STAB TBGK VOYAGGR CLITG FORCe
MAPPING TUTOBIAL

PER=ONAL Loc CHIGF CNGINGGR JAMGS APRIL
STARDATG 22.01.201

DUG TO THG FACT THAT STARFLGGT LACKS NGW SHIPS
AND DGSIGNS, FLGGT COMMAND HAS DGCIDGD TO RGCRUIT
NGW CGNGINGGRS. MY CURRGNT TASK IS TO WRITG A
MANUAL FOR NGW GNGINGERS THAT WILL INTRODUCG THGM
To THE GTKRADIANT, STARFLGGT'S LATGST APPLICATION IN
TGCRMS OF STARSHIP DGSIGN.

WHGN RUNNING THG PROGRAM FOR THG FIRST TIMG IT WILL
ASK YOU FOR THG PATH TO YOUR DGSIGN DOCUMGNTS, IN
MOST CASGS THAT WILL BG C./PROGRAM
FILesS/RAVEN/STAR TRGK VOYAGGR CLITG FORCG/ ».

IT ALSO SHOWS THG OPTION «SHOW GLOBAL PRGFGRNCGS
AT STARTUP». YOU SHOULD UNCHGCK THAT BOX, AS IT
WOULD SLOW DOWN YOUR BUILDING PROCGSS.

WHGN OPGNING THG RADIANT. MOST GNGINGGRS ARG
OVGRWHGLMGD BY THG COMPLGX-LOOKING LAYOUT.
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THIS CAN SIMPLY BG CHANGGD BY CLICKING ON «&DIT-
PRGFGRGNCES-LAYOUT» AND SGLGCTING THG FOUR-WINDOW-—
LAYOUT
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AFTGR RGSTARTING THG PROGRAM, YOU SHOULD LOOK AT
SOMCTHING LIKG THIS.
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IN ORDGR TO CRGATG YOUR FIRST, SIMPLG ROOM HOLD DOWN
YOUR LGFT MOUSCGC-BUTTON AND DRAG A BOX LIKG SHOWN IN
THCG PICTURGC BCLOW.

==

NoTe: THE CAMGRA VIGW IN THG TOP LGFT-HAND BOX CAN
BC CHANGGD BY CLICKING IN IT WITH YOUR RIGHT MOUSCG-
BUTTON AND THGN MOVING YOUR VIEW WITH THGC ARROW
KGYS AND BY TURNING IT WITH YOUR MOUSG. YOU CAN
SCROLL THGE OTHGR VIGWPORTS BY HOLDING.  DOWN YOUR RIGHT
MOUSG-BUTTON AND MOVING YOUR MOUSG. YOU CAN ZOOM IN
USING YOUR MOUSCG-WHCGCGL)



Boxcs LIKG THIS, THE <HARDWARG» OF YOUR SHIP ARG
CALLGD «BRUSHGS». RIGHT NOW THIS BRUSH IS SOLID AND
YOU CANT GNTGR IT. TO MAKG_ A ROOM OUT OF THIS BRUSH
SGLEGCT IT BY HOLDING DOWN «SHIFT» AND LGFT-CLICKING ON
IT AND CLICK ON «HOLLOW» IN THG UPPGR TOOLBAR.

T amame Smap™ =lees
File Edit View Modify Build Grid Misc Entty Bush Cuve Plugins Help

EH 4> k3 rkn FB Ba@d 008 w 559 » B BREE ®

DO B & %%

Translate Tool: translate objects and components x: 0.0 y:: 2400 z:- 264.0 Brushes: 6 Entities: 1 G:8 R45 C:A3 L.ON
- OE 7 g < dn@ @0 15

FROM THG INSIDG YOUR ROOM SHOULD LOOK LIKG THIS NOW:
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THG BLUG BOXGES ON THG WALLS INDICATG THAT THGRG IS
NO TGXTURG CURRGNTLY ASSIGNGD TO THGM. THIS TOPIC
WILL BEC COVGRGD LATCGR ON.



