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Dear Reader,

The purpose of this [con Style Guide is to list and detail all
the rules that we have established for ARCHICAD 20's
new look and to cover how we work when we design icons
for the new Ul.

This document is a handbook for both GRAPHISOFT's Product
Designers and ARCHICAD Add-On manufacturers to help
maintain a consistent visual appearance for the icons in our

INTRODUCTION products that we want to reserve in the future.

To understand all important aspects of this document,
you should read it sequentially. Do not skip any section!

We included a lot of examples and explanatory texts in all
sections. Refer to it whenever you are in doubt!

Examine all the descriptions and supplementary material
to understand the correlation between the different sections.

Even though ARCHICAD is incredibly diverse, from dialogs
to palettes and toolbars, we always apply consistent design
principles as described in the following pages.

Enjoy



HOW TO USE
THIS DOCUMENT

Step 1:
Get an overall view by going through the PRINCIPLES.
Step 2:

Learn the style related rules for different attributes such
as colors, fills, etc. by using the STYLE GUIDE MANUAL.

Step 3:

Choose your tool, set up your work environment and learn
the necessary tools by using the TOOL MANUAL.

Step 4:

earn the system side requirements such as location(s]
and size by using the

Step 9:

Create youricon by using the STEP BY STEP TUTORIAL.
If needed, use existing elements from the ASSET LIBRARY.

Step 6:

Check and save your work by using the



Step 1:

PRINCIPLES

Get an overall viewof the fundamental visual guiding principles for ARCHICAD icons.



PRINCIPLES/
USERS

Your primary consideration
should always the User!
Design your GUI elements

by finding out what they want
to do Iin that particular Ul
and then create your icons
so they can carry out that
task as quickly as possible!

For example:

A complex feature, guided
by rigid technical rules may
look really complicated

and hard to understand.

Perhaps some friendlier,
easy to understand design
would be more appropriate
for new users who aren't

quite familiar with ARCHICAD.




PRINCIPLES/
ENVIRONMENT

Environment refers not only
to the platform (PC, Mac] you
design for, but also how it will
be operated and the physical
space that it will be used In.

For example:

Monitors (ARCHICAD) have

a completely different set

of variables compared

to mobile phones or tablets
(BIMx, BIMcloud Manager).

They are viewed from

a different distance, almost
always used indoors,

and operated without touch.

This in turn means different
considerations for things
like size, ratio and graphical
contrast within the icon.



PRINCIPLES/
COPY AND PASTE

What you say in your design

Is Just as important as how it
looks. It Is iImportant to keep
stlye as consistent as possible!
A good copy of used GUI
elements can not only make
ARCHICAD easier and quicker
to understand, but also gives

It personality through the tone
of voice used.

Speaking to people like human
beings, rather than machines,
creates an emotional link that
results in a better UX.

For example:

Feel free to copy and paste
existing elements. If you want
to say ‘Add’, than use the ASSET

LIBRARY" as a source. Do not
invent what already exists!

ACZ20

X

<X

{x

NEW

Vo
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PRINCIPLES/ DON'T DO THIS! DO THIS!

IT'S NAUGHTY! IT"S NICE!
WORKING WITH COLOR
AND SHAPES

Certain colors and shapes
have become synonymous
with specific meanings in UX
design. Be mindful of these
norms, as mixing them up

can cause confusion for users.

For example:

Green and checkmarks

are commonly used to indicate
good, while red and X marks
are bad, but jumbling the two
up creates a mixed message.
Similarly, yellow and triangles
are often associated with
warnings, and black and
circles with info.

N

X

1:1

X

3:1

WARNING

INFO

DELETE
(Data loss]

REMOVE
FROM

X

1:1 3:1
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PRINCIPLES/

FONT AND TYPOGRAPHY

Lots of iInformation Is conveyed

through text, so letters are also
important in UX. Apply the same
principles for a good design:

- Make It easy to read!

- Make enough space around it!
- Use the DIN Pro Regular Font!

Follow these steps to create text:

- Use ‘Outline Stroke” to make
the desired text vectorized!

- Add 0.5 px as the line's weight!
- After outlining, align path

to grid vertically and each
letter horizontally!

[Object > Path > Outline Stroke]

NAUGHTY

1:1 3:1

FF DIN

Aa Qg Rr
Aa Qq Rr

Ostbahnhof

0123456789

3.

NICE
o &
XY2Z
- | ¥ |

1:1 3:1

This i1s how a text looks like using
the DIN Pro Regular font.

This is how it looks like after
appling the ‘Outline Stroke’
effect, adding 0.5 px as stroke’s
line weight and aligning the path
to the grid vertically.

And this is it, with all the letters
aligned.

12



PRINCIPLES/

ALIGMENT

Besides getting everything
sharp, the other very important
aspect for pixel perfection

Is making sure the alignment
Is right.

For example:

Use graphical alignments
that helps the viewer quickly
identify and understand what
an icon means.

