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1 Doors - Windows - Openings Access

How do | get this toolbar?

You can also acquire access to these commands from the Design pull-
down menu. From the Design pull-down menu, pick Openings >, Doors
>, Windows > or Window Assemblies > and cascade to the right for
commands.
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Doors - Windows - Openings (x|

dBAFY D lEER P

Design> Doors>, Windows>, Door/Window Assemblies>
or Openings>

mERhaEEX gL A

d DoorAdd, WindowAdd, DoorWinAssemblyAdd or
OpeningAdd

Select Wall, right-click to access menu illustrated below, right.

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

Alt.Menu

S

Keyboar

Mouse

Links

X = IThe Primary Set of Wall Opening Objects
" £ ¥ can be categorized as consisting of Doors,
Biold- Double E Windows_, Open_ings and Door/Window
Assemblies. It is true that you can create
5 Openings in Wall Objects with other entities
@ [I g but such solutions may not provide the best
E Bifold - Single | E | options for editing or presentation in
= = || Construction Documents.
=l —
=
ﬁ ” ‘2§ In this group, you should know that
§ Cased Opening ' 2 Il Openings are basically Polyline Based
| shapes that will cut through an entire Wall
Ej Object. They behave much like Doors and
Ll I i. Windows but have no option for jambs, trim
E - ... or other decorative elements. Door/Window

Assemblies are basically Curtain Walls that
Anchor into Wall Objects and thus can offer more design options than just
Door and Window Containers.

To Add any of these Objects you can take several routes depending upon
your preference for working in Architectural Desktop. Remember that
only the Tool Palette offers the option for Adding an Object Style that in
not already in the current drawing file.

On the command line, you can type "Opening", "Door", "Window" and
"DoorWinAssembly" to acquire access to these tools. For direct access to
an option within the various opening command-line menus, you can type
the primary command plus the option you want direct access to. For
example, if you want to Add a Door, you can type "DoorAdd" or if you
want to Modify a Window, you can type "WindowProps" or "-
WindowModify" ( notice the dash).

2Doors, Windows & Assemblies Style Loading

Document Express Window Help
Y Al & Arch-Dim

U1 | I ByLayer

Walls
Curtain Walls

Doors
Windows

Door/'\Window Assemblies

Openings
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Massing
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Door Properties

Door Styles...

Add Window. ..
Window Properties

Window Styles...

add DoorjwWindow Assembly. ..
Door/\Window Assembly Properties

DoorWindow Assembly Styvles. ..

Command: Opening
Opening [Add/ Properties]:

Command: Door

Door [Add/ Properties/ STyles/

Hinge/ SWing]:

Command: Window
Window [Add/ Properties/ STyles/

Hinge/ SWing]:

Command: DoorWinAssembly

Window Assembly [Add/ Convert/

Properties/ Styles/ Interference]:

Add Opening...
Opening Properties
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Ireerference Condtion » | INSERT>
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Properties
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Menu Design> Doors> Door Styles...

dF@ ﬂi.’&‘i‘:u‘#;fﬁ'ﬁ@f&'

Keyboard DoorStyle

Menu Design> Window> Window Styles...

j?l AR ﬂi.’-’éi‘:m..ffi‘mﬂ}le

Keyboard WindowStyle

Design> Door/Window Assemblies> Door/Window
Assembly Styles...

i BT ﬂi.’-’éi‘:m..ffi‘mﬂ}le

Keyboard DoorWinAssemblyStyle

Object Style Management - for information on how to
work with the Style Manager to load Styles.

Menu

Links

Copying Wall Styles in the Style Manager - for example
of copying a Style to the Tool Palette.

= e Local Disk (C:) ADT comes with a rather
& L) Documents and Settings extensive library of Door,
£ N Acuinistrany Window and Door-Window
B O Alusers Assembly Styles that go far

= ‘f 5‘ : L:I ”ml beyond the basic set you will
= £ Autodesk Architectural Desktop 2004 find on the default Tool_ _
= £ R16.0 Palettes so be sure to visit
©) soLm the Content Browser or go
B ew directly to these Object
@ () AEC Content Styles through the Style
0 Layers Manager - illustrated to the
LD Plok Styles right.
B ) Styles
o] rpecial . .
) 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 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.

Imperial

Doors Styles (Imperial).dwg

Windows Styles (Imperial).dwg

Dooor-Window Assembly Styles (Imperial).dwg

Metric

Doors Styles (Metric).dwg

Windows Styles (Metric).dwg

Door-Window Assembly Styles (Metric).dwg

~ Styber
| Weifold - Double
| WBifod - Double - Louver
i Purpose Objects [ W Bcid - Single
| Weifold - Sngle - Louver
[ [ Cased Opering
| W< ased Opering - HaFround

e | B Hinged - Doutie
[ WHinged - Doutle - & Panel

5 2eea b Area Group Syles - 8. A actusd Cuslbg IDS
BB e Joist Styles (Imperial).dwg O ST i

D Material Defiestions (Tmpara)....

EBMeaber Styies (Imperial) dwg 125K
EBFrofies (Inperidl).dwg 105K
B3R sl Styles (Imperisl). dwg 10
EDRook Sab & Roof Slab Edge S... 1
1D schaduie Tables (Imperssl). dwy e
B3 sectonsayins dvg 154K
15 stab & Slab Edge Styles (Inpe... 134
1 spaces - Commercial (Imperial... 104
-

< >

Dioxcr Sty espenad] dwg

File name:

Dy [*. vl

Flos of lype

lllustrated above, | show how you use the Style Manager to access any of the
various Object Style Files such as the Door Style (Imperial).dwg. Once
Opened, you should find an extensive list of Style Types that you can
Copy/Paste or Drag-n-drop right into your current drawing file. When you wish
to bring these styles into your current drawing, be sure to use the Folders
under your current drawing because you cannot simply drag the object style
directly into your drawing - look for the Architectural Objects Folder for your
current drawing file. If you find this difficult to understand, read up on how to
use the Style Manager in Part 1 - Display - Object Style Management

There are no Styles for Openings since they are basically geometric cuts in
Walls. These files contain a set of standard Door or Window types that you can
import into your current drawing file.
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Copy / Paste for Style Loading

Many AutoCAD users love to Copy data between files by using the b COPY P ASTE

Copy/Paste technique and as long as you understand the consequences
of applying this technique within ADT, you'll be fine.

Illustrated to the right | show how using the Copy tool from the Edit pull-
down menu or Ctrl+C key has successfully transferred a Window Style
from one Drawing File over to another. | also show that since Doors,
Windows, Openings and Door-Window Assemblies are all objects that are 3
Anchored to Walls, those Walls come along for the ride. This means that 4 H
you will be adding additional Styles to a drawing when you use this
technique. You should also make note of the fact that you could end up

with redundant Walls if you attempt to Copy between design Versions
where you already have those Walls. I've done this and it makes a nasty /
mess.

T

T+

s
&

Keep in mind that you can always Purge unwanted Object Styles so
don't be too concerned. Keep in mind that unique Display Characteristics —T—] " ’ ANCHORING WALL

may not transfer with this technique so you might notice that your object COMES ALONG ——|
looks one way in the source file and another way in the target file.

3Doors
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Add Doors - Properties Palette X
Alt.Menu Design> Doors> Add Door... Mo selection A Sk
E oo Vindem: Comrmae ]
L&El dFEZ a2 D2 L‘,-‘.é‘Eﬁ‘!(rl BASIC a
General ~
Keyboard DoorAdd Description —
M Select Wall, right-click, select Insert > and cascade over to Style | B .Custom Entry Door | JHinged - Double - Full Lite
OUS€ " poor Dimensions N A 1 Overhead - Sectional
- —— [ Sliding - Double - Full Lite
" ::ﬁrdstzes :g % 7-0° Rise: 10" ... Standard
As discussed under Doors - Windows - Openings Pull-down Menus, e ?'_n'
you can Add Doors through several different techniques in Architectural ol ioht ]
Desktop but most of these bring up the same Door Properties Palette Riss - 1.'0_
(illustrated to the right). D Leaf Width 20
Measure to Irside of Frame Inside of frame
The Door Properties Palette has a fairly basic and somewhat intuitive Swing angle %0 Qutside of frame
set of options that you work with for every Door you Add. Because this y
Palette is large in size and slow to load, | find it best to use the Copy
command and Copy existing Doors around to other Walls whenever
possible. For Modifying existing Doors, you will find that the Palette is
basically the same.
Description - use this note field to add text based notes about the Door if
you find that it will help others. You could, for example, explain that the T
~

Door should be verified in the field when possible.

"

“¢ Poskion alongwall Offset/Center OffsetjCenter
& Automatic offset 6" Unconstrained

so you may not find any predefined sizes.

Style - drop-down list for selecting any Door Styles that are present in the @ Vertical algnment  Threshold
current drawing file. Use the Style Manager or Door Palette to create or (= Head height .00 _M
load others. Custom Shapes will be discussed below. é Threshold height 0"
_ _ S _ g Rotation 0.00
Standard Sizes - this drop-down list is tied to the Standard Sizes tab of
the Door Style Properties dialog box and many tend to ignore this option [ Basic properties
[E]

y

Width - this value field will accept numerical values for door widths and

the measurement depends on the Measure to setting. Automatic offset - this value field can be used to specify an amount of

distance you want for a Door to be placed away from the next closest object,
Height - this value filed is similar to the Width value field. wall corner or other entities. Position along wall must be set to
Offset/Center for this option to be available.

Rise - this value field controls the height of Door Styles with an Arch or

Peak Shape and is thus not always available. Vertical Alignment - this drop-down list offers the option for placing a Door in

a Wall based upon the Head height or the Threshold height. | tend to use
Leaf Width - this value field controls the size of Doors Styles using the the Threshold option for my Doors since | always place them at the very base
Uneven Type and is thus not always available. of my Walls.
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Outside of frame. The drafting of Doors is usually based upon the actual
size of the door as opposed to the frame opening and thus “Inside of
frame" tends to be the default for Imperial and Metric. Be aware,
however, that this is not always the preference in offices (particularly
offices that specialize in commercial architectural) so confirm this before
going too far with your work.

Swing angle - this value field allows you to specify the actual angle of
opening for the door in Plan View; where zero (0) is equivalent to closed
and 90 is equivalent to the standard 90 degree or 50% open used in most
architectural drawings. This is not how doors display as closed in
Isometric Views and open in Plan - see Door Style's display properties for
how to control those unique display settings.

Position along wall - this drop-down list will provide you with the
Offset/Center and Unconstrained options. Offset/Center - will offset
from other objects or Wall Corners by the amount specified under the
Automatic offset value field. When you approach the midpoint of a Wall
Object, this option will automatically center a Door. Unconstrained - will
deactivate the Automatic offset option and allow you to position a Door at
any position within a Wall ( not very desirable if you don't have points to
OSNAP to).

Head height - this value field will only be available if the Vertical Alignment
has been set to Head. Any height specified here will control how a door is
placed in a Wall relative to the top or header position. Too low a value will
push a door below the Wall Base or Plate Line.

Threshold height - this value field will only be available if the Vertical
Alignment has been set to Threshold. Any height specified here will control
how a door is placed in a Wall relative to the base, threshold or sill of a Door.

Rotation - this value field is only available when Modifying an existing Door
Object.

Note: Most of the settings on this Palette will become the default for all other
Doors being Added so you may want to be careful about such settings as
Measure to, Swing angle, Vertical alignment and Heights.

Placing Doors in Walls

When Adding Door Objects to Wall Objects, you must first Select the
Wall to Anchor the Door to. If you use the right-mouse button or
<Enter> key on your keyboard to register an extra "enter", the Door will
not be anchored to any Wall and will basically be a free-floating Block.
"Free-floating" a Door may be useful when creating such things as garden
or security gates.

Once a Door Object has been Anchored to a Selected Wall, you can Slide
the Door back and forth over the Wall until you decide where you want to
place it in the Wall. By reading the automatic temporary dimensions, you
should be able to get a good sense of where the door will be cutting the
wall. By picking with your left-mouse button, you will place the door
and finish the work. Recall that the Door Properties Palette offers the
Automatic Offset value to help place Doors more accurately and with less
effort.

lllustrated to the right | show how ADT will present you with three
automatic temporary dimensions when Adding a Door to a Wall. By using
the Tab key on your keyboard, you can toggle between the right and left
dimension. If you begin to type a number on your keyboard, you will see
a rectangular pop-up value field in which you can now specify a desired
dimension even if it is something other than the default offset value.

4 Windows

POP-UP VALUE
FIELD ACTIVATED
BY TYPING

BI_DII

SELECT WALL TO
4 AncHOR DOOR TO.

WHEN PLACING ADOOR IN AWALL, YOU
CAN ACCEPT THE DEFAULT OFFSET OR

HIT THE TAB KEY TO TOGGLE BETWEEN
THE RIGHT OR LEFT SIDE DIMENSION AND
SIMPLY TYPE IN A DESIRED VALUE.

Note:

With tight tolerances on door locations, | find it easiest to simply place the door
near the location where | want it and then carefully Move it later. You may find
that Doors sometimes "pop" over to adjacent Walls. For the worst case
situations, you may want to use the Anchor option under the Location
Category of the Modify Door Properties Palette.
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Alt.Menu Design> Windows> Add Window...

] EEET—
L ABD 3 %200 JEnm G|

Keyboard WindowAdd

Select Wall, right-click, select Insert > and cascade over to
Window...

Adding Skylights - for information on something that does not
really work at this time.

Mouse

Links

As discussed under Doors - Windows - Openings Pull-down Menus,
you can Add Windows through several different techniques in Architectural
Desktop but most of these bring up the same Windows Properties Palette
(illustrated to the right).

The Window Properties Palette has is almost identical to the Door
Properties Palette. Read Section 3 - Doors for the full discussion of all
the options and settings on this Palette. Below | discuss some of the
options and settings that are a little different for Window than Doors.

Rise - this value field controls the height of Windows Styles with an Arch
or Peak Shape and is thus not always available.

Bottom sash height - this value field controls the height of the lower
portion of Uneven Window Types and is thus not always available.

Measure to - this drop-down list offers two settings: Inside of frame and
Outside of frame. The drafting of Windows is usually based upon the
actual size of the window unit as opposed to the glazing component and
thus "Outside of frame" tends to be the default for Imperial and Metric.
Be aware, however, that this is not always the preference in offices.

Opening (percent) - shows the Window in open, partial open, closed or
anywhere in between modes if the Window Style has operable
components. 100 is for full open and 0 is for closed. There is another
feature to Windows that will control how they behave in an elevation, for
example; this is part of a Window's Style's display properties. See also
pull-down menu - Change Opening Percent.

Vertical Alignment - this drop-down list offers the option for placing a
Window in a Wall based upon the Head height or the Sill height. In
residential architecture it is often a standard to measure Windows by their
Head height to assure that they align with the top or header height of
doors.

5 Openings

PROPERTIES

@ 3
e

4% Position alongwal  Offset/Center |
5% Automatic offset 6"

No selection v
c
BASIC 2 -
General ~ &
Description = .|
Style B custom CUSTOM
Dimensions N A Elider
Standard sizes Z-6" X 4'-0" Rise: 10" ... Pi?fliﬁrHc-rizontal
£ Widkh 2-6" | Standard
B Height q-0°
C Rise 10" T
D Bottom sash height 10" E Inside of frame
Measure to Outside of frame h)'j Qutside of frame

Opening percent 0

Location A

Offset/Center

Unconstrained

Vertical alignment  Head .
Head height 70" Threshold
Sill height 3-0
Rotation 0.00
Basic properties
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Alt.Menu Design> Openings> Add Opening...

Keyboard OpeningAdd
Select Wall, right-click, select Insert > and cascade over to

dFZ 32D JEEE @2

Mouse Opening...
Profile - for information on how to convert a Closed Polyline
Links into a Profile Definition that can be used as a Custom Shape

for Openings.

