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A special case of the linear Dimension tool is the Elevation Dimensioning construction method. Elevation Dimensions allow you to place height markers in Section/Elevation/IE and 3D Document windows. Note: On the Floor Plan or Worksheet/Detail windows, use Level Dimensions. See Level Dimensions. Elevation Dimensioning is calculated based on
the Dimension Origin, which you can set as needed in Elevation Dimension Settings. A series of Elevation Dimensions behaves as an associative dimension chain. Place Elevation Dimension Chain 1.Activate the Dimension tool, with the Elevation Dimension construction method. 2.In the Section/Elevation/IE or 3D Document window: click the series
of points where you need Elevation Dimensions. 3.Double-click (or click OK in the Control Box) and use the Hammer cursor to place the chain. In Section/Elevation/IE windows, you can dimension all Story Level Lines in one step. See Dimension Story Level Lines. Select Elevation Dimensions Shift-click on the invisible axis of the chain (where the
cursor changes to Mercedes with Arrow). Elevation Dimension Settings Most of the settings in this dialog box are identical to those at: Dimension Tool Settings The following describes the controls which are unique to Elevation Dimension Settings. Marker Type: Click the pop-up to choose a Marker/Dimension text arrangement for the Elevation
Dimension. Click one of these icons to choose proportions for the Elevation Dimension Marker. Click one of these icons to choose a direction for the Elevation Dimension Marker. Click one of these buttons to choose outline or solid Marker. Choose a Dimension Origin from the pop-up list: *Project Zero *Sea Level (defined at Options > Project
Preferences > Reference Levels) *A Reference Level (defined at Options > Project Preferences > Reference Levels) *Current User Origin: this option only appears for selected Elevation Dimension chains and indicates that the User Origin has been changed since the dimension chain was placed and the dimension chain has not been updated.
Elevation Dimensions A special case of the linear Dimension tool is the Elevation Dimensioning construction method. Elevation Dimensions allow you to place height markers in Section/Elevation/IE and 3D Document windows. Note: On the Floor Plan or Worksheet/Detail windows, use Level Dimensions. See Level Dimensions. Elevation Dimensioning
is calculated based on the Dimension Origin, which you can set as needed in Elevation Dimension Settings. A series of Elevation Dimensions behaves as an associative dimension chain. Place Elevation Dimension Chain 1.Activate the Dimension tool, with the Elevation Dimension construction method. 2.In the Section/Elevation/IE or 3D Document
window: click the series of points where you need Elevation Dimensions. 3.Double-click (or click OK in the Control Box) and use the Hammer cursor to place the chain. In Section/Elevation/IE windows, you can dimension all Story Level Lines in one step. See Dimension Story Level Lines. Select Elevation Dimensions Shift-click on the invisible axis
of the chain (where the cursor changes to Mercedes with Arrow). Elevation Dimension Settings Most of the settings in this dialog box are identical to those at: Dimension Tool Settings The following describes the controls which are unique to Elevation Dimension Settings. Marker Type: Click the pop-up to choose a Marker/Dimension text
arrangement for the Elevation Dimension. Click one of these icons to choose proportions for the Elevation Dimension Marker. Click one of these icons to choose a direction for the Elevation Dimension Marker. Click one of these buttons to choose outline or solid Marker. Choose a Dimension Origin from the pop-up list: *Project Zero *Sea Level
(defined at Options > Project Preferences > Reference Levels) *A Reference Level (defined at Options > Project Preferences > Reference Levels) *Current User Origin: this option only appears for selected Elevation Dimension chains and indicates that the User Origin has been changed since the dimension chain was placed and the dimension chain
has not been updated. Level Dimensions Level Dimensions are point-level elevation markers that display the story height or an element’s vertical height along the Z-axis. They are available in the Floor Plan and in Worksheet/Detail windows. Level Dimensions are associative to the following elements: *Slab *Mesh ¢Roof (single-plane and multi-plane)
*Shell *Stair (and Stair sub-components) Note: In Section/Elevation/IE windows, use Elevation Dimensions. See Elevation Dimensions. 1.Select the Level Dimension tool. 2.Hover your cursor over the element or space whose elevation you wish to dimension. -If your cursor is hovering over multiple elements, the Info Tag prompts you to click Tab to
cycle through the elements. -Highlighted feedback over dimensionable elements lets you know which element will be dimensioned. -The cursor will not detect overhead surface planes (except for Slabs and Meshes). -If Gravity is on, the cursor will gravitate only to the respective element type. See below. 3.Click to place the Level Dimension.

