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Simple Shape

House Builder

Unreal Engine Code Plugin

Description

House Builder is a home improvement design tool.Ilt contains many basic primitives,through
simple operations, you can quickly and easily draw a floor plan and generate building meshes

by configuration.
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Introduction

Features:

e Draw the walls from a line or a rectangle and automatically generate rooms.

e Draw a floor plan from a reference drawing.

e Contains various parametric primitives such as doors,windows,beams,columns,text etc.
e Configurable decoration styles.

e Generate or export static meshes on demand.

¢ Interactive single door, sliding door.

Code Modules:

o KSHouseBuilder
o KSHouseBuilderEditor



Documentation: Document
Example Project: Example
Important/Additional Notes:

Unit: millimeter

You can drag the floorplan asset to viewport directly,It can build the mesh automatically.
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Update

Version 1.1

New important features:

1. The wall can be dragged and moved.

2. Visualized house decoration style setting.


http://www.kadadaka.com/HouseBuilder.pdf
https://drive.google.com/file/d/1oStfVIF0uTl45xJwymbgqvyRcGPP1jbu/view?usp=sharing

Intelligently generate the roof.
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Bug fixes and optimizations
Re-open the UE editor, the error that the mesh cannot be generated by dragging

1.
2. Some bugs that caused the editor to crash.




The automatic fill light setting is invalid error.

The error that the beam cannot be saved.

Automatically close UE's default drag object grid alignment function.
Model light leakage, position, size adjustment.
In some cases, the corner cannot be moved.

Some interface display optimizations.
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Other bug fixes.
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! Unreal Editor must be restarted for the plugin changes to take effect

Create assets

When the global wall height is changed, the beam position and column height are not updated.

Vversion 1.0
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Restart Now

New Plugin



You can create floor plan or simple shape assets through the right—click menu.
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e Primitive selection.

e (Click to draw wall,window,door...etc.

Right Button

e Cancel command.

¢ Hold down and drag to pan the canvas.

Keyboard

¢ When drawing walls, you can hold down Ctrl to toggle orthographic drawing mode.

Floor Plan
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Name Description

ExportMesh Export static mesh of the floor plan.

ScreenShot Take a screenshot of the viewport.

Clear floor plan.
Clear
Note:Can't recover once clear.
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Draw walls by segment or retangle.
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Icon Parameter

WallThickness mm [ Snapping 4] Orthogonal

Snapping:
|...0

Snap to the nearest corner or wall.

DrawWall
Orthogonal:

Draw wall horizontally or vertically.
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DrawRegion

WallThickness mm

Door&Window

Icon Default Mesh

Door
== |
=
=
»-
Slide Door

Proterty

Common

Type Normal

Length

Thickness

Type:
Normal:Normal wall.
Main:Load bearing wall.

Low:Low wall,custom set height,but

lower than global wall height.

Proxy:Hide the wall mesh.

Property
Options
Curtain
Light
MeshActor
Threshold Stone
Common

Width

Height

To Floor

Curtain:Generate curtain.
Light:Generate rect light to help light the room.
MeshActor:Generate the mesh actor.

To Floor:Distance to floor.
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Property
Common
Width
Height

To Floor

Options

MeshActor

Threshold Stone

Common
Type Polygon

Segment 4

Length
Width

Rotate

Type:

Polygon:Polygonal pillar.

Circular:Circle or ellipse.

Common
Length
Width
Height

Rotate

Common

Length

Width

Rotate
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Icon Description

T
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SetScale
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Cancel
Set scale of the refrence image.
Label
Don't pain the floor
Annotation

Master

3.Selection Menu
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Icon Descirption

Copy

Split

Flip the direction.

Copy the select shape,and start

draw the shape.

Delete the select shape.

Split the select wall to two walls.

15



4.View Mode

2D:Draw floor plan.

3D:Build and view the mesh.

3D

Rebuild the mesh.

5.Show Flag
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Name

Area Texture

AXis

Image Wall CenterLines

Annotation Wall InnerLines
Wall Size Lines Hide

@

Focus the view to the center.

@ Show or hide.
Name Room name.
Roof Roof.
Area Room area.
Axis Axis lines.
Image Reference image.

Annotation Annotation lable.

Wall Size Lines Wall size infos.

6.Build Setting

& Settings

Build

Wall Height
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X
Y
Light
Auto Fill Light
Light Intensity
Light Offset
Options
Combine
Mesh
Ceiling
ModelActor
ThresholdSt...
Merge
Outside
ThresholdSt...

LightMap

default_sty v

€ Ik




Build

Apart

Reference

Texture

-
Scale

Transparency

None

€ kB
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Name Description

Wall Height Global Wall Height

Style

def_mat_structure

€ K

Default Material

def_mat_hidden

€ KB

Hidden Material

def_mat_outside

€ Kk

Outside Material

def_mat_thresholdstone
y €k

Walls 2 Array elements

Sty|e Threshold Stone Material

Floors 7 Array elements
Ceilings 2 Array elements
Opening Meshes 7 Array elements
Curtain Meshes 3 Array elements

Elements 3 Array elements

Decoration style,you can edit it or create new style by demand.

Output Generated static mesh dictory.
Light
Name Description
Auto Fill Light Genertate the rect light in window to help light the room.
Light Intensity Rect Light Intensity
Light Offset Offset distance to center of the window.
Options
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Name

Combine

Mesh|Ceiling
Mesh|ModelActor
Mesh|ThresholdStone
Merge|Outside

Merge|ThresholdStone

Roof

Description

Build a single mesh or apart.

Apart:

StaticMesh

Whether to build the ceiling.

Whether to build the model actor.Door,window etc.

Whether to build the thresholdstone.
Whether to merge the outside wall.

Whether to merge the thresholdstone.
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4 Roof
Roof
SameHight
MaxHeight

Offset

BaseHeight
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Name

Roof
SameHeight
MaxHeight

Offset

BaseHeight

Description

Whether to build the roof.

Same height roof or determined by the system.

The roof max height.

The roof offset distance.

The roof base height.




Reference

Name Description

Texture
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Scale Reference texture scale size,you can use ul+ 5 measure the scale.

Transparency Reference texture transparency.

Simple Shape

Draw simple shapes,most like the floor plan.
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