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Alright here ill show you how to make simple curved ceiling | will load
common textures and drull_ruinsl_interior textures.

Ok ill make floor and 4 pillars (pillars will be DETAIL brushes; select them
all and hit shortcut CTRL+SHIFT+D)

So | have this now...
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Ok now ill make a brush out of caulk from 1 pillar to another like this:
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Now ill rotate it once in y so | can make my square cylinder patch
properly...
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And now go under tab CURVE - PRIMITIVES -» SQUARE CYLINDER and you
will get your hollow square cylinder patch.

OK now rotate it back to position as it were on start,in Y rotate again and
place it in between two pillars. Like on picture bellow...
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Ok now when we have our cylinder on place now we want to lift middle up
so we get something like curved doorway.

While cylinder is still selected hit shortcut V and you will get your dots or
vertices...

Now go to the front view (ctri+tab) and hold down shift and pick one dot
in middle and keep clicking until you grab all middle vertical ones like
this...
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OK now when we have them selected release the shift button and drag the
dots upwards to desired height should look like this...
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Ok now apply some texture on it (ill use the same as for pillars: dlbasell
from drull_ruinsl_interior)

and clone the arch and rotate it and this way do the rest 3 arches.

Looks like this:
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Ok now when we have that done lets make ceiling on top of that...




So make one brush on top of that structure like this (be now in top view ;
ctri+tab)...

U unnamed. map * for Elite Force 2 - Filters: <None> E]@

File Edit View Build Map Misc Selection Grid Textures Region Brush Curve Terrain Plugins Help

| | | o
Game|EliteF0rce2 ﬂ Hestart...l E,"iﬂ| x[x|x§|v|.&|“'zlz|s|z§| |ﬂ|dﬁ b= | | ﬂ A g M @ ’EIE’E E||E|| N|%|E§Z|$’|

_QSDX‘\?B'PSFD -532 -76& -704 -640 -5S76 -S12 -44&5 -384 -320 -256 -132 -

532

HI=TES el ==
TES g =i 2 q

55 Fiog

540
== 0

=hd

s1= yis1 =

445 —

P

192

54

320

=
=)
=<
=
=

255 -
!
H=S12
(=2
192
125
=
(=2 !

N=F

! )
shit [ =Jfozs v oz seae v =N v =11 Reae| =[5 Fii | ®Fip | vFip || Cycles| Cap |Matual| Fit | set | o

¥ -160.0 w3520 z:: 0.0 -Origin'X:: -768.0 Yo 7BE.0 I 28 Grid:32 Far25 Lock:MF|  |Camera x:-853.0 v:36.9 z.272.0

And go under CURVE - SIMPLE PATCH MESH and leave it 3 by 3 as it is.
The see-able surface should be down if it isnt hit ctri+i (invert faces).
like this from down view and from top view...
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Should look like that.



Ok now while its still selected hit again V shortcut and go to front view
(ctri+tab) ok now pick firstly left green dot and hit ctri+g to snap it on
grid and move it on position that we need...
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and do like that with all end dots on all sides.




Ok now pick the middle one and lift it up to uper border of arched cylinder
like this:
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And now pick other middle one and lift it cca in 1/3 distance between the
first middle dot and upper curve border like this and do the same in side
view (ctri+tab):
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And now apply some texture on it and thats it (ill apply again d1lbasell).




Here is how it looks finished.

Note that top part you need to cover with something cause the ceiling

patch is transparent viewed from top
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Twisted pillar patches are simple to make.
You make on regular pillar and while in top view go under CURVES -
PRIMITIVES - and pick one of cylinders ill do the normal cylinder...
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Hit V shortcut to get your Vertex points showed up (I guess they are called
that way),go in front view (ctri+tab) and hold shift down and click until
you get all middle ones selected like this:




U unnamed. map * for Elite Force 2 - Filters: <None> E]@
File Edit View Build Map Misc Selection Grid Textures Region Brush Curve Terrain Plugins Help

| | | Go|

| Sl
(=t 3u}
=R =1
==
S 2
o]
192
6 =54
(R:-576 Zz:320)
) =00 an LT
2636 !
1492
CES ot
| =320 A
all —
i a1t i
=1 TR ' Texstures In us stirmate): [plemip 0 0 KB] [plemip 1: O KB] [ploniis
(o ISR b
n . sl .:
S e
lsa FE4Q
F128
Lt B
ri=1-1
l ya= [Z=0
L=5a Z.V:
shit H| [0z w[ =05 seae B[ =11 w[ =1 Roae[ =15 Ft | ®Fip| vFip|| Cydes| Cop |Matwal| Fit | set | 0
Wi -224.0 w00 z::160.0 Selection X 128.0 ¥ 128.0 Z: Grid:32 Far25 Lock:MF| (Camera x:-1250.2 v 4736 2176.0

Now when we have them grabed click few times (in my case 1 time) the Z
rotation and there it is our twisted pillar...
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Ok firstly make 4 brushes of same size (for this tutorial,its not a rule) like
this:
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And pick one piece and cut the inner corner with cliper tool under shortcut
X.
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and do the same procedure with rest 3 floor brushes. (Or alternatively
make one brush do the cliping and clone 3 parts and place them on their
places) so it look like this:
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Ok now make one cylinder in that cuted hole and invert faces (ctrl+i)...
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Go again under CURVE tab and hit option THICKEN so it looks like this and
resize the tube to fit in like this:
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Now only left is to fill in the remaining 4 triangled holes...

Now lets make one SIMPLE PATCH MESH for our holes;

Make one brush in my case 64*64*8 (x,y,z) and go under Curves and

select Simple patch mesh,pick 3 * 3 that's enough for what its needed.
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So now place the patch on hole...
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Hit V and now we get our dots again ok now tricky part but no varies ill
include a lot of pictures...
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then next one...



and another...
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Now apply the same texture on it as the floor (or any other texture if you
wish).

And make other 3 parts by clone-rotate procedure (clone with SPACE).
So now we done our top patches...

If texture dont looks good press S and hit NATURAL and then CYCLE
button until is aligned good...looks like this in end:
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(again if don't fits good in height window press ctri+g to snap it on grid
and place them nicely so you don't have holes between patches and floor)
Next you select all patches like on picture above clone them once and
rotate in Y...
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and place that group of patches on bottom side of the tube/pipe...
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And pick all floor brushes on top (without patches) clone and rotate in Y
and lower down and place them nicely...
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and we are done! Wasn't so bad isn't it?
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For more help you can go on this page:
http://bubba.planetquake.gamespy.com/mapping.html

Its for quake 3 but about 90% of things are same as for Elite force 2
(note: how to make portal dont works like that described there for EF2
in that | was interested but failed to make it in that way so dont waste

time.)

For this tutorial | used:
1.Uber Radiant 1.0
2.XnView
3.Paint.Net
4.0penOffice
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