SPACING

Use icon spacing on the Ul

that communicates hierarchy
and group the functions by type
to help the user orientate.

NAUGHTY

1:1 3:1

Renovation

Default Eldgqents:

= S\AL

Renowvation Eifter:
01 Exigyihg Plan

NICE

1:1

& Renovation
Default Elements:

= o 2

Renovation Filter:

01 Existing Plan

3:1
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PRINCIPLES/
CONSISTENCY

Alignment of objects within
icons and across different
surfaces Is just as important.

Margins and placement

of common GUI elements
such as ‘Settings’, Teamwork
Reserved Status’ or a Pen’
should be the same through
out the Interface to prevent
objects from jumping around.

For example:

Follow what is in the ‘Asset
Library’, and copy existing
elements which can be used
throughout several icons.

NAUGHTY

1:1 3:1

NICE

14
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PRINCIPLES/ NAUGHTY NICE
CLARITY
Keep icons as clear as possible
to avoid overloading the user
with too much content or by N
useless information.

You can do this by following
‘Form Follows Function’ rule.

For example, use only one
of the following at a time:

- distinguishing mark,
- highlight color,

- dashed line (type),

- speclal color,

- strokes or fills,

Do not change the original
metaphor but try to be creative!

1:1 3:1 1:1 3:1



PRINCIPLES/
CLARITY

Following this idea we decided
to designed a new style based
on 3 linetypes, 3 basic colors
and a rounding effect. Colors
and lines help to express the
functionality, while rounded
corners help to achieve friendy
and uniform look.

At the same time, we realized
that colors are important,

but too much color can go
against a clean look. To avoid
a coloring book effect, we
decided to use only one blue
accent color to highlight

a function most of the time.
Other colors are used for
specific functions like red for
iIndicating deletion or green
for new elements in Teamwork.




Step 2:

SIYLE GUIDE MANUAL

Learn the style related rules for the different attributes such as colors, fills, etc.



STYLE GUIDE MANUAL/ NAUGHTY NICE

FILL

- Keep all the icons hairlined!
Use fills only if it Is @ must,
especlally If you design a
menu icon (inverse effect

on Mac].
11 3:1 11 3:1

- If you may find it necessary
to use fills anyway, than keep
it simple! Draw them with
a stroke weight line 1-2 px
and avoid fills that are too
large.

18
No stroke, only fill. Stroke with fill.



STYLE GUIDE MANUAL/
STROKE

- Stroke reference line has
to be aligned to middle!

(Window > Stroke > Align stroke)

- In case of a 1 px line,
the reference line has to be
In the middle of a pixel!

- In case of a 2 px line,
the reference line has to be
on the pixel grid!

NAUGHTY

1 px stroke not aligned on grid

2 px stroke not aligned with grid

NICE

1 px stroke aligned on grid

2 px stroke aligned with grid

19



- Use fillet for line ends. Always
make them rounded!

(Window > Stroke > Cap/Corner)
- For larger elements, use

enhanced fillet with effect!
Always set radius to 1 px!

[Effect > Round Corner]

NAUGHTY

10:1

10:1

10:1

10:1



- Draw lines only with 1 or 2 px
welight!

- Use thin lines with a weight
of 1 px as an average!

- Use thick lines with a weight
of 2 px to emphasize!

- Keep it simple! Avoid mixing
up line weights!
STYLE GUIDE MANUAL/
DASHED LINES
- Dashed/dotted lines can
be horizontal, vertical

or slanted.

- They have to be drawn
‘by hand’ and fixed to grid!

- No golden rule just make
It easy to read!

NAUGHTY

1:1 3:1

1:1

NICE

1:1 3:1

1:1
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COLORS

- Basic dark blue [#263238)
to draw simple contours.

- Light grey (#92989B]
to distinguish a function.

- Blue color (#297FFF]) to
emphasize, white (#FFFFFF)
to use ordenary fill.

- To fill element(s) that are
higher up in the Navigator:

- View Map: light blue
(#E5F3FF),

- Project Map, Layout Book
and Publisher Set:
light grey (#ECECEC],

- Lower in the Navigator:

- Off white (#FAFAFA),

#263238

#92989B

#297FFF

H#FFFFFF

#FAFAFA

#ECECEC

#EOF3FF
#297FFF

&@

N

1:1

R i
¥ (' Untitled

v E| Stories
|v_|—| 2. Story
E 1. Story
E 0. Ground
E[ Sections
b ]j Elevations
] East Elevat
[T Morth Elev
]':‘[ South Elev
[T West Eleva

T b [
v (I Untitled
" site
v E Floor Plans
& 2. Story
|v_‘—| 1. Story
|v_‘—| 0. Ground
v |:':| Ceiling Plans
|T_L| 2. Gtory
|v_‘—| 1. Story
& 0. Ground

L4 r;j Structural Pla
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STYLE GUIDE MANUAL/
COLORS
- Use the colors such as
light green,
green,
to show selection, or for

Teamwork related icons
and the

purple,
pink,
red,

orange

to emphasize or distinguish.

