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Chapter 1:

Program Overview

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

Chapter Contents
Chief Architect Premier vs Interiors
Startup Options
The Chief Architect Environment
Using the Mouse
View and Side Windows
Toolbars and Hotkeys
Menus
Dialogs
The Status Bar
Message Boxes
Preferences and Default Settings
Drawing a Plan
Viewing Your Plan
Sharing Your Files with Clients
Getting Help
About Chief Architect
Chief Architect Trial Software

Chief Architect Premier vs Interiors

Not all of the features described in this
document are available in the Interiors
version of Chief Architect.

For a list of the features in each program,
visit our website, www.chiefarchitect.com.
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Startup Options

. When Chief Architect opens, the
£ 5| Startup Options dialog displays,

The Startup Options dialog can be opened at
any time by selecting File> Startup

alloyvmg you tq choose how you want to Options =
begin working in the program or access
useful resources.
Welcome to Chief Architect - b

o— . New Plan
N yout

| From Template...
[ n Plan...
Open Layout...

©- Recent Files

MY ACCOUNT @

Chiet Architect” Premier

Build:
o_ Product

o Select a File command to open a .plan
or .layout file.

+  Click New Plan [ to open a new, blank
plan. See “Creating a New Plan or Lay-
out” on page 54.

* Click New from Template to open a
new, blank plan based on a template that

30

you select. See “Template Files” on page
4.

Choose Open Plan _lor Open Layout

(L] to work on an existing plan or layout
file. See “Opening and Importing Files”
on page 61.



9 Recent Files lists the full pathnames of

the most recently opened files. Click on
a name to open the file. You set the number
of files in this list in the Preferences dialog.
See “General Panel” on page 98.

~.- Move your mouse pointer over a name
@ to see the file’s full pathname.

A selection of useful online Resources

is available here. Select one to launch
your default internet browser to a page on
our web site, chiefarchitect.com.

¢ Select Overview Video to watch a
browsable collection of videos outlining
the software’s features and uses.

* Select Training Videos to access a
searchable collection of videos focused
on specific topics.

* Select Download Catalogs to visit our
3D Library of downloadable bonus and

The Chief Architect Environment

manufacturer library catalogs. See
“Library Content” on page 825.

0 Click Getting Started to launch your

default internet browser to the Getting
Started page on our web site. There, you will
find links to a variety of online resources to
help you begin using the program.

6 Click My Account to launch your
default internet browser to the Log In
page on our web site.

Your software version’s Build number

and the first five characters of your
Product Key display here for reference. If
your software license has an expiration date,
it will also display here.

To prevent the Startup Options dialog from
displaying when you launch Chief Architect,
uncheck Show Options on Startup in the
Preferences dialog. See “General Panel” on
page 98.

The Chief Architect Environment

Object-Based Design

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

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

Use Chief Architect’s editing capabilities to
make the objects you place in a plan match
the objects they represent in real life. For

example, you can set up your windows and
doors to match those available from your
supplier.

3D Drafting

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

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

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

Objects can be rotated relative to the
Cartesian grid system, as well. When the
program presents the option to rotate to an
Absolute Angle, this angle will be measured
relative to an imaginary horizontal line
drawn in floor plan view from the origin in
the positive X direction. See “Rotating
Objects” on page 234.

Menus —7 s
Parent £

w0
Tools i

Tool / -

Palette

i— - = _."l'._
I |
l l

Sdected _— |

Object

Temporary..
Dimension
e
Edit 7

Toolbar

Reference
Grid Lines

Interface Toggles

A number of useful drawing and editing
behaviors, as well as the display of important
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Easy Access to Tools

You can access Chief Architect’s features in
various ways using the mouse and keyboard.

*  Menus provide access to most tools.

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

* Keyboard shortcuts are available for most
tools and can be customized.

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

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

Crosshair
Lines

Pointer Satus Bar

elements in the interface, can be easily
enabled and disabled using the menus and
toolbars. For example:



* Object Snaps, Angle Snaps, and Grid
Snaps can be toggled on or off as needed.
Individual Object Snaps and Extension
Snaps can be toggled as well. See “Snap
Behaviors” on page 162.

» Display Elements like Print Preview,
Show Line Weights, and the Reference
Display can be turned on when needed
and then toggled off.

» Special Edit Behaviors can be enabled for
particular tasks, then replaced by the
Default Behavior. See “Edit Behaviors”
on page 178.

Using the Mouse

When a setting is turned on, its icon will
display a small checkmark at its lower right
corner and have a border around it in both the
toolbars and the menu.

/Object Shapsis disabled
Ij) Object Snaps
|r’: Angle Snaps F10

™~ Angle Shaps is enabled

Shift+F11

Many of these interface elements are global
Preferences while others are file-specific
default settings. See “Default Settings vs
Preferences” on page 74.

Using the Mouse

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

( The left button is the primary
o= button used in Chief Architect.
Unless specified otherwise, Chief
Architect documentation refers to
the left mouse button.

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

( The Right button has several uses.
P‘.

Right-click to select any object.If, for

example, the Straight Exterior Wall N
tool is active, the left mouse button allows

you to select only walls. You can select other
object types such as cabinets with the right
mouse button.

Use the right mouse button to temporarily
switch to the Alternate edit behavior. See
“Edit Behaviors” on page 178.

You can also use the right mouse button to
open a context sensitive menu with
additional editing commands. See
“Contextual Menus” on page 38.

( The Middle button can be used to
e pan in most view types or to
temporarily use the Move edit
behavior. To close a tabbed view
window, click on its tab using the middle
mouse button. You can also program it to
work as a double-click.

If your mouse does not have a middle mouse
button, in the Mac version of Chief Architect
you can use the left button and the Command
key to achieve the same results.
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( The Mouse Wheel can be used to
¢ zoom in and out in most view types.
\_, See “Zoom Tools” on page 881.

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

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

3D Mice

3Dconnexion®'s 3D mice can be used to nav-
igate in Chief Architect. For information
about navigating in camera views and over-
views, see “3Dconnexion® 3D Mice” on
page 912.

Using a Trackpad

In addition to the standard trackpad gestures
on your system, in Chief Architect you can
pinch to zoom.

In OS X 10.10 (Yosemite), use the click-hold
gesture to pan; in 10.9 (Mavericks) and prior,
click-hold and two finger panning are
supported. Panning is not supported in the
Windows version of the software, however.

Edit Handles

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

Edit Behavior & is currently active. See
“Edit Behaviors” on page 178.

When you pass the mouse over an edit
handle, information about what the handle
does displays in the Status Bar and the
pointer changes to show how you can use
that handle.

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

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

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

Resize handles display along the edges of the
object are used to change the size. See
“Resizing Objects” on page 229.

The Move handle at the object’s center lets
you move the object. Depending on the type
of object(s) selected and how far you are
zoomed in or out, the position of the Move
handle may shift so that it remains on-screen.
See “Moving Objects” on page 220.

The triangular Rotate handle lets you rotate
the object. See “Rotating Objects” on page
234,

Y )
-]
e




iy Object labels also have their own Move
‘g and Rotate handles. See “Object
Labels” on page 1279.

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

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

Edit handles do not resize as you zoom in or
out. If you are zoomed out far enough, some
edit handles may be hidden so that they do
not stack over one another. As you zoom in,
these handles become visible again.

Mouse Pointer Icons

The appearance of the mouse pointer in
Chief Architect will vary, depending on
which tool is active. For example, when the

Select Objects || tool is active, it will look
like a white arrow, and when a Cabinet

View and Side Windows

Tool [ is active, it will look like a base
cabinet with a small cross.

In addition, one or more additional icons
may follow the mouse pointer if a
recommended setting is not in use or if a
problematic condition exists in the file:

Ico Setting

| Angle Snaps

Alt Alternate Edit Behavior
& Move Edit Behavior

= Resize Edit Behavior

7~ Concentric Edit Behavior
79 Fillet Edit Behavior

= Disconnect Edges

w Auto Rebuild Terrain

') Rebuilding Walls, Floors
- and Ceilings

A Fix Wall Connections

View and Side Windows

Chief Architect’s main program window has
a number of important features that let you
interact with the program, such as toolbars
and menus. It also features two different
kinds of windows: view windows and side
windows.

View Windows

View windows are sometimes referred to as
“the drawing area” because most of them are
windows in which you can draw or place

architectural and/or CAD objects. There are
a number of different types of view windows
in Chief Architect:

* Floor plan view

» Camera views and overviews
* Cross section/e

» Ray Trace views

*  CAD Details

* Materials Lists

* Layout
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View windows can be navigated by panning
and zooming; and, they have scroll bars on
the right side and on the bottom. You can
turn off the display of the scroll bars by

selecting View> Scrollbars [4]. See “View
Tools” on page 880.

Although only one view window can be
active at any given time, there is no limit to
the number of view windows that can be
open. View windows can be tiled or tabbed,
and you can navigate between them in a
number of different ways. See “Window and
View Tools” on page 879.

You can also tear a view window out of the
main program window. This creates a
second, separate program window complete
with toolbars and menus. Individual view
windows can be torn out and transferred
between program windows.

Side Windows

Side windows provide access to a variety of
tools, content, and information that helps you
organize and add detail your drawings.

Side windows are so-named because they are
typically docked to either the left or right
side of the program window - although, they
can also be docked to the top or bottom, or
undocked entirely. There are several
different types of side window:

+ Child Tool Palette

* The Library Browser

* Project Browser

+ Active Layer Display Options
+ Aecrial View

Each of these side windows can be opened
via the View menu or by clicking the toolbar

button associated with it. Similarly, each can
be closed by clicking the Close button in its
title bar or tab, via the View menu, or by
clicking its toolbar button. See “View Tools”
on page 880.

To undock a side window, either drag its title
bar out into the drawing area or click the
Undock button on its title bar. To dock a side
window, drag its title bar to any side of the
program window. You can also double-click
on its title bar to return it to its last docked
location.

Two or more side windows can be docked
together to form a shared side window, and
can be tiled and/or tabbed within that shared
window. To create a shared side window,
begin by docking a side window to a side of
the main program window, then:

* To create tabbed side windows, drag a
second side window over the first. When
the docked window becomes highlighted,
release the mouse button.

» To create tiled side windows, drag a sec-
ond side window over the first. When the
docked window becomes highlighted,
slowly drag the mouse towards one of its
sides. When a highlighted space is cre-
ated along that side, release the mouse
button.

You can choose to disable Side Window
Drag Docking in the Preferences dialog,
and you can also enable Top/Bottom
Docking. See “Appearance Panel” on page
92.

Side windows can also be set to their initial
states in the Preferences dialog. See “Reset
Options Panel” on page 126.



Toolbars and Hotkeys

Toolbars and Hotkeys

Using the toolbar buttons is the fastest,
easiest way to access many program features.
If a tool is active, a small checkmark will
display at the lower left of its button icon.
You can move the toolbars, customize them
by adding or removing buttons, or create
your own toolbars from scratch. See
“Toolbar Customization Dialog” on page
135.

You can also turn off the display of toolbars
entirely or turn them on again by selecting

View> Toolbars .

When you pass the pointer over a toolbar
button, a “tool tip” displays the name of the
tool and a more detailed description displays
in the Status Bar at the bottom of the
program window. When you see one of these
tool tips, press the F1 key to get more
information about that item. See “Getting
Help” on page 49.

Chief Architect’s tools are organized into
families of related tools which can be
accessed using either of two styles of toolbar
interface: the Child Tool Palette or Drop
Down tools. You can select the interface that
you prefer in the Preferences dialog. See
“Appearance Panel” on page 92.

Toolbar Configurations

Chief Architect installs with five Toolbar
Configurations, which are sets of toolbars
organized for working on specific tasks.
Each can be accessed in the Toolbar
Customization dialog, by right-clicking on a
toolbar, or by clicking a Toolbar

Configuration button. See “Toolbar
Configurations” on page 131.

You can customize these configurations to
suit your needs, or you can create your own
custom configurations.

The Edit Toolbar

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

o N B X003, 7 D F OO0 40

The edit toolbar buttons are the same as the
options in the contextual menu when you
right-click on an object. See “Contextual
Menus” on page 38.

Hotkeys

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

Other keys or key combinations will invoke a
variety of program commands. If a Chief
Architect menu item has a keyboard shortcut,
or hotkey, associated with it, that hotkey will
display to the right of its name in the menu.
You can assign hotkeys to Chief Architect’s
tools to best suit your style of work. See
“Hotkeys” on page 138.
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Chief Architect uses a standard Windows
menu format. The menus are located below
the title bar in the program window and can
be used to access nearly all tools in the
program. Click on a menu name to expand it,
then click on a menu item to either activate
that tool or access the item’s submenu. Items
with a submenu have an arrow to the right of
the name.

Menu items with an icon to their left have a
toolbar button associated with them. Some
buttons are not included on the toolbars but
can easily be added. See “Toolbar
Customization Dialog” on page 135.

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

Many tools in Chief Architect also have
hotkeys associated with them. If a menu item
has a hotkey, it will display to the right of the
item’s name. See ‘“Hotkeys” on page 138.

Edit | Build Terrain  Library 3D CAD
7 Undeo Ctrl+Z
Cx Redo Ctrl+Y

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

In the Chief Architect documentation, menu
paths are written in this format: Build> Win-

dow> Box Window ¥ V. An icon image after
the menu path indicates that a toolbar button
is also available.

Contextual Menus

Contextual menus are context-sensitive
menus that display tools relevant to a
selected object or view. To open a contextual
menu, right-click on an object, in an empty
space in a view window, or in a text field in a
dialog box.

Select Objects Space

Save Ctrl+5

&l &7

Display Options...
Paste 4

Zoom Shift+Z

Undo Zoom

fulli®]

[EP| Preferences... -
Contextual menu for floor plan view

The options in an object’s contextual menu
are usually the same as those on an object’s
Edit toolbar. See “The Edit Toolbar” on page
37.

Contextual menus can be enabled or disabled
in the Preferences dialog. When contextual
menus are disabled, right-clicks perform

generic object selection, much like when the

Select Objects ' tool is active See
“Appearance Panel” on page 92.



Dialogs

Dialogs

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

Many dialogs have multiple panels, which
are listed in a tree list on the left side of the
dialog. Click on a panel name in the list to
make it active. In Windows, panels can also
be navigated using the keyboard. Press:

o Ctrl + Tab or Ctrl + F6 to navigate for- *
ward;

»  Ctrl + Shift + Tab or Ctrl + Shift + F6 to
navigate backward.

When a panel name is active, you can also .
navigate the tree list using the Up and Down
arrow keys.

By default, dialogs always open to the first
panel in the list; if you prefer, you can choose
to Open Dialogs to the Last Panel Visited.
See “General Panel” on page 98,

Dialog panels and settings can be accessed

using the mouse. You can also navigate the .
settings on a given dialog panel using the
keyboard. For example:

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

* Press the Tab key to shift focus from the
tree list to the first setting on the selected
panel.

» Press the Tab key to shift focus from one
setting to the next, or Shift + Tab to go in .
the reverse direction.

A checkbox can be checked or cleared by
pressing the Spacebar or the + or - keys,
respectively, while it is in focus.

Columns of radio buttons can be navi-
gated using the Up and Down arrow
keys; rows can be navigated using the
Left and Right arrows. Select a radio but-
ton by pressing the Spacebar while it is in
focus.

Settings in list boxes can be navigated
using the Up and Down arrow keys.
When a checkbox is in focus, it can be
checked or cleared by pressing the Space-
bar.

Drop-down lists can be browsed using
the Up and Down arrow keys. When the
mouse pointer is directly over the drop-
down, the mouse scroll wheel can also be
used; on a Mac, the list must also be
expanded. In Windows only, you can
press Tab to select the highlighted item in
the list and proceed to the next setting.

Settings with spin control arrows v can
be adjusted by typing in the text field or
using the Up and Down arrow keys.
When the mouse pointer is directly over
the setting, the mouse scroll wheel can
also be used.

Slider bars ~J~ can be adjusted by typ-
ing in the text field or using the Left and
Right arrow keys. When the mouse
pointer is directly over the slider bar, the
mouse scroll wheel can also be used.

Line items in tables can be group selected
using the Ctrl or Shift keys, or by press-
ing Ctrl+A.
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* Press Enter on your keyboard to close
most dialogs and apply your changes.

Note: Keyboard navigation in dialogs may
vary somewhat depending on your computer
platform.

In the Mac version of the software, Dictation
is supported in dialogs. Select Edit> Start
Dictation, then open a dialog. Say the word
“Numeral” before a number to enter it as a
numeric value or immediately follow a
number with a unit such as “foot” to enter it
as a measurement.

The units of measurement used in dialogs are
determined by your choice of template files.
See “Creating a New Plan or Layout” on
page 54.

The number format used in dialogs are set
based on your operating system’s defaults.
See “Region and Language Settings” on page
75. You can change the number format as
well as the angle format in the Dialog
Number Style/Angle Style dialog. See
“Dialog Number/Angle Style Dialog” on
page 127.

Math Operations in Dialogs

Basic addition, subtraction, multiplication,
and division can be performed in the text
boxes where numeric values are entered.

Note that settings for angle, pitch, or bearing
do not support math, nor do those with spin
controls or slider bars.

+ To add, type the + character followed by
the amount that you wish to add. Spaces
are ignored and including a unit of mea-
surement is optional.

» To subtract, type the - character followed
by the amount you wish to subtract. As
with adding, spaces are ignored and a
unit of measurement is optional.

» To multiply, type the * character followed
by the amount you wish to multiply by.
Spaces are ignored, and only one of the
values being multiplied can have a unit of
measurement.

» To divide, type the / character followed
by the amount you wish to divide by. To
divide, there must be a space before the /
- if there is not, the input may be treated
as a fraction. The denominator, or value
typed after the /, cannot have a unit of
measurement.

Math expressions support a single operation
only: more than one operation character (+, -,
* /) at a time is not allowed.

Basic math operations can also be used to
move objects using dimensions. See
“Moving Objects Using Dimensions” on
page 1019.

Dialog Size and Position

Dialog boxes can be both moved and resized
to suit your needs. By default, the program
will remember both the position and size that
you specify for a dialog and use it the next
time you open it. You can specify whether
the program does this always, per session, or
never in the Preferences dialog. You can
also reset the default sizes and positions. See
“Reset Options Panel” on page 126.

» To move a dialog, position your mouse
pointer within its title bar and then simply
click and drag.

* To resize a dialog, position your mouse
pointer on any edge or corner and then



click and drag outward or inward. If you

drag an edge, only that edge will move; if
you drag a corner, the two adjacent edges
will move.

When a dialog is resized, some elements
within it may resize in response: for
example, some list boxes and text fields.
Some elements within a dialog box can also
be resized independently. See “Dialog Panel
Splitters” on page 42.

Note that all dialogs have a minimum size
limitation but no maximum size. If a dialog
opens on a monitor with resolution too low to
display its full extents, it will have vertical
and/or horizontal scroll bars.

Note: Some of the dialog box images in the
software documentation have been resized
smaller than their actual minimum size.

Specification Dialogs

I—l Each object in Chief Architect has a
unique specification dialog where you
can enter size, style and other information
specific to the selected object. To access it,
select the object and click the Open Object
edit button. You can also double-click on an

object with the Select Objects ' ' tool
active to open its specification dialog. See
“Selecting Objects” on page 183.

Most objects also have a defaults dialog that
lets you specify the initial values in the
specification dialog.

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

o Ifaparticular setting varies among the
different objects, its checkbox will have a

Dialogs

solid fill instead of a check mark. Click
once to clear the box for all selected
objects, or click a second time to place a
checkmark for all selected objects.

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

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

If you select multiple objects of different

types, the Open Object b1 edit button is
usually not available. This button may be
available if the objects have data in common,
but you can only edit the common data.

Dialog Preview Panes

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

If you switch to a panel with settings that
affect the selected object’s appearance in a
certain view, that view will be shown in the
preview. For example, if you select the GEN-
ERAL panel, a 3D view will be shown; but if
you select the FILL STYLE panel, floor plan
view will be shown. When floor plan view is
shown, the primary and all secondary layers
associated with the object will display. See
“Primary and Secondary Layers” on page
144.
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When you click in the preview pane, your
mouse pointer changes to a four-headed
arrow and you can rotate around the object as
well as zoom in and out using the mouse
scroll wheel. Some objects, notably walls,
doors, and windows, have Interior and
Exterior labels to indicate which side is
visible in the preview. Click the Fill

Window [ J button above the preview pane
to zoom in or out so that the object fills the
extents of the pane, maintaining the current
rotation.

A selection of Rendering Techniques can be
applied to the preview in most dialogs:
Standard, Vector View, and Glass House. See
“Rendering Techniques” on page 951. You
can specify whether Standard or Vector View
is used by default in the Preferences dialog.
See “Appearance Panel” on page 92.

Click the Color @ button to turn color in
the preview off or on. Some objects have

additional tools that affect object previews.
For example, the Cabinet Specification

dialogs have a Select Cabinet Face Item 0
button. Object specific tools like this are
discussed in the documentation for that
object type.

Dialog Panel Splitters

Many dialog panels are divided into up to
three sections: a list of panels on the left, an
object preview on the right, and a central
area where settings are located. The vertical
splitters separating these sections each have a
pale, dotted handle.

To resize the panel list or preview, as well as
the area in the middle, move your mouse
pointer over the vertical division line: when

the splitter cursor 4b can be seen, click and
drag to the left or right.

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

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

* The type of object currently selected or
the total number of group-selected
objects.

* A description of the edit handle that the
pointer is over.

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

¢ The name of the active tool and its hot-
key, if it has one.

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

* The layer that the selected object is on.

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

* The current floor.
* The size of the active window in pixels.

¢ The screen redraw time.



* The current layout page.
e The Current CAD Layer.

¢ The current CAD coordinates of the
mouse pointer.

Message Boxes

The number format used in the Status Bar is
set in the Dimension Defaults dialog, while
the angle style can be specified in the
Number Style/Angle Style dialog. See
“Primary Format Panel” on page 989 and
“Dialog Number/Angle Style Dialog” on
page 127.

Message Boxes

As you work in Chief Architect, the program
will occasionally prompt you to examine
your settings, alert you if you command it to
do something that could potentially cause a
problem, or notify you if it encounters a
problem that needs your attention.

] Information

.'6] Area too constricted, could not position fixture item here,

["] Do not show this message again

Check Knowledge Base

Situations where such message boxes may
display include:

* Closing a file or view without saving;

*  Modifying an object that is set to rebuild
automatically;

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

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

As with dialog boxes, you can access the
options in a message box using the mouse or
navigate them using the keyboard.

A few messages have a Send Report button.
Click this button to send details regarding the

issue that prompted the message to Chief
Architect via the internet.

Some message boxes include a “Remember
my choice” or a “Do not show this again”
checkbox. Check this box to prevent
messages of this specific type from
displaying in the future. When this box is
checked, some options in the message box
may become inactive.

To allow all message boxes to display again,
click the Reset Message Boxes button in the
Preferences dialog. See “Reset Options
Panel” on page 126.

Name Prompt

In dialogs throughout the program, there are
opportunities to create new entities that
require a name. Examples include:

* The Copy button in the Saved Defaults
dialog.

* The Copy Set button in the Layer
Display Options dialog.

* The Rename button in the Schedule
Specification dialog.

When you click a New, Copy, or Rename
button in a dialog, a Name Prompt box will
open.
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™ New Layer Set

Mame: |Default Set 2

For best results, type a short, descriptive, and
unique name and then click OK.

Preferences and Default Settings
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Preferences and default settings control
many aspects of the user interface and tool
behavior in Chief Architect. You can use
these settings to customize the program to
suit your personal work style.

For more information about defaults and
preferences, see “Preferences and Default
Settings” on page 73.

Preferences

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

* Turn certain display elements on or off.

+ Choose background and editing feedback
colors.

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

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

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

» Set rendering specifications to maximize
efficiency and quality.

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

Defaults

Most objects in Chief Architect derive their
intial properties from their respective default
dialogs.

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

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

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

Default settings, unlike Preferences, are file
specific.

Dynamic Defaults

Most default settings are static: if you change
one, any objects of that type in the current
file will not be affected. A few defaults,
however, are dynamic: they are tied to
existing objects in the drawing and if you
change the default, those objects may be
affected. See “Dynamic Defaults” on page
76.



Template Plans

You can set up an otherwise empty plan with
the default settings of your choice and use it

Drawing a Plan

as your template for new, blank plans. See
“Template Files” on page 84.

Drawing a Plan

When you draw a plan in Chief Architect,
you are placing 3D objects that represent
building components. Chief Architect comes
with predefined default settings so you can
start drawing plans immediately. You should
review these default settings to be sure they
match your drawing and building methods.
See “Preferences and Default Settings” on
page 73.

Set the Defaults

1. Open a new plan using the template of
your choice. See “Template Files” on
page 84.

2. Set the structural defaults:

* Floor Defaults. Set the default ceiling
height for Floor 1. See “Floor Defaults
Dialog” on page 436.

* Foundation Defaults. Set the founda-
tion specifics such as type, footing size,
and stem wall height. See “Foundation
Defaults” on page 448.

* Framing Defaults. Set the floor framing
specifications, including type and
dimensions. See “Framing Defaults”
on page 578.

* Default Wall Types. Specify the
defaults for walls and railings. See
“Wall, Railing, and Fencing Defaults”
on page 260.

3. Set material defaults for roof, walls, and
rooms (optional). See “Material
Defaults” on page 848.

4. Set style defaults for doors, windows,
molding, cabinets and other objects.

Draw the Floors

1. While the size of the drawing area in
Chief Architect is limited only by the
resources on your computer, it is best to
begin your drawing near the origin,
0,0,0. See “3D Drafting” on page 31.

2. Draw the exterior walls on Floor 1. See
“Drawing Walls” on page 276.

3. Adjust the perimeter shape and size as
required. See “Using the Edit Handles”
on page 286.

4. Place any first floor bearing walls.

Define types for special rooms such as
garages and decks in the plan. See
“Room Types” on page 335.

6. Place perimeter doors and windows. See
“Doors” on page 361 and “Windows” on
page 391.

7. Build additional floors. See “Adding
Floors” on page 437.

*®

Specify the default ceiling height for
each floor as soon as it is created. See
“Floor Defaults Dialog” on page 436.
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10.

Adjust the perimeter shape of additional
floors as needed. See “Editing Walls” on
page 285.

Align edited or moved walls with those
above or below where appropriate. See
“Aligning Walls” on page 292.

Entering Dimensions

When using Imperial units, enter distances as
inches or feet and inches, in fractional or
decimal form. Millimeters are the default
unit for all metric distances. See “Dimen-
sions” on page 985.

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

In most cases, the program allows
precision to 1/128th of an inch. Fractions
with denominators 2, 4, 8 and 16 are
allowed.

The program usually converts decimals
to fractions.

You can enter angles as decimal degrees,
degrees, minutes, and seconds, quadrant
bearings, or azimuth bearings. See
“Dialog Number/Angle Style Dialog” on
page 127.

Build the Foundation

Derive the foundation plan from the first
floor. See “Building a Foundation” on
page 452.

Adjust the foundation perimeter shape
as needed.

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

Place any other foundation walls
required.

Align with Above as needed. See
“Aligning Walls” on page 292.

Add Structure and Details

Build non-structural interior walls.
Begin on floor one and work up in mul-
tiple story structures.

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

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

Build the roof planes. If you generate the
roof automatically, remember to carry
the roof directives in the walls from the
first floor up to the top floor for multiple
story structures. See “Roofs” on page
473.

Build the framing. See “Framing” on
page 577.

Build the terrain and landscaping. See
“Terrain” on page 715.

Create the plot plan and plan footprint.
See “Plot Plans and Plan Footprints” on
page 731.

Create any necessary views and print the
plan and use CAD Detail from View to
create 2D elevations and plan details.
Use and modify details from the Library,
as well. See “CAD Details” on page
1117.

Create the Layout

If one does not exist, create a Layout file
with a title block, placing the border,
title block, and other text on page 0. See
“Layout” on page 1235.



2. Send views to the layout, starting with
layout page 1. See “Sending Views to
Layout” on page 1240.

Viewing Your Plan

3. Print the plan. See “Printing and Plot-
ting” on page 1211.

Viewing Your Plan

You can see your model in a wide variety of
different 2D and 3D views. You can display
more than one view at a time; and in any
view, you can pan or zoom in or out. See
“Window and View Tools” on page 879.

Floor plan view is a 2D view of the model and
is most commonly used for drawing and
editing. In floor plan view, each floor displays
separately and you can only edit one floor at a
time; however, you have extensive control
over which objects display at any given time,
can easily switch between floors, and can also
display items on a second floor for reference.
See “Multiple Floors” on page 435.

You can create interior and exterior 3D views
of your model from any perspective. As in
floor plan view, you can select and edit many
objects in 3D views and control which objects
are visible. See “3D Views” on page 887.

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

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

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

A variety of rendering techniques let you
produce customized 3D views, from detail
drawings to photorealistic Ray Trace views to
artistic presentation views.

Layout

=] All plan views can be sent to a layout
~#_| where they can be arranged to produce
full construction documentation. See
“Sending Views to Layout” on page 1240.

lhlnm nnnmks"L—_.':'F
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All views can also be exported as a graphic
image. See “To export a picture” on page
1141.

Sharing Your Files with Clients
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Chief Architect users have the option of
letting their clients review plan and layout
files on their own computers, at their

convenience, using the Chief Architect
Viewer. The Chief Architect Viewer allows
clients to open plan and layout files, create



3D views, and add text annotations without
making any changes to the actual model.

To share files using the Chief Architect
Viewer, first invite a client to request a copy
of the viewer at www.chiefarchitect.com.

Getting Help

To ensure that all custom backdrops, images
and material textures are included,, use the

Backup Entire Plan 53 tool when
preparing to send files to your client. See
“Backup Entire Plan” on page 70.

Getting Help

There are many forms of help
= | available in Chief Architect including:
Tool Tips, the Status Bar, and the online Help
menu.

All these forms of help assume you have a
basic working knowledge of your operating
system, including how to use a mouse, open,
close and save files, copy, paste, and right-
click to access contextual menus. Help also
assumes you are familiar with basic
computer terminology.

More information is available in the product
documentation in both printed and electronic
format and on Chief Architect’s official web
site, chiefarchitect.com.

See “Additional Resources” on page 1307.

Tool Tips

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

Contextual Help

Online Help is a searchable menu that
= | provides information about all of the
tools in Chief Architect. Select Help>
Launch Help to open the program’s Help
and explore the table of contents, browse the
Index, or Search for keywords.

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

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

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

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

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

49


http://www.chiefarchitect.com/
http://www.chiefarchitect.com/resources/viewerrequest.php

Chief Architect X8 Reference Manual

About Chief Architect

Select Help> About Chief Architect in
Windows® or Chief Architect> About

Chief Architect in Mac OS X® to view
information about your software license, the
program’s version number, and its release

date. If your license has an expiration date, it
will also display here.

Contact information for Chief Architect, Inc.
is available on the MORE INFORMATION
panel.

Chief Architect Trial Software
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Chief Architect Premier X8 and Chief
Architect Interiors X8 both have Trial
versions available for free download at
chiefarchitect.com.

The Trial software offers the same
functionality as a purchased license with a
few limitations:

» File Saving

* Printing

+ File Exporting

* Recording of Walkthroughs

* Printing or Exporting of Materials Lists
+ Library Browser restrictions

* Use of the Time Tracker utility

* Use of the CAD Detail from View tool
* Creating or saving Plan Database files

+ Exporting of Layer Sets

Full details can be found in the software’s
Help and at chiefarchitect.com.

