ Automatic

[ retain Wall Framing

Select Balloon Through Ceiling to have
the top of the wall go past the ceiling plat-
form. If there is a wall directly above, the
framing will continue upward to its bot-
tom plate. The two walls remain separate
objects on different floors, however,
unless the wall above is an Attic Wall.
Does not affect interior walls.

Select Generate Between Platforms to
fill in the gap between floor and/or ceiling
platforms when the selected railing or
invisible wall separates rooms with differ-
ent floor and/or ceiling heights. When
unchecked, this gap is not closed. Only
available for railings, invisible railings,
and invisible walls. See “Stepped Floor &
Ceiling Platforms” on page 321.

Specify the number of Rim Joists for
the floor platform below the selected

wall(s). See “Framing” on page 435.

determined by material assigned to its Main
Layer. See “Wall Type Definitions Dialog” on
page 211.

» Select Stop at Ceiling to have the top of
the wall stop at the bottom of a ceiling
platform.

Select Single or Double to generate one
or two rim joists, respectively.

Select Automatic to generate two rim
joists if there is no wall below the selected
wall, and one rim joist when there is a
wall below. Automatic produces a single
rim joist for Deck Railing.
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e Check Retain Wall Framing to
preserve the framing of the selected
wall when the wall framing is globally

rebuilt. See “Keeping Framing Current” on
page 461.

Roof Tab

Any automatically generated roof style other
than a hip requires roof information to be
defined in the exterior walls. On the Roof
tab, you can specify how the selected wall

interacts with the roof plan, defining the
portion of the roof plan that bears on it. See
“Automatic vs. Manual Roofs” on page 350.

Wall Specification @
| Wall Covering I Rail Style | MNewels Balusters I Materials |
| General I Structure | Roof | Foundation I Wall Types |
c Roof Options Pitch Options e
[T Full Gable wall Pitch 3" (D) in12
[ High Shed/Gable wall
u] Pitch
[T Knee wal [Clupper pi
[ Extend Slope Downward °
[ roof Cuts Wall at Bottom 116 5/8"
0"
[ Auto Roof Return
e 36" Overhang e
o Length 18" (D)
@ Gable @ Sloping [ Lower wall type if split by butting roof 9
Hip Flat Interior Railing
Full
Indude Gutter

0 Roof Options - Specify the shape of
the wall relative to the roof.

e Check Full Gable Wall to create a gable
end over the selected wall.

e Check High Shed/Gable Wall to specify
the selected wall as the high end of a shed
roof.

¢ Check Knee Wall to define the selected

interior wall as a knee wall. Only an inte-
rior wall can be defined as a knee wall. A
knee wall’s height is defined by the roof

above, not the ceiling height. See “Knee
Walls” on page 206.

e Check Extend Slope Downward to con-
tinue a roof down over a bumpout in an
exterior wall. See “Extend Slope Down-
ward” on page 205.

» Check Roof Cuts Wall at Bottom to pre-
vent the portion of a selected wall located
below an intersecting roof plane from
building.



e Combine with Above Wall is only avail-
able when a selected wall has an Attic
wall above it. Check this box to balloon
frame the two walls when automatic
framing is built. The two walls remain
separate objects. See “Attic Walls” on

page 206.
9 Pitch Options - Specify the pitch or
pitches of the roof plane(s) above the
selected wall.

» Enter a value to define the Pitch of the
roof plane bearing on the selected wall.

» Check Upper Pitch to create a roof with
two pitches or, if the selected wall is a
Full Gable Wall, a half hip condition.

» Enter the Pitch of the second, upper roof.

» Specify the Height that the Upper Pitch
Starts at, or define the distance in from
Baseline that the second pitch begins. The
two values are dynamic. Press the Tab key
to update the relative numbers.

Check Auto Roof Return to generate
roof returns on the selected wall. In

Wall Specification Dialog

most cases, roof returns only work for Full
Gable Walls. See “Roof Returns” on page
393.

 Specify the horizontal Length of the roof
return in inches.

e Enter avalue in inches to Extend the roof
returns from the overhang.

» Specify a Gable, Hip, or Full roof return.
Specify a Sloping or Flat roof return. See
“Roof Tutorial” on page 69 of the User’s
Guide.

e Check the boxesto Include Gutteron the
roof returns.

a Specify the Overhang Length, which
is the horizontal distance from the
baseline to the eave. See “The Baseline” on

page 363.

e Check Lower wall type if split by
butting roof to specify the desired wall

type for the portion of the selected wall

located beneath an adjacent, abutting roof

plane, should one be present. The upper por-

tion is defined on the Wall Types tab.

Foundation Tab

Wall Specification @
| Wall Covering I Rail Style I Mewels Balusters Materials
| General I Structure I Roof | Foundation wall Types
0 Specify Foundation wall Thickness a" 9
Footing
9 Width 16" Monolithic Slab
- Chamfer Width 4"
Height 8
) a
Automatic Footing Bottom Height Chamfer Height
[ vertical Footing
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0 Check Specify Foundation to turn the
selected wall into a foundation wall and
enable the settings on this tab. This box is
checked by default for automatically
generated foundation walls as well as walls

drawn with the Foundation Wall |§ tool,
and produces a footing beneath the wall.

The Thickness of the selected wall
displays and can be changed here.

9 Check Footing to assign a concrete
footing to the selected wall(s) and
enable the settings below.

e Specify the Width and Height of the
footing below the selected foundation
wall(s). The Height value will be unavail-
able if the bottom height of the footing

has been edited. See “Stepped Founda-
tions” on page 340.

e Check Automatic Footing Bottom
Height to restore the default height of the
selected wall’s footing. Only available
when the footing bottom height has been
edited.

» Check Vertical Footing to generate foot-
ings that run up and down along any steps
in the foundation wall’s bottom height.

Specify how Monolithic Slab footings
generate.

» Specify the Chamfer Width and Height,
which define the angled corners where the
footing meets the underside of the slab.



Wall Specification Dialog

Wall Types Tab

Wall Specification @
| Railing I Mewels Balusters I Wall Covering | Materials
| General I Structure I Roof I Foundation | Wall Types
o Wall Type
[siding-6 ~| [Define...

Height Off Floor

Lower Wall Type

9——— Pony Wall

Elevation of Lower Wall Top | 487 —l

= 54

[Brick-s

v] Define...

Align Pony Wall
() Quter Surface

() Inner Main
@ Outer Main () Inner Surface

() Central Main

Display In Plan
@ Default

() Upper Wall

() Lower Wall

[ o

] [ Cancel ] [Num Style... ] [ Help ]

o Choose the selected wall’s Wall Type
from the drop-down list of all currently

available types. A preview of the selected

wall type displays below the drop-down list.

* Click the Define button to open the Wall
Type Definitions dialog to create or mod-
ify existing wall types. See “Wall Type
Definitions Dialog” on page 211.

9 Check Pony Wall to specify the
selected wall as a pony wall having

different wall types on its upper and lower

portions. See “Pony Walls” on page 184.

If the selected wall is a Foundation Wall, its
initial wall type will become the Lower Wall

Type. For all other walls, the initial wall type

will be the upper Wall Type.

e Specify the Lower Wall Type: the wall
type of the lower portion of the pony

wall. A preview of the selected wall type

displays below the drop-down list.

* Click the Define button to open the wall
Type Definitions dialog.
a Align pony wall - Specify how the
layers of the selected wall’s Upper and
Lower portions align.

* No change is used by default when multi-
ple pony walls with different alignment
settings are selected. Choose this to leave
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the alignment as it was when the dialog
was opened.

¢ Select Outer surface to align wall types
at their outer surfaces.

e Select Outer main to align wall types at
the exterior edge of their main layers.

¢ Select Central main to align the centers
of the main layers of both wall types.

e Select Inner main to align the wall types
at the interior side of their main layers.

e Select Inner surface to align wall types
at their interior surfaces.

6 Specify the height of the division
between the upper and lower walls.

These two settings are dynamic: if one is

changed, the other will update accordingly.

e Specify the Elevation of Lower Wall
Top, which is the division between the
upper and lower walls. If the top of the
lower pony wall is stepped or raked, this
value will be “No Change”. This value is
measured from 0” (mm) - the default floor

height for Floor 1. See “Floor Defaults
Dialog” on page 316.

Specify the Height Off Floor of the divi-
sion between the upper and lower walls.
This value is measured from the floor
height of the room(s) defined by the
selected wall. If the wall defines rooms
with different floor heights, “No change”
will display.

@ Specify which part of the pony wall you

would like to Display in Plan view.

Select Default to display the portion of
the pony wall specified in the Pony Wall
Defaults dialog. See “Wall, Railing, and
Fencing Defaults” on page 176.

Select Upper Wall to display the upper
portion of this pony wall in floor plan
view regardless of the default setting.

Select Lower Wall to display the lower
portion of this pony wall in floor plan
view regardless of the default setting.

When walls are group-selected, choose
No Change to allow each wall in the
selection set to maintain its own setting.



Wall Specification Dialog

Wall Covering Tab
Wall Specification @
General | Structure I Roof I Foundation I Wall Types |
Wall Covering | Rail Style I NewelsBalusters I Materials |

Wall Covering: [1: Tractor Print

7

(Adanen ) [ sdect.. | |

1
Delete

]

Wall Covering Spedification

Top To Ceiling:
Height:

Floor To Bottom:

64 1/2°
e

35 1/8"

Interior
|:| Exterior

0 All wall covering materials applied to
the selected wall are listed here. Select
one from the drop-down list to edit it or
remove it from the wall.

Click Add New to apply a new wall cov-
ering to the selected wall. See “Select
Library Object Dialog” on page 622.

Add, replace or remove the selected
wall’s wall coverings.

Click Select to replace the current wall
covering with a new one from the library.

Click Delete to remove the current wall

covering from the selected wall.

9 Specify the position of the current wall
covering. Preview panes of the current

wall covering also display here.

Enter the heights of the current wall cov-
ering’s Top To Ceiling and Floor To Bot-
tom. The wall covering’s Height from it’s
top edge to its bottom edge can also be
specified.

Check Interior and/or Exterior to apply
the wall covering to the inside and/or out-
side of the selected wall. Interior is
checked by default. See “Wall Type Defi-
nitions” on page 209.

Rail Style Tab
The settings on the Rail Style tab are only
available for Railings. See  Rail Style Tab.

Newels/Balusters Tab

The settings on the Newels/Balusters tab are
only available for Railings. See ~ Newels/
Balusters Tab.

Materials Tab

All walls - including interior walls, railings
and fencing - have an “Exterior Wall
Surface” and an “Interior Wall Surface”. See
“Interior and Exterior Surfaces” on page 210.
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The materials specified on the Materials tab
affect the appearance of walls and Solid

Railings in 3D views but are not calculated in

the Materials List. See “Materials Lists” on
page 887.

