Architectural Desktop 4 - Development Guide
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1 Walls - Access

1-3 WALLS

Walls Toolbar

How do | get this toolbar?

You can also acquire access to these commands from the
Alternate Design pull-down menu . From the Design pull-down
menu, pick Walls > and cascade to the Wall commands. This
toolbar is an optional tool and is not needed to use this guide but
may help.

Walls &
T

Wall Tools Toolbar

For Editing Walls, there are many tools to select from and you may
find them a little more difficult to find in ADT 4 than in the previous
two releases. This is because a lot of these editing tools are now
available via right-click object-specific pop-up menus or through the
Properties Palettes. lllustrated to the right is the Wall Tools toolbar
that provides access to the tools discussed in Part 4 of this guide.
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Walls pull-down Menu and Tool Palette
Alt.Menu Design> Walls

Novigation —_Ei|
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Keyboard Wall

Adjusting to the New Interface for AutoCAD and ADT
Users- for how to activate the Design pull-down menu

Links

¥ & Walls can be added to a drawing

through several technigues including the
alternate pull-down menu illustrated to
Brick-4 Brick-4

the right. In ADT 4 the primary tool for
adding walls is the Tool Palette which
automatically loads Wall Styles as they
are dragged in from the Palette so this
r makes the task of loading styles less
tedious. However, the default Walls
Brick-4 Brick- Tool Palette only contains a fraction of
4 Furring the Wall Styles that come with ADT
CHU-5

On the command line, you can type
"Wall" when you want access to many of
the Wall options. For direct access to an
option within the Wall command-line
menu, you can type the primary
command plus the option you want direct
access to. For example, if you want to
Add a Wall, you can type " WallAdd" or if you want to Modify a

Wall, you can type "WallProps" or "-WallModify"

TOOL PALETTES

<

ml %
H[[[Annat... lWindowsl Doors l Walls

Below is the command line read-out for " Wall":

Command: WALL
Wall [Add/ COnvert/ Properties/ Styles/ CLeanupgroups/ Dimension/
Interference/ Reverse]:

WSRO Window  Help

Curtain Walls

Doors

Windows

Doorwindow Assemblies
Openings

Structural Members

Slabs
Roofs

Stairs
Railings

Grids

Layout Tools and Anchors

Spaces
Massing

Quick Slice

»

v vy v v

-

Add wall...
wWall Properties

wall Stvles. ..
Cleanup Group Definitions. ..

‘wWall Modifier Styles. ..
Insert Modifier Style as Polyline. .,

‘Wall Opening Endcap Styles. ..
Wall Endcap Styles. ..
Insert Endcap Style as Polvliine. ..

anchor to Wall
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2 Importing Wall Styles

2-3 WALLS

Opening a Wall Style template file in Style Manager
Menu Design> Walls> Wall Styles...

w2

Keyboard WallStyle
Links

Wall Style Properties - for how to create a Wall Style

Hey, where did all of my stuff go? - for more
information on the location of ADT Content.

=l e Local Disk {C:)
= ) Documents nd Settings
# | Administrator

ADT comes with a
rather extensive library
of Wall Styles but you

= fgug o Dats would never know this
5 B Adtodesk by looking at the default

= ) Autodesk Architectural Deskbop 2004 Walls Tool Palette.

= CIRI6.0 Though you can use the
() ADLM Content Browser to add
B e more styles to your
# [ AEC Conterk Wallls Tool Palette, you
D Layers might as well learn
|0 Plat Styles where these styles
= 3 strles come from.
(]
23 Metric

For local installations of
ADT, you are likely to find the Imperial or Metric Wall Styles in the
Styles Folder as illustrated to the left. The full path to this location
may vary but typically it is as illustrated. On a Network based
installation of ADT, these Wall Styles should be on a captured drive
(like "G:\offices standards") or similar location with a folder name
that indicates Styles. Consult your CAD or IT manager if you
cannot locate the Styles Folder.
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I 56 GWB-0.525 2 Layees Each Side 6 Stud P, (Actual) with 21
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+ Wal Stvles » Shud (Imperiall).dewg

Flename: | Wl Styes - Shud lnpensll oy
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lllustrated above, | show how you use the Style Manager, filtered for Wall
Styles, to Open one of the Wall Style files from ADT's Styles folder. The
process is much like Opening a drawing for editing.

You should find several Wall Style drawing files; including one for Brick,
Casework, CMU, Concrete and Studs. Later, we'll discuss creating a
custom files with the Wall Styles you use regularly so you can increase your
productivity.

Copying Wall Styles in the Style Manager
Links  Style Manager. - for more reading

Once you have a Wall Style template file Open in the Style
Manager Window, simply select the Wall Style(s) you want and
drag-n-drop them on top of the current drawing file folder - as
illustrated to the right.

In some cases, the list of Styles is so long that it takes too much
time to scroll back up so you can use the left-click option and
select Copy from the pop-up menu; then pick on the current
drawing folder, pick in the right-hand pane, right-click on your
mouse and use the Paste option. This technique is the same as
that used in Microsoft's Explorer.

If you want to add one or more of the Wall Styles to your Tool
Palettes, you can also drag-n-drop directly onto it as illustrated to
the right.

Those familiar with AutoCAD techniques, will also find that
cut-n-paste works great for copying a Wall Style from one drawing
to another. Inserting a file, such as one of the Wall Style template
files also works to get every single Wall Style in one quick action.

If you want to use the insert trick, just hit the <Esc> key when
prompted for an insertion point; i.e., you don't actually have to insert
anything, just the action brings in all of the data.

i Style Manager

Fis EcR Wiew
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= & Crawingl deg A ste Description
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= ul“_"':;“;;ﬂm OR USE COPY-PASTE
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CMU-G
Furring

Dranang Sorted | Drawingl.dwg

cMU-8
Rigid-1...

TOOL PALETTES

Doors

3Adding Walls

3-3 WALLS
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Add Walls - Properties Palette
Alt. Menu Design> Walls> Add Wall...

s e

Keyboard WallAdd
Links ADT Object Dialogue Boxes

In the illustration to the right, | show that | have imported the
"CMU-8", "Concrete-8" and "Stud-4 GWB-0.625 Each Side" Wall
Styles from the Wall Styles Template files and am now selecting
one for use on the Style drop-down list of the Wall Properties
Palette.

Description - use this note field to add text based notes about the
Wall if you find that it will help others. You could, for example,
explain that the wall was site verified to 1/2" accuracy.

Style - drop-down list for selecting any Wall Styles that are present
in the current drawing file. Use the Style Manager or Wall Palette
to create or load others.

Cleanup automatically - drop-down list for changing the default
cleanup setting - usually you want walls to cleanup with other walls
but this is a nice quick option for an override. The better solution
would be to use a Cleanup Group.

Cleanup group - drop-down list for setting a unique Clean-up
Group used to prevent Walls from behaviors defined by their Style
settings; e.g., two walls passing over each other without cleaning
up. Use Cleanup Group Definitions on the Style Manager to
create others.

Segment type - drop-down list offering the option for straight or
curved Wall segments. See below for Curved Wall Segment.

A - Width - set width of wall. If gray, then the Wall Style has been
set to a fixed Width.

B - Base height - the total finished ( plate ) height you want your
wall.

C - Length - this value field will display the length as drawn on
screen and is not available for input when drawing walls but is
available for input when modifying walls.

Justify - how you want your Wall to be drawn with respect to your
cursor as you draw it. This also affects how other objects relate to
a Wall. Left, Right and Center override the default justification,
Baseline, which is determined within the Wall Style specifications.
On complex multifaceted Wall Styles, you may want to use a
Baseline at a specific location; above grade on a foundation
stemwall, for example. Generally, you should Justify based on the
Baseline and change the Wall Style if the Baseline setting isn't
what you expect or need. For simple Walls with only one
component, it may be okay to use Right or Left but if you ever
intend to change the style such Justifications can come back to
haunt you. If you only use one component walls ( two lines ) then
don't worry about it.

‘No selection w {:/, —)ﬂs
c
=4
0

General ~ fos

Description =
[Jstud-4 cwe-... g cMU-g
Concrete-g

Cleanup auto... Yes

— Standard
Cleanup grou... || Standard Stud-4 GWE-D.625 Each Side
Segment type / Line -
Dimensions oA 5
& width 51/4" =
B Base height a-o" E
C Length 1" =
Justify £l Baseline
4% Baseline offset 0"
%E Roof line offs.., 0" r«
5 Floor line offs... 0"
o
=
= |
% Location ~
ce
(=%
|4 Specifies the wall style,
= V.

Baseline offset - this odd option allows you to set an offset distance away
from the justification so when you draw your Wall in Plan, it will be drawn a
distance away from where you are actually picking. This may be a useful
option when tracing structural gridlines or similar linework where you need
your Walls to be certain distance away from the linework.

E - Roof line offset from base height - this value field provides a means to
extend a Wall Height above its predefined Base height (Plate). Generally this
value field is filled in at a later point in a project where the RoofLine tool is

used to extend Walls up to Roofs ( particularly at gable ends ).

F - Floor line offset from baseline - this value field, similar to the Roof line
offset, provides a means to extend a Wall base below the predefined
Baseline value (usually zero ). Generally this value field is filled in at a later
point in a project where you are able to relate your Walls to foundation Walls,
Site Contours or other obstructions. The tool for adjusting this value field at
a later point is the FloorLine tool. This value field can also be used for
special Wall Styles such as spread footings where the footing needs to be
set below the base of the stem wall - see image below.

Wall Justifications
Links  Wall Properties - Dimensions tab
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Wall Style Defaults tab

When you draw Wall Objects, you will find that the Wall Properties
Palettes will remain active on the screen. As you draw, you have
the freedom to change values on the Properties Palette without
losing the object you are currently working with. That is, for
example, you can start a Wall and change its Justification without
having to start over. You can even change Wall Styles as you draw
a series of contiguous Walls.

There are 4 Justification values and 3 of them are quite easy to
understand but Baseline may need some clarification. lllustrated to
the right, | show two Justifications for the same CMU concrete
footing Wall Style. | am using this Wall Style because not all Walls
will react to the Baseline Justification in the same way. The
Foundation Styles, with footings that are wider than the stemwall,
will usually justify for Right and Left based upon the footing rather
than the stemwall; so, this is where Baseline Justification comes in
- to let you Justify on any part of a Wall Style that was designed as
the zero ( 0) point.

lllustrated to the right | show how the Right, Left and Center
Justifications are all based on the extents of a Wall Style's Width.
Baseline, however, can be designed by the person who creates the
Wall Style to allow for a unique justification point that might be
more beneficial when adding it to a plan. In the example
Foundation Wall Style, right, the Baseline was set to be on the
exterior side of the stemwall. When drawing this particular Wall
Style, the Baseline appears to be offset from the true base of the
footing because its Property has been set that way on the Floor line
offset value field ( see Properties Palette image above ).

CONCRETE FOOTING BELOW GRADE

LEFT 7

WALL JUSTIFICATIONS

;BASELINE

[ [‘f“' T

RIGHT-’( T

BASELINE

ZCENTER

CONCRETE STEMWALL

NOTE:

THE EXTRA
HEIGHT COMES
FROM THE
OFFSET

ABSOLUTE LEFT

Wall Closing

When drawing Wall Objects, you should find that there are two
options on the command line for Closing: Close and ORtho close.
These option will appear once you have drawn two consecutive
Wall segments. You will also find these two options for closing on
the right-click pop-up menu as illustrated to the right.

Close will simply take the current position and draw a Wall to the
first point of a Wall series.

Ortho Close is a little more sophisticated than Close because it
actually creates two Walls as illustrated to the right . If you don't
have Ortho Mode on when you pick the Closure Direction, that wall
segment will be non-orthogonal, but the 2nd segment will be
perpendicular to its origin - which should be the very first Wall
Added in a series.

