Preparatory and Final Steps:
e Convert Phone Photo to Digital Linework
Grids in Photoshop
Blend Modes Reference
Photoshop to create rippl

Convert to Underwater Landscape

Rescaling for Printing
Create Clean Icons

1. Design:
1. Design Continent Map
i. Worldbuilding By Map (whole map design)
b. Coastlines
i. Drawing Realistic Coastlines
ii. Drawing Old-fashion tal Water
c. Dungeons
i. Isometric M ing Grids for Quick Dun n Design
2. Design City Map
a. Streets
i. Preliminary Town Design
ii. City Design Walkthrough
iii. More City Design Tips
b. Buildings
i. Drawing Buildings With Dynamic Brushes (rather rough)
ii. Pen Tool to draw H lean look

iii. Highlighting Featured Buildings (hand-effect)
1. Color:

a. Color Continent Map
a. Coastlines
iv. Edge Effects
b. Mountains

v. lcons, Mountains, and Aged Paper

c. Terrain
vi. Grassland (hand-effect)
Vii. ick Tr hand-effect

b. Dungeons

a. Edqge Effects (clean effect)
b. GIMP plugin for caves/dungeon walls (clean effect similar to above)
raw Fl ton hand-eff

d. Hatching for Dungeon Walls
c. Color City Map

a. A Quick City Map Tutorial


http://www.fantasticmaps.com/2013/01/converting-a-phone-photo-to-digital-line-art/
http://www.fantasticmaps.com/2013/02/grids-in-photoshop/
http://www.fantasticmaps.com/2012/04/lunchtime-tips-blend-modes/
http://www.fantasticmaps.com/2013/01/using-clouds-to-create-ripples/
http://www.fantasticmaps.com/2013/01/how-to-turn-a-map-into-an-underwater-landscape/
http://www.fantasticmaps.com/2012/01/tips-and-tricks-rescaling-maps-and-slicing-them-up/
http://www.fantasticmaps.com/2013/02/how-to-draw-icons-and-a-free-ship/
http://www.fantasticmaps.com/2013/05/worldbuilding-by-map/
http://www.fantasticmaps.com/2013/01/drawing-realistic-coastlines/
http://www.fantasticmaps.com/2013/04/drawing-old-fashioned-coastal-waters/
http://www.fantasticmaps.com/2012/01/weekly-tips-2-how-to-design-a-gatehouse-adding-grids-and-building-isometric-maps/
http://www.fantasticmaps.com/2013/03/how-to-design-a-town/
http://www.fantasticmaps.com/2013/01/city-design-walkthrough/
http://www.fantasticmaps.com/2012/02/more-city-design-tips/
http://www.fantasticmaps.com/2013/03/drawing-buildings-with-dynamic-brushes/
http://www.fantasticmaps.com/2013/03/how-to-use-the-pen-tool-to-draw-houses/
http://www.fantasticmaps.com/2013/04/highlighting-featured-buildings-shape-detail-and-contrast/
http://www.fantasticmaps.com/2012/01/weekly-tips-3-dungeons-using-layer-effects-stroking-walls-and-going-old-school-tsr-blue/
http://www.fantasticmaps.com/2012/01/a-week-of-mapping-tips/
http://www.fantasticmaps.com/2012/04/how-to-draw-grassland/
http://www.fantasticmaps.com/2012/02/how-to-colour-quick-trees-for-rpg-maps/
http://www.fantasticmaps.com/2012/01/weekly-tips-3-dungeons-using-layer-effects-stroking-walls-and-going-old-school-tsr-blue/
http://www.cartographersguild.com/automation-scripts-actions/2759-subterrainian-map-prettier-script-5.html#post66947
http://www.fantasticmaps.com/2013/01/how-to-draw-flagstones/
http://www.fantasticmaps.com/2013/04/dungeon-hatching/
http://www.fantasticmaps.com/2011/12/a-quick-city-map-tutorial/

Isometric/lllustrative:
1. Mountains
a. Cliffs
b. Mountains

c. Mountains ("arty")

2. Terrain

a. Swamps

b. Forests and Hills (draw and color)
2. Dungeon

a. Convert top-down to Isometric Dungeon
revi Isometri


http://www.fantasticmaps.com/2012/04/how-to-draw-isometric-cliffs/
http://www.fantasticmaps.com/2012/03/how-to-draw-isometric-hand-drawn-mountains/
http://www.fantasticmaps.com/2013/05/quick-mountain-tutorial/
http://www.fantasticmaps.com/2013/03/how-to-draw-swamps/
http://www.fantasticmaps.com/2012/04/how-to-draw-forests/
http://www.fantasticmaps.com/2012/01/weekly-tips-2-how-to-design-a-gatehouse-adding-grids-and-building-isometric-maps/
http://www.fantasticmaps.com/2012/02/how-to-colour-a-dungeon-map/

