Welcome to the mohaa mapping basic tutorials.
Instalation Mohradiant:
1: Start Mohradiant.exe
2: Go to [File] / Project Setting.

3: Follow the instruction bellow here.

s =

— Project zeftings | oK l
bazepath IYDure [3ame Fath
Cancel |

rapzpath IYDure kap Distory Path

autozave IYDure kap Distory Path

rehemd I

entitpdir Iu:u:u:le;" [DOMT EDIT]

modelmask I".tik [DOMT EDIT]

rnoddir Imain [DOMT EDIT]

— Menu commands

bzp BSF
bzp_Light
bzp_Light [fast)
bzp_Light [final]
bep_Wis
bzp_Mis [fast]

4: And press OK

5: And restart Mohradiant.
6: Go to [Edit] / Preferences

7: And follow the bellow instructions.



Undo
Redo

Copy
Paste

Find Entity / Brush...
Find / Replace Texture...

Map Info...
Entity Info...

Ctrl+Z
Ctrl+Y

Ctrl+C
Ctrl+Y

[ Preferences...

8: Make it the same as the picture bellow here.

[t

—Wiews / Rendenng
Camera Testuring
IE¥E = e )
20 e () 2 » || oy )
i (o i o Sl Fast Lo High
[ Update 20 During Maove v Testure Toolbar
Uze SGI OpenGL
F ELSJZQ_I,IIEDPEH [” QE4 update modsl ¥ Testure Scrolbar  Gamma: I'I
¥ OpenGL dizplay listz [ Testure Subset

— Mew functionality:
¥ Right click to diop entities

[7 ALT to Muli-Drag
¥ Snap Tweek to Grd
¥ Mouze chaser

Look Ahead: 256

I_
Texture Scale: I'I
I_

bodel Cull Digt; (512

v “wide toolbar

¥ Show Shader Testures

¥ Dion't Stipple Selection

Fiatation inc:

¥ Light drawing

[ Paint sizing info [~ Snap Camera In 20 Wiew [ Use Quake3 .map Format

¥ Light Fadiuses
[ Smooth Lines

Bruzh Scale Inc: IEI.25 Patch Shift Inc: |0.25

|1 3] Patch Scale Inc: |1 Dirop Height

[T Show Non-Shader Images W Models \Wirsframe in 5

[T Testures In 20 Yiew [ Use Tablet Settings

V¥ ‘“ertex editing splits faces

Feal Lighting Scale |2
|E4

[™ Don't clamp plane pointz
V¥ Auto zave every
¥ Shapshots

— Tool zettings / Stuff that wouldn't fit anpwhere elze

¥ Load last project on open

|1 1] 3: minutes

touse

i 2 Button
i 3 Button

[ Load last map on open

Status font size: I'I 1]

Prefab path: IPfEfahS'\

=]

Ilzer IMI path: I

=

Cancel |




Instalation MBuilder:
1: Start MBuilder.exe

2: Follow the instructions in the picture bellow here.

(B) MOH:AA Builder:

—BSP Option —Game Directory

I Change IYDure [Fame Path Change |

VIS Option Compiler Directory

Lhango
I S — | IMDhradiant Diztony Path Change |
==

tap Source Directary

IYDure bdap Fath Change |

Select *.map file

—LIGHT Option
I Change

“Batch File fallen_willage._church.map

fallen_willage._nazi_housze.map
"HAPROGRA™2\MMOHtoalz\MOH - fallen_willage.map

"HAPROGRA™24MOHtaols\MOH
"HAPROGRA>24MOHtoolz M OH
Copy "H:APROGRA™2MEAGAME"
cd HAPROGRA™ZAEAGAME ™14
"HAPROGRA™ZMEAGAME ~14ML

4|rrr 3

bOH:44 Builder made by: Sotilas Jane | FefreshMaps | Other Options | Build Mapl




Preformens:
Hit the Button Bto see the full map.
Hit the button Elagaim and you will not see the full map

Preview:

On:




Hit the button ﬂto sellect texture Preformens

Wireframe

Flat shade
Mearest

Mearest Miprnap
Linear

Bilinear

Bilinear Miprap

Trilinear

Preview:

Normal [Nearest]:

Fast [Trilinear]:




Hit the button Alto make some texture's masked
And hit the button ilagain to make some texture's no masked

Preview:

Masked.:

No masked.:




