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DECORDREAMR - THE LIVING ROOM CODEX

—— READ THIS FIRST

The living room is the only room
you will ever design twice — once
for the people who live there, and
once for the people who visit.

It is the most public room in your home and the most private one
— the room a delivery person glances into, a parent sees over a
video call, a date evaluates before they sit down. It is also the
room you spend the most hours in. Two audiences, two
functions, one room. Most living rooms only solve for one of

them.

The Living Room Codex is a complete anatomy: the eight
elements every great living room contains, the measurements
that determine whether furniture works or fights the room, the
layering system that takes a furnished room and makes it
finished, and the layout principles that separate a "dorm room"
living room from one that reads as architecture.

It is not a Pinterest board. It is not a furniture list. It is a discipline
— applied to one room, the right way, in order. Read it once,
apply it once, and you will not need a different living room guide
again.

— Dreamr
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DECORDREAMR - THE LIVING ROOM CODEX 03 — MANIFESTO

—— A DESIGNER'S POSITION

Seven rules for the room
everyone sees.

Most living rooms fail in the same six ways. The rules below are not stylistic preferences. They are
the diagnostic shorthand for what is broken in a room before any furniture is moved. Memorize
them. Apply them in order. The reset is exactly that simple — and exactly that hard.

0l The living room is the only room you have to design twice — once for daily use,
once for company. Solve for both, or solve for neither.

()2 The sofais the loudest piece you will own. Choose it last.

5  The rug is not decoration. Iz is the floor plan. If it is too small, nothing above it
will look right.

04 Three light sources or zero. There is no middle.

05 Every living room has exactly one focal point. If you have two, you have a
problem disguised as a choice.

()6 Furniture against the wall is the smallest move you can make. Floating is what
makes the room feel like architecture.

07 A great living room is loud at one point and quiet everywhere else. It is not an
even hum.

HOW TO USE THIS CODEX

Read Part 1 with a notebook and your current room in front of you — the diagnostic is the first move.
Parts 2 through 4 are the system in execution order: anchors, layers, layout. Part 5 is the
troubleshooting guide. Part 6 is everything printable — the shopping list, the sprint, and the worksheet.
Apply Part 1in 20 minutes; complete the whole codex in 14 days.

003 Seven rules for the room everyone sees. DECORDREAMR



PART 01 - THE ANATOMY 04 — SECTION OPEN

] The Anatomy DIAGNOSTIC + INVENTORY

Before you change anything, you need a clear answer to two questions: what is the
room missing, and what is the room doing wrong. The Anatomy is the diagnostic.

A great living room is not a collection of beautiful pieces. It is a structured system — eight
elements working together. When a room feels wrong but you cannot name why, the answer is
almost always that one of the eight elements is missing, undersized, or in the wrong relationship to
the others. The diagnostic on page 5 names the disease. The anatomy inventory on page 6 names
the cure.

WHAT YOU'LL WALK AWAY WITH

A score on the five-question Living Room Test, a complete inventory of which of the eight anatomy
elements your room has and which it is missing, and a prioritized list of what to fix first.

The two diagnostic mistakes

(] Buying before diagnosing. Most living room "problems" are not solved by buying more furniture. They
are solved by moving what you already own. Run the diagnostic before any purchase.

(] Treating a layering problem as a furniture problem. A room with no lamps, no art, and no rug does not
need a new sofa. It needs lamps, art, and a rug. The diagnostic separates these.

004 Part One - The Anatomy DECORDREAMR



—— DIAGNOSTIC 01 - TWENTY MINUTES

Answer five questions. Find the
problem.

Walk into your living room. Answer each question honestly. A "no" or "I'm not sure" on any
question is a diagnostic flag — that question's chapter in the codex is your starting point.

(J Where is the focal point? Stand in the doorway. Can you hame — in one word — what the room is
built around? If the answer is "the TV but also the window but also the fireplace," you do not have a
focal point. You have three competing ones. (See Part 2, page 9.)

(J cCanthree people have a conversation without raising their voices? The 8-foot rule: no two seats
more than 8 feet apart. If the sofa and the chair are 12 feet apart, the room is too spread out for
human conversation. (See Part 4, page 17.)

(J Are there at least three sources of light at night? Overhead, lamp, accent. If the answer is "the
overhead light and that's it," the room is unlit for the way you use it. (See Part 5, page 12.)

(J Does the rug ground the seating? Stand on the rug. Can the front legs of every major seat — sofa,
chairs — also stand on the rug? If the rug is floating between furniture like a postage stamp, it is
too small for the room. (See Part 2, page 8.)

(J Could you describe the room in three materials, or is it eight? Count the distinct material families
visible from where you stand: wood, metal, leather, linen, glass, ceramic, stone, plastic. More than
four and the room is fighting itself. (See Part 5, page 15.)

SCORE YOUR ROOM

Count the questions you cannot confidently answer yes to. 5/5: the room is largely complete; jump to
Part 3 for layering refinements. 3—-4/5: the anchors are working but layout or layers are missing — start
at Part 3. 0—-2/5: the room needs a structural reset; start at Part 2 and work in order.

Part One - The Anatomy



PART 01

DIAGNOSTIC 02

THE ANATOMY

THE INVENTORY

06 — EIGHT ELEMENTS

Eight elements. Every great living room
has all of them.