Level Dimension on a Roof plane Level Dimension on a Slab Level Dimensions on Tread, Landing, or Landing Structure As you place a Level Dimension on a Stair Component, use TAB to ensure that you highlight the right component, then click to place. Note: Stair components can be highlighted and selected only if their symbols (Grid Going and
Grid Fill) are turned on (visible) in Model View Options or Stair Settings. Level Dimensions with Gravity On If Gravity is on, the Level Dimension can be placed only onto the particular element that is using gravity (either Slab, Roof, Shell or Mesh). For more information, see Gravity. Associativity of Level Dimensions Level Dimensions remain linked
to the elements they were placed on top of, even if they are no longer inside the contour of these elements. If a Level Dimension falls outside the contour of the element it is associated to, its value changes according to the following rules: *With Slabs, there is no change: the value is the same as if the Level Dimension were still inside the Slab’s
contour. *With Roofs, the value displayed is calculated by a projected extension of the roof (that is, what the value would be). *With Meshes, it is the Story’s height that will be displayed (but the Level Dimension remains associated to the Mesh). Level Dimension Tool Settings Level Dimension Type Panel Enter a height for the Level Dimension
Marker. Rotation angle: Enter a rotation angle for the Level Dimension Marker. The text will rotate with it, maintaining its original relationship to the marker symbol. Marker Type: Click the pop-up to enter a Marker type for the Level Dimension. Level Dimension Text Style Panel See More Text Style Controls (Dimension, Label). Hide with
Associated Element By default, a Level Dimension will be hidden if its associated element is hidden (e.g. on a hidden layer). To display the Level Dimension regardless of whether its associated element is visible, uncheck this box. A special case of the linear Dimension tool is the Elevation Dimensioning construction method. Elevation Dimensions
allow you to place height markers in Section/Elevation/IE and 3D Document windows. Note: On the Floor Plan or Worksheet/Detail windows, use Level Dimensions. See Level Dimensions. Elevation Dimensioning is calculated based on the Dimension Origin, which you can set as needed in Elevation Dimension Settings. A series of Elevation
Dimensions behaves as an associative dimension chain. Place Elevation Dimension Chain 1.Activate the Dimension tool, with the Elevation Dimension construction method. 2.In the Section/Elevation/IE or 3D Document window: click the series of points where you need Elevation Dimensions. 3.Double-click (or click OK in the Control Box) and use the
Hammer cursor to place the chain. In Section/Elevation/IE windows, you can dimension all Story Level Lines in one step. See Dimension Story Level Lines. Select Elevation Dimensions Shift-click on the invisible axis of the chain (where the cursor changes to Mercedes with Arrow). Elevation Dimension Settings Most of the settings in this dialog
box are identical to those at: Dimension Tool Settings The following describes the controls which are unique to Elevation Dimension Settings. Marker Type: Click the pop-up to choose a Marker/Dimension text arrangement for the Elevation Dimension. Click one of these icons to choose proportions for the Elevation Dimension Marker. Click one of
these icons to choose a direction for the Elevation Dimension Marker. Click one of these buttons to choose outline or solid Marker. Choose a Dimension Origin from the pop-up list: *Project Zero *Sea Level (defined at Options > Project Preferences > Reference Levels) *A Reference Level (defined at Options > Project Preferences >

Reference Levels) *Current User Origin: this option only appears for selected Elevation Dimension chains and indicates that the User Origin has been changed since the dimension chain was placed and the dimension chain has not been updated. Level Dimensions are point-level elevation markers common to architecture and site planning. They
measure the element’s vertical height along the Z-axis. They are available in the Floor Plan and in Worksheet/Detail windows. They are not available in the Section/Elevation/IE window or 3D Document. To place a level dimension in your Project, select the Level Dimension tool, then click anywhere in the window. The elevation of the active story is
immediately displayed along with a standard level dimension marker. The Level Dimension Marker style can be chosen from the pop-up in the Level Dimensions Info box: The units used by the Level Dimensions are a project-wide preference set in Options > Project Preferences > Dimensions. Click the Level Dimension icon and choose your preferred
measurement unit. The origin from which Level Dimension values are calculated is set in Level Dimension Tool Settings. You can edit the level dimension text separately as well as drag, rotate, and otherwise modify the text independently of the marker. The Level Dimension markers are individual elements, and each one can be individually edited.