#06A64LT

#BE8DSEFF

#FFE214

#9D24FF

#FF14B8

#EFA14

#fd8014

23



STYLE GUIDE MANUAL/
SECTION AND SPECIAL FILL
- Draw sections by hand!

- Use the angle of 45° and 1px
as the stroke's line weight!

- The line density has to be
Tpx-3px-Tpx-3px-..!

- Draw special fills by hand!

- Use the angle of 0° and 1px
as the stroke’s line weight!

- The line density has to be
Tpx-Tpx-1Tpx-1px-..!

NAUGHTY NICE

1 px 3 px

T

7/
SECTION v A

1:1 3:1 1:1 3:1

Strokes not aligned with grid Strokes aligned with grid
(1 px - 2 px/1 px - 4 px] (1 px - 3 px]

w | MY
sPECIAL iy [l U
WY ™ )

1:1 3:1 1:1 3:1

24



STYLE GUIDE MANUAL/

3D

- Draw 3D by hand!

- Use the following 3 types
to visualize elements in 3D:

Type 1:

Standard Axonometry
Type 2:

Frontal Axonometry
Type 3:

|lsometric Axonometry

- Use Type 1 or 2 for function

/feature/module etc!

- Use Type 2. in case

for technical illustration!

NAUGHTY

Q

@

1:1 3:1

NICE

5, -
~10°

1 px L__JS pX
6 px 7 px

Standard Axonometry

5 ()

*7px

S — i

12 px 7 px
Frontal Axonometry

o I

6 pxt b6 px
7px 12px

lsometric Axonometry

1:1 3:1

23



STYLE GUIDE MANUAL/
SPECIAL POINTS
- Draw special points by hand!
Type 1: Edit points
- White dot on black cross.
- Stroke line weight is 1 px.
- To highlight a function that
relates to a certain point
in 2D/3D!

Type 2: Selection points

- Black dot with black fill
and stroke.

- Stroke line weight is 1 px.

- Use it to highlight a point
of an object in 2D/3D!

NAUGHTY

NICE

1:1 3:1

- 0 by o px cross with a T px white
dott in the middle,

- 4 by 4 px dott with 1 px radius
rounded corners,

Do not mix them up with other type of points or marks!

s Lo (B

........




STYLE GUIDE MANUAL/
GAPS

- Draw at least 1 px gaps
by hand!

- Use them If it Is necesary
to represent elements
of an icon in 3D to show
or emphasize its essential
meaning!

ELEMENT HIERARCHY

- Draw gaps by hand!

- Do not draw lines which
are not visible!

- Do not use Clipping Mask'!

- Teamwork Reserved’ green
elements always have to be
at the bottom left corner
of the icon.

NAUGHTY NICE

=y

1:1 3:1 1:1 3:1



STYLE GUIDE MANUAL/
ARROWS
- Draw arrows by hand!

- Use the angle of 90° for
the arrowhead and 1px
as the stroke’s line weight!

- Draw the arrow head line
lenght to 5 px.

3:1

901":/

Ve

3:1

28



STYLE GUIDE MANUAL/ ArchiCAD 19 ARCHICAD 20
DIALOG ILLUSTRATIONS
e
| px, #263238 ;

2 px, #263238 EZTZI :‘j

N_
>
1px, 2-1-2-1 px, #263238 | - |

1 px, 3-3-3-3 px, #263238

| px, #92989b

2 px, #929890b

2-1-2-1 px, #929389b

1 px, #263238, ‘Arrow type:9

2 px, #2971ff

#D0DODO #DEDEDE #FAFAFA




ILLUSTRATION IN ARCHICAD 20

@ Shell Default Settings

Favorites... Default

> EI GEOMETRY AND POSITIONING
¥ (p EXTRUSION PROPERTIES

Starting Angle:

j—’\’ o | 90,00°

Distortion Angle:

@T’ ______ R B 80,00°

A

Ending Angle:
f N Y %000
-k

A4 [ﬂ FLOOR PLAN AND SECTION
L4 Floor Plan Display

Show on Stories All Relevant Sto... @

Floor Plan Display Projected with... %

Show Projection Entire Element E
A CUT SURFACES

y”‘“ﬂ Owverride Cut Fill Pens Mong

» £ MODEL

> TAGS AND CATEGORIES

<&» Shell - General > Cancel




ARCHICAD 20 PREVIEW

[ JoN ) [E Untitled
| . | e
oo g2 KEENENH - O3B E X QAT EH8 BHLE0 -
Main: Layer: Geometry Method: Reference Line Location: Structura:z Floor Plan and Section: Linked Stories: Bottom and Too: ‘Wall Thickness: ‘Wall Slant Angles: Surface:
| [ l ..... Top: 1. Story (Home + 1) | »
Default Settings ¥ |<E» Structural - Bearing » > > Core Cutside » > D Generic Wall/... > Floor Plan and Section... * h > Jl » o ¥ By
L D LAY J E]' @ @ — @ :I:) L E‘ A Home: 0. Ground Floor (C... | - = ﬂ‘ J i L ‘é J
: [ v. Ground Fisor] [P o/ an T [South Elevation] B~
2 s (3
Design ¥ ("B Untitled
@ 0@ Shell Default Settings @ Library Manager v [ stories
| 2. Story
D £ strueture Y5 Default | Libraries in Project 5
= x4 [51. story
[&] ARCHICAD Library 20 i
E v 0! GEOMETRY AND POSITIONING il 5 0. Ground Ficor
D = (] ARCHICAD Library 20 2 _ =7 Sections
= v D [Elmg] Background Images 20 \ _*— l L l ¥ (] Elevations
- -— @ //_“"i £ alpha Paper Textures 20 I F | [ East Elevation (Auto-rebuild Model)
Home Story: D Photos 1024xTER 20 Ceiling Lamp Ceiling Chandelier 1 North Elevation (Auto-rebuild Model,
20, Ventillator 20.... 20,
= 0. Ground Floar (Current) [ ceneric waliishel > P Photos 2048x1536 20 gsm entiator gsm ] South Elevation {Auto-rebuild Model
@ Generic Exterior Wall Generic Interior Wall p— 7 D Simple 640x480 20 C[ West Elevation (Auto-rebuild Model)
Simple 1024x768 20 g [IF] Interior Elevations
A 1o Project Zero ) E3 smpe 22 s 2 Worksheet
i eets
< - | |2700 F v 0 Himg] HDR Images 20 Desk Lamp 01  Desk Lamp 02  Desk Lamp 03 —~
£ HighRes Luminance 20 : 20.gsm 20.gsm 20.gsm @ Details
.
5] ¥ ] EXTRUSION PROPERTIES £ LowRes Luminance 20 . T 3D Documents
@ Starting Angle: v [l ARCHICAD Library 20.Icf v[J a0
Hﬁ a\l 20.00 v- Object Library 20 ® - [:D Generic Perspective
. o oo” Desk Lamp 04 Desk Lamp 05 Floor Lamp 01 -
Partition Wall Structural Wall Dlst;£rtlt:|'|“.;|';nl;m+ » B 1. BASIC LIBRARY 20 20,95 20,051, 20,98, () Generic Axanametry
(5 L v B 2. vISUALIZATION 20 1 - * v [l schedules
== A1 . P [%000° v B 2.1 Light Sources 20 v &2 Element
Docume Ending Angle: B3 General Light Sources 20 Name: @ IES-01 Wall Schedule
4z f Y |@0,00° Interior Lamps 20 Placed objects: 0 @ IES-02 All Openings Schedule
+—t .
$“ B street Lamps 20 i —— q A 1ES-02 Door Schedule
A » 3 2.2 site Improvements 20 Library parts used in attributes: 0 % IES-04 Window Schedule
IES-05 Object Inventory
v FLOOR PLAN AND SECTION
A 5 B &R & X O] M IES-BX Default for BIMx output
K v FLOOR PLAN DISPLAY Ny L bl
Sh Stori All Relevant St | b il Cormponeat
% ow on Storles sleval - = =« All library parts were loaded successfully
. . . =7 > Surface
/ Fleor Plan Display Projected with... ¥
Show Projection Entire Element i v E=] Project Indexes
(Z)Reload & Apply Cancel OK e List
O v CUT SURFACES _ ange Lis
7% Override Cut Fill Pens None ’ [™ Drawing List
o
E - e £ [ Issue Histary
- » (57 MODEL [ Sheet Index
—a > CATEGORIES AND PROPERTIES Y view List
_&
@ Shell - General ’) Cancel oK
More D Cr B @ 37% > O 0,00° > m 1:100 = 02 Drafting » Entire Model » U o03Architectural 100 > [E 03 Building Plans > C§ No Overrides > | Ay 01 Existing Plan > = Plain Meter »

Enter First Node of Wall.
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Step 3:

100L MANUAL

Choose your tool, set up your work environment and learn it functions.



TOOL MANUAL/

General
SET UP PREFERENCES IN Sync Settings
ADOBE [LLUSTRATOR Selection & Anchor Display
Type
Set ‘Keyboard Increment’ Units

to 0,5 px! Guides & Grid
[Edit > Preferences > General)

Set Grid density to 1 px
and subdivisions to 2 px!

[Edit > Preferences > Guides & Grid) Gridline every: '
Subdivisions:

Set Units to Pixels’!

[Edit > Preferences > Units)

General

Selection & Anchor Display
Type

Units

Guides & Grid

Smart Guides

General

Keyboard Increment:
Constrain Angle: [ENIND
Comer Radius: FEX3N

General: Pixels

Stroke: Pixels

Type: Pixels

33



TOOL MANUAL/

NECESSARY TOOLS

1.

2.

3.