Walk your living room. Mark each element present, undersized, or missing. The list is not a Pinterest
checklist — it is the architecture of a finished room. Missing elements are the next purchases.
Undersized ones are the next replacements. Present and right-sized ones are the foundation.

0l

03

05

07

The Rug

8x%10 or 9%12 minimum for a sofa-anchored
room. Defines the conversation area. The
single most underbought piece in most living

rooms.

Secondary Seating
Two chairs, a loveseat, or a bench.

Completes the conversation triangle. 4 sofa
alone is not a living room.

Surface Layer

Coffee table plus at least one side table. Two
surfaces minimum so no seat is more than
an arm's reach from somewhere to set a
glass.

Storage Element

Console, sideboard, shelving, or media unit.
Closed and open storage — a place for what
you own to live without being on the coffee
table.

AFTER THE INVENTORY

02

04

06

08

The Sofa

The longest furniture line in the room. Sets
seating capacity and visual weight. Buy last,
choose carefully — see page 9.

The Focal Point

TV, fireplace, window, or statement art.
Exactly one per room. The seating
arrangement obeys the focal point — not the

other way around.

Three Light Sources

Ambient - task - accent. Lamps, not just
overheads. The single most transformative
cheap fix in any room.

One Sculptural Element

A tall plant, a ceramic vessel, a single large
piece of art. Without it the room is furniture;

with it the room is designed.

Count present: __ /8 - Count undersized: _ - Count missing: __
Missing elements become Part 6 shopping list entries. Undersized elements become replacement priorities.
Present-and-right-sized elements are the foundation — work outward from those.

Part One - The Anatomy
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[[ The AnChorS RUG - SEATING - FOCAL POINT

Three pieces determine whether the room works. Everything else is supporting cast.

The rug, the seating, and the focal point are the three anchors of every living room. If these three
are right, the rest of the room can be average and the room will still read as designed. If any of
these three is wrong, no amount of pillows, art, or styling will rescue the room. Part 2 is the three
anchors — in order, with the measurements that determine whether each one is right.

THE ORDER MATTERS

Anchors are addressed in this order for a reason. The rug defines the floor plan. The seating obeys the
floor plan. The focal point determines where the seating faces. Reverse the order — buy the sofa first
— and the rug will always be the wrong size and the focal point will always be in tension with the
seating.

The three anchor questions

(] Isthe rug the right size for the room and the seating? Most rugs are one size too small. See page 8 for
the rug math.

(] Does the seating form a conversation triangle, not a row? Sofa against the wall facing a TV is a viewing
arrangement, not a conversation. See page 9.

(] Isthere exactly one focal point — and does the seating face it? See page 10.

Part Two - The Anchors



PART 02 - THE ANCHORS 08 — THE RUG MATH

—— ANCHOR 01

The rug is the floor plan. Buy it
bigger than you think.

The single most common living room mistake is a rug one size too small. A 5x7 in a room that
needed an 8x10. The room reads as unfinished because the rug fails to do its actual job — which
is not to add color, not to add texture, but to define the conversation area. A rug that floats
between the sofa and the chairs is a postage stamp. A rug that grounds the front legs of every
major seat is a room.

§x10 9x12 18"

THE MINIMUM THE DEFAULT WALL CLEARANCE

The smallest rug that works for For rooms larger than 12x14. All Leave 12-18 inches between

most sofa-anchored living four legs of the sofa and front the rug edge and the wall in

rooms. Front two legs of the legs of secondary seating sit most rooms. Larger rooms can

sofa and front legs of any on the rug. The conversation hold 24 inches. Smaller rooms

flanking chair sit on the rug. area is fully framed. compress to 6-8 inches but
never zero.

The two-test rule

(] Test1— The sofa front-leg test. The front legs of the sofa must sit on the rug. If only the rug touches
the sofa under the cushions, the rug is too small.

(] Test2— The flanking-chair test. The front legs of any chair or loveseat in the conversation triangle
must also sit on the rug. If chairs are floating off-rug, the conversation area is not framed.

WHEN IN DOUBT, GO BIGGER

Almost no one over-buys a rug. Almost everyone under-buys one. If you are choosing between two
sizes, take the larger. The cost difference is small; the visual difference is the room.

008 Part Two - The Anchors DECORDREAMR



—— ANCHOR 02

A sofa is not a seating plan. 4
triangle is.

The seating plan answers one question: can three or four people have a conversation in this room? Not

"can they sit." Sitting is easy. Conversation requires that every seat be within 8 feet of every other
seat, and that no seat be facing only a wall. The sofa-against-one-wall, two-chairs-against-the-
opposite-wall arrangement is a stadium, not a living room. The fix is the triangle.

ARRANGEMENT

Sofa + 2 chairs
(triangle)

Sofa + loveseat
(L-shape)

Two sofas
facing

Sectional

THE 8-FOOT RULE

WHAT IT DOES WELL

The gold standard for most rooms. Sofa on one
wall, two chairs on the opposite wall, coffee
table center. Conversation flows in all directions.

Works in square rooms. The two seats form an L
around a corner-mounted focal point or
fireplace. Coffee table in the inside corner.

Most formal, most dramatic. Two parallel sofas
with the focal point on a third wall. Common in
larger rooms with a fireplace as the focal point.

Maximum seating capacity. Best in open-plan
rooms or rooms with one strong viewing focal
point (TV, fireplace).

The buying order

WHAT TO WATCH FOR

Chairs need to be within 8 feet of
the sofa. Further than that and the
triangle stretches into a stadium.

