RUNETMAP.RU
   То, что необходимо знать про домики-проекты. Для порядку и контролю здания вписываются в кубы. Количество кубов под конкретный проект выдается администрацией, минимальный домик под застройку может получить даже домашняя страница:

runetmap.ru(com) INCLUDEPICTURE "http://www.pixmap.com.ua/images/_how_to_make_the_object.gif" \* MERGEFORMATINET 



     (не обращайте внимания  - наш дочерний проект)

     Естественно нужно знать размер кубов (мы расскажем вам и это):
[image: image1.png]Bnox
62 pixels

<l

Ky6:

62 pixels

<>

Pa6osan cemia (dparment):

Mlpuepst oGseamenu KyGos:

oo

FrrTTy

7 pixels

70KM KNAAYTCH BCTHIK ADYT K ADYTY,

pH STOM ey ABYMA 6TOKaMM N0 FOPHIOHTIN

€CTS MPOMEXYTOX B 2 INKCENA 417 HOPMATSHOTO
TIPWIETaHAA BEPXHETD i HXHErD 610KB




     Количество кубов выдается в зависимости от величины проекта (количества страниц)... Расположение будет по некой встроенной в проект уникальной схеме коррелировать с посещаемостью.

     Расположение проектов по направлениям:
Север (верх) - бизнес;
Запад (лево) - информация (в широком смысле);
Юг (низ) - развлечения;
Восток (право) - новости;
     (пока эта информация неактуальна)


     Формат изготовления картинок - gif в любой цветовой палитре можно с анимацией. Домик должен иметь прозрачный фон и красиво смотреться на траве, газонах, рядом с дорогами.


     Все украинские проекты по крайней мере могут участвовать. Администрация вправе предоставить лично домик нерасторопным, но великим проектам.

     Администрация располагает данными о пиксельных дизайнерах и может предоставить их услуги по тарифам 20-40 у.е. за иконку (если нужно нарисовать). Но также очень обрадуется - если вы домик нарисуете сами (бесплатно)!

     Ногами стучать сюда: 
Алексей Мась (www)
; alexey@mas.kiev.ua; ICQ [image: image3.png]
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1. Isometric Graphics

Isometrics Mathematically

The isometric view is based upon a rotated grid view view at an elevation. This gives a diamond shaped grid as shown below. It provides a three dimensional, perspectiveless representation of an object or objects and is particularly favoured for engineering models.
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Traditionally, the isometric view is based upon a 30° angle, however, on a computer screen this angle will give an irregular and messy looking diagonal line as can be seen in the diagram below. For this reason, an angle roughly equivalent to 26.565° is used as it creates a neat and clean line.
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Of course this magic figure of 26.565° is fairly useless when pixelling really. All you need concentrate on is the one up, two across principle of drawing lines. If however, you are trying to use a texture or something as an overlay without actually pixelling it isometrically, then this figure is important when you skew your picture to get it at the same angle.

The Two Types of Construction

There are two main methods for drawing isometric graphics as illustrated below. Type A (red) uses a three pixel line at the forward corners, and Type B (green) does not.
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Now, if you are only planning to draw a single object, then either method is fine, and I would probably favour Type A as it gives sharper and cleaner looking highlights and keeps the facets the same size and shape. However, if you plan on tiling objects or plan on placing them on a grid of sorts, then you should definately go with Type B as you will otherwise end up with ugly jagged looking lines as illustrated below.
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The three arrows point to some of the little glitches in what otherwise would appear as a straight line. With Type B however, there is no such problem and you get a nice clean edge. Likewise, a grid will consist of clean lines.
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There are of course several different options for shading, highlighting and outlining. The animated image below shows a few basic combinations. The decision of which to use depends on the style of graphics you are trying to create.
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Constructing a Grid

As previously explained, Type B is the best method for grid based or tiled isometric graphics. Now its fairly straightforwards to draw some diagonal criss-crossed lines at the right angles, but less obvious how this then tiles.
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In order to get a tile to tessalate properly, the black lines would only be used on two sides of each square (or diamond shape). The animation above hopefully shows how the actual tile shapes are produced for that grid. The animation below shows how this shape comes together when tiled. It is important to note that the left and right sides of the tile are two pixels high.
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This highly zoomed image should show the actual points of contact and the double height section on the left and right edges of the tiles that I mentioned.
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Below are a couple of images that you might find useful. One is a basic isometric grid, the other is a rectangular pattern which can be used as a pattern fill to create an isometric grid.
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Basic Shape Construction

The following are all examples of various shapes and block constructions:
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Circles are the trickiest part of isometrical images. Whilst a horizontal or isometrically flat circle is relatively simple, those wheels and upright circles are a lot trickier.