They can be dragged, rotated and mirrored, with or without copies, as any other element. If multiplied together with the reference element, the copies of the markers will be associated with the copies of the elements. If you multiply only the Level Dimension, the copies will be associative with the same element (or the story level) as the original. Level
Dimensions placed with Gravity On on top of Slabs, Roofs, Shells or Meshes are associated to them. Associated Level Dimensions remain linked to the elements they were placed on top of, even if they are no longer inside the contour of these elements. If a Level Dimension falls outside the contour of the element it is associated to, its value changes
according to the following rules: « With Slabs, there is no change: the value is the same as if the Level Dimension were still inside the Slab’s contour. « With Roofs, the value displayed is calculated by a projected extension of the roof (that is, what the value would be). * With Meshes, it is the Story’s height that will be displayed (but the Level
Dimension remains associated to the Mesh). When placing a new Wall, Column, Beam or Object-type element, the Gravity function lets you place it directly on top of an existing Slab, Roof, Shell or Mesh, thus taking on the elevation of the element it is placed on. If Gravity is on (activate Gravity icon), newly created elements will be placed on top of
(i.e., gravitate to) the Roof, Shell, Slab or Mesh beneath them, depending on which Gravity option you choose. Level Dimensions placed with Gravity On on top of Slabs, Roofs, Shells or Meshes are associated to them. To choose an option, use the Gravity controls in the Standard toolbar or the icons of the Coordinates palette. Note: Gravity only affects
newly created elements and cannot be used for editing existing ones. If you are using Gravity to place a Wall, Column, Beam or any Object-type element onto a Slab, Roof, Shell or Mesh surface, you can monitor the changes in elevation (Z) values in the Tracker (or the Coordinates Palette). When several Slabs, Roofs, Shells or Meshes overlap, the
highest elevation value is displayed. See Tracker. In this image, a Wall (with Gravity on) is being placed on top of a Slab whose elevation is 400; the Wall’s Z-coordinate in the Tracker, accordingly, is shown as 400. If the Gravity function is on (activate Gravity icon) while you are placing a new element, but there is no underlying Slab, Roof, Shell or
Mesh, then the new element will be placed at the current story’s zero level. a Techtip contributed by Laszl6 Nagy (Original tip: When you want to modify all or even some Level Dimensions in your project say in a way to make them refer to Reference Level 2 instead of Reference Level 1 (please see the Manual for more details on the Reference
levels!), the obvious solution would be to select all text boxes then change them in one step. However, when you select all level dimensions, the dimensions themselves get selected and it is the Level Dimension Settings dialog that will open when double-clicking on the Tool's icon or pressing Ctrl+T (Cmd+T on the Mac). In order to make the
Dimension Text Settings dialog open, instead of the above mentioned one, you need to do one simple step prior to opening the Tool Settings dialog: having selected the Level Dimensions you would look to change, just add a single Dimension Text to the selection as well. In this case, the Dimension Text Settings dialog will open when pressing Ctrl+T
(Cmd+T on the Mac) and all changes made in that window will apply to every selected Level Dimension. In the screenshot below you can see the Dimension Text Settings dialog open, when the selected Level Dimensions are set to refer to Reference Level 2. To do this, simply click on the Insert Autotext checkbox, open the pull-down menu to the right
of it, and select the option you want - in our case Reference Level 2. NOTE: Reference Levels are display and input aids. Actual Elevation values are always calculated from Project Zero. To learn more about Reference Levels, please read the relevant sections in the Manual. Section and Elevation Settings The following settings work essentially the
same way for the Section and Elevation tools. For information on creating Sections and Elevations, see: Sections Elevations For a description of generic settings common to all tools in the Toolbox, see Working in Tool Settings Dialog Boxes. General Panel Reference ID: An ID is assigned by default; you can change it by typing any other value into the
field. This field can contain up to 256 characters; the ID will serves to identify the Section/Elevation in the project window and in the Navigator. The Name field can contain up to 256 characters. This name appears in the Navigator palette and the title bar of the Section/Elevation window. Note: If you place a Linked or Independent marker that does
not generate a viewpoint, the ID/Name fields are gray. To Place a New Section/Elevation Marker (Default Settings) Use the next pop-ups to define what you want to create with the Section/Elevation tool: If you choose Create New Viewpoint: its Marker Reference can contain either *the viewpoint, identifying it by its location in the Navigator Project
