How to create maps using Modo, by Buck_Compton.

 Below is a description about the process of creating maps for Close Combat using Modo, based on Buck-Compton’s experience.

Ok in the last post about this subject I explained you guys how to draw and render a building. Now what you saw there was very basic and limited. I have, with help of Koen and Jim been able to adapt the process to modo. 

My first step is to create a square which is the same size as the map on which the buildings should be rendered. then i select the top polygon hit M and call it basis. in the shading tab I add an image layer and use the image i wish to add. in the example's case it will be blue beach.
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Next step is to add all the necessary buildings turn and resize them if necessary to the correct position and make sure they are on the correct level on the map. With on I mean the bottom of the house is on the same level as the top of the basis. The example should show what it must look like.
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[image: ]
When all buildings are placed on to the map i select all the building. I usually do this by setting the view modus in wireframe and using the right click mouse lasso/rectangle selection tool. Next is to hit M and set a material for all the houses. This will be Huizen in my example (obviously Dutch for houses ;)).
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Next step is to add all the render layers as can be seen in the shader tree. I do need to note that some of these renders might seem useless at first but i found out some are quite handy when i run in to trouble with colour settings etc. (this is hard to explain without you ever having tried it)

[image: ]
Before you start rendering you need to do one more thing just to be sure. Select in the items list the directional light (light source) set its settings as to be seen in the example screen. This is what i found to be perfect for the houses i made and most representative for CC maps.
[image: ]

Ok now select the render tab at the top of the screen. Go to the Shading tab and select the render ball at the top of the list. Set the Frame settings as you wish them to be. I usually use about the same pixel size as the map is plus a couple of 100 pixels extra just to be sure. The next step is a bit up to your selves. The lower screen allows you to select the right angle in which you like to render. I set it to top view and make sure the entire map is completely in my view. Now i go into the items list and select the camera. Look in the properties menu for ‘Sync to view’ you will see the top half of the screen adapts itself to the same position as the lower one. Now you are ready for rendering. Hit F9 and wait for modo to finish the whole process. The larger you made the settings of the render the longer you will have to wait. This step is also the one which uses a lot of memory.
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When its finished you will see a dropdown menu in the lower left corner. Right click this and select save layered image. This creates the PSD file you need for adobe photoshop. When you open this you will find all the layers necessary for the houses you need in this map. I’ll use the Diffuse shading (unshadowed as a basis for my house. The Shadow density output (2) as my lower shadow and shadow density output as my upper shadow layer. 

[image: ]
As you can see I still need to adapt the grey values of the render. This is something which I have planned for the holidays. I also plan to learn how to add roof textures in modo on to the polygons. I hope to be able to have a nice example of the finished product somewhere around Christmas

Cheers Buck_Compton
2016
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