For most railing types, the “Exterior Wall
Surface” component only affects the
appearance of the floor platform under the
railing. and “Interior Wall Surface”
component is not used. For fencing, neither
material component is used.

Railing and Fencing Specification Dialogs
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To open the Railing or Fencing
H_l Specification dialog, select a railing
or fencing, or a group of railings or fencing,
and click the Open Obiject edit button.

The Railing and Fencing Specification
dialogs are the same as the Wall
Specification dialog, but have two tabs that
apply only to Railings, Deck Railings, and
Fencing. See “Wall Specification Dialog” on
page 214.

Rail Style Tab
Railing Specification @
| General I Structure | Roof I Foundation I Wall Types |
Wall Covering Rail Style | Newels/Balusters I Materials |

Specify Railing

(@ Balusters
() Solid

() Open

(™) Open with Middle Rail

() No Rail

() Panels

Show Color

Representative 5 section shown, -

[ [¥|Post to Rail [ Mo Halfpost ‘| 6
9—— [ Post to Beam [ square Halfpost J
L[] Post to Ceiling [ step Terrain ‘l

~ [ Mo Bottom Rail [T Follow Terrain 0
e__ Raise Bottom Rail [T Follow Stairs J

4" [ Generate on Low Platform 9

0 Check Specify Railing to specify the
selected wall as a railing and enable the
other options on this tab. Railings can be also

drawn directly using the Railing [IT] or Deck
Railing | tools.

9 Railing Type - Select the radio button
for the desired railing type. A preview
of the selected type displays to the left.

e Check Balusters to create balusters.



» Check Solid to create a solid, wall style
railing. The wall is the type defined by the
current wall layer definition.

e Check Open to create a railing with only
a top rail.

» Check Middle Rail to create a railing
with a top and a middle rail.

» Check No Rail to eliminate rails, leaving
only pillars or posts (and overhead beam,
if selected).

e Check Panels to create a solid panel. You
can specify the panel style on the Newels/
Balusters tab.

e Newel Posts -

» Check Post to Rail to create newel posts
from floor to rail height. This option is
selected by default.

» Check Post to Overhead Beam to create
newel posts from floor to an overhead
beam placed just under the ceiling height.
The beam’s width is based on the Thick-
ness of the selected railing wall.

e Check Post to Ceiling to extend the
newel posts to the ceiling.

a The Bottom Rail options control the
placement of the bottom rail, or shoe. If
neither box is checked, the bottom rail is
placed at floor platform level. Not available
for railings specified as Solid or No Rail.

e Uncheck Include Bottom Rail to elimi-
nate the bottom rail and extend the balus-
ters to the floor. Not available for Panel
railings.

» Check Raise Bottom Rail, then specify
the bottom rail’s height off the floor plat-
form in the text field below.

Railing and Fencing Specification Dialogs

@ A preview of the railing displays here
and updates as options are changed.

e Uncheck Show Color to display the pre-
view as a line drawing rather than in
color.

@ Choose a Halfpost option for the
desired halfpost placement and shape.

» Check No Halfpost to prevent a half-
width post from being placed when a rail-
ing intersects a wall.

» Check Square Halfpost to use a square
halfpost where a railing intersect with a
wall. Not available if No Halfpost is
checked.

0 Specify whether the selected railing fol-
lows the slope of terrain or that of
stairs. These options only apply when railing
or fencing is drawn outside of a building on
top of a defined terrain, or when the railing is

drawn at the same location as a staircase.

e Check Step Terrain to have the railing or
fencing follow the terrain in horizontal
steps between each newel.

» Check Follow Terrain to have the railing
or fencing follow the terrain smoothly.

e Check Follow Stairs to have the railing or
fencing follow the rise of stairs drawn in
the same location. See “Railing Panels”
on page 418.

Check Generate on Low Platform to

display the selected railing on the lower
floor platform when the railing defines two
room areas with different floor heights. See
“Aligning Railing on Different Platforms” on
page 203.
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Newels/Balusters Tab

==l

| Foundation Wall Types
Newetabsers

0 Railing Height - Specify the railing
height. For interior railings, this is
measured from the height of the floor finish.
See “Floor and Ceiling Platform Definitions”

on page 322.

9 Baluster Width - Specify the width or
diameter of each baluster at its widest
point. For a Panel railing, this is the panel’s
thickness and can be no larger than the
railing’s total thickness, shown on the

General tab.
9 Specify the characteristics of the
selected railing’s newels.

Specify the Newel Width. For a library
newel, this is its width or diameter at its
widest point.

Specify the Newel Height, which is the
height from the ground to the top of the
newel. Not available if Post to Rail, Post
to Overhead Beam or Post to Ceiling is
selected on the Rail Style tab.

Specify the Newel Offset, which is the
amount each newel is offset from the cen-

Representative 5 section shown,

Railing Specification

| General I Structure I Roof

| Wall Covering I Rail Style |
o——— Railng Height: | 36"
9——— Baluster Width:  11/2°

r Mewel Width: r
o

L Mewel Offset: 07

Show Color

e——— Soid

brary...

ter of the railing. Use this when creating a
fence with the newels to one side of the

fence boards.

9 Panel Type is only available when the
railing type has been specified as
Panels on the Rail Style tab. Select “Solid”,
“Framed”, or “Library” to select a symbol to

be used as a railing panel.

9 Baluster Type - Only available when
the railing type is “Balusters.” Select

square, round, or Library balusters and

specify their on-center (O.C.) spacing.

@ Newel Type - Select square, round, or
Library newels and specify their on-

center (O.C.) spacing.

Note: Selecting Library from the Panel, Bal-
uster or Newel Type drop-down list is the
same as clicking the Library button to the
immediate right and allows you to select a
symbol from the library. See “Select Library
Object Dialog” on page 622.




Wall Hatch Specification Dialog

Wall Hatch Specification Dialog

To open the Wall Hatch Specification
[]_l dialog, select a Wall Hatch and click
the Open Object edit button. See “Hatch
Wall” on page 188.

The settings in the Wall Hatch Specification
dialog are found on the Fill Style tabs of the
specification dialogs for many different
objects. See “Fill Style Tab” on page 792.
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When walls or railings create an enclosed
area, a “room” is created. You can select
rooms defined in this manner like other
objects in Home Designer Pro.

Rooms are assigned a Room Type. Each
Room Type has predefined characteristics.
For example, a room defined as Porch is
assigned certain attributes that are different
than a Kitchen.

Floor and ceiling heights, baseboard, chair-
rail, and crown moldings and materials can
be defined room-by-room or for the entire
floor.

Rooms

Chapter Contents
Floor and Room Defaults
Room Definition
Selecting Rooms
Displaying Rooms
Editing Rooms
Room Types
Room Labels
Decks
Floor & Ceiling Heights
Special Ceilings
Room Specification Dialog
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Select Edit> Default Settings to open
q_P the Default Settings dialog where
you can access several defaults dialogs
which directly affect rooms.

Floor Defaults

Default values for rooms are specified in the
Floor Defaults dialog for the current floor.
This dialog also controls important
information that the program uses to create
3D models - particularly floor and ceiling
heights and materials. Moldings can also be
specified in the Floor Defaults dialog.

The default Floor and Ceiling Structure and
Finish definitions in the Floor Defaults
dialog are drawn from the Normal Room
Defaults. See “Floor and Ceiling Platforms”
on page 321.

Only the defaults for the first floor of a
building can be set ahead of time. The
program uses the setting from the first floor
to create subsequent floors. Once a new floor
is built, its floor defaults can be changed. See
“Floor Defaults Dialog” on page 316.

Room Defaults

Additional structural and material defaults
for several categories of Room Types can
also be specified:

¢ Normal Rooms
¢ Kitchens/Baths/Utility Rooms

» Decks
e Garage/Porches/Slabs

These Room Defaults dialogs are accessed
by expanding the “Rooms” category in the
Default Settings dialog. Select a room type
and click the Edit button to open the defaults
dialog for that room type. See “Room Types”
on page 234.

These dialogs allow you to specify the floor
and ceiling structures and finishes for
different Room Types. See “Structure Tab”
on page 245.

Room Label Defaults

The Room Label Defaults dialog allows you
to specify the initial appearance of room
labels. This dialog is also accessed by
expanding the “Rooms” category in the
Default Settings dialog. See “Room Labels”
on page 236.

The options on most tabs of the Room Label
Defaults dialog are similar to those in the
Text Specification dialog.

Any text added to the Room Label Defaults
dialog displays in all subsequently created
room labels, after the Room Name. Changes
made to default settings do not alter existing
room labels. To update existing labels so that
they reflect changes made to the defaults,
delete and replace them. See “Editing Room
Labels” on page 237.



Room Definition

Room Definition

A room is a totally enclosed area defined by
any combination of joined walls or railings,
visible or invisible. To be recognized as a
room by Home Designer Pro, a room must
have an unbroken perimeter.

Unless otherwise specified, rooms generate
floor and ceiling platforms automatically.
Most rooms are also automatically covered
by the roof when one is built. There are
exceptions to this, such as rooms defined as
Decks. See “Room Types” on page 234.

If a room is drawn within a larger structure
and none of its walls connect to the exterior
walls, either directly or indirectly by
connecting to walls that do, it is referred to as
an “island” room. The program will connect
such a room to the larger structure with an
Invisible Wall. See “Invisible Walls” on page
187.

Room definition disappears if part or all of a
surrounding wall is deleted. It is a good idea
to finalize the position of walls before
defining rooms with names and attributes
such as floor height and ceiling height.

Subdividing Rooms

When a room area is first defined, it inherits
its characteristics from the Floor Defaults
dialog for that floor. If the room is then
specified as a particular type, it may inherit
properties from the Room Defaults dialog
associated with its type.

If a new room is created by subdividing a
larger room, it inherits its characteristics
from that larger room - including any non-
default settings.

Selecting Rooms

Room definition is established when a room
is completely enclosed by walls. You can
confirm that a room has room definition by

using the Select Objects | [} | tool to select it.
When a fully-enclosed room is selected, the
room highlights.

KITCHER

BEDROOM

20" s 120 R e

The room at left is selected
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Note: The selection color can be specified in
the Preferences dialog. See “Colors Panel”
on page 63.

The Exterior Room

You can also select the exterior of a model.
This allows you to control the building’s
exterior wall coverings and materials using
the Room Specification dialog.

Click just outside an exterior wall using the

Select Objects | [y | tool to select the Exterior
Room. When it is selected, a highlighted
band around the plan’s exterior displays.
This band represents the selection area for
the Exterior Room.