Converting the Trial Version

An installation of the Chief Architect Trial

software can be converted into a full working

version of the program at any time by
purchasing a software license. There are
several ways to begin this process in the
Trial:

Click the Purchase Full Version Now
button in any Trial Restriction message
box.

Select Help> Purchase Chief
Architect ¥ .
Select File> Startup Options and

then click the Purchase Full Version
Now button.

Once you have purchased a license, you can
activate it while the Trial software is running.

To activate the full version

1.
2.

Select Help> Activate Full Version.

In the Product Activation dialog, type
or paste the Product Key associated
with your software license.

Click the Activate Full Version button.


http://www.chiefarchitect.com/products/trial.html
http://www.chiefarchitect.com/support/article/KB-00967/

Chapter 2:

File Management

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

All commands related to opening, saving and
closing plans are located in the File menu.
You can also open plans from the Startup
Options dialog. See “Startup Options” on
page 30.

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

Chapter Contents
Compatibility with Previous Versions
Organizing Your Files
Chief Architect Data
Creating a New Plan or Layout
Saving, Exporting, and Backing Up Files
Thumbnail Images
Auto Archive
Undo Files
Opening and Importing Files
Plan Databases
Searching for Plans
Referenced Files
Backup Entire Plan
Closing Views and Files
Exiting Chief Architect
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Plans and layout files produced in the
following programs can all be read by Chief
Architect X8.

«  Chief Architect® 5.0 through X7
« 3D Home Architect® 3.0 and 4.0

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

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

+ All Chief Architect Home Designer®
products, Interior Designer, and Land-
scaping and Deck Designer, Versions 9
through 2015.

* Trading Spaces® Design Companion™

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

Only the .PL1, .LA1, .plan, and .layout files
from prior versions can be opened in Chief
Architect X8. A number of steps are
recommended when migrating plans created
in an earlier program version into Chief
Architect X8. Before doing so, see “Before
You Begin” on page 1319.

iy Chief Architect automatically archives
@ plans created in prior versions. See
“Auto Archive” on page 59.

Files that have been opened and saved in
Chief Architect X8 cannot be read by any of

the program versions listed above. To
continue to read files in the program in which
they were created, be sure to create copies of
your files before opening them in Chief
Architect X8.

Plans and layout files produced in the
Windows® version of Chief Architect X8 can
be read in the Mac® version, and vice versa.

Opening Chief Architect Plans
in Home Designer Programs

Plans created in Chief Architect Versions 5
through X8 can be opened in the latest Home
Designer programs for viewing and
annotating, but not for general editing or
drawing of architectural objects.

Plans created in build 11.4 or later of Chief
Architect X1, or in later program versions,
can be set to allow limited editability in
Home Designer programs. When this
permission is enabled, a Home Designer user
can use all of their program’s drawing tools
and can edit objects in the plan that those
tools can create. If an object cannot be
created in the Home Designer program,
however, it will not be editable.

To protect some objects from being edited
when a file with editing permission is opened
in a Home Designer program, consider
locking their layers. See “Locking Layers”
on page 145.

Allow Editing in Select Home Designer
Products can be enabled or disabled only
when the file is opened in Chief Architect.
See “General Plan Defaults Dialog” on page
88.



Organizing Your Files

Organizing Your Files

You should keep your plan and layout files
separate from the support files needed to run
Chief Architect. To keep files organized, you
may find it helpful to create a new folder for
each project.

Chief Architect files may use imported
images, textures and other custom content
saved in their own external data files.
Consider storing copies of all external files in
the same folder as the plan and layout files
that use them so that they are easily found.
See “Adding Library Content” on page 829.

Here is one way to organize your files:

* Create a folder in your Documents direc-
tory called “Chief Architect Plans” or
another name you prefer. See your operat-
ing system’s Help to learn how to create
folders.

« Inside this folder, make a new folder for
each client or project. Save all the files for
that client or project inside this folder,
including plan and layout files and refer-
enced external files. See “Saving, Export-
ing, and Backing Up Files” on page 55.

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

Once you understand the file management of
Chief Architect, you should decide on a
naming convention that suits your needs.

i It is recommended that each layout file
@ be saved in the same folder as the plan
file(s) associated with it. See “Managing Lay-
out Links” on page 1255.

To specify a default Save As location

1. Select Edit> Preferences , then
select New Plans from Category list. See
“New Plans Panel” on page 103.

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

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

Chief Architect Data

When Chief Architect X8 is installed, the
program automatically creates a folder in the
user Documents directory called Chief
Architect X8 Data. This folder contains
important user-specific information saved in
the following folders and files and should not
be moved, renamed or deleted:

* Archives - A folder of automatically
archived plan and layout files. See “Auto
Archive” on page 59.

* Backdrops - A folder of custom back-
drop images. See “3D Backdrops” on
page 909.

* Hotkeys - A folder of hotkey assign-
ments. See “Hotkeys” on page 138.
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+ Images - A folder of custom images. See
“Adding Materials and Images” on page
830.

e lex - A folder of customized dictionaries.
See “Spell Check” on page 1050.

+ Database Libraries - A folder of user
library data. See “Library Content” on
page 825.

* Scripts - A folder for custom Ruby
scripts. See “Ruby Console” on page
1303.

* Templates - A folder of plan and layout
template files. See “Template Files” on
page 84.

+ Textures - A folder where you can save
image files used to create custom material
textures. See “Creating Materials” on
page 857.

« Toolbars - A folder of customized toolbar
files. See “Toolbar Customization Dia-
log” on page 135.

« mmaster.mat - The Master Materials List
file. See “The Master List” on page 1298.

+ sheetSizes.sheet - A list of user-created
Drawing Sheets. See “Customize Sheet
Sizes Dialog” on page 1218.

* units.dat - A list of user-created units of
measurement. See “Unit Conversions
Panel” on page 104.

The name of the Chief Architect X8 Data
folder cannot be changed, but you can
specify its location on your computer in the

Preferences dialog. It’s best to use a
location on your local hard drive. See
“Folders Panel” on page 100.

Just as with your plan and layout files, it is a
good idea to back up your Chief Architect
X8 Data folder.

If the Chief Architect X8 Data folder is

renamed, moved or deleted, the pro-
gram will automatically replace it using
default information from the Chief Architect
installation folder. When this occurs, cus-
tomized user settings and custom user
library content will not be available.

Because the Chief Architect X8 Data
contains custom user data, it is not deleted
when the program is uninstalled. See
“Uninstalling Chief Architect” on page 19 of
the User’s Guide.

Creating a New Plan or Layout
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To create a new, blank plan, select
File> New Plan.

You can also choose New Plan in the
Startup Options dialog. See “Startup
Options™ on page 30.

By default, a new layout file will be
assigned the same name of the first

plan file sent to it, associating the layout files
with the plan files used.

Note: Only one layout file can be open at any
given time.

New plan and layout files derive their default
settings the from currently selected template
files. See “Template Files” on page 84.



New, blank plans are called Untitled.plan
and new, blank layout files, Untitled.layout.
Unless these files are named and saved, they
will be lost when closed. See “Saving,
Exporting, and Backing Up Files” on page
55.

Units of Measurement

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

on the current setting in the Preferences
dialog. When the program is first installed,
the Windows OS setting for units determines
what system is used. See “New Plans Panel”
on page 103.

A plan or layout file’s unit of measurement
must be specified before it is created and
cannot be changed later. If you normally
work in one set of units but need to create a
new file using the other, select File>

Templates> New Plan From Template
to open a new file using an appropriate
template without changing your Preferences

Saving, Exporting, and Backing Up Files

settings. See “Opening Template Files” on
page 84.

While it is recommended that you create new
plans using the type of unit that you plan to
use, you can display dimensions using any
type of unit. See “Dimension Preferences
and Defaults” on page 986.

Template Files

New plan and layout files are created as
copies of the current template files specified

in the Preferences dialog. See
“Template Files” on page 84.

Commonly used settings, defaults and other
information are included in template files.
You can customize the settings in a template
file to fit your work style and then save your
changes as a new template file. See “To
create your own template plan” on page 85.

If no template has been specified in the

Preferences dialog, new plans and
layouts are created using the system defaults.
System defaults cannot be modified.

Saving, exporting, and backing up your files
are three separate tasks that accomplish
different things:

+ Saving a plan or layout file retains your
work so that it can be later opened in
Chief Architect.

* Exporting a file allows you to save certain
kinds of data in a format that can be used
by a program other than Chief Architect.

Saving, Exporting, and Backing Up Files

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

Whether you are saving, exporting, or
backing up your data, it is important that you
select a location on your computer for the
files you create, and also specify a short,
meaningful name that you will be able to
identify in the future.
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To save an untitled plan or layout file

1. Select File> Save = to open the Save
File dialog.

2. Specify a location on your computer
where you would like to save the file.

See “Organizing Your Files” on page 53.

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

4. Chief Architect automatically assigns
the File of type and file extension .plan
to plan files and .layout to layout files.

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

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

Saving Plan and Layout Files
[E] [E] When you first save a new,
untitled file, you must select a
location for it on your computer and give it a
name. There are two options for saving plan

and layout files: File> Save and File> Save
As.

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

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

« File> Save As [z opens the Save File
dialog, allowing you to save the plan or
layout file using a different name or loca-
tion on your computer.

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

Open |_| or Save As =) commands default
to the directory last used for that operation.
This path is saved when the program exits.
The next time Chief Architect is launched,
these defaults are used.

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

As =) operations in the Preferences
dialog. See “New Plans Panel” on page 103.

Saved Views

Any previously saved camera views and
CAD Details associated with the plan are
saved with the file.

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

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



Saving, Exporting, and Backing Up Files

Save File Dialog

The Save File dialog uses the operating
system’s file save dialog format, and is also
used when exporting files. The dialog name

Organize « MNew folder

Ll

7 Favorites £ Riverstone.plan

B Desktop
4 Downloads

= Recent places

=l Libraries
3 Documents
-, Music
= Pictures

B videos

v

File name: | Riverstone_revision.plan

Save as type: | Plan Files (*.plan)

= Hide Folders

o Choose a location on your local
computer for the file you are saving.

Q Any existing folders and/or files in the
current location display here.

0 In the File Name field, type a name for

the file. If you select an existing file
from the space above, its name will display
here automatically.

e When saving a file, the program will

choose the appropriate file type from
the Save as type drop-down list. When
exporting, you may need to choose a specific
file type.

may vary, depending on the type of file being
saved or exported.

A similar Select Folder dialog allows you to
select a folder to which files can be exported.

Save Plan File

T <« Chief Architect Plans » Riverstone o v G

Search Riverstone 2

Save Cancel

Saving Revision Files

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

* Prepending the file name;
» Appending the file name;

» Saving revisions in separate folders.

To avoid confusion and potential mistakes, it
is recommended that you always give files
unique names - including revision files. If
you choose to organize your revisions by
saving them in separate folders, you should
also give each file a unique name that makes
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it impossible to confuse it with another file
saved in a different folder.

Exporting Files

Chief Architect has a number of options for
exporting and importing information out of
and your drawings. See “Importing and
Exporting” on page 1167.

Often, file export dialogs are simply versions
of the Save File dialog.

Similarly, file import dialogs are often
similar to the Open File dialog. See
“Importing Files” on page 62.

Backup Entire Plan

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

affected when Save As [ is used.

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

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

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

files, use the Backup Entire Plan =3 tool.
See “Backup Entire Plan” on page 70.

Backing Up Your Files

é It is always a good idea to create
backup copies of all your important
files on your computer.

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

» Across a network, such as onto a server;

¢ Onto removable media such as a USB
thumb drive, CD, or DVD;

¢ Across the Internet.

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

Similarly, you should never open files saved
in these locations. Copy the files to the local
hard drive, and then open them. See
“Opening and Importing Files” on page 61.

Archive folders are used by Chief Architect
to manage prior versions of your files. You
should not view these files as a substitute for
your own backup routine, and should never
save a file in an archive folder. See “Auto
Archive” on page 59.

When backing up your Chief Architect files,
consider backing up not only your .plan and
Jayout files, but your custom user data, as
well - including library content, toolbar
configurations, and textures. This custom
data is all located in the Chief Architect Data
folder, so it can be easily backed up. See
“Chief Architect Data” on page 53.

You can, if you wish, create a folder inside
the Data folder for your .plan and .layout
files, as well. See “Organizing Your Files” on
page 53.



Thumbnail Images

Thumbnail Images

A thumbnail is a miniature image that helps
identify a file in the Open Plan File dialog in
Windows and in the Find Plan Assistant.
Any view of a plan or any layout page can be
saved as the thumbnail. See “Searching for
Plans” on page 65.

If thumbnails are enabled in the Preferences

dialog, the program automatically creates
one when you first save a new plan or layout.
You can choose to generate small or large
thumbnails. See “File Management Panel”
on page 99.

To create a custom thumbnail image

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

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

3. With the desired view active, select

File> Save Thumbnail Image .

Thumbnail images are saved in the plan or
layout file that they are associated with.

Auto Archive

The first time a plan or layout is saved, Chief
Architect creates an Archive folder in the
Chief Architect Data folder. The Archive
folder contains Auto Save and Archive files.

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

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

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

Archive Files

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

Files can be archived by hour, day or most
recent save. They are renamed according to
which archiving option is selected in the

Preferences dialog. See “General
Panel” on page 98.

Previous

Save @JDI‘IESRESMEHEE.DEH

Daily @ JonesResidence_2015_11_09.plan
Hourly @ JonesResidence_2015_11_09_14.plan

Archivefilesillustrating all three archive options

& Regardless of what archiving option you

select in the Preferences dialog, if you
do not save your work regularly, your archive
files will not be updated.
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Plan, layout and related files from previous
versions of the program are automatically
moved to the archive folder when the plan is
opened and saved in Chief Architect.

Archive files are meant to be for emergency
use only. If you must access an archive file,
open it as you would any other file. See
“Creating a New Plan or Layout” on page 54.

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

Legacy Archive Files

Plan and layout files saved in the current
program version are not backwards-
compatible: that is, they cannot be opened in
older versions of the software.

If you open a Chief Architect plan or layout
file from a previous program version and

immediately Save (=] it (not Save As =i ),
the Auto Archive utility will create an
additional archive file using the original
program version format. This archive file is a
copy of the original and can still be opened in
the original program version.

If you open and Save lcl a Chief Architect
Version 10 plan or layout file, the legacy
archive file name will be appended “ v10” to
help distinguish it from other archived .plan
or .layout files of the same name, and a copy
of its archive folder will be created in the
Chief Architect X8 Archives folder.

Manage Archives

Chief Architect offers two convenient ways
to access Archive folders.

+ Select File> Manage Auto Archives (A]
to open the current plan’s Archive folder.

* Click Yes in the Archived Files dialog
when the program warns you that the
number of archive files exceeds the Auto
Archive Files value.

You can also move or delete archived files
using your operating system. See your oper-
ating system’s Help for more information.

Auto Save Files

As you work, Chief Architect automatically
creates Auto Save files at regular intervals
when changes are made to a file but not

saved by selecting File> Save =]

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

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

@ JonesResidence_auto_save.plan

Auto Save file after normal shut-down

You can enable Auto Save and set its

frequency in the Preferences [P dialog. See
“General Panel” on page 98.

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

@ JonesResidence_auto_save_hak. plan
Auto Save file after abnormal shut-down
If your computer shuts down accidentally,

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



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

When you reopen a file after a computer shut
down or system crash, the program will
notify you if an Auto Save file newer than
the original file is found and give you the
option to one that file.

Undo Files

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

« Click the Save [l button.

« Select File> Save [l
* Press Ctrl + S on the keyboard.

Undo Files

Chief Architect stores a set number of copies
of all open plan file changes, known as undo
files. Undo files are referenced whenever

you select Edit> Undo 2 or Edit>

Redo . See “Undo and Redo” on page
257.

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

dialog. See “Folders Panel” on page 100.

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

When Chief Architect is closed normally,
any current Undo files are deleted.

Opening and Importing Files

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

* Opening a file refers to opening it in the
program in which it was created. Only
plan or layout files can be opened in Chief
Architect. See “Compatibility with Previ-
ous Versions” on page 52.

» Importing a file brings data that was cre-
ated in a different program into Chief
Architect. A number of different file types
can be imported into Chief Architect.

—7—| Select File> Open Plan to open
JILL] an existing .plan file or File>
Open Layout to open an existing .layout file
located on your computer. Chief Architect
automatically browses to either the directory
last used or to a specific directory, depending

on your current Preferences settings. See
“New Plans Panel” on page 103.

iy Before opening a file located on a
@\ removable storage device, server, or
other computer on a network, copy it to your

local machine’s hard drive first.
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Open File Dialog

The Open File dialog uses the operating
system’s file open dialog format, and is also
used when importing files. The dialog name
may vary, depending on your operating

system and the type of file being opened or
imported.

A similar Select Folder dialog allows you to
select an entire folder of files to import.

™) Open Plan File
:(-:I - 1 <« Documents » Chief Architect Plans » Riverstone o v & Search Riverstone 2
Organize « Mew folder Hy 0O @
~ -
' Favorites ' Riverstone.plan o
B Desktop

4 Downloads

= Recent places

=l Libraries
3 Documents
-, Music
= Pictures

B videos

v

Riverstone.plan

File name: | Riverstone.plan

0 Choose the location on your local
computer for the file you are opening.

Q Any existing folders and/or files in the
current location display here.

9 In the File Name field, type the file’s

name. If you select the file in the space
above, its name will automatically display
here.

0 When opening or importing a file, the
program will usually choose the
appropriate file type from the Save as type
drop-down list. When importing, you may

need to choose a specific file type.

Date medified: 1/20/2015 12:07 PM
'-L‘lE Chief Architect Plan File Size: 85.9 MB

Date created: 1/19/2015 12:49 PM

o v | | Plan Files (*.plan *.pl1} o v

Cancel

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

Importing Files

Chief Architect has a number of options for
exporting and importing information out of
and into your drawings. Often, file import
dialogs are simply versions of the Open File
dialog. See “Importing and Exporting” on
page 1167.

Similarly, file export dialogs are often similar
to the Save File dialog. See “Exporting



Files” on page 58.

Recently Opened Files

A list of recently opened and saved plan and
layout files can be accessed by selecting
File> Open Recent Files. Select one of these
files to open it without using the Open File
dialog.

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

Plan Databases

Preferences dialog. You can also
specify that the recent files list display at the
bottom of the File menu rather than in a
submenu. See “File Management Panel” on
page 99.

The names of recent files also display in the
Startup Options dialog. Click on the name
of a file to open it. See “Startup Options” on
page 30.

Plan Databases

A Plan Database is a collection of plan files
along with search information about those
files. You can create one or more Plan
Databases and use them to find drawings that

you have created that meet a set of search
criteria that you specify. See “Searching for
Plans” on page 65.

Creating a Plan Database File

Select Tools> Plan Database>
+ Create Plan Database to create a new
plan database file that can be used to search

Database File:

Plan Search Path: [hief Architect Plans'Vacation Homes',

i\Vacation Homes\Vacation Homes. DB

for plans using the Plan Find Assistant. The
Create Plan Database dialog opens.

Create Plan Database

Browse...

Browse...

LY

[] indude Subfolders
[[] Use Relative Paths

:

Use the Database File ficld to name the

plan database file to be created. Click
the Browse button to save this file at the
location of your choice, as well as name it.

9 Specify the Plan Search Path, which is
the pathname of the folder where plans
to be included in the plan database are saved.

Any plan files in this folder will be added to
the plan database. Click the Browse button to
navigate to a folder on your computer.

The Include Subfolders checkbox

allows you to specify whether or not the
search looks only in the Plan Search Path or
if it also searches any subfolders found.
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* Check Use Relative Path if you antici-
pate moving the folder containing the
database and plans to another location. As
long as the database and the plans it refer-
ences remain in the same folder, that
folder can be moved to another location.

When you click OK, the program searches
for plan files and adds them to the plan
database file. The program must read each

plan and analyze it so this process may take
some time.

You can Cancel the search process at any
time. If you do, your plan database will have
incomplete information and will not contain
entries for all plans in your search folder.
When all plans have been found and added to
the plan database, the program automatically
opens the new plan database file for
modification.

Editing a Plan Database File

il Once a plan database file is created, it
17 can be modified. Select Tools> Plan
Database> Edit Plan Database, then select

the plan database file you want to modify.

Click OK to open the Edit Plan Database
dialog. You can edit any of the information in
the plan database and add and remove plans
from the database.

I Edit Plan Database
Plans in the Database: Selected Plan Information o
A Frame o Style: cabin ~ | | Add Style... ]
Mountain Lodge
Oceanside TR $0.00
Pocket Creek Ranch fe=r 1200 Sq. Ft.
Bedrooms: |3
Baths: 1
Floors: 1
Path: tect Plans\Vacation Homes'\Pocket Creek Ranch.plan Browse. .. Open

Description:

Add Plan... Remaove

Classic hunting cabin with unexpected refinements.

Plans in the Database - All plans that
currently have information stored in the
plan database are listed here.

* Click Add Plan to select a plan file to add
to the plan database.



* Click Remove to remove the currently
selected plan from the plan database.

Plan Information - Information about
the selected plan displays and can be
edited here. This information displays when

a plan is found and selected using the Search

for Plans =3 tool.

* The Thumbnail preview image of the
selected plan displays to the right. See
“Thumbnail Images” on page 59.

* Select a plan Style from the drop down
list.

* Click the Add Style button to add the
name of a style to the list.

» Enter the Price range for this plan.

* The Area is automatically calculated by
the program based on the living area of
the plan when it is added to the database.
You can enter a different value if you
wish.

e The number of Bedrooms is automati-
cally calculated when a plan is added to
the database. You can enter a different
number if you wish.

Searching for Plans

* The number of Baths is automatically
calculated when a plan is added to the
database. You enter a different number if
you wish.

* The number of Floors is automatically
calculated when a plan is added to the
database. You can enter a different num-
ber of floors if you wish.

» The selected plan file’s Path name dis-
plays here.

* Click Select File to relink the selected
plan to a file on your computer. If a plan
file is renamed, moved, or removed from
your system, the plan database will be
unable to locate it. You must then relink
the plan database to the file or remove it
to keep the plan database information
accurate.

* Click Open Plan to open the selected
plan. Opening a plan closes the Plan
Database dialog. If you have not saved
any changes you made before clicking the
Open Plan button, you are asked to do so
before you continue.

» Enter a Description for the plan, if
desired.

Searching for Plans

Select Tools> Plan Database>
;"! Search for Plans to open the Find
Plan Assistant, which helps you search
specific plan database files based on search
parameters that you define.

At the bottom of each page, the number of
plans that match your current search

parameters displays. As you modify the
parameters, this number increases or
decreases as matching plans are found. If this
number is zero, the Next button will be
disabled.

On any page, click the Back button to
modify any previously selected parameters.
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Find Plan Assistant

The Find Plan Assistant can be used to
search for plans using stored information
about each plan, such as the style of
construction and the number of bedrooms
and other room types.

like.

When you open the Find Plan Assistant,
choose a plan database to search. Click the
Browse button to select a plan database.
Once a plan database is selected, click Next
and proceed through the Find Plan
Assistant.

House Style

Find Plan Assistant

House Style

Choose the style, number of floors, and number of bedrooms that you would like in your house.

What style of home plan would you like? Choose All Styles if you are unsure.

Style of home: All Styles hd

Mo more than: 3 =

o— How many floors do you want in your house?

How many bedrooms do you need in your house?

Atleast: 0 S

But no more than: |4 =

o— 5 plans match your search.

Select a style of house from the drop-
down list.

Specify the maximum number of floors
that you would like.

Specify the minimum and maximum
number of bedrooms that you would

< Back Cancel Help

0 The number of plans in the database
that match your search parameters thus
far displays here for reference.

Click Next to continue.



Searching for Plans

House Size

™) Find Plan Assistant
House Size
Choose the number of bathrooms and size that you would like for your house,
o— How many bathrooms do you want?
Atleast: 0 S
But no more than: |2 =
o— How big of @ house do you want?
At Least: 1] ¥ | sgft
But no more than: | 2500 ¥ | sgft
o— Price Range:
Minimum: 50.00
Maximum: 50.00

o— 5 plans match your search.
< Back Cancel Help

0 Specify the minimum and maximum e Define a price range by specifying
number of bathrooms you would like. Minimum and Maximum prices.

9 Specify the minimum and maximum G The number of plans in the database
number of square feet that you would that match your search parameters thus

like. far displays here for reference.

Click Next to continue.
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Plan

Details

Plan Details

5 plans match your search.

Find Plan Assistant

The following house plans appear to fit your needs. Select a plan to see a preview and its description.

A Frame
Mountain Lodge
Oceanside

[Pocket Creek Ranch

Style:

Bedrooms: 3

i

Floors: 1

Living Area: 1200 sq ft
£0.00

Bathrooms:

Price:

Classic hunting cabin with unexpected refinements.

Mext = Cancel Help

Click on the name of a plan to select it
and view information about it.

Basic information about the selected
plan display here.

A preview of the selected plan displays
here.

©

< Back
G A written description of the selected
plan provides additional details
displays here.

Click Next to continue, then click Finish to
view the selected plan.

Referenced Files

Chief Architect plan and layout files often
reference a variety of external files for added

68

detail, including:



* Material Textures

* Material Bump Maps
» Images

* Plant Images

* 3D Backdrops

* Picture Files

» PDF Files

Whenever any view in a plan or any page in a
layout is opened, the program checks for
referenced files used in that view and will
notify you if any of those files cannot be
found by opening the Missing Files dialog.

Referenced Files

The Missing Files dialog will also open
whenever you Export 3D Model, Export
POV-Ray, or Export VRML. See “Importing
and Exporting” on page 1167.

If a layout file is missing referenced files on
pages that you do not view during the current
session, this dialog may also open when you
print the layout. See “Layout” on page 1235.

You can also open this dialog at any time by
selecting Tools> Checks> Missing Files.
When accessed this way, all missing files
associated with the current file are listed: not
just those used in the current view.

Missing Files Dialog

™ Missing Files “

Ming}FiIe Object Type Object Name Object Location File Path Replace Image...

backdrop.png  Backdrop backd.rop . Ch\Users\... Replace Fie...

bumpmap.png  Bump Map  material Plan Materials Ch\Users\...

image.png - C\Users\... Delete Image

pdf file.pdf PDF pdf file 1st Floor Ch\Users\...

picture file.png  Picture picture file 1st Floor Ch\Users\... o

plant image.png Plant Image plantimage  1st Floor Ch\Users\...

texture.png Texture material Plan Materials  In Use Ch\Users\...

o Add Search Directory...

relo

0 The table lists any Missing Files as well
as useful information about each:

* Object Type indicates how the missing
file is used in the program

* Object Name states the name of the
object in CA that references the file.

* Object Location indicates where in the
file the object can be found.

* The next column indicates whether a
missing texture is in use in the plan.

¢ File Path states the last known location of
the missing file on your computer system.

Click on a line item in the table to select it
and resolve it using the options on the right.
Multiple line items can be selected; however,
the selections on the right may be limited.
See “Shift and Ctrl Select” on page 186.

g The buttons on the right offer options
for resolving a selected missing file.
The names of these buttons will vary some-
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what, depending on the type of file(s)
selected in the list on the left

Click the top Replace Object button to
replace any instances of an object or
material referencing the selected missing
file with a different object or material
from the library. Not available for bump
maps, PDF files, or picture files.

Click the Replace File button to open the
Browse for Missing File dialog and
select a file saved on your system to
replace the missing one. See “Opening
and Importing Files” on page 61.

Click the Delete Object button to remove
the object or material referencing the

missing file from the plan. Not available
for material textures that are In Use.

Click the Add Search Directory button to
direct the program to a particular folder to
search for missing files in. The list of
Search folders can be reset in the

Preferences dialog. See “Reset
Options Panel” on page 126.

You can prevent this dialog from opening
automatically by checking Do not display
missing files again during this session at
the bottom of the dialog. This option is not
available when the dialog is opened
manually.

Backup Entire Plan

70
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Because Chief Architect plans and
layouts often contain many references

to other external files, it is necessary to copy
all the associated files to a new location
when a plan or layout is moved. You can do
this easily by selecting File> Backup Entire
Plan.

Backing up an entire plan or layout is
important when:

Migrating legacy files created in older
program versions.

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

Archiving or backing up your work.

Note: Always use File> Backup Entire Plan
when sending files to a user of the Chief
Architect Viewer to make sure that they have
all associated data. See “Sharing Your Files
with Clients” on page 48.

To back up a plan or layout

1.

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

Backup Entire Plan =3. The Backup
Entire Plan dialog opens.

™ Backup Entire Plan

(®) Backup Plan Files and All Referenced Files

() Backup Plan Files Only

[] send Backup Files to Zip Archive

Cancel Help

» Choose Backup All Files to copy the
plan or layout file and all externally
referenced files such as linked plan
files, inserted picture files, metafiles,
.pdf files, and texture, image, back-
drop, and bump map graphics files.

* Choose Backup Plan Files Only to
copy all associated plan files and any



externally linked files and inserted pic-
ture files, but no graphics or texture
files. This is best used only when trans-
ferring a file to a computer that already
has the graphics files installed.

* Check Send Backup Files to Zip
Archive to save the files in a zipped
folder instead of a regular folder.

* Click OK.

2. The Select the Plan Backup Folder
dialog opens next. This is a typical Save
File dialog. See “Saving, Exporting, and
Backing Up Files” on page 55.

3. Navigate to a folder on your system and
select it. If you did not opt to save the
files in a zipped folder, the destination
folder must be empty.

Closing Views and Files

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

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

Returning Viewer Files

When customers review and annotate files
using the Chief Architect Viewer, they only
need to return the .plan and/or .layout files.
The associated files do not need to be
returned.

Closing Views and Files

There are several ways to close a view
window:

¢ Select File> Close to close the active win-
dow.

e Press Ctrl + W or Ctrl + F4 on the
keyboard to close the active window.

* Click the Close button in the active
view’s title bar or in any view’s tab.

* A tabbed view can be closed by clicking
on its tab using the middle mouse button.

» Select File> Close All Views to close all
currently open view windows instead of
just the active window.

If a plan has only one view window open and
you try to close it, the program will prompt
you to save before closing if there are any
unsaved changes. Edited cross section/
elevation views also prompt you to save
before closing.

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

Exiting Chief Architect

Select File> Exit to exit the program. If you
have not saved any open plans, you are

reminded to do so. It is better to save your
work before exiting than to save on exit.

7



Chief Architect X8 Reference Manual

72

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

On a Mac, if you click the program window’s
red Close button, the window will close but

the program itself will continue to run. To

close it down completely, right-click on its
icon on the Dock and select Quit from the
contextual menu.



Chapter 3:

Preferences and
Default Settings

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

@ If you regularly use the same custom-
" jzed settings, it is a good idea to save
them in a template plan. See “To create your
own template plan” on page 85.

Chapter Contents
Default Settings vs Preferences
Dynamic Defaults
Set as Default
Multiple Saved Defaults
Annotation Sets
Exporting and Importing Annotation Sets
Template Files
Importing Default Settings
Reset to Defaults
General Plan Defaults Dialog
Preferences Dialog
Dialog Number/Angle Style Dialog
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Default and preference settings have
important effects on how the tools in Chief
Architect function. Default settings are file
specific, while Preferences are global, taking
effect regardless of what file is open.

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

Default Settings

@ Default settings determine the initial
characteristics of objects when they
are first drawn. For example, when you place

a base cabinet in a plan, its size, materials,
front items, hardware and fill style are
determined by settings in the Base Cabinet
Defaults dialog.