CONGRATULATIONS, YOU CRGATGD YOUR FIRST ROOM. IN
ORDGR TO BG ABLG TO BGAM INTO IT, YOU HAVG TO POSITION
A SPAWNPOINT. RIGHT-CLICK INSIDG YOUR ROOM AND SGLGCT
ANFO-INFO_PLAYGR_START». THG RGD BOX THAT WAS
CRGATGD IS YOUR SPAWNPOINT. SPAWNPOINTS AND OTHGR
FUNCTIONS OF YOUR SHIP ARG CALLGD «CNTITIES». THGY ARG
BASICALLY THG SOFTWARG OF YOUR SHIP AND INCLUDG
GVGRYTHING, FROM LIGHTS TO BUTTONS TO DOORS.

BT =
File Edt View Modfy Buld Gid Misc Entty Bush Cune Plugins Help

BH 4> 3k FB BaE 000 w 55 9Es » B REE ®

To VIEW YOUR RGSULTS IN CLITG FORCGE, YOU HAVG TO
«COMPILG» YOUR MAP. CLICK ON «BUILD» IN THG TOOLBAR AT
THG TOP AND THGN SGLGCT BSP-MCGTA». IF YOU HAVG
LIGHTS ON YOUR MAP LATGR ON. YOU SHOULD SCGLGCT BSP-
MCGTA -VIS -LIGHT -FAST -FILTGR» SO0 THAT CLITG FORCG
WILL USG YOUR LIGHTING AND NOT A GLOBRAL ILLUMINATION.
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BGFORG COMPILING A NGW MAP. YOU HAVG TO NAMCG IT. CG.
«TUTORIAL». CHOOSG AN GASY NAMG, SINCG YOU WILL NGGD
IT LATGR ON.
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AFTGR THGE MAP_HAS BGGN COMPILGD, WHICH MAY TAKGC A
WHILG, OPGN_UP CLITG_FORCE AND OPGN THG CONSOLG BY
PRGSSING «SHIFT+». TYPC IN /MAP (INSGRT YOUR NAMG FOR
THGC MAP HGCRG) AND PRGCSS GNTCR.

YoUu WILL NOW WALK IN A GRGY ROOM WITH WHITG LINGS.



PART 2: THG FIRST DOOR

SINCE A STARSHP HAS MORG THAN ONG ROOM, WG WILL
OPGN UP THG RADIANT AGAIN TO CRGATG A SGCOND ROOM

AND A DOOR.

TO OPGN YOUR MAP, CLICK ON «FILG-OPGN» AND SGLGCT IT

FROM THC LIST.

SEGLGECT ONG OF THE WALLS AND DGLGTG IT BY PRGSSING

BACKSPACC.
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Now CRGATG THRGGE NGW BRUSHGS TO RGPLACG THG
DCLCETGD WALL BUT LGCAVGC A SMALL GAP FOR THG DOOR.
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NCGLECT A SMALLGR WORK GRID BY CLICKING ON «GRID-
GRIDZ» OR SIMPLY PRGSSING «2» AND CRGATG A BRUSH FOR
THC DOOR.

TO MAKG THG DOOR MOVG, SGLGCT THG BRUSH, RIGHT-CLICK
ON IT AND SGLGCT «FUNC-FUNC_DOOR».
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PRG=S «{N» TO BRING UP THG GNTITYS PROPGRTIGS WINDOW.
CNTGR THG VALUG OF 270 FOR THG «ANGLG» KGY SO THAT
IT MOVGEX «dNTO» THG WALL.
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func_door_rotating
func_forcefield
func_group
func_lightchange
func_mover =

START_OPEN  the door to moves to its destination when spawned, and operate in reverse. It is used to temporarily or permanently close off an area when triggered (not useful for touch or takedamage doors).

