City Designer 3 tutorial: creating a small city (pat 8)

Last modified: 20-01-2009, by Gandwarf
In this tutorial we are going to create a smai}.cit

Some important functions we are going to use atedi here and can be looked up if
necessary:
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= All city drawing tools

= Zoom in or out

= House drawing tool

=H | = Open symbol catalog
= Sheets and effects

S:WATER/RIVERS . P:0.000 mm | W 0°
= Change sheet, color, pen thickness or width bfyen

Q
&

= Redraw button

= Erase button



Now, lets open the map we made in part 7 of the totial...
* Open the last version of your map.

* Make sure you have turned off the effects as itwnngake editing our village slow!
To turn off effects, click on the “Sheets and effebutton.” and make sure “Activate
Sheet Effects” isn't checked. Now cli€kK.

g Sheets and Effects

— Shest Status — Activate Sheet Effects
[ &uto hide all sheets except curent and CORBOMN
P o s [CD3 Bitmap & ~]
T | [0 COMMOM - Entities not on any sh
= (1] BACKGROUMND T e | Save | Delete |
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= OO FIELDS
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EE "T-.:"D.-'-"-.ﬂLEg DIKE ¥ Selected Sheet € Whole Drawing
Move Up | OO BUILDINGS LOw
OO0 waLLs
Move annl O[] walLs ToP Add..
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Shaw Al | 00 SYMEOLS Ed... |
OO YEGETATION ol
Hide Al | Us | pown| Bette |
[~ Redaw on OF Help |

* When we left part 7 of our tutorial we were here:
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Placing wall-sharing buildings...

* When we left our city it was only an empty husk.wWNib's time to start filling it up with
buildings. Real estate prices inside the city waltsuld be especially high during the
Middle Ages, so buildings would be crammed togethlaring walls.

* Make sure effects are turned off as we want tolide 8 see the roads without effects
(one of the effects is an edge fade, making thds@abit smaller). Also zoom in quite a
bit, so you can clearly see the districts we hateside in part 7 of this tutorial.

B £:\CD3 Tutorialexample8.FCW [AEE

Fle Edit Yiew Draw JIools Symbols City Info Help
| @T: 423.81/2° 4619 916" | 5: BUILDINGS W [Poooumm [w:za | L:BLDNG [HOUSE 1] | LS: Soid | F5: Sold

DEHS FoRe «» teen OOEN2EsE ] |7 3}
B i

nnamed view

b LA LN
&

RN
X

CD3E Chimney 1

ol

3
| Houss Shape 8 [Foursided) it point (TAB - switch typs =i Gid Oitha Snap Attach | Locked

* Now click the “House” tool

* Use these settings as the first type of our buistin

Insert building

~Houzeshape 1 HDD} twpe | House setting: — Preview
@ & - CD3 A Classic [~
= it ~ CD2 A Classic (no fils)
' o CO3 A Default
i i | CD3 & Default (no fils]
= EH . CD3 & Gothic
s - CO3 A Gothic (o frillz]
" ﬁ i :_—E:'L CO3 & Mideast :
; S = | CD3 A Mideast (no fills) %
r ﬁ r @ [~ Show CD2 styles
~Extra
- Sheet .
Help | Settings |
G 1
ey o B i BUILDINGS"
building
: Cancel | Ihzert I

» Especially note the “House shape” | have seledhik is a freeform shape, meaning |
get more freedom for the shape of my house. Thig \@an easily create building
with diagonal walls for example.

e Click Insert



* Now start drawing a couple of buildings in one mistand line them up with the road.
Because of the special shape it should be quitetedsllow the contours of the road.
o Create different shapes and sizes.
0 Make sure you don't place buildings on top of thad. A small overlap is
acceptable, but not too much.
0 Keep spaces open for another type of housing.
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 Now we are going to add another type of housings TWay we will have different
colored buildings and it will make our city lookat more natural.