Map; or <the first placed drawing of the viewpoint, identifying it by its location in the Layout Book hierarchy If you choose Place Linked Marker: its Marker Reference can contain information from of any of the following: *a selected viewpoint *a selected drawing ethe first placed drawing of the selected viewpoint *the first placed drawing of the
selected view If you choose Place Unlinked Marker: the Marker Reference will not contain any linked information; you can define a custom text (First Text Row/Second Text Row parameters) in the Marker Panel below. Reference to: shows the path (location in the Navigator hierarchy) of the chosen reference item. To Redefine a Placed
Section/Elevation Marker (with Marker selected): The pop-up fields give you feedback on the current status of the selected Marker (either Source Marker, Linked Marker, or Unlinked Marker). Use the pop-ups to change the status as needed. To redefine the Marker Reference: Choose from among the pop-up choices, or click the Browse button to
select the viewpoint/view/drawing whose Navigator path you wish to display in the Marker. The available choices vary depending on the Marker status (Source Marker, Linked Marker or Unlinked Marker). For an Unlinked Marker, you can define a custom text (First Text Row/Second Text Row parameters) in the Marker Panel below. Status (for
Source markers only) Choose an option to define the status of the link between the Section/Elevation and the Floor Plan. *Auto-rebuild Model: This view will be automatically rebuilt every time it is activated if the Floor Plan has changed. *Manual-rebuild Model: This view is not rebuilt automatically. It can be rebuilt from the model only by using the
View > Refresh > Rebuild from Model command. *Drawing: Elements are exploded into 2D drawing elements, which are not linked to the Floor Plan and will not be automatically rebuilt from the model. You can, however, update the drawing to reflect recent changes made to the model. Show on Stories (for Source markers only) Choose the stories on
which to display the marker and lines. ¢If the Vertical Range is Infinite: choose All stories or a particular custom story (choose the story shown in the pop-up list, or choose Browse Story) ¢If the Vertical Range is Limited, two additional options are active.Entirely in Range: The marker and line will appear on all stories that are entirely in the vertical
range defined in the height value fields.At Least Partly in Range: The marker and line will appear on all stories that are at least partly included in the vertical range defined in the height value fields. Horizontal Range (for Source markers only) The horizontal range defines the depth of model that will be included in the Section/Elevation window:
*Infinite: All elements behind the Line will be shown in the Section/Elevation window, provided that they are not hidden by other elements. ¢Limited: Only the elements between the Line and the limit line will be shown in the Section/Elevation window. (The limit line is defined when you click with the Eyeball cursor after you finish drawing the
Section/Elevation line.) Note: The limit line is a display-only Marker item, and is not shown on the Layout. See Display of Marker Range Lines. *Zero Depth: Only elements actually cut by the Section Line will be shown. (Not available for Elevations.) Vertical Range (for Source markers only) Define the vertical range of the Floor Plan to include in the
Section/Elevation window. ¢Infinite: Include the entire height of the project. *Limited: Include a limited vertical range. Enter elevation values for the upper and lower limits of the range. (Click the black arrow to choose the reference for the elevation values: to Project Zero, or to a particular custom story.) Marker Panel Section Line Settings (Section
only) *Select a Line Type and Penweight/Pencolors for the Section Line and ID. Note: The Section Depth (limit) line (for a Section of Limited Horizontal range) is an on-screen-only Marker Range item, whose line type and color are set in Options > Work Environment > On-Screen Options. ¢Choose Continuous or Segmented. -Segmented: Use the
checkboxes at right to define which segments to display: -first segment -internal segments at breaks -last segment -Length: of each segment Marker Head and Type Place the Marker Head in the Middle or at the Ends of the marker. Enable or disable the Markers at either or both ends of the Section/Elevation Line. Select Marker Type: The chosen
marker’s 2D Symbol appears in the preview window. Define Marker size and pencolor. Uniform Marker Pen: Check this box to use this pencolor for all parts of the marker symbol, regardless of any custom colors set elsewhere for this marker. Marker Text Style Panel See Text Style Panel. Marker Symbol and Text Panel Use the settings pages to
customize the appearance and content of the marker chosen in the Marker Panel above. For Marker Geometry and Style, options vary depending on the Markers loaded in your library. Refer to the preview window of the Marker Panel to see how your choices affect the Marker. Model Display Panel Available for Source-type Sections and Elevations.