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

Defaults are file-specific, which means that
any changes that you make to the default
settings in one plan or layout file will have
no effect on other plans or layout files. You
can, however, import the defaults settings
saved in one plan file into another. See
“Importing Default Settings” on page 86.

Default settings are an important aspect of
template files, which determine the initial
settings of new plan and layout files and can
be used to save you considerable time. See
“Template Files” on page 84.

You can access a complete list of the various
default settings in the current plan or layout

file by selecting Edit> Default Settings |
from the menu.

1= Default Settings

|Active Defaults
Annctation Sets
» Cabinets

- CAD

» Camera

> Corner Trim
» Dimension
» Doors
Dormer
Electrical
Floor
Foundation
Framing
Layer Sets
> Material Region
Materials
Plan
> Roads, Sidewalks and Driveways
Roof
> Rooms
» Schedules
» Stairs and Ramps
Structural Member Reporting
» Text, Callouts and Markers
© Walls
Window

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

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

* General CAD defaults are view-specific
and are only available in views where
CAD objects can drawn. See “CAD
Defaults Dialog” on page 1072.

Many defaults dialogs can also be opened by
double-clicking on a parent and/or child



toolbar button of a tool affected by the

settings in that dialog. For example, you can:

« Double-click the Cabinet Tools [T par-
ent button to open the Defaults Settings
dialog for Cabinet tools only;

« Double-click the Base Cabinet [ child
button to open the Base Cabinet Defaults
dialog.

A few defaults dialogs, such as CAD and
Layer Set Defaults, do not have a parent or
child tool associated with them. You can add
optional buttons to your toolbars to quickly
access these dialogs. See “To add a button to
a toolbar” on page 132.

@ You can create Hotkeys to open any of
~ the defaults dialogs listed in the Default
Settings dialog. See “Hotkeys” on page 138.

Most items have one defaults dialog that
affects all objects of that type. Manual
Dimensions and the Text, Callouts, and
Markers tools, on the other hand, support
multiple Saved Defaults. If you double-click
one of these line items, a Saved Defaults
dialog will open, allowing you to access and
manage all defaults associated with that item.
See “Multiple Saved Defaults” on page 77.

Preferences

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

tools are accessed, and the basic rules
governing how objects are drawn and edited.
See “Preferences Dialog” on page 90.

Unlike default settings, Preferences are
global, which means that any changes that

Default Settings vs Preferences

you make to them will take effect in all plan
and layout files.

To access the Preferences dialog, select

Edit> Preferences from the menu.

Region and Language Settings

There are a few formatting considerations in
Chief Architect that are set based on your
operating system’s Region settings:

* Units of measurement - When you first
install and launch the program, your tem-
plate plan and layout files will be set to
use either Imperial or metric units,
depending on your operating system set-
tings. See “New Plans Panel” on page
103.

* Currency - The currency associated with
your Region settings will be used in the
Materials List, Components dialogs, and
Loan Calculator. See “Materials Lists” on
page 1283 and “Loan Calculator” on page
1132.

* Decimal mark format - Depending on
your operating system settings, either a
dot or a comma will be used in dimension
lines, dialogs, and anywhere the program
can display a numeric value using deci-
mals.

* Thousands separator - Depending on
your operating system settings, a comma,
dot, or non breaking space may be speci-
fied as a thousands separator, or digit
grouping symbol, for dimension lines.

» Date format - The format of date text
macros and Sun Angle date labels vary
depending on your operating system set-
tings. See “Text Macros” on page 1064
and “Sun Angles” on page 944.
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Dynamic Defaults

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

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

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

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

Materials are another example of an attribute
that uses Dynamic Defaults. See “Material
Defaults” on page 848.

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

Absolute Elevations \

Floor Above (A): 121 3/4" Default
Ceiling (B): 109 1/8" Default
Floor (C): o" Default
Floor Below (D | Default
Frame
Sides Width: | 3/4" (D)
Top Width: 347 (D)

Bottom Width: | 3/4" (D)

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

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

Set as Default
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+q:P The Set as Default edit button allows

you to apply the settings in a selected
object’s specification dialog to the defaults
for that type of object.

Set as Default " affects the attributes of
both subsequently created objects as well as
any objects using Dynamic Defaults. See
“Dynamic Defaults” on page 76.

Attributes of already existing objects that are
not Dynamic Defaults are not affected when

Set as Default " is used, so it should not be
viewed as an alternative to setting up defaults
before you begin drawing. See “Default
Settings” on page 74.

The Set as Default | edit tool is not
available for Terrain Paths, including
Sidewalks, Streams, Terrain Walls and
Terrain Curbs. See “Terrain Wall and Curb
Tools” on page 727.



Multiple Saved Defaults

Multiple Saved Defaults

@ While most objects in Chief Architect

have one defaults dialog that controls
how all objects of that type are created in a
given plan, Manual Dimensions, Rich Text,
Text, Callouts, Markers, and Arrows can
each have Multiple Saved Defaults rather
than just one. This lets you set these tools up
for more than one requirement or task in
advance, and then simply specify which
default you want to use as the Active Default
at any given time. See “Annotation Sets” on
page 80.

Structural Member Reporting and Ray Trace
Options also have Multiple Saved Defaults.
Rather than affect drawing tools, though,
these affect the information in Materials
Lists and the properties of ray trace views.

Using Multiple Saved Defaults

There are a couple of different approaches to
using Multiple Saved Defaults:

* They can be created for specific tasks. For
example, dimension defaults for a site
plan can use a large font size and a format
using feet, yards, or meters, while the
defaults for cabinet elevations can use a
smaller font and inches or millimeters.

* They can be set up for use at particular
scales, such as 1/4”=1"and 1/2”=1’, or
1 mm =50 mm and 1 mm = 100 mm.

¢ You can also use a combination of these
two strategies.

A selection of Multiple Saved Defaults are
included in the template plans installed with
Chief Architect to serve as examples of these

two approaches. You can use these sets as
they are, customize them, or create new ones.

Saved Defaults are all view-specific. This
means that if a Saved Default is active in a

particular saved view, and you then Save (=]
your work and close the view, that Saved
Default will be active the next time you open
the view - regardless of what is in use in
other views.

The settings associated with Saved Defaults
are static, which means that objects created
while one Saved Default is active are not
affected when you switch to another Active
Default. See “Dynamic Defaults” on page
76.

Manually-drawn dimension lines are not
affected when you switch Active Defaults;
however, they do use dynamic defaults
inherited from a Saved Dimension Defaults
and will be affected if that Saved Dimension
Defaults is edited. See “Dimension Defaults
Dialog” on page 987.

v if an object is placed into a new file,
@ either from the library or by copy/past-
ing, its association with a Saved Dimension
Default and/or a Text Style is preserved. See
“Copying and Pasting Objects” on page 170
and “Add to Library” on page 1113.

Text Styles

In addition to multiple saved defaults,
objects that include text within them as well
as object labels can be assigned a Text Style,
which includes properties like font, color and
size. See “Text Styles” on page 1061.
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Objects that have text within them are not
affected if you assign a new Text Style to
their Active Defaults. If a given Text Style is

modified, however, any objects that it is
assigned to will be affected.

Saved Defaults Dialog

Tools that have Multiple Saved Defaults
have a Saved Defaults dialog which lets
you:

+ Make changes to existing Saved Defaults.

¢ Add and remove Saved Defaults from the
list of those available in the current file.

* Specify which Saved Default is active.

To open the Saved Defaults dialog for any
annotation object type, double-click on its
name in the Default Settings dialog. See
“Default Settings” on page 74.

If Edit Active Default on Double-Click is
selected in the Preferences dialog, you can
also access the Saved Defaults dialog by
double-clicking on the toolbar button for one
of these object types. See “General Panel” on
page 98.

™) Saved Dimension Defaults
Available Dimension Defaults o
1/2" Scale Dimension Defaults Edit...
1/4" Scale Dimension Defaults
1/8" Scale Dimension Defaults Copy...

Electrical Dimension Defaults
Framing Dimension Defaults
HVAC Dimension Defaults Delete
MNKBA Dimension Defaults
Plot Plan Dimension Defaults
Roof Dimension Defaults

Rename...

Currently Active Dimension Defaults o
1/4" Scale Dimension Defaults hd Edit...

A list of the Available Saved Defaults
for the selected object type displays and
can be managed here.

* Click on the name of a Saved Default for
the selected object type in the list to select
it.

» Click the Edit button to open the defaults
dialog for the selected Saved Default.

* Click the Copy button to create a new
Saved Default. The new Saved Default is
a copy of the one selected in the Name
field.

* In the New Default Name dialog, which
opens when you click Copy, type a short,
descriptive, unique name for the new
saved default. The Defaults dialog for the
new Saved Default opens next. Make any
needed changes to its settings and click
OK.

* Click the Rename button to open the
Rename Current Default dialog and type
a new name for the current Saved Default.
Names are case-sensitive and must be
unique.

* Click the Delete button to remove the
selected Saved Default from the list.
Saved Defaults assigned to an Annotation
Set in the current file cannot be deleted,
nor can a Saved Dimension Default used
by a dimension line. See “Dimension Line
Specification Dialog” on page 1021.

@ The Currently Active Saved Defaults
for the selected object type displays and
can be changed here.



v

Select a Saved Default from the drop-
down list to make it active when you click
OK.

Click the Edit button to open the Defaults
dialog for the Saved Default selected in
the drop-down list.

Multiple Saved Defaults

Note: if you click Cancel or press Esc in the
Saved Defaults dialog after editing, renaming,
or copying a Saved Default, your changes will
not be retained.

Click Cancel to close the dialog without
retaining any of your changes. Any newly
added Saved Defaults will not be retained.

Active Defaults Dialog

You can view and modify the defaults
that are currently active by clicking

the Active Defaults toolbar button to open

the Active Defaults dialog. This dialog can
also be accessed via the Default Settings
dialog.

™) Active Defaults
Current Active Defaults o
Current CAD Layer: |CAD, Default hd Define...
Dimensions: 1/4" Scale Dimension Defaults = + ;‘,‘5 x
Rich Text: 1/4" Scale Rich Text Defaults ~| | 7] X
Text: 1/4" Scale Text Defaults = + ;‘,‘5 x
Callouts: 1/4" Scale Callout Defaults = + ;‘,‘5 x
Markers: 1/4" Scale Marker Defaults = + ;‘,‘5 x
Arrows: 1/4" Scale Arrow Defaults = + ;‘,‘5 x
Layer Set: Default Set hd Define...
Annotation Sets o
Currently Using: 1/4" Scale Annotations hd Define...
Save Current Active Defaults
Cancel Help

The Current Active Defaults for each
of the annotation object types.display

and can be changed here. The Current CAD
Layer and active Layer Set can also be
specified.

Select the Current CAD Layer from the
drop-down list or click the Define button
to open the Layer Display Options dia-
log. See “Layer Sets” on page 146.

.

Select a Saved Default from the drop-
down list associated with any of the anno-
tation object types.

Click the Add button beside any Saved
Default to create a new Saved Default for
the object type based on the one that is
currently selected. Type a short, descrip-
tive name for the new Saved Default, then
modify its settings as needed.
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* Click the Edit button to open the defaults
dialog for the object type and make any
changes you may need to the selected
Saved Default.

e Click the Delete button to remove the
selected Saved Default from the list of
those available in the plan or layout. Note
that if a Saved Default is either in use or
assigned to an Annotation Set, it cannot
be deleted.

+ Select a Layer Set from the drop-down
list or click the Define button to open the
Layer Display Options dialog.

Q Annotation Sets -
+ The Annotation Set that you are Cur-

rently Using is selected in the drop-down
list. If “Active Defaults” is selected, the

current collection of Active Defaults set-
tings above is not associated with a saved
Annotation Set.

» Select a different Annotation Set from the
drop-down list to activate it when you
click OK.

* Click the Define button to open the
Annotation Sets dialog. See “Annotation
Sets Dialog” on page 81.

*  When “Active Defaults” is selected, you
can click the Save Current Active
Defaults button to create a new Annota-
tion Set based on the current Active
Defaults.

@ Saved Defaults can also be managed in
"€ the Annotation Sets dialog, and can be
grouped into Annotation Sets for specific
drawing tasks.

Annotation Sets
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Annotation Sets are simply a fast, easy way
to switch from one collection of Saved

Defaults created for one particular purpose to
another collection set up for a different task.

Annotation Sets include defaults for:
manually-drawn Dimensions, Text, Callouts,
Markers, Arrows, the Current CAD Layer, as
well as the Active Layer Set. Multiple
Annotation Sets can be saved in any plan,
each for a specific purpose, and you can
quickly switch from one set to another as you
work.

Many of the objects included in Annotation
Sets can be assigned a Text Style.

Saved Defaults are all view-specific; so by
extension, Annotation Sets are as well. This

means that if an Annotation Set is active in a

particular saved view, and you then Save =
your work and close the view, that Set will be
active the next time you open the view -
regardless of what is in use in other views.

Using Annotation Sets

As with Saved Defaults, there are a couple of
approaches to using Annotation Sets:

» They can be created for specific tasks.

» They can be set up for use at particular
scales.

* You can also use a combination of these
two strategies.



A selection of Annotation Sets are included
in the template plans installed with Chief
Architect to serve as examples of these two
approaches. You can use these sets as they
are, customize them, or create new Sets.

Activating an Annotation Set

An Annotation Set can be selected in any
view that supports Dimensions, CAD, and
Text: floor plan view, cross section/elevation
views, CAD Details, and Wall Details.

Activating an Annotation Set really means
activating all of the Saved Defaults and layer
settings associated with it. An Annotation
Set can be activated in either of three ways:

¢ Select a set from the Active Annotation
Set Control drop-down.

* Select an Annotation Set from the Cur-
rently Using drop-down list in the Active
Defaults dialog. See “Active Defaults
Dialog” on page 79.

* Open a saved view in which the Annota-
tion Set was previously active.

Annotation Sets

Using Active Defaults

If a particular Annotation Set is active and
you switch one of its Saved Defaults to a
different Saved Default, the Annotation Set
will no longer be considered active and
“Using Active Defaults” will display in the
the Active Annotation Set Control drop-
down. This is not a problem: it simply means
that you aren’t using all of the defaults that
you may have set up for a specific purpose.

You can view and modify the currently active
Saved Defaults in the Active Defaults
dialog. You can also save the current defaults
as an Annotation Set for future use, if you
wish. See “Active Defaults Dialog” on page
79.

Creating Annotation Sets
There are two ways to create a new
Annotation Set:

* Click either the New or the Copy button
in the Annotation Sets dialog.

* Click the Save Current Active Defaults
button in the Active Defaults dialog.

Annotation Sets Dialog

The Annotation Sets dialog lists the
Annotation Sets available in the
current plan file and lets you add, remove,
edit, and save them.

N

it

To open the Annotation Sets dialog, select

Edit> Default Settings ¢/ from the menu.

Select “Annotation Sets” and click the Edit
button. See “Default Settings” on page 74.

You can also open this dialog by clicking the

Annotation Sets %= button, which you can
add to your toolbars. See “To add a button to
a toolbar” on page 132.
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Annotation Sets: o

Mew Copy Delete

A list of the Annotation Sets available
in the current plan or layout display

here.

Click on an item in the list to select it.

The selected set is highlighted and dis-
plays in the Name field to the right.

When a set is selected, its name and other
attributes can be edited.

Click the New button below the list to a
new Annotation Set. Type a short,
descriptive name for the new set in the
Name field to the right.

Click the Copy button below the list to
create a copy of the Annotation Set. Type
a short, descriptive name for the new set
in the Name field to the right.

Click the Delete button to delete the
selected Annotation Set from the list.

Information about the Selected
Annotation Set displays and can be

modified here.

Annotation Sets

Selected Annotation Set

L

1/2" Scale Annotations Mame: 1/4" Scale Annotations

|U4.. Scale Annotations | Current CAD Layer: |CAD, Default g Define...

1/8" Scale Annotations

Electrical Annotations Dimensions: 1/4" Scale Dimension Defaults ~ + f x

Framing Annoctations ) . -

HVAC Annotations Rich Text: 14" Scale Rich Text Defaults = + ;‘,‘5 x

MKBA Annotations Text: 1/4" Scale Text Defaults ~| | 7] X

Plot Plan Annotations

Roof Annatations Callouts: 1/4" Scale Callout Defaults ~| 4 [F] X
Markers: 14" Scale Marker Defaults = + ;‘,‘5 x
Arrows: 14" Scale Arrow Defaults = + ;‘,‘5 x
Layer Set: Use Active Layer Set = Define,

The name of the Selected Annotation Set
displays here. You can change the
selected set’s name by typing in the text
field. Names are case-insensitive and
must be unique.

Select the Current CAD Layer from the
drop-down list or click the Define button
to open the Layer Display Options dia-
log. See “Current CAD Layer” on page
1076.

For each annotation object type, select a
Saved Default from the drop-down list.

Click the Add button to create a new
Saved Default for the object type based
on the currently selected Saved Default.
Type a short, descriptive name for the
new Saved Default, then modify its set-
tings as needed.

Click the Edit button to open the defaults
dialog for the object type and make any
changes you may need to the selected
Saved Default.



¢ Click the Delete button to remove the
selected saved default from the list of
those available in the plan or layout.

e Select a Layer Set from the drop-down
list. See “Layer Sets” on page 146.

* When “Use Active Layer Set” is selected,
the layer set in use in the current view
does not change when the Selected Anno-

Exporting and Importing Annotation Sets

tation Set is made active. This option is
the default for installed Annotation Sets.

* Click the Define button to open the Layer
Display Options dialog. Not available
when “Use Active Layer Set” is selected.
See “Layer Display Options Dialog” on
page 149.

%+ || & | Annotation Sets can be exported
dh=

R="P2 outofa plan or layout file and
then imported into other plans or layouts.

When you export Annotation Sets, all of the
Multiple Saved Defaults in the file are
exported, regardless of whether they are used
by an Annotation Set. See “Multiple Saved
Defaults” on page 77.

Exporting Annotation Sets

+ | To export a plan or layout’s
“AZ Annotation Sets, open that file and
then select File> Export> Export
Annotation Sets. The Export Annotation
Sets dialog is a typical Save As dialog that
lets you specify the exported file’s name and
its saved location on your computer. See

“Exporting Files” on page 58.

Exported Annotation Sets files use the
.cadefs file format. Information exported in
.cadefs files includes:

< All Annotation Sets saved in the current
file.

¢ All Saved Defaults for Manual Dimen-
sions, Text, Rich Text, Callouts, Markers,
and Arrows.

Exporting and Importing Annotation Sets

» All Layer Sets that are associated with an
Annotation Set. Layer Sets not associated
with an Annotation Set are not exported.

Import Annotation Sets Dialog

# | To import Annotation Sets into a plan
“R2 or layout, open that file and then select
File> Import> Import Annotation Sets.
After you select a file to import, the Import
Annotation Sets dialog opens.

™) Import Annotation Sets

File: My Custom Annotation Sets.cadefs —0
Imported Defaults o

[C] overwrite Existing Defaults
Duplicate Mames o
() Replace Existing Defaults
(®) Rename Duplicate Defaults
Imported Layer Sets
(®) Use Existing Layer Sets
() Replace Existing Layer Sets

() Rename Duplicate Layer Sets

OK Cancel Help

o The current File pathname displays
here. Click the Browse button and

browse to the location of a different .cadefs

file you wish to import. If the pathname is
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not that of a valid .cadefs file, this text will
display in red.

(2]

Specify how Imported Defaults -
including Annotation Sets and Layer

Sets - are handled.

Check Overwrite Existing Defaults to
delete all Saved Defaults for Text, Rich
Text, Callouts, Markers, Arrows, and
Dimensions in the file and replace them
with imported Saved Defaults. When this
is unchecked, which it is by default, exist-
ing defaults are retained along with those
that are imported. See “Multiple Saved
Defaults” on page 77.

Note: Saved Dimension Defaults are not
overwritten when Annotation Sets are
imported - even when Overwrite Existing
Defaults is checked - if dimensions are pres-
ent in the active file.

* Choose Replace Existing Defaults to
replace any Saved Defaults already pres-
ent in the plan.

* Choose Rename Duplicate Defaults to
retain existing Saved Defaults and rename
imported defaults by appending them
with a “2”. If subsequent Saved Defaults
with duplicate names are imported, the
number will increase.

(4

» Select Use Existing Layer Sets to retain
the sets that are already present rather
than overwrite them.

Specify how Imported Layer Sets are
handled when duplicates are found.

» Select Replace Existing Layer Sets to

o

Specify how Saved Defaults with
Duplicate Names are handled.

overwrite the sets that are already present,
replacing them with imported sets.

Select Rename Duplicate Layer Sets to
retain existing layer sets and rename

imported sets by appending them with a
4627’.

Template Files

84

When Chief Architect opens a new,
blank plan or layout file, the new file

is actually a copy of a template using either
metric or Imperial units of measurement and
predefined default settings, layer settings,
wall definitions, and page setup information.

Once you are familiar with the default
settings in Chief Architect, you can create
template files to fit your needs, store them in
the Templates directory, and even specify
them as the defaults for new files.

If you make changes to a default template
file, all subsequently created plans or layouts
will use the new default settings.

& If a template file is not specified or can-
not be found, the program starts new
plans using a set of system defined defaults.
System defaults are very basic and unlikely
to meet your drawing needs, so you should
always specify a template plan and layout.

Opening Template Files

If you have more than one plan or layout
configuration that you regularly use, you can



create multiple template files and open
whichever is needed for a given project.

To create a new plan or layout file using a
template other than the current preference,
choose File> Templates> New Plan from

Template or New Layout from

Template . The program browses to the
Templates directory specified in the

Preferences dialog. See “Folders Panel”
on page 100.

Note: Make sure you use the appropriate
units of measurement when you create a
template plan. The Imperial or metric units
used in the new plan are the same as when
the template was saved.

Creating Templates

The steps for creating template plans and
layouts are similar; although, there are fewer
default settings in layout files, and most
layout templates include a border and title

block whereas most plan templates are blank.

To create your own template plan

1. Select File> New Plan [

2. Select Edit> Defaults Settings ¥ and
open and modify the settings in the
default dialogs as needed. See “Default
Settings” on page 74.

3. Select Tools> Display Settings> Dis-
play Options and create any custom
layers, layer sets, and layer settings that

you typically use. See “Layers” on page
143.

Template Files

4. Select Edit> Defaults Settings |’ and
create any Annotation Sets that you may
require. See “Annotation Sets” on page
80.

5. Select Build> Wall> Define Wall

Types = and create any custom wall
types that you often use. See “Wall Type
Definitions Dialog” on page 305.

6. If you draw anything in the template
plan, it displays in all new plans created
with that template.

7.  You can insert text macros into the tem-
plate. See “Text Macros” on page 1064.

8. After modifying all your default set-
tings, select File> Templates> Save

Plan As Template . Name the tem-
plate plan and save it in the Templates
directory.

9. Inthe Change Default Template dialog,
click Yes to use the plan as your default
template whenever you select File>

New Plan 1. Click No if you prefer to
access this template by selecting File>

New Plan From Template BN .

10. The current plan remains untitled, but a
copy of it is saved for use as a template.

To create your own template layout

1. Select File> New Layout L] .

2. Select Edit> Defaults Settings 9/ and
open and modify the settings in the
default dialogs as needed. See “Default
Settings” on page 74.

3. Select Tools> Display Settings> Dis-
play Options and create any custom
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layers, layer sets and layer settings that
you typically use. See “Layers” on page
143.

4. Select File> Print> Drawing Sheet

Setup and specify the desired print
settings. See “Drawing Sheet Setup Dia-
log” on page 1216.

5. Select Tools> Layout> Page Down <
to go to layout page 0 and use the CAD
tools to design a border and title block
that suits your needs. See “Layout Page
Zero” on page 1261.

To set a template as your default

1. Select Edit> Preferences and go to
the NEwW PLANS panel of the
Preferences dialog. See “New Plans
Panel” on page 103.

2. Click Imperial or Metric Units.

3. Click the Browse button for either the
plan or layout template.

4. Select a template file from the Templates
directory or navigate to a different loca-
tion and select a template from there.

Updating Template Files

To change the default settings in your
template, you must open the template file as
though it were a regular plan or layout by

selecting File> Open Plan [_| or Open
Layout .

After the necessary changes are made, select
File> Templates> Save Plan as

Template . Select your template from the
list of files in the Templates directory. When
the program asks if you want to replace the
existing file, click Yes.

Importing Default Settings
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lﬂ-';l Default settings are file-specific;

however, you can transfer many
important default settings from one plan file
to another by selecting File> Import>
Import Default Settings.

Not all defaults settings saved in a plan can
be imported from one file to another. For
example, Electrical, CAD, Floor, Framing,
Foundation, and General Plan Defaults are
not imported.

» Defaults associated with Annotation Sets
are not imported but can be exported and
imported separately. See “Exporting and
Importing Annotation Sets” on page 83.

» Layer Sets can be exported and imported,
as well. See “Exporting and Importing
Layer Sets” on page 157.

» Wall Type Definitions can also be
exported and imported. See “Exporting
and Importing Wall Types” on page 308.

If the source file that you import from is from
an older program version, it may be missing
settings available in version X8. If a default
setting is missing, the system default will be
imported instead. For this reason, it is best to
review defaults before importing them and to
avoid importing any defaults that are not
actually present in the source file. See
“Template Files” on page 84.



Bear in mind that some default settings are
dynamic and, if changed, can affect existing
objects in the plan. See “Dynamic Defaults”
on page 76.

To import default settings
1. Open the plan that you would like to

import default settings into.
2. Select File> Import> Import Default
Settings ) from the menu.

3. Inthe Open Plan File dialog, browse to
and select the plan file that you would
like to import defaults from and click
OK. See “Importing Files” on page 62.

4. In the Import Default Settings dialog:

Reset to Defaults

™ Import Default Settings

Select the defaults that you would like to import.

Base Cabinet ~
Bifold Door

Cabinet Schedule

Corner Boards

Deck Railing

Deck Room

Door Schedule

Doorway

Dormer

Driveway

Electrical Schedule W
Select Al Clear Al

Uncheck the box beside any defaults
that you do not want to import.

Click the Select All button to place
checks in the boxes beside all defaults
in the list, or click Clear All to clear all
of the checkboxes.

Multiple line items can be selected by
Shift+clicking or Ctrl+clicking their
names. Then check or uncheck the box
beside any selected item to affect the
entire selection set.

Use the scroll bar on the right to scroll
through the list.

Click OK to close the dialog and
import the selected defaults.

Reset to Defaults

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

This dialog allows you to reset critical
structural settings in the current plan to the
default values.
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™ Reset to Defaults
Reset Scope o
(®) 1stFloor
() All Floors
Default o
[] Floor Heights
[] ceiling Heights
[] roof Groups
[] roof Directives in Walls
[] wall Top Heights
[] wall Bottom Heights

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

9 Specify which settings you want to
reset to Default.

* Floor and Ceiling Heights - Floor and
ceiling heights for any room can be
changed in the Room Specification dia-
log. Check to reset the default values as

specified in the Floor Defaults dialog.
See “Floor Defaults Dialog” on page 436.

¢ Roof Groups - You can specify a room’s
Roof Group in the Room Specification
dialog. This builds the roof over this room
and others in the same Roof Group inde-
pendently from the roof built over other
parts of the plan. Check to reset to the
default Roof Group, zero. See “Roof
Groups” on page 477.

* Roof Directives - You can specify how
the roof builds above an exterior wall in
its Wall Specification dialog. When Roof
Directives are reset, all items on the ROOF
panel are unchecked and any value, such
as the roof pitch, is reset to the default.
See “Roof Directives in Walls” on page
477.

»  Wall Top Heights and Wall Bottom
Heights - Wall shape and height can be
edited in 3D views. Check to reset wall
shapes and heights. See “Editing Walls”
on page 285.

General Plan Defaults Dialog
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The settings in the General Plan Defaults
dialog control basic features of the Chief
Architect environment in plan files. Just as
with other default settings, they are file
specific, which means that they can be set
differently in individual plan files. To open
this dialog, select Edit> Default

Settings @ , select Plan, and click the Edit

button, or double-click the Select Objects
3 button.

The General Layout Defaults dialog is
similar to the General Plan Defaults dialog,
but has fewer settings and is available in
layout files only. Its settings, too, are file
specific.



General Settings
[] warn Before Delete Selected Object

|:| Ignore Casing for Opening Resize

[] Allow Editing in Select Home Designer Products

Arrow Key Scroll Distance: | 127

Allowed Angles

8 15Degrees

General Plan Defaults Dialog

General Plan Defaults

[] show Pitch as Degrees

(_) 7 12 Degrees and Additional Angles

Additional Angles:

Snap Grid / Snap Units

Use Snap Grid/Units

Snap Unit: 1"

Show Snap Grid

[] pisplay as Dots

Reference Grid

Show Reference Grid

Grid Size: 12"

[] pisplay as Dots

Living Area

Living Area To:

(_J) Surface

Show Living Area Label

Mumber Style. ..

o General Settings - Specify the default

functionality for a variety of general

behaviors in the program.

Check Warn Before Delete Selected
Item if you want the program to require
confirmation before an item is deleted.

Check Ignore Casing for Opening
Resize to allow wall openings such as
doors to be positioned against an inter-

Main Layer

secting wall. Clear this box retain suffi-
cient space for the opening’s specified
trim width. Not available in layout files.

Check Allow Editing in Select Home
Designer Products to allow limited edit-
ing of the current file in compatible Home
Designer programs. See “Compatibility
with Previous Versions” on page 52.
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* Check Show Pitch as Degrees to display
the roof pitch in degrees. Not available in
layout files.

* The Arrow Key Scroll Distance setting
determines how far to scroll in floor plan
view when you press an arrow key. The
initial default is 12 inches (300 mm). Not
available in layout files. See “Using the
Arrow Keys” on page 882.

e Specify the Allowed Angles used when
Angle Snaps are enabled. See “Angle
Snaps” on page 164.

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

+ Select 7 1/2 Degrees and Additional
Angles to enable Angle Snaps in 7 }2°
increments.

*  You can also enter up to eight Additional
Angles in the fields provided. Click the
Number Style button to specify the format
used to enter angles in dialogs. See “Dia-
log Number/Angle Style Dialog” on page
127.

o The Snap Grid allows you to snap

objects to specific points on-screen as
they are moved or resized. See “Grid Snaps”
on page 166.

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

* Specify the Snap Unit you wish to use.
The initial default is 1 inch (10 mm).

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

such as molding profiles.

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

* Click the Color bar to specify the Snap
Grid Color. See “Color Chooser/Select
Color Dialog” on page 875.

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

0 You can also click Grid Snaps 223
toggle button to turn on/off grid
snapping or click the Display Reference

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

e Specify how the Living Area label is
calculated and whether it displays in

floor plan view. Not available in layout files.

See “Living Area” on page 339.

+ Select Main Layer to have the Living

Area calculation measure from the walls’
Main Layer.

* Select Surface to have the Living Area
calculation measure from the walls’ exte-
rior surface.

* Uncheck Show “Living Area” to disable
the display of the Living Area label.

Preferences Dialog

90

The settings in the Preferences
dialog are global: they apply to all

plan and layout files and are preserved
between sessions. To access this dialog,

select Edit> Preferences in Windows® or

Chief Architect> Preferences in Mac OS
X®. Unlike most dialogs in the program, it is




not necessary to have a plan or layout file
open to access the Preferences dialog.