WALL - ORTHO CLOSE

RIGHT CLICK Enter
OR TYPE “OR" cancel
PICK IN STvle
DIRECTION Group
OF CLOSURE Width
Height
OFfFset
Justify
IMatch
Arc
Unda
Close
Pan
Zoom
ORTHO CLOSURE
CREATES TWO
ORTHOGONAL
WALLS
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Wall Segment - Curved General Y WALL - CURVED
Description = Enter
The Arc option for Segment type on the Wall Properties Palette Style I Stud-4 GWE-0.625 Each Side | cancel
can be enigmatic if you don't realize that it allows you to pick two Cleanup automatically  es RIGHT-CLICK
points along the curve path. lllustrated to the left, | show what Cleanup group definkion = Standard OR SETON aTyle
happens when you attempt to follow a common perimeter curve. . ol ¥| :v:élﬁggngs Group
After setting the Arc option, pick somewhere along he midpoint of m lé_ PALLETTE width
the desired curve and then pick at the endpoint of the desired B Base height S Heiah
curve. sight
A\ 2 PICK MIDPOINT FOR ARC ?UF:;ft
The Arc option can also be activated by using the right-click pop-up - "\\ Matchv
menu while drawing a Wall Object - see illustration far right. / A
/ 3. PICK ENDPOINT FOR ARC
I find that creating Curved Wall segments with this option is best if { 1.SETTQ ARC — — Undo
| already have a 2D Arc or Circle to Osnap to. If you don't have Pan
anything to Osnap to when drawing the Curved Wall segment, you Z00m
can use Grips to adjust it later.
Another option is to use the WallConvert tool and select a Pline
perimeter or Arc that represents what you want your wall to look
like.
ALTERNATE ——jaue-
TECHNIQUE:
WALL CREATED
USING
“WALLCONVERT"
COMMAND
4-3 WALLS

I Wall Properties

Wall Properties - General
Alt. Menu Design> Walls> Wall Properties

LA T

Keyboard WallModify

Double-pick on Object or Select Object, left-click,
select Properties

Links Add Walls - Properties Palette

Mouse

When Modifying Wall Objects, you should find that you get most of
the same options as when you created the Wall(s). In addition to
the basic list of options you should also find many other options
that are only available when Modifying Walls. Some of these
options reflect the results of other modification tools and In-place
Editing work.

See Add Walls - Properties Palette for definitions of the General
options listed to the right.

Note:

At the top of the Properties Palette you should find a Selection
Type drop-down list which indicates the type of object you have
selected. If you select too many objects at one time, you can use
this drop-down list to isolate the individual object types.

|wall
BASIC o
General ~
Description =
Layer m A-all
Style | s
Cleanup automatically Yes
Cleanup group definition =|| standard
Segment type / Line
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Wall Properties - Dimensions

Under the Dimensions section of the Wall Properties Palette,
you can change basic Width, Base height, Length and
Justification values. If you find that any of these value fields are
gray then the value has been set as fixed at the Wall Style level
and can only be changed through the Wall Styles dialog box.

Note:

Changing Justifications on Walls can have detrimental effects on
your work since such changes usually move the Wall Objects from
their existing position to their new Justification; i.e., the Wall
Objects do not stay in place while acquiring a new Justification,
they move to this new point.

Dimensions

& \Width 612"

C Length &0 1/4"
Justify £i] Baseline

| Left

|1 Center

Wall Properties - Location

Under the Location section of the Wall Properties Palette, you
can change Rotation and Elevation values or work with the
Location dialog to alter the Insertion Point, Normal and
Rotation angle relative to the World or a unique UCS rotation.

Basically these are all values that you are more likely to adjust live
on the object by working with Grips in Plan, Elevation or Isometric
Views. This section simply provides another way to alter these
values or to set them back to something more logical if editing
errors occurred while using Grip Editing techniques.

Location ~
17.28
Elevation o"

Raokation

=1 additional infarmation
Lacaiion =

Fstabrce P
[ o Cnorcinate Spmten (=1}
P LTS Curvertly Fal Ta WOS.

Inpation Port v Fstabion,

% |[Froaar 5 | oo Anghec |17
v, | M1 | oioooon

T T |1

Wall Properties - Cleanups tab
Links  Overriding Wall Endcaps

Cleanup Group Definitions - the way to keep Walls from
cleaning up.

Wall Cleanup is a term used to describe the removal of lines where
Walls intersect and is based on a radial measure from the end of a
Wall. This radial measure, called "Cleanup Radius", is centered

on an edge referred to as the "Graphline". The Graphline is typically
turned Off but can be activated with the Diagnostic Display
Configuration. By default, the Graphline displays as a Blue Dashed
line but by modifying the Graph Display Representation for Wall
Objects, this appearance can be modified.

A - Graphline Position - the Graphline is set to the " Wall
Justification Line" by default but it can be changed to " Wall
Center Line" where it may be useful for creating Areas or similar
objects. Moving the Graphline position also moves the center of
the cleanup circle and can thus be used to assist tricky Wall
Intersections.

B - Cleanup Radius - the value for this option is set to zero by
default and tends to work for most normal Wall Intersections where
the Graphlines connect without trouble. When drawing Walls, the
Autosnap New Wall Baselines value on the Aec Object Settings
tab of the Options dialog assists in bringing the Baselines
together to make the zero Cleanup Radius function. In cases
where Baselines don't meet correctly, increasing the Cleanup
Radius allows the Baseline to extend farther to connect with
another Wall's Baseline. This setting affects both ends of a Wall
Object.

Cleanup Radius Overrides

Override start cleanup radius - this drop-down list offers a " Yes"
or "No" option. By choosing the " Yes" option, you will expand the
field to allow for a cleanup radius setting for this particular end.
Use this option when you only want to affect one end and not the
other.

Override end cleanup radius - see comments above.

ADYANCED
Cleanups

A @raphline position wWall Justification Line
B Cleanup radius "

Cleanup Radius Overrides ~
COverride start cleanup radius Mo
Override end cleanup radius  Yes
End cleanup radius o"

Note:

To see the Graphline and Cleanup Radius of all Wall Objects, use the
Diagnostic Display Configuration or " AecWallGraphDisplayToggle"
command.
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Wall Properties - Style Overrides
Links  Overriding Wall Endcaps

Wall Priorities - Standard Component Numbers - for a list
of priority numbers for the Wall Styles that come with ADT

Wall Endcaps are stored in the Style Manager and affect the free
ends of Wall Objects. For Walls with multiple components,
complex Endcap Styles can be designed and "indexed" to match

the components of the Wall Object. You can also use the Override

Wall Endcaps tool to add unique Endcaps.

Starting endcap - the default setting for this option is
"*BYSTYLE*" which means that the Wall Style controls the Endcap
setting. "Standard" is another choice available for all Walls this is
simply a straight line cut. You may find that if you look at many of
your Wall Styles, they actually use "Standard" as their default
endcap style ( at the Wall Style Level and not here ). To create
custom Endcap Styles, use the WallEndCapStyle command or
Select a Wall Object, right-click and use the Endcaps cascading
menu to create one in-place.

Ending endcap - see comments above.

Wall Priorities affect how the components within a Wall Style
clean up when they meet or cross each other. The Priority is based
on a rating system between 0 - 2147483647; where 0 has the
highest priority. These Priority Overrides only allow for end
Position Priority Overrides (conditions at or near the end of a Wall)
but you can also work with Priorities on a Wall Style via the Style
Manager to set full length Priority settings. These are good for
quickly getting two Walls of the same Style to not cleanup ina "T"
type intersection.

Skyle Owerrides
Starting endcap
Ending endcap
Priority overrides

FEYSTYLE®
FEYSTYLE®

T e e S

Compirses [—y ety

o N ey

Wall Properties - Worksheets

Under the Worksheets Category you should find the Plan
Modifiers and Roof/floor line Worksheets . In addition to these
two Worksheets, you may find more depending upon the
modifications that have been made to the Wall Object ( see the 3D
Modifiers discussion below ). In some cases you can have
multiples of the same Worksheets, such as Plan Modifiers and
those will be indicated by a number adjacent to the Worksheet
icon. For the Roof/floor line Worksheet, you can only have one.

In some ways you might think of these Worksheets as storage
devices for changes made through other means and thus you may
choose to avoid working directly with the Worksheets. In Part 4 -
Wall Tools, | will cover numerous methods of editing/modifying Wall
Objects with and without dialog boxes.

‘Worksheets
Plan modifiers

A, S, O §ee ST ROF TS el

v [
£ e LTl

O Dervabion rfipet AT

= o

=1 Rooffloor line J
®

Fact Foston
Lo Fae: o et ot wal

Sl Distarce Sl Fisigh Era Dustarce: Erd it wh s
i vl it | AL et ot 1wl el st et (X

Vet Ertrg

Wall Properties - Wall Modifiers
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Links  Add Wall Modifier - for examples.

Wall Modifiers are used to create protrusions, niches, pilasters,

Wall Modifiers

Add, ac, of remave modifiers for ths walk

and all sorts of other Wall Object irregularities that are not defined S";mﬂ m L:’::m ’;"::“me“mm
by the Wall Style. By using the Wall Modifiers dialog, you can - ’ *
create Modifiers using two methods: with the Standard Style or with
a a custom Wall Modifier Style. Wall Modifiers, including the
Standard Style, are defined by simple shapes that are Applied To wodler 1
Components to create surFACE alterations. The various settings Mocifier Style: = w| [Mrrecx
on the Wall Modifiers dialog can be used to control the Position, . - : o
Length, Depth and side of the Modifier Style. © [Dseow S| LMory
Appiy Too Lef Face v | [IMeasure to Center

If you have already used a Wall Modifier tool on the selected Wall Stert Postion Ofiast |7 58~ ot | Eret of wat | [CJuss Drawn Size
Object, you will see it's properties listed here. You can use this tab = oy
to make a unique adjustment to a Wall Modifier Style for one Wall e ST Botonof wal RS ’
Object but it is better to work with the Wall Modifier Style in the End Blevation Offset | 507 fom  Boltemotwal v Deplhc 6
Style Manager if you want to change all cases of a Wall Modifier in Top of wal

1 Baze hesght of wall
your drawing. Baselne of wall et i
For a more in-depth explanation of this topic, see Wall Modifiers -
Modify.
Wall Properties - Roof and Floor Line
Links Roof Line - a faster and easier way to alter the top of a

wall.

Floor Line - a faster and easier way to alter the bottom of

a wall.
On the Roof/Floor Line tab of the Wall Properties dialog box, Roof and Floor Line X
illustrated to the right, are the tools to reshape walls outside of the
standard rectangular shape. This tool can only be used to alter the Stort Distance | Stert Helght End Distance End Helght Yidh | Shope
elevation shape of walls Af wall start At bace helght At weall micooint 4.0" above 2491, 5325

! A1 wall midpoint 407 moone At weall end Al base height 2411 .. 30875
Add Gable... creates a new vertex point along the top of the Wall
when the Edit Roof Line radio button has been checked.
X ertex Editing
Insert Vertex... creates a new vertex point along the top or bottom
of a Wall.
Insert Yertex.., Dedete Wertex

Add Step... creates two new vertex points to form a perpendicular
step when the Edit Floor Line radio button has been checked. (%) Edit Roof Line Eoit Werex. ..
This option only works once on a Wall and cannot be used if the
base of the Wall vertex points have already been modified. () Edit Floor Line Reverse

Delete Vertex - removes any but the primary four corner points. To
Delete a Vertex, the vertex has to be highlighted in the preview
picture or selected from the data field.

Edit Vertex... provides the means for adjusting the horizontal and
vertical position of a vertex relative to numerous other points on the
Wall (see illustration, left). By using a Horizontal and a Vertical set
of values relative to known points of reference on the Wall Object,
you can specify exactly where a new or existing point should be
positioned. Wall Base Height is the actual height as set when
drawing the wall, Baseline is the actual bottom of the wall as it was
set when drawing it. You can make a Wall go above or below its
preset base or height by using positive or negative values relative
to these heights.

Reverse - provides the means for flipping or mirroring the Roof Line
or Floor Line vertex configuration. This does not flip the wall but
only the settings on this dialog box.

