GTKRadiant 1.5 Mapping Tutorial v2
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1. What’s Different


Right now, you are probably asking the question, “What is different in v2?” Ill tell you: I have learned a bit more about mapping, and now I can explain things easier. And, through helping a person for 3 weeks with a map, I have found out that my first tutorial was missing A LOT of important things.

1.1 Why?


I am making this tutorial because 1.5, in my opinion, is better than 1.4. There are almost no tutorials for 1.5, and this one should not only help the people with 1.5, but also promote mapping more.

2. Legal


Legal Stuff. You DO NOT have my permission to distribute this document without e-mailing me first.  You DO NOT have my permission to edit this document without e-mailing me first. Although this file, I assume, has been virus checked by www.jk3files.com, I will not be held responsible for any virus/worm that my damage/destroy your computer/its information. MAKE SURE YOU SAVE YOUR FILES!! I WILL NOT be held responsible for any lost/damaged information. Some of the definitions/techniques are not the same as seen in other tutorials. I will not be held responsible for any information you might find offensive/complicated. I am doing the best I can. There may be differences between the different files of this tutorial “package”. I did the best I could to eliminate this. THIS MODIFICATION IS NOT MADE, DISTRIBUTED, OR SUPPORTED BY ACTIVISION, RAVEN, OR LUCASARTS ENTERTAINMENT COMPANY LLC. ELEMENTS TM & © LUCASARTS ENTERTAINMENT COMPANY LLC AND/OR ITS LICENSORS.

3. Credits
I DO NOT hold ALL the credit for this tutorial. Here are the people I would like to thank for my knowledge, and people who have “beta tested” this tutorial:

· www.jk3files.com for hosting this file.

· Microsoft for letting me use this text editor.

· Rich Diesal for his extreme mapping tutorial, which can be found at http://www.richdiesal.map-craft.com/tutorials/index.html.

· http://www.pcgamemods.com/5-0-0-3200-1.html for letting them host the only video tutorial for mapping with GTKRadiant. The credit for that tutorial is DaDosDude.

· Bubba’s mapping tutorial for providing information on using the Radiant family. The website can be found at http://bubba.planetquake.gamespy.com/mapping.html.

· My friend Ataro for “beta testing” this tutorial, and providing information on how to build it.

· People from www.map-center.com, for providing information, and “beta testing” this tutorial.

· My friends from JSU, for “beta testing” this tutorial. 

· www.qeradiant.com for the download of GTKRadiant 1.5.

· MOST IMPORTANT!!: Anaconda. He was in MAJOR need, and he thoroughly told me all the stuff that was missing from my tutorial

4. Setting up GTKRadiant 1.5

4.1 Setting up after download


Well, not that hard. Just select next in the setup wizard. I did not use custom install. You can if you want, but you don’t need to.

4.2 Setting up for mapping


Yes, you need to. When you start up GTKRadiant 1.5, you will see something that is called Global settings. Select Jedi Academy, and click ok. You can enable logging if you want. I have no preference on that. Then, when GTKRadiant actually starts up, you need to select the “proper” view. Go to edit, then preferences (also known as edit>preferences (I will be using this format through out this tutorial)). Select Interface, then layout. Click the “3rd” button to the right. Restart radiant, and you will have this view. This is the view that I find the most useful. I will be speaking about this view through out this tutorial.

4.2.1 Setting up for Multiplayer


Odds are, that you will be mapping for Jedi Academy Multiplayer. In the current setting, you are mapping for Single Player. This format WILL NOT work for Multiplayer. To change it, go to file>project settings. Select Jedi Academy (if you haven’t already), and then select Jedi Academy Multiplayer. If the fs_game is highlighted, select the MOD you are mapping for (probably JA+). If it is grayed out (like it is for me) just leave it alone.
5: Tools


Here are some useful tools if you are thinking about becoming a serious mapper. They are:

· GTKRadiant 1.5 (from www.qeradiant.com) (their latest version)

· Pakscape (if you are thinking about distributing you file. You need this to turn you map into a pk3 file.)

· Photoshop, Gimp, Paint, etc. (any of these will do. You just need a picture-editing program. This is if you are thinking about making your own textures (which I will define later)

· Gmax, Milkshape 3D, or any other model making program (this is if you are thinking about making models for your map)

· A copy of this tutorial

What I’m saying is that the only things you will need to map are GTKRadiant, and this tutorial. The rest are “toppings” on the mapping “cake”.