Use these controls to define how to display the contents of the Section Viewpoint. CUT ELEMENTS Fill Cut Surfaces with: This control gives you four options for displaying the surfaces of cut elements in the Section: 1.Cut Fills - as in Settings: Cut surfaces will use the cut fills of the Building Materials assigned to the individual elements. In this case,
an additional option is available: Uniform Pen for Cut Elements: Check this box to use the same pens to display all the cut elements. (If you don’t check this box, the cut elements will use the pen settings of the individual elements). Then define the pen using the following controls: *Cut Line Pen ¢Cut Fill Pen ¢Cut Fill Background Pen 2.Uniform
Surface: Use a single surface for all cut surfaces in this Section/Elevation. *Choose this uniform surface using the fill pop-up of the Cut Surface parameter 3.0wn Surface Colors (Non-Shaded): All cut surfaces will be shown using the surface assigned to the individual elements through their Building Material. 4.0wn Surface Colors (Shaded): Same as
above. The display colors will reflect shading effects. UNCUT ELEMENTS Choose attributes for uncut elements. Note: Applying a fill means that you will be able to quick-select these surfaces in the Section/Elevation window. However, using the Fill Uncut Surface option may increase rebuild time for large models. If this is a problem, choose
“Nothing”. Fill Uncut Surfaces with: 1.Uniform Pencolor: Choose a pencolor to apply to the fills of all uncut surfaces in this view, and a Uniform Pen for Uncut Contours. The next two options will display Surface colors on uncut parts of the Section/Elevation: 2.0wn Surface Colors (Shaded): Choose this option to display uncut fills using the elements’
own surface colors as defined in the Building Material. The display colors will reflect shading effects. 3.0wn Surface Colors (Non-Shaded): Same as above, but the display colors will not reflect any shading effects; each surface color will be uniform over the whole surface. 4.Nothing (no color applied to uncut surfaces) Uniform Pen for Uncut
Contours: Check this box if you want to display the contours of fills on uncut surfaces. If you check it, the Uncut Contours Pen color chooser appears; choose a pencolor. Vectorial 3D Hatching: Check this box to activate vectorial 3D hatch patterns. Transparency: Check this box to give see-through surfaces (e.g. glass) a transparent effect . SUN AND
SHADOWS Viewpoint Sun Settings: Choose one of two sun positions relative to the Section/Elevation Line: *As in 3D Window: Use this option to inherit the sun position set up in the 3D Projection or 3D Perspective Settings dialog box. See also 3D Window. *Custom: Use the Sun Azimuth/Sun Altitude controls below to define a custom sun position for
this Section/Elevation. Note: These custom values will apply to this Section/Elevation only and are calculated differently from the values set in the 3D Projection/Perspective Settings dialog box. The Azimuth value is an angle value in degrees. The line that is at a right angle to the Section/Elevation line represents zero degrees. As I increase the
azimuth by increasing this angle value, the sun moves toward the right - meaning the shadows start to lengthen to the left of the shadow-casting surfaces. If you do not want the visible side of the building to be overshadowed, you should use an Azimuth value between -90 and +90 degrees. Sun Shadow: Check this box to activate Sun Shadows.