The Preferences dialog’s list of panels is
organized in a tree structure with categories
and subcategories. A white arrow next to a
category indicates that it has subcategories.
Click the arrow to make the subcategories
visible; to hide them, click the filled arrow.

Preferences dialog panels:
*  Appearance Panel
+  Colors Panel
«  Font Panel
*  Library Browser Panel
+  Text Panel
*  General Panel
*  File Management Panel
«  Folders Panel

Preferences Dialog

Ruby Panel

New Plans Panel
Layers Panel

Unit Conversions Panel
Time Tracker Panel
Architectural Panel
CAD Panel

Edit Panel

Behaviors Panel

Snap Properties Panel
Materials List Panel
Report Style Panel
Master List Panel
Categories Panel
Render Panel

Ray Trace Panel

Video Card Status Panel
Reset Options Panel
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Appearance Panel

4 |Appearance [¥] Contextual Menus
Colors
Font
Library Browser
Text

4 General
File Management
Folders
Ruby
Mew Plans
Layers
Unit Conversions

Status Bar

Line Weights

Time Tracker
Architectural
CAD
4 Edit
Behaviors
Snap Properties
Materials List

Display
Images and Pictures:
Menus:

Color Offis:

[

Preferences

Minimum Display Weight:

[] click Twice to Display

[] show Screen Redraw Time
Show Coordinates

[] show Line Weights

0 Pixels

[] pisplay in Color when Possible
Show Icons
Black and White

) Grayscale

Report St.:)rle Dialog Previews o
Master L.|st O standard
Categories N
4 Render (@) Vector View
Ray Trace 4
Video Card Status oo B
Reset Options () Child Tool Palette
Drop Down
Scale Toolbar Icons for High DPI
Side Window Drag Docking o
Top/Bottom Docking: Child Tool Palette  [] Aerial View
|:| Library Browser |:| Active Layer Display Options
|:| Project Browser
Minimum Display Size o
Dimensions: 3 Pixels
Labels: 0 Pixels
Mumber Style. .. Cancel Help

Check Contextual Menus to activate
contextual menus that display when

you right-click. See “Contextual Menus” on

selection. See “Selecting Objects” on
page 183.

page 38.

* Check Click Twice to Display to require
two right-clicks on an object before the
contextual menu displays. This allows the
first right-click to be used for object

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



Check Status Bar to activate the Status
Bar at the bottom of the main program
window. See “The Status Bar” on page 42.

¢ Check Show Screen Redraw Time to
display the number of seconds it takes to
redraw the current view.

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

The coordinates’ number style is controlled
in the Number Style/Angle Style dialog.
See “Dialog Number/Angle Style Dialog” on
page 127.

0 Specify the on-screen display of Line
Weights. See “Line Weights” on page
1223.

* Check Show Line Weights to represent
line weights on-screen. Depending on
your zoom factor and your monitor’s res-
olution, lines may appear to be wider on
screen than when they are printed. Zoom-
ing closer may reflect a more accurate
idea of the actual line width.

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

Preview [ is enabled.

0 Display -

» Images and Pictures - Check Display in
Color when Possible to display pictures

and images in color even when Color N
is toggled off. Does not affect the display
of images in any 3D views aside from

Preferences Dialog

Vector Views. See “Color On/Off” on
page 217.

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

» Color Off is - Specify whether views
appear in Black and White or Grayscale
when color is toggled off. Does not apply
to any 3D views aside from Vector Views.
See “Vector View” on page 952.

e Specify whether Dialog Previews use

the Standard or Vector View
Rendering Technique by default. See “Dialog
Preview Panes” on page 41.

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

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

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

* Uncheck Scale Toolbar Icons for High
DPI to prevent toolbar icons from becom-
ing larger on systems using high DPI res-
olution. When checked, toolbar buttons
will increase in size when high DPI is
used.

0 Uncheck Side Window Drag Docking
to prevent undocked side windows
from docking when moved using the mouse.
A side window can still be docked to its last
docked location by double-clicking its title
bar. See “View and Side Windows” on page

35.

* Top/Bottom Docking - Check the box
beside a side window’s name to allow it to
dock on the top and bottom edges of the
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program window. Does not affect docking
to the left and right sides.

Specify the Minimum Display Size of
Dimensions and Labels, in pixels. This

is the on-screen size and does not affect
printed or exported output. To use the printed
scale, set these values to 0 or turn on Print

Preview [ .

Dimension sizes are set in the Dimension
Defaults dialog. See “Dimension
Defaults Dialog” on page 987.

Printed label sizes are set in the Schedule
Defaults dialogs. See “Label Panel” on
page 1277.

Colors Panel

I Preferences

4 Appearance Background Color: l:l
Colors
Font Selection Line Color: _
Library Browser )
Text Handle Fill Color: l:l

a

Gene.ral Selection Fill Color: l:l

File Management
Folders Editing Transparency: | 20%
Ruby

Click a color bar to open the Select Color
dialog. See “Color Chooser/Select Color
Dialog” on page 875.

Specify the Background Color for all
views except some 3D views. See “Ren-
dering Techniques” on page 951.

The background color for 3D views that
do not use the Vector View Rendering
Technique or a backdrop image is set in
the 3D View Defaults dialog. See “Back-
drop Panel” on page 895.

Specify the Selection Line Color, which
is the color of the lines that represent
object(s) and their edit handles when they
are selected.

Specify the Handle Fill Color, which is
the fill color of the edit handles for
selected objects.

Specify the Selection Fill Color, which is
the fill color for selected objects. Note
that depending on the fill assigned to a
selected object, its Selection Fill color
may vary.

Note: If the Selection Line and Handle Fill
Colors are similar, it may be difficult to distin-
guish between active and inactive CAD
Points.

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




Preferences Dialog

Font Panel

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

Chief Architect X8 as well as the text used in
the Materials List.

x
B Preferences -
4 Appearance Fonts o
Colors Legacy Text Conversion Arial he
Font Legacy Dimension Conversion
- Bold
Library Browser Materials Lists -
Text [ 1talic
4 General [] underline
File Management .
Folders L
Ruby
Mew Plans
Layers
Unit Conversions Preview o
Time Tracker . . .
Architectural Chief Architect Premier X8
CAD 3D Home Design Software
4 Edit

Specify the Fonts for use in Legacy
Text Conversion, Legacy Dimension

Conversion, and Materials Lists.

Select Legacy Text Conversion from the
list to specify the default font for text in
legacy files. See “Character Size” on page
1030.

Select Legacy Dimension Conversion
from the list to specify the font used by
dimensions in legacy files. See “Dimen-
sions” on page 985.

Select Materials Lists from the list to
specify the default font used by Materials
Lists and the Master List in legacy plans.
See “Materials Lists” on page 1283.

& Legacy Text and Dimension Conversion
settings only affect plans from previous
versions when they are opened in Chief
Architect X8. Set these values to the default
font that you used in previous versions before
opening legacy files.

(2]

Select a Font from the drop-down list for
the use selected to the left. See “Fonts and
Alphabets” on page 1030.

Select one or more font styles to apply to
the selected use: Bold, Italic, Underline,
and/or Strikeout.

Sample text displays the selected font
and font style.

For information about text in Chief Architect
X8 files, see “Text, Callouts, and Markers”
on page 1027.
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Library Browser Panel

The LIBRARY BROWSER panel controls the
appearance of the Library Browser window.
See “The Library Browser” on page 820.

= Preferences
4 Appearance View
Colors [ Hide Selection Pane
F.ont [] Hide Preview Pane
Library Browser
Text Selection Pane View
4
General (®) Tiled To Fit Window
File Management -
Folders (_) Scrollable List
Ruby Show Mames in Selection Pane
Mew Plans
Layers Preview Pane/Selection Pane Layout
Unit Conversions (®) Vertical
Time Track
I|me racker () Horizontal
Architectural B
CAD () Stacked
4 Edit )
Behaviors Preview ._P.ane
Snap Properties (®) Standard
4 Materials List () Vector View
Report Style

0 View options control the display of the
main sections of the Library Browser.

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

* Check Hide Preview Pane to hide the
pane that shows a preview of a selected

o

list may be very long but each object pre-
view will be sized to fit the pane.

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

Preview Pane/Selection Pane Layout
- Select a radio button to change the

object. appearance of the Library Browser.
e Selection Pane View options control * Vertical - Displayed sections of the
how objects in the Selection Pane are Library Browser are divided vertically.
presented. .

+ Select Tiled to Fit Window to display all
items in a library catalog or folder. If there
are many items, their previews may be
very small to fit in the pane.

+ Select Scrollable List to display all items 0

in the selected catalog or folder in a scrol-
lable list. If there are many objects, the

Horizontal - Displayed sections are
divided horizontally.

Stacked - Displayed sections are divided
both horizontally and vertically.

Specify whether selected library items
in the Preview Pane are displayed

using the Standard or Vector View



Rendering Technique. See “Rendering
Techniques” on page 951.

Preferences Dialog

To restore the original size and position of
the Library Browser and other side windows,
click the Restore Side Windows button on
the Reset Options Panel.

Text Panel

The settings on the TEXT panel control some
behaviors affecting text objects. See “Text,
Callouts, and Markers” on page 1027.

4 Appearance Options

Font
Library Browser
Text

4 General
File Management
Folders
Ruby

Leader Lines

0 Text Specification Enter Key -

* Uncheck Create New Line to close the
Text and Rich Text Specification dialogs
when the Enter key is pressed. When this
is checked, a new line of text is created
when Enter is pressed and the dialog
remains open.

* Default Designer Information - Click
the Define button to enter designer infor-
mation that applies to all plans drawn in
Chief Architect. This default may be
overridden for individual plans. See
“Designer Information” on page 1127.

Default Designer Information:

Mumber of Segments:

Preferences

Colors Text Spedification Enter Key: Create New Line

Define...

2
Create Rich Text

@ Specify how the Leader Lines ™ tool
functions. See “The Text Tools” on
page 1031.

* Specify the Number of Segments that
text Leader Lines have. Changes to this
setting affect subsequently drawn Leader
Lines: existing lines are not affected.

¢ Uncheck Create Rich Text to create Text
T objects when the Leader Line tool is

used. When checked, Rich Text I is
created.
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General Panel

™) Preferences

4 Appearance Undo
Colors
Font

Library Browser

Maximum Undos: | 50

Snap Properties
Materials List
Report Style
Master List
Categories
4 Render
Ray Trace
Video Card Status
Reset Options

Save Dialog Size and Position

[

Room Planner Import

Undo - Click in the Enable check box
to enable Undos and Redos. See “Undo
and Redo” on page 257.

* Maximum Undos - Specify how many
levels of Undo and Redo you want avail-
able, from 1 to 100. Undo files are saved
in the Undo Directory.

9 Check For Program Updates - Check
Enable and specify a frequency in days
to check for program updates. By default,
Chief Architect will check for program
updates once a day, whenever the program is

launched.

9 Check Show Options at Startup to
open the Startup Options dialog when

Chief Architect is launched. See “Startup

Options” on page 30.

Text Check For Program Updates o
4 |General Every |1 day(s)
File Management
Folders Startup Options o
Ruby Show Options on Startup
Mew Plans
Layers Troubleshooting o
Unit Conversions Optimize for Multi-Core CPUs
Time Tracker
Architectural 2D Zoom and Panning Optimizations
CA_D Defaults o
4 Edit
Behaviors Edit Active Default on Double-Click

() Never

lways

_) Each Session

["] Open Dialogs to the Last Panel Visited

["] Measure Windows from Inside of Frame

0 Troubleshooting -

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

* Uncheck 2D Zoom and Panning Opti-
mizations to turn off program speed opti-
mizations for zooming and panning in 2D
views.

Uncheck Edit Active Default on

Double-Click to open the Saved
Defaults dialog when you double-click the
toolbar button associated with a drawing tool
that has multiple saved defaults. When this
boxis checked, the defaults dialog for the



currently active saved default opens. See

“Multiple Saved Defaults” on page 77.

0 Specify when the program should Save
Dialog Size and Position: Always, Per

Session, or Never. See “Dialog Size and
Position” on page 40.

* Check Open Dialogs to the Last Panel
Visited to open panelled dialogs to the
last panel that you accessed during the
current program session. When
unchecked, dialogs always open to the
first panel. See “Dialogs” on page 39.

Preferences Dialog

0 Specify how window sizes in Room
Planner Imports are measured. See
“Import Room Planner File” on page 1169.

¢ Check Measure Windows from Inside
of Frame to measure window heights and
widths from the inside of the frame. When
unchecked, window sizes are measured
from the outside of the window frame, as
they are in the Window Specification
dialog in Chief Architect. See “General
Panel” on page 407.

File Management Panel

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

4 Appearance Auto Save
Colors

Font

Library Browser

Text

File Locking

Preferences

Every |1

Minutes

[

General
File Management
Folders
Ruby
Mew Plans
Layers
Unit Conversions
Time Tracker
Architectural
CAD
Edit
Behaviors
Snap Properties
Materials List
Report Style
Master List
Categories
Render
Ray Trace
Video Card Status
Reset Options

Mumber Style. ..

() Disable File Locking

(®) Use File Locking

Recent File List
Maximum Files: |8

Show as Submenu

Thumbnail Images

(@) small

() Large
Auto Archive Files
) Hourly
) Daily

(_J) Previous Save

Auto Archive Warning

Maximum Files: | 14

Cancel

Help

© 06 © O op

o
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Check Auto Save, then enter a value

greater than zero in the text field to
specify the frequency in minutes that Auto
Save files are created. Auto Save files are
stored in the Archive folder. See “Auto Save
Files” on page 60.

& Even with Auto Save active, you should
frequently save your work to the hard

drive by selecting File> Save.
Q File Locking - Choose whether or not
to lock .plan and .layout files when

they are open. File Locking prevents another
program or copy of Chief Architect software
from opening and modifying the same file at
the same time and is recommended in nearly
all circumstances.

+ Select Use File Locking to lock files.
+ Select Disable File Locking to disable

this feature.
o Specify the maximum size and location
of the Recent File List.

+ Specify the maximum number of recently
opened files to list in the Startup Options
dialog and at File> Open Recent Files.
You can open any of the files in this list
by selecting it, making it a quick way to
access your most recent work.

* Uncheck Show in Submenu to display

the Recent File List at the bottom of the
File menu rather than in a submenu.

0 Check Thumbnail Images to

automatically create thumbnail images
of files that display when opening or
searching for saved files.If this option is
disabled, you can still create thumbnails
manually. See “Thumbnail Images” on page
59.

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

9 Select an Auto Archive Files option.

Every time a file is saved, the current

archive file is overwritten. See “Archive
Files” on page 59.

» Select Hourly to save and append archive
files based on an hourly format.

* Select Daily to save and append archive
files based on a daily format.

* Select Previous Save to archive only the
most recently saved file, unappended.
0 Uncheck Auto Archive Warning to
prevent the program from prompting
you to manage archive files. When checked,
you will be reminded to manage the current

file’s archives when they reach the number
specified below.

¢ Enter the Maximum Files, which is the
number of files that must be in a file’s
Archive directory before the Manage
Archives warning will display. See “Man-
age Archives” on page 60.

Folders Panel

Chief Architect stores many support files in
various folders on your computer. The
default locations of these directories are
listed and can be redefined on the FOLDERS
panel if necessary.

You do not need to change default locations
under normal circumstances, but sometimes
it may be preferable to locate certain files in
another location. To specify a new default



folder for a particular purpose, click the
Browse button to the right of that item.

Preferences Dialog

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

™ Preferences
4 Appearance Note: For Advanced Use Only.
Colors My Data Folder:
F_D nt C:\Wsers\Annes\Documents\Chief Architect Premier %8 Data\, Browse. ..
Library Browser
Text My Temporary Folder:
4 General C:\WUsers\Annes\AppData'Local Temph, Browse. ..
File Management oE
Folders My Undo Folder:
Ruby C:\WUsers\Annes\AppData'Local Temph, Browse. ..
New Plans Shared Patterns Folder:
Layers
Unit Conversions C:\Program Files\Chief Architect\Chief Architect Premier X8 (54 bit)\Patterns), Browse...
Time Tracker All Program Paths:
Architectural
CAD Show...

Important user-specific information is stored
in the Chief Architect X8 Data folder,
which is located in your Documents
directory by default. See “Chief Architect
Data” on page 53.

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

If you move this folder on your computer
without specifying its location here, the
program will automatically replace it using
default information from the Chief Architect
installation folder. The same result will occur
if you specify a location on a network or
removable device and this location becomes
inaccessible. When this occurs, customized
user settings will not be used and custom
library content will not be available.

By default, Temporary files and Undo files
are stored in the same folder. If you wish to

use a different folder, you must specify a
directory on a hard drive with sufficient

space to hold these files. See “Undo and
Redo” on page 257.

Chief Architect will not let you save your
work to or open files saved in the Temporary
or Undo folder.

You can share patterns with other users by
copying your pattern files into the Shared
Patterns folder in an operating system
window. Click the Browse button to select a
location on your computer that other users
can access. See “Patterns and Textures” on
page 848.

All Program Paths - Click the Show button
to open the Program Paths dialog, where
you can find the location of files that may be
needed for troubleshooting purposes. See
“Program Paths Dialog” on page 1317.
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Ruby Panel

The settings on the RUBY panel let you
specify the Ruby safe level and the location
of any Ruby files you may run in the Ruby

Console. See “The Ruby Console” on page
1304.

4 Appearance
Colors
Font
Library Browser
Text
4 General
File Management
Folders
Ruby
Mew Plans
Layers
Unit Conversions
Time Tracker
Architectural
CAD

Preferences “

Ruby SSAFE level: | Safe Level 2
Indude in SLOAD_PATH

-

C:\Wsers\Annes\Documents\Chief Architect Premier X8 Data\Scripts),

Select the Ruby $SAFE level you wish to
use from the drop-down list. A level of 0 is
unprotected and could allow a malicious
script to be run, while a level of 5 may
prevent you from using the Ruby Console
productively. Level 2 is chosen by default.

In the Include in SLOAD_PATH field,
specify the pathname of the directory where
your Ruby scripts are stored. Separate
multiple locations with a semi-colon.



™ Preferences

4 Appearance Mew Plans and Layouts
Colors (®) Imperial Units
Font Plan Template:
Library Browser
Text Profile.plan

4 General Layout Template:
File Management Profile layout
Folders
Ruby () Metric Units
New Plans Plan Template:
Layers
Unit Conversions PrafileM.plan
Time Tracker Layout Template:

Architectural
CAD
4 Edit
Behaviors
Snap Properties
4 Materials List
Report Style
Master List
Categories

Preferences Dialog

New Plans Panel

ProfileM.layout

Open and Save As
(®) Use Last Folder

() Use This Folder

Specify what system of measurement
New Plans and Layouts use, as well as

what files are used as the templates for new .
plans and layouts. See “Template Files” on
page 84.

Select the Imperial Units or Metric
Units radio button to determine the units

used in your new files. Once a new plan

A
m

(2]

or layout is created, its measurement sys-
tem cannot be changed.

Browse...
Browse...

Browse...

Browse...

new plan. Click the Browse button to
select a new plan template.

Layout Template - Displays the template
file the program uses when you open a
new layout file. Click the Browse button
to select a new layout template.

Open/Save As Directory - Control
how the program behaves when a new

& Be sure that you use imperial files for
your imperial templates and metric files
for your metric templates. When a new file is
created, it uses units of the template file
regardless of your Preference setting.

* Plan Template - Displays the template
file the program uses when you open a

plan is opened or an existing plan is saved.

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

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

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

4 Appearance Legacy Layers
Colors
Font

Library Browser

4 General
File Management
Folders
Ruby
Mew Plans
Layers
Unit Conversions

Layer Editing

Time Tracker

0 Legacy Layers - Specify how layers
are handled in legacy files when they
are opened in Chief Architect X8.

* Check Purge Unused Layers to delete
any layers that do not have a name and
contain no objects.

e Check Keep All Layer Numbers to keep
all layers that were on the System and
User tabs in version 9 and prior and use
their layer numbers as names.

* Check Reset Default Layer Names to
change the names of layers that were on
the Architectural and System tabs in ver-
sion 9 and prior to the default names used
in Chief Architect X8.

Preferences

Purge Unused Layers
[] keep All Layer Numbers

on

Text Reset Default Layer Names

Modify Name In All Layer Sets

To make no changes to layers when legacy
files are opened in Chief Architect X8,
uncheck Purge Unused Layers, check Keep
All Layer Numbers, and uncheck Reset
Default Layer Names.

Note: When legacy plans are opened, there
may be a noticeable delay while layers are

converted.

9 Layer Editing - If you check Modify
Name In All Layer Sets and then
change the name of a layer in one layer set, it

will be changed in all layer sets. Clear the
checkmark if you want name changes to only
affect a single layer set.

Unit Conversions Panel

In many places throughout Chief Architect,
you can specify the size of an object with any
Length unit listed on the UNIT CONVERSIONS
panel. Using the data on this panel, the
program will convert your entry into the unit
set in the Dialog Number/Angle Style
dialog. See “Dialog Number/Angle Style
Dialog” on page 127.

These conversions are also useful when you
import drawings. When an object is drawn in
a Chief Architect plan file, it is always at its
true, unscaled size and the drawing is only
scaled when you print it. This means that if
you import a scaled drawing, you must
compensate for its scaling by creating a
custom unit of measurement. See “Import
Drawing Assistant” on page 1172.



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

Preferences Dialog

-

[

Appearance
Colors
Font
Library Browser
Text
General
File Management
Folders
Ruby
Mew Plans
Layers
Unit Conversions
Time Tracker
Architectural
CAD
Edit
Behaviors
Snap Properties
Materials List
Report Style
Master List
Categories
Render
Ray Trace
Video Card Status
Reset Options

Mumber Style. ..

Preferences

cC

cm

z
cm

cm

cu ft
cuin
cum

cuyd
cubic

00T cum
0.07 cuyd
0.01sqgm

centimeter

cucm
cu dm

cumm

centimeter

~ Add...
Edit....
Delete

Copy...

Sample

1lin
0.0254m
2.54am

(S
ERERERT

0.0833333333333333 ft

Cancel Help

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

* Add, Edit, Delete, or Copy the unit con-
versions. Certain unit conversions are
locked and cannot be edited or deleted.

Ifyou click Add, Edit or Copy, the Add Unit

Conversion dialog displays.

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

of similar units. You can use this to verify

that any unit conversion you add is correct.
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Add Unit Conversion Dialog

_0

Add Unit Conversion

convert 1:20

Default Unit

Unit Name:

Measurement Type
(® Length
) Area
() Volume
Conversion

Multiply by: | 20.0 to convert to | ft hd

Sample
1 convert 1:20 = 20 ft
1convert 1:20 = 240 in

1convert 1:20 = 6.096 m
1convert 1:20 = 609.6 cm

Cancel Help

0 Unit Name - Type a short, descriptive

name of the new unit. Names must be
unique: the names of units installed with the
program cannot be used.

Names can include any characters, as well as
spaces. Bear in mind, though, that names of
units for measuring length that have numbers
in them may be unusable if entered in some
dialogs in the program.

Check Default Unit to display this new unit
in places that present lists of available units.
For example, if you have inches as units and
make inches a default, inches appear on the
list when you are given a choice of units,
such as in the Import Drawing Assistant. In
other places, such as the Materials List, all
units are listed.

g Measurement Type specifies what the

new unit measures. Select the
appropriate radio button: Length, Area, or
Volume.

e Conversion -

* Specify how much to Multiply by your
custom unit to convert to the unit you
select from the drop-down list. A mea-
surement type must be selected before the
list is populated.

(4

To create a new unit of measurement

A Sample of the Unit Conversion
defined above displays here.

When importing a drawing with a 1”7 =20’
scale, for example, create a unit to convert
this scaling to 17 =1".

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

N

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

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

3. Select Length as the Measurement
Type.
4. Type 20 in the Multiply by field.

Select “ft” from the drop-down list.

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

6. Click OK to close the dialog.



Preferences Dialog

Time Tracker Panel

™) Preferences
4 Appearance Time Tracker Options
Colors [[] Automatically Start Timer on File Open
Font
.on Stop timer if idle for |5 minutes
Library Browser
Text Display Idle Timeout Dialog

4 General
File Management
Folders
Ruby
Mew Plans
Layers
Unit Conversions
Time Tracker

Architectural

Uncheck Automatically Start Timer on
File Open if you do not want to begin
logging time whenever a file is opened. If
this is not checked, you must select
Tools> Time Tracker> Start Time Log-

ging 9 to begin logging.

Check Stop timer if idle for __ minutes,
and enter the number of minutes to stop
logging time when a plan has been idle.

Default User Mame: | Anne

* Check Display Idle Timeout Dialog to
warn when a plan is considered idle.

» Specify the Default User Name used in
Time Log entries. This field is initially
populated by the name that you entered
when you registered your software
license. See “Designer Information” on
page 1127.

For more information, see “Time Tracker” on
page 1123.
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Appearance
Colors
Font
Library Browser
Text
General
File Management
Folders
Ruby
Mew Plans
Layers
Unit Conversions
Time Tracker
Architectural
CAD
Edit
Behaviors
Snap Properties
Materials List
Report Style
Master List
Categories
Render

Architectural Panel

Preferences

Walls
Show Same Wall Type Handles
Select Room Before Wall in 30
Turn on Connect Island Rooms When Opening Legacy Plans
Circle Unconnected Wall Ends
Opening Appearance
(®) Opening Indicators Point to Hinge Side
() Opening Indicators Paint to Handle Side
Stairs

[] stair Sections Move Independently

Rooms

Enable 'Show Room Label' Automatic Behavior When Changing Room Types

Roofs
[] Automatically Place Roof Intersection Points

Skylight Ceiling Hole Default
(@) Skylights Automatically Generate Ceiling Holes

on

© 000 ©O

Ray Trace
Video Card Status
Reset Options

Select the desired default behaviors for
selected Walls.

Check Show Same Wall Type Handles
to display edit handles on selected walls
that draw new walls of the same type
when dragged. See “Same Wall Type Edit
Handles” on page 290.

Check Select Room Before Wall in 3D
to select the room defined by a wall when
you click on the wall in 3D views. When
this is unchecked, rooms cannot be
selected in 3D views. See “Selecting
Walls” on page 286.

Check Turn on Connect Island Rooms
When Opening Legacy Plans to auto-
matically connect “island” rooms an
Invisible wall in legacy plans opened in
version X8. See “Room Definition” on
page 331.

() Manually Edit Ceiling Hole Polylines

9 Opening Appearance - Specify the
appearance of opening indicators on
cabinets, doors, and windows. See
“Displaying Cabinets” on page 684,
“Displaying Doors” on page 365, or
“Displaying Windows” on page 401.

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

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

Check Stair Sections Move

Independently to allow stair sections
connected by landings to move separately,
without moving the entire staircase. See
“Editing Stairs and Ramps” on page 540.



Uncheck Enable ‘Show Room Label’

Automatic Behavior When Changing
Room Types to prevent a room’s label from
displaying when an “Unspecified” room is
assigned a different Room Type in its Room
Specification dialog. When this box is
checked, the room label’s display will be
enabled when the Room Type is changed
from “Unspecified”. See “General Panel” on
page 351.

9 Check Automatically Place Roof
Intersection Points to automatically
generate temporary CAD points that

Preferences Dialog

correspond to roof plane intersection points.
When unchecked, these temporary points are
not created. See “Locating Intersections” on
page 494.

6 Select the desired Skylight Ceiling
Hole Default behavior.

» If you select Skylights Automatically
Generate Ceiling Holes, the program
automatically generates a ceiling hole for
a new skylight.

» Select Manually Edit Ceiling Hole Poly-
lines to create your own ceiling holes.

CAD Panel

The CAD panel contains settings that define
how CAD blocks, Sun Angles and other CAD
and CAD-based objects behave.
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[

Appearance
Colors
Font
Library Browser
Text

General
File Management
Folders
Ruby
Mew Plans
Layers
Unit Conversions
Time Tracker

Preferences
CAD Blocks
[] Always use 'By Object’ for CAD black fill style
Use 'By Object’ when creating new CAD blocks
Options

Connect CAD Segments
[] Advanced Splines

Line Properties
Endcap Printed Length: | 1/16"

Show Same Line Type Handles

© © © op

Architectural Sun Angle
C‘QD Latitude: 43.0
4 Edit -
Behaviors ®) North
Snap Properties () South
4 Materials List ~
Report Style Longitude: 117.0
Master List () East
Categories @ West
4 Render
Ray Trace Time Zone: (GMT - 08:00) Padific Time (USA & Canada), Tijuana ~
Video Card Status
Reset Options
Mumber Style. .. Cancel Help

0 The CAD Blocks settings determine

the default fill style behavior for CAD

blocks. See “CAD Blocks” on page 1111.

Check Always use By Object’ for CAD
block fill style to retain the fill patterns of
the component objects of CAD blocks.
When checked, all settings that would
otherwise affect the fill style of a CAD
block in its specification dialog are
ignored. See “CAD Block Specification
Dialog” on page 1115.

Check Use By Object’ when creating
new CAD blocks to have By Object
checked in the CAD Block Specification
dialog when a new CAD block is created.
See “General Panel” on page 1115.

Unchecked

6 The Options settings control the

editability of polylines and splines.

* Uncheck Connect CAD Segments T to

prevent CAD objects from snapping
together to form polylines as they are
drawn or edited. See “Connect CAD Seg-
ments” on page 182.



Note: Unlike other Preferences, the program
always resets Connect CAD Segments to be
on whenever you close the program.

* Check Advanced Splines to enable the
advanced spline setting as the default
editing behavior for all subsequently
drawn splines. You can also enable this
function for an individual spline by click-

ing the Advanced Splines 77 edit but-
ton. See “Advanced Splines” on page
213.

e The Line Properties settings affect
open CAD shapes, including lines, arcs,
and splines.

Preferences Dialog

Endcap Printed Length - The beginning
and end of CAD lines that use a dashed
line style are sometimes difficult to distin-
guish. Endcaps can be placed to eliminate
this problem. Specify the printed endcap
length in inches (mm).

Uncheck Show Same Line Type Han-
dles to turn off the display of these edit
handles on selected CAD objects. See
“Same Line Type Edit Handles” on page
1083.

a Sun Angle - Define the default Lati-

tude, Longitude and Time Zone used

when creating Sun Angles. See “Sun Angles
and Shadows” on page 943.

Edit Panel

handles. See “Using the Mouse Cross Hairs”
on page 226.

The settings on the EDIT panel of the
Preferences dialog control the appearance
of the cursor and selection behavior of edit
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. Marquee Selection
Snap Properties &

4 Materials List
Report Style
Master List
Categories

4 Render
Ray Trace
Video Card Status

Reset Options

Mumber Style. ..

You can use a cursor with Cross Hairs
in different view types and control its
appearance.

e Check Enable in Plan and Cross Sec-
tion/Elevation Views to use a cross hair
cursor in floor plan and cross section/ele-

vation views. This option is checked by
default.

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

*  When Synchronize with Cursor is
checked, the mouse pointer and cross
hairs always move together on screen. If
you feel that they do not keep up with
your mouse movements, try unchecking
this option.
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™ Preferences
4 Appearance Cross Hair o
Colors Enable in Plan and Cross Section /Elevation Views
F.ont [] Enable in Perspective Views
Library Browser
Text [] synchronize with Cursar
“ sene cor —
File Management
Folders Size: 100% of Window Width
Ruby Aperture Size: Pixel
New Plans perture Size: ixels
La)fers . Selection o
Unit Conversions
Tirne Tracker Edit Handle Size: Pixels
Architectural Edit Handle Tolerance: Pixels
CAD
: ow Start and End Indicators
4 [Edit [] show Start and End Indicato
Behaviors

(®) Select Intersected Objects
) Select Contained Objects
() Select Objects by Center

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

* Cross hair Size is specified as a percent-
age of the view Window Width. Specify
the Size as 100% to extend the cross hairs
across the entire screen.