Requires a strong corner focal
point. Risks turning the open side of
the L into the back of the room.

Requires a strong third-wall focal
point. Without it, the room reads as
two waiting rooms facing each
other.

Eats spatial flexibility. Anchors the
room to one wall. Almost always too
large for the room people buy it for.

No two seats in the conversation area should be more than 8 feet apart. Measure seat-to-seat, not
wall-to-wall. If your sofa and your far chair are 11 feet apart, the room is too spread out for human
conversation. Pull the chair closer or replace it with one closer to the sofa.

Rug first, secondary seating second, sofa last. The sofa is the loudest piece and the biggest
commitment. Buying it last lets the room teach you which sofa actually fits — the length the room
can hold, the depth the room can carry, the color the rug and walls can absorb. People who buy

the sofa first end up with a room designed around the wrong piece.

Part Two - The Anchors



PART 02 - THE ANCHORS 10 — THE FOCAL POINT

—— ANCHOR 03

Every living room has exactly
one. If you have two, you have a

problem.

The focal point is the answer to the question, "what is the room built around?" Every great living
room has exactly one. Most failing living rooms have two — a TV and a fireplace, a window and a
piece of art, a media wall and a view. Two focal points fighting each other is the single biggest
source of "this room feels off but | can't say why." The fix is to choose.

TV FIREPLACE VIEW / ART

The use-driven focal The architectural focal The visual focal

Choose the TV as focal when: Choose the fireplace when: the Choose a view or large art
you watch in the room daily and room has one and you use it piece when: there is no TV, no
the TV is the primary use. socially. Conversation triangle fireplace, or the room is used
Mount at seated eye level — faces it. The TV does not also primarily for non-viewing

top edge ~42 inches from the have to be above the fireplace activities. A single large piece
floor for most sofas. Most TVs — that creates two stacked of art on the largest wall is
are mounted too high. focals and breaks both. enough.

When two focals exist — choose one

A room with a fireplace and a TV is the most common version of this problem. The fix is to assign
one as the focal and treat the other as secondary. If the TV is on the same wall as the fireplace
(mounted above or beside it), the fireplace remains the focal and the TV is integrated quietly. If the
TV is on a perpendicular wall, the seating may face the TV during use and the fireplace becomes
a side feature — but the seating should still face the TV-wall as the default. Never let the sofa face

equidistant between two focals. It looks indecisive and the room reads as confused.

THE DIAGNOSTIC TEST

Stand in the doorway. Sit on the sofa. From each position, name in one word what the room is built
around. If both positions name the same thing, the focal point is working. If the doorway names one
thing and the sofa points at another, the seating is in the wrong relationship to the focal — fix the
seating, not the focal.

010 Part Two - The Anchors DECORDREAMR



[[[ The Layers LIGHT - SOFT GOODS - ART

Anchors give you a room. Layers give you a finished room.

After the anchors are right, the room is structurally complete but visually incomplete. The layers
are what take it from furnished to finished — the lighting that turns the room from "lit" to
"atmospheric," the soft goods that turn the seating from upholstery to inviting, and the art that
turns the walls from blank to intentional. Part 3 is the three layers in execution order: light first, soft
goods second, art third.

THE TWO LAYERING MISTAKES

First — skipping a layer entirely. A room with no lamps is unfinished. A room with no art is unfinished.
A room with no soft goods is unfinished. Second — adding too much of one layer. Eighteen throw
pillows is the same problem as one. The discipline is one of each layer, right-sized.

The order of operations

(] Lighting first. Lighting changes how every other element reads. Get the light right before you commit to
pillows or art.

(] Soft goods second. Pillows, throws, and texture layer onto seating that is already in place under correct
light.

(] Artlast. Artis the final decision. The lighting and soft goods establish the room's tone — the art
responds to that tone, not the other way around.

Part Three - The Layers



—— LAYER 01 THE THREE-SOURCE RULE

Three sources or zero. There is
no middle.

Most living rooms are lit by one source — the overhead — and the result is hospital lighting. The
fix is the three-source rule: ambient light at one level, task light at another, and accent light at a
third. Three sources, at three heights, at three different intensities. Every great room you have ever
walked into has them. Every "this room feels cold but | don't know why" room is missing at least
two of them.

AMBIENT
Overhead or arc

The base layer. Overhead
fixture, arc floor lamp, or
pendant. Lights the room. Use a
warm bulb — 2700K maximum,
ideally 2400K. Never daylight
bulbs in a living room.

TASK
Table or floor lamp

The reading layer. Lamp beside
the primary seat — sofa side
table, reading chair. Pulls a pool
of light down to seated eye
level. The single most missed
light in most rooms.

ACCENT

Picture light - sconce -
candle

The atmosphere layer. Picture
lights on art, sconces on the
wall, lit candles in a cluster.
Adds depth and shadow.
Optional in daylight; essential at

night.

The night test

Walk into the living room at 9pm with only the lamps on — overhead off. If you can comfortably
read, work, and have a conversation with no overhead light, the lamp layer is doing its job. If the
room becomes too dark to function the moment the overhead is off, you do not have a lamp layer
— you have one overhead and some decorative ornaments. A well-lit living room never needs the
overhead after sunset.