6: Basics

6.1 Basics of GTKRadiant 1.5


Well, now that you have set up GTKRadiant, you need to know the basics of it. In the view you have, there are 3 “wire frame” views. I’ll call them the 2D views. They are in the top right, bottom right, and the bottom left. Though out the tutorial, when I refer to the “top right view”, I am talking about the actual view of on the screen. If you are wondering, the top right view is the top view. The bottom two are the side views. Now, the big gray view in the top right is the 3D view. The gray area is called the void. This is where your map will be. You DO NOT want the void to be showing from your map. 

(Want a full list of commands? See Chapter 11)

6.2 Movement


Moving is important, right? It’s really simple. In the 2D views, to move, hold down the right mouse button, and drag to move. Zooming in, if you have a scroll wheel, is also simple. You just move the wheel. If you don’t, don’t worry. To zoom in, press the delete key. To zoom out, press insert. To move in the 3D view, right click in it, and just move the mouse to rotate the camera. To actually move, press the arrow keys. To stop moving in the 3D view, right click again. Notice the difference: In 2D, hold down. In 3D, just click.

7: Building your first room

7.1 Actually making the room

7.1.1 Making the walls


Seven chapters to get to the first room. Wow. Now you actually get to build it. First, press the 4 button. I’ll explain later. Now, in the top right view, click with the left mouse button, and drag 1 small box (ill just call it a box) to the right or left, and then drag downward. You should see something similar to a red dashed line. This means that the brush is selected. A brush is the basic building material for the Radiant family. It is used for building walls, doors, tables, etc. After you have made your “wall”, you can deselect it by pressing the Esc button. To reselect it, hold down shift, and click the brush. You can change the dimensions of the brush by click on a side when it’s selected. You can move it by pressing in the middle of it, and dragging. To change the height, click on top of the brush in the bottom right view, and drag up wards. 


There you go. You have just made a wall. Now, you need to make three more of them. Just do what you did before. But, make SURE you leave the corners blank, like this: 
        It’s for graphical matters.

7.1.2 Making the floor/ceiling


EASY! Just go to the bottom right view, and click on top of your walls. Again, leave the corners blank. This is your ceiling. Just do the same thing for the floor. If in the 3D view, you don’t see the floor and ceiling, not a problem. Just go the bottom left view, and find a little square box directly below a wall. Select it, and drag it into place. Done!

7.1.3 Texturing


Texturing is putting a look on your walls/ceiling/sky. To place a texture, go to the textures drop down menu, and click it. All of the textures you can use are in the categories. If you have downloaded maps before, their textures will also appear here. Click one, and let it load. When it is done loading, press T (don’t do shift t, just press t. I capitalize it to make it stand out). There are all your textures in that file. Close it for now. Now, highlight all the walls you want to be textured with that texture. Then, press T again, and select the texture you want to texture the walls with. 

TADA!

Do the same for the floor

Now, the ceiling is a little different. If you want just a standard ceiling (no sky), just texture it normally. If you want an actual sky, you need to do this. Go to textures>skies, and click it. Now, get up, get chips, salsa, a soda, and a book. This will take a LONG time. When it is done loading (3-5 minutes later), open the texture window. Don’t select the actual picture. There will be a small box with the word sky in it. You want that one. It just looks better. In GTKRadiant, it will appear as the white box. Don’t worry, its supposed to. And, Done.

7.1.3.1 Fitting textures


If there is a texture that you want to cover the wall as you see it in the texture window, you need to fit the texture to the brush. To do so, press the S button (it may appear as a 5. S as in snake), then click the fit key.

7.1.3.2 Making your own texture


This is almost the holy grail of mapping. Making your own texture will make your map much better. To make one, first, open up a photo editing program, and hit new file. Change the file dimensions to the power of 2 (2 4 8 16 32 64 128 256 512 1024 etc). Then, make the texture you want. Save it as a .jpg. Next, go into your base folder, then the textures folder. Make a new folder, and name it your map name (no caps). Go inside there, and place your texture. In GTKRadiant, hit Flush and Reload shaders, and your texture should appear under the map name.
7.2 Spawning


Spawning is where your player actually starts. When he dies, then comes back to life, it is called respawning (for those of you who don’t know) When you are in Multiplayer mode, to spawn, right CLICK in the 2D window, and select info>info_player_deathmatch. Then, move it to where you want to spawn. AND there you go. You now you can play in your room...almost.

7.3 Compiling


Once again, annoying. A large map can take a LONG TIME to compile. Compiling (by my definition) is turning your .map into a .bsp so JKA can “read” the map. To compile, go to build, and select the first one. That is if you have just a room with a spawn point.

7.3.1 Compiling with Entities


I’ll explain what entities are later. To compile with entities, click the build type that has (test) in it. Click the last one. Experiment if you want. But this is the way I do it.