» Set the Aperture Size, measured in pix-
els. The aperture is the space where the
cross hairs meet. A value of 0 makes the
cross hairs meet at a point. Larger num-
bers leave a gap in the center.

e Specify the desired Selection settings,
which affect how objects are selected
and their appearance.



Enter an Edit Handle Size in pixels. The
edit handles are twice this number of pix-
els plus one. For example, the default
value is 4, which results in a handle that is
9x 9 pixels (4x2=8,and 8 + 1 =9). The
minimum value is 1, which results in a
handle that is 3 x 3 pixels.

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

Check Show Start and End Indicators
to display an S and an E at the start and
end points of a selected wall or the
selected edge of a CAD-based object.
This can make it easier to edit the selected
edge in the object’s specification dialog.
See “Selected Edge” on page 184.

(3]

Preferences Dialog

Specify program behavior when using
Marquee Selection to select objects.

See “Marquee Select” on page 185.

Choose Select Intersected Objects i to
select any objects whose bounding boxes
are intersected by or located within the
marquee. See “Bounding Boxes” on page
1208.

Choose Select Contained Objects L) to
select only objects located entirely within
the marquee. This option provides the
best results in most situations.

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

to

. You can add the Selection Modes tools

EOS your toolbars. See “To add a button

to a toolbar” on page 132.

Behaviors Panel

The settings on the BEHAVIORS panel of the
Preferences dialog define basic editing
behaviors of CAD and architectural objects.
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File Management Primary Movement Method

Folders

Ruby

Mew Plans
Layers

Unit Conversions

Continuous Drawing Behavior

Time Tracker
Architectural
CAD
4 Edit
Behaviors
Snap Properties
Materials List
Report Style
Master List
Categories
4 Render
Ray Trace
Video Card Status
Reset Options

Edit Type

[

Mumber Style. ..

™ Preferences “
4 Appearance Rotate /Resize About o
Colors @) Object Center
F.ont () Current Point
Library Browser
Text Rotate Jump: |0.0°
4 General

Stop When Connected

Jump: |0
O Fillet
Behavior Indicators

Cancel Help

o Rotate/Resize About defines the point

about which an object or a group of
objects rotates or resizes. See “Rotate/Resize
About” on page 161.

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

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

¢ X

Rotate about
Current Point

Rotate about
Object Center

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

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

Resize [~ See “Edit Behaviors” on page
178.



"
X
Concentric Resize About
Resize Current Point

* Rotate Jump defines the angles an object
or group of objects jumps to as it is
rotated. When this value is set to 0°, the
Allowed Angles set in the Plan Defaults
dialog are used; otherwise, Allowed
Angles are ignored.

X

Box rotating about Current
Point with Jump set to 45°

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

Preferences Dialog

» Select Orthogonal to move an object per-
pendicular to any of its edges.

» Select Polar to move an object at
Allowed Angles.

e Specify whether the Continuous

Drawing Behavior restarts after a
closed shape is formed. See “Alternate” on
page 179.

Uncheck Stop When Connected to
remain in the continuous Alternate draw-
ing mode after a closed shape is formed.
When checked, the continuous drawing
mode is halted but can be started again.

e Select one of the six Edit Type radio

buttons. For detailed information about
the different edit types and how they affect
different objects, see “Edit Behaviors” on
page 178.

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

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

Note: Unlike other Preferences, the program
always restores the Default Edit Behavior
whenever you close the program.

Snap Properties Panel

The settings on the SNAP PROPERTIES panel
of the Preferences dialog control the
behavior of Object Snaps as well as the

appearance of snap indicators. See “Object
Snaps” on page 162.
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o Options -

™ Preferences “
4 Appearance Options o
Colors Objects in History: 2
Font ) )
Library Browser Snap Distance: 12 Pixels
Text Maximum Bump Distance: | 150 Pixels
4 General )
File Management Snap Cabinets After Paste
Folders Always Snap Walls On Allowed Angles
Ruby
New Plans Snap Indicators o
Layers Indicator Size: [ Pixels
Unit Conversions )
Time Tracker Indicator Color: _
Architectural
Extension Color: _
CAD
4 Edit Angle Snap Grid Color: l:l
Behaviors
Snap Properties [ Display Angle Snap Grid
4 Materials List Object Snaps o
Report Style
. i i i ] ions:
Master List D Endpoint X On Object Extensions:
Categories A Midpaint @ Points/Markers U Tangent
4 Render
Ray Trace O Center x Intersections I:_ Perpendicular
Video Card Status > [+] Quadrant H# [¥] orthogonal
Reset Options
Other Snaps o
Bumping/Pushing
Bumping/Pushing for Type in Movement
Angle Snaps
Mote: Grid Snap and Allowed Angle settings are located in the Plan Defaults dialog.
Mumber Style. .. Cancel Help

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

Specify the Objects in History, which is -
Views” on page 899.

the number of Extension Line Anchors

that can display at one time. .

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

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

Specify the Maximum Bump Distance,
which is the distance that a selected object
must be dragged to override bumping and
move past an obstructing object.

Check Snap Cabinets After Paste to
make the cabinets snap together after you
paste them.

Check Always Snap Walls on Allowed
Angles to limit walls to Allowed Angles.
When unchecked, Object Snaps can over-



ride Angle Snaps, allowing walls to snap
at off angles as they are drawn or edited.
See “Angle Snaps” on page 164.

9 Control the appearance of Snap
Indicators.

* Specify a snap Indicator Size in pixels.
This setting also controls the size of tem-
porary CAD Points. See “Place Point” on
page 1077.

* Click the color bar to select a snap Indi-
cator Color from the Select Color dia-
log. See “Color Chooser/Select Color
Dialog” on page 875.

¢ Click the color bar to select an Extension
Color from the Select Color dialog.

e Click the color bar to select an Angle
Snap Grid Color from the Select Color
dialog.

* Check Display Angle Snap Grid to turn
on the display of the Angle Snap Grid.
See “Angle Snap Grid” on page 165.

0 Enable any combination of Object

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

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

+ Endpoint ] enables snapping to the
ends of lines, arcs, splines and other
objects.

» Midpoint |A| enables snapping to the
midpoint of an object such as a line or arc.
For objects such as boxes, you can snap to
the midpoint of any side of the box.

Preferences Dialog

= 7 1

Endpoint and Midpoint snaps

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

Quadrant €/ enables snapping to the
left, right, top, or bottom of an object.
Only used for arcs and circles.

4

’9\

Pt

J/

Quadrant snaps
On Object X enables snapping to any

point on the selected object, including
CAD objects and cabinets.

N

On Object snaps

Points/Markers @ allows you to snap
to any temporary points you may have
placed, as well as callouts and markers.

3 PointsMarkers snaps

Intersection < enables snapping to the
intersection of two objects, such as the
intersection of a line with another line.
Intersection snapping also snaps exten-
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sion lines to objects, and allows you to
snap two extension lines to each other.

Intersection snaps

When Intersection snapping is enabled, wall
extension line snapping will also occur. See
“Drawing Walls” on page 276.

Check any combination of Extension Snaps.

+ Tangent Extensions O enables snap-
ping to a point tangent to the point where
the extension anchor sits.

Tangent extension
+ Perpendicular Extensions b enables

snapping to a point perpendicular to the
point where the extension anchor sits.

—

=

B
Perpendicular extension
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+ Orthogonal Extensions # enables
snapping to a point on a 90° axis from the
extension anchor.

E
Orthogonal extension
0 Control the behavior of Other Snaps.

+ Check Bumping/Pushing < to allow
objects to bump into and move other
objects. See “Bumping/Pushing” on page
221.

* Check Bumping/Pushing for Type-in
Movement to cause objects moved using
dimensions or the Enter Coordinates
dialog to bump into objects in their path
of movement and stop. When unchecked,
objects moved using type-in methods
move to their specified destination loca-
tions. See “Moving Objects” on page 220.

* Check Angle Snaps | to enable snap-
ping to Allowed Angles. See “Angle
Snaps” on page 164.



Preferences Dialog

Materials List Panel

The settings on the MATERIALS LIST panel
control which categories are included in
Materials Lists. The names of all categories

and their ID prefixes are listed here. They are

Preferences “

defined by the program and cannot be
changed. See “Materials Lists” on page
1283.

4 Appearance
Colors
Font
Library Browser
Text

4 General

Indude These Categories

Categories
Appliance (&)
Cabinets ()
Decks-Walks (DW)

: Doors (D)
File Management Electrical (E)

Folders Exterior Trim (EX)
Ruby Fixtures (FX)
New Plans Flooring (FL)
Layers Foundation (FO)

Unit Conversions Framing (F)
Time Tracker Furniture (FU)
Architectural

CAD ardware (H)
4 Edit Insulation (IM]
Behaviors Interior Trim (T)
; Landscaping (L)
Snap Properties Masonry (M)
 iters Lt | [ Mosor
Report Si.:)rle iding (5)
Master L.ISt Subfloor (SF)
Categories Wall Board (WB)
4 Render Windows (W)
Ray Trace
Video Card Status
Reset Options
Select Al Clear Al
Mumber Style. ..

When a material is entered in the Materials
List, the program decides what category it
goes in and assigns it an ID, which is the
prefix followed by a number. EX1 would be
the first exterior trim piece entered in the
Materials List for a particular plan.

* Include These Categories - Check the
categories you want to include in every
new materials list generated. Before you
hide a category, make sure you know
what items are listed within it.

* Click Select All to check the boxes beside
all categories, or click Clear All to clear
the checkboxes beside all categories.

i It is usually better to remove categories
@ from individual plan lists in the Layer
Display Options dialog, rather than globally.
See “Layer Display Options Dialog” on page
149.
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Report Style Panel

The REPORT STYLE panel controls the
appearance of Materials Lists.

™ Preferences “

4 Appearance Indude These Columns o
Colors D ~ Move Up
Font Sub Category
Library Browser Floor Move Down
Text [ Supplier
4 General Manufacturer
File Management Code
Folders Size
Ruby Description
MNew Plans Count
Layers Extra
Unit Conversions Unit W
Time Tracker
Architectural When Querying Suppliers & Manufacturers o
CA_D (®) Match Entry Exactly
4 Edit )
Behaviors Match Entries Category
Snap Properties () Match All
4 Materials List
Report Style Grid o
Master List Horizontal Lines
Categories Vertical Lines
4 Render
Ray Trace [[] solid Lines
Video Card Status
| S (1)
Reset Options adomndeaas
oddunes: [ ]
Text o
Font Size: | 10 S
Mumber Style. .. Cancel Help

Include These Columns - Check the

box beside each column that should be
included in newly created Materials Lists.
Columns can also be specified per individual
Materials List by choosing Tools> Display

Options while that Materials List is
active. See “Materials List Display Options
Dialog” on page 1291.
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» Use the Move Up and Move Down but-
tons to change the order that columns
appear. To change the order, select one or
more items in the list and click the button.
The selected columns move up or down
by one in the list.

e When Querying Suppliers and
Manufacturers - Select an option to



narrow or broaden your query when
searching the Master List.

Choose whether or not Grid lines
display in the Materials and Master
Lists, both on-screen and printed.

¢ Check Horizontal Lines for lines
between Materials List rows.

¢ Check Vertical Lines for lines between
Materials List columns.

Preferences Dialog

* Check Solid Lines for a solid line style.
‘When unchecked, dotted lines are used.

0 Background Colors can be specified
for Odd and Even numbered lines.

e Specify the Text Font Size, which is

the height of the font used in the
Materials List, Master List, and the
Components dialog. See “Character Size”
on page 1030.

Master List Panel

The MASTER LIST panel specifies how the

Master List(s) for materials appears. You can
maintain Multiple Master Lists, but only one

may be used at any given time. See
“Materials Lists” on page 1283.

B Preferences
4 Appearance Indude These Columns o
Colors D - Move Up
Font Use
Library Browser [] supplier Move Down
Text Manufacturer
4 General Code
File Management Size
Folders Description
Ruby Quantity
MNew Plans Price
Layers [ 3 Markup
Unit Conversions [] Labor v
Time Tracker
Architectural Master List File o
CAD 3 ] - \ N
4 Edit |s\,D0cuments\Ch|ef Architect Premier %8 Data .mat| | Browse... Mew...
Behaviors

Snap Properties
Materials List
Report Style
Master List
Categories

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

[

Use the Move Up and Move Down buttons
to change the order of columns. To change
the order, select one or more items in the list

and click the button. The selected columns
move up or down by one in the list.

Master List File - The name and

pathname of the Master List currently
referenced is shown. It is referenced for all
subsequently opened plans when a materials
list is generated.
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Click the Browse button to select a differ-
ent Master List. Navigate the directory
structure until you find the new Master
List to be used, select it, and click OK.

Click the New button to create a new
Master List. Name and save it in the loca-

tion of your choice. When you create a
new Master List, it is blank until you
build a materials list and enter prices, sup-
plier or manufacturer information. The
Master List is saved automatically when
you close.

Categories Panel

The CATEGORIES panel allows you to
customize the organization of the Materials
List by creating subcategories under the pre-
defined Materials List categories. See
“Organizing Materials Lists” on page 1289.
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Subcategories can also be included in
schedules. See “Adding Custom Columns”
on page 1272.

B Preferences “
4 Appearance Categories: Sub-Categories:
Colors Accessories EXT Ext Casing o Add...
Font Appliance o GLZ Glazing
Library Browser Cabinets Edt..
Text Decks-Walks
4 General Doors pecte
File Management Electrical o
Folders Exterior Trim
Ruby Fixtures
Mew Plans Flooring
Layers Foundation
Unit Conversions Framing
Time Tracker Furniture
Architectural General () Sub Category
CAD Hardware
4 Edit Insulation Brh @Rz &z
Behavi ; -
ehaviors _ Interior T'_'m Column Heading for Schedules: | Glazing
Snap Properties Landscaping
4 Materials List Masenry
Report Style Roofing _OK Cancel Help
Master List Siding
Categories Subfloor
4 Render Wall Board
Ray Trace Windows
Video Card Status
Reset Options
Number Style... Cancel EY
A list of available Categories displays e If the selected Category has any Sub-
here. Click on a name to select it. Categories, their names will display
here.



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

opens the Sub-Category dialog.

o In the Sub Category dialog:

* Type a name of the Sub-Category to
appear in the SubCat column of the
Materials List. This name can be any

sequence of characters, up to 12 charac-

ters in length.

Preferences Dialog

Doors, Windows, Cabinets, Fixtures, Fur-
niture, and Electrical objects can be
included in schedules. Subcategories for
these objects can appear as column head-
ings. Type a Column Heading for
Schedules.

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

Render Panel

The settings on the RENDER panel control
how 3D views are generated, particularly

Render Previews and Final Views. See
“Previews vs Final Views” on page 936.

-
4 Appearance General Options
Colors [] soft Shadows [] Legacy Shadows Harizon Lines
F.ont Hardware Texture Filtering
Library Browser
Text Hardware Edge Smoothing: 2x MSAA hd
4 General ) )
File Management FrEEeEE o
Folders Show Images [] reflections in Mirrors
Ruby Use Textures
Mew Plans
Layers Software Edge Smoothing: 0%
Unit Conversions
Time Tracker Final View Options o
Architectural Show Images Reflections in Mirrors
CAD
. i
4 Edit Use Textures
Behaviors Software Edge Smoothing: 80%
Snap Properties
4 Materials List Codec Options o
Report Style
: 0 e
Master List Codec for Walkthrough Recordings: |TYUV codec hd
Categories ) o
3Dconnexion®
4 |Render .
Ray Trace Mavigate about Camera
Video Card Status (_) Navigate about Camera Focal Point
Reset Options
Troubleshooting o
Use Enhanced Lighting Software Rendered Overlays
Command Flushing: Rarely hd
Mumber Style. ..
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The General Options settings affect
the quality and rendering time of both

Render Previews and Final Views. See “Pre-
views vs Final Views” on page 936.

Check Legacy Shadows to generate
shadows using the method used in version
X5 and prior. Legacy shadows are signifi-
cantly slower than standard shadows, but
are often of higher quality with smoother
edges. If your video card does not support
standard shadows, Legacy Shadows will
be used automatically. See “Shadows” on
page 934.

Soft Shadows displays shadows with soft
edges instead of hard edges. This feature
is only used when a Software Edge
Smoothing value greater than 0% are also
used.

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

Horizon Lines are lines that generate
along the curved edges of symbol objects
in Vector Views. Uncheck this box to
increase the speed of Vector View genera-
tion but also suppress these lines. See
“Vector View” on page 952.

Hardware Edge Smoothing uses the
video card to remove the jagged edges
that sometimes result along surface edges,
producing cleaner lines. Select an MSAA
(Multi Sample Anti-Aliasing) multiplier
from the drop-down list: the higher the
multiplier, the smoother the surface edges
and longer the rendering time. The
options available in this list may be lim-

(2]

ited, depending on what your video card
is able to support.

The Preview Options settings affect
the quality and rendering time of

Render Previews only.

Show Images controls the display of
images, such as plants and vehicles, in
rendered views. See “Displaying Images”
on page 1136.

Use Textures controls whether or not sur-
faces are rendered with textures. When
textures are turned off, surfaces are ren-
dered using the solid color assigned to the
material. See “Mapping Patterns and Tex-
tures” on page 858.

Textures can also be turned on or off in
most rendered views by selecting 3D>
Camera View Options> Toggle Tex-

tures % .

If turning textures off improves rendering
times significantly, you may want to upgrade
your video card. See “OpenGL and
Hardware” on page 888.

Reflections in Mirrors allows flat sur-
faces using a Mirror material to display
reflections of other objects in the scene.
Reflections may slow program perfor-
mance in 3D views, particularly when
multiple mirrors are present. By default,
this is checked for Final Views but not for
Previews. See “Reflections” on page 935.

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

Initial Software Edge Smoothing settings



for Previews and Final Views are 0% and
80%, respectively.

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

Views” on page 936

o Select a Codec for Walkthrough

Recordings from the drop-down list.
By default, “Cinepak codec” is selected in
the 32-bit Windows version of the software,
“IYUV codec” in the 64-bit Windows
version, and “H.264” in the Mac version; but
any other codecs that you may have installed
on your system will also display in the list.
See “Walkthroughs™ on page 1158.

The 3Dconnexion® settings affect how

3D mice function in Perspective 3D
views. See “3Dconnexion® 3D Mice” on
page 912.

* Select Navigate about Camera to center
mouse movement about the location of
the camera.

* Select Navigate about Camera Focal
Point to center mouse movement about
the location of the camera’s focal point.
See “To create a camera view” on page
899.

Preferences Dialog

0 The Troubleshooting settings can be
used to troubleshoot performance in 3D
views.

*  When Use Enhanced Lighting is
checked, Standard rendered views gener-
ate lighting effects that require a video
card that supports OpenGL 2.0. Uncheck-
ing this box may speed up Standard ren-
dering times somewhat; however, the
quality of lighting effects will be reduced.
Not available if your video card does not
support OpenGL 2.0. See “OpenGL and
Hardware” on page 888.

* Software Rendered Overlays helps
address specific errors that can occur with
certain video cards and is checked by
default. In some rare instances, this may
slow rendering time somewhat. Note that
it will become checked automatically if
the program encounters certain error con-
ditions.

* Command Flushing - Select an option
from the drop-down list to control how
often the program flushes cached video
memory. “Rarely” is selected by default
and will produce fastest rendering times
on most systems, but “Frequently” may
be helpful for older video cards.

Ray Trace Panel

The settings on RAY TRACE panel allow you
to specify how much of your computer’s
processor resources to allocate to the Chief
Architect Ray Tracer. Changes to these

settings do not affect ray traces that are in
progress or queued: only ray traces that you
start in the future. See “Ray Tracing” on page
965.
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I Preferences
4 Appearance Ray Tracer CPU Utilization
Colors Mumber of Cores Used: |8 e Use Maximum

Font
Library Browser
Text

4 General

* Specify the Number of Cores Used by

typing in the text field or clicking the up

or down arrows. The number of cores
available will vary, depending on the

number of cores your system has and
whether it uses hyper threading.

* Check Use Maximum to use the highest
number of cores available on the system.

Video Card Status Panel

The VIDEO CARD STATUS panel displays

information about your video card, including
the vendor and the OpenGL version it uses.
See “OpenGL and Hardware” on page 888.

This information may be important if you are

having problems generating 3D views.

Notice the Max Lights value. This indicates
how many lights can be rendered in a 3D
view. This value should be 8 or higher,
depending on your video card. See
“Lighting” on page 936.

Reset Options Panel

In order for some of the Reset Options to
take effect, you will need to restart Chief
Architect.

Lt Preferences

4 Appearance Preferences

Colors Reset Message Boxes| Reset suppressing of message boxes,

Font

Library Browser Reset Toolbars Reset toolbars to factory defaults.

¥
Text : : ) L
Clear the list of directories where the program searches for missing

4 General Reset Search Folders fles.

File Management

9 Reset Dialog Sizes | Reset dialog sizes and positions to factory defaults.

Folders

Ruby e o | Reset Aerial View, Project Browser, Active Layer Display Options,

New Plans = e dan Library Browser, and Tool Palette to factory defaults.

Layers Reset Preferences | Reset other preferences to factory defaults.

Unit Conversions

+ If message boxes have been suppressed,

you can make them display again by
clicking Reset Message Boxes. See
“Message Boxes” on page 43.

* Click the Reset Toolbars button to reset
all toolbars to their original states. If you
are encountering warning messages
regarding toolbars, this option may



resolve the issue. Note that any custom
toolbar configurations that you may have
created will be discarded if you click this
button. See “Creating Custom Toolbar
Configurations” on page 134.

» Chief Architect retains a list of locations
where you have located missing files in
the past. If you find that the program takes
a long time searching before informing
you that files are missing, you can click
the Reset Search Folders button to clear
this list. See “Referenced Files” on page
68.

* Click the Reset Dialog Sizes button to
restore all dialog boxes to their original

Dialog Number/Angle Style Dialog

sizes and positions. See “Dialogs” on
page 39.
» Click the Reset Side Windows button to

restore all side windows to their original
sizes and positions. Side window Settings

B are also reset. See “Side Windows” on
page 36.

* Click the Reset Preferences button to
restore all preferences to those originally
installed with the program.

& Resetting all preferences to default can
be a drastic step and should be done
with caution.

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

The settings in this dialog are global and
control the format of distances, coordinates
and angles of angles in dialog boxes as well
as in the Status Bar. See “The Status Bar” on
page 42.

Dialog Number/Angle Style Dialog

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

Choose the number and angle styles used in dialogs
and the Status Bar. Examples are shown.

Mumber Style
(®) Fractional Inches 13 /2"
Feet, Fractional Inches 111"
Decimal Inches 13.57
(_) Decimal Feet 1,125
Angle Style
(@) Degrees 45.51°
() Degrees, Minutes 45° 31"
Degrees, Minutes, Seconds  45° 30 367
Quadrant Bearing MN44® 29" 29°E
(_) Azimuth Bearing 44= 29" 247
(_) Pitch 12 3/16in 12
Cancel Help

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

Angles can be displayed using one of four
basic methods:

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

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

™ Dialog Number/Angle Style
Choose the number and angle styles used in dialogs
and the Status Bar. Examples are shown.
Mumber Style
(®) Milimeters 123 mm
Decimal Milimeters 123.4mm
() Meters 0.1234m
Angle Style
@ Degrees 45.51°
Degrees, Minutes 452 31'
Degrees, Minutes, Seconds  45° 30 367
Quadrant Bearing MN44® 29" 29°E
Azimuth Bearing 44° 29" 247

() Pitch

1017.96 in 1000

Cancel Help

ings in their measurements. Useful for site
drawings.

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

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

Quadrant and Azimuth Bearings are affected

by the orientation of the North Pointer M,
if one is present in the current plan. See
“North Pointer” on page 943.



Chapter 4:

Toolbars and

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

Both toolbars and hotkeys can be customized
to suit your workflow.

Hotkeys

Chapter Contents
. Toolbar Arrangement
. Customizing Toolbars
. Creating Custom Toolbar Configurations
. Toolbar Customization Dialog
. Hotkeys
. Exporting and Importing Hotkeys

Toolbar Arrangement

Chief Architect’s toolbars provide fast access
to the program’s most commonly used tools
and settings, and are organized so that related
tools are grouped together and easy to find.

~iv If a tool or setting is active, a small
@ checkmark will display at the lower left
corner of its button icon.

The toolbars that display in a given view
depend on the view type. For example, the
toolbars that are available in floor plan and

3D views are not available in Materials Lists
or Ray Trace views.

Some toolbars are available in more than one
type of view. If a tool cannot be used in that
view, its icon will appear pale grey in color.

Many of Chief Architect’s tools are
organized into families of related tools which
can be accessed using either of two styles of
toolbar interface: the Child Tool Palette or
Drop Down tools. You can select the
interface that you prefer in the Preferences
dialog. See “Appearance Panel” on page 92.
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You can turn off the display of toolbars
entirely or turn them on again by selecting

View> Toolbars .

Drop-Down Tools

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

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

=

Window Shift+W
Bay Window

Box Window

YT

Bow Window

Pass-Through

(=1
(=]

The most recently selected tool displays in
the toolbar.

Child Tool Palette

An alternative to Drop-Down toolbars is the
Parent button and Child Tool Palette
interface. Parent toolbar buttons have a blue
triangle in the lower right corner. When you
select a Parent button, its Child tools display
in the Child Tool Palette. If the Child Tool
Palette has been closed, it will open.

You can open the Tool Palette at any time,
even when Drop Down tools are enabled, by

selecting View> Tool Palette & . See “View
Tools” on page 880.

When you click the Window Tools H
Parent button, for example, its Child buttons
display in the Child Tool Palette.

Tool Palette @ X
A
b T

=,

By default, the Child Tool Palette is docked
on the left side of the program window; but it
can be undocked and moved, as well as
resized and closed, just like other side
windows. See “Side Windows” on page 36.

Click the Settings £ button at the bottom
of the palette to select how the tools within it
are presented:

» Select Fit Palette ¢ to resize the palette
so that it is one row wide.

«  Select Grid View £ to display only the
button icons of the child tools in a grid
that may have multiple rows, depending
on the width of the palette side window.

«  Select List View §= to display child
tools in a vertical list with each tool’s but-
ton icon and name in a row.

As long as it is open, the Child Tool Palette
will also display the members of a selected
tool’s family when the Drop Down interface
is active. If you select a tool that does not
belong to a family, the previously selected
tool’s family will continue to display in the
Tool Palette.



The Edit Toolbar

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

e Mol X000 3 B L0 B O@ 40
Toolbar Configurations

Chief Architect installs a set of Toolbar
Configurations, which control what tools are
initially included in the toolbars, as well as
where these toolbars are located.

* The Default Configuration % displays
architectural tools used for house design,
including walls, windows, doors, stairs,
cabinets, etc.

* The Terrain Configuration | displays
buttons associated with the terrain and
road tools, including the plant and sprin-
kler tools. See “Terrain Toolbar Configu-
ration” on page 716.

Customizing Toolbars

* The Kitchen and Bath Design Configu-

ration [T displays buttons associated
with kitchen and bath design. See “Cabi-
nets” on page 675.

* The MEP Configuration displays
buttons associated with mechanical, elec-
trical, and plumbing. See “Line Styles”
on page 1108.

+ The Space Planning Configuration 5
displays buttons associated with the
Space Planning Assistant. See “Space
Planning” on page 1127.

+ The Extended Configuration X! dis-
plays an extensive selection variety of
tools for various uses.

To switch toolbar configurations

There are several ways to switch from one
Toolbar Configuration to another.

* Click a Toolbar Configuration button.

* Choose a configuration in the Toolbar
Customization dialog. See “Configura-
tions Panel” on page 138.

* Right-click in an empty space on any
toolbar and select a Toolbar Configura-
tion from the contextual menu.

Customizing Toolbars

The Toolbar Configurations installed with
the program are designed to help make tools
quickly and easily accessible; however, for
greatest efficiency, you may want to
customize them to meet your own particular
needs. A number of options are available:

* Toggling toolbars

*  Moving toolbars
» Adding buttons to existing toolbars
* Adding new toolbars

Any changes made to an existing Toolbar
Configuration will be saved whenever you:

» Switch to a different configuration;
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* Close the Toolbar Configuration dialog;
+ Exit out of Chief Architect.

Bear in mind that the size of the Chief
Architect program window and the space
available for toolbar button depends on your
monitor’s size and screen resolution settings.

Toggling Toolbars

There are several ways to toggle individual
toolbars on or off:.

* Right-click in an empty space on any
toolbar and mouse over Toolbars in the
contextual menu. In the submenu, tool-
bars with a checkmark next to their name
are on in the current view. Click on a
toolbar name to turn it off if it is on, or
vice versa.

* Toolbars can be turned on or off in the
Toolbar Customization dialog. See
“Toolbar Panel” on page 137

e Ifatoolbar is undocked, click the Close
button at its top right corner.

You can turn off the display of toolbars
entirely or turn them on again by selecting

View> Toolbars .

Moving Toolbars

You can move any toolbar to a different
location by clicking and dragging its dotted
grab bar. Toolbars can be docked to any side
of the program window, or they can be
undocked and left floating.

Undocked toolbars can be moved outside of
the program window, and they can be closed
completely. They can also be reshaped;
however, they cannot be resized in such a
manner that any buttons become hidden.

Toolbars are saved between program
sessions. To restore the original toolbar
positions and display, click the Reset
Toolbars button in the Toolbar
Customization dialog. See “Toolbar Panel”
on page 137.

Adding and Removing Buttons

Toolbar buttons can be added to or removed
from toolbars using the Toolbar
Customization dialog.

To add a button to a toolbar

1. Select Tools> Toolbar and Hotkeys>

Customize Toolbars [*] and go to the
ToOLS panel of the Toolbar
Customization dialog. See “Tools
Panel” on page 136.

2. Select the View Type that you want to
add a toolbar button in.

* You can add any buttons you like to
any View Type; however, not all but-
tons will necessarily be available for
use in all views.

3. Search or browse to find the desired but-
ton or its parent in the Available Tool-
bar Buttons list.

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

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

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



To remove a button from a toolbar, open the
Toolbar Customization dialog, then click
and drag the button out of the toolbar area.

Buttons cannot be added to or removed from
the Edit toolbar. See “The Edit Toolbar” on
page 37.

Adding and Removing Toolbars

Toolbars can be added to or removed from
each View Type using either the toolbar
contextual menu or the Toolbar
Customization dialog.

To add or remove an existing toolbar

1. Right-click on an empty space in a tool-
bar.

2. In the contextual menu, click on the
name of a toolbar.

« If the toolbar has a checkmark next to
it, clicking on it will clear the check-
mark and remove the toolbar from the
current View Type.

+ If the toolbar does not have a check-
mark next to it, clicking on it will add
the toolbar to the current View Type.

You can also specify which toolbars are used
in each View Type in the Toolbar
Customization dialog. See “Toolbar Panel”
on page 137.

Creating New Toolbars

New toolbars can be created using the
Toolbar Customization dialog.

Customizing Toolbars

To create a new toolbar
1. Select Tools> Toolbar and Hotkeys>

Customize Toolbars [*] and go to the
TOOLS panel.