BULB COLOR TEMPERATURE

Color temperature is measured in Kelvin. 2400K = candlelit. 2700K = warm white. 3000K = neutral
white. 4000K+ = daylight, cold, office. For living rooms, never exceed 2700K. Most "this room feels
harsh" complaints are a Kelvin problem, not a furniture problem. Replace every bulb in the room with
2700K and you will feel the difference within a week.

Part Three - The Layers



—— LAYER 02 - THE TEXTURE STACK

Pillows, throws, texture. 7Aree
textiles, never eight.

Soft goods are the layer most people overdo. Eight throw pillows on a three-seat sofa is not styling
— it is clutter that has to be cleared every time someone sits down. The discipline is restraint.
Three textiles in three textures. A maximum of five pillows total across the room. One throw,
casually placed, not folded perfectly. The aim is inviting, not staged.

The pillow formula

(] Odd numbers — three or five total on the sofa. Even numbers feel symmetrical and stiff. Three pillows
with intentional variation is a designer's count.

(] Three textures. One smooth (linen, cotton), one nubby (boucle, tweed), one rich (velvet, leather,
embroidery). The three textures create depth without competition.

(] Size hierarchy — 22-inch, 20-inch, 18-inch. Largest in the back corners, medium in the middle,
smallest as the accent. Lumbar pillows count as accent.

(] One color story. Two of the three textiles share a color family. The third introduces one accent color —
not a second neutral.

The throw and the texture stack

One throw. Casually draped across one arm of the sofa or one corner — never folded into a neat
square across the back. The texture stack is the visible material palette in the soft-goods layer:
linen + wool + something woven. A linen throw, a wool pillow, a jute or rattan basket nearby. Three
textures, three materials, one room. This is how a room reads as collected instead of matched.

THE THREE-MATERIAL RULE

Count the distinct material families visible from where you sit. Wood, metal, leather, linen, glass,
ceramic, stone. Three is the target. Four is the maximum. Five or more is the problem. Most living
rooms feel "busy" because they have eight materials competing — not because they have too much
furniture.

Part Three - The Layers



PART 03 - THE LAYERS 14 — ART + WALLS

—— LAYER 03 - THE FINAL MOVE

One large piece. Hung at the
right height.

Art is the final layer because it is the most personal and the most decisive. The two most common
art mistakes are universal: hanging it too high, and buying four small pieces instead of one large
one. Both are fixable in an afternoon. Both transform the room.

607% 8" 57"

THE WIDTH RULE THE SOFA GAP GALLERY CENTER LINE
Art above a sofa should span at Hang art 6 to 10 inches above For art not above seating: the
least 60% of the sofa's width. the back of the sofa. Higher center of the artwork at 57

A 36-inch piece above a 90- than 10 inches and the art inches from the floor. This is

inch sofa looks like a postage floats untethered. Lower than 6 the museum standard — eye

stamp. A 60-72-inch piece and it touches the cushions level for the average standing
looks like the wall was visually. viewer.

designed for it.

One piece or a gallery wall

A single large piece is the easier and more confident move. A gallery wall works but requires
precision — every piece scaled and balanced. If in doubt, choose one large piece. The default
living room art problem is "too small and too high." Going larger and lower fixes it almost every
time. For a 90-inch sofa, the piece above it should be at least 54 inches wide. For a 7-foot ceiling,
the top of the piece should land between 60 and 72 inches from the floor.

THE WALL AUDIT

Walk the room. Note every wall: The wall above the sofa wants the largest piece. The wall opposite
the sofa (if not the focal wall) wants a smaller piece or a mirror. The wall behind a chair or console
wants a vertical piece or a small grouping. The wall behind the door is the lowest-priority wall — often
best left empty or with one small piece. Not every wall needs art. Empty wall above a console is
intentional. Empty wall above a sofa is unfinished.
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[V The Lay()ut FLOAT - TRIANGLE - TRAFFIC

Move the furniture before you buy any. Layout is the free fix that changes everything.

The single largest improvement most living rooms can make is to move what they already own —
without buying a thing. Furniture against the wall is the default; floating the sofa is the move that
turns a furnished room into architecture. The triangle is the seating relationship that makes the
room conversational rather than transactional. Traffic paths are what keep the room walkable
without compromising the triangle. All three are free decisions.

THE TWO LAYOUT MISTAKES

First — every piece against a wall, like a high-school dance. This is the "dorm room" layout and it
makes every room feel like a waiting room. Second — floating the sofa without leaving enough space
behind it for traffic, creating a useless corridor. Both are addressable on the same afternoon.

The order to address layout
(] Decide float or anchor. Does the room support floating the sofa? See page 16.
(] Build the conversation triangle. Position the secondary seating relative to the sofa. See page 17.

(] Audit traffic paths. Can two people pass each other without anyone having to stand sideways? See
page 17.

Part Four - The Layout



—— LAYOUT 01

THE SOFA POSITION

Floating the sofa is what makes
a room feel like architecture.

The default living room layout — sofa pushed against the longest wall, chairs against the opposite

wall, coffee table marooned in the middle — is the easiest layout to execute and the worst layout

to live in. It treats the room as a corridor for furniture rather than a space for people. Floating the

sofa — pulling it off the wall, into the conversation area, often with its back to a console or open

space — is the single most consequential layout decision in living-room design.

LAYOUT

Anchored
(against the
wall)

Floated (away
from the wall)

Half-floated
(angled or
diagonal)

WHEN IT WORKS

Small rooms under 12 feet on the short
side. Rooms with windows or radiators
on the long walls. Rooms where
floating would block a doorway.