The Opening Object can, at times, be a little enigmatic since it isn't as
sophisticated as a Door or Window yet offers many of the same features.
The primary difference is that there are no Opening Styles since there
really is only one Type of Opening: a hole. This is why you find the
Shape option on the Openings Properties Palette, illustrated right.

Read Section 3 - Doors for the full discussion of all the options and
settings on this Palette. Below | discuss some of the options and settings
that are a little different for Openings than Doors.

Shape - this drop-down list offers numerous predefined geometric shapes
and the option to use "Custom" for any shape that you can draw as a
Closed Polyline and define as a Profile Definition.

Profile - this drop-down list is only available when the Shape has been
set to "Custom”. Profile Definitions can be used to capture Closed
Polyline shapes so they can be used as custom Openings - see Part 25 -
Blocks and Profiles.

Opening Display Properties
Keyboard DisplayProps [Attach]

Mouse  Select Opening, right-click, select Edit Object Display...

Door and Window Display Properties - for the expanded
discussion on this topic.

Part 1 - Display - Object Display Properties Overview - for
more information on how to access the Display Properties of
this Object.

Links

Since the Opening Object has no Styles, you can only make changes to
its Display Properties by working with a Selected Opening Object or by
using the Display Manager. | typically select one, right-click and select

X
‘No selection v |
BASIC
General
Description =
Shape Custom
Profile wacky shape
Dimensions
A Width 3-0"
B Height 7-0"
Location
@ 4% Position along wall Unconstrained
= Vertical alignment il
E Head height 7-0"
§ il height 0"
= Rotation 0.00
[ Basic properties

Design

Rectangular

|

Extended Data

1

Round

Half Round
Quarter Round
Oval

Arch

Trapezoid
Gothic
Isosceles triangle
Right triangle
Peak Pentagon
Octagon

HBXEEDI’I

E—

| wl

Dusplay Propedises | Geneval Properties
Diplay F | Display Propety Scunce | Obwect Ovemas |
i Model Drawang Delondt O
% Plan Drawng Delauk
i PlanHgh Detal Drgwwn Dol
& Plan Low Detad Drawong Delsut
W Plan Soeened Dirawong Defoul
1A Reflected Drawing Delaut
™ Reflecied Screered Drawang Delat
i Sl Plan Drawing Delault
W 58PN Scoeened Dvaweng Dt

| [3] Display Properties (Drawing Default) - Opening Plan Display Representation

YOU CAN the Edit Object Display...

ALSO ACCESS m“"“"n o:’ option from the object

DISPLAY specific pop-up menu since

PROPERTIES fidd Selected this techniques gets to the

BY SELECTING AEC Dimenzion heart of the problem rather

AN OBJECT, B o | auickly.

RIGHT-CLICKING | Edk Door Style...

g:l;" Sgg,m?gse Desslect Al lllustrated to the right | show

POP-UP MENU some of the Display
Properties i

OPTION Representations that come

with the ADT Template Files
and the Display Properties

Display Component isible
Lenath Lines 9
Width Lines @
Cross Line & @

| Cross Line B J
Hatch 9
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for the Plan Display Representation. It's rather fascinating to see just
how far the ADT team has come with options for how to present a simple
thing like an Opening and yet | still can't find the perfect solution. For
me, the main problem is that | don't want the Opening Object to display at
all in my Construction Documents ( except for the hole it makes ) but
since ADT uses objects, we need something there to Select when making
Modifications. So far, what | have come up with is to use the Cross Line
A and Cross Line B Display Components and then set them so they
use Layer "Defpoints” which will never print.

Notice that the Display Properties dialog offers other Tabs for such
options as Hatching, Fill type and Other. lllustrated below right | show
a few of these options in Plan View. Notice also that Openings have a
Sill Plan Display Property for which you can control the lines in Plan for
Sills; much like you can for Doors and Windows.

6Modifying Doors, Windows and Openings

Copying and Moving Doors across Wall Cleanup Groups

Alt.Menu Design> Walls> Cleanup Group Definitions...
walls &)
54 P
i @ w | e F

Keyboard Wall <enter> CL

. Wall Cleanup Group Definitions - for more information on
Links n p . B
this subject and how to access this setting.

When you create Wall Cleanup Group Definitions, you should find that
there is a setting on the Design Rules tab of each Cleanup Group
Definition that will allow or disallow cross pollination of Anchored Objects.
Typically this setting is on by default and you may not notice any problems
when copying Doors, Windows, Openings and Door-Window Assemblies
from one set of Walls to another but this was quite a problem in previous
releases of ADT.

Alt. . .
Design> Doors> Door Properties
Menu
@ | Doms - Windows - O panegs
AR A % 2 N x5 G e ]

]

DEFAULT - LENGTH LINES

CUSTOM - WIDTH LINES

040
000

CUSTOM - CROSS LINES A& B

]
]

CUSTOM -FILLTYPE -CROSS B

6-6 DOORS - WINDOWS - OPENINGS - ASSEMBLIES

[i] Cleanup Group Definition Properties - Standard

Genetal| Design Rules

[] Aliows Wal Cleanup between host and xief drawings

Ahwobiedsmuedhwalshdhaclemgapstobenmedu copeed to walls
in this cleanup group

Lok J[ Concel |[ Hep |
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x
=% Window v %2
] o <l
] = .
Description @
Layer B A-Glaz
Keyboard DoorProps, WindowProps and OpeningProps i B Cosument - ““‘“‘\:“: —
Mouse Double Left Click on an Object to invoke the Properties Standardsizes 267 X 40 Ree V(o
Palette 2 m :3_ 3
Links Object P_roperties - Anchor tat_) - complex objects - for C Rise 1o § ANCHOR
explanation of Anchor tab options. Measure to Outade of F amchier 7 X
Swing angle 45
See Doors, Windows or Openings for full nformation on = | Emenlarndirreraritr e
the Properties Palette o — 2 (- Eemem @
Cuatarce ranar Catarce rr
The primary modification tool for Doors, Windows and Openings is the - Dowuoiapa 51| ™ 8 Hued et et *
Properties Palette, illustrated to the right where you will find most of the Postn e rertee
options and settings for creating these objects. lllustrated to the right | M P o oty o ot s X Pialimc 4 07
show two options that are only available after the object has been Location i e PR (000
Anchored to a Wall: Anchor and Endcaps. Vertical sbgnmert  Head L o Front of casct = | Oex Drey ez
@ Head height T >
E Sl height 3 ] Carcn e
The Anchor dialog box is a fantastic tool for fine-tuning the position of & T Anchor
Doors, Windows and Openings in Walls and though most of these settings E Enccops ENDCAP OVERRIDE
can be done with Grip work live on the Objects, | often find this a more SRR P 0 el Ry
comprehensive tool to reposition these objects. P Bask properties = Conc. Sil
E] Sl Standard
The Endcaps drop-down list is really an Override option that affects the El= Standard(2-Sided) ) )
Wall. If you select another Endcap Style than that assigned within the S Stud-4 GWE-0.625 Each Side (End 1)(2-Sided)
Wall Style, the Override only applies to the specific Object Selected. e Stud-d Rigid-15 Al Brick-d {End 12-Sided)
This means that you can Select one Window or Door, for example, and
assign a different Opening Endcap Style ( which is actually four endcaps -
one for each side of the opening ). This can be a fantastic option or a
nightmare depending upon the use and comprehension of how it creates
an Override.
Using Grips to modify Doors
Doors, Windows and Openings all have similar Grip Controls with similar
Ctrl-key sub-options that can be utilized to achieve some great
modifications.
In the illustration to the right | use a Door example to show the Flip FLIP VERTICALLY FLIP HORIZONTALLY

Controls that will alter the direction a Door will swing. The center Grip
provides the option for Moving the Object with sub-options for Along,
Within and Vertically. The Along option, the default, simply allows you to
drag the Object along the length of the Wall with temporary Dimensions to
assist in accuracy. The Within option allows you to slide the door
perpendicular to the length providing a quick solution for situations where
you don't want the Object centered in the Wall. The Vertically option
allows you to move the Object up and down in the Z-axis and is best done
in Isometric Views for better accuracy and control. The unfortunate
aspect of the Move options is that architects generally know how far they
want the edge or jamb of a Door or Window from another object, like a
Wall and the center Grip does not offer this option (see discussion on
Reposition Along Wall below).

The two Edge Grips allow you to resize a Door, Window or Opening
simply by Stretching. Illustrated lower right | show that by hitting the Ctrl
key after picking one of these Edge Grips, you can actually see all of the
predefined Width Values as set under the Standard Sizes tab on the
Object Style Properties dialog.

[ PR S [ N T

I

4

el

| Location

Press Ctrl to cycle between
- Move along
- Maove within
- Move vertically

General | Dimensions | Design Rules | Standard Sizes |

Standad Sizes

Descriplion F-Widgh | G-H
¢ g——— 16 G
| | I 2 146" 810"
| | 3 18" 7o
- 16" 80"
o bl 1" 68"
i 1. D 18" 6-10"
T 71 L
Set width to standard size e L
Long gray marks - Current height is standard 1," U, 5,'3 =
Short red marks - Current height is non-standard :: g. g
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REPUSILUUITL ALUTIY vvall

Keyboard RepositionAlong

Mouse Select Object, right click, select Reposition Along Wall
Links

Because the center Grip control, discussed above, is actually a rather poor
option for positioning Doors, Windows and Openings (unless you work with
centerline positions), | decided to show a better solution.

Illustrated to the right | show how you can use the Reposition Along
Wall tool to quickly set the distance from another point in space that you
want a Door, Window or Opening located from. The unique red-line
marker will pop up and allow you to choose one of three position points:
right edge, center or left edge. Depending upon how you have your
Measure To setting when creating Doors, Windows and Openings, the
red-line marker may position itself on the inside or outside of Jambs.

Once you have picked the position you want to "reposition” your Door,
Window or Opening at, you simply OSNAP to another point in space that
you want to measure off of (from ). The final step is to type the actual
distance you want between the 1st point and the 2nd point and viola, the
move is complete and accurate.

Note:
For Doors, you may need to consider the Width of the Frame and add that
to your From distance so the rough opening comes out as desired.

T —_— REPOSITION ALONG WALL
TO SET ORIGIN FOR uo:?-

1

| | -

OSNAF TO REFERENCE ; 4 2

POINT TO MEASURE FROM \—1__\ |
TYPE VALUE FOR — 3
DISTANCE TO REFERENCE 3qlL v
PONT FROM STEP 2 L3 \

DONE 4 ﬁ

7 Door and Window Style Properties

Alt.Menu Design> Doors> Door Styles...
[Doos - Windowes - Opanegs O]
dF@ ﬂ).‘éi‘ll‘&..fl#iﬂiﬂ}-.'é'
Keyboard DoorStyle
Alt.Menu Design> Window> Window Styles...
= T T S
r#l ABE A#Z D0 IEDR |

Keyboard WindowStyle
Links Doors, Windows & Assemblies Style Loading

Object Style Management

For Door and Window Objects, you can use the Style Manager to load,
modify, delete and create new Door and Window Styles. The process for
working with Door and Window Styles is almost identical so | will cover
both in the following discussion.

Though you can easily create New Door and Window Styles from Scratch
using the New button, you may want to use the Copy/Paste technique
instead because it is far easier to Modify Settings of an existing Object
Style than it is to create one from Scratch. In some cases, you may even
miss specific settings that can come back to haunt you much farther down
the road on a project - things like Display Representations or Data for
Schedules.

Illustrated to the right, | show the process of creating a New Door Style
(from scratch) that | have Named "Custom Entry Door". By double-
clicking on this new style, | show that | have also activated the Door
Style Properties dialog box where all of the custom settings can be
made for the size, shape and look of this particular object style.

7-6 DOORS - WINDOWS - OPENINGS - ASSEMBLIES

Dk Be d@ A BT
# B Door Styles {Imperiaf).dwg ~
= &P doors.deg

= (] Architectural Objects
= [ Door Syles
[ -Cuntem Entry Door
| 1 Bl - Dot [
[ JDoot Styte Propeciset - .Custom Entry Dosi
Ganedl | Dimernions | Dewign Findes | Standad Sices | Matesials | Classfications | Display Propesties
Harme EdR Property Set Data »
Cusshiom E sy Do
Ecit the proparty wet data for the style:
Descihen Add Property Sets X
Paopoved Custom Entry Dooe _
- # [l DocrStyes Select A1
W Iyl FramaStvins
¥ 5 MarutacturerStyes . sered
¥
[
[ Notes ] me ] o Carcel Help
&l [ ok J[ cwen |[ neo ]I’

On the General Tab of the Door Style Properties dialog, you will find a
place to modify the Name, add a Description, add Notes... and Property
Sets... If you intend to use the Schedule Tags and Schedule Objects in ADT,
you must use the Property Sets... button to Add the appropriate Property
Data. For Doors, the minimum would be the DoorStyles Property Data Set
and for Windows, the minimum would be the WindowStyle Property Data Set.
Other Data can be added for expanded Schedules or additional Schedule
Styles and you can even create new Data Sets but let's put that topic off to
Part 18 - Schedules.
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On the Dimensions tab of the Door or Window Style Properties dialog
box, you can input "real world" Frame, Stop and Door Thickness
dimensions.

For designers in a rush, using the Auto-Adjust to Width of Wall
checkbox can save a lot of time and is a setting that can always be
unchecked later once specifications have been collected.

You can set values to zero and you can even set the Frame Width to
negative values for unique results. If you don't want Frames at any time,
setting them to a Width of zero is acceptable but the other components
can actually be turned off under the Display Properties tab ( see
discussion farther down ).

The Design Rules tab of the Door or Window Style Properties dialog box,
holds the secret to creating a variety of Door Types and Custom
Shapes.

To create a basic Door or Window shape, use the Predefined pull-down
list in the Shape category. This list will provide you with some common
shapes such as Rectangular, Half Round, Arch and so forth.

To create a more unique Door or Window shape, use the Use Profile
drop-down list to select a Profile. Profiles are Pline outlines that have
been saved as Profile Definitions within the Style Manager Window. To
learn more about creating a custom Door or Window Shape, see
Customizing and Tricks below.

The Door Type or Window Type list provides a fixed list of common
types to base your design on. If you need another Type that is not listed
here, like a Dutch Door, you may have to be incredibly inventive with other
Objects. Some are finding that they can use a Door-Window Assembly to
create things like Dutch Doors ( one in the top cell and one in the bottom )
but though this may look great in Plan or 3D, you may not like what the
Schedules pick up.

The Standard Sizes tab of the Door or Window Style Properties dialog
box uses an Excel-like spread sheet to store preset sizes for quick access
on the Size drop-down list of the Properties Palette. This part of a design
is not required since you can input sizes on the Properties Palette when
Adding them, but it can be helpful if working in Metric or if using odd
(fractional) numbers that take too long to type.

The values input here can also be used when Modifying Doors and
Windows using the Grips - see Using Grips to Modify Doors.

Rise - available for Styles that have pitched or peak Shapes.