Wall Roof/Floor Line Vertex

Horizontal Offsst Yertical Cffsst
) from Wall Start (& from Wall Base Height
() from vall End () from Neod Point
(%) from Wall Midpoirt () from Previous Poirt
) from Previous: Point () from Bassiing
() from Necd Point
() from Midpoint of Neighbors
Distance: o Distance: ¥
Ok Cancel Help
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Wall Properties - 3d Modifiers tab
Links  Interference Condition

Sweep Profile
Sweep Profile Miter Angles

Body Modifier

Worksheets ~
=
Body modifiers = (1)
Plan modifiers = (2)
Interference conditions = (1)

=1 Rooffloor line

Sweeps x
Among the Worksheets discussed above, there are others that will o — p——
appear under this category when other Wall Modifier tools have e N T T gy
been used to alter their proportions. These Worksheets basically Lraweepd 1000 000 00 - 150
act as storage bins for advanced Wall Modifiers. You cannot Add
these modifiers here but you can Remove or change Interference,
Sweep and Body Modifiers once they have been introduced to a
Wall Object with their respective tools - see Links table above.
oK Canced Halp:
5-3 WALLS

5Converting Objects to Walls

Convert to Walls

Menu N.A.
Walls B

w o we e

Keyboard WallConvert

Select Wall Style in Palette, right-click, Apply Tool
Properties to > Linework

22

Mouse

For some, one of the best ways to get started with a project is to go
from simple 2D linework sketches and then build up from there. In
the illustration to the right | show how a simple 2D Pline perimeter
of a proposed building has been converted into a complex 3D Wall
object by using the WallConvert tool. Note that | have indicated
the direction in which the Pline was drawn since this will impact the
resultant wall(s) with respect to right/left or inside and outside. If
you have trouble with this factor, you can always use the
WallReverse ( also illustrated as an arrow marker when editing
using Grips ) tool to flip your walls.

The WallConvert tool will allow you to convert Lines, Arcs, Circles
and Plines. You can Convert these objects either by typing the
WallConvert command on the command line or by right-clicking on
the Wall Style on a Palette. When using the Palette technique,
cascade from Apply Tool Properties to > over to Linework as
illustrated to the right. When using the WallConvert command
technique, you will find that the Wall Properties Palette pops up and
the process of converting is similar to Adding a new wall.

Converting regular AutoCAD objects to Walls is relatively easy as
long as you don't attempt to convert an entire drawing. This was
one of my first strategies in hopes that | could take a 2D R14
project and quickly convert it to ADT. The problem is that this
routine reads every object that it converts as the centerline or
baseline of a new wall so if you use the classic double lines in an
older AutoCAD drawing, you will get double walls everywhere; one
for each side. As aresult, | find that it is better to just trace over
an Xref of an older file than to attempt a full conversion.

CMU-5 Furring

RIGHT-CLICK OVER
TOOL.

F igid-1.5 Air-Z Brick-4 | I
Apply Tool Properties to 2 wall

Linework.

Walls

Import 'CMU-3 Rigid-1.5 Air-2 Brick-4' \Wall Style
Wall Styles. ..

Cut

PLINE DRAWN
CLOCKWISE

4"', ‘\“‘.,
Ny
DIRECTION OF R
LINE, ARC AND .
PLINES AFFECTS .
JUSTIFICATION OF WALL .,

WITH RESPECT TO RIGHT/ILEFT OR ‘“"“'-‘__‘_ /
INSIDE AND QUTSIDE.
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Convert Body to Wall
Menu N.A.

N.A.
Keyboard WallBodyConvert

Mouse Select object, right-click, Convert to Wall
Links Pre-Design eGuide - for information on Modeling

The Convert Body to Walls tool allows you to convert 3D objects (
like Mass Elements and AutoCAD Solids ) into pseudo-Walls. The
reason | call them pseudo-Walls is that they do not behave like
typical Walls and thus you may not find this conversion of much
value.

When you create a Wall this way, you are basically create a normal
wall where the object being converted is read as a Wall Body
Modifier. You can use the Wall Properties Palette to see this
effect and if you Remove the Body Modifier, you will find that a
normal wall will be left in place of the converted object. Wall Body
Modifiers are fairly static with respect to editing so you will not find
that you can stretch these Walls like normal Walls and that may
prove quite frustrating. In addition to this problem, you may find
that Doors and Windows have Anchor problems when placed within
these converted Walls requiring manual adjustments of the
Anchors.

Note:

When queried to establish a Baseline for your converted wall, use
points that can be considered as a baseline justification; i.e., select
two points along a length that is usually along one exterior side of
the object being converted into a wall.

PROBLEMS WHEN ) E_{)NVERT BODY TO WALL
CUT PLANE HEIGHT ™ e

IS ADJUSTED
; ; \ /

SOME MINOR PROBLEMS
WITH DOOR AND WINDOW
INSERTION LOCATIONS

3D MASS ELEMENT
OR SOLID ———

CONVERTED TO WALL

6Wa|l Priorities and Cleanup Groups

6-3 WALLS

Eventually you will find yourself caught with a Wall condition where
two or more have to meet or cross in a very unique way. By
default, ADT's walls pretty much behave in the same way when
they meet other walls; usually a clean "T" intersection. To create
something different, you will need to understand how Wall Priority
works and how Cleanup Group Definitions work.

lllustrated to the right is an example of where | use Cleanup Groups
the most on a common residential remodel project. By having a
unique Cleanup Group Definition and a unique Layer for Demo
work, | simply take an existing Wall, drag-n-drop it on to the Demo
Layer and Assign it a new Cleanup Group. Using this technique,
the Demo Wall will no longer cleanup with other existing or
proposed walls. For demolished segments within (e) Walls, |
simply Add a New Wall already assigned to the Demo Cleanup
Group. For Layering, you can use Layer Key Overrides or simply
drag-n-drop your Wall onto the correct layer after creation.

LIVING

=[S,

===

: ,/— (REE) &I;GDDNAL wa
M

EMO WALL" CLEANUP GROUP

0" OR "A-WALL-DEMO" LAYER
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Wall Cleanup Group Definitions
Alt. Menu Design> Walls> Cleanup Group Definitions...

§
¥ o vee e

Keyboard Wall <enter> CL

Links Wall Properties - Cleanups tab
x — Cleanup Group
|wal v|| % %= Definitions employ a
- . logic that is rather easy
B 2 to understand: Walls
General ~ ﬁ that are associated with
Descripticn =) one Cleanup Group
Layer 0O A-wall Definition will ignore
Style (DET EXTN Walls associated with

Cleanup ... Yes

another Cleanup Group

Cearup .. El5tandard I Definition. It's that

Segment... ./ Line|=)| [Enas simple!
£ Dimensions =I| Exterior
E A Width 334" |=| Interior

B Base height &-0° f, | Interior Partition To start, you have to

§ C length 195 11| =] Standard create a Wall Cleanup
& Justy 1] Baselne Definition in the Style
[4*  Specifies the cleanup group Manager. Create a
— definition used by the wal. Nev s
E Cle: \\\

Gro
Definition and Name it anything you want.
Now, use the Add Walls Properties Palette,
illustrated to the right, and use the Cleanup
group definition pull-down menu to see your
Cleanup Group Definition Style.

For other features related to Wall Cleanup Group Definitions, see
the Design Rules tab illustrated to the right. You can access this
tab by editing a Wall Cleanup Group Definition Style in the Style
Manager.

Cleanup Group Definition Properties Dialog

Allow Wall Cleanup between host and xref drawings - use this
checkbox to allow Walls that use the same Wall Cleanup Group
Definition to cleanup up between Xref's. See also comments
below.

DX D® & @A

= EP adt3_slevations.dwg »| [ ore

(=[] Architectural Objects 2| casemark
= 2| wal Cleanup Group Defintions 2| Exterior
o Cesework ;H Inberior
=] Exterior 2 . .
= 1 v j|| Inkerior Partition
=N Tnberior B =l standard

| Genesal| Desgn Rules |

] Allowe wall Cleanup between host and wred drawings

Alow objects anchored to walls in ather cleanup groups to be meved o copied to walls
in thiz cleanup group

Lok J[ Cancel J[

Help |

Allow objects anchored to walls in other cleanup groups to be moved or

copied to walls in this cleanup group - use this checkbox to allow for

copying and moving of objects like Doors and Windows between Walls that
belong to different Cleanup Groups. This is an option that should probably be
on in most cases since it really confuses users when it is not set ( as was

the case in ADT 3 - 3.3 where this was not an option at all ).

Wall Cleanup Group Definitions Through Xref's

If the Cleanup Group Definition has been set to Cleanup through
Xref's via the Design Rules tab ( see image above, right ), Wall
objects using the same Cleanup Group Definition will actually
cleanup through Xref's.

lllustrated to the right | show a couple of the issues that may
prevent Wall Cleanup through Xref's even when you have done
everything else correctly.

If you have two or more Wall Objects meeting across Xref's where
some are native and some are coming through as Xref'd Walls,
they may not cleanup because their Wall Graph Lines don't meet.
With the default ADT template files, there is a Display
Configuration called Diagnostic, that you can toggle to see the
Graph Lines. By adjusting your Wall Objects to meet properly you
should find the cleanup through Xref's very successful.

There are numerous ways to get the wall graph lines to meet
properly and you should read up on this topic below but two good
ones are using the Grips to adjust the Wall or use a Wall Cleanup
Radius Override.

If this does not fix your cleanup problems, check for other odd

- XREF'D WALL | WALL CLEANUP THRU.
o NO CLEANUP XREF DIAGNOSIS
o
g CHECK WALL GRAPH DISPLAY
s
w N
,=—: CONFIRM CONNECTION
gL
|
PROPER
CLEANUP High Detail
THRU. Lowe Detail
XREF Medium Detail
Presentation
Reflected
Reflected Screened
— — Screened
ALSO CHECK Standard

HEIGHTS IN 3D
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connections such as the Z-axis Heights.

Wall Priorities i Style Manager

. Wall Properties - Wall Style Overrides tab - another way Fia Edt View
LinkS 10 do this that aff ly the ends of a wall : ;
to do this that affects only the ends of a wall. RE o B A @BvE-
Wall Priorities - Standard Component Numbers - for a list + B 15t Floor Data.dwg Style
of priority numbers for the Wall Styles that come with =80 ﬁ;f:;*:mms I ardsd.
ADT - 2
Standard

[ Wall S1yle Properties - Standard

Wall Priorities can get a little complicated because you can have =
different priorities within a single Wall object. Think about a o oomull Eedeaps /puring Endoaps) Porpenes Lbiatih | Chesfensivs | gy Properis
Footing and Stemwall or a unique Cavity wall with layers of building 4 Hame |m bt lmum }““""‘1
materials/structure. For each of your single Wall components, you g R [ —
can prioritize how they should cleanup when encountering other wall | Boas et —
components. S S (& | Wall Style Properties - Standard 2
Genetal | Endeags / Dponing Endeaps | Lomporends | Matesals | Dhairhcation: | Displiy Progediss
TWO WALL STYLES: IDENTICAL  Let's look at a simple ) - ‘hm " ‘EMM }aw‘
IN EVERY WAY EXCEPT THEIR  but common wall e e al- __lomall "
COMPONENT PRIORITY VALUES condition where you A ' N e | =
] want one wall, of exactly 7 —
the same construction, Z .
to be shown as passing 7 L)
l | over or through the first
S| |PRIORITY =1 wall. Basically, this s
> means that one will k. —mmire
E TOP PRIORITY  have higher priority than R 2 o
(o] IS 0 THATIS the other. I
E - WHY 1 CUTS 2 2 X

If you use the Standard I Dbt Incremend (] Auto Caleudain Eige Offset

Wall Style in ADT, you can follow this example. First, | will just & [ & [ cowa J[ e
draw a Standard Wall. Make sure that you don't play with the -
Cleanup Group Definitions on this example.

Now, | want to create another Standard Wall that crosses over the
first one. Well, you can't do it with the same Standard Wall Style
because no single Wall Style can have different priorities; its one
priority (or priority set, if you count components) per Wall Style.
What you can do, is make a copy of the Wall Style and simply
change the name; like "Standard (2)".

Once you have copied your Wall Style, Edit... it and pick on the
Components tab. On the Components tab of the Wall Style
Properties dialogue box, you should see a text box for Priority (see
red dot on illustration, right). All you have to do is change that
number by one digit, up or down depending on how you want it to
behave. If you make the number bigger, it will be cut by the other
wall. If you make the number small (closer to zero), it will cut the
other wall. On the Priority scale, zero has highest priority.

Wall Priorities - Multiple Components [&] Wall Stybe Praperties - Brick-4 Ait-2 Brick-4
Genesdl | Endeaps / Dpening Endcaps | Components | Mabeisls | Classifications | Display Propestias
DEFAULT PRIORI lllustrated to the right OE | (=
SETTINGS and left are the default v (O | Hama ik | Wit || Esloe Gset ﬁ Ll
- Priority settings for I ) Brick Venser m2 |z r |
i ADT's Brick-4 Air-2 —Base Helght 2 Fvsw Biick Sepaatior] 005 f2° r o N
Brick-4 Wall Style: 812, 2 e !