2. Select the View type to which you want
to add a new toolbar.

3. Select the first button that you want on
the toolbar from the Available Toolbar
Buttons list.

4. Click and drag the button out of the dia-
log box and drop it:
* In an empty section of the program
window border to create a new toolbar
docked at that location.

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

5. Additional buttons can be added to this
new toolbar.

6. By default, a new toolbar will inherit the
name of the first tool that was added to
it, preceded by the word Custom. You
can assign a new name in the Toolbar
Customization dialog. See “Toolbar
Panel” on page 137.

7. Still on the TOOLBAR panel, specify the
View Types that the new toolbar should
be used in.

@ You can use the Empty Space button in

~ your toolbars as a spacer.

Locking Toolbars

When your toolbars are organized the
way you want them, you can select
Tools> Toolbars and Hotkeys> Lock
Toolbars to prevent them from being moved.
Select the same tool to unlock toolbars. Lock
Toolbars is also available in the contextual
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menu for toolbars: right-click in an empty
space on any toolbar to access it. See
“Contextual Menus” on page 38.

Restoring Toolbars

To discard your changes and restore all
installed Toolbar Configurations to their
original condition, click the Reset Toolbars
button in the Toolbar Customization dialog.
See “Toolbar Panel” on page 137.

Because Reset Toolbars affects all Toolbar
Configurations, you may find it worthwhile
to create your own custom Toolbar
Configurations.

You can also restore toolbars to their original
state in the Preferences dialog. Note that if
toolbars are restored using this option, any
custom configurations that you have created
will be discarded. See “Reset Options Panel”
on page 126.

Creating Custom Toolbar Configurations

If you extensively edit your toolbars, you
may want to consider creating one or more
custom Toolbar Configurations so that your
changes can be backed up as well as
transferred to a different computer if you
wish.

To create a custom configuration

1. Go to the CONFIGURATIONS panel of the
Toolbar Customization dialog.

2. Select a configuration similar to the one
you want to create and click Copy.

3. Give the new configuration a short,
unique name. It will be saved in the
Chief Architect Toolbars folder. See
“Chief Architect Data” on page 53.

4.  When you click Save, the new configu-
ration will be active. It will appear in the
list, and will be highlighted.

5.  You can now move toolbars, add or
remove buttons, and add or remove tool-
bars to meet your requirements.

6. Select each of the different View Types
to see the toolbars active in each and
confirm that they suit your needs.
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* Select each of the different View Types
to see the toolbars active in each and
confirm that they suit your needs.

7.  When you are satisfied with your new
Toolbar Configuration, click Close.

i Itis a good idea to back up your Toolbar
@ Configuration files. See “Chief Architect
Data” on page 53.

Custom Configuration Buttons

By default, new Toolbar Configurations

display a default configuration 'see button;
however, if you want you can make your
own button icon for your custom Toolbar
Configuration.

Create a .bmp file with the same name as the
configuration and save it in the Toolbars
folder. To see an example, look at the
Default.bmp file in the Chief Architect
Toolbars folder, which corresponds to the
Default Toolbar configuration. See “Chief
Architect Data” on page 53.

» Toolbar button bitmaps must be 20 x 20
pixels in size.




* The color (R:192, G:192, B:192) maps to
the system 3D face color.

e The color (R:128, G:128, B:128) maps to
the system 3D Shadow color.

* The color (R:223, G:223, B:223) maps to
the system 3D light color.

Importing Custom
Configurations

Toolbar Configurations can be imported into
the program, allowing you to transfer custom
configurations between computers as well as

Toolbar Customization Dialog

add backed up configurations to new
installations.

To import a custom configuration

1.

Go to the Configurations tab of the
Toolbar Customization [*] dialog.
Click Add.

Browse to the location of the toolbar you
want to import.

Click Open. If the .toolbar file is not in
the Chief Architect Toolbars folder, a
copy of the file will be created there.

Toolbar Customization Dialog

E' Select Tools> Toolbars and

Hotkeys> Customize Toolbars to
open the Toolbar Customization dialog. You
can also right-click in an empty space in any
toolbar and select Customize Toolbars from
the contextual menu.

In the Toolbar Customization dialog, you
can:

Add and remove buttons from toolbars.

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

Select the active Toolbar Configuration.
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Tools Panel

The settings on the TOOLS panel allow you to
add or remove buttons from your toolbars, as
well as to create new toolbars.

Configurations
Available Toolbar Buttons

Search:

™ Toolbar Customization
Tools View Type
Toolbar Flan =

8 0 symbol...

3D View Defaults...

. ©® op

4 [ 3D View Material Tools

‘!F Plan Materials...

[LI] Artive Nefanlts

4/ Adjust Material Definition
T‘-‘}' Convert Textures To Materials...
:“; Create Plan Materials Library

wr Active Annotation Set Control

Tool Description

Display 3D view material tools.

0 Select the View Type that you would
like to add toolbar buttons to. When the
dialog is first opened, the selected View Type
is that of the current view. If you select a
different View Type, the toolbars associated
with it will display behind the dialog for
reference until you click the Done button.

The Available Toolbar Buttons
display in a list that can be searched or
browsed.

* Type a keyword or the name of a tool in
the Search field. As you type, only but-
tons that match your search will display.
When nothing is typed in this field, all
buttons will display in the list.

If a child tool matches your search, its

parent will display in the search results.
Click the arrow next to the parent’s name
to see the child tools.

* The Available Toolbar Buttons list can be
browsed using the scroll bar to the right.

* Click on a button in the list to display a
description of that tool, below.

» Parent tools have an arrow to the right of
their button icon in the list. Click on this
arrow to display the child tools below the
parent. See “Toolbar Arrangement” on
page 129.

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



9 Tool Description - When a button is
selected in the list above, a description
of it displays here.

Toolbar Customization Dialog

Toolbar Panel

The TOOLBAR panel allows you to manage
the use of individual toolbars.

™ Toolbar Customization “
Tools View Type o
Toolbar Plan -
Configurations
Toolbars o
Toolbar Name Plan Elevation 3D View Material CAD Detail Layout Ray Trace *
Annctate vy vy vy vy
Arc Creation Modes
Architectural Features vy vy vy vy
Carneras and Navigation o/ vy vy
Edit Modes
(FileManagement /|« /| |/ | /| /|
Floor Up/Down vy vy vy
Layout vy
Materials List vy
Project Setup vy vy vy vy vy
Ray Trace vy
Resources vy vy vy vy vy vy vy
Selection Toggles
Snap Toggles
Toggle Modes vy vy vy vy vy v
Delete Reset Toolbars
relo

0 When this dialog is first opened, the
selected View Type is that of the
current view. If you select a different View
Type, the toolbars associated with it will
display behind the dialog for reference until
you click the Done button.
9 The Toolbars table displays the names
of all available toolbars, along with the
View Types in which they are in use.

* Select a toolbar by clicking on its name.

* Click to place a checkmark in a column
to add the selected toolbar to that View
Type; click on checkmark to remove it.

¢ Double-click on a toolbar in the Toolbar
Name column to rename it. Toolbar
names must be unique.

¢ Click Delete to remove the selected tool-
bar from the list. A deleted toolbar is no
longer available in any View Type.

* Click Reset Toolbars to restore all the
toolbars to their original configuration.
See “Restoring Toolbars” on page 134.
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& Clicking the Reset Toolbars button
removes all changes that you may have
made to all installed Toolbar Configurations.

Configurations Panel

The CONFIGURATIONS panel allows you to
add, remove, and switch between Toolbar

Configurations. See “Toolbar
Configurations” on page 131.

Il Toolbar Customization
Tools Toolbar Configurations
Toolbar Active Configuration: Default Configuration
Configurations fDefault Configuration 1| switchTo
Extended Tool Configuration
Kitchen and Bath Design Cenfiguration Copy...

MEP Configuration
Space Planning Configuration
Terrain Configuration

Remove

Import...

A list of Toolbar Configurations displays
here. Select a configuration before clicking
the Remove, Copy, or Switch To buttons.

+ Click Switch To to switch to the selected
Toolbar Configuration. See “To switch
toolbar configurations” on page 131.

* Click Copy to create a copy of the
selected Toolbar Configuration.

Current Toolbars Folder: C:\Users\User\Documents\Chief Architect Premier X8 Data'Toolbars,

Click Remove to remove the selected
Toolbar Configuration. This removes the
configuration from the list but does not
delete the configuration file permanently.
If only one configuration is listed, it can-
not be deleted.

The location of the Current Toolbars
Folder displays below. See “Chief Archi-
tect Data” on page 53.

Hotkeys

Many Chief Architect tools have a keyboard
shortcut, or hotkey, associated with them. If
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such a hotkey exists, it will display to the
right of the tool’s name in the menu.




Edit | Build Terrain  Library 3D CAD
7 Undeo Ctrl+Z
Cx Redo Ctrl+Y

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

To use a hotkey, simply press the appropriate
key or combination of keys on your keyboard
instead of selecting the menu item or clicking
the toolbar button. For example, press the
Ctrl and Z keys at the same time to perform

an Undo 9.

Note: If a key or key combination is in use as
a system hotkey, it cannot be used as a pro-
gram hotkey.

You can specify the hotkeys associated with
Chief Architect tools in the Customize
Hotkeys dialog. In this dialog, you can
program hotkeys to activate tools and invoke
a variety of commands such as opening
dialogs, including Defaults dialogs.

Number keys can be, and are, used as
hotkeys. Bear in mind that if a number key is
assigned as a hotkey, the corresponding
number pad key will invoke the same
command as long as it is not assigned to
something else. The converse, however, is
not true: if a number pad key is assigned as a
hotkey, the corresponding number key will
not invoke that command.

Create Hotkey List

A list of the hotkeys available to the current
program user can be saved in .html or .xhtml
format.

Select Tools> Toolbars and Hotkeys>
Create Hotkey List to open the Save

Hotkeys

Hotkey List File dialog, a standard Save
dialog, and create a hotkey list that can then
be opened in a web browser window and
printed, if you wish.

Next/Last Command

You can navigate a list of up to 100 recently
used tools using the Cancel Selection/
Previous Command, Next Command and
Previous Command hotkeys. The tools in
this list are organized according to the order
in which you selected them during the
current program session.

Cancel Selection/Previous Command,
Next Command and Previous Command
are hotkeys only: they do not have toolbar
buttons associated with them and are not
found in the menu.

By default, Cancel Selection/Previous
Command is assigned to the Esc key. This
command can be used to:

» Cancel a current object selection.

* Cancel a current drawing or editing
action that is in progress.

* Activate the previously used tool or com-
mand if no object is selected or action in
progress.

~+v  When cancelling a selection or a com-
@ mand, be careful to press the Esc key
only once to avoid changing the currently
active tool.

By default, Next Command is assigned to
the Shift+Esc keys. This command can be
used to deactivate the current command and
instead activate the one that is next in the list
of recently used tools.
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If you prefer, you can assign two different
hotkeys to the Cancel Selection and

Previous Command instead of one single
hotkey.

Customize Hotkeys Dialog

Select Tools> Toolbars and
E==| Hotkeys> Customize Hotkeys to
open the Customize Hotkeys dialog.

Show Commands/Hotkeys Containing:

Customize Hotkeys

Command Name
[ 3D View Defaults

& 3D View Material Tools - Adjust Material Definition

Ta: 3D View Material Tools - Convert Textures To Mate...
[#" 3D View Material Tools - Create Plan Materials Lib...
W 3D View Material Tools - Plan Materials

About Chief Architect

lt'}/ Active Defaults

%58 Add Additional Text

#J, Add Key Frame

& Add Malding to Selected Edge

[ Add Railing to Selected Edge

i+ Add te Library

Hotkey

Shift+C

| Tool Available In

Plan
Elevation
3D Views

Description

Set preferences and parameters for 3D
display of this plan.

v

Assign a sequence of up to 4 hotkeys which, when typed in sequence, will activate the command

Ctrl+1 Assign Remove o
Reset Hotkeys e Cancel Help
o Show Commands/Hotkeys Command Name or Hotkey that contains
Containing - what you have typed.

e Click on an item in the list of Command
Names and Hotkeys to select it.

» To filter the list, type part or all of a tool
name or hotkey in the Search field,
above. As you type, the list below will be
filtered to only show items with either a

Click the Clear € button on the right
side of the Search field to remove any-
thing typed in this field. When the field is
cleared, all Command Names and Hot-
keys are shown in the list.



Tool Available In - A list of the View
Types that the selected command can
be used in displays here.

9 A brief Description of the selected
command displays here.

Click on an item in the list of Commands
and Hotkeys to select it.

o Edit hotkey for this command - Click
in this field, then press the key or key
combination that you would like to use.

* Create a simultaneous hotkey combina-
tion by holding down the Shift, Ctrl, and/
or Alt keys and typing an additional letter
or number.

» Create a hotkey sequence by typing up to
four hotkeys or hotkey combinations, one
after the other.

Exporting and Importing Hotkeys

Note: Default hotkeys use the number keys
and number keypad interchangeably. User
defined hotkeys, however, do not. As such,
when a custom hotkey is defined here, char-
acters typed using the numpad begin with
“Num +” in Windows, and “Num” on a Mac.

Bear in mind that while nearly all commands
can be assigned custom hotkeys, a few
cannot: Delete and Enter Coordinates are two
notable examples. Hotkeys reserved by the
operating system cannot be used, either.

6 Click the Reset Hotkeys button to
restore the default hotkeys that were
originallyl installed with the program.

Exporting and Importing Hotkeys

14 |4 Customized hotkeys are user
e==||e==m| gpecific and are saved in the Chief
Architect X8 Data folder. See “Chief
Architect Data” on page 53.

Hotkeys can be exported, making them
available for import on another computer, or
even by another user on the same computer.

Exporting Hotkeys

1 To export hotkeys, select File>

e== Export> Hotkeys. The Export
Hotkeys dialog is a typical Save As dialog
that lets you specify the exported file’s name
and its saved location on your computer. See
“Exporting Files” on page 58.

Exported hotkey files use the .xml file
format. Information exported includes both
customized hotkeys and hotkeys installed
with the program.

Importing Hotkeys

Ya To import hotkeys, select File>

e==1 Import> Hotkeys. The Import
Hotkeys dialog is a typical Open File dialog.
See “Importing Files” on page 62.

When hotkeys are imported, the existing
User Hotkeys.xml file is replaced by the
imported data. Any previously programmed
custom hotkeys will not be retained.
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Layers are used to organize and manage the
display of all objects in all views and in the
Materials List. A layer can be thought of as a
transparency sheet with objects placed on it
for viewing. Nearly all views use multiple
layers, like a stack of transparencies put
together to show different types of objects.

You can find out which layer an object is on
in its specification dialog or by selecting the
object and looking at the Status Bar. You can
customize how each layer displays in the
Layer Display Options dialog.

Multiple layers are organized into Layer
Sets, which are designed to help you perform
different tasks efficiently or produce specific
views for your construction documents or for
presentation purposes. You can customize
the display settings for individual layer sets
and can also copy, add and delete layer sets.

Different types of 2D and 3D views use their
own layer sets. You can specify the initial
layer set used by a particular type of view in
the Layer Set Defaults dialog.

Layers

Chapter Contents
Displaying Objects
Layer Sets
Layer Set Management
Active Layer Set Control
Layer Display Options Dialog
Active Layer Display Options
Select Layer Dialog
Layer Panel
Object Layer Properties
Layer Painter, Eyedropper and Hider
Layout Layer Sets
Exporting and Importing Layer Sets
Layer Set Defaults Dialog
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Displaying Objects

144

The display of objects in different views is
controlled by layer sets and layers in the
Layer Display Options dialog. See “Layer
Display Options Dialog” on page 149.

Primary and Secondary Layers

Every object is placed on a layer which
controls whether it displays in a given view.
This layer is referred to as the object’s
primary layer, and you can see its name in
the Status Bar when the object is selected.
See “The Status Bar” on page 42.

In addition, some objects have secondary
layers which may alter the appearance of
objects on the primary layer, but do not
control whether the objects display or not.

For example, the default primary layer for
base cabinets is “Cabinets, Base”. In
addition, base cabinets have a number of
secondary layers that control the display of
the countertop, face indicators, door opening
indicators, module lines and labels.

Note: If an object’s primary layer is turned off,
information on its secondary layers will not
display - even if those layers are turned on.

You can view a list of an object’s primary
and secondary layers by selecting it and

clicking the Object Layer Properties
edit button. See “Object Layer Properties” on
page 154.

In All Views

All layers with a check in the “Disp.” column
display when the current layer set is active.

Objects that are not displayed cannot be seen
or selected. If you try to place or draw an
object on a layer that is hidden, the program
asks if you want to turn the layer on.

Name

Used Dls Mat Lock
Architectural Blocks i “ -

Architectural Blocks, Labels

Audio/Video vy M
Auto Dormers \ vy l M
Cabinets, Base \,// M

Some objects cannot stand alone in a
drawing: they can only be inserted into
another object. If the display of an object that
contains an inserted object is turned off, the
display of the inserted object will be turned
off, as well For example, if the display of a
wall is turned off, any doors and windows in
that wall will not display either. See
“Inserted Objects” on page 837.

Materials Lists

Layers showing an “M” in the Mat column
are included in subsequently generated
materials lists. This allows you to control the
inclusion of objects in the Materials List on a
layer-by-layer basis.

Some default layers, such as Patterns, do not
generate materials and are not included by
default. See “Materials Lists and Layers” on
page 1290.

Name sed Disp Mat Lock
- i _
Architectural Blocks, Labels

Audio/Video \/ M

Auto Dormers ,/\ M /
Cabinets, Base vy \M/



The overall content and organization of
materials lists can be controlled in the
Preferences dialog. See “Materials List
Panel” on page 119.

To control the components that are included
in a Materials List for a particular object,
select the object and click the

Components edit button. See
“Components Dialog” on page 1300.

Line and Text Styles

A layer’s Color, Weight, Line Style and
Text Style attributes determine how an
object on that layer appears in floor plan
view and in 3D views using the Vector View
rendering technique.

Color Weight Line Style Text Style

Bl = Default Text Style
B 33 —— Default Text Style
I 0 — Default Label Style
Bl 5 — Default Text Style

Many objects, including all CAD and text
objects, allow you to override these settings
for an individiual instance without changing
its layer.

Edge and Pattern Lines

In 3D Vector Views, objects are represented
using lines to define their surface edges. By
default, Edge Lines use the attributes set for
the object’s layer, as described above.

Some CAD-based architectural objects, such
as Slabs, have line style settings in their
specification dialogs; however, these
specifications are not used unless Use
Object Settings is checked in the 3D View

Displaying Objects

Defaults dialog. See “Options Panel” on
page 893.

In addition, a material applied to an object
surface may have a pattern associated with it.
Pattern line color, weight, and spacing is set
in the Define Material dialog. See “Pattern
Panel” on page 867.

Locking Layers

Objects on layers with a lock symbol in the
Lock column cannot be selected by the user.

Name Used Disp Mat /1_03(
Roofs, Gutters M |i
Roofs, Labels M{ ‘
Roofs, Openings vy Ml

Roofs, Overhang Area M ﬁ ’
Roofs, Ridge Caps M\ |i
Roofs, Trim M @ /

New objects cannot be drawn on a locked
layer, either. If you lock a layer and then
attempt to draw a new object on that layer, a
message box will ask you to unlock the layer.

Layers with objects that you need to see as a
reference while working, but not select, are
good candidates for locking. For example:

* Locking the “Rooms” layer can make it
easier to select objects located inside of
rooms.

* Locking the “Roof Planes” layer can
make it easier to select objects located
under the eaves.

Another use for locking layers is to protect
them from editing in plans opened by clients
or others in select Home Designer programs.
See “Opening Chief Architect Plans in Home
Designer Programs” on page 52.
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& Locking a layer does not prevent
objects on that layer from being modi-
fied. Most objects can be deleted using the
Delete Objects dialog. Objects are also
deleted if the floor they are placed on is

deleted. See “Deleting Objects” on page 255.

Copying and Pasting

If you place an object on a renamed or
custom layer and then paste it into a new plan
or layout file, a new layer will be created in
the destination file. See “Copying and
Pasting Objects” on page 170.

Layer Sets
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Layer Sets are used to control the layer
settings for different views in a plan or layout
file. All views associated with a plan file -
including views sent to layout - make use of
layer sets stored in that .plan file.

A layer set consists of a complete list of the
layers in the current plan or layout along with
the display settings for each layer as set for a
particular type of view or purpose. These
display settings can be modified, and can be
different for each layer set. See “Layer
Display Options Dialog” on page 149.

Any changes made to a layer set in one view
affects all other views using the same layer
set. If this is not desired, you can create a
unique layer set for a particular view. See
“Layer Set Management” on page 147.

Layer sets are file specific, which means that
changes made in one plan or layout file have
no effect on the settings in other files. If you
find that you use the same settings often, you
should consider adding these layer sets to
your template files. See “Template Files” on
page 84.

+ Each plan file can have an unlimited
@‘ number of layer sets.

While any view is active, select Tools>

Layer Settings> Display Options to
make changes to the layer set used for that
view type.

Annotation Sets

Layer Sets are among the items associated
with Annotation Sets, which are groups of
Saved Defaults that can be customized and
activated for specific drawing tasks. See
“Annotation Sets” on page 80.

Layout Layer Sets

Views sent to layout use layer sets saved with
the plan, rather than with the layout. See
“Displaying Layout Views” on page 1246.

Layer Sets and Templates

Layers and layer sets are plan-specific. A
custom layer set that you created in one plan
file may not be available in another. To
include a custom layer set in all new plan
files, add it to your template plan. See
“Exporting and Importing Layer Sets” on
page 157 and “Template Files” on page 84.



Modify All Layer Sets

If you want changes made in one layer set to
apply to all other layer sets in the current
plan, check Modify All Layer Sets in the
Layer Display Options dialog before
making changes. The layer name and display
attributes are applied to all other layer sets.

For example, if you check Modify All Layer
Sets and then change the color and line style
for the Text layer of the Electrical Set, the
same changes are applied to the Text layer of
the Framing Set of the same plan.

~+ In order for changes to a layer to be
@‘ applied to all layer sets, you must
check Modify All Layer Sets before making

the changes.

Layer Set Management

Layer Set Defaults

Whenever a particular type of view is
created, such as floor plan view or a framing
overview, a specific layer set is activated for
that view. Which layer set becomes active
depends on the type of view created.

The default layer sets for nine different view
types, including the Reference Floor, are
specified in the Layer Set Defaults dialog.

Each of these layer sets can be edited as
needed in the Layer Display Options dialog.
See “Layer Display Options Dialog” on page
149.

Normally, it is best to change the settings in
the existing default layer sets rather than
select different default layer sets, but you can
do so if needed. See “Layer Set Defaults
Dialog” on page 158.

Layer Set Management

% The Layer Set Management dialog

lists the layer sets available in the
current plan or layout file and lets you add
and remove layer sets and modify and copy
existing layer sets. Select Tools> Layer
Settings> Layer Set Management to open
this dialog.

Available Layer Sets

™ Layer Set Management

3D Framing Set ~
Aerial View Set

All OFf Set S
All On Set

Camera View Set

fDefault Set ]
Electrical Set

Framing 5et

Grading Plan Set

HVAC Set

Kitchen & Bath Set

Plan Footorint Set &7

Import...

Export...

Active Layer Set For Current View o
Default Set = Define...

Reference Floor Layer Set o

Reference Display Set ~ Define...
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o Use the Available Layer Sets options

to manage the layer sets saved with the

current plan or layout file.

Click on a layer set name in the list to
select it.

Click the Define button or double-click
on the layer set name to open the Layer
Display Options dialog and make
changes to the selected layer set.

Click the New button to open the New
Layer Set Name dialog and create a new
layer set based on system default settings.

Click the Copy button to open the New
Layer Set Name dialog and create a new
layer set based on a copy of the currently
selected layer set.

Click the Rename button to open the
Rename Layer Set dialog and type a new
name for the selected layer set. Not avail-
able for the Default Set.

Click the Delete button to delete the
selected layer set from the current file.
The Delete button is enabled if the layer
set can be deleted: you cannot delete the
active layer set, the Default Set, or any
layer set in use as a default.

Do not delete any layer sets that are used
by a layout.

* Click the Import button to import layer
settings from a .layers file. See “Export-
ing and Importing Layer Sets” on page
157.

* Click the Export button to export the
layer settings in the current plan in a .lay-
ers file.

e The Active Layer Set for Current
View options affect only the layer set

used in the view that was active when the

Layer Set Management dialog was opened.

» Select a new Active Layer Set from the
drop-down list or click the Define button
to make changes to the active layer set in
the Layer Display Options dialog.

6 Reference Floor Layer Set -Click the

drop-down list to specify which layer
set is used by the Reference Floor when it is
turned on. See “Reference Floor Display” on
page 444. Not available when the dialog is
opened in a layout file.

e Select a new Reference Floor Layer Set
from the drop-down list or click the
Define button to make changes to the
selected layer set in the Layer Display
Options dialog.

Active Layer Set Control

Default Set

The Active Layer
Set Control drop-

down list displays on the toolbar for all views
and provides convenient access to a list of all
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layer sets saved with the plan. Click the
drop-down list to select a new layer set for
the current view.



Layer Display Options Dialog

Layer Display Options Dialog

The Layer Display Options dialog
. |

controls the display of layers in a
selected layer set. It consists of a table that
lists all available layers and the attributes for
each. Layers can be added and deleted. There
is no limit to the number of layers that can
exist in a plan.

From any view except the Materials List,
select Tools> Layer Settings> Display

Options to open the Layer Display
Options dialog.

There are a number of dialogs similar to
Layer Display Options in the program:
* Select Tools> Reference Floors> Refer-

ence Floor Display Options Z to open
the Layer Display Options dialog with

the Reference Display Set active. See
“The Reference Floor” on page 444.

Select Tools> Display Options ina
materials list to open the Materials List
Display Options dialog. See “Materials
List Display Options Dialog” on page
1291.

Select Tools> Layer Settings> Display

Options in a layout to open the
Layout Page Display Options dialog.
See “Layout Page Display Options” on
page 1236.

The Layer Display Options dialog is
also available for views sent to layout.
See “Displaying Layout Views” on page
1246.
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B Layer Display Options = =
Layer Sets o
Default Set - | | CopySet... | [] Modify All Layer Sets
Properties for Selected Layer Set o
Mame Filter:
Name ‘ Used Disp Mat Lock Color Weight Line Style Text Style G
Architectural Blocks -nm--= Defautt Text Style
Architectural Blocks, Labels ——— Default Label Style
Audio/Video v M - 13 — Default Text Style
Auto Dormers v M - 25— Default Text Style
Cabinets, Base v M B 35 - — — — Default Text Style
Cabinets, Full v M B 335 —— Default Text Style
Cabinets, Shelves & Partitions v M B 335 —— Default Text Style
Cabinets, Soffits v M B 33 —— Default Text Style
Cabinets, Wall v M B 335 —— Default Text Style
Cabinets, Countertops v M 25 ———— Default Text Style ¥
Select Al Mew... Copy Delete Reset Mames
Properties for Selected Layer - "Architectural Blocks™ o
Display Materials List [ ] Lock
coor: | [
Line Weight: | 25
Line Style: _— e e — = @ Library...
Text Style: | Default Text Style hd Define...

The Layer Sets options let you specify
which layer set - or sets - is affected by

changes made in this dialog.

The currently selected layer set displays
in the drop-down list.

Click the Copy Set button to create a
copy of the current layer set.

Check Modify All Layer Sets, then
make changes to one or more layer’s
attributes and click OK. The changes will
be applied to the layer(s) in all layer sets.
See “Modify All Layer Sets” on page
147.

v Modify All Layer Sets is a one-time
@ action. It is always unchecked when

the Layer Display Options dialog is opened.

e The Properties for Selected Layer Set
are presented in a table of layers and

their attributes. You can filter the names that
display in the list by typing in the Name
Filter text field. When nothing is typed in
this field, all layers display. You can also
click a column header to sort all layers in the
table by that column. An arrow above a
column indicates that it is being used to sort

the table, and in which direction it is being
sorted.




The Name column is sorted alphabetically.
Layers are named so that similar object types
are listed near one another, and sorting is
case sensitive to allow greater control over
organization. Double-click a layer in the
Name column to rename it.

* Ared + in the Used column indicates
which layers have objects placed on them
in the current plan. This column cannot
be edited.

* A check in the Disp column indicates
which layers are set to be visible. If a
layer is turned off, this column is blank.

* An M in the Mat column indicates which
layers are included in the Materials List.

* Avyellow & in the Lock column indicates
which layers are locked, preventing
objects on that layer from being selected.
See “Locking Layers” on page 145.

* The Color column shows the line color
for each layer and can be sorted so that
like colors are listed together.

* The Line Style column shows the line
style for each layer and can be sorted so
that like line styles are listed together.

* The Line Weight column displays the
line weight used by each layer and can be
sorted so that like line weights are listed
together. See “Line Weights” on page
1223.

* The Text Style column shows the text
style assigned to each layer and can be
sorted so that layers using the same style
are listed together. See “Text Styles” on
page 1061.

The buttons below the table offer additional
control over the layers in the table.

Layer Display Options Dialog

*  Click the Select All button to select all
layers in the table at once. This allows
changes to be quickly applied to all lay-
ers.

* Click the New button to open the New
Layer Name dialog and create a new
layer with a unique name of your choice.
Duplicate layer names are not allowed.

Note: New layers are added to all layer sets.
However, in all but the current layer set, their
display will be turned off.

* Click the Copy button to create a copy of
the selected layer. The new layer is added
directly below the original in the table.

» Click the Delete button to delete the
selected layer. You cannot delete used
layers or any of the system layers used by
Chief Architect.

* Click the Reset Names button to revert
layer names for system layers back to the
original names that installed with Chief
Architect. This does not affect layers you
created.

* Click OK to close the dialog and apply
your changes.

* Click Cancel to close the dialog, ignor-
ing any edits.

Layers are selected by clicking on them in
the table. Hold down the Shift key or the Ctrl
key to select multiple layers at once. Press
Ctrl + A or click the Select All button to
select all layers in the table. When selected, a
layer’s attributes display and can be edited
below.
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@ The program remembers what layer(s)

~ are selected when you click OK and

selects them again when you return to this
dialog.

(3]

The Properties for “Selected Layer”
options let you modify the attributes of

one or more selected layers. Line Color,
Style, and Size affect lines in floor plan view
and surface edge lines in Vector Views.
When multiple layers are selected, “No
Change” may display for attributes that are
not shared by the selected layers.

To turn off a selected layer, uncheck
Display. See “Displaying Objects” on
page 144.

Uncheck Materials List to exclude all
objects on a selected layer from the Mate-
rials List. See “Materials Lists” on page
1283.

To protect the objects on a selected layer
from accidental changes, check Lock.
Items on locked layers can display but
cannot be selected. See “Locking Layers”
on page 145.

To change the color of lines on a selected
layer, click the Color bar to open the
Select Color dialog. See “Color
Chooser/Select Color Dialog” on page
875.

Specify the default Line Weight, or
thickness, for objects on the selected
layer. See “Line Weights” on page 1223.

To change the Line Style of a selected
layer, click the drop-down arrow or the
Library button to select a line style from
the library. See “Line Styles” on page
1108.

To change the Text Style of a selected
layer, click the drop-down arrow or click
the Define button to open the Text Style
Defaults dialog. The Define button is not
available when multiple layers with dif-
ferent Text Styles are selected. See “Text
Style Defaults” on page 1062.

Note: Not all objects display in all views. For
instance, invisible walls do not appear in
camera views or materials lists, regardless of
the layer they are placed on or whether that
layer is turned on or not.