Leaf - available for Types that use Uneven pairs.

|_'._|[.lumr Style Properties - .Custom Entry Door

| Genesal| Dimensions | Design Rules | Standard Sizes | o
Fiame
A - Width
B - Depth

'._| Door Style Properties . .Custom Entry Door

] Auto-Adpust to Width of Wall

7
5

0K [ Cocet [ Hew |

| Genesal | Dimensions | Design Rulss | Standard Sizes | Materials | Classifications | Display Propertes |

Shape Door Typs
® Predefned | Rectangulsr v S A
O Use Profil= Sngie-Dhung
guﬂeﬂmw
Rectangular Unaven
Half Found ﬂmgm
reven Opposing
Quarter Round ot
Bitoid Double
Duﬂe.Po:_ket v
& [ ok ) cocdl |[ Hep |
]I]Dw: Style Properties - ,Custom Entry Door
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Dezenphon | F-\ihh | G-Height | H-Rise | J-Leat 4
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Style Properties - Materials

Object Style Properties - Materials Overview - for an expanded
step-by-step explanation of Materials

Links

The subject of Materials is one of the most expansive and confusing
topics in Architectural Desktop because it requires a complete
comprehension of the product in order to take full advantage of this
feature; from object styles to display representations. This subject will be
discussed under Part 1 - Display and in the Presentation eGuide.

lllustrated to the right | show that Doors and Windows will offer a
predefined list of Components and that the Material Definition Names
will all be set to "Standard" when you create a Style from scratch. If you
have imported any of the Architectural Desktop Doors or Windows from
the Object Style Library, you should find that you will be able to use the
Material Definitions that come with those objects - as illustrated to the
right.

Though you are not required to use Material Definitions in Architectural
Desktop, you are likely to find it difficult to avoid using them since most of
the predefined Styles use them. Materials have thrown a monkey-wrench
into the whole Display System because they can actually take over control
of how your linework appears in Plan View for Construction Documents (
discussed below under Display Properties ). The best thing to do when
learning about Material Definitions is to match how most of the predefined
Door and Window Styles have been configured; i.e., reverse engineer the
ADT Styles.

Links

Object Style Properties - Classifications Overview - for an
expanded step-by-step explanation of Classifications

The subject of Classifications is thankfully no where near as complicated
as that of Materials so the only real question you will need to consider is if
you need to use them. Classifications offer another way to separate
Object Styles into categories that can be used in Schedules and even in
Display Representation Sets (as "Show" or "Hide" ).

Illustrated to the right | show that | have one Classification Definition (
see Format pull-down menu) with a list of Classification Names or
Types. Generally you will not have any options on this Tab but if you
have created at least one Classification Style that has been set to "Apply
To" Door or Window Object Styles, you will be able to use it here. The
range of use is really up to your imagination but it is fairly obvious that
Classifications can be quite handy in Schedules. This topic will be
discussed further under Part 18 - Schedules. You can also read a bit
more about how to create Classification Definitions in Part 1 - Display.

'l'l .][’OI'H Style Properties - .Custom Entry Deor

Gereral | Dimensions | Desn Rules | Standwd Sizes | Malenahi | Classiicanons | Diplay Propamies

Cosmgarant | Mol Detraton | &
Frame Doors &'Windows Metal Doors & Frames Alumnus
Stop Doors L Windows Metal Doces § Frame: Alussrues t
Fanel Doors & Windows Wood Doors Ash
Glas
Murira
(Doors & Windows Metsl Doors & Frames Stesl Galvanzed
(Doces & Windows Wood Doors Ash
Farmihes Metal Frameng Syshems Fumng
Fruthas Plaster snd Gypum Bosed Gyprue Walkosd Parted Whis
Matordy Ui Masordy (MU Stistcher Rurnng
Standard
< >

| General | Dimensions | Design Rules | Standard Sizes | Materials | Classifications | Display Properties|

& -_—= R T

T| Door Style Properties - .Custom Entry Door

Classifcation Defirtion | Classification | |
Status
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. Object Style Display Properties Overview - for the full story on
Links = -
Display Properties for Style
Object Display Property Overrides - Object and Style Based - for an
explanation of the differences between using Display Properties via
the Styles versus the Edit Object Display... option.

The Display Properties tab of the Door or Window Style Properties
dialog box, illustrated right, provides access to some of the most powerful
options for these two objects. This is where the Door or Window is
configured to look different in different Views and different plans. It is
also where you can add amazing customized features such as hardware,
awnings, stained glass and so forth.

YOU CAN lllustrated to the left, is
ALSO ACCESS m‘“"::: . another way to access the
DISPLAY Display Properties tab;
PROPERTIES Mm“ select the specific object,
BY SELECTING A Diwrston right click on your mouse to
AN OBJECT, Edit Object Display. .. invoke the object-specific
RIGHT-CLICKING Ed# Docr Style... pop-up menu and select Edit
ON YOUR MOUSE Object Display... Just be
AND USE THIS i aware that when you use this
POP-UP MENU Properties approach, you can actually
OPTION set an Object Override as

opposed to a Style Override.
Object Overrides can be extremely useful because they allow you to add
things like Sills or Thresholds to any object within a Style Family but they
can also be problematic because they lock you out from more centralized,
Style level, controls.

Display Properties (Drawing Default)

Layer/Cokor/Linelypa | Othet | Frame Display | Doors and Windows have an
Custom Block Display amazing and almost
[7] Disabie Custom Blocks unfathomable amount of
options under the category of
Display Properties so it is

basically impossible for me
to cover everything you can
do. The good news is that
there is a lot of redundancy

(] Respoct Cut Plans of Cantainar Object whan Anchosed in this matrix so once you get

[ Stiaght Sveng the general concepts down

(] Ovenide Open Pescent you can expand upon that
knowledge to master the

7] Dvaws parvel ot & sigle e greater body of options. To

be perfectly forthright, | don't

Layee/Cokon/Lnehype | Other | Frame Display | .
use most of the options here

T A since it takes way too much
Lo time to tinker with it all when
Ostond | have more pressing
A (®)UShaped demands to get Construction
-"I:L Documents out the door.
3T K T
= A-Eercen = lllustrated to the right | show
B+ Ewension r the Layer/ Color/ Linetype
tab on the Display

Properties dialog for the
Plan High Detail Display Representation of a Door Style. You may
notice that the number of Display Components for the Plan High Detail
and Plan Display Representations are exactly the same and this reiterates
some of that redundancy | alluded to earlier. However, you should notice
that the Plan High Detail Display Representation does offer an extra Tab
for Frame Display and more options on the Other Tab so there are
differences that explain why this Display Representation was created.

i'ld'i Door Style Properties - .Custom Entry Door

| Genesal | Dimensions | Design Rules | Standard Sizes | Materials | Classiications | Display Propetties |
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(il Display Properties (Drawing Default) - Door Plan High Detail Display Representation
Layer/Coloelrwlype | Other | Frame Dinplay
Disglay Comgonest Vibls | ByMaeisl Layer Coke | Lieype  Lnewsght UScas  PtShie
Dioor Panel v = o WEVELOCK. Byfiock Bpllock 10000 Bk
Frarme v O o WEVBLOCK Byflock Byl 1.0000 ByBiock
| 0 o MEVBLOCK Byftock Byt 1.0000 Byfiock
g o 0 Byliiock 1.0000 ByBlock
Directon & 0 WEYBLOCK Byftock  Byblock 1 0000 Byflock
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Sy Abave (it Plare o 0 HIDDENZ 025mm 10000 Tt
Diocr Paned Below Cut Plane g ] WEVELOCK Byfiock  Byflock 10000 Byfiock.
Frarne Below Cud Plane § & o W EYELOCK Byliock 1.0000 Bylitock
Stop Below Cut Plarne o 0 WEBLOCK Byflock  Byblock 10000 Byblock
Swarg Bakow Cud Plare v o 0 WEVBLOCK Byflock  Byblock 10000 Byliock L
1

| Display Component Visible By Material Layer Color Lir

Door Panel e O 0 M EYELOCK EwB

__ Frame ® d 1] M BYBLOCK ByB
~ Stop ] O 1] M BYBLOCK ByB
RO = o—— Wl red ByB

| Direction @ O i} WEYELOCK BB
Dooar Panel Abave Cut Plane ®] O 0 o3 HID
Frame Above Cut Flane @ O 0 o3t HID
Stop &bove Cut Plane @ O 0 o= HID
Swing Above Cut Plane ] O 0 o3 HID
Door Panel Below Cut Plane ] O 0 W EBYBLOCK ByB
Frame Below Cut Plane " O 0 W BYELOCK ByE
Stop Below Cut Plane @ O 0 M EYELOCK ByB

| Swing Below Cut Plane g O 0 W EYBLOCK ByB

In the illustration above | also show that | have changed the Color for the
Swing Display Component of my example Door Style. Since | have not
Attached a Style Override for the Display Representation of this Door Style,
whatever changes | make here will also affect all other Door Styles that don't
have any Style Overrides for this particular Display Representation. That
means that since | am setting my Swing Display Component to Red, | should
find that all Swings are now Red when | set my Display Configuration to "High
Detail". | have provided this simple example so you can start with something
equally basic before proceeding on to more elaborate and sophisticated
settings.

8Door and Window Display Properties

8-6 DOORS - WINDOWS - OPENINGS - ASSEMBLIES
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Door and Window Display Property Overview

When it comes to the
Display Properties of
Doors and Windows,
there's practically no limit to
what and how you want
information presented. If
your desire is to create Doors
and Windows that are
completely out of this world,
you can Attach your own
Blocks to replace or expand
the existing default linework
for these objects.

In this section | will cover
some of the primary options
within the Display Properties
for these two Objects that | think may be of significant importance to your
mastery of this product. For me, though | realize there are a lot of cool
things that you can do here, my emphasis is always on the things that pay
the bills so | will focus on Plans and Elevations.

Illustrated to the right | show three different Views of the same Wall,
Window and Doors. In Plan View with the Medium Detail Display
Configuration active, | show that | have used an Override on the Open
Percent for an Arched Double Casement Window, Added Sills to both
sides and increased the lineweight of the Frames. In Elevation View, |
show that | have Added Muntins with the Parametric Muntin Builder and
in a Perspective View, | show that | have set Materials for each of the
items set in the Elevation.

Doors_and_Windows in Plan

Menu Format> Display Manager...

g Do

Keyboard DisplayManager
Keyboard DisplayProps [Attach]
Select Object, right-click, select Edit Door Style... or Edit

Mouse Window Style... or Edit Object Display...
Part 1 - Display - Object Display Properties Overview - for
Links more information on how to access the Display Properties of
this Object.
Frame In my opinion, the Plan View for
. Doors and Windows is the most
A - Wickh: a8 important one to focus on since that is
the primary display we use to
B - Depth: 5" P 1y CISpay

communicate information to planning
departments, builders and so forth.
Since Doors and Windows are
Anchored to Walls, the Wall Object

Auto-Adiust to Width of Wall

Stop and Style also becomes integral to
C - Width: 59" the subject of getting proper Display
' Properties in 2D Plan View.
D - Depth: 2"
There are quite a few different places
. - i % that you can adjust settings that affect
E-Dear Thcness ik the display of Doors and Windows so
: . m you might want to make sure you are
Gloss Thickness: calm and relaxed before reading the

rest of this sections.

At the most elementary level, you can affect the display of Doors and
Windows through at least one Layer; like A-Door and A-Glaz, for
example. At the Style level you have the physical dimensions for the
various components - see illustration to the left. At the Display
Properties level (accessed either through the Object, Object Style or the

fl

I

T

PLAN

Display Compaonent Visible
Door Panel )
Frame
Stop
Swing
Direction
Door Panel Above Cut Plane
Frame Above Cut Plane
Stop Above Cut Plane
Swing Above Cut Plane
Door Panel Below Cut Plane
Frame Below Cut Plane
Stop Below Cut Plane
Swing Below Cut Plane

7/

DPODHRWP LI
.".J:

f

\

=
2,
=
@

Digplay Component
Frame
Sash
Glass
Frame dbove Cut Plane
Sash Abave Cut Plane
Glass Above Cut Plane
Frame Below Cut Plane
Sash Below Cut Plane
Glass Below Cut Plane

(A A}

DPHOOHOD)

Keep in mind, however, that if you specify zero value Dimensions for
Components they will always hold that value and thus you will not see these
Components in Reflected Ceiling Plans, Elevations, Sections or 3D Views. In
the case of the Frame though, you just can't win with this product so if you
don't want to see it in Plan View, you will need to set the Width Dimension to
zero. You might want to argue this point with me given that the default "Low
Detail" Display Configuration clearly shows another solution, but if you study
this solution you will find that it actually increases the size of the Door and the
Swing ( a potential liability issue ).
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Display Manager ) you have Layer-like controls for the physical
components (yep, once again ) and for Components you may not even
understand - see illustration to the right. And finally, just to make this
really interesting, you have the Wall Object/Style to deal with which has
all of these types of options as well ( we'll look at this wall).

The best way to tackle all of this is to break it down by working with the
Display Configuration you have decided to use for your Construction
Documents. lllustrated to the right | show the default "Medium Detail"
Display Configuration which uses the "Plan" Display Representation for
most Objects. | made Visible a couple of extra Display Components that
you may not find turned on in your file.

The first thing you need to decide on is what you want to see and what
you don't and then begin to make the most logical changes that will
produce those Display results. In the case of the Primary Components for
Doors and Windows, you have Panels, Frames, Stops, Sashes, Swing,
Glass and Direction. Though you can easily make these Components
disappear by turning their Visibility Off under the Display
Representations, you may not like the results. With Frames, for example,
simply turning a Frame Off will not produce a plausible Door because the
space it consumes will still be visible in the Wall - leaving the appearance
of a floating Door. Instead, use the Dimensions Tab on the Door Style
Properties dialog to set the Frame Width to zero (0). You can use this
type of logic on many of the other Components.

Part 1 - Display - Object Display Properties Overview -
for more information on how to access the Display
Properties of this Object.

Links

Windows and Cut Planes - Wall Display Representations
- for more specific tips on dealing with Windows and Cut
Planes.

Generally speaking, you
should find that getting
Doors and Windows to
display as you prefer in
simple design scenarios is
reasonable; especially with
the knowledge of how to
make basic changes as
discussed above. However,
when it comes to working
with Doors and Windows that
don't fall into a "normal”
vertical position ( within the
default "cut-plane" range ),
you may find some
frustrating surprises.

Layes/Colot/Linetype | Other

Custom Block Dieplay

[C] Disable Custom Blocks

[¥] Respect Cut Plane of Container Dbject when Anchored

[[] Overnide Open Percent

lllustrated to the right | show
what will happen to a Door and a Window in Plan View using the
"Medium Detail" Display Configuration. Since the Window is well
above the Wall's Cut Plane it actually disappears so you can't even work
onit. The Door, being well below the Wall's Cut Plane will also disappear
but at least you see two jamb lines. This raises some serious questions,
doesn't it?

In the Illustration to the right | show three examples of some fairly simple
Display Representation Settings that you can work with to alter the
Default Display of these two Objects.

On example 1, | show that you can always deactivate the "Respect Cut
Plane of Container Object When Anchored" setting on the Other Tab
of the Display Properties for Doors and Windows ( and even Openings ).
This keeps the Doors and Windows from ever disappearing because what
you see is their internal cut-plane.

On example 2, | show that instead of deactivating the "Respect Cut
Plane of Container Object When Anchored" setting as per example 1, you
can take advantage of the Above and Below Cut Plane Display

Some Components, like Glass and Stops can be turned Off rather than set to
a zero Dimension and | recommend that you employ this technique wherever
possible because then you will always have the option to turn these
Components On through other Display Representations and Display
Configurations ( like Model for 3D Views ).

Tricks:

You can actually set the Frame Widths to negative values thus pushing them
into the Walls. Some have used this technique to get the best of both worlds
where it look a bit more simple in Plan while offering more detail in 3D. If you
increase the Width to a value a bit more than your Wall Widths, the Frames
can even appear as Trim or Molding.

DEFAULT PLAN
“MEDIUM DETAIL" DISPLAY CONFIGURATION

UNIQUE WALL ———=

[

DEFAULT CUT PLANE —.-f\
1 [
L | I l

RESPECT CUT PLANE OF CONTAINER o= |
OBJECT WHEN ANCHORED - OFF [

\
1
wm

|  Th N | — T
ABOVE AND BELOW CUT PLANE COMPONENTS _—
- ON AND SET TO DASHED LINETYPE '

3 "
= R |
ABOVE AND BELOW CUT PLANE COMPONENTS

- ON AND WALL'S PLAN DISPLAY REPRESENTATION SET TO
“HIDE LINES BELOW OPENINGS ABOVE CUT PLANE"

On example 3, | show that you can use the information from example 1 or 2
and combine it with some changes to the Wall Display Properties. Here, |
activated the "Hide Lines Below Openings Above Cut Plane" setting found
on the Other Tab of a Wall Style's Plan Display Representation Properties.