KITCHERM

BEDROOM

R e R e

The Exterior Room is selected

In camera views and overviews, the Exterior
Room can be selected by clicking on the
exterior surface of an exterior wall using the

Select Objects | [} | tool, provided that Select
Room Before Wall in 3D is selected in the
Preferences dialog. See “Architectural
Panel” on page 73.

In 3D Views

Click on the floor of a room or on a wall
surface inside the room in a 3D view using

the Select Objects [} tool. If you select
another object instead of the room, click

Select Next Object |4 edit button or press
the Tab key until the room is selected. The
Status Bar indicates which object is currently
selected.

The Exterior Room can also be in 3D views
selected by clicking once on the exterior
surface of an exterior wall using the Select

Objects | [y tool, provided that Select Room
Before Wall in 3D is selected in the
Preferences dialog. See “Architectural
Panel” on page 73.

Note: If the wall height of the Exterior Room
is adjusted in a 3D view, the default Floor or
Ceiling Height of the entire floor is changed.
See “Floor and Room Defaults” on page 230.

Displaying Rooms

Unlike most things in Home Designer Pro, a
room is not an individual object. Rather, a
room is defined by the walls that enclose it.

In Floor Plan View

Rooms typically display a transparent fill in
floor plan view. You can, however, specify a
solid color or fill pattern for all the rooms on
an entire floor in the Floor Defaults dialog,



or for individual rooms in the Room
Specification dialog. See “Fill Style Tab” on
page 250.

In order for room fill styles to display, the
“Rooms” layer must be turned on. See
“Displaying Objects” on page 102.

Room labels that include the room’s name as
well as its size and other information can be
set to display in floor plan view. See “Room
Labels” on page 236.

Editing Rooms

In 3D Views

Rooms can be viewed in 3D views created by
any of the 3D view tools. The Dollhouse
View tools can be used to see all rooms on
the current floor without their ceilings. See
“Creating Overviews” on page 674.

In the Materials List

The contents of a room, including
furnishings and floor and ceiling materials
can be calculated using the Calculate From
Room tool. See “Calculate From Room” on
page 888.

Editing Rooms

Once a room is defined by walls or railings,
its structure and appearance can be edited
using the edit buttons or the Room
Specification dialog.

In 3D Views

The floor and ceiling heights for floors,
rooms, and individual walls can be edited
using edit handles in 3D views. Lowered
ceilings cannot be edited in 3D. See “3D
Views” on page 663.

The default floor and ceiling heights for an
entire model can be edited by selecting the
Exterior Room. See “The Exterior Room” on
page 232.

To change default ceiling heights in 3D
1. Create a 3D or Cross Section/Elevation
view of the exterior of your plan.

2. Click on the exterior surface of a wall to
select the Exterior Room. The Status Bar

indicates when the exterior room is
selected. See “The Exterior Room” on
page 232.

3. Click and drag the edit handle on the top
wall edge to adjust the default ceiling
height, or the edit handle on the bottom
edge to adjust the default floor height.
Temporary dimensions display.

Note: Any rooms that do not update when the
default floor or ceiling height is changed are
not using the default values. To use the
default values for a specific room, check
Default for any of the room height values in
its specification dialog. See “General Tab” on
page 244.

To adjust room heights in 3D
1. Create a 3D or Cross Section/Elevation
view of your plan.

2. Click on the surface of a wall that faces
the room to select it. When the room is
selected in 3D:
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e The room highlights.

¢ The Status Bar says “Room”. See “The
Status Bar” on page 31.

¢ Two edit handles display on the top and
bottom edges of the highlighted wall.

3. Click and drag the edit handle on the top
wall edge to adjust the room ceiling
height, or the handle on the bottom edge
to adjust its floor height. Temporary
dimensions display.

4. Asyou drag a handle, notice that all
walls defining that room are affected.

To adjust the height of a wall in 3D

1. Create a 3D or Cross Section/Elevation
view of your plan.

2. Click on a surface of the wall. By
default, the room will be selected. You
can change this behavior in the
Preferences dialog. See “Architectural
Panel” on page 73.

3. Click the Select Next Object |4 edit
button to select the wall. The Status Bar
says “Wall.” See “The Status Bar” on
page 31.

4. Click and drag the edit handles. Tempo-
rary dimensions display in elevation
views. See “Editing Closed-Polyline
Based Objects” on page 138.

Room materials such as floor, ceiling, and
wall materials can be changed in 3D views

using the Material Painter 8. See “The
Material Painter” on page 632.

In the Specification Dialog

Floor and ceiling heights, floor
l]_l platform structure, moldings, wall
coverings, and materials can all be specified
in the Room Specification dialog. See
“Room Specification Dialog” on page 244.

Using the Edit Tools

A selected room can be edited using the edit
toolbar. See “The Edit Toolbar” on page 29.

* Click the Calculate Materials for

Room edit button to create a materi-
als list of the contents of the selected
room, not including walls. See “Calculate
From Room” on page 888.

Room Types
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When a room is first created by enclosing an
area with walls, it is assigned a generic room
type of “Unspecified.”

Once your floor plan is laid out, each room
should be assigned a Room Type in the
Room Specification dialog. See “General
Tab” on page 244. The Room Type applies
appropriate structural and display properties
to the room.

When you assign a Room Type, a label
showing the room’s Type displays in floor
plan view.

You can edit the text of a room label in floor
plan view, but the type of room originally
assigned remains until it is changed in the
Room Specification dialog. See “Editing
Room Labels” on page 237.



Available Room Types

There are three categories of room types:
Interior, Exterior and Hybrid.

Interior - Living, Dining, Family, Kitchen,
Nook, Bath, Master Bath, Master Bedrm,
Bedroom, Study, Office, Entry, Hall, Closet,
Dressing, Storage, Laundry, Utility and
Unspecified.

Exterior - Court, Deck, Balcony.
Hybrid - Open Below, Garage, Slab, Porch,
Attic.

Effects of Room Types

The program applies specific structural and

display properties to rooms depending on the

assigned Room Type.
Living Area
» All interior type rooms are included in

Living Area calculations by default; exte-

rior and hybrid rooms are not.
Ceilings and Roofs

 Interior rooms have a ceiling and roof
above them unless specified otherwise.

» Exterior rooms are assumed to be open to

the outside and do not generate a roof
above them, or room moldings.

» Attic rooms are ignored by the program’s

automatic roof generator.
» (Garage, Slabs, and Porches are treated

like exterior rooms in all cases except that

they generate a ceiling and a roof above
them.

» Aroom’s default ceiling structure and fin-

ish definitions are determined by its
Room Type. See “Room Defaults” on
page 230.

Room Types

Floors and Foundations

Open Below is a unique type of interior
room. It has no floor platform and can be
used for defining stairwell openings.

Exterior walls of rooms default to create
the foundation type specified in the
Foundation Defaults dialog.

Walls that define the garage have a foun-
dation under them defined by the
Foundation Defaults dialog with a con-
crete slab at the top of stem wall or grade
beam.

The floor in Garage and Slab rooms dis-
play in 3D on Floor 0, not the first floor.
See “Garages” on page 338.

A room’s default floor structure and finish
definitions are determined by its Room
Type. See “Room Defaults” on page 230.

Defining a room as Slab causes the floor
platform thickness to equal the slab thick-
ness value in the Foundation Defaults
dialog.

Courts, decks and balconies do not gener-
ate foundations.

Doors and Windows

A window placed in a wall between an
exterior room and an interior room always
faces out toward the exterior.

Windows placed between interior rooms
generate a warning message.

Door placed between interior and exterior
type rooms display threshold lines.

Interior doors do not display thresholds.

Open Below rooms are treated as interior
rooms for window and door placement.
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Electrical

* The Auto Place Outlets |, tool adds
outlets automatically to all interior rooms
except bathrooms. Only one outlet over
each sink is added for a bathroom.

e The Auto Place Outlets |, tool places
fewer outlets in hybrid rooms.

e The Auto Place Outlets ([, tool does not
place outlets in exterior type rooms,
Porches or Open Below rooms.

e Any outlet manually placed in an exterior
room automatically becomes a waterproof
outlet designed for exterior use.

Trim and Molding

» Moldings are not automatically drawn in
exterior or hybrid rooms.

» Baseboards and chair rails are not initially
drawn in Open Below rooms, but crown
molding, if present, is.

Plan Check

» Plan Check |[¢ uses the room type and
its characteristics for basic plan checking.
For example, a closet does not need a
smoke detector but a bedroom does. See
“Plan Check” on page 801.

Room Labels

A label can display in floor plan view for any
area defined as a room. There are two parts
to each room label:

* The Room Name, which is similar to a

Text |'T object and can be selected and
edited. See “The Text Tools” on page 746.

e The room area, which is not a standard
text entry and cannot be directly edited.

You can assign a custom Room Name, move
a room label or even delete it without
affecting the Room Type. See “Room Types”
on page 234.

f Room labels can move or even disap-
pear when room entries are revalidated.

Room Label Defaults

The initial settings that control the
q-P size, font, color and other aspects of
room label appearance are controlled in the

Room Label Defaults dialog. See “Room
Label Defaults” on page 230.

Custom Room Labels

The Room Names that display in room labels
are often based on the Room Types assigned
in the Room Specification dialog. You can,
however create a custom name for a selected
room, also in the Room Specification
dialog. See “General Tab” on page 244.

Before creating a custom Room Name,
assign the Room Type most similar to the
room’s actual use. For example, if you wish
to name a room “Guest Room”, begin by
specifying it as a “Bedroom” since these
rooms have similar uses.

When a Room Name is based on its Room
Type, the name in the label will be in all
capital letters. When a custom Room Name
is used, capitalization is user-defined.



If you wish to further customize a room’s
label by adding text, uncheck Show Room
Label in the Room Specification dialog and
create your own label using a Text object.
See “The Text Tools” on page 746.

Displaying Room Labels

The display of room labels is controlled in
the Layer Display Options dialog. Room
labels are placed on the “Rooms, Labels”
layer and use the Text Style assigned to that
layer. See “Layer Display Options Dialog”
on page 104.

You can specify how the area of rooms is
calculated by the program by turning on the
display of one or more of these layers:

* Rooms, Standard Area is measured from
the center of interior walls to either the
outside surface of exterior walls or exte-
rior wall framing, depending on the Liv-
ing Area to setting in the Floor Defaults
dialog. It is rounded to the nearest square
foot or mm and does not include the area
within bay, box and bow windows. See
“General Tab” on page 316.

e Rooms, Interior Area is measured from
the inner surfaces of all the room's walls.
Its format is set on the Dimension Format
tab of the Room Label Defaults dialog
for the current floor. See “Room Label
Defaults” on page 230.

e Rooms, Interior Dimensions is also
measured from the inner surfaces of the
room walls. Its format is set in the Floor
Defaults dialog for the current floor.