805 and 800
‘ respectively. This wall
‘ was designed to have a
| VENEER structural side or simply
. _AIR one with a higher priority
STRUCTURAL so that when they cross, e
one side will run straight
through. In this design, Vall Batton 4 »
there is also an Air Gap
with a priority in the
middle so that the & [ ok [ caes |[ rew |
structural side cuts
through it but the non-structural side does not.

lic«l:

@ »|” Oz Ircreivesnd [ s Coerdat E i Dl

To set or change a Priority value, you simply select the Wall's index number
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In the illustration to the left, | also show what a Standard Wall
Style, with Priority 0, does as it crosses this Brick Style. Notice
that since O is at the top of the Priority Stack, it cuts right across
the brick wall.

If you were to change your mind about the Brick Wall Style and
wanted to both sides to have an equal level of display, structure,
non-structure or Priority, you can simply make the two Wall Style
Components hold the same Priority values. In this example, | show
what happens when you change the Brick Veneer to a Priority of
800 - to match that of the Brick Veneer (Structural).

In the illustration to the left, | also show what happens when you

MODIFIED PRIOR change the Priority of a
Standard Wall Style to
SETTINGS match that of the Air

Gap within the Brick

VENEER

STRUCTURAL

on the Components tab of a Wall Style Properties dialogue box and type in a

number in the Priority field.

Priority values can range between 0 and 2147483647, so you have plenty of

breathing room. Working with higher numbers can be an effective

methodology when weighed against all of the other Wall Style types; you may
want to leave room in the range of 0 - 200 or so for structural Wall Styles that

must cut through all other Wall work.

Wall Priorities - Standard Component Numbers

A Standard Wall Component Cleanup Priosities - Microsoft Internet Explorer provided by Dell

Standard Wall Component Cleanup Priorities - for a table - - = = - —
Links of observed numbers taken from the ADT 3.3 Wall Style Architectural Deskiop Standard 1N[I E_.urn ponent Cleanup Priority Numbers
files. Wall Component Name Priority Comments
Unnarmed (Standard Wall) 1 Mot 3 great number to star with
Fartitions (Bathrooms) 55 - 80 Embeded in Multi-View Blocks
The Priority Numbers for Wall Style Components listed in this Concrete 200
separate Window, were collected by actually looking at each Wall Concrete Masonry Unit (CMU) 300
Style and may therefore be different from other published versions CMU Veneer =50
of this list. Birick Vaneer (Structural) 400
Rigid Insulation (Brick) 404
The good thing about the list is that there is a fairly decent amount Air Gap - Brick 405
of space between the numbers so you can create your own Wall Brick Veneer 410 =l
Style Components and work in these ranges.
7-3 WALLS

7Wa|l Style Properties

Wall Style- Design from Scratch or Edit an Existing Style
Design>Walls>Wall Styles...

T A

Keyboard WallStyle

Menu

@

Part 3-13 © Copyright 2003 ARCHIdigm




Links Importing Wall Styles

Style Manager. - for more reading

Adding Wall Tags - for a way to import a Property Set
Definition Style that will allow you to Add a Property
Set.

Schedule Data - for more information on this topic.

To create a Wall Style from scratch, use the Style Manager and
go to Wall Styles or type "WallStyle" on the command line. Once
in the Style Manager, use the right-pane to do most of your work.
You can right-click in the right pane or use the New icon to create a
New Wall Style. A good trick for creating a New Wall Style is to
Copy an existing Style and Pasting it; then Rename it.

The General tab of the Wall Style Properties dialogue box
provides a Name field, a Description field, the ability to attach
Notes or documents and the ability to attach Property Sets. You
can use the Notes... button to add comments about the Wall Style
or you can Add... links to any file type as reference information
related to the Wall Style. You can use the Property Sets... button
to access the Edit Property Set Data dialog. You will not be able to
use the Add property sets button to add data to your Wall Style
unless you have a Property Set Definition Style specifically set to
Apply To Wall Styles or Wall Objects. If you do add data, it can be
used to designate information for tags and schedules; information
like wall type, construction type, materials and/or fire rating - read
Part 18 - Schedules for more information on this topic.

Running through some basic steps - 1:

lllustrated to the right | show the first step in creating your own
custom Wall Style. On the General tab you can Name the Wall
Style and Add a Description. Autodesk started a convention of
using an "X" in the Wall Style Name to imply that the Width is
variable; you may wish to continue this practice if you have mixed
Wall Style types ( fixed and non-fixed ). In this exercise, no Notes
or Property Sets are added.

_ul Slyle Manager
RIGHT-CLICK
TIEY @2()a 4 B YE- POP-UP MENU \
® WP 15t Floor Data.dwg Style
=B2ﬂdme¢adwq I Erick-4 Brick-4 ‘
= ] Archectural Objects W concrstes N
= I wal Styles llpmm Steel_Gyp View 4

. Brick-4 Brick-4

]EW.!I]I Style Properties - Prop_Inter_Steel Gyp e

[ Genwedl | Endcnpe / Opening Endeape | Conponente | Mateole | Ciacsicaions | Dispk| 7

Diescaplion

Paste
Mame:
Purge N
Prop_lrder_Stesl_Gyp JE
[ | Send...
e | ———

Proposed Irterior Steel Stud Wall with /3" Gyp. Bd Each Side

[ Notes... | [ PiopeiySets.. |

& Co ) (o ) e

Wall Style- Endcaps / Opening Endcaps tab

. Wall Endcap Styles - for how to create custom Wall
Links
Endcap Styles.

Opening Endcap Style

Foundation Footing as an example of when and why you
need Endcap Styles.
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On the Endcaps / Opening Endcaps tab of the Wall Style
Properties dialog box, you can specify unique Endcaps for either or
both of the free ends of this Wall Style and/or the ends that occur
when Openings are created in this Wall Style. In essence, this tool
offers the option to control how a Wall should look at termination
and opening points.

Wall Endcap Style - use this drop-down list to select any existing
Wall Endcap Styles that are currently available in the active drawing
file. "Standard" is simply a straight line that cuts a Wall like a saw
might. For this reason, the "Standard" Wall Endcap Style is not a
good choice when components, such as Gyp. Board, are used
because the Gyp. Board will not be wrapped around the ends or at
openings. To have the option to select other Wall Endcap Styles,
you must first create one using the WallEndCapStyle command
and one or more open Pline shapes.

Opening Endcaps - by working with each of the objects listed
under this category, you can set uniqgue Opening Endcap Styles for
each of the four objects listed: Door, Door/Window Assembly,
Opening and Window. Each of these objects actually anchor to
Walls and cut them. For each object, you can control four different
Endcap Styles as illustrated on the Design Rules tab of the
Opening Endcap Style dialog box to the right. This means that if
you have a unique Sill condition, for example, on a Window you can
set a unique Endcap Style for just that "Position" while using
different Endcap Styles for the other three sides of the Window
Opening.

Note:

In theory, all of this fancy Endcap Style functionality is wonderful
but in practice it can be a nightmare to create and manage so my
suggestion is to dabble lightly before getting wild. Though | have
spent much time on creating custom Endcaps for Wall ends and
clean Openings, | have yet to worry much about Windows and
Doors because this level of detail is rarely seen unless used for
details.

Running through some basic steps - 2:

On the Endcaps / Opening Endcaps tab for your custom Wall
Style, we will keep it simple for now by leaving all of the Endcap
Styles as "Standard". Later, should the need occur, you can
return and add something more sophisticated like the the unique
Window Opening Endcap Style illustrated to the right. More
information on Endcaps Styles is provided in Part 4 - Wall Tools.

[S] Wall Style Properties - Prop_Inter_S$teel_Gyp

| Genesal| Endcsps / Opening Endeaps | Components | Matesials | Classiications | Display Propesties |

Openrg Endeaps:
Dbjects
| D
Y Do wirrdow Ass
1 Operary

‘wall Endeap Shybe: |52 Siesd_Shed_ 625 Gyp ¥

Openirsg Endcap Side
Standand

Shandand

Standard

Stael Shud Dpening ...

HBOwd ¥Xee v

Medium Detad w

Posiice: Endcap Style
_ezs | A-Jarh Stet Steel_Stud_625_G...
= 8 - Jamb End
e C - Head
= D-sd
B
A
o
N
il [ ox ][ caes |[ Hep |

Wall Style- Components tab

When designing your own custom Wall Styles, the Components
tab is the place where it all really happens. In simple terms, this is
the place where you define the rectangles that make up your Wall
system; each rectangle, in plan view, representing framing,

Part 3-15 © Copyright 2003 ARCHIdigm




applications, insulation, air, protection and so on. A basic wall, for
example, can be represented by one rectangle with a certain
Width. A more complex wall might have a rectangle for the framing
members and two adjacent rectangles, on each side, representing
gypsum board.

Index - an automatically generated sequential number, starting with
1, for each component Added to a Wall Style. The order of the
components is not important but structuring a Wall from inside to
outside (or left to right) can make it easier to follow.

Add / Remove - buttons used to Add a component or remove it.

Name - a literal name for the component to make it easier for the
designer to understand.

Priority - a rating for cleanup; 0 is the top of the stack. Though
you can find lots of examples by reverse-engineering the Wall
Styles that come with ADT, the issue you will have to address is
how to use numbers that work with other Wall Styles and create
correct results on the component level.

Width - use the pick button in this cell to activate the Width
Settings bar - see illustration to the right. The Width is either a
simple physical value that represents how thick the component is or
a more complex formula designed to work in conjunction with the
Base Width as set or as input by the user at the time of drawing
this Wall Style. Using all fixed values is the easiest Wall Style to
create but the least flexible at the time of use. Using the "BW"
(Base Width) option allows for variable Widths by the user at the
time of creation but then you will need to use Edge Offset values to
compensate for variable Widths. In most cases, Wall Styles will
have one variable Width Structural or Framing component with fixed
value applications but if you need to vary the application as the
Width changes, you can create a formula whereby the Width is a
factor or sum based on a relationship to the "BW".

Running through some basic steps - 3:

On the Components tab for your custom Wall Style, we can
create a Fixed Width or Variable Width Component configuration by
using actual dimensions or by using the "BW" (Base Width)
variable.

lllustrated to the right | show how to configure components for both
a Fixed Width and Variable Width Stud Wall faced by 5/8" Gyp.
Board on each side. As you can probably see, creating a Fixed
Width Wall Style is rather easy as long as you recognized that zero
is your Baseline and that you build components based on that
position in space. In both examples, illustrated to the right, | treat
the component Widths as positive numbers and use a negative
Edge Offset for the negative side of the Wall ( hence the -5/8"
Edge Offset with a 5/8" Width back to the zero point on the Wall).

For the Variable Width Wall, | show that | have declared the Stud
Component as the Variable while the Gyp. Board Components
remain fixed at 5/8" Wide. In order to allow this Wall to grow and
still put the Gyp. Board Component in the right position, the Edge
Offset on the positive side is set to match the Width: "BW".

The Priority settings are somewhat arbitrary but it is best to make
the Stud Component lower ( higher in Priority ) than the Gyp. Board
so the Stud will cut through the exterior Components. If you wish
to match the Wall Style Priorities that come with ADT, you may
wish to use 1200 for the Gyp. Board and 500 for the Stud.

Note: There are many ways to produce the same results so don't
get caught thinking that these two examples represent the only or
event the "right" way to create your Wall Styles.

E Wall Style Proper ties

Prop_Inter_Steel Gyp

| Gerwral| Endesps / Opering Endcags Components | Materials | Classficationt | Duplay Fiopestes _
e N Péody |'widh | Edge Offsst ;‘:Z"
1 5/ Gy 1000 58 BwW r E
2 el Siud g0 w0 r ﬂ
Ergr | —Wall Top 3 S8 Gy 1000 S B o
: L MOST IMPORTANT ﬂ
—Base Heigh'touu_ RIGHT
Maore ¥
/ RIGHT- Projectn b
21 CLICK wm"”“ :
Z1 POP-UP
:;,//‘ MENU Preset Views 3 >
. Unda View
ﬂﬂ 1 - Ot e [ Auko Calculate Edge Dffcet
&] Save TMage... [ ok [ cancel ][ Hep

POP-UP FOR WIDTH AND EDGE OFFSET SETTINGS
| + |BaszeWidth

Edge Offset - use the pick button in this cell to activate the Edge Offset
Settings bar - see illustration to the right. The Edge Offset is simply a control
for positioning the components relative to each other. This value can either
be a simple positive or negative distance relative to a zero point in the wall
section or it can be quite complicated if a formula has also been used for the
Width (see comments above). In the illustration to the upper right, | show
that if you use a zero point (Baseline), setting appropriate Edge Offset values
for other components is just a matter of relating to the zero position and the
widths of the individual components. If a Wall Frame use BW for its Width,
you will want you Gyp. Board to be placed outside this BW value so the offset
would be that BW value. If you cannot use a zero baseline but must use a
centerline or some other position, the Edge Offsets will need to use formulas
that relate to this primary position.