You can go a bit further and change the Cut Plane Height of the Wall to a
point that cuts through the Door; something in the negative range. This would
make the Plan View of this scenario appear as a normal Wall with a Window
and Door at a normal position.
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Components to turn Components On and alter their appearance to help
indicate that they are above or below.

Both Windows and Doors have unique Display Representation for Sills
and Thresholds so you can add extra linework for these items when you
need to. Unfortunately, there are some limitations and one of the most
disappointing discoveries you may soon find is that both Display
Representations are only for Plan View; thus they do not offer anything
for Elevations or 3D Views. One other little irritation | discovered with
these Display Representation is that they don't Trim around Window or
Door Panels so you will see a line running right through these objects
when they are Open in Plan View ( this is something | can live with but it
is a little irritating).

Illustrated to the right | show an example Window Style Properties
dialog box where | have used the Style Override option to set the Sill
Plan Display Properties for the current Window Style. The reason | have
chosen to use an Override is that | don't want to use the same Sill Display
Properties for all of my Window Styles. By using the Override at the Style
Level, you can control how the Sill Display Properties will appear for the
current Style only rather than suddenly discovering that all of your
Windows have Sills.

* Theeshold Plan ~ Door Siyle Ovesride - Hinge_ v On the Display Properties
Theeshald Dimensions dialog, also illustrated to
A-Extenson the right, | show that | have

[ turned on both Sill A and
8 - Degth

) Sill B and set the
- Dimensions for these Sills
C - Extension on the Other Tab using the

" Extension and Depth value
D -Degth fields (as illustrated ).
1l

.For Door Styles, you will
find all of the same options and settings under the Threshold Plan
Display Representation - see illustration, left.

E Window Style Properties - Casement - Doulie Arched ?(
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Doors and Windows in Model and Elevation

As discussed above, | feel that the Plan View is the most important area
to focus on for Display Properties but once you begin to take advantage of
Architectural Desktop's Elevations, Sections and 3D Views you will want
to explore the Elevation and Model Display Representations to add
things like Muntins.

Illustrated to the right | show the Display Properties tab for a Window
Style that | am in the process of Adding Muntins to. You may notice that
on the Window Style Properties dialog, | have used Style Overrides for
both the Elevation and Model Display Representations and this is because
I want Muntins for both Views. [f you don't imply the Style Override, you
will end up with the same Muntins on all Window Styles.

On the Display Properties dialog, accessed by checking the Override
checkbox or by Modifying one of the Display Representations, | show that
there are new Display Components for each Muntin | have Added on
the Muntins Tab. This will allow you to control the Material, Color,
Lineweight and so forth for the Muntins ( a great option).

On the Muntins tab of the Display Properties dialog, illustrated lower
right, | show that | have used Add... button to add two "Muntin Blocks".
The reason | show two of these is to illustrate how you might create a Top
Muntin Pattern that is different than the Bottom Muntin Patterin in a
Double Hung Window Style, for example.

If you have one design or set of settings in mind for the Elevation Display
Representation that will be different than the Model Display
Representation, then you will need to repeat all of these steps for the
other Display Representation - as | have shown here. Otherwise, you may
be able to take advantage of the "Automatically Apply to Other Display
Representations..." option at the bottom of the Muntins tab.

Doors_and_Windows - Parametric Muntins - Patterns

After selecting the Add... button on the Muntins Tab for Window or Door
Styles, you will be taken to the Muntins Block dialog box illustrated to
the right. This tool is termed a "parametric tool" because it's settings
automatically adjust to whatever sizes you specify when creating the
objects; e.g., if you specify 3 Muntins, you will always get just 3 Muntins
of equal spacing.

lllustrated to the right, | show that | have specified a unique Name so that
| can figure out which one to Edit in the future ( if I have more than one,
this can be really helpful). | also show that | have chosen to use the Top
Window Pane to set a Sunburst Light Pattern that will be part of my Half
round fixed Window Style. The fact that you don't see the Rectangular
bottom portion of this Window Style appears to be a bug in the software
since this was not a problem in previous releases. When you Add..
another Muntin Block for the bottom portion of this Window Style, it will
continue to show the Arched Top so you'll have to pretend it is a
rectangular shape. The final outcome will be okay.

The trick to getting all of the options illustrated to the right has to do with
using a Window Type and Window Shape that allows you to use these
options. The Window Style illustrated to the right is the Picture Half
Round - which is a Picture Type with a Half Round Shape. You can thus
mix and match several Types and Shapes. When you Modify the Display
Properties for a custom Window Shape, such as this one, you will most
likely need to use an Override because the default "Standard" Window
Style is set to be a Rectangular Window Shape with Display Properties to
match; i.e., no options for a Hub, etc.
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[+] Ausoenaticaly Apply to Other Display Represartations and Obct Ovemdes

Automatically Apply to Other Display Representations - this option will
display on the Muntins tab when no Override is being used. If you are unsure
about the effects of this option, uncheck it before Adding and you will see a
dialog with a list of other Display Representations that you can Apply to later.
The concept is relatively simple: you use this option when you want the
Muntins you create under the Elevation or Model Display Representation to be
added to the other Display Representations that should also display the same
Muntin Layout. Be aware that this option does not always produce the results
you wish if you are using Overrides.

Automatically Apply to Other Display Representations and Object
Overrides - this option will display on the Muntins tab when using an
Override. It works as described above but with the added bonus of catching
Objects that have Overrides at the Object Level instead of the Style Level.

[ ] Muntins Block

o s A H30wd XX o8, r ¢
Window Pane L
®Tep ) Othee
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(] Corvvest to Body Diamaond
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Lo = |Praiie - 9 Lights
Lights Wide: 2 % |Prairie - 12 Lights
Spokes 3 o
Hub
Styber Open -
Radut ¢
Lights

Pattern - a drop-down list offering different muntin patterns and varies
dramatically depending on what Window or Door Style you are working with; a
"Picture Half Round" Style, shown below above, has many options. A
standard double-hung window will only offer Rectangular and Diamond muntin
patterns.
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Name - automatically generated but you can type in your own and | highly
recommend that you do when using multiples.

Window Pane - Top will automatically set you to the top pane in a multi-
paned window ( like the top in a double-hung window ).

Other will allow you to specify what Pane you want; where All gets all
panes and Single allows you to manually go to the specific pane number
you want ( in a double hung case, choosing number 2 would be equal to
using the Top option ).

Muntin - Width and Depth of the muntins themselves.

Clean Up Joints - creates a traditional architectural graphic look where
the muntin intersections don't show any crossing lines; a clean look that |
use but it's not reality - the other option is worse where all lines cross -
hmmm, where's the next option as with Assemblies and Curtain walls?
Convert to Body - creates a 3-dimensional version of the muntins and
adds detail to 3D Views. This is a great option but can put a heavy load
on system resources and should thus be used sparingly and only when
needed; i.e., it's not need in 2D Elevations and Sections.

Window Pane For the bottom portion of the
Half round Picture Style
OTop ® Other discussed above and for

O al numerous other Window and

. 1 Door Styles that have
© Singe / 2 ¥ | multiple Window Panes,
)/ you can continue to Add... as

many Muntin Blocks as you
need for each Pane.

2 lllustrated to the left | show
MUNTIN that | have used two Muntin
BLOCK 2  pjgcks to create two
different Muntin Patterns;
one for the Top and one for
the Bottom of an example
Double Hung Window Style.
To specify which Pane you
1 want to set the current
Pattern for, use the Other
radio button and set the
Single Pane number to
match the Preview area.
Once you add Muntins, you
will instantly see which Pane you are affecting.

MUNTIN
BLOCK 1

lllustrated to the right | show that | have used the All radio button for the
Glass Component of an example Double Glazed Door Style to set the
same Retangular Lights Pattern for both Panes.

Lights High - divides the selected Pane(s) into equal vertical numbers.
Lights Wide - divides the selected Pane(s) into equal horizontal numbers.
Spokes - divides a Style with an Arched top into equal polar numbers.

Hub

Style - a drop-down list offering either Open or Closed hub designs where
Spokes are used. Closed simply fills the inner hub with a solid form and no
glazing.

Radius - a value field that allows you to specify the Hub radius and
consequent vertical lights.

Starburst / Sunburst / Gothic - Window Types:
Awning, Single Hopper, Single Transom, Vertical Pivot, Horizontal Pivot,
Double Hung, Glider, Single Hung, Single Casement and Picture.

Starburst / Sunburst - Window Shapes:
Round, Half Round and Quarter Round.

Gothic - Window Shapes:
Round, Half Round, Gothic, Peak Pentagon and Arch.

Note: You may find that while you are making changes, your graphics card
stops delivering real-time changes in the preview area. To fix this problem, OK
out of this dialog box and simply use the Edit... button to return. If the
problem persists, OK back out further and return.

'y | Munitins Block
Ny Doubile Doorns 5
Glass Compormnt
(O]
O Singe
Shape:
Maurtn
Wit e
Deepthc v
[] Clean Up Jonts
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Laghts
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If you want to keep one Door or Window Style but have independent control
over Muntin arrangements, you can use the Edit Display Props... object-
specific pop-up menu choice and use Object Overrides to work on individual
Window or Door Display Properties. The drawback to this technique is that
rapid style changes cannot be achieved from a central Style change; instead,
you will have to track down every door or window you modified uniquely and
change their individual Display Properties. It's best to create individual Styles
for each Muntin layout.
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Doors and Windows - Other Tab

Part X - Appendix - to download door knob block to

Links follow this example

The Other Tab on the Display Properties dialog box, illustrated to the
right, is primarily designed to manage the attachment of unique Blocks
for items that are not available for Doors, Windows and Openings. On
this tab you will also find the option to Override the Open Percent and,
for Doors, the option to display Swings as Straight lines.

Illustrated to the right | show that | have used the Add... button to attach
a custom Block of a Door Knob. | have Added it twice because | wanted
one on each side of the Door Panel.

Custom Blocks provide you with the option to add components to an
ADT Object that isn't part of it's original design. In this example | am
illustrating how to Add... door knobs but you can add just about anything
you can think of. | have added two of the same because | want one door
knob for each side of my door.

Straight Swing - a graphic swing line that is straight rather than arched.

Override Open Percent - a check box that allows you to control the
percentage of the Door's Swing; zero ( 0" ) is closed and 100 percent is
180 degrees open. This is obviously necessary in cases where two
adjacent doors need to be shown clearly and not overlapping or in cases
where you need to show two-way swing doors.

Display Properties - Other - Custom Block

Once you pick on the Add... button on the Other tab of a Door Style's
Entity Properties dialog box, you should see a large Custom Block
dialog box as illustrated to the right.

In the illustration to the right, | have attached the same 2D
"door_knob_plan" block that | created with the Block command. The
insertion point was at the back center but you can choose just about any
insertion point because the Custom Block dialog box provides Insertion
Point and Insertion Offset setting options to allow you to massage your
custom block to a point right where you want it.

Scale to Fit - these check box options provide controls to match
component proportions of a door so that you can use the Custom Block in
a fashion that is similar to parametrics. this may work well with
ornamental designs, glazing and similar dynamic forms but it doesn't work
with hardware that needs to stay a fixed size and shape.

Mirror In - these check boxes allow you to flip a block to match how you
want it to appear with respect to the Door. These options become very
valuable when you want to use on block, such as a door know, for each
side of the same door.

Insertion Point and Insertion Offset values allow you to position your
custom block base upon its insertion point.

(2] Door Style Properties - .custom entry door X
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Frame Component Outside relates to the outer portion of you Door for the
block attachment and position while Inside relates to any internal components
such as a window or vent.

There are a number of problems with this technique, the worst one being that
the object you attach and painstakingly locate does not rotate with a Door's
Open Percent value so you can end up with door knobs in space if you choose
to close it.

Note: You may find that while you are making changes, your graphics card
stops delivering real-time changes in the preview area. To fix this problem, OK
out of this dialog box and simply use the Edit... button to return. If the
problem still exists, OK back out further and return.

9 Door/Window Assemblies

9-6 DOORS - WINDOWS - OPENINGS - ASSEMBLIES
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Design> Door/Window Assemblies> Add Door/Window
Assembly...

Alt.Menu

[Dos - Windows - Oponegs 5
it dFZ u;zmh':rxﬁmm'

Keyboard DoorWinAssemblyAdd

Doors, Windows & Assemblies Style Loading - for information
on where to load Door/Window Assembly Styles.

Links

Door and Window Assemblies are basically mathematical grids within
which you can associate other Objects like Doors and Windows to create a
composite assembly of parts. These "Assemblies" are a derivative of the
Curtain Wall Style but have been designed to Anchor to Wall Objects
much like Doors, Windows and Openings do.

Once you have loaded your Assembly Styles, you can begin to Add

them. On the Add Window Assemblies Properties Palette, use the
Style drop-down list to pick your style. lllustrated to the right | show just a
portion of the predefined Styles that come with ADT.

DIMENSIONS

Length - input the overall out-to-out frame length of your Door/Window
Assembly. Once you have placed your Door/Window Assembly, you can
use the Properties Palette or Grips to modify this value.

Height - depending on the design of the Door/Window Assembly this
typically represents the finished floor to top of frame height so this height
would be greater than a standard Door Height if you expect to insert a
Standard Door into the Assembly; i.e., the height of the Door plus the
frame height, for example.

Rise - is for Assemblies that have a pitched or arched top, much like a
triangle or vault and can be set within the Door/Window Assembly Style;
see Defaults tab - option 'C'

Start and End Miter Angles - angle settings
for these two value fields only affect the top
and bottom frame. Since you cannot create
perfectly mitered corners within Walls using
any of the default Door/Window Assembly
Styles, this option is a bit misleading -
especially the little graphic on this Palette.
Comment: all link to miter discussion
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El y
LOCATION

Position Along the Wall - this drop-down list offers the same two choices
found for Doors, Windows and Openings. | find that using the Offset/Center
with a well chosen Automatic Offset value works best. If you use the
Unconstrained option, you can still come back with the Anchor dialog box an
set a highly accurate position value.

Automatic Offset - this value field is only available when you use the
Offset/Center option for Position along the Wall. Setting a value here will
allow you to position your Door/Window Assembly at Center-points within Wall
Objects or the specified Offset distance from Wall Ends, Wall Intersections or
other Openings in the current Wall. Working on Curved Walls can prove to be
difficult with this option and you may need to use an arbitrary location at first
and then come back with the Anchor dialog box for more accurate positioning.

Vertical Alignment - this drop-down list offers two options for setting the
vertical height of the Assembly: with respect to the Sill or the Head. Since
Door\Window Assemblies are often placed as Doors, you may want to use the
Sill option.

Head and Sill Height - depending upon the setting made for Vertical
Alignment, you will either have a Head height or Sill height value field to set
your height value for. If you want your Assembly to be placed at the base of a
Wall, for example, you would most likely use the Sill option and set the height
to zero.
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Placing Door/Window Assemblies in Walls

Adding Door and Window Assemblies is very similar to Adding any of the
other opening objects. After Selecting a Wall Object to Anchor your
Assembly to, familiar Dimensional values should appear on your screen as
illustrated to the right. By using the Tab key you can cycle through any of
these temporary dimensions and type a new value as desired. From an
Edge, the Door and Window Assembly us usually measured to the outside
edge of the primary frame or grid as it is referred to in ADT.