Controls defining the Sun Shadow become accessible. Shadows work independently of vectorial 3D Hatching patterns. Shadow Polygons: This control is available if you have activated the Sun Shadow checkbox. In Section/Elevation views, shadows have no contours; however, the fill polygons are freely customizable. Choose the Fill type, Fill pen and
Fill background pen using the corresponding pop-up palettes. Note: You cannot choose a custom fill for the shadow if your uncut surface fills are set to use “Own Surface Colors - Shaded”. MARKED DISTANT AREA Check this box to divide the view displayed in the Section/Elevation Window into a “closer” and “farther” area. If you check the box, use
the appearing controls to define a unique set of colors, fills and effects for the Distant Area to indicate that they are at a longer distance from the Section/Elevation Line. Note: You can set separate Sun Shadow Polygons for the Marked Distant Area. (The Sun’s Azimuth and Altitude settings are the same as those set up in the Sun and Shadows
panel.) When choosing the “Fill Uncut Surfaces with” option for the Marked Distant Area, your available choices might be limited depending on what you chose above in the Uncut Elements control: if you set the Uncut Elements to “Own Surface Colors - Shaded”, then the non-Shaded option is not available for the Distant Area, either. The limit where
“close” ends and “distant” begins depends on how you created the Section/Elevation. *For a view with an Infinite horizontal range, the secondary “distant” line is displayed at the place where you clicked with the Eyeball cursor when defining the Section/Elevation line and orientation. *For a view with Limited horizontal range, the secondary “distant”
line will be placed by default halfway between the Section/Elevation line and the limit line (Zero Depth sections cannot include a distant area.) The secondary “distant” line, like the limit line, is an on-screen-only element. You can change its line type/color in Options > Work Environment > On-Screen Options. ELEMENT CONTOURS AT
SECTION/ELEVATION BOUNDARY See also Element Contours at Section Boundary for an illustration of this feature. Add Element Contours: Choose one of these options to display, override or hide the contours of elements at the boundary. *None: Element contours at the boundary are hidden. *«Own Contours: Element contours are displayed using
the Uncut pen chosen for these elements in their own Settings dialog boxes. *Override Contours: Choose a custom Line Type and Pen with which to display the Boundary Contours. Story Levels Panel Define the display of Story Level lines and Story Handle Markers in this view. Show Story Levels ¢Display only: Story lines will appear only on-screen,
but will not be displayed in the output. *Display and Output. *None For more information, see Story Level Lines. Choose a line type and pencolor for the story level lines. Display Markers & Story Level Lines e¢Display the left and/or right Story Markers ¢Display or hide the Story Level Line Note: You cannot uncheck this box if the Offset values of the
Story Handle Markers are both set to zero. Use the Design > Edit Story Levels command to adjust story levels in this Section/Elevation window. Offset to Boundary: Enter a value for the offset of the Story Level line beyond the limits of the Section/Elevation. Select Marker Type: The chosen marker’s 2D Symbol appears in the preview window. Define
Marker size and pencolor. Uniform Marker Pen: Check this box to use this pencolor for all parts of the marker symbol, regardless of any custom colors set elsewhere for this marker. Story Levels Text Style Panel See Text Style Panel. Story Levels Symbol and Text Settings Panel Use these controls to set the display of the Story Level Marker (selected
in the Story Levels Panel). Grid Tool Panel Define the display of Grid elements on the Section/Elevation. Show Grid Elements: Check this to see the Grid Elements. To narrow the displayed Grid elements: *Show Grid Elements by Stories: Click Selected to narrow the set of displayed Grid elements by Story: click Select stories to choose the stories
whose Grid elements you want to display. (If a Grid element is visible on the selected stories, then it will be visible on this Section/Elevation as well.) *Show Grid Elements by Name: Click Selected to narrow the set of displayed Grid elements by Name: click Select elements to select individual elements. Note: These two filtering criteria are related as
an “AND” statement: if you set filters both by Story and by Name, then the Section/Elevation will display only those Grid elements which fit the both the Story criteria AND the Name criteria. Dimension lines: Place a dimension between each grid line. Enter the vertical location of this dimension chain and set the reference level. Total Dimension: Place
a dimension line between the two grid lines on the far left and far right end of this Section/Elevation. Enter the vertical location of this dimension chain and set the reference level. These dimension lines will use the default dimension settings. When a new Grid line is inserted on the Floor Plan and it appears on the Section/Elevation, then it will be
included in the dimension chain. Auto-stagger Grid Markers if they overlap: Automatically stagger Grid markers sideways to avoid overlapping, if the markers would otherwise overlap. Show non-perpendicular Grid Elements: By default, the Section/Elevation will display only Grid elements that are perpendicular to the Section/Elevation line and are
located within the Section/Elevation depth. (By default, no Grid elements that are curved on the Floor Plan will be displayed on a Section/Elevation.) Check this to show Grid elements which are not perpendicular to the Section/Elevation line, but which intersect the Section/Elevation on the Floor Plan. These Grid lines will appear at the intersection
point with the Section/Elevation line.



