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1.  Foreword

     1.1 Who Wrote This and Why?



In this section, I am basically going to answer the question, "Who wrote this mess and why?  Well, it is by me, Lenny Evans (Titan).  It was written because I noticed something with all good maps… the author of them has taken the time to shade them to look realistic, instead of leaving it just "dark" or "light" and making the player use their imagination too much.  

     1.2 Characteristics of a Good Map

A good map (generally), in my opinion, changes the light palette several times in the level, and has many varieties of shaded "objects", such as windows, lights, fire places, etc... Not every one is exceptionally good at tags, but the maps that are the most interesting are not the ones with extensive tags, they are the ones that have aligned textures and good shading.  Another feature of a good map is light angles. If you have a light on the wall that stretches from the floor to the ceiling, don't just leave it as that.  Draw some lines from it at outward angles and make it illuminate something.  If you have a light on the ceiling, draw some sectors around it and make each one darker than the one before it.  This is probably common sense though.  Also, out side to inside shading… If you have an inside room adjoining an out side room by a window, make some light shine in through the window the same way as you would make a light illuminate something.  Even if it has a sloped ceiling… Oh, one last thing, some objects that cast shadows :)

2. Shading Technique

2.1 General Rules



This section is about the general rules to follow when shading your map to look realistic.  First, if there is no light affecting a room, then shade opposite sides opposite shades.  Second, if a room is adjoining a large lighted room, then the room should be slightly darker than the lighted room.  Third, any other room that is the same distance away from the light and adjoining the large lighted room, should be the same shade (basically) as the other adjoining room! Fourth, shading is not ALWAYS for realistic purposes. Yes, you heard me right… Some people think, "Well, I have a very bright room, and I can't tell where the right half of that pillar meets the left half, but even though it's easier to see when I make half of it darker, I can't do that because it's a "bright" room.  I can't make things darker."  That way of thinking is INCORRECT… Just because a room is bright or dark doesn't mean you can't make things different shades darker, or lighter for clarity of where you are.  If you don't do this, your map will end up looking like DOOM.

2.2 Light Angles

This is simple but some times can end up VERY complicated (sloped stuff).  Basically, if you have a light some where, make it shine onto something at outward angles, or if it is on the ceiling, make sectors around it that get darker gradually.  But I already said that, so now let's move on to the point of this section :)  If you have an out side area, pick a point for the light to come from… like an imaginary sun or something.  If you bend your map around a corner and "create" another imaginary sun, no one will know… you can have infinitely many (bad idea though!) So, if you have a light source, then it can shine through doorways, cast shadows from things, create entirely shadowed areas outside, etc…

3.  Changing the Palette

This is something that is pretty neat to do.  Change the color of the light that comes from some where… For instance, if you have a ceiling light, you make your sectors around it that get gradually darker like a real light, then if you want to make it a red light, change the palette of all of the "light's sectors" to red.  This includes the walls, every where that the light "hits" should be paletted red.  You may have to adjust the shade  again after making it red, don't be afraid to, it doesn't have to be the same shade it was…  Also, complete level, or almost complete level, palette changes make for a very awsome effect.  I saw this first in either aqua.map, or aqua2.map, I'm really not sure, but you should get both of them.  The best levels page at Map Faq Central at Duke World is where I got them, http://buildfaq.3dportal.com.  The entire below portion of the level is a blue color, like it's under water… because it is! :)

7.1. 4.  Tedious Sector Work

     4.1 Sloped Ceilings and Light

Sometimes you may have a light effect, or may want to create one that is in a room with a "cathedral" ceiling.  That simply means that the ceiling is sloped opposite ways from the middle.  For example, a fire place that has a fire burning in it, and the light from the fire place shines out across the room, floor and ceiling, and "hits" the wall(s) on the other side.  Now, usually, this is a fairly easy effect to create WITHOUT the slopes, except when you have many objects in the way.  But, when the ceiling is sloped, and you make your outward angled sectors coming from the fire place (the ones that get gradually darker) you may run into a problem.  Remember when you split a sloped sector it slopes the other way, and also remember that slopes have to be aligned to a wall.  Well, if you split the sloped ceiling sectors, then try to re-align the slopes to how they were, you will see that there isn't a line to align them to that is going the correct direction!  You can't move the "light triangles" because they are the light coming from the fire place, so you may have to shrink the grid many times and split the split sectors in the direction that you want the slopes to align to, then align them.  This isn't so bad with just the light, but then when you add objects in along with it, you have a real mess on your hands, but it is doable.  This makes for a very nice room to have in a level, mainly gothic though.

     4.2 Arched Window Halls



Small section, I just included it to say that a lot of windows with light coming through them the way I have described makes for a very nice view, however tedious it may be making that many windows, the arched kind I mean.  Also, this would mean that there is an inside room and an outside room, so the inside section's "window wall" (just the outer wall of the inside room) should be darker, the outside should be lighter, and the inside of the windows (the frame) should be in between some where.  This also gives the impression that the wall itself is casting shadows where the windows aren't.

     4.3 Stairways



Stairways with light going up or down them diagonally (or just up or down) look pretty good too.  This requires that you split the stair sectors in all kinds of weird ways though, and you still have to align your wall textures from splitting the steps, remember?  So, this is good for small staircases, but I tried a large one once and gave up!  Each step, if it's getting darker, should be a little darker than the previous also, so you are really almost creating a gradient, not really but you know what I mean, a two-way shade.

5.  Credits and Thankyou's

7.2. I would like to thank Ben Roffelsen for making his Aqua levels, even though he will never read this and has no idea who I am :)  Also, everyone in the Duke Editing/Hacking forum at Map Faq Central at Duke World, and of course, Ken Silverman and 3d Realms for making a wonderful game, AND 3d Realms again for mailing me the Build editor! :)  Oh, one more, every one who I ever made look at one of my maps! :)