Many of the predefined Door/Window Assembly Styles in ADT have a set
of fixed and variable cells that allow you, for example, to Add a double
entry door system with variable length sidelights. These Style can be
designed to function in many different ways so make sure to read up on
Door/Window Styles if you find that the default ones don't produce the
results that you seek.

Should you, for whatever reason, want to use a Door and Window
Assembly without Anchoring it to a Wall Object, you can Release an
Existing one or hit the Enter Key when queried to Select a Wall. There is
no simple solution for mitered corner glazing units. Though you can
Anchor an Assembly to the very end of one Wall Object, you cannot
Anchor both to the out ends at a corner unless you employ a trick like
using different Wall Cleanup Groups.

Menu N.A.

[ ABPD #2000 JBEER Z

Keyboard DoorWinAssemblyConvert
Right-click over Door/Window Assembly Tool, select Apply

Tools Tool Properties To and cascade to Elevation Sketch
Custom Window Assemblies - for a lengthy article with all of
Links the steps for creating a storefront assembly with doors and

sidelights.

For a quick Door and Window Assembly design solution, you can use
regular AutoCAD based Lines, Arcs, Polylines and Circles to "sketch"
out your concept in 2D. The exterior linework will be converted into the
Primary Grid or frame and will represent the exterior dimension while all
interior linework will be converted to Mullions centered on the linework.

Be aware that though this technique is very attractive, there are significant
drawbacks when it comes to modifications. As a Style, you cannot modify
the grid because it becomes a "Custom Grid" but at least you can modify
Panels, Mullion Profiles and so forth. As an Object, however, you can
use Edit-in-Place techniques to modify the Grid and the Mullion Positions
so this is not too bad an option if you don't mind the limitations within the
Style Manager.

Illustrated to the right | show an overview of the process and the tools
involved in converting linework to a Door/Window Assembly Style. After
creating your 2D grid design for the frame and mullions, use the
DoorWinAssemblyConvert command and specify LInework when
queried as follows: "Convert [LInework/LAyoutGrid]:"

You can draw the linework in Plan (Top) View or in the Elevation View
where you need it. The position of the X-axis on the UCS icon will
determine the base unless you select another object as the "baseline".

Select your linework and hit the Enter key ( 1 ). When queried to "Select
baseline or RETURN for default:", hit the Enter key unless you want
the Door/Window Assembly to match the Plane of the linework such as
when converting linework drawn in Elevation View. My preference to draw
in Plan View and Convert to an upright position as illustrated to the right.
When queried to "Erase layout geometry? [Yes/No] <No>:", | find that
it is best to keep the linework around in case | made mistakes.
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Command: DoorWinAssemblyConvert
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After the Conversion takes place, you should see a 3D Door/Window
Assembly Object and the ( 2 ) Properties Palette. The default Style will
be set to Standard until you use the Design Rules pop-up menu option to
cascade over to ( 3 ) "Save to Style..." as illustrated to the right. On the
(4) Save Changes dialog, you will need to use the New... button to
type in a New Name for your custom Door/Window Assembly Style..

Once you have Converted your linework to the Door/Window Assembly
Object, you are automatically put into something similar to an Edit-in-
Place mode indicated by the "Design Rules are on the object..."
reference you will see on the command line. You can modify the
Assembly Object using the pop-up menu options before saving it to a
Style. At any time after making Modifications, you can use the Save to
Style... pop-up menu option to Save the Converted Assembly as a New
Style to be used in Walls.

To use simply Add the New Style as you would other Door/Window
Assembly Styles.

Menu N.A.
" T R —
i ABE #2005 JEEE Z

Keyboard DoorWinAssemblyConvertGrid
Right-click over Door/Window Assembly Tool, select Apply

Tools Tool Properties To and cascade to Layout Grid
Links Convert Linework to Door/Window Assembly

.

B s e BS P

Keyboard LayoutGridAdd
Part 22 Layout Tools - for information on using the Layout

Links

Tools

The DoorWinAssemblyConvertGrid
command is really just a direct path to an
option under the DoorWinAssemblyConvert
command discussed above. Because this
option uses an ADT grid as the template for
conversion, the process and the results are a
lot easier to work with than that of converting
linework. In fact, a Layout Grid translated
directly to the Primary and Secondary Grid
Divisions within the Door/Window Assembly
Style dialog box so, among other things, you can modify the spacing
between Mullions after conversion.

Convert [LInework/LAyoutGrid]: li

Select elevation linework: Specify opposite corner: 9 found

Select elevation linework:

Select baseline or RETURN for default:

Erase layout geometry? [Yes/No] <No>:

Design rules are on the object. Select Save Changes from the context menu to
create a new style.

Convert [LInework/LAyoutGrid]:

DoorWindow Assembly Stybe Mame b4
Mew Name. Custom Glazing Assemibly

oK Cancel

-=f— LAYOUT GRID

The only unusual question you will find when using this tool is the "Primary
Division [Vertical] <Horizontal>:" query. This is simply an option to define a
dominant Mullion direction in cases where you may have one that is
dimensionally larger than the other - see illustration to the left.

Command: DoorWinAssemblyConvertGrid
Select a 2d layout grid:

Erase layout geometry? [Yes/No] <N>:
Primary Division [Vertical] <Horizontal>:

1 OModify Door/Window Assemblies

10-6 DOORS - WINDOWS - OPENINGS - ASSEMBLIES
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Design> Door/Window Assemblies> Door/Window
Assembly Properties

Alt.Menu

Doms - Windew: - O prmegs [=]
77 ABD 3F2 00 JBEE Z

Keyboard DoorWinAssemblyProps or -DoorWinAssemblyModify

Double Left Click on an Object to invoke the Properties

Mouse Palette

Object Properties - Anchor tab - complex objects - for
explanation of Anchor tab options.

Links

See Add Door/Window Assemblies for full information on the
Properties Palette

For most conditions, you should find that the Properties Palette offers
the same list of options as those found when Adding Door and Window
Assemblies. However, once you explore advanced editing features, you
may find new options under the "Advanced" section of the Properties
Palette as illustrated to the right.

For information on the Basic list of features on the Properties Palette, see
Add Door/Window Assemblies Properties Palette above.

LOCATION

Anchor - provides access to the Anchor dialog box which can be used for
fine-tuning the position of Door/Window Assemblies in Walls and though
most of these settings can be done with Grip work live on the Object, |
often find this a more comprehensive tool to reposition this object.

ENDCAPS

Opening Endcap - this drop-down list is really an Override option that
affects the Wall. If you select another Endcap Style than that assigned
within the Wall Style, the Override only applies to the specific Object
Selected. This means that you can Select one Assembly, for example,
and assign a different Opening Endcap Style ( which is actually four
Endcaps - one for each side of the opening ). This can be a fantastic
option or a nightmare depending upon the use and comprehension of how
it creates an Override.
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Elprimary Gria(1) Primary Grid(2)
Diwisions

f Overrides

[ $ PROPERTIES

ADVANCED

These options are only available when the Design Rules are governed by the
Object instead of the Style. By working with the Context (object specific) pop-
up menu, you can use the Design Rules> menu option to toggle between
these two options.

Design Rules - provides access to the Design Rules dialog box which is
basically the tab of the same name from the Door/Window Assembly Style
Properties dialog box. Since this is a type of Override, you are able to work on
the dimensional proportions of a single Door/Window Assembly uniquely while
still keeping other forms of Style control through its Style Settings.

Overrides - provides access to the Overrides dialog box where Edit-in-Place
changes are stored. You can Remove or Change the Override Settings but
you cannot Add them through this dialog box.
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Door and Window Assemblies have four primary Grip Points from which
you can Stretch the Width and Height. As with most other Objects in
ADT, you also have the Location Grip Point with options for Move
along, within and vertically; all cycled through by using the Ctrl key.
The last Grip Point, Edit Grid, activates the Edit-in-Place mode where
you are queried to Select an Edge of the Assembly that represents the
grid-direction that you wish to edit.

When you active the Grid for Editing in Place, you have actually activated
the Division pop-up menu option - see discussion below for information
on this subject and how to set Divisions to Manual control.

USE TAB KEY — =
TO CYCLE THROUGH
DIMENSIONS

g

13
Location

“{Press Ctrl to cycle between:

- Move along
— | - Move within
| - Maove vertically

Links Assembly Style Properties - Overrides tab

One of the more powerful and intuitive ways to work with existing
Door/Window Assemblies is to use the Context or object-specific pop-up
menu. The only problem with working on Assemblies "“in-place" is that
you will eventually need to decide on how those changes are saved. If
you simply make changes such as Cell Merges on an Assembly and don't
do anything else, the changes will only be stored under the Advanced
section of the Properties Palette. If you use the Save to Style... option,
you can push your changes back to the original Assembly Style or create a
new permutation based on your changes.

Design Rules> - use this menu option to toggle between the default
setting of Style based Design Rules and Object based Design Rules.
When you use the "Transfer to Object” menu option, Overrides are
transferred to the Object Level and can be accessed on the Properties
Palette under the Advanced section. You can also use the Design Rules
dialog box to modify all of the Design Rules Style Settings uniquely for
the current Assembly. By using the Save to Style... menu option, you
can Save Object-specific changes back to the original Assembly Style or
to a New... Style based on the current form of the Assembly. You can
also use the "Revert to Style Design Rules" menu option to return to the
default configuration.

Infill> - use these menu options to work with Cell Infills directly on the
Door/Window Assembly Object. By using the Show Markers toggle (
which changes to Hide Markers as per illustration to the right ), you can
activate a square marker for all Cells so you can Select them for Merges
or Assignment Overrides. Merging Cells is another way of eliminating a
Division by uniting two adjacent Cells. The Override Assignment...
option can be used to replace an existing Infill with any other Infill
Definition within the current Assembly Style.

Frame / Mullion> - use these menu options to adjust the profile shape of
Frames and/or Mullions. See discussion and examples below.

Division> - use these menu options to adjust the Horizontal or Vertical
Division Spacing of Mullions. You can also go beyond the basic level of
spacing control to a Manual mode where you can Add, Remove and
randomly space Mullions. See discussion and example below.

Set Miter Angles - use this menu option to let ADT automatically
calculate the Miter Angle between two adjacent Top and Bottom Frame
Elements. See discussion and examples below.

Interference> - use this menu option to use any other ADT Object as an

UL VIEWET .,

Wall Anchor
Reposition Along Wall
Reposition ‘Within Wall

Design Rules

Infill

Frame | Mullion
Division

Set Miter Angles
Interference

Add Profile

Annotate
Keynote

Add Selected
AEC Dimension

Edit Object Display...

Edit Door/Window Assembly Style...

Deselect Al

Properties

-

Part 6 - 23 © Copyright 2001 - 2004 ARCHIdigm

Transfer to Object l

Save to Style...
Revert to Style Design Rules

Merge
Hide Markers
Override Assignment. .,

Add Profile. ..
Edit Profile In Place
Override Assignment...
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Override Assignment...
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Remove




Interference Object that will create a hole in the Assembly.

Add Profile - use this menu option to activate the Add Door/Window
Assembly Profile dialog box to Select a predefined Profile Definition
or to Edit the current Profile "In-Place".

Door/Window Assembly Design Rules - Save to Style

If at some point in the modification process you decide that you want to
Save your Assembly changes back to the original Door/Window Assembly
Style or that you want to Save the changes to a New Door/Window
Assembly Style Name, you can use the Design Rules pop-up menu
option, set the state to "Transfer to Object" and Select "Save to
Style..."

On the Save Changes dialog box, illustrated to the right, you can Select
an Existing Door/Window Style Name to Save to or use the New... button
to create a New Style Name. By using the checkbox options you can
choose which changes to "Transfer" or Save to the Style. The final result
of this work will be a Style that can reproduce the same design when
using the Properties Palette to Add it to Walls. Be aware, however, that
Overrides remain as Overrides even when you save them and you will find
them on the Overrides Tab of the Door/Window Assembly Style dialog
box. In the case of Divisions, for example, this can be a bit irritating since
the grid layout may not actually be configured by the Division Values on
the Design Rules tab but rather by the Override Settings on the Overrides
tab - making it difficult to change and forcing you to always use this Edit-
in-Place technique.

Overall, | prefer to design Door/Window Assemblies Styles directly with
the Style dialog box rather than introduce Overrides but having the
Override option can make difficult situations less time consuming.

Door/Window Assembly Infill menu options

When using the Infill menu option, you should find three options to choose
from: Merge, Show Markers and Override Assignment... The Show
Markers option will change to Hide Markers when the Cell Marks have
been turned on.

Cell Markers are very useful for identifying the Infills and in Selecting
specific Infills for Merging and Overrides. You can change the Color and
Size of Cell Markers on the Display Properties dialog box should you need
to adjust them.

The Merge option will allow you to unite two adjacent cells by removing
the Mullion between them and expanding the Infill of the Cell you select
first.

The Infill Assignment Override dialog box can be used to replace any
existing Infill with any other Infill that is defined within the Infills section of
the Style's Element Definitions Folder. You can also use this dialog box
to Remove any of the four outer Frames or just one Infill and a portion of
the adjoining Frame which can be quite useful when creating openings
that go to the floor.

Save Changes b4

Save Changes to Style:

Custom Window 2 (4 Mewy...

Transfer Merge Operations to Style
Transfer Infill Overrides to Style
Transfer Division Overrides to Style
Transfer Edge Overrides to Style

Transfer Edge Profile Overrides to Style

OK Cancel

SHOW MARKERS

TWO ADJACENT CELLS MERGED

Infill Assignment Override X

@ Modity Infi
Infil Element Defindtions
Custom VWindow Infil bl

Fraune Removed

Ortee CJien
[[Jectiom [Cright

) Remove Infil and Frames

OK Cancel

=[] Element Definitions
[ﬂ]] Divisions
@
Frames
[ rulions

FOUR ADJACENT CELLS MERGED
AND GIVEN A NEW INFILL ASSIGNMENT

Part 6 - 24 © Copyright 2001 - 2004 ARCHIdigm



Door/Window Assembly Frame/Mullion menu options

Profiles - Edit in Place - for more information on working with
Profiles and Editing them in Place

Links

When using the Frame / Mullion menu option, you should find three
options to choose from but the "Edit Profile in Place" option will only
work once a custom Profile has been assigned to a Frame or Mullion.

Illustrated to the right | show the two primary options you can employ to
create custom Frame or Mullion changes.

The Add Frame Profile dialog box can either be used to transform the
existing shape into a profile (Start from scratch...) or be used to Select
an existing Profile Definition Name. For the Apply Profile options, the
"To Shared Frame Element Definition" option will affect all connect
frame or mullion elements while the "As Frame Profile Override" option
will only affect the Selected Frame or Mullion.

The Frame Assignments Override dialog box offers a simple way to
Replace a Selected Frame or Mullion with another as defined within the
Frames section of the Style's Element Definitions Folder. You can also
use this option to Remove a Frame or Mullion.

Note:

One of the easiest and fastest ways to create a custom Frame or Mullion
Profile change is to use the Start from scratch... option on the Add Frame
Profile dialog box. After typing in a Name for this new Profile and setting
the Apply Profile radio button to "As Frame Profile Override", all you have
to do is work with the default profile in the "Edit in Place" mode where
you can Add or Remove Vertex points and employ numerous other tools.

EDIT PROFILE
IN PLACE

Frame Assignment Override

() Modity Frama
Frame Element Defindions:

Customn Frame Base

O Remarve Frame

CUSTOM PROFILE MODIFICATION TO ONE FRAME

Add Frame Profile X
Profile Defirdion —
) v

s

~
Oas Profile Defintion 1
.o custom assembly frame botiom v P

New Profile Name:

Appiy Profile
(O To Shared Frame Element Definition
(®) As Frame Profie Override

[¥] Contiruse Eciting
Pl ustom assembly frame bottom
-+ custom edge
-+ Hinged - Double - Ful Lte
Lo Hnged - Single - Full Lite
22 Newr Frame Profie
.+ Slan from scraich.