Top Elevation Offset - a value field for controlling where the top-plate (or
other component) of a Wall Style should be relative to Wall Top, Base
Height, Baseline or Wall Bottom.

Bottom Elevation Offset - a value field for controlling where the sill-plate (or
other component) of a Wall Style should be relative to Wall Top, Base
Height, Baseline or Wall Bottom.

BASELINE
. FIXED WIDTH WALL STYLE
F - Mame Priority | "/idth Edge Offset
g 3 1/2" g Index
; 1 5/8" Gyp. 1000 h/8" 312
/ 2 31/2" Steel Stud 200 3
/ | |13 5/8" Gyp. 1000 h/a" b8
BASELINE
. VARIABLE WIDTH WALL STYLE
E & Mame Friority | *idth | Edge Offset
w_BW g Index
; 1 58" Gyp. 1000 5/a" B
2 31/2" Steel Stud 200 B o
|3 58" Gyp. 1000 B/a" BT

Wall Style- Materials tab
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Object Style Properties - Materials Overview - for more
in-depth instruction on how to work with and create
custom Material Definitions including Rendering
Materials.

Links

Wall Style - Display Properties tab - for information on
where you must activate the use of a Material Definition
Style for the particular Component as a Display Property.

For more advanced presentation involving everything from Hatch
Patterns in Plan construction documents to Textured Brick in
Perspective renderings, you use the options on the Materials tab.
It should be noted that if this topic is too advanced for you or if 3D
presentation effects are not of significant value for you, you are not
forced to use the Materials to get basic Hatch Patterns on Walls in
Plan; you will, however, need to use Materials for Hatch Patterns
on Walls in Elevation (across the vertical face).

On the Materials tab of the Wall Style Properties dialog box , you
should find each Component listed under the Components tab.

For Materials, the default is " Standard" which defers the Color to
the settings under the Display Properties tab ( like the pervious
releases of ADT ). Any other Material that you may find on the
Material Definition drop-down lists, have either been created by you
or came into your file as a result of using other ADT objects from

the ADT Content Library. Though you may assign any Material to
any Component, not all Materials Properties are configured equally
and thus produce different results.

Modifying a Material Definition is okay as long as the modifications
don't alter how that Material is applied to other objects.

Creating a New Material Definition can be done here or by using the
Style Manager and then returning to this point. | recommend using
the "MaterialDefine" command to create Materials if you only need
to copy an existing one, rename it and make minor modifications so
it works differently for your own custom Wall Styles. If you create a
new Material Definition Style via the Wall Style Properties route (
illustrated here ), you have to create your Material Definition Style
from scratch.

lllustrated to the right | show that | have decided to create a New
Material Definition for the 5/8"Gyp. Wall Component and have
named it "Gyp. Board". By using the Edit Material button, | show
that | have accessed the Material Definition Properties dialog
box where all of the Display Properties are listed for Materials in my
current drawing. Files started with the ADT Template Files will
have more Display Representations than drawings started from
scratch but basically, Material Styles only have one real Display
Representation ( General ) while all others are just duplicates with
unigue settings.

Running through some basic steps - 4:

On the Materials tab, for your custom Wall Style, you could spend
a lot of time creating a Material Definition Style but in this simple
example | suggest that you either leave the Material settings as
"Standard" or Import a Wall Style from the ADT Library that
contains similar components and then return to this list to assign
those imported Material Definitions.

[ Wall Style Proparties - Prop_lnter_Steel Gyp

General | Endcaps / Opening Endcaps | Components | Mateasli | Classhications | Display Propertes
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Stoel Shad Slardud H
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Shivkemap Coroets Lot Placs Fil Giey
MATERIAL s’ g::r: :“:\me amguliz%&m Frame Arodzed Dk Bronze Sotin
USE EXISTING Dhors & Wirvdows: Mital Doots & Fearmct Abarirnam Wiendows Panind Wiin
DEFINTION OR Feithes Ml Frarery rvams S
CREATE A NEW
ONE

oK Cancel
Geneal | Dmpla Propares

Dirawang Defat
Diweng Defak
Duawang Dol

Plor: Lmweosh 00 METEL . Byflock Byflock 10000 B8k
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&) FrHaon . 0 W EYEL., Bylllock Byflock 10000  ByBlock
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[ ok [ coeel ][ Hek

On the Display Properties tab of the New Material Definition ( Gyp. Board
), | show that | have activated a Style Override for the General Medium
Detail Display Representation. By activating the Style Override, | have
also activated the Display Properties dialog box as it applies to this
Material for the General Medium Detail Display Representation only. On this
dialog box, | show that | have highlighted the Surface Hatch Display
Component on the Layer/Color/Linetype tab and if | turn this Component
on and Set a Hatch Pattern on the Hatching tab, | will see this Pattern on
my Wall in 3D Views whenever the General Medium Detail Display
Representation is used.

If all of that is confusing, don't worry, there is a far more in-depth breakdown
of this whole topic in Part 1 - AEC SETUP -DISPLAY .

Note:
Be sure the read the section on the Display Properties tab to learn about
another place the Materials are activated or deactivated for display.

Wall Style- Classifications tab

Object Style Properties - Classifications Overview - for
more in-depth instruction on how to work with and create
custom Classification Definitions and how to use them in
your work.

Links

Depending on your future objectives with your Wall Styles, you can
use Classifications to assist in simple tasks such as display
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controls ( like an ON/OFF toggle for Demolition Walls ) or for more
complicated tasks such as Schedules and BOM's.

On the Classifications tab of the Wall Style Properties dialog
box, you may find that there are no options and that you simply
cannot use this feature. None of the ADT Template Files come
with Classification Definition Styles so you must first create one
in order to use it under the Classifications tab of the Wall Style
Properties dialog or any other Object Style Properties dialog, for
that matter.

lllustrated to the right | show that | used the Style Manager to
create a New Classification Definition Style that | named " Walls"
(you can also type " ClassificationDefinition" or use the Format
pull-down ). Once you have created a Classification Definition
Style, you must Edit it and Add Classifications on the
Classifications tab of the Classification Definition Properties
dialog box ( see image right ). In the illustration to the right | show
that | have Added two example Classifications that | named " Load
Bearing - Structural" and "Partition - Non-Structural” as
examples. You could just as easily create Classifications such as
"Proposed”, "Existing" and "Demolish". The names are the true
Classifications so you will want to give some thought to these
names and how they will play a role in the bigger picture of your
Project Management. This will, of course, not be obvious until you
have explored this topic further and studied how it can be applied to
Display Control and Schedules.

To isolate or allocate the Classifications that | created on the
Classifications tab on the Classification Definition Properties dialog
box, | show that | used the Applies To tab and selected the one
object that | might want this Classification available for. You can,
of course, Apply To more or all objects but you must set the Apply
To to objects that you intend to use these Classifications for or they
will not show up on the Object Style Properties dialog box.

In the last step, once the Classification Definition Style has been
configured, you should find that it will now be available on the
Classifications tab of the Wall Style Properties dialog box.

If all of that is confusing, don't worry, there is a far more in-depth
breakdown of this whole topic in Part 1 - AEC SETUP -DISPLAY .

Running through some basic steps - 5:

On the Classifications tab, for your custom Wall Style, you could
spend a little time creating a Classification Definition Style but in
this simple example | suggest that simply bypass this option until a
later time when it may be necessary to add this to your custom
Wall Style.

S

Iil Wall Style Properties - Prop_Inter_Steel Gyp
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Wall Style- Display Properties tab

Links Wall Object Properties - for more information on the
various tabs on the Display Properties dialog box.

The Display Properties tab, the last one, on the Wall Style
Properties dialog box provides access to all of the settings that
affect how your Wall Style will look with respect to Component
Linework and Hatching. Working with Display Properties can get
very complicated so breaking the logic down by only working with
one change at a time is usually the best approach. For Wall Styles,
the Default Display Representations include: Graph, Model,
Plan, Plan High Detail, Plan Low Detail, Reflected and Sketch
but you will find more in the ADT Template files. For each of the
default Display Representations, there are different Display
Properties and Display options depending upon what their function
is; for the Plan Representation of Wall you should find numerous
Display Components listed on the Layer/Color/Linetype tab but
for the Sketch Display Representation, you will only find three.
Knowing which Display Representation is actually being used in
your Display Configuration(s) is fundamental to choosing the right
one or multiples to modify.

lllustrated to the right
| show that | have
Visble ByMaterial Colar Chosen to modify the

Layer/Color/Linelype

e ] mbiu: Plan Display

Abave Cut Plane @ O 112 Representation of my
Sheink Wrap o = BBVEleyample Wall Style. |
Sheink Wrap Halch W O 30 h hed
Defect Warning * O med have attached a Style
Boundary 1(5/8" Gyp) ) = Wd Override because |
Boundary 2 (Stesl Stud) ) == Wed want my Wall Style to
ﬁ:‘"ﬁ"[’ﬁ%wg" GIW] r _';'_.' Bred have unique Colors

ch 1 [5/8" Gyp. \d v ] X N )
Halch 2 (Steel Stud) . = n Lineweights, Hatching
Hatch 3 (5/8" Gyp.) G = = and so on that are very

different from the default
settings applied to most
other Wall Styles.

SHRINK WRAP = BYBLOCK
COLOR IS COMING FROM
LAYER ————————

BOUNDARY 1,2 & 3 = RED
COLOR IS FIXED

that using Style
Overrides is
problematic, | don't limit
myself to that fear and
find that Style Overrides

SHRINK WRAP COVERS EXTERIOR are absolutely
necessary to create the

BOUNDARY (PART OF 1 & 3) types of presentation

results that my office needs. The drawback to using Style
Overrides is that you limit the option for rapid Display Change of All
Wall Styles in a single swoop but as long as you know that there
are Style Overrides on most of your Wall Styles, you simply have to
run through the list in the Style Manager.

Once the Style Override has been checked, the Display
Properties dialog box will appear as illustrated to the right. You
can also use the Properties button on the Display Properties tab
of the Wall Style Properties dialog box to activate this dialog.
Because | chose to modify the Plan Display Representation, my list
of Display Components is fairly extensive. If you use a Style
Override you will only see your Display Components but if you
modify the default Display Representation, you will see a much
larger list of generic Display Component names.

Running through some basic steps - 6:

On the Display Properties tab for you custom Wall Style, you can
spend a bit of time working on all of the different Display
Representations. The best approach on a first run at this is to

Though many may argue

x|

['y | Wall Style Properties - Prop_lnter_Steel_Gyp
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i Model Cnawing Defaul
T Moded ByBlock Chawing Defardt
T4 Moded High Dastad Diawing Defaut
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i Plan ‘wiall Siybe Owerride - Prop_Intes_Ste...
i [ [iyasing [afall

LayenColon/Linetype | Hatcking | Cit Plane | Othes
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Bounday 2 [Stesl Stud] o Wied  Byblock 025mm  1.0000 Th
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b Hateh 3 (558" Gy L
4 »
Lok || cwea |[ Heo |
. __________________________________________________________________

On the Layer/Color/Linetype tab of the Display Properties dialog box , you
can control the Visibility, By Material, Layer, Color, Linetype, Lineweight,
Lt Scale and Plot Style for each Display Component of your Wall Style.
There are so many possible options here that you could almost write a whole
book on just this topic alone but essentially what you will need to do is decide
on how you want to control your Wall Style Display Components so you
always get the type of output that you want with the least amount of effort on
your part. For example, when Display Components don't use Layer = 0,

Color = ByBlock, Linetype = ByBlock, Lt Scale = 1 and so on, they are fixed

no matter what Layer you put them on or how you alter those other Properties
other than by using this dialog box. You can create individual Layer Names
with the Layer Manager and actually assign each Display Component to a
Layer so you would end up with a solution that was more "AutoCAD friendly"
but you could also be a bit smarter about how you apply these settings to
automatically do work for you. In the case of lines above or below, for
example, you may have a practice of always using certain dashed linetypes
and certain Colors, Lineweights and so on so why not preset that information
here to avoid having to worry about it later.