The display of room labels can also be
controlled on a room by room basis in the
Room Specification dialog. See “General
Tab” on page 244.

Room Labels

Editing Room Labels

Room labels are similar to simple Text |'T
objects and can be changed, moved and
resized much like any other text object. You
can also modify a room label’s Text Style
and other attributes in the Room Label
Specification dialog.

The text of a room label cannot be modified
in its specification dialog, however: it must
be specified in the Room Specification
dialog. See “General Tab” on page 244.

If you delete a room label, the Room Type
and Room Name remain unchanged in the
Room Specification dialog. To restore the
label, check the Show Room Label check
box on the General tab of that dialog.

Room Area

Unlike the rest of a room label, the room area
and dimensions are not standard text entries
and cannot be edited or changed. The room
area moves, resizes and rotates with the rest
of the room label, but you can turn the area
and dimensions on or off separately in the
Layer Display Options dialog. See
“Displaying Rooms” on page 232.

The Interior Area room area calculation
includes the areas within bay, box or bow
windows, while the Standard Area and
Interior Dimensions calculations do not.

Living Area

The Living Area label displays the area of

the floor platform for living areas in a plan. It
is found near the bottom center of the plan as
soon as a room area is defined by walls and/
or railing. The area is recalculated every time

237



Home Designer Pro 2014 Reference Manual

you add, delete, or move walls, or Rebuild
Walls/Floors/Ceilings 3.

The Living Area displays for an individual
building if half or more of that building's area
is living area. For example, a living area
label would not display for a detached garage
that contains a bathroom or small shop.

You can choose not to display this label by
clearing the Show “Living Area” check box
in the Plan Defaults dialog or by turning off
the display of the Room Labels layer in the
Layer Display Options dialog.

The Living Area label can be moved or
deleted. To restore a deleted Living Area
label, select Tools> Checks> Plan

Check |[. You can click the Done button
immediately, without actually completing
Plan Check. See “Plan Check” on page 801.

Living Area vs. Footprint

The Living Area should not be mistaken for
the footprint of the house. Only true livable
areas are included in the Living Area
calculation. By default, exterior and hybrid
room types such as Garage, Deck, and Porch
are not included. Neither is any room labeled
Open Below or Attic. See “Available Room
Types” on page 235.

Regardless of its room type, you can specify
whether a room is included in the Living
Avrea calculation in the RoomSpecification
dialog. See “General Tab” on page 244.

Living Area is measured from either the
outside surface or the outer surface of the
Main Layer of exterior walls. When walls
separate the living area from exterior or
hybrid room types, it is measured to the wall
center line. See “Wall Type Definitions” on
page 209.

Decks
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A Deck room is an exterior-type room that
uses deck planking and framing to create a
floor platform rather than using a floor finish
that spans the entire room area. See “Floor
and Ceiling Platform Definitions” on page
322.

The default settings for deck planking and
framing are set in the Deck Room Defaults
dialog. The defaults for deck post footings
are set in the Framing Defaults dialog. See
“Room Defaults” on page 230 and “Posts/
Beams Tab” on page 449.

To draw a deck, select Build> Deck> Deck

Railing |, then click and drag to draw a
railing.

» To create a deck without a railing, use one
of the Deck Edge tools. See “The Deck
Tools” on page 182.

* You can also create a regular, polygon-
shaped deck using the Polygon Shaped

Deck |§ tool. See “Polygon Shaped
Deck” on page 182.

A room does not have to be defined by Deck
Railing to be specified as a “Deck.” See
“Room Types” on page 234. You can also
define a room as a “Deck” in the Room
Specification dialog. See “General Tab” on
page 244.



By default, decks do not have roofs. If you
want a roof over a deck, check Roof Over
This Room in the Room Specification
dialog. See “Structure Tab” on page 245.

To give the roof a visible means of support,
you can select the Post to Beam option in the
Wall Specification dialog. See “Rail Style
Tab” on page 224.

Openings in deck railings can be created

using Doorways . See “Openings in
Railings” on page 264.

Deck Framing and Planking

When a Deck room is created, the floor
platform is modeled using joists, beams,
posts, and planking as specified in the Deck
Room Defaults dialog. See “Structure Tab”
on page 245 and “Deck Tab” on page 248.

» If afloor is present below the one that the
Deck room is created on, the framing will
be created there. If needed, beams may be
generated with posts beneath them, if
specified. When terrain is present, the
posts will have footings, again, if speci-
fied.

 If afloor is not present below the Deck,
framing will be generated on the same
floor as the room. Beams may be created
but posts will not.

» Deck framing and planking are placed on
the “Framing, Deck Framing” and “Fram-

Floor & Ceiling Heights

ing, Deck Planking” layers, which are
often turned off in floor plan view. See
“Layer Display Options Dialog” on page
104.

If standard floor framing is present when a
room is specified as a Deck, that framing is
deleted and replaced with deck framing.

If changes are later made to the settings on
the Deck tab of the Room Specification
dialog, the deck framing and planking will be
automatically rebuilt in response. To prevent
this from happening, uncheck Automatic
Deck Framing.

Once created, the individual planking and
framing objects generated for a Deck room
can be selected and edited like other framing
objects, provided that Automatic Deck
Framing is turned off. See “Editing
Framing” on page 460.

To rebuild a deck’s framing and remove any
changes you may have made to individual
deck framing or planks, select the Deck room

and click the Build Deck Framing | edit
button.

If you delete a Deck room, its deck framing
and planking will be automatically deleted,
as well. To prevent this from happening,
check Keep Deck Framing After Deck
Room is Deleted. See “Deck Tab” on page
248.

Floor & Ceiling Heights

Default floor and ceiling heights are defined
in the Floor Defaults dialog for each floor,
including the foundation. Use the Floor

Defaults dialog to change these values on a
floor-by-floor basis. See “Floor and Room
Defaults” on page 230.
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Use the Room Specification dialog to set
floor heights on a room-by-room basis. See
“Room Specification Dialog” on page 244.

Different rooms on the same floor can have
unique floor and ceiling heights, allowing
you to create:

e Split levels and bi-levels
e Sunken living rooms and garages
e (Cathedral, vaulted, and coffered ceilings.

In 3D views, you can adjust the default floor
and ceiling height for the entire floor, the
floor and ceiling height for an individual
room, or the top and bottom heights of an
individual wall. See “In 3D Views” on page
233.

All floor and ceiling heights are measured
relative to zero, which is the default floor
height for Floor 1. Unlike other default floor
and ceiling heights, the default floor height
for Floor 1 cannot be changed, but the floor
heights of rooms on Floor 1 can be edited
individually.

In order to raise or lower an area’s floor or
ceiling height, you must give it a room
definition. To create room definition without
enclosing an area with solid walls, use

Railings .

Invisible walls and railings will fill in the
vertical space between floor platforms of
different heights as long as Generate
Between Platforms is checked in their
specification dialog. See “General Tab” on
page 214.

Ceiling and floor heights are interrelated.
Changing the floor height in one room can
affect ceiling heights of the rooms below.

« If aroom’s floor is lowered, its ceiling
height is increased while the ceiling
below that room drops.

 If the floor is raised, the ceiling height
decreases while the ceiling below that
room is raised.

If the rooms above a particular room have
more than one floor height, the room’s
ceiling is stepped.

In a situation like this, a Lowered Ceiling can
be used to cover “steps” made by different
floor heights on the floor above. See
“General Tab” on page 244.

Dropped Ceilings

You can create a dropped, or suspended,
ceiling by specifying its structure in the
Ceiling Finish dialog either for a room or the
defaults for a floor. See “Floor and Ceiling
Platform Definitions” on page 322.



To create a framed dropped ceiling

1. Select a room and click the Open
Object | I edit button.

2. On the Structure tab of the Room
Specification dialog, click the Ceiling
Finish button. See “Structure Tab” on
page 245.

3. Inthe Ceiling Finish dialog:

» Check Frame Lowered Ceiling.

» Specify the depth of the Air Gap, or
the distance between the bottom of the
ceiling platform and the top of the low-
ered ceiling framing.

» Specify the Framing Thickness,
which is the depth of the framing layer.

A dropped ceiling composed of a metal grid
requires only two layers: one for the plenum
and one for the tiles. To achieve this, set the
Framing Thickness to 0” (mm).

Special Ceilings

Split Levels

A split level can be created by raising or
lowering the floor and ceiling heights of
various areas of the plan.

In the following example, the lowest floor
height is 0, the next is 24, and the next is 48
inches. The ceiling height in each room is set
at 109 inches. See “Split Levels” on page
325.

Special Ceilings

By default, the program builds a flat ceiling
platform on top the wall plates of a room.
More varied and complex ceilings are made
using settings in the Room Specification

dialog and the Ceiling Plane |21 tool.
Ceiling planes are drawn and can be edited
much like roof planes. See “Ceiling Planes”
on page 379.

Lowered Ceilings

You can define a lowered or dropped ceiling
in a room without affecting the top plate
height of the walls by specifying the lowered
ceiling framing as a layer in the ceiling
finish.

In the following illustration, the default
ceiling height for the entire first floor is 120",
and the room on the right has a ceiling finish
lowered to 96".
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Normal ceiling Lowered ceiling

To create a lowered ceiling

1. Select the room in which you would like
to specify a lowered ceiling.

2. Click the Open Object | [T edit button
to open the Room Specification dialog.

3. On the Structure tab, click the Ceiling
Finish button to open the Ceiling Finish
dialog. See “Floor/Ceiling Structure
Definition Dialog” on page 323.

e Check Frame Lowered Ceiling.

* Specify the Air Gap, which is the dis-
tance between the bottom of the plat-
form above and the top of the lowered
ceiling framing.

* Specify the Framing Thickness,
which is the depth of the lowered ceil-
ing joists.

4.  When you are finished, click OK to
close the Ceiling Finish Definition dia-
log.

5. On the Structure tab, notice that the pre-
view diagram represents the Finished
Ceiling height (F).

Vaulted and Cathedral Ceilings

A cathedral ceiling has the same pitch as the
roof and is created using the underside of the
roof above the room. A vaulted ceiling
typically has a different pitch from that of the
roof and is often framed using scissor
trusses. See “Scissors Trusses” on page 478.