7.1.3.2 Making your own texture


I would like to thank map-center for this. They were very helpful in telling me how to do this. First, using a photo making/editing program, make a document with the side lengths to the power of 2 (2 4 8 16 32 64 128 256 512 1024 etc. (those need to be the side lengths)). Save it as a .jpg. Next, go into your base folder, then the textures folder. Make a folder of your map name. Then go inside there, and place your texture. Obviously, save your texture name as what you want.

7.2 Brushes


A brush is the building tool in GTKRadiant. It can make walls, doors, tubs, whatever. They are VERY useful, especially if you know how to use them well.

7.2.1 Detail Brushes


If you want a detail brush, select all the brushes you want, and click Ctrl + M. Nothing will happen to the brush visually, but you have just shortened the compiling time because the brush is invisible to the compiling process. DO NOT MAKE A BRUSH TOUCHING THE VOID A DETAIL BRUSH!! It will cause a leak in your map.

7.2.2 Brush Shapes


The normal brush you make comes in a rectangular prism. If you want to change its shape, click V if you want to manipulate the vertices, and hit E for edges. This allows you manipulate the basic shape of the brush. Now, lets say you want a Sphere. With the brush selected, go to brush, click sphere, and enter a value no bigger than 6. You can do this for cylinders, and everything else. If you go to curve, you can do many more things.

7.2.3 Rotating Brushes


Sometimes, you just need to make a brush angled. That’s easy. Just select the brush you want, click the rotate tool, and a ball should form around the brush. To move it, just select the axis you want to move it on, click and hold, then drag. It is very easy.

7.3 Spawning


It’s really hard to play in a map when you don’t have somewhere to spawn. To place a spawn point for FFA, right click, select info, then info_player_deathmatch. To rotate him, click the buttons at the top.

7.3 Compiling


Once again, annoying. A large map can take a LONG TIME to compile. Compiling is turning your .map into a .bsp so JKA can “read” the map. To compile, go to build, and select the first one. That is if you have just a room with a spawn point.

7.3.1 Compiling with Entities


I’ll explain what entities are later. To compile with entities, click the build type that has (test) in it. Click the last one. Experiment if you want. But this is the way I do it.

8: Entities

An entity (by my definition) is something that makes the map better. They include (but are not limited to):

Lights

Doors

Triggers

Etc.

To place an entity, right click, and select one. I will go into each basic entity (lights, doors, etc) 


To make it easier for you to make the entities better (and give a full list of available commands for that entity), put your mouse button up near the blue bar of the entity window. Your mouse should turn into a double arrow. Drag it down. That will make this MUCH easier.

8.1 Doors

A door is something a map needs. Whether they are triggered, automatic, or useable, they are needed. To make a door, make a brush you want to be the door. Right click, and make it a func_door. Hit N, and check up or down (whatever you prefer). If you want it to be activated when the player presses the use button, check player use.

(Want triggered doors? See 8.3)
8.2 Lights


To make a light, right click, select light, and enter a value. The bigger the number, the brighter the light. MAKE SURE TO PUT LIGHTS IN YOUR MAP!!! They are crucial. Lights will also cast shadows. When the light is selected, you should see some rings around it. The closest ring to the light is the range of the full brightness. (Want triggered lights? See 8.3)
8.3 Triggers


Triggers make everything better. To make one, first, make a trigger you want the player to see. Next, surround that brush with another, and make it a system/trigger. Next, while its selected, right click, and make it a trigger_multiple. Trigger_once is only used for entities that you only want to use once. Next, after you have your trigger_multiple set up, select it, select the thing you want to trigger, and hit Ctrl + K. SELECT THE TRIGGER FIRST, THEN THE ENTITY!

8.4 Platforms/trains


A good map needs at least one elevator. And if not that, then a train. But a good map needs at least one of those.

8.4.1 Making an elevator (func_plat)


First, make a brush, and texture it. Right click and hit func, then func_plat (from now on, I will say “now, turn it into a func_<whatever>”) Now, place it at the highest point that it is going to travel. From there, figure out how many units (not boxes, units) that it needs to travel. Easiest way: have your lowest point at 0, and use the ruler to figure out how low it has to travel (meaning, go up to the elevator). Once that is done, select the func_plat, hit N, and for Key: height. For Value: <whatever that number was>. Hit enter. That’s about it.

(Want an elevator that is triggered? See 8.3)

8.4.2 Making a moving platform/train (func_train)

I find this one a little more complicated. First, make your train. It doesn’t have to be in the position it will start it. Now, deselect it, and make another brush either in it, or on top of it (really close to the brush you want to move), and cover it with system>origin texture. Next, link these two together by selecting both of them, and pressing Ctrl+K. Next, make a path_corner by right clicking, and selecting path_corner. Next, select the origin brush, then the path corner (in that order), and link them together (Ctrl+K). Make more path_corners if you want. REMEMBER: first, select the platform you are going FROM, to the platform you are going TO. To make a loop, just link the last path_corner to the first.