Rooms with at least 18 inches of
clearance behind the sofa for traffic.
Open-plan spaces where the sofa
back defines the living zone.

Rooms with awkward focal-point
positions — fireplace in a corner, view
through a corner window. Diagonal
placement resolves the angle problem.

If you float — what goes behind the sofa

WHEN IT FAILS

Medium and large rooms where there is
enough floor to float. The anchored layout in
those rooms reads as furnished by a college
student regardless of the furniture quality.

Rooms too small for traffic clearance behind
the sofa. Rooms with no console, no shelving,
and no use for the space behind the sofa —
the back of the sofa then becomes a dead
view.

Most other rooms. Diagonal layouts look
intentional only when the room demands it. In a
square or rectangular room they look
indecisive.

A floated sofa requires something behind it. The strongest option is a console table — narrow, the

same length as the sofa, with lamp + tray + plant. Second best: open space that connects to a
dining area or kitchen, with the sofa back functioning as the room divider. Avoid: nothing — a

floated sofa with nothing behind it leaves the back of the sofa as a dead surface and the room

loses the architectural benefit.

THE 18-INCH TEST

Part Four - The Layout

For a floated sofa to function, leave at least 18 inches of clear space behind it for traffic. Less than 18
inches and you have a useless corridor. Less than 24 inches and a console table behind the sofa starts
to feel cramped. Measure before you move anything.



—— LAYOUT 02 - THE CONVERSATION GEOMETRY

A triangle for conversation. 4
corridor for traffic.

The conversation triangle is the geometric relationship between the primary seats. The traffic path
is the route through the room without crossing the triangle. Both have to work simultaneously. A
room with a beautiful triangle but a traffic path that cuts directly through it is a room people avoid.
A room with clear traffic but no triangle is a room nobody talks in.

The triangle

(] 8 feet maximum between any two seats. The conversational distance limit. Beyond 8 feet, people raise
their voices and the room becomes a stadium.

(] The coffee table is 14-18 inches from the sofa front. Closer than 14 and you can't extend your legs.
Further than 18 and you can't reach your drink.

(] The triangle should be roughly equilateral. A 4-foot sofa, an 8-foot leg to one chair, and a 9-foot leg to
another is a triangle in name only. Aim for legs within 2 feet of each other in length.

The traffic paths

(] 36 inches minimum for primary paths. The route from the doorway to the kitchen, from the seating to
the dining area. Two people should be able to pass each other without one turning sideways.

(J 24 inches minimum for secondary paths. The route to a window, a corner, a back door. Single-file is
acceptable here.

(] No traffic path bisects the conversation triangle. If the only route to the kitchen runs between the sofa
and the chair, the triangle is in the wrong place — move the sofa, not the kitchen.

TEST THE LAYOUT BEFORE YOU COMMIT

Tape the floor. Run blue painters tape on the floor to mark the proposed positions of the sofa, chairs,
and coffee table. Walk the room. Sit in the chair, look at the sofa, look at the focal point. Walk the traffic
paths. Do this for 24 hours before moving any furniture. You will catch every layout failure this way
before you have to undo it.

Part Four - The Layout



PART 05 - THE MISTAKES 18 — SECTION OPEN

V The MiStakeS DIAGNOSTIC + HIERARCHY OF FIXES

Twelve errors and the order to fix them. The room you have today is one weekend

away from the room you wanted.

The Living Room Codex has now given you the system. Part 5 is the troubleshooting guide — the
twelve most common living-room mistakes and the hierarchy of fixes that prioritizes which to
address first. Most failing living rooms are not failing because of one big problem. They are failing
because of three or four small ones — each of which is easy to identify, easy to fix, and very
rarely fixed because nobody named it.

HOW TO USE THIS SECTION
Run the 12-mistakes list on page 19 against your room. Mark every mistake present. Then apply the
hierarchy of fixes on page 20 — which prioritizes which mistake to address first based on impact-to-
cost ratio. Some fixes are free (move the rug, move the sofa). Some require a single purchase (a lamp,
a larger rug). All are accomplishable inside 30 days.

018 Part Five - The Mistakes DECORDREAMR



PART 065 - THE MISTAKES 19 — TWELVE MISTAKES

—— THE DIAGNOSTIC LIST

Twelve mistakes that break living rooms
every time.

The rug is too small.

Fix: Replace with 8x10 minimum, 9x12 default. Front legs of sofa must sit on the rug. The single most impactful fix
in any living room.

The sofa is against the wall when the room could float.
Fix: Pull the sofa 18-24 inches off the wall. Add a console behind it. The room will read as twice as designed.

Only overhead lighting.

Fix: Add a table lamp by the primary seat and a floor lamp in a corner. Three sources or zero.

The TV is mounted too high.

Fix: Top edge of TV at ~4.2 inches from the floor for seated viewing — not centered on the wall. The wall is not the
audience; you are.

Art hung too high.

Fix: 6-10 inches above the back of the sofa for sofa art. Center at 57 inches for standalone walls. Almost every "art
looks lonely" problem is a height problem.

The coffee table is too small for the sofa.

Fix: Coffee table should be 2/3 the length of the sofa. A 36-inch coffee table beside a 90-inch sofa looks lost. Replace
or pair with a second tray-style ottoman.

A sectional in a room that wanted a sofa + chairs.