Active Layer Display Options
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The Active Layer Display Options
side window allows you to access the

layer settings for the currently active Layer
Set or the Object Layer Properties for the
currently selected object. Select View>
Active Layer Display Options to open or
close this side window.

When no object is selected, the settings
for the active Layer Set are shown. See
“Layer Sets” on page 146.

When one or more objects are selected,
the objects’ Object Layer Properties are
shown. See “Object Layer Properties” on
page 154.

The list of layers and the options for editing
their attributes are similar to those in the
Layer Display Options dialog. See “Layer
Display Options Dialog” on page 149.




Click the Settings £ button at the bottom
of the side window to specify what settings
and information are presented:

* Select Layer Set Control to display the
Layer Set drop-down list at the top of the
side window. The name of the active
layer set is stated and can be changed
here.

» Select Layer Name Filter to display the
Name Filter text box above the layer
table. Type in this field to filter the names
shown in the table; when nothing is
typed, all relevant layers are listed.

« Select Layer Edit Buttons to display the
Select All, New, Copy, Delete, and Reset
Names buttons below the layer table.

Select Layer Dialog

Select Layer Properties to display the
Properties for Selected Layer settings
below the label table.

Select Show All Layers to list all layers
in the table, even when an object is
selected.

¢ Select which Columns to include in the
table.

By default, when the Active Layer Display
Options side window is opened, it will be
docked on the right side of the program
window. Like other side windows, though, it
can be moved. See “Side Windows” on page
36.

Select Layer Dialog

The Select Layer dialog allows you to select
a layer for one of two purposes:

Select CAD> Current CAD Layer to
open this dialog and specify which

layer is the Current CAD Layer. See

“Current CAD Layer” on page 1076.

.#= This dialog also opens when the
=E] Layer Painter tool is used. See
“Layer Painter, Eyedropper and Hider” on
page 155.

The Current CAD Layer and Layer Painter
buttons can be added to your toolbars. See
“To add a button to a toolbar” on page 132.

The Select Layer dialog contains the table of
layers and Name Filter found in the Layer
Display Options dialog. Click on a layer in
the table to select it, then click OK.

+ Ifthe dialog was opened using the

Current CAD Layer tool, the
selected layer will become the Current
CAD Layer.

+ Ifthe dialog was opened using the Layer

Painter 2 tool, you can click on objects
in the current view to assign them to the
selected layer.
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Layer Panel

The LAYER panel is found in the * Check Default to place the selected
specification dialogs for many different object on the default layer for that object
objects. Here you can specify the layer that type. If the selected object is an automati-
the program uses to display the selected cally generated dimension line, frieze
object. molding, or shadow board that has been

edited, this box will be unchecked. See

Note: In some specification dialogs, layer Dynamic Defaults” on page 76.
information is located on the Line Style or » Click the drop-down list to select a layer
Appearance panel rather than the Layer from those available in the file.

panel.

¢ Click Define to open the Layer Display
Options dialog and select, modify, or add
a new layer. See “Layer Display Options
Dialog” on page 149.

Layer

Default | Cabinets, Base - Define...

Object Layer Properties
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== The Object Layer Properties edit Some objects, such as CAD lines, only have
N tool allows you to access and edit the one layer associated with them. Other
layer or layers associated with one or more objects, including many architectural objects
selected objects. See “Primary and like cabinets, have multiple layers that affect
Secondary Layers” on page 144. their display in various views. A few objects,

such as active camera symbols and layout
boxes, do not have this edit tool.

Object Layer Properties Dialog

When you click the Object Layer The settings in this dialog are similar to those

Properties edit button, the Object Layer in the Layer Display Options dialog.

Properties dialog opens.



Layer Painter, Eyedropper and Hider

™ Object Layer Properties
Mame Filter: o
Name ‘ Used Disp Mat Lock Color Weight Line Style Text Style
Cabinets, Base ﬂﬂm--H Defautt Text Style
Cabinets, Countertops vy ——— Default Text Style
Cabinets, Face Indicators + I:| 10 ——— Default Text Style
Cabinets, Labels += vV M B 10 ——— Default Label Style
Cabinets, Module Lines + v [ 1 10 ——— Default Text Style
Opening Indicators + Bl 0 — Default Text Style
[] show All Layers
Properties for Selected Layer - multiple layers (&) o
[=] Display =] Materials List [ ] Lock

cowr

Line Weight: |Mo Change

Line Style: Mo Change hd Library...

Text Style: Mo Change hd Define...

Cancel Help

o Type in the Name Filter text field to
filter the names that display in the list
below. When nothing is typed in the field, no

layers are suppressed.

9 A table listing the layers associated
with the selected object(s) displays
here. This sortable table functions like that in

the Layer Display Options dialog.

e Check Show All Layers to list all layers
in the current file rather than just those
associated with the selected object. When

unchecked, only the layers associated
with the selected object(s) display.

The Properties of the selected layer(s)
display and can be edited here.

* Asinthe Layer Display Options dialog,,

when multiple layers with different prop-
erties are selected, drop-down lists may
display “No Change” and checkboxes
may have a solid fill. See “Dialogs” on
page 39.

Layer Painter, Eyedropper and Hider

.+ /[~ The Layer Painter and Layer
Eﬂ H2 Eyedropper tools allow you to
move an object to any layer in any view
without opening its specification dialog.

g The Layer Hider tool lets you turn off

the display of any layer in the
currently active layer set by clicking on an
object on that layer.
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To use the Layer Painter

1. In any view, select Tools> Layer Set-
tings> Layer Painter 0.

2. In the Select Layer dialog, choose a
layer and click OK. Your cursor will dis-

+
play the painter "B icon. See “Select
Layer Dialog” on page 153.

3. Note that the name of the layer being
painted is noted on the left side of the
Status Bar at the bottom of the program
window. See “The Status Bar” on page
42.

4. Move your cursor over an object and
notice that the Status Bar now states
both the layer being painted and the cur-
rent layer of the target object.

5. Click on objects in the view to move
them to the selected layer.

To use the Layer Eyedropper

1. In any view, select Tools> Layer Set-
tings> Layer Eyedropper 2.

2. Click on an object to load the layer it is
on into the Layer Painter.

+
3. Your cursor will display the painter "B
icon, and you can click on other objects
to place them on the selected layer.

To usethe Layer Hider

1. In any view, select Tools> Layer Set-

tings> Layer Hider g,

2. Your cursor will display the layer =
icon.

3.  Move your cursor over an object and
notice that the Status Bar states the
object’s primary layer.

4. Click on the object to turn off the display
of its primary layer in the currently
active layer set. See “Layer Sets” on
page 146.

Layout Layer Sets
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Layer sets are an effective way to control not
just what displays while you are working, but
what displays in the views you send to layout
and print. See “Layout” on page 1235.

When you send a view to layout, you have
two choices as to which layer set the view
uses:

*  You can use the same layer set as the
original view being sent to layout.

You can make a copy of the layer set used
by the original view.

Both approaches have advantages and
disadvantages, so you should use the option
that best suits your needs. To learn more
about the pros and cons of each approach,
see “This new layout box references the
“Layout Set 1” layer set saved in your plan”.

Whichever option you choose, remember
that the layer set used by a layout view is


http://www.chiefarchitect.com/support/article/KB-00939/
http://www.chiefarchitect.com/support/article/KB-00939/

always saved with the plan that the view was
originally sent to layout from. For this
reason, you should avoid deleting layer sets
from a plan unless you are absolutely sure
that they are not being used by layout views.

You can find out which layer set a layout
view is using by selecting it and clicking the

Exporting and Importing Layer Sets

Layout Box Layers edit button. See
“Displaying Layout Views” on page 1246.

If you select a layout view and click the

Open View Z edit button, you will return
to the original view in the plan file. Bear in
mind that the layout view’s layer set will be
active. If you make changes to its settings,
the view on the layout page will be affected.

%7k Layer sets created in one plan can
be exported as a .layers file and
imported into other plans. This is a
convenient alternative to re-creating one or
more layer sets that may already exist in
another plan.

Exporting Layer Sets

7% To export layer sets from the current
plan or layout file, select File>
Export> Export Layer Sets or click the
Export button in the Layer Set
Management dialog.

The Save Layer Set File dialog is a typical
Save As dialog. Exported layer set files use
the .layers file extensions. See “Exporting
Files” on page 58.

Importing Layer Sets

7% To import layer sets into the current
plan or layout, select File> Import>
Import Layer Sets or click the Import
button in the Layer Set Management dialog.

The Import Layer Set File dialog is a typical
Open File dialog. See “Importing Files” on
page 62.

Exporting and Importing Layer Sets

When the desired .layers file is selected,
click Open. The Import Layer Sets dialog
will open next.

™ Import Layer Sets

Pick the layer sets to import:

3D Framing Set ~
Aerial View Set

FAIA Naming Conv Set ]
All Off Set

All On Set

Camera View Set

Default Set

Electrical Set

Framing 5et

Grading Plan Set

HVAC Set v

Replace Identically Named Layers

» Select a layer set or hold down the Shift
key to select multiple sets.

¢ Check Replace Identically Named Lay-
ers to replace any layers present in the
destination file if they have identical
names to layers being imported. When
unchecked, layers in the destination file
may be replaced by imported layers with
different names. Generally, this box
should be checked unless you wish to
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reset existing layer names in the destina-
tion file.

* Click OK to close the dialog and import
the selected layer sets.

As layers sets are imported, the program
checks the destination file for any layers with
the same name as those being imported. If a
layer in the destination file has an identical
name to a layer being imported, it will be
replaced by the imported layer.

Layer Set Defaults Dialog
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/i The Layer Set Defaults dialog is used
av 1o specify the initial layer sets for
different view types. Select Edit> Default
Settings to open the Default Settings dialog,
then select Layer Sets from the list and click
the Edit button.

™ Layer Set Defaults

Camera Views

Full Camera Views: Camera View Set = Define...
Floor Camera Views: | Camera View Set S Define...
Full Overviews: Camera View Set = Define...
Floor Overviews: Camera View Set S Define...
Cross Sections: Section View Set S Define...
Backdipped Sections: | Section View Set hd Define...
Wall Elevations: Section View Set = Define...
Framing Views: 3D Framing Set = Define...
Other Views
Aerial View: Aerial View Set = Define
CAD Details: Use Active Layer Set * Define...
Plan Footprints: Flan Footprint Set hd Define...
Reference Floor: Reference Display Set ~ Define...
Wall Details: Wall Detail Set = Define...
Truss Detail: Truss Detail Set = Define...
Print Model: Print Model Set = Define...
Cancel Help

When a new view is created for any of the
specified view types, Chief Architect sets the
default layer set listed here as the active layer
set for that view. Click the drop-down list to
change the initial layer set for each type of
view.

Select Use Active Layer Set to use the
currently active layer set for the new view
when it is created.

Click the Define button to open the Layer
Display Options dialog and change the layer
settings for the layer set. See “Layer Display
Options Dialog” on page 149.



Chapter 6:

Creating Objects

There are a wide variety of objects in Chief
Architect that you can use to create complete
3D models and working drawings. Although
these objects are sometimes very different
from one another, the methods used to create
them are similar.

Once an object is created, it can be selected

and edited to meet the requirements of your

project. The editing characteristics common
to most objects are described elsewhere. See
“Editing Objects” on page 177.

Chapter Contents
Architectural vs CAD Objects
Defaults and Preferences
Snap Behaviors
Object Snaps
Angle Snaps
Grid Snaps
Creating Objects
Copying and Pasting Objects
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Architectural vs CAD Objects

There are two broad categories of objects in
Chief Architect: architectural objects and
CAD objects.

CAD objects such as lines, arcs, text, and
dimensions are 2D objects that can be
created and edited in floor plan view, and
cross section/elevation views, CAD detail
windows, and on layout pages but do not
display in 3D camera views and overviews.
See “The CAD Drawing Tools” on page
1075.

In contrast, architectural objects such as
walls, cabinets, doors, windows, and stairs
display in 2D and 3D views. Architectural
objects can be created and edited in 2D and
3D views but not in CAD Detail windows or
on layout pages.

Some architectural objects, such as custom
countertops and slabs, have some behaviors
in common with CAD objects and are
referred to as CAD-based.

Defaults and Preferences
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The ways that objects in the program behave
as they are created and edited are affected by
a number of default and preference settings.
See “Preferences and Default Settings” on
page 73.

i Itis a good idea to be familiar with these
@ options and how they affect both draw-
ing and editing in the program.

Snap Settings

| Select Edit> Snap Settings to access
& . .
<~ 4 the three categories of Snap Settings
that determine how objects snap to one
another and whether they snap to allowed
angles or to points on a grid, as well as object
bumping and pushing behaviors.

r?
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Object Snaps enable snapping to
objects. See “Object Snaps” on page

| Angle Snaps enable snapping at
Allowed Angles. See “Angle Snaps”
on page 164.
E Grid Snaps enable snapping to the
Snap Grid. See “Grid Snaps” on page
166.

K Bumping/Pushing enables bumping
and pushing behaviors. See
“Bumping/Pushing” on page 221.

Edit Behaviors

,Q;- Select Edit> Edit Behaviors to
access the six global edit behavior
modes that determine how dragging the edit
handles with the left mouse button affects a

selected object and may also affect how

objects are drawn.

[T-' The Default edit behavior provides
—*| the most commonly used editing

options. See “Default” on page 178.



Al The Alternate edit behavior provides
t an alternative to the Default behaviors
that may be more useful in some situations.
See “Alternate” on page 179.

+ The Move edit behavior allows you to

move a selected object using the
corner handles and the Move handle. See
“Move” on page 179.

|— The Resize edit behavior scales an
[~ object as you drag a corner handle.
See “Resize” on page 180.

,/F The Concentric edit behavior allows
" you to resize objects so that the
distance moved by each edge is the same as
all other edges. See “Concentric” on page
180.

Fr— The Fillet edit behavior allows you to
%/ add a fillet at any corner of an object.
See “Fillet” on page 182.

Connect CAD Segments

#—| Select Edit> Edit Behaviors>

Connect CAD Segments to toggle
the ability to edit the individual segments of
polyline-based objects and connected walls.
It also affects the ability to snap line- and
arc-based objects together as they are drawn
to form a polyline. See “Disconnect Edges”
on page 184.

Rotate/Resize About

~ | Objects can be rotated or resized
D% about either their own centers or the
Current CAD point. See “Point Tools” on
page 1076.

Specify which behavior is used by selecting
Edit> Edit Behaviors> Rotate/Resize

Defaults and Preferences

About Current Point [[X or in the
Preferences dialog. See “Behaviors Panel”
on page 113.

Arc Creation Modes

/‘ Select Edit> Arc Creation Modes to

access the five Arc Creation Modes
that control how arcs and curved walls are
drawn.

/‘ Free Form Arc mode allows you to

define an arc by clicking and dragging
along the desired path. See “Free Form Arc”
on page 1089.

/‘ Center/Radius/End Arc mode allows
=« you to define the center and radius of
an arc, and then its length. See “Center/
Radius/End Arc” on page 1090.

Z/‘ Start/End/On Arc mode allows you

to define the start and end points of an
arc, then adjust the curvature. See “Start/
End/On Arc” on page 1090.

V‘ Start/Tangent/End Arc mode allows
you to define the start and end points

of an arc, its tangent and its curvature. See

“Start/Tangent/End Arc” on page 1090.

,/— Arc About Center mode allows you
*| to draw an arc by defining the center
and then the start and end points. See “Arc
About Center” on page 1090.
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Snap Behaviors

Ij) | E There are three categories of
2 snap behavior in Chief

Architect that affect how objects are created
and how they can be edited:

* Object Snaps e , which snap CAD and
architectural objects to other objects.

* Angle Snaps |, which snap objects at
specific angles.

* Grid Snaps &t which snap objects to
points on a grid.

Snap behaviors can be controlled in the
Preferences dialog and in the Plan or
Layout Defaults dialogs. See “Snap
Properties Panel” on page 115 and “General
Plan Defaults Dialog” on page 88.

You can select Edit> Snap Settings .+ to
quickly turn Object, Angle and Grid Snaps
on or off.

To temporarily disable Snap Behaviors and
other move restrictions, press the Ctrl key
while dragging an edit handle. See “Moving
Objects” on page 220.

Hotkeys

You can also temporarily enable individual
Snap Behaviors during a mouse editing
operation using hotkeys. This can be helpful

if you wish to use one particular type of snap
behavior when you begin an operation, but a
different behavior when you end it.

The Snap Behavior hotkeys are listed on the

right side of the Edit> Snap Settings .
submenu. See “Hotkeys” on page 138.

To use snap behavior hotkeys

1. Select Edit> Snap Settings ", and
toggle off the snap behavior category
that you wish to control using hotkeys.

2. Select a tool that you wish to draw with
or an object you wish to edit.

3. Begin drawing or editing and hold down
the left mouse button without releasing.

4. Press and hold the appropriate key on
your keyboard to enable the snap behav-
ior associated with it.

5. When you are finished using the snap
behavior, release the hotkey but continue
holding down your left mouse button.

6. If you wish, you can press and hold a
different hotkey on your keyboard and
continue the drawing or editing opera-
tion.

7.  When you are finished, release the left
mouse button.

Object Snaps

Ij) Object Snaps allow you to position
objects precisely relative to each
other; for example, to position lines so that

their endpoints meet or roof plane edges so
that they are colinear.



Object Snaps can be turned on or off by
selecting Edit> Snap Settings> Object

Snaps 7, by clicking the toggle button, or
in the Preferences dialog. See “Snap
Properties Panel” on page 115.

Object Snaps are indicated visually as you
create or edit objects. To remove any object
snap indicators that are visible on screen,
press the 1 (one) key. As you continue
drawing or editing, new indicators may
appear.

With the exception of On Object X snaps,
Object Snaps have priority over all other
types of snapping in Chief Architect.

Bumping/Pushing ¢ overrides Object
Snaps, however. See “Bumping/Pushing” on
page 221.

Object Snap Locations

There are many locations on an object that
other objects can snap to. In addition to snap
points located on objects, Extension Snaps
locate points away from objects. Each type
of object snap can be toggled by selecting

Edit> Snap Settings <, or in the
Preferences dialog. See “Snap Properties
Panel” on page 115.

Regardless of which Object Snaps are active,
when multiple objects are selected the

selection set’s only snap point is its midpoint.

Extension Snaps

For some operations, it is helpful to snap to a
point far away from an original object, while
maintaining a relationship to a point on that
object. For example, you may want to snap to
a point exactly perpendicular to a line’s

Object Snaps

endpoint. Extension Snaps are helpful in
these situations.

g i
Extension anchorsand lines

Extension Snaps are indicated by extension
anchors, indicated by small blue circles.

Anchors display for Endpoint, Midpoint, and
Quadrant snaps when these snap behaviors
are enabled.

When an anchor is established, you can
create Tangent o , Perpendicular b and

Orthogonal % extension lines relative to it.
To use extension snaps

1. Toggle on Object Snaps I? and make
sure the extension snaps are enabled.

2. Draw a Rectangular Polyline F].

3. Select the Draw Line ./ tool and move
your pointer along the edges of the poly-
line.

4.  When your pointer passes over an end-
point or midpoint, an extension anchor is
created.

5. Move your pointer perpendicular edge
displaying the anchor to create a blue,
dashed extension line.

Only a limited number of anchors can exist at
one time; creating a new anchor removes the

163



Chief Architect X8 Reference Manual

oldest existing anchor. You can specify the
number of possible anchors in the
Preferences dialog. See “Snap Properties
Panel” on page 115.

Wall Intersection
Extension Snaps

As walls are drawn, extension lines identify
points that are either collinear or orthogonal
to the end points of other walls. These exten-
sion lines identify potential intersection
points and display only when Intersection

Snaps X are enabled. See “Drawing Walls”
on page 276.

Object Snaps Hotkeys

* Press the “1” key to clear out all current
extension anchors.

* Hold down the “S” key to temporarily
disable Object Snaps. You are still able to
use Extension Snaps to existing anchors,
so the “S” key can be used to avoid pick-
ing up unwanted extension anchors.

The “S”Key - Case Study

In the following example, there are several
lines. Suppose we want to start a line at the
intersection of two orthogonal extension
lines drawn from two lines, A and B. To
establish an extension anchor, we need to
drag the mouse over line A’s endpoint, but

there are several lines between the endpoints
of lines A and B. We need to establish the
two extension anchors without snapping to
the intervening objects.

3.

The Skey can help establish extension
snaps when other objects may interfere

To establish two extension anchors

1. Drag the mouse over the endpoint for
line A to establish the first endpoint
anchor.

2. Temporarily disable object snapping by
holding down the “S” key.

Move the mouse to the end of line B.

4. Release the “S” key to establish the sec-
ond endpoint anchor.

5. Move the mouse to the intersection of
the two extension lines and draw the
new object.

Angle Snaps

| It is often important that objects be

drawn at exact angles. This can be
accomplished using Angle Snaps. Angle
Snaps allow you to draw walls, lines, and

other objects at specified Allowed Angles.
Angle Snaps also affect the way objects
rotate, the radius of arcs, and a variety of
other operations.



You can specify whether Angle Snaps use
15° increments or 7.5° increments plus any
additional Allowed Angles that you may
specify. See “General Plan Defaults Dialog”
on page 88.

Angle Snaps can be turned on or off by
selecting Edit> Snap Settings> Angle

Snaps i, by clicking the toggle button, or
in the Preferences dialog. See “Snap
Properties Panel” on page 115. When Angle
Snaps are disabled, the Angle Snaps |+ icon
will display near the mouse pointer.

Angle Snap Settings

You can change Allowed Angle settings for
Angle Snaps in the Plan Defaults or Layout
Defaults dialog. See “General Plan Defaults
Dialog” on page 88.

Specify 15 Degree or 7 /2 Degree angle
snaps. When 7 %2 Degree Angle Snaps are
selected, you can also specify Additional
Angles.

Angle Snaps and
Object Snaps

Angle Snaps have a higher priority than Grid

Snaps and On Object Snaps | X, but a lower
priority to all other Object Snaps. If a valid
Object Snap exists, the program uses that
instead of an Angle Snap.

Angle Snaps

+  Walls are an exception to this snapping

@‘ prioritization. When walls are drawn or
edited, Angle Snaps take higher priority than
Object Snaps. See “Drawing Walls” on page
276.

Sometimes both Angle Snaps and Object
Snaps apply. For example, suppose a CAD
line is drawn at 15° using Angle Snaps and
another line is approached. You can draw the

new line at 15° using Intersection Snaps X<
to snap to a point on the existing line.

Use both Object
Shapping and
Angle Shapping to
create a 15-degree
line that intersects
T anexisting line

Now suppose that we don't want the new line
to end on the existing line. Hold down the
“S” key to temporarily disable Object Snaps,
allowing only Angle Snaps. See “The
“S”Key - Case Study” on page 164.

Angle Snap Grid

% The Angle Snap Grid is a visual

2 reference aide that displays the
Allowed Angles in the current plan when
line-based objects are being drawn. Select
View> Angle Snap Grid to toggle this
feature on or off. The Angle Snap Grid can
be also turned on and off in the Preferences
dialog and is disabled by default. See “Snap
Properties Panel” on page 115.
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~+

o

L

Drawing a line with the Angle Snhap Grid on

When the Angle Snap Grid is turned on, it
will display in all views where line-based
objects can be drawn - including 3D views in

which walls can be drawn and edited. See
“Editing Line Based Objects” on page 187.

When Grid Snaps are enabled, small
perpendicular hatch lines display along the
lengths of the Angle Snap Grid lines,
indicating the Snap Grid Unit.

Grid Snaps
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E Grid Snaps allow you to snap objects

to points on an on-screen grid as they
are created, moved, and resized. See
“Moving Objects” on page 220 and
“Resizing Objects” on page 229.

The display and size of this Snap Grid can be
controlled in the Plan or Layout Defaults
dialog. See “General Plan Defaults Dialog”
on page 88.

It is recommended that you draw and
position the exterior walls of your plan with

Grid Snaps &t enabled. Once these walls
are in place, you may choose to turn Grid
Snaps off to finish the rest of the drawing.

Grid Snaps are turned on and off by selecting

Edit> Snap Settings>Grid Snaps £, by
clicking the toggle button, or in the Plan or
Layout Defaults dialog.

In addition to the Snap Grid, the Reference
Grid is provided to give you a visual sense
of scale. The Reference Grid is useful for
zooming in and out, or for general layout
guidelines, but is not used for snapping. The
Reference Grid can be toggled on and off by
selecting View> Reference Grid. See “View
Tools” on page 880.

Grid Snaps and Angle Snaps

Of the three snap behaviors, Grid Snaps have
the lowest priority and are overridden by
Angle Snaps and Object Snaps.

When Grid snaps and Angle Snaps are both
enabled, objects are drawn and edited using
Polar Coordinates. For example, if the grid
Snap Unit is set to 12" (1 foot), drawing a
new wall at an Allowed Angle snaps the wall
length to 0", 12", 24", and so on. The Angle
Snap Grid illustrates this nicely: when Grid



Snaps are enabled, small perpendicular hatch
lines display along the lengths of the Angle
Snap Grid lines. These hatches are at regular
intervals equal to the Snap Grid Unit, but do
not necessarily align with the Snap Grid
itself. See “Angle Snap Grid” on page 165.

Creating Objects

+~  To draw a line or wall at an Allowed
@ Angle but with unrestricted length, dis-

able Grid Snaps and leave Angle Snaps on.

Creating Objects

In Chief Architect, there are five ways to
create objects: by clicking to place an object,
by clicking and dragging to draw an object,
by entering coordinates, by placing a
distribution path or region, or by importing
custom symbols, drawings, pictures or
metafiles.

If you create an object using any of these
methods and the layer it will go on is either
locked or turned off, the program will ask
you if you want to display or unlock the
layer. Objects can be created on layers that
are not set to display, but they cannot be
created on locked layers. See “Object
Creation and Layers” on page 170.

While the size of the drawing area in Chief
Architect is limited only by the resources on
your computer, it is best to begin your draw-
ing near the origin, 0,0,0. The current
position of your mouse pointer displays in
the Status Bar at the bottom of the program
window. See “3D Drafting” on page 31.

Click-to-Create

Many objects, including doors and windows,
cabinets, library symbols, text, pictures, and
images are created by clicking. Select a
library object or one of the drawing tools
mentioned above, then click in the drawing
area to place the object at that location.

Continue clicking to place the selected object
until another tool is selected.

If you click at a location where there is not
enough room for the object to be placed, one
of two things may happen:

* Some objects, notably cabinets, doors,
and windows, will resize smaller to fit
into the space.

* Most objects cannot resize in this man-
ner, so the program will present a warn-
ing message indicating that there is not
sufficient space at the current location.

When most drawing tools are active or
library symbols selected for placement, a
preview outline follows your mouse pointer,
indicating the size and shape of the object to
be created. If your pointer is positioned at a
location where the object cannot be placed,
this preview outline will not display.

As you move the mouse pointer, the center
point of the object’s back edge will snap to

active snap points when Grid Snaps &t or

Object Snaps I'? are enabled. See “Snap
Behaviors” on page 162.

Many architectural objects can be created in
floor plan view or any 3D view. In order to
place a stand-alone, click-to-create object in
3D, it is necessary to click near a wall or
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within the Terrain Perimeter as these objects
help orient the new object within the 3D
space.

Clicking and Dragging

Other objects, including walls and railings,
straight stairs, and CAD and CAD-based
objects are created by clicking and dragging
to define either a path or an enclosed area.
Select a tool, then click and drag in the
drawing area to draw an object between your
start and end points.

Continue drawing the selected object until
another tool is selected.

You can temporarily slow the movement of
the mouse as you drag by holding down the
Shift key on your keyboard..

You can cancel any click-and-drag drawing
operation before it is completed by pressing
the Esc key on your keyboard, or by pressing
any two mouse buttons at the same time.

When the Alternate Alt edit behavior is
active, a continuous drawing behavior is
enabled, allowing you to click at the start and
end points of line- and arc-based objects
without dragging. See “Alternate” on page
179.

To continuously draw by right-clicking

1. Select a tool that creates line- or arc-
based objects.

2. Right-click, drag, and release the mouse
button to draw the first object.

3. Move the pointer to a different location
and notice the drawing indicator that
begins at the object’s endpoint and fol-
lows your pointer as it moves.

4. Click to create a second object begin-
ning at the first object’s starting point
and ending where you clicked.

5. Continue moving the pointer and click-
ing to create additional objects until:
» Another tool is selected,
* The Esc key is pressed,

» Two mouse buttons are pressed at the
same time,

* The left mouse button is double-
clicked,

* A closed shape is formed.

@ To keep the Alternate Drawing Mode
~ enabled when a closed shape is
formed, uncheck Stop When Connected in
the Preferences dialog. See “Behaviors
Panel” on page 113.

Polyline- and Spline-based objects can be
created by snapping multiple Line-, Arc-,
and/or Spline-based objects together. These
objects will only snap together to form a
polyline or spline if they are on the same
layer and share identical attributes such as
color, line style, and arrow specifications.
See “Editing Objects” on page 177.

Entering Coordinates

Objects created by clicking and dragging can
also be drawn by entering coordinates. See
“3D Drafting” on page 31.

Coordinates can be either absolute or
relative. Absolute coordinates refer to a fixed
point of origin at 0,0,0, while relative
coordinates treat the current location of the
selected object as the point of origin.



To use the Enter Coordinates dialog

1. Select any tool that requires you to click
and drag to create an object.

2. Click and begin dragging to draw the
object.

3. Before you finish dragging and with the
mouse button pressed, press either the
Tab or Enter key on your keyboard.

4. In the Enter Coordinates dialog:

B Enter Coordinates | x |
Start Point
X Position: 417
¥ Position: -139"
End Paint
() Absolute
(®) Relative to Start
[ Polar
¥ Position: | 213"

¥ Position: | 0"

Mumber Style. .. Cancel Help

* The Start Location, where you clicked

and began dragging, displays at the top.

5. Specify the method used to define the
New Location, or end point.

* Select Absolute to define the end point
using absolute coordinates on the snap
grid.

* Select Relative to Start to define the
end point relative to the start point, as
though the start point was at (0,0).

* Check Polar to define the end point of
the new line by its Distance and Angle
from the start point rather than as X
and Y coordinates.

* The program remembers which option
you last used in this dialog.

Creating Objects

6. Specify the position of the end point,
either as X and Y Position coordinates,
or as Distance and Angle.

7. Click OK to close the dialog and create
the object.

CAD lines, arcs and points can also be
created using the Input Line, Input Arc and
Input Point dialogs. See “Input Point” on
page 1077, “Input Line” on page 1081, or
“Input Arc” on page 1091.

~iy You can also move objects using the
@ Enter Coordinates dialog. Click and
drag the Move edit handle of an existing
object, then press the Tab key and proceed
with steps 4 and 5. See “Moving Objects” on
page 220.

Auto Rebuild

A number of objects, notably foundations,
roofs, and framing, can be automatically
generated and rebuilt as changes are made to
the model. Objects created in this manner
can be edited just like other objects;
however, the Auto Rebuild functionality will
be disabled.

Distributing Objects

You can place multiple copies of any object
in an evenly-spaced array either within a
region or along a path using the Distributed

Objects 2% tools. See “Distributed Objects”
on page 804.

Importing Objects

Custom symbols, drawings, pictures and
metafiles can be imported into the program
and placed in the drawing area with a click.
See “Importing and Exporting” on page 1167
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and “Pictures, Images, and Walkthroughs”
on page 1133.