The top circle was simply drawn using the circle which can be used as a guide to pixel around. The side circles however, need to be drawn and then skewed to fit the face as the animation shows.

Changing a 2D Image to Isometric

It is important to realise that you can't just skew a 2D image to make it isometric, as a 2D image shows no depth, and simply extruding the image backwards after skewing it might not give the required results.
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Both of the above images could be representations of the smaller 2D view next to it.

It is also worth noting that simply skewing an image by 26.565° will not give a true isometric result. It will appear stretched.
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As the above image shows, simply skewing an image will make the object appear streched. The bases of the middle diagram show that x1 > x2. The example on the right shows the mathematically correct version. In effect, the image has first been squashed horizontally, before being skewed, however it is often easier to just create some guidelines and re-create the image from them. Skewing will also tend to create unwanted antialiasing.

If you did want to still use a skewing method, you would first need to know how much to horizontally squash the 2D image by. To calculate the amount, the distance 'x' in the below sketh needs to be calculated.
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Now, to calculate the percentage you would need to horizontally squash by, divide this value for x by the original width (2) and multiply by 100.

1.7889 ÷ 2 x 100 = 89.443%

The Sculpting Method

One method, which can sometimes prove to be an easier method, is to use larger shapes and 'sculpt' out unwanted areas from them. Eg: the table below.
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First off, the table legs are marked out.
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The unwanted areas are then simply erased.
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The result thus far however is rather flat. The legs have no depth and appear paper thin. This is because you would see the other sides of each leg. These then need to be re-added.
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Finally, that red marker line is replaced by outine and highlight in keeping with the rest of the table.

[image: image37.png]



Colouring and Shading

So far, I have only shown the maths and basic construction with no reference to the colouring or shading used. However all the above examples will have given a good indication of how objects are shaded. Particularly the table example above.

For the typical 'comic' isometric style a dark or black outline is put around the othermost edge of the object. (not on the inner corners of it)

For a solid coloured object, there are four main shades used (and an outline colour is required). The lightest of which is used as the top edge highlight colour. The second lightest is used as the top surface, the other two are used on the different facing sides. On the table above, I have also used the second shade (top surface) for a highlighting along the corner edges of the legs. The lightest shade would have looked too bright for a 'shadowed' face.

As a brief example, I have just created the outline of an oddly shaped structure.
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Then, I have simply block filled the areas of it.

[image: image39.png]



Next, I removed the inner black lines and replaced them with highlights and occasionally a darker shade. Notice that I have only put a highlight line down convex corners. For the concave ones I have just used the darker of the two shades on either side.
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Then I added some windows as block colour, again, using a darker shade for the right facing sides.
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Highlighting was then added to the edges of the windows to give them a little depth.

[image: image42.png]



Finally, I added some grass around it for effect, and added a shadow on the grass.
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And, at actual size:
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Other Examples

The following image, taken from www.eboy.com shows some (slightly inconsistant) highlighting and shading. Notice that the right hand side of the van is in shadow, yet it is the left hand side of the person cleaning it which is in shade. However, the rest of the truck shows the minimal usage of colours, and clever use of the same shades for highlighting of other areas.
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Below, shows a sample screen from the Habbo Hotel site (www.habbohotel.com)
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Zooming in on a few sections from this, will show some closer detail.

[image: image47.png]




The above shows the use of the thin highligh line for inner edges.
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This shows the use of a black outline on the various objects to add emphasis to them. Notice that for the most part, the black is only used along the outer edges.
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In this example, also borrowed from www.eboy.com, you can see the use of other angled lines to create an irregular shape.
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