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Due to the fact that Starfleet lacks new ships 
and designs, fleet command has decided to recruit 
new engineers. My current task is to write a 
manual for new engineers that will introduce them 
to the GTKRadiant, Starfleet's latest application in 
terms of Starship design.

When running the program for the first time it will 
ask you for the path to your design documents, in 
most cases that will be <<C:/Program 
Files/Raven/Star Trek Voyager Elite Force/>>.
It also shows the option <<Show Global Prefernces 
at Startup>>. You should uncheck that box, as it 
would slow down your building process.

When opening the Radiant, most engineers are 
overwhelmed by the complex-looking layout.

This can simply be changed by clicking on <<Edit-
Preferences-Layout>> and selecting the four-window-
layout

file:///C:/Program


After restarting the program, you should look at 
something like this.



In order to create your first, simple room hold down 
your left mouse-button and drag a box like shown in 
the picture below.

(Note: The camera view in the top left-hand box can 
be changed by clicking in it with your right mouse-
button and then moving your view with the arrow 
keys and by turning it with your mouse. You can 
scroll the other viewports by holding down your right 
mouse-button and moving your mouse. You can zoom in 
using your mouse-wheel)



Boxes like this, the <<Hardware>> of your ship are 
called <<Brushes>>. Right now this brush is solid and 
you can't enter it. To make a room out of this brush 
select it by holding down <<Shift>> and left-clicking on 
it and click on <<Hollow>> in the upper toolbar.

From the inside your room should look like this now:

The blue boxes on the walls indicate that there is 
no texture currently assigned to them. This topic 
will be covered later on.



Congratulations, you created your first room. In 
order to be able to beam into it, you have to position 
a spawnpoint. Right-click inside your room and select 
<<Info-Info_Player_Start>>. The red box that was 
created is your spawnpoint. Spawnpoints and other 
functions of your ship are called <<Entities>>. They are 
basically the software of your ship and include 
everything, from lights to buttons to doors.

To view your Results in Elite Force, you have to 
<<Compile>> your map. Click on <<Build>> in the toolbar at 
the top and then select <<BSP-Meta>>. If you have 
lights on your map later on, you should select <<BSP-
meta -vis -light -fast -filter>> so that Elite Force 
will use your lighting and not a global illumination.



Before compiling a new map, you have to name it, e.g. 
<<tutorial>>. Choose an easy name, since you will need 
it later on.

After the map has been compiled, which may take a 
while, open up Elite Force and open the console by 
pressing <<Shift+^>>. Type in /map (insert your name for 
the map here) and press enter.
You will now walk in a grey room with white lines.



Part 2: The first door

Since a starship has more than one room, we will 
open up the Radiant again to create a second room 
and a door.
To open your map, click on <<File-Open>> and select it 
from the list.

Select one of the walls and delete it by pressing 
backspace. 



Now create three new brushes to replace the 
deleted wall but leave a small gap for the door.

Select a smaller work grid by clicking on <<Grid-
Grid2>> or simply pressing <<2>> and create a brush for 
the door. 
To make the door move, select the brush, right-click 
on it and select <<Func-func_door>>.

Press <<N>> to bring up the entity's properties window. 
Enter the value of 270 for the <<angle>> key so that 
it moves <<into>> the wall.



Now, we don't want to step into the void so we have 
to build a new room. Or even better, we copy-paste 
the old one. Select all the brushes, press <<Ctrl-C>> 
and <<Ctrl-V>> and turn the room by 180 degrees by 
clicking on the <<z-axis rotate>> button two times.

Hold down your left mouse-button and drag the 
brushes into their new position.



Now we put a texture on our walls, not the door. 
Select all walls and press <<T>> to bring up the 
textures window.
Scroll down to the <<voyager>> folder and select the 
texture <<basic2>> or any texture you like.

Close the texture window and bring up the Surface 
Inspector bei pressing <<S>>. In this window you can 
adjust the fitting of the texture. We want all 
walls to show a fluid texture so we click on 
<<Axial>> which will paste the texture onto all walls 
in the same way.



Deselect all brushes by pressing <<ESC>> and select 
the door.
Bring up the texture window again and select the 
<<voydoor3z>> texture from the <<voygaer>> folder.

When you close the window you will see a door with 
an improperly fitted texture. Bring up the surface 
inspector again and click on <<Fit>>.



Now you have a beautifully textured door and can 
deselect the brush.

If you don't want to overwrite your previous myp with 
this one, click on <<File-Save as...>> and type in another 
name for the map.

Now compile this map using <<BSP-meta>> and look at 
the result in Elite Force.

In the next part we will talk about lighting a map.
Until then you should practice building rooms and 
doors.