(Want a triggered platform/train? See 8.3)

8.5 Cameras


These will make your map about 700 times better if you know how to place cameras. This is a camera with live feed of the area (it would be nice to have a secret room with a bunch of these overlooking the map. GTKRadiant 1.5 should have come with a camera shader. Go to textures, then camera. It will be all black. Apply that to the SURFACE (ctrl+shift+click) of the texture, then place a misc_portal_surface with in 64 units of it (the 64 is important). Next, place a misc_portal_camera, and rotate it to where you want it to point. The arrow will show that. Hit N, select the noswing box, and link the misc_portal_SURFACE to the misc_portal_CAMERA. After that, it’s done. YAY! But, problem: when you look into the surface, the camera is sideways. O NO! Easy fix: select the camera, hit N, and for Key, type roll, and for Value, put in any value. It will only rotate clockwise, so you just need to experiment a bit.

8.6 Teleporters


Teleporters are just that: they teleport you to where ever the mapper wants you to. That can be good or bad. To make one, make a brush, and make it a trigger_teleport (don’t texture it with a trigger). The brush will be invisible to the players, so make sure you make a wall or whatever behind the teleporter. Next, place a target_position where you want your teleporter to teleport you. Link the TELEPORTER to the TARGET_POSITION. Compile, and your done. To make it both ways, just have another trigger_teleport where your target_position is and vise versa. 

8.7 Liquids


Liquids. Lava, water, whatever. They are good. Here you will learn how to make water and burning lava.

8.7.1 Water


To make water, first make a tub or whatever where you want your water. Next, make a brush completely filling the tub, go to system, then caulk_water. Next, texture all the faces with a water shader. They can be found in the common folder, near the bottom. And that’s about it. Lava is almost as simple…almost.

8.7.2 Lava


Lava is just about as easy to make as water. Make a brush, texture it with caulk_lava, then texture the faces with a lava texture. That can be found in the common folder. But, you need the lava to hurt, right? Next, make a brush right on top of the lava, make it VERY small (you might need to change the grid size), and texture it with system/trigger. Next, while its selected, right click, and hit trigger_hurt. Hit N, type in dmg for the Key, and any number you want for the value. The number is how many health points they will lose a second.

8.8 Mirrors


A mirror is actually more simple than a camera. Texture whatever FACE you want to be the mirror with the camera texture. Then, place a misc_portal_surface next to it. Face the misc_portal_surface towards you. Compile, and you have your mirror. See, very simple

NOTE: You CANNOT make two mirrors facing each other to get an infinite reflection. The game will not function correctly then.

9. Adding a room


If every map ever created were one room, live would end. Adding a room is very simple to do, and is almost required in every map. There are two techniques to do so, and I will teach you both.

9.1 CSG Subtract


Even though this is what some people would call a “cheap” way to make a hole, it is quicker in my opinion, and if you want just a hole, it works perfect. First, make a brush the width and height of your door. Then length of the brush doesn’t matter, just that it goes through the part of the wall where you want your hole. Then, at the top, click the CSG Subtract button. Delete that brush, and you have a hole. Very simple. But what if you want a more angled door? Sure, you can angle the brush, but the next way is much simpler.

9.2 Clipping


Clipping is very effective if you want a very complex shaped doorway or hole. I will use some pictures to try to show this. Please not that the pictures are NOT consistent in size from one to the next. First, highlight all the walls you want clipped. For now, just do one. From the side view, it should look like 

Next, select the clipper from 

the top tool bar, and click two point where you  want one side of the door to be. Hit Shift and enter to cut. Let go of the clipper. Next, deselect the part of the wall that you DON’T want to be the door. It will look like 


Then, clip the WIDTH of the 

doorway. It will look like 


Then, clip the HEIGHT of the doorway.

That will look like 


Next, delete the highlighted part. Then you have 

your doorway. You can also clip on an angle.

10. Errors


Throughout mapping, you will encounter errors. Here are some I’ve encountered, and how to fix them.

SV: SetBrushModel_NULL

That one is easy to fix. Go into your map, and hit L. click the plus button. Zoom out on your map grid. Click each entity, until you find one that does NOT highlight anything. Delete that one. Simple fix

Vehicle extension (*.veh) are to large

This means you have to many vehicles. If you want them all, get japlus from jk3files.com. Otherwise, just delete the last vehicle you put in.


Those are all I can think of/encountered. If you have any questions, comments, thing I could do better. E-mail me at jpesh@wi.rr.com
Thank you.