Selection Tool (V)
Direct Selection Tool (A]

Pen Tool (P)

. Type Tool (T}

. Rectangle Tool (M]

. Scissors Tool (C]

. Eyedropper Tool (l)

. Artboard Tool (Shift+0]

. Color Selection Tool

‘ |..|] .1.%l |.'4j :'_i;

Oh | * %
[ . 1Y

W

L’

-
[

K1
Cry :
BiL
3]
B |
@
ndl,
- |-
o
5 -

+
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TOOL MANUAL/
NECESSARY WINDOWS
10. Transfrom

11. Stroke

12. Swatches
13. Align

15. Pathfinder
16. Layers

17. Appearance

18. Effect/Stylize/Round Corner

Swatches

[k

m [None]
[Registration]
B stiye Colors

35



TOOL MANUAL/
SET UP PREFERENCES

Set ‘Keyboard Increment’
to 0,5 px!

[Edit/Preferences > Behavior > Steps)

Set Grid density to 1 px
and subdivisions to 2 px!

[Edit > Preferences > Grids)
Set Units to Pixels’!

[File > Document Properties > Page
> Custom Size > Units)

Tools

Interface

=l Behavior
Selecting
Transfarms
Scrolling
Snapping

Clones

Clippaths and masks
Markers

S
Arrow keys move by: 0,5000
Inset/Outset by: 0,5000

teps

*
[<][<]

g
> and < scale by: 0,5000 E
g

N
[ <]

[] Compass-like display of angles

Rotation snaps every: degrees

[J Relative snapping of guideline angles

Zoom infout by: 141 E %

-Custom size

Width: | 210,00000

Upits: | mm

Height: | 297,00000

E1CREI D)

Resize page to content...

Tools
= Interface
Windows
Grids
Keyboard Shortcuts
Behavior
= Input/Output
Input devices
SVG output
Color management
Autosave
Open Clip Art
System
Bitmaps

Rendering

Spelicheck

Grids

Line color when zooming out
® Minor grid line color

) Major grid line colour

Default grid settings

Rectangular grid |Axonometric grid

Grid units:
QOrigin X; (0,00000
Origin Y; 0,00000
Spacing X 1,00000
Spacing Y 1,00000

Minor grid line color: Sl

[ATF] [T FTF [TF

Major grid line color:  HOEE

Major grid line every: |5

[ :Show dots instead of lines:

36



TOOL MANUAL/
NECESSARY TOOLS

1. Select and Transform
Objects

2. EditPath by Nodes

3. Create Rectangle
and Squares

4. Draw Bezier Curves
and Straight Lines

5. Create and Edit Text
Objects

6. Fill Bounded Areas
7. Pick Colors from Image

8. Cut Selection

sk 2 o eHe o nfA7]

(&)

(87}

-\I

w2 e 5

jCg—, [ (T [ea 21 P et
111 | |I|||||| ] ||||||I|||||||I||||||

Sl

i'.‘il-ll|
1
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TOOL MANUAL/
NECESSARY WINDOWS

9. Fill and Stroke

10. Icon Preview

11. Align and Distribute

12. Layers

10

12

[@icon Preview @ EO %
Magnified: Actual Size: = o
L] E

Qoo
' —
a _.-
B =

Ey

24 x 24
[ Selection

Fill and Stroke (Shift+Ctrl+F) E ®

EAlign and Distribute (Shift+Ctr... & &

|~ Eill | Stroke paint = Stroke style |

width: 5000 2 [px [v]

Joi

Align
11 Relative to: |Se|ettion Area
Treat selection as group: [

TEEEES

Miter imit: [400 ], O 488 1f]) e ya
Cap: Distribute
Dashes:‘ |E}.[}[} : ﬁﬁh 'ﬁﬁ-ﬂ] [[Hﬂ [ﬂﬂ] F}'
Markers:[= [v]|= [v]|= [v] EFE=EErm
Rearrange
Blur (%) TE ol Ry o Fo o af
Miter imit: [400 ], O 488 1] 5 ya
Cap: Distribute
Dashes:‘ |E}.[}[} = ﬁm] lﬁﬁ-ﬂ] [[Hﬂ [ﬂﬂ] E}'
Markers:|— ||— ||— | % E' E‘i E I:‘%
Rearrange
(o 09 o] N Epal
| Opacity (%) 100{(1 * | Remove overlaps
Hoo Evioo Sl
=L ayers (Shift+Ctrl+L) |
% a Layer
= F+e i
Blend mode: |Normal
Opacity (%) 1009,

B@IWEIW'-]'GIﬁﬁllﬁﬂ@ﬂﬂlﬁiﬁl@ﬂ@l@@@lﬂﬂgIi'.'.'."’

~

=
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Step 4:

Learn the ARCHICAD side requirements for your icon(s) - such as Ul location and size.



MENU ICONS

- Canvas Size: 18x18 px,

TOOLBAR ICONS:

- Canvas Size: 18x18 px,

Element Attributes >
c® Property Manager...
Complex Profiles >

v H= Auto Intersection

18 px

:i# Add-On Manager...

|

18 px

ct Preferences >
Environment

Menu

lcons have to be only hairlined
for good visibility even under

selection highlight. Try to use
no fill for these types of icons!

