Working with Cylinders and other primitives/2003-12-14
Requirements:

· basic mapping knowledge
Cylinders can be used in a wide variety of Level design, they can make your map look rounder and maybe more realistic or futuristic, always depending on how the cylinders are used…

You can find a selection of various Cylinders here:
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We will start with the top 4, that are in effect only 2, but we will get to that later…

Ok now say we want to make simple round pillar, well all you have to do is make a brush the size of the pillar you want.
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Now with the brush still selected, just go to the menu Curve>Primitives and hit Cylinder, the brush should now have converted to a cylinder.
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That’s it really, now to the reasons of why use that function if that’s all I get out of it.

Well you can easily manipulate cylinders by hitting “V” you should now see that 24 pink and green squares have appeared along the corners of the cylinder.

Now to actually manipulate the brush, just mark individual squares or more at the same time by keeping ctrl pressed down. I am going to select all the 8 squares in the middle of the cylinder. Now you can move the squares in the 3d or 2d view, one thing to remember though while moving the squares in the 2d view, if you click on a square in the 2d view you automatically select all the squares behind or infront of the desired square in that specific view.

But anyway I am now going to move the squares in the middle to form a ) shaped cylinder.
Like this:
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With this “V”ertex manipulation you can achieve very nice effects, this is just one example of pillars you could make, you could also easily enough make the following.
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Just 2 examples of the endless possibilities…
The dense and very dense cylinders only give you more of the pink and green squares to play around with giving you the ability to make more comlex or interesting looking pillars.

For instance:
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And finally the square cylinder, also gives you pretty much the same options you have with a genuine cylinder, only that it is square, allowing you to make forms like.
[image: image8.png]=101}

H:
s B
EH

| & DEEE B0 X e Bl L sl el

| &I Eol 2 9l lv

~] Restat

== | R BT

Game|Eite Forcs 2

P i [ vFip || Cioe> | cop [Watwal] R [ s [T |0

Y

[Grid:0 Far13 Lock:MR | [Camera x:5.1 y:-46.9 2:48.0

<@ e

[OI0)C]

m
5
)|
g
=
&
$
]
ol 3
M3
3 s
|l
m| 3
=
¢

=l

[0z soske H]

oz v
x:-320 y: 00 z:320

[Brushes: O Entities: 0

Shift H.

Aiston] @ wikv...| S wses,.| YaoL




All cylinder forms have open ends as you can see when you build them and especially when in game. To close up the openings you can just mark the cylinder in question and hit “cap”, you can find cap either in the curve dropdown or in the standard task bar[image: image9.png]=101}
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.
Texturing Cylinders:

Mark cylinder choose your texture from the menu, and voila.

Getting the texture to look the way you want sounds easier than it is. If you just texture it the size will usually be much too big for your needs, you can try and hit ctrl + n but this usually just ends up screwing your texture up completely.

So as for patches, you will need to fiddle with the cylinder size and retexture, till it looks the way you want then rescale it to the size you originally intended.

Texturing is a pain, so if you want to make it easy on yourself, use plain coloured textures, but you will get the hang of the right technique with practice.

That pretty much raps it up for cylinders.
Now to the further options of your primitives menu.

No1. Cone

The cone can be used to make an over sized ice cone or a big/small spike.

Create the same way as you would create a cylinder, so first make a brush and then hit cone. To get a simple result like this.
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The manipulating also works just as for the cylinders.
I.e. hit “V” and move those squares.

You could get a result like this.
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No2. Bevels

Bevels are a whole different story for themselves.

In effect what they are, they are rounded corners, you can use them to ither make roundish rooms, or archways.

Say we have a square room with 4 walls floor and ceiling.
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What we want to do now is make the corners all nice and round.

Well first put a brush in the corner we want to round off.
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Now select curve>primitives>bevel

The bevel will probably not be facing the right direction, so you will need to rotate it till it does. Another thing you might notice it’s round the wrong way.
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To change that, just go to curves and hit invert. Now you need to rotate the bevel round again.

Step one is complete.
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Now choose the wall texture to texture the bevel.

The texture will usually be out of scale, so ctrl + n.
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Step 3 if you will is very important, if you where to compile and play the map as it is now, you would ge ugly graphics errors at the corners of the bevel. To get rid of these, you should always put brushes with the common/caulk texture behind the bevel.

Like the 2 red marked brushes in the next picture. [image: image17.png]Fle Edt Vew BuldMap Misc Selection Grid Texturss

egon Brush Curve Teman Plugns Help

=101}

(6] bl 2= RISIRIB] Eo) v 9w s &l OiEE D@l XE el bl L5 e el

| I ——
N ey )

Les 20

f

+,

|
|
|

B[ XFip | v Fip || ek

oo (sl 71 [ 5o T I[

u,,+ tH ; a

stit {0 [0z V[0 =025 scae ufos =1 v[o5 =l Rowe @[5
%:216.0 y: 00 z:00 [Brushes: 7 Entities: 0 I

Bistart| @ wi...| Brsum.. | Jao | & Phoen..| & Pande.. | <o Lokaler.

[Grid:0 Far:13 Lock:MR | [Camera x131.4 y20.7 2:80.0 7

) pokum... | 55

D &« G R 1o

|[&2G





This should give you a nice round corner that looks just fine in game. Repeat all the steps for all other corners, and finished.
As I mentioned at the beginning, bevels can also be used to make archways.

To do make a wall and cut out the doorway you would like.
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Note that I cut the walls left and right of the door into 2 halves, I am doing this pre-emptively because as has been said before you need the common/caulk texture behind bevels. If you don’t understand yet, you will in a minute.
Ok, now to make the actual archway.

But a brush into one of the top corners, like this.
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Now if you only click curves>primitives bevel, you will see that the bevel is on the wrong side, this is because bevels are always created from the top view, so before hiting bevel you want to rotate the brush till the face we see as “front” now is on top. Like this.
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Now hit bevel and rotate the brush again till you have it where it originally was, remember you will want to “invert” the bevel again.

If you have something like this you did it the correct way
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Now we want to “cap” the bevel, like we learnt in the top part at the end of making cylinders, but if you hit cap you will see a window opens, that we havnt seen before.
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This window gives you a selection of how your bevel should be caped. The blue part is the part that would be caped, and for an archway like we are doing it, we want to choose Inverted Bevel and hit ok.
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Texture all 2 parts separately with the wall texture and hit ctrl + n. And half of the archway is finished.

[image: image24.png]Y

e

]
:

)

®

555
o> | cop [Natwal] R [ s [T |fa

[=1]

5
3
=
B
<
el

Dokum

5 | x| v

| & DEEE B0 X e Bl L sl el
=fs
o Lk,

Rotae]

wsh Curve Teran Plugins Help

| & -phoeni..| & pande.

[Brushes: 8 Entities: 0

| &I Eol 2 9l lv
b msum.. | a0

~] Restat

%00 y: 3120 22 176.0

rstan] @ v

Fle Edt View BuldMap Misc Selection Grid Textures Regon

== | R BT
 — — —|

Game|Eite Forcs 2




Mark the 3 parts of the bevel and copy and paste it to then rotate it and fit it in on the other side of the wall.

Now marvel at a wonderful archway.
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Now you should understand why we cut the walls in the first step, in effect it was only done to get the caulk texture behind the bevel from the start.
Finally, a quick example of what you can quickly make using Cylinders and cones.

A concrete Snowman.
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If you have any problems or comments concerning this tutorial, contact me via Email

flix_inc@hotmail.com

The whole tutorial is made by me, originally for eliteforce.com, but you may post it elsewhere IF you leave it unchanged and make sure to give full credit to me.

