City Designer 3tutorial: creating a small village (part 5)

Last modified: 17-01-2009, by Gandwarf

In this tutorial we are going to further expand eorall village. We are going to add some
farmland.

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 4 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 4 of our tutorial we were here:
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Fertileland...

Our humble village has grown a lot and dozens opfgenow call it home. What are
the people eating however? There seems to be mdafad. No crops that the local
lord can put a tax on. So in this part of the taove’ll add some fields.

City Designer 3 comes with one standard field t¥é¢ are going to create three extra
so we can quickly lay down 4 different types ofdge You should repeat the
following steps, until you have 3 extra field taols

1. Click on “All city drawing tools”
2. Click Advanced
3. Scroll down and click on the name “Terrain, Fielts’select it.
Custom drawing tools g|
Style: Draw method
|ED3 Bitmap & ﬂ * Path/polygon ¢ Sketch  Fractal Options
Tool name:
Terra!n, City Contour 2 A Macro command
Terrain, Contour 1 [ Use macro command |
Terrain, Cantour 2 —
Tenain, Figlds
Terrain, Fields 2
Tenain, Fields 3 sz Dutline Propeities |
Tenain, Fields 4 @ Clased  © Open
Terrain, Fields 5
Terrain, Fields test Dirawing aids
“Water
Wwhater, Default ¥ Restrict to map border
‘whater, Smooth
“Water, Smaoath, Dark I Front only on layer
whater, Smooth, HIGH
wiater, Straight Altach mode
“Water, Stream 10° Current zettings hd
whater, Stream 2'
Whater, Stream 25
Water, Stream 5' v Sample width:  |1.00000 Upd
MHew | Save | Delete | <4 Basic | Help | Caticel | QK. |

4. Click New to copy the settings of this field tool.
5. Name it “Terrain, Fields 2” (or 3 or 4!)

Save Current Settings As ... @

Terrair'u_. Fields 2

Cancel

6. Click Properties
7. Now select a different fill style as we want di#et looking fields.



Custom tool properties

x]

[ Usze current propeties throughout .

[ Use current caolor | |

Uze color; - -
~ li
Wiidth
" Uze curent width

* Usze fill style
{* Fiwed: IW d
Fraction of |ED3.-'1'-._E arth 1 j
* Map Border. CD34 Earth 1
CO34_Field
Layer CD34_Grass 1
CO34_Grass 2
['VEGETATION | CD34 Grass 3 E
CD34,_|Leather
CO34 Stone 1
Shest CO34_Stone 2
CD34_Tree
FIELDS CD34_water 1 |
CD3a ‘water 2
Leawve blank to uze current sheet CD3s, water 3
CD3B_Blue_Roof Bitmap :|
CD3B_Elue_Tiles Bitmap

oD CAkkls Demne 1

8. Change it to “CD3A_Earthl” and clicRK
9. Repeat step 1 to 8. At step 8 you select two midterent fills however:

e “CD3A _Grass3”
e “CD3A _Dirt2”

Continued on next page.



* Now we can go nuts by placing several fields.

» Click on “All city drawing tools”

» Click Advanced

» Scroll down and click on the name “Terrain, Fielts'select it. ClickOK.

* You can now place a field by connecting severahgzoand then RIGHTIicking to
stop. | have placed the field like this:
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* Now add more fields but also the other 3 types.
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* Now we are going to tweak the standard field effect
» Click on “Sheets and effects”
» Activate the sheet effects so you can edit themchiokl on the name “Fields”

Drawing Sheets and Effects [g|
Sheet Statuz [v Activate Sheet Effects
[ Auto hide all sheets except current and COMMOMN -
|CD3 Bitmap & |
Flemanme [0 COmMMOM - Entitiez not on any sh A
— (][] BACKGROUND F Mew | Save | Delete |
Add OO BACKGROUMWD CITY
= [ FIELDS
Delete EE ;‘-"SJEEFHWEHS Effects that apply ta...
i* [ i
CIC] BRIDGES Selected Sheet Whaole Drawing
Move Up | | OO waLLS DIKE
OO BUILDIMGS LOw B Edoe Fade, [nner
Move Down ] wWaLLS Add...
OO WaLLS TOP -
Shawal | |00 BUILDINGS Edit..
O s+MeOLS h
Hide &l Up | Down | _ Delete_|
[ Redraw on 0K Help | Ok |

Click on the name “Edge Fade, Inner”. This effeeikes the edges of our fields fade
away.

Click Edit

Edit filter settings

Parameters
E dge Width: E
Inner Opaciby: |'I oa

Outer Dpacity: ||:|

Cancel

* Change above settings to:



Edit filter settings

Parameters
E dge 'Width: 3
[nner Dpacity: |1 oa

Duter Opacity: |5|:|

|
|

| Cancel

|

(note: width has been changed to 3 and outer gptc0).
e Click onOK
* Now lets add an extra effect, a Blur of 1.

e Click Add, click on “Blur”

Edit filter settings

Parameters

Blur radiuz |1|

Cancel

« Make the “Blur radius” 1 and clicK

* Clicking OK again activates the effects for your map.



B E:\CD3 Tutorialexample5. FCW [HEE

File Edit Yiew Draw Tools Symbols City Info Help

| @T AT IR 118 | 5OWALLS [ [Poooomm [wi20r L BLONG (HOUSET) |LS: Seid | F: 5olid
a DEES FOoRR «% Seew OOE#zZeE I B @
A ey EEGE RO EY ‘°x‘ 4l
L Dptlnns ol M Unnamed view 3 !‘5’ [E3] - ﬁl
# e
5] T B
= A
B
e
9|l )&
& & N @l
" 88 = x
0 =i &
Pl )| @
2
o Al
P B
® = 2
[Sijael} #| X
| P Al el
036 Chimnev 1
“| &l [E]]
Conmand [EFFECTS] = i Dithe Snep | Atach | Locked

* We are going to spice up our map:

o | am going to lengthen the main road by placingadrnear both ends. | will
do this by placing another dirt road and conneetrtlwith my main road.
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* | am going to use our square technique to make tnthe roads that lead nowhere.
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* Asyou can see | used the same technique for dgaavsguare or dirt underground to
give the end of this road a smoother transitiotihéograss. It was rather abrupt before
that. | actually created three small dirt entit®s.e connected to the road and two
others unconnected.

* | am using this technique to make sure none ofoags end abrupty.

* Also I placed some more fields near the ends ofdhds.
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* Now it's time to add some more buildings (farms).

* Click on “House” and use these settings for soraéctied farms:

Insert building

-~ Houze shape————— Fh:n:if twpe — Housesettings —————— [ Preview
i* " : CD3 & Drefault |
= ﬁ o - CO3 A Default [rno frillz] =
e i CD3 A Gothic
= EI - CD3 & Gothic (na frills)
= e 2R CD3 A Mideast
’ C - CD3 A Mideast [no fnlls]
" F e Eﬂ CD3 A Thatch
¢ I . ED3 & Thatch [no frills] g
& ﬁ 2 @ ™ Show CD2 styles -
~Extra
-~ Sheet .
Help | Settingsz |
G 1
c oy o &/ o boe BUILDINGS”
building
it Cancel | Ingert I

* You can put houses on top of the fields, it's nolgpem. That way it will look like the
fields belong to that particular house.

* Here | have placed several extra buildings:
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Now put in some more vegetation by using the teples you learned in part 1 and 2.
Try placing the trees and bushes around the featdsnot on top of them.
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Added some more houses, fields and vegetation.
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* Turn on the effects. Some of the shadows don't logikt yet, | know. We'll fix them
in the next part of this tutorial.
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