Toolbar

40



PALETTE ICONS

- Canvas Size: 25x20 px, 17x9 px,

POPUP ICONS
Mac:

- Canvas Size: 20x20 px,

WIN:

- Canvas Size: 18x18 px,

Q)] Trace & Reference

A, Below Current Story >
E LoEG

Reference:

x > Selection's x Others' Layer:
8]_:0:, @’r@ — = 1:0 u
w|

Active:
20
®> 20 px pX
S & m
— j_l
20 px Palettes

@] ARCHICAD Library 20

B

x

S [@ Embedded Library
N+t
VAU Y@EHICAD Library 20

o Il‘rl'“'l'lg]_l_rmeTﬂgGGLU

Popup List Mac

L L R

F) ARCHICAD Library 20 G
Embedded Library

P

Q. '

o " | AHCHICAD Library 20
N +—+ : '

Popup List WIN



DREON ) Wall Selection Settings

‘ ﬁ Selected: 4 Editable: 4
DIALOG ICONS X
- 1"+ Q! GEOMETRY AND POSITIONING
D [
_ N 1
- Canvas Size: 18x18 px, 20 px
1. Story (Home + 1) A 0 h
B Generic Wall/Shell >
ROLL-DOWN ICONS
:
- Canvas Size: 20x20 px, 2z 1
x
o
g SR /Z N [k
Home Story: N
LlST |CO NS 0. Ground Floor (Current) 20 PX
- Canvas Size: 30x18 px, | DRl | SDhit A .
_.-l 0 Z> jD %::f 0
v % FLOOR PLAN AND SECTION
I YY IU]GUl.IUlI IWF 1 I 1 Il T L m
< ¥ CUT SURFACES
DQ' ]:_Uq’@ Override Cut Fill Pens None
N v || OUTLINES
30 DX ncut Lines Solid Line
(p_y whcut Line Pen 0.18 mm 87 El
L] Wall End Lines Both e,
» &) MODEL
> CATEGORIES AND PROPERTIES
<& Structural - Bearing > Cancel

Dialog




TREE ICONS

- Canvas Size: 18x18 px,

TOOL-BOX ICONS

- Canvas Size: 18x18 px
for standard size monitors
and 36x24 px for retina
display monitors.

©
T

Navigator - Project Map

> NS (3D

v ('™ Untitled

v

|V_L| Stories
E, 2. Story
E, 1. Story

[’'S 0. Ground Floor
] Sections

X
0 1] Elevations

1

ast Elevation (Auto-
8 px
lorth Elevation (Autc

1] South Elevation (Autc

] West Elevation (Auto

[AD] Intariar Flavatinna

4 & X

V Properties

5 o.

Ground Floor

Settings...

Tree View

Standard

Tool Box

Retina
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INFO BOX ICONS:
Push Button Icons:
- Canvas Size: 34x24 px,
Popup Button Icons:
- Canvas Size: 34x24 px,
Radio Button Icons:
- Canvas Size: 34x24 px,
Pop-up Icons:
- Canvas Size: 18x18 px,
Panel [llustrations:

- Canvas Size: 33x33 px,
36x24, 37x34 px,

kain:

Default Settings

x

o
o
™

30 px

F
b

<
a
o
™
Floor Plan Display Options:
é_ T &= .
o LI &= Projected
N
20 px
Uncut Lime Type:
x P
o = Solid Line
S =2

10 20 10 px

Bottom and Top:

e Y

] >

30 px

Info Box

30 px

- 1|0

40 px

Well Slant Anglas:

0| J=

40 px

Owverride Cut Fill Pena:

%
| my

x

o
o
N

30 px

Cut Line Pen:

> v

o
o

40 px

40 px

L



Step 5:

SIEP BY STEP TUTORIAL

An example study about the icon design process.



STEP BY STEP TUTORIAL/

ADOBE ILLUSTRATOR

This Adobe Illustrator step by New Document

step tutorial shows you how .
to create a proper ARCHICAD -

toolbar icon. You can use this Profile: ' [Custom]
process to create all kinds Number of Artboards:

of icons.

Step 1: Create a new file: : [Custom]

F/[@/N@W 4 18 px Units:  Pixels

Orientation: [7§ El

Important:

- Name: ‘Newlcon 18x18’
b Advanced

. Color Mode:RGBPPI:300, Align to Pixel Grid:No
o Width: 18 px,

© Height: 18 PX, Templates...

- Units: Pixels,

New File
- Document Color Mode: RGB,

File/Document Color Mode/RGB color’



STEP BY STEP TUTORIAL/

Step 2: Set up your Work
Environment.

Suggestions:

- Use the
function.
‘Snap to Grid’
View/Snap to Grid’

- Turn on the
option.
‘Show Grid’
View/Show to Grid’

- Turn on the

View/Rulers/Show Rulersfunction.

