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

Last modified: 16-01-2009, by Gandwarf
In this tutorial we are going to further expand sineall village that we created in part 1.
We are going to add a bridge, granary and moredsous

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

= House drawing tool

= | = Open symbol catalog

]

= Sheets and effects

= Changing Width of entity



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

» Make sure you have turned off the effects as ithtnmgake editing our village slow!
To turn off effects, click on the “Sheets and efffdoutton.” and make sure “Activate
Sheet Effects” isn't checked. Now cli€d.
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When we left part 2 of our tutorial we were here:
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Bridging theriver...

* Right now we have village that is divided by a riv&/e are going to bridge that river,
so that villagers from both sides can shake hands.

» For this bridge we are going to create a new drguool.

* Click the “All city drawing tools” button.

» Click Advanced

» Scroll down to “Road, dirt”, select it. This timgon’t click onOk, but click onNew
(by first selecting “Road, dirt” we are copying @éd settings for our new tool)

» We are going to create a new bridge tool for oweselFirst you'll have to enter the

name of your bridge tool. Name it something likeitiges”

Save Current Settings As ... &]

Road, Dirt

* Click OK and you will get something like this:
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* Now we have to change a few settings. Make suresi@k” is “Open” (a bridge is
a straight line, so we don’t want it to be a closatty).

Custom drawing tools E|
Shle: Ciraw method
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T ool name:
Bridges Macro command
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Eity Tree
City /sl 10° Drawing aids
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City Wwiall 3
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* Click Properties

Custom tool properties f'5__<|

[™ Use cument properities troughaut ~

[~ Use current colar | J
Use colar: ’7 -~
‘width B
* Use fill style
r 'I;racti-on N | CD34_Ditt 1 =l
ap Border:

Layer Line style

|ROADS x| |5 =l
Shest

|ROADS Help
Leave blank to use curment sheet
Cancel | ok, |

* Set the “Width” to “Use current width” (this way wean use a variabele width for
the bridge)

» As you might remember we copied a dirt road toal ae want a stone bridge. So
we are going to change the texture that is uséd twr bridge. The fill style is



currently “CD3A_Dirtl”. Lets change it to “CD3A_Stel”. That is a nice, grey
stone texture.

Custom tool properties

X)

[ Usze curent properities throughout .
[~ Use curent colar | J
|dse calor: -
~ Ii
Width
o+ Usze curment width !
* Use fill style
" Fixed: Ii
Fraction of |ED3&_Stone 1 ﬂ
- Map Border:
Layer
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» City Designer 3 has dozens of standard fill stgled you can experiment with
them in this way.

* The last thing we need to do is put the bridge diffarent SHEET as effects are
added to sheets and we need to add some effatiaki® it look like a bridge.
Change the “Sheet” to “Bridges”.

Custom tool properties §|

[™ Use curent properities throughout o

[~ Use current color |

Use colar: =
~ ’7
Width

* Use current width

& Uze fill ztyle
" Fined:
Fraction of |CD3.-’-\_St0ne 1 j
£ tap Border:
Layer Line style
|RO&DS = | Solid -]
Sheet

|BF|IDGES Help
Leave blank to uze current sheet
Cancel | )8 |

* Click OK.

» After clicking OK again we are asked if we want to save the settDigsosSeYES

* We have now created a bridge tool that we canaseetite a road with a variable
width.



* We are going to use this tool to create a bridgh wiwidth of 5 (the same width as
our main road).

* Click the “All city drawing tools” button.

» Click Advanced

» Scroll down to “Bridges”, select it and cli€X.

* Near the top of the interface you'll see this baito
W

» Click on it to change the default Width of the @nti

Line Width Settings

Lire width far niew entities: |5|

IF wou zet a line width greater than zero, the outline
rathier than the interiar of the shape will be filled.

k. I Cancel | Help

» Enter “5” and click orOK

* Now draw the bridge between our roads by clickingooe side of the river and then
the other. Right click to end building the bridge.

» It will look like this:
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* If you turn on the effects at this point the bridggust a grey entity. It has no effects.
We are now going to add them.

* Click on the “Sheets and effects” button.

* By creating this bridge we have created an enitthe BRIDGES sheet. Sheets are
like layers and we need to give the BRIDGES shetbrrect place. As you can see
the BRIDGES sheet has been added last in the list:

Drawing Sheets and Effects El
Sheet Status [~ Activate Sheet Effects
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Hide &l 4
[~ Redraw on 0K Help

» Let’s move the BRIDGES sheet to just above the RGAlDeet. To be able to edit this
screen we need to check “Activate Sheet Effects”.