In the illustration to the left | show one example of how you might want to set
the Display Components for a simple Stud Wall with Gyp. Board on both
sides. For the Shrink Wrap Display Component ( the most extreme outer
lines on a Wall Style as cut in Plan View ) | show that | have turned the
Visibility On and set the Color to ByBlock . | have not use the By Material
option since | want this Display Component to be controlled by whatever | set
on the "A-Wall" or equivalent Layer. For the internal Display Components, |
show that | have set them all to use the Color Red because in our office we
think of this Color as a light lineweight that is less important than most other
Colors. As you can see in the example of this Wall Style, the Shrink Wrap is
Blue as set by the "A-Wall" Layer while the internal Components are Red but
cannot be changed through any other means than this dialog box ( for this
Display Representation, that is ).

Overall, if you have a good grasp of how to work with basic AutoCAD Layer
Properties, you should not find these Display Properties too difficult to
master. If you use the "By Material" checkbox, you are deferring the
remaining settings over to the Material as set on the Materials tab of the Wall
Style Properties dialog box. Likewise, if you want to use or see a Material
Definition Style on your Wall Style, you must use the 'By Material" checkbox
here.
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focus on one or two Display Representations and test the results
before moving on through the whole list.

Of the list of Display Representations for a Wall Style, Plan is
probably the most important. If you double-click on Plan, you will
see the default Display Properties for the current drawing. You
may chose to make changes here that affect all Wall Styles or
Attach a Style Override on the Display Properties tab so you can
set highly unique Display Properties for this Wall Style on the
Layer/Color/Linetype tab.

For best results on your fist Wall Style, just use the Default Display
Properties. Upon further exploration, try Attaching a Style Override
to create unique Color, Linetype, Lineweight or other settings that
will only affect this Wall Style. lllustrated above left, | show an
example of some rather unique settings for a custom Wall Style.

8Wa|l Object Display Properties

8-3 WALLS

Accessing Wall Object Display Properties
Links  Wall Style- Display Props tab

Object Display Property Overrides - Object and Style
Based - for more information on the differences and how
to access the Display Properties for a single object
versus a whole object Style.

Join There are two ways
that you can access the
; Object Display

Annotate Properties of most ADT

Hiuiatainteinle Insert 3

objects; one way is by

K k ;
gedzn:e;cte 4 the Object's Style
R Properties ( discussed
4(][:"_, AEC Dimension y (

above ) and the other

ey " way is by picking an
ey o by ko an

Edit Wl Stle... and selecting Edit

Deselect Al Objec_t Display.._. off
the object-specific

Properties pop-up menu.

When you use the Edit Object Display... path to get to the Object
Display dialog box, you should notice that the number of tabs and
total list of options is far less than what you would find on the
Object Style Properties dialog and that is because you are isolated
to the Display Properties. Not only that, but if you apply any
Overrides here, they will Override the Object Style to become the
most isolated Display Controls that you can create: one for just the
Object(s) selected.

lllustrated to the right | show how you can decipher the verbiage on
the Object Display dialog box tabs . "Drawing Default" means
that the Object Style has no Overrides and that you can modify the
Display Properties directly in the Display Manager. " Wall Style
Override - ..." indicates that the Object Style has an Override that
you can only modify through the Object Style Properties dialog box.
If you check the Object Override on this last setting, you will,
essentially be Overriding and Override. Attaching Overrides at the
Individual Object Level is an extreme act but can be rather useful in
frustrating situations where you don't have the time to create a
whole new Object Style just to create a simple effect. Though |
cannot remember the last time | did this with a Wall Object, | am
guilty of doing this with Door Objects on a regular basis just to get
Thresholds turned On. The concept is that you just want this one
object to have a different appearance but the price is that you can
only change it through this very same path of dialog boxes. |
equate this technique to the technique used by some really bad
AutoCAD drafters that set everything on an object-by-object basis
via the Properties toolbar; you know, Color by Color instead of "By

SO MANY PLACES TO SET OVERRIDES

3

l Component J Source

Wwall Style - Prop_Intes_Stesl_Gyp

m Object Display

Wwiall Styde - Prop_Intes_Steel_Gyp
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Wall Styde - Prop_Intes_Steel_Gyp
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Layer" or "By Block". Just imagine what those folks will do to a
drawing once they find this option - wow, don't give me any of their
drawings.

Wall Object Display Properties - Layer/ Color/ Linetype

Wall Style- Display Props tab - for other information on
this topic.

B
|
I

Links

To many, this is
where the "light goes
on" in their minds about
how ADT's Objects can
behave the way they do
with respect to
graphics. Most of the
rules you ever learned
about AutoCAD's Layer
techniques should apply
here. If you assign a
unique color to any
Component within a
Wall, don't expect to
change its color with the
Layer Manager.

BASELINE

Display Component !
Below Cut Plane ==
Above Cut Plane '
Shirink WIap ——
Shrink ‘Wrap Hatch
Defect Warning i\:

Boundary 1(5/8" Gyp.) g 5
Boundary 2 (Steel Stud) T pod— g
Boundary 3 [5/8" Gyp.) ——
Hatch 1 (5/8" Gyp.) ————— ] .

The more you can

Hatch 2 [Steel Stud) :&
Hatch 3 [5/8" Gyp. —— ’
atch 3 vp) Z? manage with ByBlock or

v Bylayer will provide the
greatest flexibility down the road in a project, but working with
Styles makes it fairly easy to change these settings throughout a
drawing. The larger problems come when you are working with
Xref's where access to Styles is limited to Objects that are actually
in the current file and thus you cannot change Xref's Object Styles -
a real drawback and something to experiment with before you go
too far with custom settings.

N
_._.A.<........<... T k]
1
v

Many of the Wall Components are easy to figure out but here's a
quick overview:

Below and Above Cut Plane - lines controlled by Visibility and
settings on the Cut Plane tab.

Shrink Wrap - an outer wrap around a wall for emphasis and the
point at which the Cut Plane is set.

|T Dizplay Properties (Wall Style Override - Prop_Inter_Steel_Gyp)

Layer/Colon/Linelyss | Hatching | Cut Plane | Othes

Display Component Visible | By Matenal
Below Cut Plane: » O
Abave Cul Plans ] 0
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Shrink Wrap Hatch - it on and a Hatch pattern is set on the DEFAULT CUT PLANE SETTINGS COMPONENT
Hatching tab, will apply a pattern from outer edge to outer edge of a

Defect Warning - the "dreaded circle of death" on walls that have = = = =
problems; usually cleanup problems. Turning Visibility of this NOTICE
symbol off does not solve the defect problem. WHAT

IS
MISSING

Boundary - the actual double lines that define the components of a
wall. These are organized by automatically generated Index
numbers (1, 2, 3...)

Hatch - hatch patterns between the matching boundaries with the
same Index number; see Hatching tab for patterns.

lllustrated to the right, | show how ADT displays a Wall with Doors,
Windows, Openings and Modifiers from Top and Isometric based
on the Standard or Medium Detail Display Configurations. | have
purposely positioned objects above and below the standard Cut
Plane Height to show what ADT will and will not display by

default. Notice that one Modifier, above the default ( 3'-6" ) Cut
Plane, is not shown in plan view at all, while the other, below the
default Cut Plane, is shown lighter than the rest of the Shrink
Wrapped Wall.

It is almost possible to get a Wall Object to display in any way you Ry — -

might draw by traditional 2D drafting techniques. One of the Bi?ﬂ%ﬁfrglam - Alj\ji:III-Blow :DJDTHE 4 BL}:E:E";E
simplest tricks is to use the Layer/ Color/ Linetype tab to turn on or p: ol i

off the Below Cut Plane and Above Cut Plane Components - see £bove Cut Flane v cecE SNl e
illustration right bottom. In the illustration to the right, | show how
turning on Above Cut Plane affects the default Wall Display in plan
view; in addition, | changed the color and the linetype to make it
clear that the lines represent objects above.

Wall Object Display Properties - Hatching ] p do - otan DI - x|
Links Wall Hatch - Insulation - for how to add Batt Insulation Layer/Color/Livstpe]| PG | Cut Flano ] Otter
with a traditional look using a custom hatch patter.
If you find that certain Hatch Patterns stop in long walls, J'Z":Tﬁ:“ E;d;“",., ?fm" ,i’;“ G'ﬁ, u?fo":d :,1 e
you may need to change the MaxHatch system setting, Hatch | 5/ Gyp L ok o
try typing the following statement (verbatim) on the ¥ 5  jesg e
TIP command line and regen afterwards: (setenv
"MaxHatch" "1000000"). To check the current setting,
type (getenv "MaxHatch"). The range is between 100 - L
10000000 with 10000 as the default. Higher values will Type:
affect performance.
SOLID FILL Th_e Hatching tab
EXAMPLES provides the access to Hep |
choosing Hatch - —
Patterns and control L0 Jj|_Cweed |
their behavior but it
does not turn them On
or Off and it does not
provide the means to
control the Color and Notice that you have Scale, Angle and a unique Orientation option for how
SHRINK WRAP (;qtiher Properties that you | the pattern follows an object ( Global Angle or based on Object direction ).
ght want to work with.
HATCH - These settings must be - : -
Setting a pattern for Shrink Wrap and turning it on on the Layer / Color /

COMPONENT HATCH set under the Linetype tab will put a pattern from edge to edge of you wall; right over any
- EXTERIOR GYP. BD. Layer/Color/Linetyp tab. | internal components. This is sometime a cool technique to set Wall Poches
(BOTH SIDES) —&|___ with the Solid pattern.

To set a Hatch Pattern,
pick on the pattern
COMPONENT HATCH picture in the Pattern
- INTERIOR STUD ——— column and use the
Hatch Pattern dialog
box, as illustrated, to select patterns in much the same fashion as
using AutoCAD's Hatch command. Notice that there is a unique
version of the Solid Fill available directly on the Type drop-down
list. Be sure to use this version of the Solid Fill if you want a Solid
Pattern. The other one, offered via the Predefined option and
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Hatch Pattern Palette causes a variety of problems when used in
Wall Objects.

If you are unable to set a Pattern, confirm that the Display
Component is free to receive a Pattern by checking the " By
Material" status on the Layer/Color/Linetype tab. In other words, if
"By Material" is checked for the Component you want to set a
Pattern for then you will not be able to do that since the Pattern
comes via the Material Definition Display Properties instead.

Wall Object Display Properties - Cut Plane

Display Configuration - Cut Plane - for more information
on setting the Cut Plane through Display Configurations.

Links

The Cut Plane tab of the Object Display Properties dialog box
holds a lot of power to control what is and what is not displayed in
plan view. Usually, | find that not enough is displayed by default
but you can also use these settings to remove information that is
above or below a particular Cut Plane.

DW=  Override Display
Configuration Cut
e et b maad P laN€ - generally this
checkbox is unchecked
Cut Plane Height and should remain as
such unless you need to
I Automaticall Choose Above and Below Cut Plane Heights 5 (ter this centralized
setting. In essence,
hecking this box
Companent | Vizible creates an Override on

Below Cut Plane the Global Cut Plane as
% ‘ defined by the current
LAYER.. Display Configuration.

Above Cut Plane
I Desphay Innver Lines Above

" Keep in mind that you

can work with the Cut

I Display Inver Lines Below
Chsnaleire) TAB

¥ Display Endcaps Plane tab at the Object

¥ Cut Door Frames Level and at the Object

¥ Cut Window Fiames Style Level but if you did

I™ Component Draw Order by Priceity need to alter the Cut

I Dolrue Cul #— OTHER TAB plane Height due to an
unusual Wall Condition, this it probably the more logical level to do
it at ( the Object Level that is ) because the Override would only be
for the selected object and not a whole Style. | have done this on
many occasions to get the proper display of items above and below.

™ Manual Above and Below Cut Plane Heighils

Cut Plane Height - the z-axis value on a Wall Object where you
want your primary cut to be made and where Shrink Wrap will wrap
around. Setting Cut Plane Height to zero ( 0") can be a very
effective solution for problems - see illustration left.

Automatically Choose Above and Below Cut Plane Heights - a
check box that allows ADT to set the limits for what gets displayed
as objects above and objects below the actual Cut Plane Height. |
think, but am not certain about this, that if you check this box the
Above and Below values are just from the Cut Plane Height to
either the Top or Bottom of the Wall. Remember that ADT has the
Above Cut Plane and Below Cut Plane Components that you can
turn on or off.

