City Designer 3tutorial: creating a small village (part 4)

Last modified: 16-01-2009, by Gandwarf

In this tutorial we are going to further expand enrall village. We are going to add a small
castle and some more houses.

Some important functions we are going to use atedihere and can be looked up if
necessary:

4

= All city drawing tools

Q8

= Zoom in or out

u = House drawing tool
=f | = Open symbol catalog
&

= Sheets and effects

S WATER/RIVERS . P:0.000 mm | ' 0"
= Change sheet, color, pen thickness or width tifyen

Q

= Refresh button



Now, lets open the map we madein part 2 of thetutorial...

* Open the last version of your map.

Make sure you have turned off the effects as itnngake editing our village slow!

To turn off effects, click on the “Sheets and eff§doutton.” and make sure “Activate

Sheet Effects” isn't checked. Now cli€X.

Drawing Sheets and Effects

Sheet Statuz
[ Auto hide all sheets except current and COMMOMN

[0 COMMOM - Entitiez not on any sh A
@ 0[] BACKGROUND
Add OO BACKGROUMD CITY
= OO FIELDS
W[ WATER/RIVERS
Delete DD ROADS
OO walls DIKE
Move Up | | OO BUILDINGS LOW
OO wiaLLs
Mowve Down| | ] walls TOP
OO BUILDINGS
Showw Al OO syMBeOLS
OO YEGETATION hd
Hide Al

[ Redraw on OK

[ Activate Sheet Effects

%]

*  When we left part 3 of our tutorial we were here:
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A local lord...

» The village has grown and a lot of traffic is usthg new bridge. A local lord has
been attracted and peasants and engineers aréuliidigig him a castle.

» The castle is going to be built near the bridgéhsd the lord can charge toll.

* This time we are going to use the standard linettodraw us some walls. First we
are going to change the sheet we are drawing tiity én By creating lines in the
standard WALLS sheet we will get some free effects!

» Click on the name of the selected sheet. In bebmavgple my current selected sheet is
“WATER/RIVERS”. This might be something else on yaomputer!

S WATERARIVERS . F:0.000 mm | W 0"
(this image contains: sheet, color, pen thickneskvédth of our entity)

» After clicking a new window opens.

Drawing Sheets

[ Auta hide all sheets except curent and COMMON.

O FIELDS A Bename |
OO WATER/RIVERS

OO ROADS £dd |
OO ERIDGES

100 WALLS DIKE ﬁ
][0 BUILDINGS LOw

0] wisLLs %
OO0 WaALLS TOR hove Down
(10 BUILDINGS #
OO sYMBOLS | ShowAl |

Cancel | Help

* Check the first checkbox located to the left of WALLS sheet and cliclOK. You
have now told City Designer 3 to work in the WALEBeet.

* We are now going to change the color of the lineaveegoing to draw. Clicking on
the green colored button (this can be another @ioyour computer, depending
which color you have selected last!) brings up aumehere you can pick your color.

Select Color. Pz|

EEEE "EEEECEEEE [

HN EEEEEEEEE =
ANEEEEEEEN Cancel
EEEEEEEEE N —
EEEmEmE e

Define Calar

HEEEEEEN T
| [ [ [ [ Blend 16 Colars
HEEEN
(T TTT T Use Default PAL
=========== Save Custon PAL
ENNEEEEEEN Reload Custom PaL
EEEEEEEEEEe =
[ TTTTTT T Selected: 251
ENEEEEEEEN




» Select a grey color (I have selected number 25d ciok OK
» Set the width to 2 by clicking the width button.

* Your interface should now look like this:

[ 5o walLLs [ [ roooowm [we2or |

* Click the line button on the right:

/

* You can now start clicking in your map and createadl by connecting two or more
points. It will be created in the WALLS sheet, lmaced grey and have a width of 2

* Create a boxed in square by clicking 4 times.

* Your map should now look something like this:
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* Now if we turn on the effects we’ll get the freelleffects!
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» | think the wall shadows are a bit too long howegerwe are going to tweak the
effects of the WALLS sheet.

* Click on “Sheets and effects”
» Check the “Activate sheet effects” button, so yan edit the effects.

e Click on the “WALLS” name to select it. You will geral effects that come standard
with City Designer 3.

Drawing Sheets and Effects

— Sheet Statu ¥ Activate Sheet Effects
[~ Auto hide all shests except current and CORMBON ICD3 Bitmap & LI
T m—— | [0 COMMON - Entities not on any sh A |
— O BACKGROUND il Mew | Save | Delete |
Add [ BACKGROUND CITY
= | OO FIELDS
Delste OO0 waTER/RIVERS = — Effects that apply to...
| O[O rOADS o r .
50 BRIDGES Selected Sheet ‘whole Drawing
Move Up | [0 waALLS DIKE
BUILDINGS LOW B
Move Qownl E WIALLS ﬂl
[ WaLLS TOP Glow = .
Shaw 41 | C10] BUILDINGS Wl Shadow, Dy, _Edt. |
OO svWEeoLs ] - .
Hide &1 | Up | Down | _Dekete |

I Redraw on OK

Help




» Click on the name “Wall Shadow, Directional” toeslit. We are going to edit it, as
that effect is creating the shadows for the walls.

» Make sure you have “Wall Shadow, Directional” sedelcand clickedit.

Wall Shadow X
Length: | ] 4 |
Opacity [%]: 0 Cancel
Elur R adiuz: |2

[v Usze Global Sun Direction

:

* Let’s tone down the length to for example 8.