Outline Ctrl+Y

Overprint Preview Alt+Shift+ Crl+Y

Pixel Preview Alt+Ctrl+Y

Proof Setup ¥

Proof Colors

foom In Ctrl++

Foom Out Ctrl+-

Fit Artboard in Window Ctrl+0

Fit All in Window Alt+Ctrl+0

Actual Size Ctrl+1

Hide Edges Ctrl+H

Hide Artboards Shift+ Ctrl+H

Show Print Tiling

Show Shces

Lock Slices

Hide Ternplate Shift+ Ctrl+W

Rulers ¥ Show Rulers Ctrl+R
Hide Bounding Box Shift+ Ctrl+B Change to Global Rulers Alt+Ctrl+R
Show Transparency Grid Shift+ Ctrl+D Show Video Rulers

Show Text Threads Shift+Ctrl+Y

Hide Gradient Annotator
Hide Corner Widget
Show Live Paint Gaps

A+ Crl+G

Guides H]
Srnart Guides Ctrl+L
Perspective Grid »
Show Grid Ctrl+"
~  Snap to Grid Shift+ Ctrl+"
Snap to Point Alt+Ctrl+"

Mew View...

Edit Views...

View Menu
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STEP BY STEP TUTORIAL/
Step 3: Draw the icon while
keeping the content within

the canvas!

Step 4: Check your work by

using the Pixel Preview feature.

View/Pixel Preview’

Step 9: Save your work as an
SVG

See related topic on page 34.

File Edit Object Type Select

NoSelection [l ~ -

Newlcon_18x18* @ 4296% (RGB/P:

File Edit Object Type Select

n - Ed~

Newlcon_18x18* @ 4300% (RGB/Pi

Effect View Wi

review) x

Effect View Wi

ixel Preview) x

Pixel Preview
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STEP BY STEP TUTORIAL/

INKSCAPE

4 Document Properties (Shift+Ctrl+D) — [ 4
7| Document Properties (Shift+ Ctrl+D) (= [

This Inkscape step by step

tutorial shows you how to Page Guides Grids Snap Color Scripting Metadata License

create a proper ARCHICAD General Detoutt urits [px |9
toolbar icon. You can use this
process to create all kinds Page Size
of icons. Ad 210,0% 297,0 mm
U5 Letter 85x11,0in
Step 1: Create a new file: Start Uotegal Sax1a0
Inkscape or go to File/New...” b Brecutive i v 49
Crientation: Portrait Landscape
Step 2: Set up Canvas Size ~Custom size
and Units. Width: | 18,00000 = Upitss |px |~
Height: | 18,00000 =
- Canvas Size: 18x18 px, Resize page to content...
- Units: px, Display

Show page border

[] Border on top of drawing
Show border shadow
UUse antialiasing
Background color: Mg e "
Eorder coler: [

File/Document Propetries’

Document Properties



STEP BY STEP TUTORIAL/

Step 3: Set up your Work
Environment.

Suggestions:

- Turn on the "Page Grid’
option.

View/Page Grid’

- Turn on the 'Ruler’ function.

View/Show/Hide Rulers’

View I

foom
Display mode

Color display mode

Page Grid

Guides

Color-managed view

Show/Hide

o mE 2@ @a N |

Show,/Hide Dialogs

Swatches...

Messages...

Previous Window

Mext Window

lcon Preview...

Duplicate Window
Fullscreen

Default
Custom
Wide

F12

Shift+ Ctrl+W

Commands Bar
Snap Controls Bar
Tool Controls Bar

lﬂﬂ-| box

Rulers Ctrl+R

Shift+ Ctrl+Tab
Ctrl+Tab

L R LR 8 L L K

F11

View Menu

Scrollbars Ctrl+B
Palette Shift+Alt+P
Statusbar
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STEP BY STEP TUTORIAL/
Step 4: Draw the icon while
keeping the content within

the canvas!

Step 9: Check your work by

using the lcon Preview feature.

View/Icon Preview...’

Step 6: Save your work as
an SVG

See related topic on page 43.

O “Mew document 1 - Inkscape

File Edit View Layer Object Path Text Filters Extensions Help

B EE S S| LEE B ET| w|oo4 7 v|00ms 7 w102 T 2 w 18005 T[ex [v]|[ =2
* GEH L I,y | L 8, . | I AN g oy 2, o LI U lg oy

PN BOSFEPRECOFZORLOCLHhA
S

o)

Q’ lcon Preview — O -

[@Icon Preview = (*
Magnified: Actual Size:

i,

lcon Preview



Step 6:

Check and save your work as SVG.



QUALITY CHECK IN ILLUSTRATOR
- Always check your work!

- Arrange vectors to have
the best pixelized view
for the icon!

- Use Ctrl + Alt + Y for pixel
preview!