Fix: If the sectional crowds the room, sell it and replace with a sofa + two chairs. The triangle is more flexible than
the L.

Pillow overload.

Fix: Three or five pillows on a sofa, never eight. Three textures, one color story. Remove the rest.

Empty surfaces with no objects, or surfaces buried in objects.
Fix: Each surface holds 3-5 objects — a lamp, a book, a vessel, a plant. Bare is unfinished; buried is cluttered.

Five or more competing materials in the same room.

Fix: Edit to three or four material families. The fastest version of this fix is painting one wood piece — usually a side
table or shelf — to absorb a fifth material into a fourth.

No focal point — or two competing focal points.

Fix: Choose. The TV is the focal, the fireplace is the focal, or the art is the focal. One. Seating arrangement obeys the
focal.

The matching three-piece set.

Fix: A sofa, loveseat, and chair all in the same fabric reads as a furniture-store display, not a designed room. Break
the set — swap the chair for something with a different upholstery or material.
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PART 05 THE MISTAKES

—— THE ORDER TO ADDRESS THEM

Fix in this order. Each step
earns the next.

20 — HIERARCHY OF FIXES

The hierarchy ranks fixes by impact-to-effort ratio. The earliest fixes are free or near-free and

produce the largest visible change. The later fixes are larger purchases and produce more subtle
refinement. Do not skip to the bottom of the list. A new sofa cannot fix a room with the wrong rug,

the wrong lighting, and a sofa against the wall.

TIER  FIX

1 Move the furniture. Float the sofa, build the triangle, audit traffic.

2 Replace the bulbs. Every bulb in the room to 2700K warm white.

3 Add a lamp. Table lamp beside the sofa or a floor lamp in a corner.

4 Upgrade the rug. Replace any 5x7 or 6x9 with 8x10 or 9x12.

5 Edit the pillows. Three or five pillows, three textures, one color story.

Donate the rest.

6 Replace small art with one large piece. Single 48-72 inch piece above the
sofa.

7 Add a sculptural element. Tall plant, large ceramic, single floor sculpture.

8 Replace the focal piece. New TV mount position, new fireplace surround,

or new statement art. Only after tiers 1-7 are complete.
9 Replace the sofa. The largest decision. Only after the rug, lighting, and

layout are finalized — the room will tell you which sofa to buy.

STOP WHEN THE ROOM WORKS

5/5, stop. The remaining tiers are refinement, not rescue.

020 Part Five - The Mistakes

COST

$0

$30-60

$60-150

$150-
400

$0-80
$100-
400

$40-150

$200-
800

$800-
3,000

TIME

2 hours

30 min

1 day

3 days

1 hour

1 week

1 day

2-4
weeks

1-3
months

Most living rooms do not need to complete all nine tiers. The first four — move, bulbs, lamp, rug — fix
80% of failing living rooms. Run those, then re-run the diagnostic on page 5. If the room scores 4/5 or
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PART 06 - THE RESOURCE VAULT 21 — SECTION OPEN

V] The Resource Vﬁlllt SHOPPING - SPRINT - WORKSHEET

Every worksheet, list, and sprint from the codex — formatted to print, fill in, and
post. Pages 22-25.

The Resource Vault turns the Living Room Codex into a working system. The shopping list is the
priority-ranked purchase order with affiliate links. The 14-Day Sprint is the day-by-day execution
plan. The Audit Worksheet is the printable diagnostic. Print all three, post them where you will see
them, and run them in sequence.

PAGE  RESOURCE USE
22 The Master Shopping List Priority-ranked living room purchases with affiliate links — start at
the top.

23 The 14-Day Living Room Sprint Day-by-day execution plan from diagnostic to finished room.

24 The Living Room Audit Printable diagnostic and inventory — one page, full assessment.
Worksheet
25 Companion Products What to read next in the DecorDreamr library.
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—— QUICK-LINK SHOPPING

LIVING ROOM PRIORITY ORDER

The living room sfiopping list.

Items are ordered by hierarchy-of-fixes priority. Replace bulbs and add lamps before buying a new rug.
Buy the rug before the sofa. Each item links to a curated Amazon search using the DecorDreamr

affiliate tag.

# ITEM

1 2700K Warm White Bulbs (4-
pack)

2 Table Lamp (ceramic or linen
shade)

& Arc Floor Lamp

4 Area Rug (8x10 minimum, 9x12
default)

5 Console Table (60-72 inches)

6 Throw Pillow Covers (set of 4-6)

7 Linen or Wool Throw Blanket

8 Large Wall Art (48-72 inch
piece)

9 Picture Light (battery or plug-in)

10 Coffee Table (round or
rectangular wood)

11 Side Table (drum or pedestal)

12  Tall Indoor Plant (5-7 feet)

13  Large Ceramic Vessel / Vase

14  Woven Basket (large)

15 Wall-Mount Cable Concealer

16  Picture Hanging Kit (heavy-duty)

USE

Replace every bulb in the room — instant
atmosphere upgrade

Task light beside primary seat — the missing lamp
layer

Ambient or accent light in a corner — the dramatic
second source

The floor plan — replace any 5x7 or 6x9
immediately

Behind a floated sofa — anchors the back of the
room

The pillow rebuild — three textures, one color
story

The single throw — softens the sofa, adds texture

Above the sofa — the 60% rule, one big piece

Accent layer — adds depth above art

2/3 the length of the sofa — replace if undersized

Beside any chair without a surface — second-tier
furniture

The sculptural element — fiddle leaf, olive, bird of
paradise

Coffee table or console centerpiece — adds
material variety

Throw storage, plant holder, or sculptural floor
object

For mounted TV setups — removes the visual
chaos

For hanging large art at correct heights — anchors
and levels
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BUDGET