Manual Above and Below Cut Plane Heights - a check box that
allows you to Add your own secondary Cut Plane Heights to create
a range for what is considered Above and Below. You can, for
example, choose to have only objects between the Cut Plane
Height and an Added Above or Below Cut Plane Height display as
Above or Below; it's like a filter that allows you to include or

exclude z-axis information on a Wall Object. For best results, set
a Cut Plane Height and deactivate Automatically Choose Above
and Below Cut Plane Heights .

Note:
Remember that you can control the Visibility of Display

(5] Display Properties (Wall Style Override - Prop_Inter_Steel_Gyp) - Wall Plan Display Represent. .. E]
PLAN

Laper/Color/Linetype | Hatching | Cut Flane | Othes

GLOBAL CUT PLANE
AS PER DISPLAY CONFIGURATIONS

] Orvtricher Display Condiguration Cut Plane

[C] Ausomatically Choose Abowe and Below Cut Plane Hesdiys
[#] Marwal Aborve and Bslow Cut Plane Heighls

| Index I Cutflans
1|0

| ]

2 E—— e ]
SEE COMMENTS

JH 0 play Managet

e tx  DISPLAY MANAGER
Gbressd | Conbgustol Lt Plane =
Dplay dberwe Rarge 1000
Cod Maghe T8
Tghay Brkove Flarge
Cwcndate G Plvs -
b Cirart Propsct Caloulate
- C o J[ cocw [ v |[ e |

“PLAN" DISPLAY REPRESENTATION IS PART OF THE
“MEDIUM DETAIL" DISPLAY CONFIGURATION, AMONG OTHERS.

USING MANUAL CUT PLANES TO CREATE A RANGE

CUT PLANE -> ABOVE = ABOVE LAYER*-_ _
CUT PLANE -> BELOW = BELOW LAYER*
OUTSIDE OF RANGE IS NOT DISPLAYED*
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Components for Above and Below on the Layer/Color/Linetype
tab of the Display Properties dialog. You can also control Above
and Below display on the Other tab - see below.

Wall Object Display Properties - Other

The Other tab of the Object Display Properties dialog box
provides checkbox based ( On/Off ) controls for other settings that
users might want to toggle.

Display Inner Lines Above / Below - use these checkboxes to
activate the display of Component Lines within complex Wall
Styles. By default, the Above and Below display will only show the
outer lines of a Wall but if you check either of these Options you will [&] Display Properties (Deawing Default) - Wall Plan Low Detail Display Representation

get every single Component line to display. When using be sure to Laper/Celon/Lineiypa | Hakching | Cut Plane | Other
have the Above Cut Plane and Below Cut Plane Display ) )
Components turned on ( the matching set, that is ) on the L] Display Irees Lines Above Duiaws Miler For Comporeris
Layer/Color/Linetype tab. Also, if you have limited the Cut Plane ] Display Irmes Lines: Below [WCorcorert1 BN
Above and Below range, you may not see any lines Above or E::i :::gm’:;:i‘:‘m ng'*i
Below. ) Dicclay Endeaps [CIComponent 4
[#] Cud Dioew Frames %Emz
Hide Lines Below Openings at Cut Plane - use this checkbox to 7] Cut Window Frames [JCempernrt 7
remove lines below Openings like Doors and Windows if you don't ] Companen Draw Ouder by Priotky []Camporsnt 8 v
want lines to display there even though you have the Below Cut ElDe T it
Plane Display Component turned on. The only time this has
presented itself as a problem to me was when | had a Door in a
Wall that with a Threshold height above the baseline. | wanted
Lines Display Below all other Openings but | did not want them Lok || Cowcad || Hew |
below the Door. To remedy this situation, | kept the Below Cut e —
Plane Display Component On but used this checkbox to remove
the linework below the Door. Component Draw Order by Priority - use this checkbox to controls what
comes to the surface by the Priority settings used to control Cleanups; in
Hide Lines Below Openings Above Cut Plane - use this other words, maybe you want brick with a priority of 200 to show its color

checkbox to get Openings, like Windows for example, that have an = above the adjacent insulation with a priority of 300.
unusually high Head height to actually appear as if they have cut
the Wall; i.e., remove the lines below them. Because Objects, like Do True Cut - use this checkbox to display cuts and Openings in Walls as if

Windows, have their own Cut Plane settings ( like Respect Cut they are truly three-dimensional cuts; i.e., display all component lines.
Plane of Container Object when Anchored ) you may have to alter
the Display Properties of the Objects to get them to Display. Draw Miter For Components - use this checkbox to draw a diagonal line

where Wall Components meet.
Display Endaps - use this checkbox to display unique Endcaps on
Walls or cuts in Walls. This is a highly recommended option to
have checked.

Cut Door / Cut Window Frames - use this checkbox to display
Doors and Windows as objects that actually cut the Wall.
Unchecking either of these options can be used to display Doors
and Window as reference objects within Walls and may be a
desirable option for Foundation Plans or Reflected Ceiling Plans.
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Wall Object Display Properties - Other Display Representations

With thirteen or so Default Display Representations for just the
Wall Objects in ADT ( per default template that is ), it is basically
impossible for me to cover all of the options associated with each
one of these. For the most part, many are permutations or pointers
to the Plan or Model Display Representations so those will offer the
same settings or options as the parent but Graph, Reflected and
Sketch are unique Display Representations that have their own
settings and options.

lllustrated to the right | show an amazing surprise hidden within the
Sketch Display Representation: a Center Line Component. If you
turn this Display Component On ( it's Off by default ) and set a
unique color for it, it will show all Wall Centerlines regardless of
their Baseline or Components. This Center Line is always
representative of the true center so it can be very useful for Osnaps
during construction or to assist in such matters as Area
Calculations.

Note:

The Sketch Display Representation is used within the Diagnostic
Display Configuration that comes in ADT's Template Files. To use
this while the Walls are in normal display, add this Display
Representation to another Display Set, like Plan Low Detail - just
find the Wall object under the Representation by Object folder in the
Display Manager Window, look for the Sketch Display
Representation and check it for Plan Low Detail. Now, when you
set your viewport to Low Detail, the Center Line information will
show.

[ Walt Style Properties - Prop_lntes_Steel_Gyp 3
General | Erdcaps f Opering Endcaps | Comporents | Matedisls El-nd'tm Diplay Propertes
Display Representations | Display Propesty Souce | speovenice || 2a
A Gragh Diraming Defait O
8 Model Diravang Defait (]
A Mosdel Bydllock: Dirawing Dedandt [
Y& Model High Delal Drawing Defandt 0O
T4 Model Low Detad Diraming Defacit O
% Plan Wall Styda Dverride - Prop_lnter_Ste... ¥
15 Plan High Detad Dirawsng Defantt [
15 PlanLow Detad Dirawing Defait O
W Plan Presertstion Dirawang Defadt O
W Plan Scieened Diramang Diedenit [
15 Refdecied D [afalt [
Y4 Reflocied Scieened  Drawing Default O
i Skelch Dravang Delait (m]
'jjﬁi',pl.ay Properties (Drawing Default) - Wall Sketch Display Re presentatbon
[ e
Disploy Component Visble  ByMotesl  Lapes  Cokw  Linehpe  Lineweight LtScale  PlotShie
Bankowe Q ] Gono. I1ED PHAENTO.. 0018w 1.0000 Standad
Marker W =] Gtnno-... O yeliow Byflock 0B mm 1.0000 Slandsrd
* y O 0 Mied  Bfkck  ByBlock 10000 ByBlck
CENTER LINE
DISPLAY COMPONENT
TURNED OFF BY DEFAULT
< >
Lok |[ cecel |[ Heo |
S —

9Wa|l Problems

9-3 WALLS

Defect Marker and Cleanup issues

Links  Wall Properties - Cleanups tab
Usually the biggest
CLEANUP problem with Wall
PROBLEMS

Objects is dealing with
the question of why the
"dreaded circle of death”

GRAPHLINE ( Defect Maker @)

|
AT
l
|
b 1

SHOWS THE shows up. There are
CAUSE numerous causes for
£ wall defects but the
== most common one has
to do with Cleanup
STRETCHING
Settings and there is a
a:B?USSNAP WALL ENDS 1ot you can do to deal
WITH A GRIP \ihy cleanup issues.
WILL AUTO-
= SNAP TO .
== OTHER When you draw with
.= || GRAPHLINE ADT's Wall Objects,
R they generally Cleanup
Ter perfectly as you place

them in a contiguous
U DOD manner but problems

it tend to arise when you
add new walls among existing walls or when you begin to edit them
with the common Move, Rotate, Mirror, Stretch and similar
AutoCAD editing commands.

If you assume that the cause of any cleanup issues is not due to
bad Wall Style Component Priority issues then the usual culprit has
to do with the Graphlines. Mathematically speaking, Walls are just
Vector Paths much line Lines and Plines so despite all of the
fantastic graphic elements, the key to the Wall is the Vector or
Graphline that controls its position, direction, length and cleanup

Cusent profile ARCHIchgrn Custom B Cutrert deawing: Dinawang dwg
| Selection | Piolles | AEC Edhor | AEC Object Setings | AEC Dimaruson | AEC Cocbent | AEC Propect Defauils oy
Wal Setlings
o (=) Dinngion Lo Carted of Dpening
() Dimension to Duter Frame of Opening
B [ Autosnap Now Wall Baseline:

B [¥]Autonap Grip Edted Wal Basslne:

Autosrap o 63 5

[0 Not Display Opening Endcap Shis
Autosnap Mew 'Wall Baselines

Stan Seltings
&3 [ Presernation Foma o Cut Lines (B [] Autasnap Grip Edited '/ all Baselines

L © | |: Autoznap Radius:
Messire Sta Heaght Fines
AEC Display Rezobdion
Facet Deviation: 2
Facet M asamusm )

Autosnap New Wall Baselines - this checkbox option uses the Autosnap
Radius value as a guide when drawing new Walls that come near other Wall
Graphlines. So, as long as you get with the Autosnap radius of another
Graphline, pow; the Wall magically join and hopefully cleanup correctly.

Autosnap Grip Edited Wall Baselines - this checkbox uses the Autosnap
Radius value as a guide when Grip Stretching Wall Ends near other Wall
Graphlines. This produces the jumping effect that you may have noticed
when using Grips on Walls and is simply one of the best ways to work on
cleanup problems.
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among other things. In most problematic cases, as long as you

get the Graphlines to meet, the Walls will Cleanup properly. You
can see the Graphline of all Wall Objects by using the " Diagnostic"
Display Configuration ( personally, | prefer to use the
"AecWallGraphDisplayToggle" command). To bring the
Graphlines together, you can use a multitude of commands like
Fillet, Extend, Trim and one of the best, Grips. When using Grips,
you will find that Walls often jump to find other Graphlines and this
feature is set on the AEC Object Settings tab of the Options
dialog box ( see image, right ).

Autosnap Radius - this setting controls the how Autosnap New Wall
Baselines and Autosnap Grip Edited Wall Baselines work. The greater the
Radius the sooner Walls will jump to other Graphlines but too large a value
can be a problem and the default seems to be a pretty good one.

Crossing Walls and Cleanup issues

ONE NASTY When Walls cross in
ADT the Cleanup

A CLEANUP _ _
» PROBLEM Radius Settings don't
- VA_‘ — — — EXAMPLE: apply since there are no
T MY T
// //:f \\\ \_\ 3 INTER- Wall Ends for the
S S \, SECTING Cleanup to work from.

N

/ N WALLS
D
N\, / BREAK ONE

Because of this factor,
you may have to employ
a little creative ingenuity

LY

7 OF THE THREE into solving Cleanup
B — 71 WALLS problems where Walls
7 cross. lllustrated to the
<\ left | show a classic
GRIP example that_l like to
— ADJUST demonstrate in class.
/ ONE Draw three Walls that
>\ L CLEANUP Cross each other at or
A RADIUS close to the same point
b <= in space. This action

typically produces
several Wall Errors.
Though there are other
tools, by using what we
now know about
Cleanup Radii, all you
have to do is break one of the three Walls at the intersection so you
can employ a Cleanup Radius Override to solve the problem. It
may not be a completely ideal solution but it works and you may
have to use similar tricks on other problems you encounter.