x
CRUSHER door will crush

TREK_DOOR i set this door will have a reduced auto trigger volume

FACE if set, this door requires you to be facing it before the trigger vill fire
OVERRIDE i set, targetted daors wont wait untl they're clear before clasing
LOCKED if set, door is locked at spawn

\ADMIN_ONLY if set, door only opens for admins
CORRIDOR if set, door will have en even more reduced auto trigger volume

"model2” md3 model to also draw

"angle" determines the opening direction

“taraetname’ if set. no touch field vill be soawned and a remote button or trioger feld activates the door. =
[Jstart_open[Jx [ crusher (] trek_door

[lface [ override [ locked [] admin_only

[] corridor

angle 0

classname func_door

Key [angle

Value [270 |

I Clear Al I Delete Key ]
Direction Ouwp O down ® zaxis 0

Model [~]

Sound (o]

| Entties | Console | Textures

T s

Now. WG DONT WANT TO STGP INTO THG VOID SO WG HAVG
TO BULD A NGW ROOM. OR GVGN BGTTGR, WG COPY-PASTGC
THG OLD ONG. SGLGCT ALL THG BRUSHGS, PRGSsS «CTRL-C»
AND «CTRL-V» AND TURN THG ROOM BRY 180 DGGRGGS BY
CLICKING ON THG «Z-AXIS ROTATG» BUTTON TWO TIMGS.
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HoLD DOWN YOUR LGFT MOUSG-BUTTON AND DRAG THG
BRUSHGCS INTO THGIR NGW POSITION.
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Now WG PUT A TGEXTURG ON OUR WALLS, NOT THG DOOR.
SNGLGCT ALL WALLS AND PRGSS «T» TO BRING UP THG
TEXTURCS WINDOW.

SCROLL DOWN TO THGE «VOYAGGR» FOLDGR AND SGLGCT THG
TEXTURG «BASICZ» OR ANY TGXTURC YOU LIKG.

taspir

techtsoe_sf

torpedo
tos_incident

twintown
typedtex
ufpcouncil I
underground
upsilon2

floorilic flo0r2 floorzlic

ussbradbury

b voyager
warp_stars
warpstars
‘wash-doors
washington2
wedge
yager
yager_fix
yavin
zih_roof

| Entites | Gonsole | Tescures |

CLOSG THG TEXTURG WINDOW AND BRING UP THG SURFACG
INSPGCTOR BGI PRGSSING < S». IN THIS WINDOW YOU CAN
ADJUST THG FITTING OF THG TGXTURG. WG WANT ALL
WALLS TO SHOW A FLUD TGXTURG SO WG CLICK ON
WAXIAL» WHICH WILL PASTG THG TGXTURG ONTO ALL WALLS
IN THG SAMGC WAY.
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DESGLEGCT ALL BRUSHGS BY PRGSSING «CESC» AND SGLGCT
THG DOOR.

BRING UP THG TGXTURG WINDOW AGAIN AND SGLGCT THG
«VOYDOOR3Z» TEXTURG FROM THG «VOYGAGR» FOLDGR.

¥ Todures: voyager/ [=EEs

View Tools
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WHGN YOU CLOSG THG WINDOW YOU WILL SGE A DOOR WITH
AN IMPROPGRLY FITTGD TGXTURG. BRING UP THG SURFACG
INSPGCTOR AGAIN AND CLICK ON «FTT».
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Now YOU HAVG A BGAUTIFULLY TGXTURGD DOOR AND CAN
DESCLECT THEG BRUSH.

IF YOU DONT WANT TO OVGRWRITG YOUR PRGVIOUS MYP WITH
THIS ONG, CLICK ON (FILG-SAVG AS.» AND TYPG IN ANOTHGR
NAMG FOR THG MAP.

Now COMPILG THIS MAP USING BSP-MGTA» AND LOOK AT
THG RGSULT IN CLITG FORCG.

IN THE NEXT PART WG WILL TALK ABOUT LIGHTING A MAP.
UNTIL THGN YOU SHOULD PRACTICG BUILDING ROOMS AND
DOORS.