* Click the “House” tool

* Use these settings:



Insert building

~Houseshape | Rooflype— - Housesettings | Preview
@ " CD3 & Classic i~
= W o - CD3 A Clazzic [no frills] =]
(gl " CO3 4 Default
IFI EI_ -~ ED2 & Default [na fills)
c F - CO3 A Gothic
? e - CO3 A Gothic [no Fillz)
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. F @ @ I~ Show CD2 styles
~Extra
- Shest .
Help | Settings |
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Cancel | Insert I

» Again, note the “House shape” | have selected. iBrasfreeform shape, meaning | get
more freedom for the shape of my house.

* Now fill up the gaps in the district we have bedacmg houses in. It's ok if your
second type of houses overlaps some of the fipgstyWhen zoomed any side-effects
won't really show.
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More screenshots on next page...
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* Now repeat this trick for the other districts wevdaet aside.
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» As you can see my towers are looking a bit too tig,| will fix that later.



Let’s create a marketplace...

* Now let’s create a marketplace. It would probahgrtson or very near the main road
as that road will see a lot of traffic.

» Click the “All city drawing tools” button
» Click Advanced
» Scroll down to “Square Dust” and select it by kgftking on its name

* Click Ok

* Now we can create a small square. | am going tonpé on the junction of the main
road and the road to the keep. Like this:
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More roads, districts and fill them up...

* Now that we have a marketplace, a center for comenand business, we can
draw some more roads, leading to and from the nyaldae.

* Lets create some dust roads with a width of 3. th&ecustom road tool you
created in part 7: “Road, Dust generic Straightd don’t forget to set your width
to 3!

Wi 30

* It's probably a good idea to zoom out SO you canysrir entire city.
» | created another cobweb pattern surrounding myketplace and | also placed
two roads on the shores of the river.
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* Now using the technique we learned above let'sufillthose new districts. You might
want to place a few bigger shapes near the edgde aharketplace. Those might be
inns for example. Screenshots below!



E:ACD3 Tutorial\exampled. FCW
Fle Edit “iew Draw Tools Symbols City Info Help

| @T: 713 15mE" 725 916" | 5 BUILDINGS [0 [Poooomm Wizt | L BLDNG HOUSE 1] | LS: Soid | Fs: Soid

AN DEds Fobk «=» Sesn [OOEHIE S | |@E

BE 5y EWREBE-mLoEH Y

.EJ 15 Options.. Unnameed view Q

% .

i % TR
=l =l

fufi=

Z =
L 448
Pl e
% B il
) <1 = &=
# B ot £+

7| 8|

AlB

ME w8 L
|0 E
RN
XN

v| < ]
[ Hotuse Shaps 8 (Foursidsd) fist poirt [ =i| i Ortho Snep | Amach | Locked |

File iew Draw Tools Symbols City Info Help
| | 5 wiaLLs [ [Pao00mm (w2t [ LBLDNG HOUSE 1] | LS: Soid | Fs: Soid
an DEEsS Fokk «* Seeh OOE$NEE ] el
28 oy EREE-E=LlOER g 4
H iﬂ Unnameed view | g g
1 % T
i % o
| &l
23
=
ol 7 4| A
#| 2 A @l
% B8 = =
2] <1 S| s
# 1 ot I
@
Alal

CD 3B Default ve s
=

ME SR
D O E
R
@ XN

CO 3B Default v Tai

COZE Chimney T

| "]
Command [SAVE] =i| i Ortho Srep | Amach | Locked




Docks...

» The city is near a lot of water and it will sureglged docks. We are going to create a
custom tool for them.