Cleanup Radius:
OQverridden

Notice that | show that you can find the Cleanup Radius marker
and adjust it in-place. To find this icon, you must first activate the
Graphline Display, Select one Wall Object and hold the cursor still
over one of the angular arrow-like marker icons until you see the
little heads-up display illustrated to the left. By Grip Stretching this
icon, you effectively apply a Cleanup Radius Override that can be
adjusted or removed via the Wall Properties Palette.

Note:

To activate the Wall Graphline Display use the
"AecWallGraphDisplayToggle" command or the Diagnostic
Display Representation.

ADVANCED o
LOCATION Cleanups W
OF CLEANUP A Graphiing postion wall Justiication Line
RADIUS B Cleanup radius o
OVERRIDE Cleanup Radius Overrides ~
\ Onverride start cleanup radius  Yes
Start cheanup radiss 5"

Override end ceanup radius  No

. High Detail

| Cleanup Radius: Low Detai

Zaro Mediurm Detail

Presentation

Reflected

Reflected Screened

Screened

b Standard -
' Display CaRiguration: Uiaghashc

Problems with the way your Walls look?

Links  Cleanup Issues - see comments above.
Links Layer/Color/Linetype - Tab and see if you are getting the

results that you expect.

Hatching - Tab and see if a hatch pattern is set and if the
scale is appropriate for your viewing scale. See also the
MaxHatch setting .

Cut Plane - Tab and look at the Height to see if it is too
high or too low for the results you seek. You may need
to request lines for components above and/or below the
cut plane.

Other - Tab and look there are any unusual checked or
unchecked boxes - compare with a default wall or see
image above.

When | have ruled out the simple candidates for problems, | look deeper by
checking the Wall Properties. With the Properties Palette you can quickly

go down the list of settings to look for unusual things like a "No" for Cleanup
automatically, Elevation Height not set to zero, Graphline position not set
to Wall Justification Line, Cleanup radius set to something other than zero
and/or with Overrides, unusual Endcap Styles or Wall Modifiers under the
Worksheets section. Any or all of these can cause an assortment of
interesting problems so check them carefully, especially if you didn't draw the
wall(s).
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Isolating the source of any Wall problem can prove to be a very
tricky and time consuming matter. In some cases, it is just as fast
or even quicker to simply redraw the Wall or Walls that exhibit
anomalies. If the problem is severe and the source must be
isolated in order to remedy the problem, | find it best to use various
rules of categorization and elimination.

One of the first steps | take to find the source of a Wall problem is
to test the graphic control system first by not only changing to
several different Display Configurations , but by changing the
Views to Plan, Isometric and Elevation. While testing these
display system changes, | look for obvious user mistakes like
inconsistent Heights, wrong Z-axis positions and other placement
problems like Justification, Direction and Graphline positions .

Depending upon the nature of the problem, | might also look at
common culprits like Layers, Standard Properties and poor
choices in Wall Styles ( like "Standard" ).

The next place | check is the Wall Style Properties dialog box . On this
dialog, | review each tab and look for strange settings. Even if you don't
know what all of the setting do you can compare them with another Wall Style
that works correctly. On the Display Properties tab you can spend an entire
day looking for problems because of all the Display Representations but
one way to narrow things down in this area is to make sure to have the
Display Configuration set that has the problem; then, when you visit this tab
on the Wall Style Properties dialog, you will see which Display
Representation is currently being used ( thus narrowing down the field of
candidates ). In this area, look for Style Overrides. If you suspect that there
is a Display Properties problem but you don't see an Override, don't rule that
option out. Check the Object Display Properties and look for an Override
on the current Object; this is an Object Display Override as opposed to an
Object Style Override - easy to do and hard to find.

1 OWaIIs - Customizing and Tricks

10-3 WALLS

AutoCAD commands that work on Walls
Links  General Working Tools - for Fillet and Chamfer on Walls

At first you may think of Wall Objects as unique objects that need

to dealt with quite differently than normal AutoCAD objects, but
many of AutoCAD's commands do work on Walls. With Wall
Objects, you need to consider their three dimensional
characteristics and their pre-programmed behavioral reactions (
reactors ). With the commands Extend and Trim, for example, the
Walls are Extending and Trimming to the Graphlines of other Walls
and not necessarily the outer edges. In fact, none of the basic
AutoCAD objects Extend or Trim to Wall components but only to
the Graphline ( a very frustrating factor, | must say ).

Since Walls are 3-D objects, it is best to work with them in Plan
View with their 2-D Display Representation ( "Plan" ) to avoid the
notorious 3-D Osnap that many users complained about in the early
days of 3-D Modeling in AutoCAD. If you do need to work on Walls
in an Isometric or other Model Display Representation, avoid
Osnapping unless you have specific and exact points to Osnap to.
It is always best to match the current Display Configuration to the
current View; i.e., use a Model Display Representation when
working in 3-D ( when they are mismatched you will find it difficult to
select objects and to Osnap to points that you think are really
there).

Move, Copy, Rotate, Stretch, Mirror, Array and Offset work just
as you would expect based on use with regular Lines, Plines,
Circles and so forth. Commands like Lengthen and Match
Properties either don't work at all because they don't recognize the
object type or don't work quite the way you wished for. Match
Properties, for example, does not match one Wall's Style or Object
Properties with others; it only matches basic Properties such as
Color, Linetype, Layer and so forth.

Note:

Use some basic Diesel code, you can actually create a Wall Match
Prop's command that works much like you would prefer. See the
command line sequence for " -WallModify" and notice the option to
Match. See also ARCHIdigm's custom PowerSTRIP for ADT with
this button already added.

Offset -you can use this command on Walls exactly as you would on lines.
The difference has to do with the fact that you are Offsetting double or more
lines and thus the distance should be thought of as a "center-to-center”
distance to avoid any dimensional problems.

Trim - to Trim Walls you may often find that they won't behave as regular
AutoCAD objects. Two tricks that | have found that help are to make sure
you select an edge to Trim to ( like another Wall ) and that this other object
actually cuts across the Path of the Wall you want to Trim.

Extend - see comments on Trim. This command has the same behavioral
issues as Trim when it comes to Walls. | have found on both commands,
that using Grips to pull another Wall object across the physical path, just for
the editing session often works faster than trying to create other solutions.
You can also simply draw a temporary line but with both commands, the main
problems arise around this "object in the path" issue.

Fillet - works on Walls much like with regular Lines. You can set a Radius to
create Curved Fillets between Wall that already intersect or Wall that don't.

A favorite trick among many is to use Fillet with a Radius of zero to force
Walls to Intersect and Cleanup properly. For best results, pay attention to
the Graphline position.

Chamfer - see comments for Fillet.

Walls for Casework

Menu Window> Content Browser
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M) mEARREXELB

Keyboard ContentBrowser [Ctrl + 4]
Links

Wall Style Properties - for how to create a Wall Style

Importing Wall Styles - for more on accessing and
loading Wall Styles

Architectural Desktop Kits by ARCHIdigm - see our
Kitchen Cabinets Kit for better Casework and more

You may not have noticed, but in the Styles folder you should find
one for Casework called "Wall Styles - Casework (imperial).dwg "
or "Wall Styles - Casework (Metric).dwg". Loading any or all of
these unique Wall Styles will allow you to draw such non-wall things
as Countertops, Upper and Lower cabinetry, Islands, Bars and
other similar casework.

A typical Kitchen or Bathroom Countertop is nothing more than a
Wall Style with two or more components ( one for the top and one
for the back splash ) that have dimensional settings on the
Components tab of the Wall Style Properties dialogue box, that
represent a countertop.

By reverse
engineering one of
ADT's basic casework
Wall Styles, you will
soon be on your way to
creating your own
designs. One of the
problems that is not
solved for you in any of
the ADT Wall Styles,
however, is how to deal
with Sinks and
Lavatories. lllustrated
below, left, | show one
of my solutions.

USED ASINTERFERENCE
TO SUBTRACT HOLE | create a simple Mass
FOR SINK Element in the shape of

my Sink and use it as a
Wall Interference Condition and Subtractit. By Turning Off the
A-Mass Layer, you don't have to see this object. When you want
to Move the sink, just turn on the A-Mass Layer and move both the
Mass Element and the Sink at the same time.

For more information and guidance on how to create your own
Kitchen Counter Wall Style , read "Liquid Cabinets in

Architectural Desktop™"

Architectural Desktop Design Too...

Catalog Top < Walls < Casework

Page (1af2)12

T arcradigm Catstop Libeary - Bwsoders Costent B rows

Aupndesol
Archaectasl
Lunkt oo Sl

Architectural Desktop
Design Tool Catalog -
Imperial

Archiechoral
Dagarep Dedign

P

Stairs and Raiings

[ Ahiteciua AdidekB
= Structural Deskicp Sarapi Reeder

Concrete
TE—

Help

Mext
Casework-
12 (Upper)
12* High
Wall

Casework-
18 (Upper)
18" High
Wall

Casework-
30 (Upper)
30" High
Wall

Casewaork-
36 (Base)
36" High
Base

Casework-
36 (Isle)
36" High
Istand with
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Wall Hatch - Insulation

Wall Entity Properties - Hatching - for how to access the
Display Properties to add this pattern to a Wall Style.

Links

Unfortunately, ADT does not come with a useful solution for
Insulation in Wall objects. Though you can use AutoCAD's
Insulation Linetype, it may prove to be more trouble than it's worth.

The best solution is to find or write a Batt Insulation Hatch pattern
and then add it to the default ACAD.PAT file for use in Wall
Objects. Below is the Hatch Pattern, written in hexadecimal code,
for an insulation pattern that | picked up years ago from some
unknown source. Itisn't as round as many would prefer but it
works fairly well and sure beats having no insulation at all.

To use, find the ACAD.PAT file in the Support Directory of your
ADT program and use Notepad to Edit it. Copy the Code to the
right and Paste it in at the end of the existing code, as illustrated to
the right. Save the file as acad.pat.

El_l Autodesk Architectural Desktop 3
-] Catalogs

WALL INSULATION HATCH

-{_] Fonts
-] Help
_| Flot Styles
-] Platters
B2 Sample

+ 3

. acad.pat s—

Ak

ADD CUSTOM HATCH

90, 0.61832,0.704

W

USING NOTEPAD

AN

*Batt-1, Architectural Insulation

66.422,.33093,.05,.91652,.4,.17267,-.09109,.45446,-

113.578,.06907,.05,.17457,.4,.17267,-.09109,.4544
0, 0.06907,0.05, 0,1.0, 0.26186,-0.17457

0, 0.28729,0.95, 0,1.0, 0.26186,-0.17457

90, 0,0.20826, 0,0.43644, 0.08348,-0.91652

90, 0.21822,0.70826, 0,0.43644, 0.08348,-0.91652
90, 0.4,0.20826, 0,0.43644, 0.08348,-0.91652

90, 0.61822,0.70826, 0,0.43644, 0.08348,-0.91652

& acad pa - Hobepad AR
[+~ _| Content Fie Edt Seach
60, 00374,0, 5 #E6025403, 0406 |
—I Data Links 170, 031 75,0, 5, 556025403, 04, 96

— "TRANE, Heal ransTer material
TI Dr 0,0,0,0.2%
| EHDIESS 0,0,125, 0,28, 126,125
- < .w Eq.]lsl
5

0, u'm}z 7828
a0, 0.£,0.20028, 0,0

CODE TO ACAD.PAT FILE

-ruluur-;fu

526, 18751675

<0109, 45446, 091008, 17267 - 10911
00105, $5446,- 08109, 17267 - 1081
| 5

y ALEN

Wn 081852

B2E

PAT

.09109,.17267,-.10911
6,-.09109,.17267,-.10911

To use the Custom Hatch pattern discussed above in ADT, Edit a
Wall Style and add the pattern as you would add any other poche
pattern.

Batt-1 should now be an option at the bottom of the Predefined
Hatch Pattern Type. You will probably have to adjust the
Scale/Spacing value to match the width of your Wall object and my
personal preference is to use an Orientation of Object instead of
Global.

il wall Style Propesties - Standasd
Geneial | Diefeuks | Endoaps | Compansns

@ Fian Poche - El
e (L] Entity Propesties

° LwlCohrﬂtHuu| Othes |

WalSth  [Comporert Fatem | Scale/Spacing | Angle | 0
SretenD gy b1 6" 000 ;Jgfect
Halch T [Unnamed) Lipe S T 4500
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