NX

v = ] Element Definitions
M oivisions
[ 1nfills

i Mullions

Using Grips to modify Door/Window Assemblies - for a quick way
Links to access similar options and for information on setting Divisions
to Manual Spacing.
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When using the Division menu option, you should find two options to
choose from: Edit in Place and Override Assignment... You can
actually activate the Edit in Place mode directly by Selecting the Edit Grid
Grip Marker.

The Edit in Place mode will query for a grid-edge Selection and then
activates the In-Place Edit tool bar and five
special Grips as illustrated the right. When you
Select a grid-edge, you are also setting the grid-
direction that you want to edit since you cannot
edit both directions at the same time. Once
you see the Grip markers, as illustrated to the right, you can use the
triangular Grips to Stretch or Move Frames and Mullion and the circular
Grips to activate special dialog boxes. All of these Division controls have
one thing in common and that is uniformity based on Rules such as even
increments of distance between Mullions, for example. You cannot use
these tools to set Divisions at Manual Points within the Frame.

The Division Assignment
Override dialog box
provides the option to select
a predefined Grid Division
Definition as set within the
Assembly Style. This option
is useful when working with
permutations of a common
oK Cancel Door/Window Assembly
where you want to control
the overall design through
=[] Element Definitions  one Style but have variations

Y Divisions on the Divisions within it. Be
[ 1rfills aware that the Grid Direction
Frames you Select to Override must
Mullions match the direction of the

Definition or you may find
that you simply lose the whole Grid; i.e., Division Definitions are set to
either Horizontal or Vertical.

Door/Window Assembly Division menu options

R ————— If you have activated the Edit-in-
Basic Modify Tools » | Place mode for a Door and
Clipboard » | Window Assembly, you can right
click to select the Convert To
Object Viewer, .. Manual menu option off of the
- Context pop-up menu as
Convert To Manual illustrated to the left.
Set Miter Angles
Intarference » | By activating the Manual mode,
you can use the little Cross (plus
d Profile icon) markers to Add new Grid
Lines, the little Dash (minus
Annotate icon) markers to Remove Grid
—einobe Lines and the triangular makers

to set unique position values that don't necessarily conform to any
Design Rules. See illustration to the right.

Start Offset
Exit Editing Grid

Start Offset Ly
End Offset o
Cell Dimension |—1_"-U'
[¥] Auto-Adpust Cets

Cell Adpustment .Strrl( v

[/] Maintain ot least haif of ced dmension

oK Concel
Save Changes
Save Changes To Existing
Division:
Vertical Division v New
—m_ ecard Cancel

MANUAL GRID CONTROL

Gridline Distance From Start
Press Ctrl to toggle between:
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Door/Window Assembly Division Set Miter Angles

Though the Set Miter Angles pop-up menu option seems simple enough
to use, getting to a point where you can actually use it is a whole different
matter. Since this tool comes from the Curtain Wall suite of tools, it
makes more sense there but illustrated to the right | show some of the
tasks you are up against.

The first problem you might be faced with is getting two Door and Window
Assemblies to butt up against each other in a corner. In order to get the
result | show to the right, use the Anchor dialog box to push the
Assemblies to the outer edge of the Walls. Because two Walls will want
to Clean Up, you may want to change the Cleanup Group Definition of
one Wall to something different than the other. This may solve one
problem while creating another so confirm if this trick works for you.

Once your Assemblies are actually set to form an actual connecting
corner, you can use the GridAssemblySetMiterAngles command to
Select the two Assemblies that you want to Miter. The result of this
action only affects the Top and Bottom Frames; it does not affect the
Side Frame nor the Mullions that may also need to be Mitered. 1 think
this tool is rather pathetic but if you have to use it here are more tips.

After getting a Miter result, you should find that the Plan View (Top) will
require significant modifications in order to reflect an acceptable corner
condition. For the Frames at the corner, you will need to use a hew
custom Profile that can either be created "In-Place" or by using a custom
Profile Definition. For the Sill, | suggest you simply turn this Display
Component Off since you cannot set it to display a Miter anyway. If you
need to show the outline of the Sill or Frame, use the Below Display
Component available under the Plan Display Representation for the
Door/Window Assembly Style. And finally, if you want a Frameless corner
where the Mullions and Glazing meet, you can remove the corner Frame
and give it an Offset Value that will push the Infill and Mullion out far
enough to meet the adjacent corner..

AUTOMATIC
MITER ANGLES
BETWEEN TWO
SELECTED

ASSEMBLIES

Door/Window Assembly Interference

The GridAssemblyInterfernceAdd command can be used to remove
portions of Assemblies much like the Subtraction operation with Mass
Elements or Solid Models. You can choose to "subtract" Infills, Frames
and/or Mullions. The original Object must be kept and its position relative
to the Assembly must remain as some form of Intersection.

Illustrated to the right | show the result of using a Mass Element as an
Interference Object for the Infill, Frame and Mullions. By turning the A-
Area-Mass Layer Off, the Assembly appears as if a hole has been
punched through it. To remove the Interference, you can use the
GridAssemblylInterferenceRemove command or simply Delete the
Object.

Command: GridAssemblylnterferenceAdd
Select AEC objects to add: 1 found
Select AEC objects to add:

Apply to infill? [Yes/No] <Yes>:

Apply to frames? [Yes/No] <Yes>:

Apply to mullions? [Yes/No] <Yes>:

1 object(s) added as interference [237D]
Command:
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Door/Window Assembly Add Profile
Menu N.A.

In-Place Edit

Keyboard OpeningAddProfile
Mouse  Select Assembly, right-click, Select Add Profile
Profiles - Edit In Place - for more information on Editing

Links Profiles in place
e = The OpeningAddProfile
AddBoor Frofie X command activates the Add
Profile Defintionc Door/Window Assembly
[/~ Start from scretch... + b Profile dialog box
; ~ ] illustrated to the left. On this
New Profile Name: dialog box you can Select a
|New Custom Assembly Profile Shape predefined Profile
Definition Style as a new
- shape for the Assembly or
oK Cancel you can use the "Start from
scratch..." option to turn the
o Finged - Double - Full Lite current shape into a New
% Hinged - Single - Full Lite Profile Definition Name and
2 Maw Frame Profile I activate the Edit-in-Place
o mode for this Profile.
.+ Stert from scratch...

Illustrated to the right | show the results of a predefined Profile Definition
Style and how the default Rectangular Profile can be used as the basis for
creating a new custom shape "In-Place".

Note:

Dimensional conflicts with Mullion, Infill and Frame positions can cause
unusual results such as missing Elements. To avoid such problems, try to
design custom Profiles to work within the general dimensional proportions
of the Assembly Style.

EDIT IN PLACE PROFILE GRIP POINTS

PREDEFINED PROFILE DEFINITION

1 1Assemb|ies - Styles and Properties

11-6 DOORS - WINDOWS - OPENINGS - ASSEMBLIES

Design> Door/Window Assemblies> Door/Window

Alt.Menu Assembly Styles...

i AR 34200 JEEE &

Keyboard DoorWinAssemblyStyle

For Window Assembly Objects, you can use the Style Manager to load,
modify, delete and create new Window Assembly Styles.

Illustrated to the right, | show the process of creating a New Window
Assembly Style that | have Named "Custom Assembly 9-0x8-0". By
double-clicking on this new style, you will invoke the Window Assembly
Style Properties dialog box - as illustrated.

The General tab provides access to the Name and Description fields for
a Style; plus access to the attachment of Notes and Property Sets.

The Defaults tab, illustrated to the right, provides access to some basic
default dimensions for a Window Assembly Style: A - Width, B - Height
and C - Rise.

4 Style Manaper
Fla ER View

D Qe (G A BYE-

= n.a:*_‘i_asscﬁblﬁ g Style
= (O Archtectural Objects B) .Custom Window 2 Casement Center Fuoad

S8 3 ] Door[Window Assambly Styles fic
. ustom Glazing Assembly
[] . Custom Window 2 Cacement Canter Fivs - ,

[L1Door/Windew Assembly Style Properties - .Custom Window 2 Casement Center Fixed

Ganaid | Shage | Design Pules | Oversdes | Maserals | Clssicaons | Diselay Progurtes

Hame:
Cutorn Wirdonr 2 Catemerd Conte Fand
Descrpton:
Tres examghe Dioon Basembly Styie vell b hiw 12 Lite: & nample gnd 45 sasembls B 'windwe Siyket for 8 compouton Windaw
Edit Property Set Data x|
Edt the property sel data for The shyle
Asd Property Sels X
5 DocrTayer Select A}
¥ [ fremastyes
v Mt e Qowr Al

¥ T Wirdow Assemery e

/ ¥ [ wedowites
[ Hoes | [ PosetySen. 7|
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The Shape tab of the Window Assembly Style Properties dialog box
provides access to the Predefined opening shapes in ADT and the
Custom shapes that are defined by the user base on Profiles.

This is one of the most complex tabs anywhere in ADT's dialog boxes.
There is only one way to understand the structure and that is by breaking
it down piece by piece. First we will look at the language and structure of
this beast and then we will get into the depth of the individual pieces. To
get a generalized image in your mind, think of Excel and image assigning
an Excel spread sheet inside a single cell. Think of all the edges and the
potential for "nesting" cells within cells. | hope that helps, forget that
image if it makes you more confused.

Let's attempt to get the jargon or lingo down in plain English:

Design Rules - the system that defines how this ADT object will look and
possibly behave.

Primary Grid - the unit that defines the specific ADT object which may
have default values and or Shapes as defined by the Defaults and Shape
tabs. It's basically a rectangle unless you have specified another Shape.
A Primary Grid is like an Excel Spread sheet; it's divided into Cells by the
Division Assignment, Surrounded by a Frame and Divided with Mullions.

{&] Door Window Assembly Style Froperties - .Custom Window 2 Casement Center Fixed

| Genesal| Shape | Design Rules | Overrides | Materials | Classifications | Display Properties |

@ Predefned Rectanguiar v
; - |Round

© Use Profile: £ Hinged F Half Round
Quarter Round
Owal

Arch

Gothic

Isoc. Triangle
Right Triangle
Peak Pentagon
Octagon
Hexagon

TlaEE:zoid
@ | .

Division Assignment - How the DIVISION ASSIGNMENTS
Primary Grid is to be divided. PRIMARY GRID

These Division Types fall into
three ( 3 ) categories ( Fixed
Dimension, Fixed Number and
Manual ), two Orientations (
Horizontal and Vertical ) and can
have an unlimited number of
names ?.S det_ermlned by the SINPLE PANEL
user. It's basically the way you

define Cells in the Grid. A ] “WRABE ASSIGNMENTS
Division can use another Grid, FRELULT FRAME

called a "nested Grid" within the EFARILY DIMENSIONS)

Primary Grid. Y

ASSIGNMENTS
DEFAULT

DEFAULT MULLION
(DEFAULT DIMENSIONS)

Cell Assignments - What goes
on within the Cells that are
defined by the Divisions. You may have 3 Divisions and thus 3 Cells that can
each have a unique infill.

Frame Assignments - The shape, proportions, dimensions and location of the
Primary Grid's outer edge.

Mullion Assignments - The shape, proportions, dimensions and location of
the Primary Grid's Divisions and/or Cell edges.
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Illustrated to the right, | attempt to provide an understanding of the
Design Rules tab interface. On the left side is a Tree View showing a
Grid hierarchy, starting with a Primary Grid and a folder containing the
Element Definitions that the Grids are comprised of. In the upper right
side, is a Table ( Column and Rows ) of the current Grid Assignments.
On the lower right side, is a Properties or Settings view for the specific
configurations of the currently selected Elements.

When you select an Assignment, such as Primary Grid, you should find
numerous configuration options in the Properties View area. The Primary
Grid, for example, provides options for unique Names, Orientation of
Cells, Division Types and corresponding options for these Division Types
(seel, 2,and 3).

To create the simple Window Assembly Style illustrated above, right, the
only non-default settings used on the Design Rules tab ( for an Assembly
started from New ), are:

Primary Grid ->

Orientation = Vertical

Division Type = Fixed Number of Cells ( see blue box labeled 2 )
Number of Cells = 3.

For more detail on the individual pieces of this tab, read below: Section 9
Assemblies - Design Rules - Element and Section 10 - Assemblies -

Advanced Editing.

[§1Door/Window Assembly Style Properties - .Custom Window. 2 Casement Conter Fixed £3
General | Shape | Devign udes | Qversces | Matenish | Classdicstons | Daplay Propertis
[0 prmary e
= (] Dement Defritions Ll Elemant Type Used in
m = Division Az
@ i':f,'“ = @O P--wﬁ-dm IVetcal Dreon:
3 Frames = Coll Axvigranants
. Mulors B Dol Il
= Frame Assignm ..
= Delomd Frome Lot Lot Fight. Top. Bomom
= Mullon Aswgn.,
o - s Dol Mullon
= ot = TABLE VIEW
8, 2| ] x| ASSIGNMENTS A
: T';ﬁ ™ IVetcal Divinon Stat Oifane r A 4
g m Otwrd atucn s I m End Dot
ES Division Type: I Frond urrbar of Colls - eyt i
= I'il‘l 1 I* Fixed Cell Dimension
L PALTNFi=d Number of Cels
b 3|0 Manual
<> [ Convedto Manal Dinvsion |
apJustaBLeE| PROPERTIES VIEW 2
CONFIGURATIONS
£y o (o J e
DIVISION it Offset o Stant Offgat o
LYPtl.'lEONS End Offsat o End Offset |o*
Gedino | Offset__| From | x| | cotDmenson [sor
1 T Gnd Middle 1 | M asoadus Cel
2 340 G Middie K| '

Cel Adusstroent: | Grow

e 5I[E

> 3 [ Convett 1o Marwal Division ]1

Links Window Assembly Pop-up menu options

The Overrides tab will not offer anything other than the Override
categories unless you have actually performed Override tasks and Saved
them to the current Window Assembly Style.

Once you have made Override changes and used the Save Changes
dialog box via the Edit in Place object-specific pop-up menu, then you
will see those changes reflected here as illustrated to the right. Not only
can you make more changes to overrides here, you can Remove them.

To find out about creating overrides, read Section 10 - Assemblies -
Advanced Editing.

% |[h‘;~:-| Mindow Assembly Style Properties - .Custom Window 2 Casernent Center Fixed

Gorweal | Shage | Desgr Rues| Dvamde: | Matasals | Clarsfcations | Drsplay Propanies

= Infill Assignments

| U}
|_J&]

= Edge Assignments

B2
Edge Profiles

= Infill Merges

|

Bm

Divisions Remove I
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Assembly Style Properties - Materials tab

Object Style Properties - Materials Overview - for an expanded
step-by-step explanation of Materials

Links

Illustrated to the right | show that all Door and Window Assembly Styles
offer three Default Components under the Material tab: Default Infill,
Default Frame and Default Mullion. If you create New Infill, Frame and/or
Mullion Element Definitions they will automatically be listed as new
Components under the Materials tab. This means that should you need
unique Material characteristics such as different Frame Materials for
example, you can define New Frames for each side of the Assembly. You
can also use this feature to create Infills that are Glazed, Metal, Wood or
any other Material.

Since Materials can also be used to control line properties, you may want
to use an existing Assembly Style as the source for any new ones you
create.

Assembly Style Properties - Classifications tab
Style Properties - Classifications - for information on this subject
and screen capture of dialog box tab.

Object Style Properties - Classifications Overview - for an
expanded step-by-step explanation of Classifications

Links

Door/ Window Assemblies have a Classifications tab that is identical to
that for Doors and Windows. See discussion under Doors and Windows
above.

