===================================================================================
Basic Steps to Better Architecture, By Jason Otto 1/20/2005
===================================================================================
Purpose:
Creating a basic room is easy.  The basic room is a cube of some type with textures for the wall.  This kind of room however is boring to look at.  Some simple steps can create a much more interesting room.
===================================================================================
Step One:
	Create a basic room like the room shown here.  This basic room is fine for beginning a mission but lacks enough detail to be used in a final release.  Detail is not hard to add to this basic room
	




===================================================================================
Step Two:
	Using a second brush at the floor level the room can be split into an upper and lower half, this will make the room a bit more interesting to look at, but still not good enough.
	




===================================================================================
Step Three:
	Two things have been done for this screenshot.  first columns were added to the corners of the room.  This was done by making two overlapping sets of air brushes.  The middle set defines the far wall and the insides of the columns, the outer the front of the columns and the outside wall, with texturing it appears as if columns are present.  This method saves brushes over making the columns with solid brushes.  Secondly beams have been added to the ceiling.  On all the beams the textures should be rotated in the correct directions, this has not been done yet on all these beams.
	




===================================================================================
Step Four:
	The ceiling has been further improved by the addition of diagonal beams to break up that space.  These beams only look good when the textures on them are aligned properly such as in this screen shot.
	




===================================================================================
Step Five:
	The floor also can be improved.  Because of the way the walls were produced using two airbrushes to create the beams on the end the floor also has two pieces.  Here the outer portion has been textured in cobble stones and the inner portion in wood, the wood in the middle portion is rotated 45 degrees to improve the look of the hall.
	




===================================================================================
Step Six:
	Light is an important part of the mission design.  The torches shouldn't be mounted directly on the wall, its better looking to create a frame for them such as in this screen shot.  The frame is created by placing a solid brush on the wall and an air brush inside it.  In this a torch can be placed.  If the recess is deep the torch can cast interesting shadows.
	




===================================================================================
Step Seven
	Next the addition of a doorway to the left.  The door is made like the torch frame, with a brush on the outside that is solid and inside that is air.  This allows the door to have some kind of support and adds a bit of dimension to the hallway.
	




===================================================================================
Step Eight:
	The final touches are now in place.  A banner on the end wall decorates the place and provides nice cover for the addition of secret nooks or hidden buttons.  The guard stands at the ready in front of the next room to be built.
	




===================================================================================
Application:
Any room that you build should include these basic types of steps to make the room more interesting.  There is no excuse for building a mission full of simple cube rooms without any detail besides some banners and furniture.  Architecture in DromEd should appear real and believable.