To create a cathedral ceiling

1. Build a roof for your plan. See “Roofs”
on page 349.

2. Select the room and open the Room
Specification dialog. See “Room Speci-
fication Dialog” on page 244.

3. Onthe Structure tab, clear the check box
for Ceiling Over This Room.

By default, cathedrals ceiling use the ceiling
material set in the Room Specification
dialog. If you require a different material on
a given roof plane, uncheck Use Room Ceil-
ing Finish in the Roof Plane Specification
dialog. See “Options Tab” on page 374.

To create a vaulted ceiling

1. To create a ceiling pitch different from
the roof’s, select Build> Roof> Ceiling



Plane [T and draw ceiling planes. See
“Ceiling Planes” on page 379.

Special Ceilings

2. Select each ceiling plane and specify its
pitch. See “Ceiling Plane Specification
Dialog” on page 380.

Tray Ceilings

A tray ceiling is flat in the center and sloped
around the perimeter, and is easily created
using the underside of roof planes above.

To create an automatic tray ceiling

1. Inthe Room Specification dialog, make
sure that Ceiling Over this Room is
checked, then specify the desired height
of the walls as the Ceiling Height. See
“Structure Tab” on page 245.

2. Make sure that Auto Rebuild Roofs is
unchecked, then build the roof. See
“Build Roof Dialog” on page 355.

3. Change the Ceiling Height of the room
to the desired height of the flat ceiling
surface in its center.

Hip roof with
cathedral ceiling over.

Hip roof, ceiling over,
ceiling height raised.

In floor plan view, dashed lines indicate
where the ceiling changes from sloped to
flat. These lines are located on the “Ceiling
Break Lines” layer in the Layer Display
Options dialog. See “Layer Display Options
Dialog” on page 104.

If the roof is rebuilt after the ceiling height is
adjusted upward, the new roof will be raised
to match the new ceiling height and a tray
ceiling will not be created.

In the following example, a hip roof is built
on 8’ (2400 mm) ceilings. After the roof is
built, the Ceiling Height is raised to 10’
(3000 mm). The resulting ceiling follows the
roof pitch for 2’ (600 mm), then becomes a
flat ceiling.

Ceiling Break lines in
floor plan view.

Cantilever Undersides

Occasionally, a room will cantilever out past
an exterior wall. You can specify the surface
material of the underside of a cantilever on

the Materials tab of the Room Specification

dialog. For no material, select “No Material”
from the Plan Materials dialog. See “Room
Specification Dialog” on page 244.
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Other Special Ceilings

Soffits |23 can be used in various ways to
enhance the 3D model. Soffits’ ability to
follow the slope of the roof offers unlimited
possibilities, such as exposed beams or
trusses and coffered ceilings. See “Special
Applications for Soffits” on page 590.

Framing members and locked roof trusses
can also be used for similar purposes.

Room Specification Dialog

|ﬁ| The Room Specification dialog .
controls the structural characteristics
and appearance of a selected room. To open
the Room Specification dialog, select a

room and click the Open Object edit button.

See “Selecting Rooms” on page 231.

Several of the tabs in the Room
Specification dialog are also found in the
Floor and Room Defaults dialogs. See
“Floor and Room Defaults” on page 230.

Some values in this dialog are dynamic. A
value with Default checked is referenced
from the Floor Defaults dialog. To return a
value to the default, replace the check mark.
See “Dynamic Defaults” on page 57.

The settings in this dialog are similar to those
in the Floor Defaults dialog, but affect only
the selected room See “Floor Defaults
Dialog” on page 316.

General Tab

The General tab is not available in the Room
Defaults dialog, and only two of the settings

here are active in the Floor Defaults dialog.
See “Floor and Room Defaults” on page 230.



Room Specification Dialog

Room Specification

General | Structure I Deck I Moldings I Wall Covering I Fill Style I Materials|

Use Room Type

Room Type

Room Mame Unspecified

Living Area

() Indude in Total Living Area Calculation @
() Exclude from Total Living Area Calculation

(@) Use Default for Room Type (Incuded)

Roof Group 0 —9

0 The settings here control the Room
Type and the appearance of the Room
Label.

» Select the Room Type. This affects some
of the room’s characteristics. Not avail-
able when multiple rooms are selected.
See “Room Types” on page 234.

e Check Show Room Label to display the
room label in floor plan view. This option
is unchecked automatically if you select
“Unspecified” as the room type. See
“Room Labels” on page 236.

 If you wish to use a custom name in the
room label, uncheck Use Room Type,
then specify the desired Room Name in
the text field.

9 Specify whether the selected room is
included in the Living Area
calculation. See “Living Area” on page 237.

 Select Include in Total Living Area Cal-
culation to include the room in the Living
Avrea regardless of its Room Type.

e Select Exclude from Total Living Area
Calculation exclude the room in the Liv-
ing Area regardless of its Room Type.

e Select Use Default for Room Type
(Included/Excluded) to base the selected
room’s inclusion in the Living Area on its
Room Type.

6 Specify the Roof Group of the selected

room. Change this value to control how
the program combines the selected room’s
roof system with that of the rest of the
building when automatic roofs are built. This
value is nearly always left at zero. See “Roof
Groups” on page 353.

Structure Tab

The Structure tab is also found in the Floor
and Room Defaults dialogs and features a
cross section diagram that shows the
relationships between its various heights and
platform thicknesses. It is meant to represent
the relationships between heights and

thicknesses rather than provide a scaled
drawing of the model.

Two floors can be included in the diagram:
the floor that the selected room is located on,
and the floor below it, if one exists.
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What appears in both the diagram and in the
settings to its left may be affected by the
location where you clicked to select the
room. For example:

If the selected room is located above two
rooms with different structural settings,
the position of the pointer relative to these
two lower rooms determines which of
them displays as the floor below.

 If the selected room is located below two
rooms with different floor heights, its
absolute and relative ceiling height set-
tings will be disabled.

When multiple rooms are selected, only the
Floor and Ceiling Structure and Finish can be
specified. In some Room Defaults dialogs,
only the Floor Structure and/or Finish can
be modified. See “Floor and Room Defaults”
on page 230.

Room Specification @
| General | Structure |Ded< I Moldings I Wall Covering I Fill Style I Materials|
Absolute Elevations Ceiling A
Floor Above (A) 121 3/47 Default Roof Qver This Room — =8
Py — Ceiling Over This Room
Ceiling (B) 109 1/3" [¥] Default
[ use Soffit Surface for Ceiing EF
Floor (C) o Default .
Ceiling Structure... 512 Default
Floor Below (D) 46 1/8" Default .
Ceiling Finish (J)... 5/8 Default . —CK
L
1
e Relative Heights e Floor | |
i H
Rough Ceiling (E) 109 1/8" Default Floor Under This Room [ \L
. [T Floor Supplied by the Foundation Room Below [ || [--#--momemaaand o
Finished Ceiling {F) 107 5(8 Default IR T
[ Monalithic Slab Foundation
109 1/8" Default
Ceiling Below 3BT Default
eiing Below () @ Floor Finish (K) 7/8" Default
Stem Wall (I) 37 1427 Default .
Floor Structure (L)... | 125/8 Default

Check the Default box beside any height
value to restore the default setting. In the
Floor Defaults dialog, the Floor and Ceiling
Structure and Finish defaults are drawn from
the Normal Room Defaults dialog. See
“Dynamic Defaults” on page 57.

Absolute Elevations - These height
values are measured from the default

first floor height of zero. See “Floor &
Ceiling Heights” on page 239.

» Specify the Floor Above height, which is
the floor height of the room or rooms on
the floor above the selected room. If mul-
tiple floor heights are specified directly
above the selected room, this setting will
be inactive and “No Change” will display.

» Specify the Ceiling height of the selected
room. Not available in the Room or Floor
Defaults dialog or if multiple floor
heights are specified above the selected
room.

e Specify the Floor height.



Note: The default floor height for Floor 1 is 0.
It can be modified in the Room Specification
dialog, but not in the Floor 1 Defaults dialog.
See “Floor and Room Defaults” on page 230.

If a room is defined directly beneath the
selected room on the floor below, additional
settings may be available.

Specify the Floor Below height, which is
the floor height of the room directly
below where you clicked to select the cur-
rently selected room.

If the selected room is directly above a
Garage and there is a foundation present,
you can specify the SWT Below height,
which is the top height of the concrete
stem walls around the perimeter of the
garage.

Relative Heights - These height values
are measured from surfaces within the

selected room or the room below.

Specify the Rough Ceiling height, as
measured from the subfloor surface to the
bottom of the ceiling framing. Not avail-
able if multiple floor heights are specified
directly above the selected room.

Specify the Finished Ceiling height, as
measured from the finished floor surface
to the finished ceiling surface. Not avail-
able if multiple floor heights are specified
directly above the selected room.

Specify the distance from the Stem Wall
Top to Ceiling. Only available when
Floor for this Room is Supplied by the
Foundation ‘Room’ from the Floor
Below has been checked.

Specify the Ceiling Below height, which
is the height of the ceiling of the room

Room Specification Dialog

below, as measured from that room’s sub-
floor to rough ceiling surfaces. Not avail-
able when Auto Rebuild Foundation is
enabled or if there is no room below the
selected room. See “Rebuilding Founda-
tions” on page 336.

Specify the Stem Wall height, which is
measured from the bottom of the room’s
floor framing to the top of the foundation
wall footing and including a treated sill
plate, if one is specified. Only available if
the selected room or the room below it is
defined by foundation walls.

Specify the characteristics of the
room’s Ceiling.

If Roof Over This Room is checked, a
roof automatically generates over the
room. If unchecked, no roof generates.

If this option is unchecked and a roof
plane is manually drawn over this room,
its structure will be that of an eave rather
than a regular roof. See “Roof Tab” on
page 451.

If Ceiling Over This Room is checked,
the room has a flat ceiling. If unchecked,
the ceiling follows the underside of the
roof or manually drawn ceiling planes.

Check Use Soffit Surface for Ceiling to
frame the roof over the selected room
using the framing defaults for fascia
rather than for rafters.

Click the Ceiling Structure button to
open the Ceiling Structure Definition
dialog and define the layers of materials
that form the ceiling platform. Not avail-
able for rooms on Floor 0. See “Floor/
Ceiling Structure Definition Dialog” on
page 323.
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e Click the Ceiling Finish button to open
the Ceiling Finish dialog an ddefine the
layers of materials that form the finished
ceiling surface. See “Floor/Ceiling Struc-
ture Definition Dialog” on page 323.

¢ Check the Default box to the right of
either button to restore the default struc-
ture and/or finish.

Specify the characteristics of the
room’s Floor.

e When Floor Under This Room is
checked, the room has a floor platform as
specified below.

e If Floor Supplied by the Foundation
Room Below is checked, the floor for this
room is a slab located on the floor below.