&y

VECTOR IMAGE

NAUGHTY NICE

4 7

RASTERIZED IMAGE

NAME SVG AS FOLLOWS:

filename_[widthnumber]x[heightnumber].svg’
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SAVE AS SVG TUTORIAL/
SVG Profiles: SVG 1.1

SAVE AS SVG [LLUSTRATOR Fonts

Type: SVG

Subsetting: None (Use System Fonis)

- To export an SVG, go to:

Options

: Image Location: = Embed Link
File > Save As
Preserve Tllustrator Editing Capabilities

Advanced Options

- Use the fO[[OWiﬂg Options €55 Propertie;: | Presentation Attributes
on the SVG Options panel: =

Decimal Places: [if | Encoding: Unicode (UTF-8) -
CSS Propetries: Presentation o Oatar e S s Inchude Sking Data
Att ri b u t e S' ¥ Use <textPath> element for Text on Path Include XMP

¥ Responsive

Description

- You can check the SVG code
by clicking on "SVG Code..."!

%35 Hold the cursor over a setting for additional information

For further |nformat|on' Less Options SVG Code... el DK, Cancel
please go to:

http://wiki/w/B-379_New_Vectorial_Icon_Format_for_HDPI
_Display/Specifik%C3%A1ci%C3%B3

File Edit Format View Help

<?xml version="1.8" encoding="utf-8"2>

<!-- Generator: Adobe Illustrator 19.1.8, SVG Export Plug-In . SVG Version: 6.8@ Build @) -->

<svg version="1.1" id="Layer_ 1" xmlns="http://waw.w3.org/2008/svg" xmlns:xlink="http://wm.w3.org/1999/x1link" x="@px" y="0px"
viewBox="@ © 595.3 841.9" style="enable-background:new @ @ 595.3 841.9;" xml:space="preserve">»

<style type="text/css">»
. st@{fill:#FFFFFF;}

</style>

<path class="st@" d="M168,248.9c0-1,239,295,245,3005-245-12-245-12"/>

<f/svg>




QUALITY CHECK IN INKSCAPE
- Always check your work!
- Arrange vectors to have
the best pixelized view

for the icon!

- Use the ‘Icon Preview' panel!

SAVE AS SVG IN INKSCAPE
- To export an SVG, go to:
File > Save As

For further information,
please go to:

http://wiki/w/B-379_New_Vectorial_Icon_Format_for_
HDPI_Display/Specifik%C3%A1ci%C3%B3

&y

VECTOR IMAGE
NAUGHTY NICE

RASTERIZED IMAGE

File | Edit View Layer QObject Path Text Filters Extensions Help
= New CuieN b 2303 5 vi[2172 3 wif12220 5 & w[13m3 Zex [¥]| EEEE
= Templates.. AN bbbl e e e
= Open.. Ctrl+0

Open Recent
[*1 Revert
T, »

[ @ Save As.. Shift+Ctrl+S |
TSaE A Lo SAMTICHITANTS | \‘ Save in: I!Deslmp V| @& Er
41 Import.. Ctrl+1 B - A ~
[ Export PNG Image... Shift+Ctrl+E w— == m
“ Import Clip Art... Recent places /
& Print... Ctri+P j a
@& Clean up document S —
DESEEE Szabo, Jozsef This PC Libraries Network

i) Document Properties... Shift+Ctrl+D x .77
® Close Ctrl+W wul

N ibrari ™ ™~ ™
& Quit ctrl+Q MEztes — h ‘ ) 5 5
Al = 1&.‘ N '

3
LR This PC .
Q & ﬁ‘l Icon setup Install PROJECTS SVG v
S E Network
H = File name: V‘ Save
ﬁ Save as type I‘ Inkscape SVG (".svg) v ‘I ‘ Cancel |
=

Fl Title. ‘ ‘

NAME SVG AS FOLLOWS:

filename_[widthnumber]x[heightnumber].svg’



ASSET LIBRARY

A collection of predesigned, reusable content.



ASSET LIBRARY/
- Arrow

Use the ‘'Smyle Effect” when
It Is possible!

- Mouse Cursor

- Plane

- Settings/Propetries/Options

Different appearance in Ul
and in menu!

- Folder

- Save

- Change/Modify/Adjust

- Camera type 1.

- Camera type 2.

- File

- Lock

- Unlock

- Glass

- Pen

- Image

- Module

- Error

- Level Arrow

- Printer

- 3D house

- 2D house

- Drag Arrow

- Refresh element type 1.

Action/Status/Animation

- Refresh element type 2.

- List

- Wall

- Paint/Surface

- Monitor/Display

- User

- Earth/Globe

- Shortcut

- Message

- Delete/Cancel/Erase

- Remove (element or data)

- Apply/Validate/OK
/Default option

- Chain

- Picker

- Warning

- Add/Create (new element]

- Delete element

- Clock

- Arrow

- Settings

- Schedule/Calendar

- [Element) Selection

- Info

- Disabled

- Material

- Tools

- Tools from Add-Ons example

ELEMENT 1:1 HOW TO USE 1:1
o v 1t E 28 &F
x I

i Aa
= @ A
m=S s B 0=
(e
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& o =
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