Converting Objects

A variety of objects can be created by
converting existing CAD objects and many
CAD-based objects into another type of
object. See “Converting Objects” on page
238.

Object Creation and Layers

When it is created, every object is placed on
a layer which controls whether and how it
displays. See “Layers” on page 143.

If you try to create an object on a layer that is
not set to display in the current view, the
program will ask if you want to turn that
layer on. See “Message Boxes” on page 43.

* Click Yes to create the object and turn on
its layer in the current view.

* Click No to create the object but leave its
layer turned off in the current view.

* Click Cancel to not create the object and
leave the layer turned off.

If you try to create an object on a layer that is
locked, the program will prompt you to
unlock the layer. If you choose to leave the
layer locked, the object will not be created.
See “Locking Layers” on page 145.

Similarly, if you try to insert an object into
another object that is on a locked layer,
nothing will be created. See “Inserted
Objects” on page 837.

If you place an object on a renamed or
custom layer and then paste it into a new plan
or layout file, a new layer will be created in
the destination file.

Copying and Pasting Objects
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New objects can also be created by cutting,
copying, and pasting existing objects, either
individually or in groups. Objects can be
copied from one floor to another, one view
window to another, and one file to another.
Because copying uses your system’s
clipboard, some objects can be pasted into
other applications, as well.

&Objects created in an Imperial plan or
layout should not be pasted into a metric
file, or vice versa. See “Units of Measure-
ment” on page 55.

Objects cannot be pasted into any views that
they cannot be created in normally. For

example, CAD objects cannot be pasted into
a 3D camera view or overview, while
Architectural objects cannot be pasted into a
CAD Detail window or onto a layout page.

If an object on a custom layer or one that
inherits properties from a Saved Dimension
Default or Saved Text Style is pasted into a
different plan or layout file:

» That Saved Default, Text Style, or layer
will be created in the destination file if it
does not already exist.

+ Ifa Saved Default, Text Style, or layer
with the same name does exist in the des-
tination file, the object will inherit its
attributes from the existing settings.



See “Multiple Saved Defaults” on page 77
and “Layers” on page 143.

A few objects, such as Terrain Perimeters
and camera symbols, cannot be copied.

Cut

6’3’&‘. Select Edit> Cut or press Ctrl + X to

remove the selected object(s) from the
file and save them in the system clipboard.
To paste the selection in Chief Architect or
another application, select Edit> Paste or
press Ctrl + V while in that application to
enable the Paste function.

Copy

qj Select Edit> Copy or press Ctrl + C
to copy the selected object(s) to the
system clipboard. To paste the selection in
Chief Architect or another application, select
Edit> Paste or press Ctrl + V while in that
application to enable the Paste function.

Paste

7| Select Edit> Paste or press Ctrl + V

to enable Paste mode, then left- or
right-click in the current view to paste the
selected object(s) previously copied to the
system clipboard at that location. If pasting
from another application, click in the
destination view in Chief Architect first to
make sure it is active.

Once pasted, these object(s) are selected.
Objects pasted in 3D views are selected on
their top surfaces.

If the selection being pasted consists of text,
it is placed in a Text object.

Copying and Pasting Objects

If the selection being pasted is an image, the
Paste Image dialog opens.

™ Paste Image
Paste Image As:
() Backdrop
() Image
() Material
(®) Picture

o [ c ][ e

The options in the Paste Image dialog and
their results are similar to those in the Screen
Capture Setup dialog. See “Creating Screen
Captures” on page 1154.

Copy/Paste

Click the Copy/Paste edit button to
copy the selected object(s) to the
system clipboard and immediately enable the

Paste | function in Chief Architect.

The Copy/Paste ™" edit button activates
Paste mode in which each available edit tool
and handle makes a copy in addition to its
primary function and four new edit buttons
display on the edit toolbar.

* Click the Sticky Mode X edit button
remain in the current mode and place
multiple copies of the selected object(s).

«  Click the Point to Point Move =+~ edit
button to make a copy of the selection at
a specific location. See “Point to Point
Move” on page 222.

+  Click the Reflect About Object -l edit
button to make a copy of the selection
reflected about another object. See
“Reflect About Object” on page 237.
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* Click the Main Edit Mode 123 edit but-
ton or press the Esc key to return to the
selected objects’s main edit toolbar.

If you paste a selection in a file other than its
original source file, when you return to the
original, Paste mode is still enabled.

The Copy/Paste *¥ edit button can be used
with the edit handles in either of two ways:
by clicking or by dragging an edit handle.

To Copy/Paste by clicking
1. Select an object or objects to copy.

2. Click the Copy/Paste " edit button,

select Edit> Copy ™1 from the menu or
press Ctrl + C to copy and then Ctrl +
V to activate the Paste functionality. The
cursor displays the Copy/Paste icon.

3. If you wish to paste the copy in a differ-
ent view or program window, open that
window.

4. Ifyour cursor does not display the Copy/
Paste icon, select Edit> Paste from the
menu or press Ctrl + V.

5. Left- or right-click once to paste a copy
of the object at that location.

To Copy/Paste by dragging
1. Select an object or objects to copy.

2. Click the Copy/Paste " edit button,

select Edit> Copy ™1 from the menu or
press Ctrl + C. The cursor displays the
Copy/Paste icon.

3. Drag an edit handle:

* Drag the Move edit handle to position
the copy at a new location.

* Drag a corner handle to create a copy in
the same location but with a different
size or shape. The result depends on

which Edit Behavior & you use. See
“Edit Behaviors” on page 178.

~+v Use the Concentric edit behavior to cre-
@ ate concentric copies of CAD-based
objects. See “To create setback lines” on
page 195 of the User’'s Guide for an exam-
ple.

4. You can resize or position the copy
accurately with respect to the original by
watching the moved distance in the Sta-
tus Bar at the bottom of the screen.

Sticky Mode

Normally, after an action is performed

using the edit tools or handles while in
an edit mode such as Paste mode, you return
to the Main Edit Mode. Click the Sticky
Mode edit button to remain in Paste mode
and continue pasting copies of the selected
object(s).

To exit Paste mode and return to the main
edit toolbar for the selected object, click the

Main Edit Mode 123 edit button or press the
Esc key on your keyboard. If you have not
pasted a copy of the selected object and

immediately click Copy/Paste ™% after
returning to the Main Edit Mode, Sticky

Mode */ is still enabled.

Sticky Mode is available when the Trim
@ Object(s), Extend Object(s), Copy/Paste
or Multiple Copy edit button is clicked. See
“Trim and Extend” on page 244.




Copy and Paste in Place

Click the Copy and Paste in Place
& cdit button to create a copy of the
selected object(s) at the same location as the
original. The copy remains selected so you
can perform additional operations.

Because multiple walls, railing and fencing
cannot share the same space, the Copy and

Paste in Place & edit button is not avail-
able for these objects.
Paste Hold Position

=1 When copying between different
floors or view windows, you can paste
a copy at the same absolute position as the

original selection using Paste Hold Position.

To use Paste Hold Position
1. Select the object(s) to be copied.

2. Click the Copy/Paste ** edit button.

Switch to the desired floor or plan file
and select Edit> Paste> Paste Hold
Position .

4. A copy is placed at the same X, Y coor-

dinates on the new floor or in the new
plan as the original’s position.

Paste Special

r g 1| The Paste Special tool allows you to
!l choose a representation for the
selection to be pasted.

Selections can be pasted as:

* Enhanced Windows Metafiles (EMF).
See “Metafiles” on page 1145.

Copying and Pasting Objects

* Device Independent Bitmaps (BMP). See
“Importing Pictures” on page 1143.

¢ Unformatted non-unicode text (TXT).

» File Name (a path to a file). Depending
on the file type, it will be either opened or
imported (if supported).

¢ Unformatted text (HTML). Pastes as text.

e Model Objects - Chief Architect format,
not compatible with other programs.

To use Paste Special

1. Select an object, image, text or file on
your computer and copy it.

2. Switch to the desired Chief Architect
view window and select Edit> Paste>

Paste Special HI

3. Inthe Paste Special dialog, sclect the
desired representation for the selection
and click OK.

4. Click in the drawing area to place the
copy at that location.

Multiple Copy

=+ | The Multiple Copy edit button makes
D00 it easy to create regularly spaced or
concentric copies of any object or group of
objects, including CAD Blocks and
Architectural Blocks.

The copy intervals, or offsets, between
copies can be specified in the Multiple Copy
dialog. See “Multiple Copy Dialog” on page
174.

To use Multiple Copy

1. Select the object(s) to copy.
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Click the Multiple Copy 071 edit
button.

Click the Sticky Mode | # | edit button if
you wish to make more than one set of
multiple copies.

Three edit handles will display on the
selected object.

* Click and drag the square Move edit
handle. Copies of the selection are
made at regular intervals between the
original and the pointer’s location.

* Click and drag the triangular Rotate
edit handle. Rotated copies of the
selection are made at regular intervals.

@ A rotated array can be rotated about the

~ selected object’s center or a CAD point.

See “Rotate/Resize About” on page 161.

* Click and drag the round Concentric
Resize edit handle. Concentric copies
of the selection are made at regular
intervals either within or surrounding
the selection. Line-based objects are
copied in an array perpendicular to the
selection but are not resized.

Release the mouse button to place the
copies. The dragged distance determines
the number of copies placed.

If you clicked the Sticky Mode %/ edit
button, you can drag the last object cre-
ated to make additional copies.

Click the Main Edit Mode % edit but-
ton or press the Esc key to return to the
selected objects’s main edit toolbar.

The Multiple Copy 071 tool can be used

with the Alternate Alt edit behavior to
create arrayed copies of objects. See
“Alternate” on page 179.

To create an array of copies

1.

2.

Select the object(s) to copy.

Click the Multiple Copy n71 edit
button.

Right-click to enable the Alternate Alt
edit behavior and drag the either Move
or the Rotate edit handle in any direc-
tion. The Primary Offset or Primary
Number of Copies is used.

Release the mouse button and move the
pointer in another direction. The Sec-
ondary Offset or Secondary Copies
value is used.

Click the left or right mouse button to
place the array of copies.

Multiple Copy Dialog

Separate multiple copy intervals can be
specified for:

174

General objects
Roof and floor trusses
Rafters

Floor and ceiling joists, posts, and beams

Wall studs

To set the copy intervals for these objects,

click the Multiple Copy 031 button, then

click the Multiple Copy Interval i1 button
to open the Multiple Copy dialog.



The specified intervals are retained between
program sessions.

Copying and Pasting Objects

™ Multiple Copy
(®) Offset Between Copies When Dragging o
P s (As|i;?;:§rg§1§?;r)
General Objects: 29" 29"
All Trusses: 29" 29"
Rafters: 29" 29"
Joists/Posts/Beams: 16" 16"
Wall Studs: 16" 16"

Rotation Of All Objects: | 15.0%

() Evenly Distribute Copies When Dragging

o Click the Offset Between Copies

When Dragging radio button to
specify the offsets, or copy intervals, at
which objects are copied as you drag with the
mouse.

* Primary Offset - Specify the offset, or
copy interval, for each object type.

*  You can also specify a Secondary Offset
for each object type that is used when the

Alternate Alt edit behavior is active. See
“Alternate” on page 179.

* Rotation Of All Objects - Specify the
copy interval, in degrees, to be used when
objects are rotated as they are copied.

e Evenly Distribute Copies When

Dragging - Click this radio button to
specify a set number of copies to be made as
you drag with the mouse. The further you
drag, the wider the spaces between the

Cancel Help

copies. These settings apply to all object
types.

e Primary Number of Copies - Specify
the number of copies to be made.

* Secondary Copies - Specify the number
of copies to be made when the Alternate

Altl edit behavior is active.

The intervals for automatically generated raf-
ters, joists, and studs are set on their respec-
tive panels in the Build Framing dialog. See

“Build Framing Dialog” on page 586

Using the Transform/
Replicate Object Dialog

Objects and groups of objects can be
0-+0 ) :

copied and pasted using the
Transform Replicate Object dialog. See
“Transform/Replicate Object Dialog” on
page 242.
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Copy Region as Picture

The Copy Region as Picture tool

allows you to copy any portion of the
screen and save it as a picture. See “Copy
Region as Picture” on page 1153.

Using Point to Point Move

+| The Point to Point Move edit button
* can be used in combination with

Copy/Paste *™* to make a copy of the
selected object(s) at a specified location. See
“Point to Point Move” on page 222.

To point to point copy

1. Select the object(s) to be copied, click
the Copy/Paste ™" edit button, then the

Point to Point Move " edit button.

2. Click at the start point and then at the
end point.

3. An exact copy of the selected object(s)
is created at the end point while the orig-
inal remains unchanged.

Using Reflect About Object

The Reflect About Object edit button
=—*| can be used in combination with

Copy/Paste ™" to make a reflected copy of
the selected object(s), much the way Point to

Point Move +~ can. See “Reflect About
Object” on page 237.



Chapter 7:

Editing Objects

Just as the methods used to create different
objects in Chief Architect are similar, the
options for moving, rotating, resizing, and
otherwise editing them are also alike.

Edit handles allow objects to be resized,
relocated, or rotated using the mouse. Edit
toolbar buttons and the contextual menus
access edit tools relevant to the selected
object(s). Most objects have a specification
dialog that allows you to edit it in ways that
are specific to that type of object.

The editing characteristics common to most
objects are described in this chapter. Unique,
object-specific editing behaviors and the
specification dialogs are covered in their
respective chapters.

Chapter Contents
Defaults and Preferences
Edit Behaviors
Selecting Objects
Editing Line Based Objects
Editing Arc Based Objects
Editing Open Polyline Based Objects
Editing Closed-Polyline Based Objects
Editing Box-Based Objects
Editing Spline Based Objects
Editing Circles, Ovals and Ellipses
Displaying Objects
Moving Objects
Aligning Objects
Resizing Objects
Reshaping Objects
Rotating Objects
Reflecting Objects
Converting Objects
Transform/Replicate Object Dialog
Trim and Extend
Union, Intersection, and Subtract
Matching Properties
Edit Area Tools
Deleting Objects
Undo and Redo
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Defaults and Preferences

The same defaults and preference settings
that affect how objects are drawn also
influence how they can be edited. See
“Defaults and Preferences” on page 160.

-+ Itis a good idea to be familiar with these
@ options and how they affect drawing
and editing in the program.

Edit Behaviors

178

ﬁ' There are six Edit Behavior modes

that determine how edit handles affect
an object, and may also affect how objects
are drawn. The currently active edit behavior
is a global preference setting, affecting all
plan and layout files.

Two of these modes, Default and Alternate,
are useful for most drawing and editing
needs and can be considered primary editing
modes. Default mode, in particular, accesses
the most commonly used behaviors and is the
best choice in most circumstances. When an
Edit Behavior other than Default is active, its
icon displays near the mouse pointer.

Note: Regardless of which Edit Behavior is
active, the Default behavior is restored when
you close the program.

The other four modes, Move, Resize,

Concentric and Fillet, offer special editing
behaviors that may be useful only in certain
situations and can be considered secondary.

Each edit behavior can be temporarily
enabled using the different buttons on your
mouse or by pressing the keyboard keys
associated with each. See “Using the Mouse”
on page 33 and “Hotkeys” on page 138.

You can also specify which edit behavior
mode is active when the left mouse button is
used in the Preferences dialog, by selecting

Edit> Edit Behaviors &, or by clicking the
corresponding toggle button, which can be
added to your toolbar. See “Behaviors Panel”
on page 113.

Default

IT" The Default mode is one of the

—4| primary edit behavior modes. It offers
access to the most commonly used edit
behaviors and should be selected as your
preference in most situations.

@ When the use of a tool is described in
" this manual, it is assumed that the
Default edit behavior mode is active.

* Drawing - Standard click and drag
drawing behavior is enabled. See
“Creating Objects” on page 167.

* Resize/Reshape - Default allows you to
adjust the angle of any corner of a poly-
line without affecting adjacent corners,
changing the object’s shape.
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Default edit behavior

» For box-based objects, the Default mode
functions the same as the Alternate mode.

*  Movement - Default allows you to move
objects orthogonal, or at a right angle, to
any of their edges.

* Rotation - In Default mode, objects snap
at Allowed Angles as they are rotated.

You can temporarily enable the Default [
edit mode when another mode is active by
pressing Alt + Z or Alt + / while performing
an edit or drawing operation.

Alternate
Alt The Alternate mode is the second
primary edit behavior mode. When

this mode is active, the Alternate Alt icon
displays near the mouse pointer.

Note: Not all commands have an Alternate
edit behavior. If a selected tool does not, it
will not work when this edit mode is active.

* Drawing - Continuous drawing behavior
is enabled. See “Clicking and Dragging”
on page 168.

* Resize/Reshape - Alternate allows you
to keep the angle between adjacent edges

Edit Behaviors

fixed when a corner edit handle is moved.
Instead, adjacent corners move and adja-
cent edges lengthen or shorten.

Rectangular /Closed
| Palylin

Foblline

!

Alternate edit behavior

» Alternate allows you to drag an end han-
dle on an open polyline to change it from
a line to an arc or vice versa.

«  Alternate overrides the Lock Center (o
setting of arc-based objects.

*  Movement - Alternate allows you to
move objects at Allowed Angles when

Angle Snaps | are enabled, or orthogo-
nal to any of its edges when they are not.
See “Angle Snaps” on page 164.

* Rotation - Alternate snaps objects at
Allowed Angles as they are rotated.

You can temporarily enable the Alternate

Alt edit mode when another mode is active
by pressing Alt or using the right mouse
button while performing an edit or drawing
operation.

Move

+ The Move mode allows you to move
an object using edit handles that
would otherwise be used for resizing, as well
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as with the Move handle. When this mode is

active, the Move > icon displays near the
mouse pointer.

e Drawing - Standard click and drag
drawing behavior is enabled.

* Resize/Reshape - Move allows you to
move the selected object when any edit
handle is used.

*  Movement - Move mode allows you to
move objects at Allowed Angles.

* Rotation - In Move mode, objects snap
at Allowed Angles as they are rotated.

You can temporarily enable the Move “n
edit mode when another mode is active by
pressing Z or / while performing an edit or
drawing operation.

Resize

“: The Resize edit behavior allows you
%/ to rescale an object. As you drag a
corner edit handle of an object, you get an
exactly scaled version of the original. For
example, you can resize an object to 50% of
its original size while maintaining the same
proportions. When this mode is active, the
Resize [[¥ icon displays near the mouse
pointer.

* Drawing - Standard click and drag
drawing behavior is enabled.

* Resize/Reshape - Resize allows you to
keep the angle between adjacent edges
fixed when a corner handle is moved.

Rectangular
Faolyline
E
Bio
o
e
Resize edit behavior

v To proportionally resize an object,
@ always drag a corner edit handle and
not an edge handle.

*  Movement - Resize allows you to move
an object orthogonal, or at a right angle,
to any of its edges.

* Rotation - In Resize Mode, objects snap
at Allowed Angles as they are rotated.

You can temporarily enable the Resize I~
edit mode when another mode is active by
pressing X or the period key, or using the X2
button on a five-button mouse while
performing an edit or drawing operation. See
“Using the Mouse” on page 33.

Concentric

l/.— The Concentric mode allows you to
./ . . .

"™ resize objects so that the distance
moved by each edge is the same. For
example, you can resize an irregularly
shaped polyline so that each edge is exactly
ten feet in from the original position, which
is useful for creating site plans with setbacks.

When this mode is active, the Concentric /&
icon displays near the mouse pointer.



Drawing - Standard click and drag
drawing behavior is enabled.

Resize/Reshape - Concentric allows you
to resize an irregularly-shaped polyline
so that each edge is moved the same dis-
tance from its original location.

Rectangular
Faolyline

Bio

a
Concentric edit behavior

Note: The Concentric edit behavior can be
used to create concentric copies of CAD-
based objects. See “To create setback lines”
on page 195 of the User’s Guide.

Concentric mode also allows you to
move opposite edges of an object so that
each edge is moved the same distance
from its original location.

I

Rectangular
Foblline

I:I_

E 5

G0400H
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Edit Behaviors

*  Movement - Concentric mode allows
you to move an object orthogonal, or at a
right angle, to any of its edges.

* Rotation - In Concentric mode, objects
snap at Allowed Angles as they are
rotated.

In some cases, the Concentric and Resize
edit behaviors have the same result, such as
when a circle is resized. Usually, though, the
two behaviors are different because
concentric resizing does not maintain the
original ratio between an irregular polyline’s
edges.

Resize edit
behavior

Concentric
edit behavior

In Concentric mode, objects resize in
Concentric Jump increments specified in
the Preferences dialog. See “Behaviors
Panel” on page 113.

When the Concentric Jump distance is set
at 0", objects resize according to the Snap
Unit specified in the Plan Defaults dialog.
See “Grid Snaps” on page 166.

iy To concentrically resize an object with
@ no restrictions, set the Concentric Jump
value on the Behaviors panel of the Prefer-
ences dialog to zero and turn off Grid Snaps.

You can temporarily enable the

Concentric /A edit mode when another
mode is active by pressing C or the comman
key, or using the X1 button on a five-button
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mouse while performing an edit or drawing
operation. See “Using the Mouse” on page
33.

Fillet

= The Fillet mode allows you to add a
%/ fillet, or curve, at any corner of an
object. Dragging a corner edit handle adjusts

the fillet radius at that corner. When this

mode is active, the Fillet [~ icon displays
near the mouse pointer.

* Drawing - Standard click and drag
drawing behavior is enabled.

+ Resize/Reshape - Fillet allows you to
create a fillet at by dragging a corner edit
handle inward.

5
e ’ \ E
Rectangular — |
Palyline {Closed
e  Polyling
E S
N

e

H

Fillet edit behavior
*  Movement - Move mode allows you to
move objects at Allowed Angles.

* Rotation - In Move mode, objects snap
at Allowed Angles as they are rotated.

The Fillet ['x edit behavior adjusts all the
corners of a box at once. The radius of each
corner is the same.

Fillet [~ does not have an effect on circles,
ovals, ellipses or arc segments.

You can temporarily enable the Fillet s
edit mode when another mode is active by
pressing F while performing an edit or
drawing operation.

~iy To produce fillets or chamfers of an
@‘ exact radius, use the Fillet Lines or
Chamfer Lines edit button. See “Fillet Lines”
on page 233 and “Chamfer Lines” on page
233.

Connect CAD Segments

%—| Typically, when two CAD objects

| share the same properties, they can be
snapped end-to-end to form a polyline.
Connect CAD Segments controls whether
CAD objects can be snapped together to
form polylines. See “Polylines” on page
1097.

When Connect CAD Segments | is

diabled, the Connect CAD Segments T icon
displays near the mouse pointer and CAD
objects cannot form polylines.

Select Edit> Edit Behaviors> Connect

CAD Segments | to toggle this behavior
on or off. You can also turn Connect CAD

Segments T on or off in the Preferences
dialog. See “CAD Panel” on page 109.

Rotate/Resize About

~ | Objects can be rotated or resized

L% about either their own centers or the
current CAD point. See “The Current Point”
on page 1078.
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Selecting Objects

Selecting Objects

“Select” refers to selecting an object for

editing. An object must be selected before it
can be edited.

In order for an object to be selected, it must
be both unlocked and visible in the current
view. See “Layers” on page 143.

When an object is selected, it displays edit
handles and a selection fill color. See “Colors
Panel” on page 94.

In 3D views, a selected object will also
display lines representing the selected edge
or surface. The size of the edit handles does
not change as you zoom in or out and is set in
the Preferences dialog. See “Edit Panel” on
page 111. To prevent them from stacking on
one another, some edit handles may not
display as you zoom away from the selected
object.

When an object is selected, its edit toolbar
also displays, typically at the bottom of the
Chief Architect program window just above
the Status Bar. See “The Edit Toolbar” on
page 37.

Information about the selected object or
objects may also display in the Status Bar.
See “The Status Bar” on page 42.

A selected object remains selected until
another object is selected, a different tool is
activated, the Esc key on the keyboard is
pressed, or any two mouse buttons are
pressed at the same time.

Select Objects

[% With the exception of temporary CAD

points, any object created using Chief
Architect can be selected using the Select
Objects tool. Select Edit> Select Objects,
click the toolbar button or press the Space
bar on your keyboard to activate this tool,
then click on an object or its label to select it.
See  Object Labels.

You can also select objects or open context
sensitive menus using the right mouse button
when any tool is active.

By default, you can select an object by
clicking within 12 pixels of it. You can adjust
this distance by changing the Snap Distance
in the Preferences dialog. A lower value, for
example, can be helpful for working with
small objects but can also make it very
difficult to select larger objects. See “Snap
Properties Panel” on page 115.
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Selecting Similar Objects

If a tool other than Select Objects R is
active, you can only select objects of that
type using the left mouse button. For

example, if the Straight Exterior Wall N
tool is active, you can only select walls using
the left mouse button.

This can be useful for selecting an object
when many objects of a different type
occupy the same space in floor plan view.

Objects can be selected using the right mouse
button, regardless of which tool is active.

Right-Clicking

Regardless of which tool is active, you can
select an eligible object by right-clicking on
it once. When you right-click to select an
object a contextual menu also appears,
displaying the object’s edit tools. You can
turn contextual menus on or off in the
Preferences dialog. See “Contextual
Menus” on page 38.

If a drawing tool is active and you right-click
to select an object, you can unselect it by
left-clicking in an empty space in the
drawing area. Although a drawing tool is
active, it is not used. If you then left-click a
second time, the active tool will be used.

Selected Edge

When you click on a polyline- or box-based
object, the edge that you click nearest
becomes the selected edge and displays an
edit handle larger than those on other edges.
The handle on this edge may also display at
the point where you clicked to select it.

[0 o

Selected edge with start and end indicators

This edge can be edited on the SELECTED
LINE or SELECTED ARC panel of the object’s
specification dialog, as well as using a
variety of edit toolbar buttons. It can also be
moved using dimensions. See “Moving
Objects Using Dimensions” on page 1019,
“Line Panel” on page 1084 and “Arc Panel”
on page 1093.

The Start and End points of a CAD-based
object’s selected edge or of a wall can be
indicated by an S and an E when the object is
selected. These Start and End indicators can
be helpful when editing the selected edge in
the object’s specification dialog, and their
display can be turned on and off in the
Preferences dialog. See “Edit Panel” on
page 111.

Disconnect Edges

H Polyline-based objects are composed
——| of lines and arcs that are connected
end to end. The individual edges of open and
closed polylines can be selected and edited
independently of the object’s other edges
when Disconnect Edges is in use. Select

b

CAD> Lines> Disconnect Edges 121 to

enable this ability.



Disconnect Edges 121 also affects terrain

paths and molding polylines, but does not
affect Walkthrough Paths or closed polyline-
based objects such as slabs and roof planes.

To use Disconnect Edges
1. Select CAD> Lines> Disconnect
Edges Hi

2. Click on an individual edge of an eligi-
ble polyline-based object to select it.

A selected terrain path

jalll 1 P
Fvd
a
Fvd

Connect CAD Segments  Connect CAD Segments
on off

3. Notice that it is no longer connected to
the rest of the polyline.

4. The individual segment can now be
edited entirely independent of its neigh-
bors.

5. Continue clicking on polyline edges to
disconnect them from their polyline.

6. When you are finished, click the Select

Objects 1% button or activate another
tool.

7. To connect the segment to the polyline
again, move the end handles so that they
snap to the ends of adjacent segments.

Ea
|

When Disconnect Edges ! is used, only
edges that you click on are actually affected

Selecting Objects

by it. Any polylines that you do not click on
will remain intact.

You can also separate the selected edge of an
open or closed polyline from the rest of the
polyline by clicking the Disconnect Selected

Edge [+] edit button. See “Selected Edge”
on page 184.

Select Next Object

If there is more than one object in a
next/ particular space, it may be difficult to
select the desired object. When a nearby
object is selected, click the Select Next
Object edit button or press the Tab key until
the desired object becomes selected. This
function cannot be applied to groups of
selected objects.

Marquee Select

Groups of objects can be selected by holding
down either the Shift or Ctrl key when the

Select Objects | tool is active and then
dragging a marquee around the objects to be
selected.

You can specify whether objects must be
totally contained in or intersected by the
marquee, or whether an object’s center point
must be contained in the marquee, in the
Preferences dialog or using the Selection

Mode |--{ buttons, which can be added to
your toolbars. See “Edit Panel” on page 111.

If an object is currently selected and a
selection marquee is drawn around it, that
object becomes de-selected. If an object is
currently selected and a marquee is drawn
around other objects, the original object
remains selected and the other objects are
added to the selection set.
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When using the marquee-select method, both
CAD and architectural objects included in
the marquee are selected. To remove an
object from the selection set, hold down the
Shift key and click it.

The Shift key can also be used to marquee-
select objects of a similar type. For example,

click the Hinged Door /\ child button, hold
down the Shift key, drag a marquee, release
the mouse button, and only door objects
within the marquee are selected. The Ctrl key
will always marquee-select objects of all
types, regardless of the active tool.

v To make marquee selection easier, you
@‘ can turn off the display of objects you
do not want to include in your selection set.
See “Displaying Objects” on page 144.

Shift and Ctrl Select

You can select a group of objects by adding
them to the selection set one by one. Select
an object, hold down either the Shift or Ctrl
key, and click additional objects to select
them.

More than one type of object can be selected
using this method, but the ability to edit the
group-selected items is limited to attributes
that all selected objects have in common.

To remove an object from a selection set,
click it once more - again, with either the
Shift or Ctrl key pressed.

The Shift and Ctrl keys can be used to select
multiple items in a variety of contexts, such
as: the Library and Project Browsers, lists in
dialog boxes, and files to be imported.

Select All

Select Edit> Select All to select all objects
drawn on the current floor, in the current
cross section/elevation view or CAD Detail
window, or on the current layout page.

Edit Area Tools

.| The Edit Area Tools allow you to
i . define an area of your plan and select
the objects within that area for editing. See
“Edit Area Tools” on page 252.

Using a Fence

The Fence Select edit tool allows you
Il to group-select multiple CAD and
CAD-based objects in contact with the
selected CAD line, arc, polyline or spline.

Using a Fence to make a group-selection can
be helpful in a number of situations, for
example:

*  When many CAD objects must be
selected, particularly when they occupy
the same area.

*  When a selection marquee would be the
wrong shape or include too many objects.

*  When a selection group needs to be
selected more than once.

The Fence Select I edit tool cannot be
used to select architectural objects - only
CAD and CAD-based objects. See
“Architectural vs CAD Objects” on page
160.

Fences are often used with the Trim Objects

= and Extend Objects T edit tools. See
“Trim and Extend” on page 244.



To Fence Select a group of objects

1. Draw a CAD line, arc, open polyline,
closed polyline or spline that crosses or
touches all the objects you wish to
group-select.

2. Click the Fence Select I edit button.

The originally selected object serves as a
fence to select the objects it touches,
while becoming deselected itself.

4.  You can hold either the Shift or Ctrl key
and click objects to add or remove them
from the selection set.

Editing Line Based Objects

@ You can keep all fences on their own
~ custom layer and turn off their display
when not needed. See “Layers” on page 143.

Match Properties

=D Rooms, cabinets, windows and doors
on the current floor can be selected
based on a set of attributes that you specify
using the Match Properties edit tool. See
“Match Properties” on page 250.

Editing Line Based Objects

Objects are considered line-based when they
can be edited similar to CAD lines using
their edit handles.

CAD lines, framing members, straight walls
and railings, straight stairs and straight roads
are examples of line-based objects.

Most line-based objects can be connected to
other like objects to form polylines or
polyline-based objects provided that they are
on the same layer and have identical
attributes such as line color and