¢ If Monolithic Slab Foundation is
checked, a slab is generated beneath the
selected the room when a stem wall or
pier and grade beam foundation is gener-

ated. If unchecked, the room receives a
foundation like the rest of the plan. Only
available if the selected room is on Floor
1 and does not have a room beneath it.

 Specify the thickness of the Floor Finish
layer.

* Click the Floor Structure button to open
the Floor Structure Definition dialog and
define the layers of materials that form
the floor platform. See “Floor/Ceiling
Structure Definition Dialog” on page 323.

e If the selected room is a Deck, the Floor
Structure button will be labeled Planks,
Joists instead. See “Decks” on page 238.

e Check the Default box to the right of
either button to restore the default struc-

ture and/or finish.
6 A cross section diagram showing the
relationship between the various height
settings displays here for reference.

Deck Tab

The options on the Deck tab are only
available for rooms designated as Decks, and
control how deck framing and planking are
generated. See “Deck Framing and
Planking” on page 239.

The settings on this tab are also found in the
Deck Room Defaults dialog, but affect the
selected Deck room(s) only rather than
Decks as they are initially created. See
“Room Defaults” on page 230.



Room Specification Dialog

Room Specification

| General I Structure | Deck |Moldings I Wall Covering I Fill Style I Materials|

Automatic Deck Framing
[~ Keep Deck Framing After Deck Room is Deleted

Deck Planking
Set plank depth in first layer of floor structure,

Plank Overhang 12"
Plank Width 512"
Plank Gap Width 318"

Plank Direction 0.0®

Check Automatic Deck Framing to
generate planking and support framing

for the deck that updates as changes are made
to the deck. See “Decks” on page 238.

Check Keep Deck Framing After Deck
Room is Deleted to retain the automati-
cally generated framing and planking
when the selected deck room is deleted.
When this box is unchecked, the framing
is automatically removed if the room is
deleted.

Specify the appearance of the Deck
Planking.

Specify how far the deck planking Over-
hangs the rim joists.

Specify the Plank Width of the deck
planking.

Specify the Plank Gap Width, which is
the distance between individual planks.

If you want to enter a Plank Direction,
remove the checkmark from Automatic.
Enter the direction as degrees.

e Deck Support Joists

Set joist depth and type in second layer of floor structure,
Joist Width

Joist Spacing 16"

Joist Direction

| Automati
vtomatc e [¥] Deck Support Beams

Mumber of Border Planks O Beam Depth T
[CIMo Border Against walls [C] Herringbone Beam Width 312"

9 Deck Posts And Footings Beam Spacing 168"
Deck Support Posts

112

0.0® Automatic

Specify the Number of Border Planks.
These are planks that follow the outside
edge of the deck and may not be parallel
with the rest of the planking. Border
planks generate as long as the length of an
inside edge is greater than 0”. They do not
generate on curved deck edges.

Note: Planking thickness and joist depth are
specified in the Floor Structure Definition dia-
log. See “Floor and Ceiling Platform Defini-
tions” on page 322.

(3]

Check No Border Against Walls to pre-
vent border planking from being gener-
ated along any walls defining the deck.

Check Herringbone to produce a her-
ringbone pattern where the border planks
meet.

Specify whether Deck Posts And
Footings are generated beneath the

selected deck.
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The default footing size is set in the Framing
Defaults dialog, and the default deck post
size is based on the width of the deck beam
directly above it. See “Posts/Beams Tab” on

page 449.
Q Specify the configuration of the Deck
Support Joists.

e Enter the Width of the joists that support
the deck.

e Specify the Spacing between joists, as
measured from joist center to joist center.

* If you want to specify joist Direction,
uncheck Automatic and enter the direc-
tion as degrees. When checked, joists are
run in the direction that results in the

shortest spans.
6 Specify the configuration of the Deck
Support Beams.

e Enter the Depth and Width of the beams
that support the deck. The Width value
also controls the size of automatically
generated deck posts.

e Specify the Spacing between beams, as
measured from beam center to center.

e Select the Type of deck joists from the
drop-down list. See “Framing Member
Types” on page 463.

Moldings Tab

Chair rail, crown and base moldings can be
assigned to one or more rooms on the
Moldings tab. Moldings are placed around
the wall surfaces of a room and continue
around the surface of any soffit that is
attached to the wall at the molding height.

The settings on the Moldings tab are similar
to those found in other specification dialogs

throughout the program. See “Moldings Tab”
on page 503.

The settings on this tab are also similar to
those found in the Floor Defaults dialog, but
affect only the selected room instead of all
rooms on the current floor.

Wall Covering Tab

The settings on the Wall Covering tab of the
Room Specification dialog are the same as
those on the same tab of the Wall
Specification dialog. When a wall covering
is assigned in the Room Specification
dialog, it is applied to all walls in the selected
room only. See “Wall Covering Tab” on page
223.

-+ Wall coverings can be applied to exte-
@\ rior rooms as well by selecting the exte-
rior room and opening it for specification. See
“Selecting Rooms” on page 231 for informa-
tion about selecting exterior rooms.

Fill Style Tab

The settings on this tab affect the appearance
of the room in floor plan view. This tab is
also found in the Floor Defaults dialog. For
more information, see “Fill Style Tab” on
page 792.

Materials Tab

The settings on this tab affect the appearance
of a selected room’s walls, floor, ceiling and
moldings in 3D views. See “Materials Tab”
on page 635.

Default molding and ceiling and floor
covering materials can be set in the Floor
Defaults dialogs.



Room Specification Dialog
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Doors

Home Designer Pro comes with tools for Chapter Contents

creating a wide variety of interior and
exterior doors. In addition, the library offers
a large selection of specialty doors and
doorways including hinged, sliding, pocket,
bifold, and garage doors. Additional name-
brand door catalogs are also available for
download from our web site,
www.HomeDesignerSoftware.com.

Door Defaults

The Door Tools
Displaying Doors

Editing Doors

Changing Door Swings
Special Doors

Door Specification Dialog

Door Defaults

Default Settings are accessed by
q_P selecting Edit> Default Settings.
Click the “+” next to Doors to show the door
sub-headings. Select a subheading and click
the Edit button to open the defaults dialog
associated with your selection:

Door Defaults can also be accessed by
double-clicking the Door Tools parent
button or the Hinged Door |, or Sliding

Door =t child button. Double-clicking the
other Door Tools child buttons will open the
defaults dialog for that particular door type.

Default Settings
B..
-~ Interior Door
- Exterior Door
Doorway

nterior Sliding Door
Exterior Sliding Door
Pocket Door

i-- Bifold Door

Garage Door

Edit... Done ] [
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The values in the Door Defaults dialog are
initial values for interior or exterior doors.
Individual doors can be edited after they are
created.

The Door Defaults dialogs look nearly the
same as the Door Specification dialog. See
“Door Specification Dialog” on page 265.
There are only a couple of differences:

¢ Since default settings are specified here,
“Use Default” is not an option for some
settings as it is in the Door Specification
dialog.

e The Door Type cannot be changed in the
Defaults dialogs.

Dynamic Door Defaults

A variety of door default values are dynamic,
including the Add for Rough Opening
values, Casing and Lintel Specifications,
and Hardware. When a dynamic default is
changed, existing doors using the default

value are affected. See “Dynamic Defaults”
on page 57.

All Materials listed under “Doorway” on the
Materials tab are also dynamic. Materials
assigned to doors and hardware items from
the library are listed separately and are
dynamically linked to the “Interior Door”,
“Exterior Door” and “Fixture Trim” and
“Hardware” materials set in the Material
Defaults dialog rather than the Cabinet
Defaults dialog. See “Material Defaults
Dialog” on page 650.

Door Framing

The default Rough Opening for doors can be
defined in the Door Defaults dialogs. You
can also specify an additional amount to
cutout for door openings in concrete garage
curbs and foundation walls. See “General
Tab” on page 266.

The defaults for trimmers and headers can be
specified in the Build Framing dialog. See
“Framing Defaults” on page 436.

The Door Tools
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= | To place a door, select the type you
oo, want from the Build> Door submenu.

With a Door Tool active, move your mouse
pointer over a wall section. If there is room
enough along the wall to fita 12” (300 mm)
wide door, a preview of the door will display.
When a preview can be seen, click on a wall
to place a door in the wall at that location.

Hinged and Sliding Doors have both Interior
and Exterior Door Defaults. If the wall is an
exterior wall or one that separates an interior
from an exterior room, the program places an

exterior door based on the default settings for
exterior doors. If the wall is an interior wall,
the program places an interior door based on
the default settings for interior doors. This
rule applies to doors copied and pasted from
one location to another just as it does to
newly placed doors. See “Door Defaults” on
page 253.

Doors can also be placed in curved walls.
See “Options Tab” on page 268.

Once placed, any door may be changed into
any other type of door using the Door



Specification dialog. See “Door
Specification Dialog” on page 265.

Hinged Doors

Select Build> Door> Hinged Door

.|"‘|. and click a wall where you want to
place a hinged door. Hinged doors can be
placed on interior or exterior walls, and can
be set up so that different door styles are
placed in each. A hinged door becomes a
double door when its width is four feet or
greater.

The initial swing direction of a hinged door
depends on the location of the mouse pointer
relative to the wall when you click. The door
will swing towards the side of the wall that
you click nearest.

The initial hinge side of a hinged door can be
set by clicking to place the door and then
holding the mouse button down rather than
releasing it. Move the mouse toward the end
of the door that you would like the hinges to
be on: as the mouse pointer nears either end,
the door preview’s hinge side will move to
that end. You can also adjust the door’s
swing direction in this manner. When the
swing direction and hinge side are correct,
release the mouse button.

Doorways

Choose Build> Door> Doorway and
click a wall to place a doorway (an
opening without a door). Doorways can be
placed on interior or exterior walls, or in
railings and fences to provide an opening.
You can assign a door from the library to a
doorway.

—

The Door Tools

Sliding Doors

Select Build> Door> Sliding Door

=1 and click a wall where you want to
place a sliding door. Sliding doors can be
placed on interior or exterior walls and can
be set up so that different door styles are
placed in each. If placed in an exterior wall,
the door is glass; if placed in an interior wall,
it is a solid slab.

The initial opening side of a sliding door can
be specified by moving the mouse pointer
along the wall while the mouse button is still
pressed.

The default sliding door dimensions are
5’-0” x 6°-8” with a 12” bottom frame and a
6” frame on the sides and top.

Pocket Doors

Select Build> Door> Pocket Door
==1 and click a wall where you want to
place a pocket door.

As with sliding doors, the initial opening side
of a pocket door can be specified by moving
the mouse pointer along the wall while the
mouse button is still pressed.

The default pocket door dimensions are 2’-6”
X 6’-8" high. A pocket door becomes a
double pocket door if its width is four feet or
greater.

