
“Getting a Subterranean Look in CC3”  
By AnomieCoalition - http://drunkennerdery.wordpress.com/ 

I’ve made this little tutorial as a means of reminding myself of how to make a subterranean 

dungeon/lair/etc.  I don’t claim that this is the best method (or even a good one)…but it works for me 

until I figure out how to do it better.  Hopefully it is of some help to you.   As always, comments, 

criticisms, and suggestions are not only welcomed but encouraged.   

1.  Create Outer Walls 

a. The “Outer Walls” are those walls which adjoin the ground that surrounds your dungeon.  

(Dividing up rooms with inner walls can be done later on in the process).  You should spend 

a good deal of time making sure that you are absolutely happy with these since changing 

them later requires redoing all the steps in this tutorial.   

b. Once you have the shape set, you need to convert these walls into a path.  

i. Right-Click the “Dynamite”/Explode symbol on the left of your screen and select the 

“Line to Path” Option.  Click on your walls (a few at a time) and select “Do-It”.  Zoom 

in to make sure that your walls line up neatly and that there are no extraneous bits  

(These will mess up the multipoly process later on). 

ii. This can be a very long and painstaking process depending on the shapes you are 

using – but it is really important to get it right at this stage to save yourself more 

headaches later on. 
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2. Create Background 

a. The “Background” represents the ground that surrounds your dungeon.  Our goal here is to 

make it look like the dungeon has been cut out of that ground.  You should pick a fill that fits 

that role.   

b. Copy your walls and map border and move them to the side of the map.   

c. Multipoly the entire thing and set it to a new fill/layer/sheet. 

i. Make sure that you don’t have any odd breakups happening with your multipoly.  If 

you do, you need to undo the multipoly and double-check that your paths are lining 

up with no extraneous bits popping out at the intersections. 

d. The “Background” sheet will go below (in the list) your “Outer Wall” Sheet. 

e. Move the “Background” back to the original map image making sure that things line up right 

(helpful to use snap here). 

 

3. Create Background 2 

a. This is an optional step that may help you to create a more interesting and believable 

background.  (The previous Background sheet will fade into this one.)  This is useful if you 

want to have grass over a dirt background, or water over a stone background, or in this case 

– just a different shade of sandy dirt.    

b. Copy “Background” to a new sheet that goes below (in the list) your “Background” sheet. 

c. Give it a new fill that fits the role of what your trying to accomplish with his 2nd background. 

 

4. Create Base Floor 

a. The “Base Floor” is so that you can get a contiguous, basic shape of your dungeon floor.  

Later on you can add new floors on top of this one if needed.   

b. Copy your walls and move them to the side of the map 

c. Multipoly the entire thing and set it to a new fill/layer/sheet. 

i. Again…make sure that you don’t have any odd breakups in the multipoly. 

d. This “Base Floor” sheet will go above (in the list) your “Outer Wall” sheet. 

e. Move it back to the original map image making sure that things line up right. 

 



5. Settings (These will have to be adjusted to taste and scale of map) 

a. Outer Walls 

i. Bevel (Size =1, Strength = 50%, Invert = 0, Fade = 1) 

1. Goal is to be only able to see a small portion of top of the wall – Most of 

what you see is the bevel. (See close-up image below) 

ii. Glow (Black, Strength = 0, Blur = 7.5) 

iii. Glow (Black, Strength = 1, Blur = 2) 

iv. * Wall Shadow (Length = 8, Opacity = 50%, Blur = 2.5) (Not used here) 

1. This setting works in some maps better than others.  If you have the 

“Lighted Dungeons” (Issue 19 of the Annual) you may want to experiment 

with this instead. (That issue alone is worth the price of the Annual in my 

opinion).   

b. Background 

i. Bevel (Size = 3, Strength = 25%, Invert = 0, Fade = 5) 

c. Background 2 

i. Bevel (Size = 10, Strength = 30%, Invert = 0, Fade = 5) 

ii. Edge Fade Inner (Edge Width = 10, Inner Opacity = 50%, Outer Opacity = 25%) 

 

 



 

 

 

 

 

 