[ Door/Window Assembly Style Properties - .Custom Window 2 Casement Center Fixed

Garwenl | Shage | Diesign e | Overdes| Matenss | Classicatons | Daglay Propertns

&

Componant Mapecal D efrabon

Diefat Inid Doors & 'Windows Glasing Glass Ciar

Custor Irdd Doces & Windowss Glazwg Glast Choa

Dttt Frame Doors & Windows Metal Doon & Frames Alswrum Fiame Snoded Dk Bronze Sabn
Custors Frame Do & Windowes Metal Doors b Frames Alserie Fiame Arodived Dok Bronze Sein
Dief it Mudion Dioaws & Windowss Metal Dloces & Frames Absmwrum Fiame Arodced Dark Bronze Sain
Cusstoes Mullicr, Doaes b Windiwes Medal Doces § Frames Almarum Fiame Anodoed Dark Brorce Sain

| General | Shape | Desian Rules | Overides | M1
Lo

Primary Grid [ Custom Infil
= DEE“’;"F Defintions || DefauitInfil | yevy INFILLS, FRAMES
0 °“5 AND MULLIONS ARE
- LISTED AS NEW
[ Frames COMPONENTS THAT CAN
il Mulions RECEIVE NEW MATERIALS

Links

Object Style Display Properties Overview - for the full story on
Display Properties for Style

Object Display Property Overrides - Object and Style Based - for an
explanation of the differences between using Display Properties via
the Styles versus the Edit Object Display... option.

The Display Properties tab of the Door/Window Assembly Style
Properties dialog box, illustrated right, provides access to a set of Display
Representations similar to those found for Doors and Windows. Keep in
mind that in addition to the Display Properties for the Assembly you can
also control the Display Properties of the Objects you use as Infills by
working with their own Style Properties. In other words, the Door/Window
Assembly only provides control over its short list of Display Components (
Infills, Frames and Mullions ) while Doors and Windows are managed by
their own Display Properties.

YOU CAN Illustrated to the left, is
ALSO ACCESS Aot s another way to access the
Keynote : . .
DISPLAY Display Properties tab;
PROPERTIES Addselected select the specific object,
BY SELECTING AEC Dimension right click on your mouse to
AN OBJECT, Edit Obiject Display. .. invoke the object-specific
RIGHT-CLICKING Edi Door Style... pop-up menu and select Edit
ON YOUR MOUSE P Object Display... Just be
AND USE THIS e aware that when you use this
POP-UP MENU Properties approach, you can actuall
OPTION o op 4 Y

set an Object Override as
opposed to a Style Override.
Object Overrides can be extremely useful because they allow you to add
things like Sills or Thresholds to any object within a Style Family but they
can also be problematic because they lock you out from more centralized,
Style level, controls.

In Plan view, you have Layer controls for Infill, Frame and Mullion. You
can also have these components filled with User Specified Hatch patterns
controlled on the Hatch tab. The Custom Plan Components tab offers
the ability to add custom features to the "generic" Assembly. The Cut
Plane tab allows you to re-define where you want the cut made on your
Door/Window Assemblies. This can be a valuable option if you introduce
Interferences within your Door/Window Assemblies and wish to have those
displayed or not displayed in plan view.

'. | DooriWindow Assembly Style Properties - .Cuslom Window 2 Casement Center Fixed

Layes/Color/Linetype Hatchang | Custom Plan Components | Cut Plane |

Genmal | Shape  Deugn Rues | Ovendes  Matesl | Clissbcators | Doglay Propertes

Display Representations Display Property Source Style Overide &
& Model Drawing Default 0

= Plan Drawing Default

=& Plan High Detail Drawing Default 0

i Plan Low Detail Drawing Default O

¥& Plan Screened Drawing Default O

¥4 Reflected Drawing Default O

¥& Reflected Screened Drawing Default I

s& Sill Plan Drawing Default J

¥& Sill Plan Screened Drawing Default O

'J_! Display Properties (Drawing Default) - Door/Window Assembly Plan Display Representation g]

Display Component Visble By Matenal Layer Color Linetype  Lineweight Lt Scale
Detadt Infil P 0 n ByBlck 025mm 10000
Defadt Frame \d 0 W EYBLOCK ByBlock  ByBllock 1.0000
Dt ot Mulion A 0 W EYSLOCK Byblock  Byllock 1.0000
Baiow ' 0 0 an Byblock 025 mm 1.0000
Above 0 an ByBleck  025mm 1.0000
Dietani Irfill Hatch " ] 0 an Byblock.  018mm 1.0000
Default Frame Hatch 9 ] an ByBlkck  018mm 10000
Detanit Musion Hatch ] 0 @n Bybleck  018mem  1.0000
< 2|

ok J[ coad J[ Heo |

Part 6 - 31 © Copyright 2001 - 2004 ARCHIdigm




1 2Assemb|ies - Display Properties

12-6 DOORS - WINDOWS - OPENINGS - ASSEMBLIES

Door/Window Assembly Display Property Overview

The Display Properties of Door and Window Assemblies are actually
quite simple since there are basically only three components to work with:
Frames, Mullions and Infills. At the most rudimentary level you can think
of Assemblies as containers of other Objects and those Objects can all be
controlled by their own Display Properties. At a higher level, you can
attempt to get as much graphical output of your Assemblies as possible
without introducing other Objects but because there are so few Display
Components, you may find that you are forced to use other Objects as
Infills in order to get the Display characteristics that you need.

In this section | will cover some of the primary options within the Display
Properties for these two Objects that | think may be of significant
importance to your mastery of this product. For me, though | realize there
are a lot of cool things that you can do here, my emphasis is always on
the things that pay the bills so | will focus on Plans and Elevations.

Illustrated to the right | show three different Views of the same Door and
Window Assembly Style. In Plan View | show that | have pushed the
Assembly back inside the Wall by using the Anchor dialog box. | also
show that the Sill Plan is being used and that there is a custom Infill on
the right-hand side of the Assembly. In Elevation and Model View | show
that the custom Window Infill on the right-hand side has no Frame but has
Muntins that create another level of Divisions.

Door/Window Assemblies in Plan

As with Doors and Windows, | tend to focus on the Plan View display of
Door and Window Assemblies for Construction Documents. lllustrated to
the right | show a common Door/Window Assembly Object with two
Sidelights and a pair of double doors in the middle.

The Display Properties only control the basic components of the Assembly
and not the custom Objects you may have inserted as Infills. Therefore,
for example, Doors and Windows can only be turned On or Off with the
Default Infill Display Component but their other Display Properties such as
Color, Sills and so forth are controlled by their own Style Properties.

lllustrated to the right | show some of the basic Plan Display Components
you can work with to produce varying results. Infills, Frames and Mullions
correspond to their respective components as do the Hatch Patterns that
you can apply within them. The Above and Below Display Components
can be used to express linework that you may want to illustrate such as a
Mullion outline below or a Transom Infill Above. By default, most of the
Door/Window Assembly Styles that come with ADT come with the Sills
turned On. Though Assemblies have no option for automatically adjusting
to the Width of any Wall they are inserted into, you can use the Sill
Display Component to draw lines that always match the Width of the
Wall. In the illustration to the right, | show that | have set Sill A to appear
more like the sill of a Door by setting Width and Depth values to this
Component.

!

i
1

L

_PLAN

Display Component
Default Infil
Default Frame
Detault Mullion
Below
Above
Detault Infill Hatch
Default Frame Hatch
Default Mullion Hatch

SILL PLAN

Display Compaonent
Sill &
SillE
Sill & Above Cut Plane
Sill B Above Cut Plane
Sill & Below Cut Plane
Sill B Below Cut Plane

T TN
A 11
| Lo
Visible /
5 ,
@ CUSTOM FRAME[‘.__ESS
:‘) DOOR INFILL - NO SILL ;
Visible
@
.J
@ -
@
CUSTOM FRAMELESS WINDOW
INFILL WITH MUNTINS AND SILL
[
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Door/Window Assemblies Above or Below the Cutting Plane

Generally, Door and Window Assemblies should not give you any
problems in Plan View as long as the Assemblies pass through the Wall's
default Cut Plane Height.

In the Illustration to the right | show how inserting an Assembly Above a
Wall's default Cut Plane produces undesirable results in Plan View. For
starters, you won't even see the Assembly so you will need to access it
through the Style Manager Window or by Selecting the Assembly in a
Model View. In the illustration to the right | turned the Visibility of the
Above Display Component On so you can see the dashed outline. Notice

40" that the Wall is not Cut so
MANUAL this is the first task to
CUT PLANE  Perform.

HEIGHTS

0" You can change the Wall

Cut Plane Height in several
ways: by the Global Display
Configuration Cut Plane, by
the Wall Style or by the an
Object Display Property
Override. See Wall Object
Display Properties - Cut
Plane for more information
on this topic.

Layes/Calor/Linelype | Hatching | Custom Plan Components | Cul Plans |
[#] Ovenide Display Configuiation Cut Plane

Cat Plane Height 4
[[]Uze Cut Plarefs) of Contaring Dbject [when anchored]
Manusl Aborve and Below Cut Plane Hesghis:

Once you have set the Wall
Cut Plane Height to cut

inden | CutPlane | [ ] through the Assembly, you
; :‘[0_ should find that the display

of the Assembly in Plan
View is acceptable. By
default, the Assembly should
have its Cut Plane set to "Use Cut Plane(s) of Containing Object (when
anchored)" but you can use the "Override Display Configuration Cut
Plane" check box to set your own cut plane height for the Assembly. To
set your own cut plane height, think of the bottom of the Assembly,
regardless of how high it sits in the Wall Object, as the zero plane. To
control how the Above and Below Display Components appear, you can
use the Add button on the Cut Plane tab to set where the Above and
Below lines with display. lllustrated to the left | show the Cut Plane tab
of the Plan Display Representation.

ASSEMBLY INSERTED ABOVE WALL'S
DEFAULT CUT PLANE HEIGHT

NEW WALL CUT PLANE HEIGHT
DEFAULT WALL CUT PLANE HEIGHT

DEFAULT WALL CUT PLANE HEIGHT. ASSEMBLY
SET TO SHOW COMPONENTS ABOVE

I: ] [ 1 [
N WALLIS NOT CUT
BELOW CUT PLANE OF WALL

NEW WALL CUT PLANE HEIGHT. NEW ABOVE AND
BELOW CUT PLANE HEIGHTS FOR ASSEMBLY

1 | 1 |

, . - -

* L ABOVE CUT PLANE
BELOW CUT PLANE

1 3Assemb|ies - Design Rules - Elements

Assembly Style Properties - Design Rules Terminology

Links

Assembly Style Properties - Design Rules tab

The two Orientation buttons for the Grid Assignment can be used at any
point in the Window Assembly design process.

Division Type can also be changed at any point in the design process.

Illustrated to the right | show how easy it is to use the Fixed Number of
Cells option to divide a Grid into 3 Number of Cells; or any number you
might want.

Read the discussion on Nested Cells below, if you want to create an
actual grid or if you want to divide a Cell up into more Cells.

13-6 DOORS - WINDOWS - OPENINGS - ASSEMBLIES

Name | Element | Type | Usedin T
= Division Assign,..
E] Primary Giid 3 Primary Cells

= Cell Assignments

. Defandt Call Assi..  Defandt Inbl
[ Frame Aszignm...
B Mullion Assign...

CHANGING PRIMARY
GRID CELL DIRECTION

Division Type: @ |E Fived Mumbes of Celis [
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The Fixed Cell Dimension option for a Grid allows you to define the

space between Cells in definite terms but also provides options for how
adjacent cells my need to behave in situations where they cannot meet
the fixed dimensional value; see the Auto-Adjust Cells check box.

Auto-Adjust Cells - controls the behavior of Cells with a fixed Dimension
in situations where the Grid dimension does not accommodate the fixed
dimensional value perfectly ( which is probably most cases) ADT can, for
example, start the fixed Cell dimension from the Middle, the Left or the
Right and Grow or Shrink from that point out or in.

If you specify a Cell Dimension of 2-0" ( 609.6 mm ), for example, and set
Auto-Adjust Cells to Shrink with the Specific Cells set to Middle, the Cells
will start from both edges and shrink towards the middle of the Grid. This

Marme Element Tvpe
= Division Assign...
[ Primary Giid 3 Primary Cells

[= Cell Assignments

M Defoult Cell s Defaudt Infil
* Frame Assignm. ..
¥ Mullion Azszign...

PRIMARY GRID

CELL DIMENSION
E!.l ﬂlﬂd J AS FIXED
MName; |3 Prienary Cells Staet Dffsat

Orertatior: End Offset

Division Type: @ IE‘ Froed Cel Dimensson zl

> s ! > W AgoAdustCells —————————
way, you may end up with a tiny or narrow cell in the middle. Cell Adusimens: @ [EETHNN ]
Design Rules - Division Assignment - Manual Name |_Element | Type | Usedin |
= Division Assign...
The Manual Division Type option for a Grid allows you to define exact o Gid 3 Primaty Cells L
locations for multiple Cell centerlines by using an Offset value and a = |Cell Assignments :
From setting based on Grid Start, Grid Middle, Grid End or Grid Top, - !f:;’:;i‘”“‘ Dot okl
Grid Middle, Grid Bottom; depending upon Orientation. e
+ Mullion Assign...
To set up Manual Gridlines, use the Add Gridline button ( see red circle,
far right ), input Offset distance and use the From drop-down list to
choose a point-of-origin.
Harre: |3 Primaty Cels Stan Offset
Orisrtation: End Offsel:
Division Type: @ |[:| Marual _'] Eﬁm |Dﬂ=°; [r![::::{mg !/I I g’
notice negative number "B 30" Grid Midde ®
Design Rules - Cell Assignments
Name Element | Type UsedIn
Using a Primary Grid with a Division Assignment of 3 Fixed Number of B g]i"i’_“’“ Assign...
Cells, we can go to Cell Assignments and work on what goes into the Ml Primary Grid 3 Poméy Cobe St gic cvion
Cells = Cell Assignments
) B CEPTYETE Py Infil - Wood el jned ce
* Frame Assignm...
lllustrated to the right, | show some of the various possibilities for Cell [* Mullion Assign...
Assignments. One of the most important things to do is Name it because
the default name will automatically be used for all subsequent Infills and
that can get confusing when you attempt to make design changes on
them.
Generally, a simple panel may do the trick and | HName |Primary Infil - ood ) Panel Thickness: [2174"
you can use the Panel Thickness option for Infil Tsge: || Bl Simpie Panel -
this Infill Type to make it thicker or thinner. ii - d sy
The Alignment option works with the Offset Aligrgenk | —[ % Center in=S Window Slyles B
option to allow you to position an Infill Type Difset [ :j‘; Awring
within the Frame of your Window Assembly so ﬁf; Casement -
think of this in elevation or cross-section; i.e., |7 Back B § Casement - Doskle
infill is to the back or front of assembly with & Front g z:’::b Ll
respect to it's face. ¥ Centes ¥ Hm’ﬂ
- . . £ i Pass Thiough
One of the more exciting options is to set the H % Picture
Infill Type to Style which thus allows you to — |2 5‘_3"? . | % Picture - Arched
select any currently loaded object Styles from |I Simple Panel . B2 Pichire - Gothir ; _I'I
the Style scroll list; as illustrated to the right -

see also image to the left.

Part 6 - 34 © Copyright 2001 - 2004 ARCHIdigm




Once you get ready to go beyond the basic Divisions and on to Divisions
of existing Cells, you get into something called "Nested Grids". To me,
it's really nothing more complex than thinking of Folders with sub-Folders.

Illustrated to the right, | show the process of creating a Cell Assignment
that is directed to a "Nested Grid" to be Used for the Middle Cell of a
Primary Grid with 3 Fixed Cell Numbers. When you assign "Nested Grid"
to a Cell, you are actually directing the Cell to a new Grid and that is
where, if you recall, we get to assign the Divisions.