Bifold Doors

Choose Build> Door> Bifold Door
[ and click a wall where you want to
place a bifold door.

Like a hinged door, the initial opening side of
a bifold door depends on the location of the
mouse pointer relative to the wall when you
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click. The door will open towards the side of
the wall that you click nearest.

Similarly, the initial hinge side of a sliding
door can be specified by moving the mouse
pointer along the wall while the mouse
button is still pressed.

The default interior single bifold door is 2’-
6” x 6°-8”. A bifold door becomes a double
bifold if its width is greater than three feet.

Bifold doors always display closed in all 3D
views.

Garage Doors

= Choose Build> Door> Garage Door

+—t and click a wall to place a garage door.

The default garage door is 8’-0” x 7°-0” high.

A garage door must be at least two feet wide.

In floor plan view, dashed lines show the size
and location of the garage door when open.

Garage doors will build into a garage stem
wall provided the room is designated as a
garage before the door is inserted. See
“Room Types” on page 234.

The Doors & Doorways
Library

The Doors & Doorways library can be
m accessed by selecting Library>
Library Browser and browsing to Home
Designer Content> Architectural. This
library folder contains a variety of interior

and exterior doors, as well as special
entryways and wrapped openings.

Entryways and wrapped openings are
examples of Doorways, which are wall
openings that do not have doors within them.

To add a door to the Doorway, select a Door
Type other than “Doorway” from the drop-
down list in the Door Specification dialog.
See “General Tab” on page 266.

You can also select a custom door from the
library and place it into a doorway in floor
plan view or any 3D view.

To place a library door in a doorway

Go to floor plan view or any 3D view.
Open the Library Browser.

Navigate through the Doors library cate-
gory until you find the custom door style
desired.

4. Select the door in the Library Browser,
then click on the doorway to place the
selected door within it. If a door already
exists, it is replaced.

5. Continue clicking other doorways until
all changes have been made.



Displaying Doors

Displaying Doors

The display of doors, door labels,

@ opening indicators, headers, and
casing is controlled in the Layer Display
Options dialog. See “Layer Display Options
Dialog” on page 104.

Doors can only be placed in walls, so if a
wall’s layer is turned off, any doors placed in
that wall will not display, either. See
“Displaying Walls” on page 192.

If the “Doors” layer is turned off, doors and
their casing do not display but openings in
the walls where they are located are visible.

In Floor Plan View

When the “Doors” layer is turned on in floor
plan view, door symbols represent the width
of the opening and indicate its swing. If a
door is recessed, the affected wall layers will
adjust to accomodate the casing.

Doors in exterior walls and doors that open
to exterior type rooms such as a Garage,
Porch, or Deck have a threshold line across
the opening in floor plan view. See “Room
Types” on page 234.

LAURDRY

KITCHEN Frfrhevild

130" w0 136"

Threshold
Line

GARAGE
[EU YTy

If an exterior door to a Garage room on Floor
1 extends into a Garage stem wall or curb on
Floor 0, its location will be indicated on

Floor 0. You can control the display of this
concrete cutout in the Door Specification
dialog. See “Garages” on page 338.

When the “Doors, Headers” layer is turned
on in floor plan view, door headers are
represented by dashed lines within each
door’s opening. These lines do not
correspond to actual framing objects and
cannot be selected. See “Wall Framing” on
page 436.

The vertical casing on the sides of doors will
display in floor plan view when the
“Casings, Exterior” and “Casings, Interior”
layers are turned on. See “Casing Tab” on
page 269.

In 3D Views

You can specify whether a selected door is
shown open or closed in 3D views by

clicking the Show Door Open in 3D |[& and

Show Door Closed in 3D 4 edit buttons as
well as in the Door Specification dialog. See
“Options Tab” on page 268.

If a door is set to display open in 3D, the
angle of the open door can be changed using
the edit handles. See “Using the Mouse” on
page 258.

To display opening indicator arrows in
Vector Views, turn on the “Opening
Indicators” layer in the Layer Display
Options dialog. See “Vector View” on page
711.
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Door with opening indicator

Reverse door opening indicators on the
Acrchitectural panel of the Preferences

dialog. See “Architectural Panel” on page 73.

You can also specify whether door and
window glass is opaque or transparent in
Vector Views in the 3D View Defaults
dialog. See “Options Tab” on page 669.

Door Labels

Door labels display in floor plan view,
centered on the doors they represent, when
the “Doors, Labels” layer is turned on. Door
labels use the Text Style assigned to this
layer, as well. See “Object Labels” on page
884.

Door labels indicate Width and Height. For
example:

* In Imperial plans, the automatic label for
a 3’-0” wide, 6’-8” high double hung win-
dow will read 3068.

e In metric plans, the automatic label for a

900 mm wide, 2100 mm high double
hung window will read 900x2100.

Customized labels as well as label position
and orientation can also be specified in the
Door Specification dialog.

Editing Doors
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Before a door can be edited, it must be
selected. To select a door, click it when the

Select Objects | [} tool or any of the Door

Tools are active. Doors and/or windows
can also be group selected and edited. See
“Selecting Objects” on page 124.

Blocked units are made up of individual
doors and windows that have been grouped
together to act as one object. You can create
what is essentially a blocked door unit by
assigning a library door to a doorway from
the library

Select a blocked unit by clicking on it in any
view. To select a door that is a component of
a blocked unit, click at the location of the

component in question, then click the Select

Next Object &k edit button. See “Selecting
Objects” on page 124.

In the Specification Dialog

The most precise method of editing a
[]_l door or group of doors is to use the
Door Specification dialog. Door type, size,
casing, materials, shape, and more can all be
specified in this dialog. See “Door
Specification Dialog” on page 265.

Using the Mouse

In floor plan view, click either of the two end
handles and drag along the wall to change the
width. The label showing the size updates as
the handles are dragged. Click and drag the



Move handle at the center to move the door
along the wall it is placed in. Use the
triangular Rotate handle to adjust the door’s
swing. If the door’s label displays, an
additional handle is available to move the
label.

In 3D views, a selected door has five edit
handles: the Move handle at the center and a
Resize handle on each edge. Click and drag
an edge handle to resize the door.

Using the edit handles, a door resizes
according to the currently active Edit

Behavior . See “Edit Behaviors” on page
120.

A door or window moved against an
intersecting wall temporarily stops when the
casing meets the intersecting wall. You can
continue to drag and it resumes movement
past the intersecting wall.

Using Dimensions

Like various other objects, doors can
& be moved using dimensions. See
“Moving Objects Using Dimensions” on
page 737.

You can specify how doors and windows are
located by dimensions in the Dimension
Defaults dialog. See “Locate Objects Tab”
on page 723.

Dimensions can be set to locate the centers,
sides, casing, or rough opening of wall
openings, or you can choose to not locate
openings at all. If you wish, you can move a
dimension’s extension lines to locate non-
default locations on a door after the
dimension is drawn. See “Editing Extension
Lines” on page 735.

Editing Doors

Using the Edit Tools

A selected door or doors can be edited in a
variety of ways using the buttons on the edit
toolbar. See “The Edit Toolbar” on page 29.

* Click the Change Opening/Hinge Side

¥ edit button to change the side of the
door that its hinges are on. See “Changing
Door Swings” on page 260.

+ Click the Change Swing Side %i¥ edit
button to change which direction the
selected door swings.

* Click the Show Door Open in 3D |[& or

Show Door Closed in 3D 4| edit button
to control the selected door’s appearance
in 3D views. See “In 3D Views” on page
257.

 Click the Gable Over Door/Window |&
to create a gable over the selected door(s)
the next time the roof is rebuilt. See
“Gable/Roof Lines” on page 382.

e Click the Components edit button to
modify or add information related to the
selected door in the Materials List. See
“Components Dialog” on page 901.

Centering Doors

The Center Object edit button allows
> you to center a selected door along a
wall within a room or relative to a cabinet or
window. See “Using Center Object” on page

156.

To center a door along a wall

1. Select a door or combination of win-
dows and doors in floor plan view.
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2. Click the Center Object [+ edit button
then choose from one of the following
options:

e Click near a wall inside a room to cen-
ter the door along that wall in that
room.

« Click outside the house (on the exterior
room) near an exterior wall to center
the door along an exterior wall.

Door Sides

Like walls, all doors have two sides: an
interior side and an exterior side. This is the
case even for doors placed in interior walls.
See “Exterior and Interior Walls” on page
183.

By default, the interior side of the door will
face the direction that the door swings to
open. If you prefer, you can specify that the
interior side face the opposite direction in the
Door Specification dialog. See “General
Tab” on page 266.

You can specify the materials for the two
sides separately in the Door Specification
dialog. See “Materials Tab” on page 277.

You can also specify different casing for the
interior and exterior sides of exterior doors -

that is, doors placed in exterior walls or walls
defining a Garage or other exterior room
type. See “Room Types” on page 234.

Door Casing

Doors typically feature casing, or trim, on
both sides of the wall opening.

 Interior doors use the same casing profile
on both sides.

» Exterior doors can have different casing
profiles on their interior and exterior
sides.

The default casing for interior and exterior
doors is a basic rectangular stock profile.
You can specify a door’s casing profiles in
the Door Specification dialog, or you can
choose to suppress casing altogether. See
“Casing Tab” on page 269.

A separate molding profile can be specified
for the lintel, or top horizontal molding. See
“Lintel Tab” on page 271.

Interior and exterior door casing will display
in all views when the “Casings, Exterior”
and “Casings, Interior” layers are turned on.
In floor plan view, only the vertical side
casing will be shown.

Changing Door Swings
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ﬁ 1/} Door swing direction and hinge
L ETEE side can be changed using the
Change Opening/Hinge Side and Change
Swing Side edit buttons.

Note: If the door is set to draw closed, the
swing as it appears in floor plan view has no
affect on the 3D view. See “Options Tab” on
page 268.




The Change Opening/Hinge Side £} edit
button is available for all doors except
double doors and garage doors.

The Change Swing Side [« edit button is
available for all doors except pocket doors.
Hinged Doors

In addition to using the edit buttons, hinged
doors’ hinge side and swing direction can be
changed using the triangular Rotate edit
handle.

To adjust the angle of swing:

1. Infloor plan view, select the door and
grab the triangular handle.

2. Drag to change the amount of swing.

3065

3. Release the mouse.

If you drag near the closed position, the door
snaps to a closed position.

To change the swing using edit handles:

1. Infloor plan view, select the door and
grab the triangular edit handle.

Changing Door Swings

3065

2. Drag the pointer along the path of the
new arc to change the hinge side and/or
swing direction.

JEl - i

3. Release the mouse.

. You can specify a Double Hinged Door
@ to swing from its center in the Door
Specification dialog. See “Options Tab”

on page 268.