$15-25

$50-120

$70-160

$150-

400

$120-

280

$30-80

$35-80

$80-300

$30-80

$120-

300

$60-150

$45-120

$30-80

$30-70

$20-40

$15-25


https://www.amazon.com/s?k=2700k+warm+white+led+bulb&tag=decordreamr-20
https://www.amazon.com/s?k=2700k+warm+white+led+bulb&tag=decordreamr-20
https://www.amazon.com/s?k=ceramic+table+lamp+linen+shade&tag=decordreamr-20
https://www.amazon.com/s?k=ceramic+table+lamp+linen+shade&tag=decordreamr-20
https://www.amazon.com/s?k=arc+floor+lamp+living+room&tag=decordreamr-20
https://www.amazon.com/s?k=arc+floor+lamp+living+room&tag=decordreamr-20
https://www.amazon.com/s?k=area+rug+8x10+neutral&tag=decordreamr-20
https://www.amazon.com/s?k=area+rug+8x10+neutral&tag=decordreamr-20
https://www.amazon.com/s?k=console+table+sofa+back+wood&tag=decordreamr-20
https://www.amazon.com/s?k=console+table+sofa+back+wood&tag=decordreamr-20
https://www.amazon.com/s?k=throw+pillow+covers+set+neutral+texture&tag=decordreamr-20
https://www.amazon.com/s?k=throw+pillow+covers+set+neutral+texture&tag=decordreamr-20
https://www.amazon.com/s?k=linen+throw+blanket+couch&tag=decordreamr-20
https://www.amazon.com/s?k=linen+throw+blanket+couch&tag=decordreamr-20
https://www.amazon.com/s?k=large+wall+art+canvas+living+room&tag=decordreamr-20
https://www.amazon.com/s?k=large+wall+art+canvas+living+room&tag=decordreamr-20
https://www.amazon.com/s?k=picture+light+battery+wall&tag=decordreamr-20
https://www.amazon.com/s?k=picture+light+battery+wall&tag=decordreamr-20
https://www.amazon.com/s?k=wood+coffee+table+round+living+room&tag=decordreamr-20
https://www.amazon.com/s?k=wood+coffee+table+round+living+room&tag=decordreamr-20
https://www.amazon.com/s?k=drum+side+table+living+room&tag=decordreamr-20
https://www.amazon.com/s?k=drum+side+table+living+room&tag=decordreamr-20
https://www.amazon.com/s?k=tall+indoor+plant+fiddle+leaf+fig&tag=decordreamr-20
https://www.amazon.com/s?k=tall+indoor+plant+fiddle+leaf+fig&tag=decordreamr-20
https://www.amazon.com/s?k=large+ceramic+vase+living+room&tag=decordreamr-20
https://www.amazon.com/s?k=large+ceramic+vase+living+room&tag=decordreamr-20
https://www.amazon.com/s?k=large+woven+basket+seagrass&tag=decordreamr-20
https://www.amazon.com/s?k=large+woven+basket+seagrass&tag=decordreamr-20
https://www.amazon.com/s?k=tv+cable+cover+wall+mount&tag=decordreamr-20
https://www.amazon.com/s?k=tv+cable+cover+wall+mount&tag=decordreamr-20
https://www.amazon.com/s?k=picture+hanging+kit+heavy+duty+art&tag=decordreamr-20
https://www.amazon.com/s?k=picture+hanging+kit+heavy+duty+art&tag=decordreamr-20

—— PRINTABLE - DAY-BY-DAY ACTION PLAN

The 14-Day Living Room Sprint.

Two weeks from diagnostic to finished room. Print this page. Cross off each day as the task is

complete. The sprint assumes a room that scored 0-3 on the Living Room Test on page 5; rooms that

scored higher can compress days 1-5 or skip directly to days 8-14.

DAY
Day 1
Day
2

Day
3

Day
4

Day
5

Day
6

Day
7

Day
8

Day
9

Day
10

Day
11

Day
12

Day
13

Day
14

THE WORK

Run the diagnostic. Walk the room with the page-5 test and the page-19 mistakes list. Mark every
flag. This is the only day for assessment — no purchases yet.

Replace every bulb. Source 2700K warm white bulbs for every lamp, sconce, and overhead. The
cheapest, fastest atmosphere fix in this codex.

Move the furniture. Tape the new layout on the floor with painters tape first. Pull the sofa off the
wall if the room can float. Build the conversation triangle.

Live with the new layout for 24 hours. Sit, walk, watch TV, host one person. Note what works and
what doesn't. Adjust by Day 5 morning.

Order the rug. 8x10 minimum, 9x12 default. From the shopping list. Apply the front-leg test the
moment it arrives.

Add the missing lamp. Table lamp on the side table beside the sofa, or floor lamp in the corner of
the room. Three sources of light by tonight.

The pillow edit. Strip the sofa to bare cushions. Place three pillows back — three textures, one
color story. Donate the rest.

Audit the materials. Stand in the doorway and count distinct material families visible. Edit to three
or four. Paint, move, or rehome the fifth and sixth.