Once you assign a Cell a "Nested Grid" Element, you should immediately
see a sub-Grid under Primary Grid in the Tree View. If you select the
sub-Grid, as illustrated to the right, you should find that the sub-Grid has
all of the same options as a Primary Grid; hence the term "nested"

In the illustration to the right, | show that | have Renamed the sub-Grid
"Grid 2" and assigned it a new Element that | called "2 Internal Cells".
For this Element, | have set Orientation to Horizontal, Division Type to
Fixed Number of Cells and Number of Cells to 2.

= Frame Assignm...
[0 Detauit Frame A

B2 idlinn Assign...
Nalalisl x|

| Element

= Division Assign...
[0 Prmary Gnd Jintemal Cels
= Cell Assignments
Bl Detout Cell Assi

Primary Infil - Woad Location
"NONE”
MNews infil.

| Usedin

= L] Preary Gad
:]EI 5;,; Name Elemert Tiwe
- [wndwh\.\’nmma-m..
[ Bisons L EEE 2 lrbesnal Cels |
| L = Coll Axssgnmonts
O Frame: B Deiot CelAssi | Primary Infll - Wood,
. Mudions = Frame Assignm. ..
El0sionFrame s A ntgnce T Locaton
= Wulion Asssgn. ..
B Deloul Mulior  Diadanat Mulion
YOU ARE

NOW ON A @l !
SUB-GRID | g B [T ot

St Offset -
End Offset:

Nurborci et @ 2

i3

Note: Naming all Elements is almost paramount to success because ADT DvsionIipe @[5 FoatimemaCelr 3

will simply use default names that are identical for every assignment and

thus, if you change a value one place it affects the look of something

somewhere else that you may not expect.

Design Rules - Frame Assignments Name | Element Tupe ["Usedin [
= Division Assign...

Frame Assignments provide access to options for the outer Grid Frame {0 Primary Giid 3 Primary Cells

of a Window Assembly. As illustrated to the right, you can easily create
four separate New Assignments with unique Element Names that
correspond to the four sides of a basic rectangular Grid. This means that
you have the power to design four distinct rails; even to the point of four
unique profiles ( as discussed below ).

Illustrated to the right and left, | show how you
WIDTH might want unique Left and Right Frame
dimensions that are different from the Top and
EPTH Bottom Frame dimensions. To achieve this
result, simply Name the Default Frame
Assignment anything you want, create a New
Frame Assignment, Name this Frame
TOP AND BOTTOM Assignment, provide Width and Dt_epth values,
Create a New Element, Name this Element
FRAMES UNIQUE something different than the other frame
FROM LEFT AND  element, provide Width and Depth values, and
RIGHT FRAMES then use the Used In pop-up dialog box to set
the Locations ( Top / Bottom and Left / Right

= Cell Assignments
B Defauk Cell Assi . | Primaty Infill - Wood Dedau

notice unique names

Adurn Intenior ends @ Location

I= Frame Assignm...
- 5Ends
51 Defauk Frame AN, | Alumn Interor Typ @ Location
* Mullion Azsign. Aemove
Bename

Ledt, Right T

HName: = |Nurrn|r1tenc: end ":g‘
idthe & |3wz" Boton
Depti & |31x2"
™ Use Profie
Profie:
Auto-Adust Profile: [T /0 1
Mot Inc o . —_—
Rotatior: jo0o
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If you really want to get fancy with Frame Assignments, you can use
Profiles to create a more architecturally correct frame cross-section.

In the illustration to the right, | show how you might expand on the
concept discussed above by using the Use Profile option to select your
own custom frame profile. Depending on how you created your frame
profile, you may also need to use the Profile options to help align it with
your Window Assembly correctly. In my example, | show that | had to
use a Rotation of 90 degrees to compensate for a Profile that was drawn
as illustrated ( straight up ).

Note: The Centroid of a Profile created for a Window Assembly is more
important than with other Profiles - see red line in Profile illustration to the
right. In the Profile illustration to the right, | used a line to calculate the
centroid that would match this frame with the glass.

Mullion Assignments provide access to options for the inner Gridlines of
a Window Assembly. As illustrated to the right, you can easily set a
Width and Depth of Mullions to be less than that of the Frame.

Mullions can also be based on a custom cross-section just like Frames.
For this, check the Use Profile option and assign a mullion profile from the
Profile drop-down list - see discussion above Design Rules - Frame
Assignments - Using Profiles for more information.

1 4Customizing and Tricks

= Frame Assignm...
035435 Ends Alurmn Intetion ends Location Left, Right
1 Defaut Frame A . Alumn Interior Typ Location Top. Bottom
= Mullion Assign... |
& @l = x|
Narme: JAiumn Interior ends Offsets
Wit [31/z" % T
Depth: |3 1w Y. Iu"
W Use Profile @ Start: Iﬂ"
Profie: Ascembly alumn_frames End lﬁ'—
AuloAdpst Profie: [~ width ™ Deplh
Mireot Inc R e
Rolstorr ~ ®[5000
CUSTOM PLINE PROFILE
STYLE

LINE USED TO CALCULATE CENTROID

Element
3 Primaty Cells

Name
[0 Primary Grid
= Cell Assignments
B Default Cell Assi
= Frame Assignm...
£ 35x35Ends
2 Default Frame A
= Mullion Assign..

| CETENII cnn Irteron Typ Mol \f =

Type

Primary Irdil - \Wood

Alurnn Intenor ends
Alurn Interior Typ

Locahon
Location

Name:

Width:

Depth

I Use Profile
Erofie:

L | [-ﬁhmn Irtetior Typ Mullion
el
@ |2"

e >4

1

Start;

IDH-"..".". _and [4x4 J
foto-Adust Profle: [T o[ E
Mirot Inc o I
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Creating a Custom Door Shape CREATING A CUSTOM DOOR SHAPE

Menu Format> Profiles> Profile Definitions... DRAW THE SHAPE OF THE DOOR ’ "} r

bty 0 e
g = n - |
I S OG® O BRE O 1ST SELECTION i~
OTHER SELECTIONS (RINGS) )
&y Style Manager
Fis Ect Veew

Keyboard ProfileDefine AS VOIDS

Alt.Menu Design> Doors> Door Styles...

Keyboard DoorStyle D@ e (%)9 Gy o - G\
(2 Curtain Wall & Curtain Wl Unit Styles (Mel a | | style

Architectural Desktop has the capability to allow for nearly any custom jX=mmm

Door or Window but if you want something beyond the basic architectural 3 (223 double_tinged_door_full_Re_uniting. dwg
shapes, you will have to go through extensive steps using 3D modeling. = "3%
This is how many of the styles in the "Doors - Custom (Imperial).dwg" HIRA- Dol - 3 Lige
wr g X e = Hinged - Single - 3Lktes
and "Windows - Custom (Imperial).dwg" files were developed. By 5 G Roling Syles (Inperial).dwg
adding blocks of 3D models inside custom door or window Styles, users (g Schedube Tables (Imperisl).dwg
can get just about anything they may want as illustrated by our story" The # (3 Schedule Tables (Metric).dwg

Walls have Eyes" in the ARCHIdigm.com\lounge o - “’b”’b“‘”%“m’ﬂ"“ ;]:J

DOUBLE DOOR SINGLE
x| DOOR

[Docns - Windews Ooermos 0O
d @z ﬂl.‘éi‘ll‘#;i?flﬁ@lé'

(IR

Illustrated to the right | show the 3 basic steps required to create a
custom Door Shape for use within the Door Style Properties dialog box.

The first step in creating a custom door shape is to draw the shape with ) O |G8 i@ 0D By E- &
a Pline or Rectangle and then add interior Pline or Rectangular USE PROFILE COMMAN D | e e B e s 310

TO CREATE A CUSTOM
PROFILE DEFINITION.
USE SET FROM...
OPTION TO ADD OUTER

O g I e rged - Segle - 1 LEes
) Sotie barmd_doce bl e _murtes Sy | Bk o e

outlines where you expect to have glazing. For double doors, you must
draw a double door - however odd that might seem. For best results,
draw the actual door as it would be used at the optimum size because
ADT will simply scale the proportions equally for all other sizes; i.e., the

P : . PLINE AS DOOR AND
door rails will not remain constant because there are no constraints on INNER RECTANGLES

such items. (RINGS) AS VOIDS.

Finged - Conitie -3 Ltes
Farged - Srgie - 3 Ltes

The second step in creating a custom door shape is to save the Plines

and/or Rectangles as a Profile Definition ( this is similar to Blocking the ‘;?ELA;E Ao
linework ). On the Style Manager, filtered for Profiles, Add a New ’
Profile Definition Name and then use the Set From... option to Select USE DOOR STYLE PROP.
the Outer Rectangle for the door shape. When queried to Add another | plaALOG TO SET PROFILE
ring? [Yes/No], type "Y" for Yes and | aAS “CUSTOM” SHAPE
select an Inner Rectangle for the {; o ] o | W |
glazing. When queried to specify if
"Ring is a void area? [Yes/No], type
"Y" for Yes and continue adding rings  gejow are the command line steps:
as voids for all glazed areas. When
queried for "Insertion Point or
<Centroid>, simply use the default
"Centroid" option since this really
doesn't matter for Doors.

¥

Command: profile

Profile [as Pline/Define]: d

Select a closed polyline:

Add another ring? [Yes/No] <N>: y

_ ) Select a closed polyline:

The third step in creating a custom Ring is a void area? [Yes/No] <Y>: y

door shape is to Apply the shape to a | add another ring? [Yes/No] <N>: y

Door Style. Use the DoorStyle Select a closed polyline:

_ command to invoke the Door Style | (and the loop continues until you are done with your door)
Properties dialog box, as illustrated to the right, and create a New
Custom Door Style Name. On the Design Rules tab of this new
custom door style, set the Shape radio button to "Custom" and use the
adjacent drop-down list to select the Profile Definition Name created
in step 2.

When you Add this door to your Walls, you should see your new custom
door shape with glazing wherever you added Rings as Voids.
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Menu Desktop> Proflles> Profile Definitions...

4| G OGw JBDE o

Keyboard ProfileDefine
Menu Design>Window>Window Styles...

?l ABZ V2200 JE0E @

Keyboard WindowsStyle

Design Rules - Cell Assignments - for information on
Links how to Add common Window Styles to an Assembly as
a means to have other custom shapes.

When you use Profiles for
Window Styles, you might
find that they work a little
differently than for Door
Styles. Follow the steps
outlined above for a Custom
Door Shape to create a
Custom Window Shape. Be
aware, however, that adding
inner rings does not work
with Windows so you are
basically limited to the outer
shape ( a simple Pline form )
. For more flexibility on
custom Windows, consider
using a Window Assembly
and combine simple Window
Shapes within a more complex matrix - this is how we create window
clusters like two casements with a fixed in the middle.

lllustrated to the right, | show the steps required to create a custom
Window Shape from a Closed Pline drawing. When creating a New
Profile Definition, use the Set From... option to capture the Pline
Shape. When creating a New Window Style, use the "Use Profile" radio
button on the Design Rules Tab to choose the Profile Definition Name
just created. Once again, for best results, try Copying an existing Window
Style, Paste it, Rename it and then create your own from that Copy. This
will assure that you get Materials, Property Set Data and Display
Representations that work and it is far easier to adjust existing information
than to create new stuff from scratch.

Doors and Windows Above or Below the Cutting Plane -
for more information on this subject.

Links

After doing some work on an unusual remodel where windows had been
placed on the finished floor line, at normal header heights and above
normal header heights, | quickly discovered some design flaws in ADT's
Dlsplay Representation of Windows. | have to say, that | actually

_______ Al ART A A A it mik Al VAL a i 2 it cnimemkad 1 dm Kem

ﬂ CREATING A CUSTOM WINDOW SHAPE

DRAW THE CLOSED SHAPE
OF THE WINDOW USING PLINES

¥4 Style Manager
Fla Edt View

Q@{ B @ DA BYI

CREATE A NEW
PROFILE

2|

@ Use F'rofile'. -+ custom winde ¥ |

.custom window - crc

Lol e s ey )
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ADT 4 new options were added to provide more flexibility in the display
relative to cut planes but some of the options have not been fully thought
through. Rather than discuss the options that should have been offered (
like, remove all lines below all openings ), let's look at what options we do
have and how to make the best of them.

1 nlustrated to the right | show the default Plan View of a "Standard"
Wall Style with three "Standard" Window Styles set at three different
Header Heights. The Display Configuration has been set to "Medium
Detail" which uses the "Plan" Display Representation for most objects.
"A" marks the global cut plane as set by the "Medium Detail" Display
Configuration. As you can see, only the Window that actually passes
through the global cut plane is displayed correctly while the other two
remain invisible.

2 One of the first steps you can take to get Windows Above and Below
the global cut plane to display is to change the Display Representation
of the Window Styles. Window Style have several Display Components
for Frame, Sash and Glass Above and Below Cut Plane heights so
you can not only turn the Visibility of these Components On but also
control their Color, Linetype and so forth. See the discussion on Window
Display Representations directly below.

In the illustration to the right | show that | have set the Window Display
Components to Green for Below and Red-Dashed for Above. To
remove the Wall Lines Below Openings, | show that | checked the "Hide
Lines Below Openings at Cut Plane" option on the Other tab of the
Wall Style Display Properties. By using this option | do not turn off the
visibility of Walls that lie below the global cut plane but just the linework
under Openings. You may notice that using this option did not remove
the linework form under the Windows Above or Below the global cut
plane but only the Window that actually runs through the global cut plane.
Also, this option actually removed the jamb line for the Window below the
global cut plane but well address these problems next.

3 On Wall Example three, right, | show that | have used the "Hide Lines
Below Openings Above Cut Plane" checkbox option on the Wall Style
Display Properties dialog box to make the Window Above appear more
like a traditional cut. | also changed the Display Component Linetype for
the Window Styles so it would appear as a Continuous Linetype instead of
the Dashed that | used in example 2. Now, to resolve the missing jamb
lines for the Window Below the global cut plane | show that | have used
the Manual Above and Below Cut Plane Heights option on the Cut Plane
tab of the Wall Style Display Properties dialog to Add two planes that cut
right through my lower and my higher windows - see B and C. This just
leaves one last topic: removing the lines below the lower window.

4 on wall Example 4, right, | show that | used the "Override Display
Configuration Cut Plane" on the Cut Plane tab of the Wall Style
Display Properties dialog box to set it low enough to include the lower
Window in the primary cut - see B4. By doing this | will no longer need
the Manual Above and Below Cut Plane Heights set for example 3 but
they don't cause any problems either. By reducing the Wall's cut plane
height low enough to read the lower window as running through the cut,
all other windows are seen as above and we have already addressed the
linework settings for those windows.

This option may produce the most desirable results for some situations
but sets an override on the global cut plane height. If you make this
change as a standard setting for all Plan Display Representations of the
Wall Style, for example, it will affect the whole drawing and you may not
like the lower cut plane results for other conditions. Therefore, if you truly
must have this result, | recommend using an Object Display Property
Override on just those Walls that have unigue requirements.
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Note:

These steps do not represent the only way to achieve similar results but
attempt to produce the best results with the least amount of effect on the
whole drawing. Avoiding overriding the global cut plane should be a high
priority as is true of all global settings since they provide the greatest option for
global change.

Also, though you may use one of these solutions for your project, keep in mind
that this only addressed one Display Configuration and thus you will need to
repeat the settings for all other Display Representations as they apply to
other Display Configurations ( a tedious bit of work indeed ).
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Illustrated to the right | show the Window Style Display Properties that
| used to produce the cut plane results discussed above. If you work with
a variety of Window Heights there does not appear to be any detrimental
reactions for turning all of the Above and Below Display Components
On for all Windows so you may just want to set your defaults that way.

Also illustrated to the right | show that | have turned off the Sill Plan
Display Components to help clarify the linework produced in the discussion
above. Since Sill Plan Display is On by default, it can be rather confusing
to decipher the source of linework that you may or may not want in your
plans.
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