To change the swing using edit buttons:

In floor plan view, select the door.
2. To change the hinge side, click the

Change Opening/Hinge Side % edit
button.
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]
3065

~

3065

3. To change the swing direction, click the
Change Swing Side ¥ edit button.

-

]
3065

3065

~~ You can also specify a Hinged Door to
@ swing in both directions in the Door
Specification dialog. See “Options Tab”

on page 268.

Sliding Doors

To change the side of a sliding door that is
fixed, select the sliding door then click the

Change Opening/Hinge Side 4 edit
button.
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— 0T
5068
To flip the fixed and moving sides of the

door, click the Change Swing Side |2¥ edit
button.

— =  E—
5065

— — | S—
5065

As with hinged doors, you can also change
the Opening/Hinge and Swing sides of a
sliding door by clicking and dragging the
triangular edit handle.

Pocket Doors

To change the direction of a pocket door,
select it and click the Change Opening/

Hinge Side ¥ edit button.

2668

2668

Note: There must be enough room for the
entire door to fit in the opposite wall or the
door does not change.




As with hinged doors, you can also change
the Opening/Hinge side of a pocket door by
clicking and dragging the triangular edit
handle.

Bifold Doors

To change the side of a bifold door that is
fixed, select it then click the Change

Opening/Hinge Side 't edit button.

p— o

=15 e—

To change the hinged side of the door, click
the Change Swing Side %i¥ edit button.

p— o

] <2668

Special Doors

As with hinged doors, you can also change
the Opening/Hinge and Swing sides of a
bifold door by clicking and dragging the
triangular edit handle.

Garage Doors

To change the side of a garage door that it
faces, select it and click the Change Swing

Side <3¢ edit button.

L __|

As with other door types, you can also
change the Swing side of a bifold door by
clicking and dragging the triangular edit
handle.

Special Doors

A variety of special doors and doorways can
be created in Home Designer Pro.

Wrapped Openings

Wrapped openings of various shapes are
available in the Doors & Doorways
Library.

You can also create a wrapped opening by
placing a doorway in the wall and checking
Suppress Casing in the Door Specification
dialog. See “Casing Tab” on page 269. If
base molding is present, it will wrap around
the opening.
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Openings in Railings

Use the Doorway — tool to open a railing
for a stairway or other access.

To open a railing across an entire section,
resize the doorway’s Width so that it is
greater than the length of the railing in the
Door Specification dialog. The opening
resizes to the maximum width possible for
that space. See “General Tab” on page 266.

To add a gate, specify the doorway’s Door
Type as a Door, then choose an appropriate
gate as the Door Style. A selection of gates is
available in the Fences & Railings library
folder. See “Placing Library Objects” on
page 620.

Transoms Above Doors

Transom windows above doors are created
the same as other stacked windows. See
“Grouped Windows” on page 284.

Recessed Doors

A door placed in a brick or stone wall is often
recessed into the wall’s exterior. In the
illustration below, the door to the right is
recessed, so the brick wraps the opening. The
door on the left is not recessed, so the casing
is outside the brick.

You can specify a door as recessed in the
Door Specification dialog. See “Options
Tab” on page 268.

Creating a Doorway
with a Railing

When arailing is specified as No Room Def,
it can be positioned within a Doorway |E|.

To create a doorway with railing

1. Place a Doorway |E| at the desired loca-
tion in your plan.



2. Select Build> Wall> Straight

Railing [, then click and drag to draw
arailing parallel to the wall with the
doorway.

3. Click on the railing, then use the Resize
edit handles to adjust the length of the
railing as needed. See “Using the Edit
Handles” on page 128.

4. With the railing selected, click the Open
Object | [T/ edit button.

5. On the General tab of the Railing
Specification dialog, check No Room
Def and click OK. See “General Tab” on
page 214.

6. With the railing still selected, Ctrl + drag
it into position within the doorway. See

“To move an object freely” on page 153.

Door Specification Dialog

<

3068
Positioning a railing in a doorway
Placing a Gable Over a Door

Click the Gable Over Door/Window
E edit button to produce a gable roof
over the selected door(s) the next time
automatic roofs are built. See “Gable/Roof
Lines” on page 382.

You can manually edit or delete this gable
line at any time. Your changes take effect
when the automatic roofs are rebuilt. This
can also be used with group selected doors.

Door Specification Dialog

To open the Door Specification
H_l dialog, select a door or a group of
doors and click the Open Obiject edit button
or double-click on a door using the Select

Objects |} or a Door | ] tool.

If a group of doors is selected, changes made
in the Door Specification dialog are applied
to all the selected doors. If interior doors
have different attributes than exterior doors,
they must be selected and edited as a separate

group.
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General Tab
Door Specification @
Frame & Lites | Arch I Hardware I Materials I Label |
General | options |  Casng | ntel |
0——— Door Style [Use Default v] [Library... ] |
e Size and Position Add for Rough Opening e
Width 36" Each side 17(0) —
Height 80" Top 11/4"(D)
Thickness 13/47 Bottom 13/47(D)
@—
. Add for Concrete Cutout 9
Floor to Battom 0 __a
EachSide 07
Swing Angle Q0=

Show in Plan

Symbol Options _—
Louvers
|:| Reverse Interior Exterior

T
Reverse Direction

Show Color
View From OQutside

() Interior (@ Exterior ~ ——

[ OK ] [ Cancel ] [Num Style... ] [ Help ]
0 Door Style - Define the door as slab, 9 Specify the Size and Position of the
glass, panel, or louvered, or select a selected door.

door style from the library. Choose “Use « Specify the Width, Height, and Thick-
Default” to use the default door style set in ness of the door. ’

the Door Defaults dialog. See “Door ) .
Defaults” on page 253. » Floor to Bottom - Specify the height of

the bottom of the door frame as measured

e Select “Library” from the list or click the from the subfloor.

Library button to choose a door symbol

from the library. Once a library door is * Specify the Swing Angle of the selected
selected, that door is added to the Door door in floor plan view, between 0° and
Style list. See “Select Library Object Dia- 180°. An angle of 0° displays the door as
log” on page 622. clpsed and an angle_ of 180° dlsplays it as
wide open. The Swing Angle for Bifold
9 Door Type - Specify doorway, hinged, doors and double doors that swing from
slider, pocket, bifold, or garage door. the center can be no more than 90°.
Slider, pocket, bifold and garage are not .
allowed as Exterior Door Defaults. The Swing Angle also affects the door’s
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appearance in 3D views if Draw Closed
is unchecked on the Options tab.

@ Add for Rough Opening - Specify the

amount to add to Each Side, the Top
and the Bottom for the door’s framed rough
opening. The rough opening should be large
enough to accomodate the door frame and
space for shims. If the Bottom Rough
Opening value is greater than the Floor to
Bottom value, the difference is added to the
top of the rough opening when framing is
built.

6 Add for Concrete Cutout - Specify
the amount to add to Each Side of the
door opening when the upper part of the door
is in a framed wall and the lower part is
located in a concrete wall, stem wall, or
garage curb. See “Garages” on page 338.

Door Specification Dialog

* Uncheck Show in Plan to suppress the
display of the concrete cutout in floor
plan view. See “In Floor Plan View” on
page 257.

@ Louvers Size - Specify the vertical

height of the selected door’s louvers.
Only available for doors specified as
Louvered.

By default, louvers face the direction that the
door swings. Check Reverse Direction to
reverse the direction that they face.

e A preview of the door displays on the
right side of the dialog box.

e Check Show Color to show the door in
color in the preview.

 Select Interior or Exterior to specify
which side of the door displays in the pre-
view.
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Options Tab

Door Specification

| Frame & Lites | Arch | Hardware I Materials I Label |
General Optons |  casng | Lntel |
Door Units Recessed into Wall

() Double Door Only
(7 Single Door Only
@ Calculate From Width

Recessed

() To Main Layer

(@ To Sheathing Layer

Door Swing In Curved Wall 6
e (@) Both Doors Swing (@ Straight Door
Left Swing Only Curved Door
Right Swing Only
Swings From Center 3D Display e
[] swings Both Directions @ Show Closed
() Show Open
Garage Doors
(3 :
Plinth Blocks

Glass Doors

[T Tempered Glass

18]

[ tnterior Plinth Block
[ Exterior Plinth Block

Show Color

View From OQutside

() Interior (@) Exterior

[ oK ] [ Cancel

] [NumSter... ] [

Help ]

Specify the number of Door Units or
panels that the selected door has. Not

available for garage doors.

Select Single Door to force the selected
hinged, pocket or bifold door to be a sin-
gle door, regardless of its width.

Select Double Door to force the selected
hinged, pocket or bifold door to be a dou-
ble door, regardless of its width.

Select Calculate From Width to use the
program defaults. Hinged, pocket and
bifold doors default to Single Door when
less than four feet (1200 mm) wide. If the
width is greater than four feet, Double
Door is the default.

If a Slider door is selected, instead choose
Four, Three or Two Panel.

Note: The defaults for Calculate From Width
are not editable.

Door Swing - Specify how the selected
door swings. Most options here are

only available when the selected hinged or
pocket door is a Double Door. Not available
for bifold, slider or garage doors. See
“Changing Door Swings” on page 260.

Check Both Doors Swing to allow both
sides of a Double Door to swing.




» Check Left Swing Only or Right Swing
Only to allow only the left or right side of
a Double Door to swing.

e Check Swings From Center to create a
Double Door with hinges at the center
rather than at the outside edges.

» Check Swings Both Directions to allow a
door or both sides of a Double Door to
swing both directions.

e Specify the number of Vertical Panels
to be placed on a selected garage door.
Only available for garage doors.

a Check Tempered Glass to specify the
selected door’s glass as tempered.

6 The Recessed into Wall options allow

you to recess the selected door into a
wall, away from the exterior surface. Only
available if the door is placed in a multi-
layered wall. See “Wall Type Definitions” on
page 209.

-

Not Recessed

e e

Recessed to Main Layer

e

Recessed to Sheathing Layer

Door Specification Dialog

» Check Recessed to activate the settings
that follow.

e Select To Main Layer to recess the door
to the wall’s Main Layer.

» Select To Sheathing Layer to recess the
door to the wall’s sheathing layer.

In Curved Wall - Specify whether a

door placed in a curved wall is Straight
or Curved. Curved is selected for Pocket
Doors and cannot be changed. See “Drawing
Curved Walls” on page 190.

Straight

Curved

0 3D Display - Specify whether the
selected door is drawn open or closed in
3D and cross section/elevation views.

If Draw Open is selected, the Swi