Madding, Mapping, Scripting, Tutorials

Mapping

UberRadiant Basics

Author: Christian Strahl

Genre: Mapping

Created on: 18/Jul/ 2007

Last Change: 22/ Jul/ 2007

Uniform Resource Locator:
http://forums.darkmatter-clan.com/?&board=28.0

INDEX

e Introduction: Contains background knowledge and a short introduction
e Tools: Contains information about the required tools

e Tutorial: The tutorial itself
[ J
[ ]

Tips and Tricks: Contains Hints
Credits: Gratitudes


http://forums.darkmatter-clan.com/?&board=28.0

Introduction

IMPORTANT: This tutorial is neither supported by the creators nor by the publishers of the respective
games. Use this at your own risk.

Setting up the UberRadiar).t correctly is your first step to work with that Program, else
you will be lost with the UberCrap Default Settings this Programm comes with!!!

First of all you need to know that the Radiant is not a 3D Modeling tool, it's a Level
Editor wich follows Game Engine Specified Rules, so it will have totally different
Features, and some Missing features wich you may know from such Modeling Programs.

The Radiant is freeware and although it is currently version 1.0, a newer version is not
expected to be released. Radiant has a few bugs wich you better get used to. The
Radiant likes to crash every time you have less Memory (Ram or Graphics Card Memory).
You also should never use CSG Substract.

Do not use the Sleep Function of Radiant, it will make the Radiant act strangly.

The following tools are required:
e UberRadiant
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Now switch to the tab "Display”.
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- "Light drawing” this will make the Radiant draw the light.
- "Update Lights on Slider Drag" this will make the Radiant to update the Lights.



At Distances/Scale fill in the following values:

- "Texture Scale: 0.5" this will scale textures on default to 50% of their Original size of
the Brushes etc.

- "Model Cull Dist: 2048" this will make the model currently being displayed as boxes ,if
your cam view is more than 2048 units away from the Model. The stronger your machine
is, the greater this Distance can be, if you have lag in the Radiant reduce this Number.
Leave the rest to it's standard settings, and focus now on the Area "Texture Window".

The "Texture Window" shows up if you press the T Key, from there you can select
Textures for your Brushes, Patches etc.

Select "Texture Window":

- "Texture Scrollbar” this will make a very helpful scrollbar appear on the Texture
Window.

- "Texture Naming Filter" this will make another very helpful filter appear, on which you
can type in a part of a shader's name and all Shaders which do not match the string you
have entered will be hidden.

- "Show Shaders" | do not know what this does exactly, but select it anyway.

Now fill in your individual Gamma Value at "Gamma”, | use 1.4 since this is the
difference between my Desktop and in Game Gama.

Now we come to some other but also very intresting settings you can do at:
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Coordinates: Shows the coordinate Information in the 2D View. The square Image on the
right side containing many Numbers shows you what I'm talking about. They are the Map
Coordinates; the Game Engine uses a Coordinate system to locate e
Entities, computing distances, etc.

Entity Names: Show the class-name of the entities in the 2D View. The
images below show you what the differences are, they are showing the
same Object, activating the Entity Names can make it easier to identify
Objects.

Models As Bounding Boxes Only: Disables rendering of the Models in
the 3D Cam/Preview, this can help on slower Machines to get the
Radiant faster and more stable.

Patch Bounding Boxes: This shows Patches as Bounding Boxes only, this can help for a
better overview.

Patches As wireframe: Displays Patches as wireframes only in the 3D Cam/Preview, this
can help on slower Machines or for a better Overview.

Render Sky Portal Background: This renders the skyportal in the background.

Selection Outline in Camera: This outlines the Selected Object, this can be helpful in
some situations.

Selection Tint in Camera: This tints the selected Object, the selection color you can
define at the Perferences at the tab - Colors.

Selection Size Drawing: Draws the Size Information of the Selected Object.

Textured Terrain in XY: Shows the Terrain textured in the 2D Views.

Thick Lines for selected brushes: Makes the Selection Line for brushes easier to see.
wireframe Models in 3D: Show Models as wireframe in the 3D Cam/Preview.

Under the Camera, you should disable Cubic Clipping, this will stop the Radiant from
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Tips and Tricks

You can temporarily Hide Objects in the Radiant View.
If you press H the selected Object(s) will be hidden in the Radiant View until you press
shift + H to unhide all Objects again.

You can Quick Save you Map
Just press Control + S and the Radiant saves your map.

You can Filter(hide) Objects

Filigyss Caog s O Coypraggis Eyis s Dgiis Eieuies Merie = Maiiiis ol plod=g s te=gin el

iegion  Brush  Curve Terrain Plugins Help

On the title-bar of the Radiant you can see what kinds of filters are currently active,
as you can see on the image above. Using the same key Combination one again will
disable the filtering again.

The following filters you can use:

Alt + 1 will filter all World-Objects.

Alt + 2 will filter all Entities. (Script Objects, Models, Speakers, Triggers, Chars, etc.)
Alt + 3 will filter all Patches.

Alt + 4 will filter all Translucent (water, movement clip, etc.).

Alt + 5 will filter all Liquids (like watter).

Alt + 6 will filter all Caulked Objects (This can help you at Caulking Brushes).
Alt + 7 will filter all Clip Contents (Clip all, Monsterclip, Movement Clip, etc).
Alt + 8 will filter all Path (Path for Chars/Script_Objects/Cams).

Alt + 9 will filter all Al Nodes (Information Nodes for Single Player the Actors).
Alt + 0 will filter all Lights.

Alt + T will filter all Triggers.

Alt + D will filter all Detailed (Detail Brushes).

Control + R will filter all Terrain

Control + P will filter all Portals (Area Portals)

Control + H will filter all Hint/Skip Portals.

Control + M will filter all Models.

You can invert the current selection
Select any Object and press ALT + | or go to Selection -> Invert Current Selection

You Can Merge Brushes
Select at least two brushes and press CONTROL + SHIFT + U

Now you are almost done, click on OK and restart the Radiant,
to ensure it saves your settings, this is very important.




Special thanks to all those who have helped me to learn those things:
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Very Special Thanks for spell correction:
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