* Now, select the BRIDGES sheet by left clicking tmname.
» Keep clicking theMove Up button until the BRIDGES sheet is just above tiAR

sheet.
Drawing Sheets and Effects E|
Sheet Statuz IV Activate Sheet Effects
[ Auto hide all sheets except current and COMMON -
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* The sheet now has a good place in the order. livaidd have placed the BRIDGES
sheet above the ROADS sheet it would mean any nwadkl be drawn on top of our
bridge. We have placed BRIDGES below ROADS, meattiedoridge we be drawn
on top of our road.

* Now we are going to add some effects to the britipke sure you still have
BRIDGES selected and click éwd



x)

Add effect

Adjust Hue!S aturation

Bewel

Bewel, Lighted

Blur

Dizplace

Drop Shadow

Edge fade

Edae Fade, Inner

Glow

Itmer Gilow

RGE Matrix Process

Screen Border

Spatial Matrix Process

Testure Owerblend

Testurize

Tranzparency

Wall Shadow

Wwhall Shadow, Directional

"Wall Shadow, Paint Light Finalize
WWall Shadow, Paint Light Setup

» Select “Bevel”. This will add a bevel effect to durdge (make it look like a button
with some darker and lighter edges).

Edit filter settings

Fararmeters
Length
Strength (%] 30
Invvert colors ||:|
Fade [0-5) 0

Cancel

* Change the settings to:



Edit filter settings

Parameters
Length IE—
Stiength (%) El
Irwvert colars |D
Fade (0-5) o

|
|

| Cancel

|

* | changed the “Length” to 2 as | don’'t want the eslgf my bridge too big.
Click OK
Lets add another effect, a blur to soften the lariddpit and make sure the edges aren’t

too jaggy.
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* Make sure you still have BRIDGES selected and aiciAdd
* This time select “Blur”.



Edit filter settings

Parameters

Blur radiuz

Cancel

* Change the “Blur radius” to “0.5”. That way onlgmall part of the bridge is blurred
and not the entire area.

Edit filter settings

Farameters
Blur radiuz |':'-5
|
|
|
|
|
| Cancel
|
e Click OK

» If you click OK again the effects will be turned on.
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* As you can see the bridge now has some lightedaricer sides, making it stand out
of the terrain and giving it depth (the bevel).

» Don't forget to turn off your effects now as we gang to continue editing our
village.



Expanding thevillage and creating a granary...

* We will now expand our village a bit by using theokvledge from tutorial 1 and 2. |
will add another road, some houses and some tvgemsap now looks like this:
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* Now lets add a granary, a building with a veryeliént shape.

» Click on the “House” button and use the settingsweWe are going to build a
wooden granary with a star like roof (note theatié#int house shapes you can select
here!).

Insert building

-~ Houze shape————— Fh:n:if twpe — Housesettings —————— [ Preview
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L ﬁ o @ 7 ShowCD2 styles
~Extra
- Sheet .
Help | Settings |
G i3
Car c [ | g BUILDINGS®
building
it Cancel | Ingert I




* Click onlInsert.
» Make sure your WIDTH is again back at 0.
WO

» Now draw your granary near the river (where theweser to quickly put out fires!).
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* Lets add some dirt underground to the granary ggest lots of activity there (people
walking around).

* Click the “All city drawing tools” button.

» Click Advanced

» Scroll down to “Square, dirt”, select it and cliGK

» With this tool we can create a small square. Bydedking in several spots you can
define it's shape.

* You might have to click the redraw button the mg&ar granary appear above your
dirt square.

Q

e My map now looks like this:
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Adding more symboals...

» City Designer 3 comes with hundreds of differemhbgls you can use in your map. |
am going to add a little extra to the inn (big dinb) we have created.

* Click on the “Open symbol catalog” button, an exptovindow will open.

* Go to the directory where you have installed Cagmp&artographer 3 and goto
Symbols\Cities\CD3\Bitmap B

* Open the file CD3B_Default.FSC

Symbol Catalog
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Deze computer

Openen

.’tg Bestandsnaam:  |CD3E_Default FSC

Miin Bestandstvpen: | CC3 Symbol Catalogs or PNG files | Annueren

nebwerklocaties
Help

il

* Under the button “Open symbol catalog” you’'ll sesvsymbols appearing. Scroll all
the way down to this Market symbol:

El

CL3B Market Stand

* There are actually more symbols in there, juskabic the little plus icon (above the r
icon in above image).
* You will now see more market stands:

» Lets click on this symbol:

ii -:tlifl || i || -

CD3E Market Star



* And place the symbol near the front of our inntingson its walls.

* Turn on the effects and the village should look likis:
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