The surface edit. Each surface — coffee table, console, side table — holds 3-5 objects. Clear
everything, then place back intentionally. A lamp, a book, a vessel, a plant.

Hang the existing art at the right height. 6-10 inches above the sofa back, or center at 57 inches
for standalone walls. Re-hang anything that's too high.

Order the large art piece (if needed). 60% of sofa width minimum. One large piece is more
decisive than four small ones.

Add the sculptural element. Tall plant, large ceramic, or single floor sculpture. The piece that
makes the room read as designed rather than furnished.

Re-run the diagnostic. Re-take the page-5 test. Score the room. If 4-5/5, the sprint is complete. If
still 0-3, identify which tier from the hierarchy of fixes (page 20) is unaddressed.

The Walk-Around. At sunset, with the lamps on and the overhead off, sit on the sofa. The room
you are in now was designed — by you, on purpose. That is the codex.

Part Six - Resource Vault - Printable
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PART 86 - THE RESOURCE VAULT 24 — AUDIT WORKSHEET

—— PRINTABLE - ONE-PAGE DIAGNOSTIC

The Living Room Audit Worksheet.

Print this page. Walk your room with a pen. Score and inventory in 15 minutes. The completed sheet is
your starting brief for the 14-Day Sprint.

The Living Room Test (page 5)

QUESTION Y / N / UNSURE
1. Can you name the focal point in one word? oY oN o?
2. Three people - 8-foot conversation triangle? oY oN O?
3. Three light sources working at night? oY oN o?
4. Front legs of major seating on the rug? oY oN o?
5. Three or four material families maximum? oY oN Oo?
SCORE: ___ / 5 - 5 = REFINEMENT ONLY - 3-4 = LAYERING WORK - ©-2 = STRUCTURAL RESET

(START PART 2)

The Eight Anatomy Elements (page 6)

ELEMENT PRESENT / UNDERSIZED / MISSING
1. The Rug oP oU oM
2. The Sofa oP oU oM
3. Secondary Seating oP oU oM
4. The Focal Point oP oU oM
5. Surface Layer (coftee + side table) oP oU oM
6. Three Light Sources oP oU oM
7. Storage Element oP oU oM
8. One Sculptural Element oP oU oM
MISSING - SHOPPING LIST (PAGE 22) o UNDERSIZED - REPLACE NEXT - PRESENT - KEEP,

WORK OUTWARD

TOP THREE PRIORITIES (FROM THE HIERARCHY OF FIXES - PAGE 20)
Priority 1: - Priority 2: - Priority 3:
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PART 06 - THE RESOURCE VAULT 25 — COMPANION PRODUCTS

—— THE DECORDREAMR LIBRARY

One room, designed. Now do
the others.

The Living Room Codex is the first volume in the Room Codex series — six books, six rooms, the
same discipline applied to each. If your living room is now working but the rest of the home is not,
the other Room Codexes apply the same anatomy-and-layers system to the bedroom, kitchen,
bathroom, home office, and entryway. If you face a specific constraint — you rent, the space is
small, you just moved, the furniture is inherited, or you share the home with another person — the
Constraint Books address those.

The Budget Decor Blueprint The Rental Reset

FOUNDATION - $17 VOL. 81 - CONSTRAINT BOOK - $27

The general decorating methodology beneath The ownership-constraint book. The full system
every Codex. If this codex is the living room's for damage-free decorating, deposit protection,
anatomy, the Blueprint is the body's anatomy. The and the renter's toolkit. Apply this codex inside the
foundation for every room. constraints of that one.

The Small Space Codex ATHER

VOL. 83 - CONSTRAINT BOOK - $24 THE MASTERCLASS - $19

If the living room is under 600 sqft, the size- The flagship DecorDreamr program. Atmosphere,
constraint book is the companion. Clearance math, mood, and the full design language. Read after the
sightlines, and the spatial discipline of small rooms are right.

rooms.

THE ROOM CODEX SERIES — $59 FOR ALL SIX (COMING)

Six Room Codexes — Living Room, Bedroom, Kitchen, Bathroom, Home Office, Entryway. Each $17
standalone. The full six-book series bundles at $59 — save $43. decordreamr.com/product/the-six-
room-collection/

THE FULL RENTAL STACK — $49

The Rental Reset + Budget Decor Blueprint + Small Space Codex. If you rent and your living room is
also small, the stack is the foundation. decordreamr.com/product/the-full-rental-stack/
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DECORDREAMR - THE LIVING ROOM CODEX 26 — CLOSE

—— THE RESULT

One room.
Designed deliberately.
Every time.

The rug is right. The lamps are warm. The sofa is in the right place.
The art is at the right height. The materials are edited to three. The
focal point is exactly one. The room is no longer something you
furnished — it is something you designed. And the next time you walk

in, you will know the difference.

01 02

THE ANATOMY THE ANCHORS
Eight elements, every great living room has all of Rug, seating, focal point. Three pieces determine
them. The diagnostic is the first move. whether the room works.

THE LAYERS THE LAYOUT

Three lights, three textures, one large art. The room Float the sofa. Build the triangle. Audit the traffic.
reads as finished. The free fix that changes everything.

What to read next:

The Six-Room Collection ($59) — all six Room Codexes
decordreamr.com/product/the-six-room-collection/

/ETHER ($19) — the flagship masterclass beyond codexes
decordreamr.com/product/aether/ DECORDREAMR.COM
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