» Click the “All city drawing tools”

* Click Advanced

» Scroll down to “Road, Dust 5 and select it bytleficking on its name.
» Click New

* Name your new tool “Docks”

Save Current Settings As ... @

LCancel

Save Current Settings As ... @
|Dnckd
Lancel
* Click OK

* Click Properties

* Now change the properties to this:



X)

Custom tool properties

[ Use curent properities throughaut 0

v Lze curent color | J

B -
Width &

* Use curent width

* Usze fill style
" Fixed:
Fraction of |S|:|Iiu:| ﬂ
L Map Border:
Layer Line style
|WATER/RIVERS | |Solid ~|
Shest

|DD|:|<5 Help
Leave blank to uze current sheet
Cancel | Ok |

Changes:

“use current color” checked
“use current width” selected
“use fill style” changed to “solid”
changed the sheet to “DOCKS”

© O 0O

* Click OK

* Choose to save the settings. You have now createas@m tool we can use for
docks.

» Click OK again and you can start placing your docks.

+ First make sure to select a soft brown color, warnt our docks to be wooden and set
the width to 3. Your entity settings should lodkelithis:

5: DOCKS . P:0000 mm | W 30"

* Now lets create a wooden dock along part of oureshteacing the sealine, like this:
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* Now let’s create a few piers where ships can dbgkysing the same tool and drawing
several lines like this:
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* Asyou can see | created docks with different lbagt
* Time to add some effects to our docks.

* Click on the “Sheets and effects” button.



*« Make sure “Activate sheets” is checked so that areedit the effects.
* First lets move the “DOCKS” sheet so that it isvanaover our roads.

* Click on the name “DOCKS” to select it. Now keejcking on theMove up button
until it's just below the “ROADS” sheet (meaning @TKS” will be drawn on top of

“ROADS”)
Drawing Sheets and Effects f‘5__<|
Sheet Status [+ Actvate Sheet Effects
[ Auto hide all sheets except curent and COMMON -
|CD3 Bitmap A& |
e [1 COMMOM - Entities not o any shoa
= L]0 BACKGROUND Mew | Save | Delete |
4dd OO BACKGROUMD CITY
= OO FIELDS
Delete O waTER/RIMERS Effects that apply to...
EE EBEE? * Selected Sheet ¢ *hale Drawing
1 C10] BRIDGES
OO walls DIKE
Move Down| | ] BUILDINGS LOW Add.
[ walLLS -
Show Al OO walls TOR Edit...
0 BUILDINGS “
Hide Al Up Diown | %

[ Redraw on OFK, Help | ak |

* Make sure you still have “DOCKS” selected and chald

* Add the following effects:

1. Bevel

Edit filter settings

FParameters

Lerath |1—
Stengthlzl |30
Irveert colors l'l—
Fade (0-5) o

Cancel |
|




2. Glow
Glow

tode

Calor

Options
Strength [0-8]):

Blur radiuz [O=none);

Cahizel

& Outside ¢ Inside

o

x]

—

1.00000

3. Blur

Edit filter settings

Parameters

Blur radiuz

Cancel |

* Now click OK to activate the effects.

Continued on next page.
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* Turn off effects.

* The docks should be a busy area, so lets create soaus leading to it. Use our
custom road tool and create some width 3 roads/ofiscan see in below example |
created a few squares instead of a cobweb paffbat's going to be our warehouse
district and | want it to look a bit more organis&bn’t worry if your road ends on
top of the docks, when you click “Redraw” the ragitl be drawn under it because of
the sheet order.
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Warehouses...

» The last thing we will do in this part of the tutdris create some warehouses.
» Click the “House” button and use these settings:

Insert building
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* We are not using the freeform shape as again we thhanwarehouses look a bit
more organised. By using the CD3A Wooden (no jrifiyle we will give these
warehouses a wooden look.

* Now draw several shapes, like this:
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» Click the “House” button and use these settings:

- House shape ~Foof type— - House settings  Preview
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* Time to add some stone buildings, like this:
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* Now we have several wooden and stone warehouse® 8bthe buildings could also
be taverns near the waterfront. Note that neamthterfront | placed the buildings
closer together. Also don’t worry about the grepaces between the buildings. It will
turn out all right!

» This is the end of this part of the tutorial, sodito turn on the effects and take a look
at our progress:
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