Wall Shadow x|

Lenagth: |B | oK |
Opacity [Z]: a0 Cancel
Blur Radius: |2

[v Usze Global Sun Direction

—

* Click OK

» Click OK again to turn on your effects.
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* As you can see the walls now cast a smaller shaBome of the buildings in fact cast
a smaller shadow. We’'ll change that later.

» Turn of the effects, as the local lord wants somaegto live!

* Click on the “House” tool and use these settings:

Insert building

~Houze shape —Fh:ntif tpe | Housesettings | | Praview
= = r ﬁ ~ B EDSAEIas&l _ A!
£ £
= ﬁ: ~ N CD3 & Default [no fills)
I F (G CO3 A Gothic
: i - CD3 & Gothic [no frlls)
i ﬁ " Ef___."l CD3 & Mideast :
: p . CD3 A Mideast [no Frlls] %
& ﬁ L @ [~ ShowCD2 styles
—Extra
- Sheet .
Help | Settings |
5 1
c 1y [ | g BUILDINGS®
building
5 Cancel | Inzert. I

* Click Insert and create a large, rectangular building inside yealls.



E:\CD3 Tutorial\exampled. FCW

File Edit View Draw Tools Symbols City Info Help

| @T. 3911 8721810 | 5 BUILDINGS [ [Poooomm [w:zor L BLONG (HOUSE 1) | LS: Soid | F5: S0l
AN NEeEds Feobhk «» Sa9%m ONE¢EeE ) ey
28 o9 EmsE-gusEQ x a
;ﬁi g Dptions Lol M Unnamed view Q4
R BE (=R |
¥ % f—r SR
| =l
B
Palli=i
o £ 4
& A g
= 7|
1 S| &=l
# |
2 @
pl|E: Al Q)
» 1
B AlA
& £ X
Pl pqllo]
¥z 1) B
Housz Shape 1 [Rectangular] first point [TAB - switch type, E<Extension, C=Caornection]: E_I Grid | Ortho | Snhap | Attach | Locked |

Don’t worry that you might still be working in tAR&ALLS sheet. City Designer 3
knows you want to place a building and has chatigedheet to BUILDINGS.

| % BUILDINGS [ [roo0amm w20

Lets add a small gatehouse on top of the walls.

Click on the “House” tool and use these settings:

Insert building

~Houze shape 1 Fh:ntif tpe | Housesettings | | Praview
i I - CD3 & Clazzic |
E ﬁ £ - CO3 & Clazzic [no frllz] ]
i £ CO3 A Default
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—Extra
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5 Cancel | Inzert. I
[ ]

Click Insert and create a small, rectangular building on tofnefwall where you
want your gate to be.
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Now lets add some towers.

Use the technique taught in the first three tutetia open the symbol catalog with the
trees we have been planting. It also containsttiver:

Click on it. It will start at size 1 and that wlobably be too big for your castle. We
can increase or decrease the size by holding <C@N'PRand moving our mouse up
and down. In this case | want to set the sizeparticular value however.

So after clicking on the tower symbol, but befol&cmg it, click RIGHTmouse
button. The scale window pops up.



Symbol Parameters

Scale kare

i,

Finizhed

Set normal

[ Independent = and ' -
Firrar

Ratatian

Yalue:  (0.00000

[+ Smart tracking

Align to edge

did

Help

[ Disable smart symbols

» Set the scale to something smaller. I'll use 0.8000

Symbol Parameters

Finizhed

Set normal

[ Independent = and ' -
Firrar

Ratatian

Yalue:  (0.00000

[+ Smart tracking

Align to edge

Help

did

[ Disable smart symbols

* Now start LEFT clicking to place your towers whgoei want them. By using above
technique you can have different sized towers] pilaced four towers with the same
size.
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e Lets add some stables.

* Click on the “House” tool and use these settings:

Insert building

- Houze shape = Fh:n:if twpe — - Houze seftings — Preview
iy - : CD3 A Gothic |
= ﬁ o - CD3 A Gathic [ho frillz) ._.
e i CO3 A Mideast
= ﬁ - CD3 & Mideast [na fills)
I F ¢ CD3 A Thatch
? C - CD3 A Thatch [no frillz)
- F I Eﬂ CD3 A Wooden
; I . ED3 & Wooden [no fnllz]
& ﬁ 2 @ ™ Show CD2 shyles
~Extra
-~ Sheet .
Help Settingz |
G 1
cir cE/l R buldng | |BUILDINGS"
it Cancel | Ingert I

(we are creating some wooden stables)

* Click Insert and create a small, rectangular building on toghefwall where you

want your stables to be.
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» Lastly, lets add some dirt to the ground near #epkas that area will be used a lot by
the inhabitants (the lord and his entourage).

* Use the square technique explained in part 2 ayfdl8s tutorial and create a dirt
underground like this. You might have to click tieéresh buttor @

B E:\CD3 Tutorialexampled. FCW
Fie Edit Yew Draw Tools Symbols Cy Info Help

| @T: 7411 1518 81411 118" | 5 ROADS [ [Poooomm [w:zo®  [LROADS [ Ls: Solid | F5: CD38_Din1
DEFHE FORR e+ Se4n ODOBHAEE ] \@u LY
ol B e P B ER o af
& Dpnans.. Lol M Unnamed view o @l
Ed B B
| &
N 2=
L £ A
vd Hjel
% | =
7] Sl
# 1
2
B Al
» &
B Vail Wl
] | X
¥ Al @
CO3B Chimney 1
| i ;r|7
Folygon: Fist point [E - Edi) =i| G Ditho Snap | Atach | Locked

» Etvoila, you have given the local lord his own &incastle. This will attract even
more people, because there is a promise of sagegyih times of troubles.

» Place some extra houses like we learned in pdrtiedutorial to make our village
bigger.
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e Turn on the effects.
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