
 
 
 
 
Firstly, I would like to thank ProFantasy for hosting this tutorial on the RPGMaps Blog. Thank you! J 
 
 
 
Before we start, it is important that you fully understand what a shaded polygon is, and what it does.  If you are not 
already familiar and comfortable with the use of the Shaded Polygon (Angle by Edge) tool, I strongly recommend 
watching this excellent video tutorial created by Profantasy forum user Dogtag before you read any further. 
  

http://chronicles-of-arn.net/pf_maps_etc/examples_tips_etc/tutorials/CC3Plus_ShadedPolygon_AngleByEdge_Command.mp4


Setting up the CC3+ file 
 
1. Open a new file using the CD3A млллΩȄуллΩ Town template.  The background is green, and not particularly good 

for seeing the grid, which we will be using as graph paper.  So hide the background sheet. 
 
2. Create a new sheet called SKETCH right at the bottom of the list of sheets, and make this the active sheet. 
 
3. Right click the Grid button at the bottom right of the screen, and pick the 10Ω ƎǊƛŘΣ 1 snap option.  Select the 

finest dots as the Grid dot style, ok it and make sure the Grid and Snap are both turned ON. 
 

 
 
4. Set the Fill Style to Hollow, and the palette colour to black. 

 
 
Drawing a cross section profile of the dome 
 
5. Draw a horizontal line that is at least 20 grid squares long somewhere in the middle of your screen.   
 
6. Right click the Polygon button, and chose the Regular Polygon Tool. 
 



 
 
The command line will show a default number of nodes (6) ς the right number for the job. 
 
7. Start drawing the hexagon at the centre of the line, and stretch it vertically 10 grid squares so that the 

completed hexagon is point upmost and 20 grid squares tall from base to apex. 
 

 
 
8. Using the Regular Polygon tool again, type 48 in response to the number of sides prompt, press Enter, and start 

drawing a 48 sided polygon using the same centre point as before. 
 
9. Switch Snap OFF before you complete the polygon.   
 



10. Now judging by eye, and using the way the vertical line of the cursor cancels other vertical lines when it is 
directly over them, stretch the new polygon to exactly meet the side of the hexagon where the horizontal line 
crosses it.   

 

 
 

 
 
11. Switch Attach ON, and copy the line and both polygons, selecting the bottom corner of the hexagon as the copy 

origin. 
 
12. Attach the copy to the top left  corner of the original hexagon.  The lines will turn green where they are 

perfectly aligned, but the Attach button should make sure the alignment is perfect as long as you click 
somewhere on the edge of the original hexagon in the vicinity of that corner. 

 



 
 
13. Now delete both the hexagons, explode both the 48 sided polygons, switch Attach OFF, Snap ON, and draw a 

vertical line between the centre of the lower polygon and the side of the upper one.  This is the central axis of 
the profile section. 

 

 
  


