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Modes

· Pointer – This is used for selection of brushes for a number of purposes. Hold CTRL for selecting or deselecting desired brushes. CLICK outside the red bounding box to deselect all brushes.

· Move brushes and entities to a desired location.

· When the green bounding points are squares the sides can be stretched.

· When the green bounding points are circles the brush can be rotated in 15-degree increments. Hold shift to rotate using 1-degree increments.

· (map view) CTRL + CLICK adds a brush to the current selection. Using this on a brush that is already selected removes it from the current selection.

· (3D view) SHIFT + CLICK will select the texture of the brush chosen.

· (map view) SHIFT + DRAG overrides the green bounding points for moving small brushes.

· (map view) CTRL + SHIFT + DRAG duplicates the selected brush (es).

· Camera – This is used to adjust the 3D view to look at a desired location in your map. Both the camera (red circle) and the end point of the yellow line can be manipulated.

· CTRL + CLICK creates a new camera.

· SHIFT + DRAG moves the camera while maintaining its direction.

· CTRL + SHIFT + DRAG duplicates the selected camera.

· Zoom – This is used to zoom in or out of an individual map view.

· LEFT CLICK zoom in.

· RIGHT CLICK zoom out.

· Paint – This is not really a mode but a single operation. When the paint button is selected the currently selected brush (es) are painted with the current texture.

· In face mode this will paint the currently selected face(s) with the current texture.

· Entity – This is used to place entities in the map. When this mode is entered the entity options box will be enabled. Select the entity you want from the drop down list.

· CLICK to place the current entity selection from the list in the map.

· HOLD SHIFT + CLICK selects an entity in the map.

· HOLD SHIFT + DRAG moves a selected entity.

· Brush – This is used for the creation of the all mighty brush in Tread. This is probably the most important because you would not have a map without it. The brush or model that will be created will depend on the current selection in the object drop down list.

· Brushes – CLICK + DRAG will create the current brush. Sometimes the brush will be drawn with one side being equal to zero. This is a degenerate brush and will create an error message. If this persists try creating the brush in a different view.

· Models – CLICK will create the current model. No dragging is required for this operation.

· Face – This is used for manipulating the faces of brushes in Tread. This mode is important because it helps in aligning textures for the proper aesthetic quality in your map. There is a limit on the number of faces that can be selected at one time.

· (3D view) CLICK selects a face.

· (3D view) CLICK + CTRL adds a face to the current selection.

· (3D view) CLICK + SHIFT selects all the faces of a brush.

· (3D view) CLICK + SHIFT + CTRL adds all the faces of a brush to the current selection.

· Vertex – This is used for the manipulation of individual vertices of a brush. A vertex is where two or more line segments meet. 

· Move brushes and entities to a desired location.

· The green square points can be dragged to stretch a vertex. Note: Dragging certain vertices together can create a degenerate brush.

· (map view) CTRL + CLICK adds a brush to the current selection. Using this on a brush that is already selected removes it from the current selection.

· (3D view) SHIFT + CLICK will select the texture of the brush chosen.

· (map view) SHIFT + DRAG overrides the green bounding points for moving small brushes.

· (map view) CTRL + SHIFT + DRAG duplicates the selected brush (es).

· Clip – This is used to clip a brush. Be aware that this is similar to carving and you can clip brushes to the point that they are geometrically illegal. To use this you must select the brush first in pointer of vertex mode and then switch to Clip mode. A clip operation is synonymous with slicing a brush with a knife.

· CLICK + DRAG a clip line across the section of the brush to be clipped. The white dashed line shows the parts of the brush that will be removed.

· After a clip section has be designated by a clip line segment press ENTER to remove the white highlighted region.

· Texture Lock – Texture lock affects how textures are applied to a surface. When texture lock is ON textures will not shift or move when you drag or resize a brush. However, brush faces to not stay aligned when the brush is rotated. This must be turned off to adjust the texture shift values in face mode.

· CLICK to toggle this feature ON/OFF. The button pushed in is the ON position.

· Build / Run – This is for building and running your map. Yeah! Before this can work game settings must be made. These settings can be reached under the “Options” under “Game(s) Setup…” All of the game paths and build utilities must be set. Also for the build utilities to work you must add the appropriate texture files. The build utilities are provided with Tread but are not written or maintained by Prospect Vector. To resolve problems with these utilities the program vendor must be contacted.

· BSP / CSG – This is the first step in the building of a map. All the initial building of the map data takes place at this stage. The most common error that will arise is leaks. Leaks are holes in your map that touch the outside void. All errors at this stage must be resolved to run the visibility or radiosity program.

· VIS – This stage is for calculating visible geometry. Depending on the settings used this may take a long time. (possibly hours) To increase calculation time use visible blocking geometry. If they are available hint brushes and areaportals can help speed things up. All errors must be resolved before you can move on to the next step.

· RAD – This final stage is for calculating lighting in the map. Depending on the settings used this may take a long time to a very long time. This stage is best started before you go to bed on a large map. Most likely it will be done by the time you get up. All errors must be resolved to see lighting effects in the map.

