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How to Make a Halo Map
e e

b

E {KaS} Korori

In the video game industry, I can talk about this many pages but I hit the high lights. This industry uses the
knowledge as in the movie industry. Since I know how to do this I will try to give a short tutorial compared to

my other ones that I have made.

Basic Map Tutorial Page 1 0of 32



file://L:\ HALOCE\tutorials\Basic Map Tutorial by {KaS} Korori\Basic Map Tutorial\Tutorial.htm 3/10/2006

First thing, I would do is a rough sketch of the environment or the object that you want to go into the game.

Without this you would be going in insecurely, which that is very bad thing to do specially in this field.

Bitmap Creation

Second, after knowing the shape of the land and objects, I would start making bitmaps (Textures) for it. You
will need an image editing tool for this. You can use Paint or Gimp (gimp.org) which are free or you can use
Adobe Photoshop CS2 or Paint Pro Shop 10 which you can download a trail of each from their respected
website. (For Adobe Photoshop CS2 adobe.com and Paint Pro Shop 10 corel.com). If you are making wall to
make it look like it is 3d. You need to make a two layer bitmap (texture). The first layer is called the Alpha
layer which is the main layer. It is where you see the color or design. Then next layer is the Emboss layer. The
Emboss layer is to make an image look like it has depth in. So you do not have to do this later you need to
make your directory (what the file or object would be called). Then you need to make subfolders in side the

directory that you just made called bitmaps, model, collision geometry, sound and animation.
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Example:

PC-level> *Bitmaps
*Model
*Collision geometry (on used for vehicles\ scenery)
*Sound (Discussed later)

* Animation (Used for weapons really)
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Now in Tool (a free program that you can download along with Guerilla and Sapien) that you use to compile

the information like bitmaps and models. Then you need to type this in the tool.

Tool bitmaps (Folder directory)

Example: tool bitmaps level\pc-level\

B E:\drive diLocal Disk (D)iHalo Custom Edition\Tool Command.exe

Microzoft Windows KP [Uersion 5.1.26881]
¢C» Copyright 1985-2881 Hicrosoft Corp.

E-“drive d-Local Disk <D>~Halo Custom EditionX*tool bitmaps levels“pc—level_

Basic Map Tutorial
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In guerilla, you need to go to the .bitmap that you just complied. Next you need to change the format
for the normal to “Compressed with Explicit Alpha.” Save the bitmap also if you want it to look 3d then you

need to continue editing the .bitmap in Guerilla.

format

Format controls how pisels will be stored intermally:

*COMPRESSED %I TH COLOR-KEY TRANSFAREMCY: D=T1 compression, uses 4 bitz per pikel. 4xd blocks
of pixels are reduced to 2 colors and interpolated, alpha channel uzes colar-key transparency instead of alpha
fram the plate [all zero-alpha pikelz alzo have zero-calar).

*COMPRESSED "I TH ExPLICIT ALPHA: DT 243 compression, uses 8 bits per pisel. Same as DT 1 without
the colar key transparency, alpha channel uses alpha from plate quantized down to 4 bits per pisel.
*COMPRESSED WWITH INTERPOLATED ALPHA: DT 445 compreszion, uses 3 bits per pixel. Same az

=T 273, ercept alpha iz smoother, Eetter for smooth alpha gradients, worse for noizy alpha.

*16-BIT COLOR: Uzes 16 bitz per pikel. Depending an the alpha channel, bitmaps are quantized ta either
rag6b5 [ho alpha), a1505k5 [1-bit alpha), or adrdgdbd [»1-bit alpha).

* 32-BIT COLOR: Uses 32 bitz per pixel. Yem high quality, can have alpha at no added cost. Thiz format takes
Lip the mogt memony, however. Bitmap formats are #3r8g8b8 and aBr3gsh.

*MOMNOCHROME: Uzes either 8 ar 16 bitz per pisel. Bitmap formats are a8 [alphal, w8 [intensity), avd [combined
alpha-intenzity] and a8yl [zeparate alpha-intenzity).

Mate: Height maps [a.k.a. bump mapsz] should uze 32-bit color; this is internally converted to a palettized format
which takes less meman.

format |cnmpressed with explicit alpha j

compressed with color-key ransparency
compressed with explicit alpha
compressed with interpolated alpha
usagﬂ 16-bit calar

: 22-bit color
Usage controls how mipmaps are § @ onochiome

Do not close Guerilla yet, you now need to go to file then click new. A selection box should appear.
Scroll down and choose shader_envirnment a new window appears. Go to the very top and click simple
parameterization next to flags. Next scroll down to physics properties and choose if you want dirt, metal
(thick), metal (thin), and about thirty others that you can choose from. I will use dirt for the example and you

can take a look in the back to see what I am talking about.
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radiosity properties

flags [w]|zimple parameterization
[Tignore normals
[tranzparent it
detail level I rnedivim LI
potEr IEI
color of emitted light r IEI q IEI b IEI
tint color I IEI g IEI b IEI
physics properties
maternial bppe idirt LI e

environment shader

After that, you need to go to dlffuse propertles Cllck on the three “.

3/10/2006

.” button next to base map. You

need to locate the bitmap that you just compiled. Next to “Primary Detail Map Scale”, Secondary Detail Map

Scale”, and “Micro Detail Map Scale” set them to 30. In the blank next to “Primary Detail Map” you need to

locate a bitmap that will is the primary one used. Most set this for the grass, which is located in levels, a30

folder, bitmaps, and last click on detail grass.bitmap. The “Secondary Detail Map Scale” you need to locate

the next one you need, again most people would use a dirt bitmap. To locate this file it is in levels, a30 folder,

bitmaps, and click on detail ground.bitmap.

diffuse properties

flags

base map

detail map function

primary detail map scale
primary detail map
gecondarny detail map scale
gecondary detail map
micro detail map function
micro detail map scale
micro detail map

material color

Basic Map Tutorial

[Iregcale detail maps
[rezcale bump map

IIevels'xtest'xtutu:unal'xl:utmaps"se:-:ampl . | Dpenl

I double/biazed multiply

|30

|Ievels'\aSD'\bitmaps‘adetail aqrass

|30

=]

| _Been |

IIevels'xaED'xbltmaps'xdetall ground | Open |

I double/biazed multiply

|30

=]

IIevels'xaED'xI:uitmaps'xdetail ground | Open |

rIEI

9

0

b |0

Now you need to make a folder in data\levels\ (folder name) and call it shaders. Call the file the same
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as the base map that was used and you need to make a shader tag for every bitmap that you have.

shaclers

@Eack - . [ﬁ p Search H:} Falders ::V Address | B E'drive diLocal Disk (D) Ha

File  Edit Wiew Favorites  Tools  Help

Fame Size  Type Date Modified
i .Eacam|::le_tutu:uria|_gru:uunu:I.shacler_ewiru:unment 2kE  SHADER_EMWIROMEA.  2/28/2008 623 PM

Making the Map

The third step, the most complicated step of them all. You now have to make the object. There are

many programs you can use to make models. The top two are G-max (located at turbosquid.com/gmax) and

the 3ds max series (at autodesk.com/3dsmax).

File Edit Tools Group Views Create Modifiers Character reactor Animation Graph Editors Rendering Customize MAXScript Help

Hé‘%%u 2, [ 3& N I:m@u Al T§9 | £ 03 & o o | U0 Ihmwg\
' i e RIVIE&I@IITI

i ™ Use Soft Selection I Nulmals
@ — ™ Edae Distance: l1_ ﬂ L M
.i,: Hi Editable Mesh [ ] o4 Affécl_Backfaciﬁg . Flip Mormal Mode
= Faloff: [200 2] B
ﬁ Pinch:IDD ﬂ SetlD: ﬂ
Bubtle: [00 = SelectiD [ 2
fm ™ | -]
/\ ¥ Clear Selection
% i —'Smoothing GmUps:'
| : i|z|3|alsle|z]|s
oy L. 3| 10[11] 12|13/ 14 15 18
17|18|19| 20| 21| 22| 23] 24
25| 26| 27| 28 29| 30| 31| 32
“SF'" Select By 5G| Clear Al
o Auta Smooth |
}#,‘ l r Edit Wertex Colars
& & Show Normals :
w Soale 200 3| Sl E—
i ¥ Delete lsnlated Vertines um:a |on..|:|
: g - Alpha :|1UU.U =
@) Hide Uinkide Al zl
“ﬁ'- i Mamed Selections: == = dit Geomely
; tnpy Paste :
0Faces Selected m M
%‘. Attach Dietach
O’g : HHEHH Divide T
&:& e Sl —— 7
> : =
@ HlIllH\||||||\|||||||E!D|||||||HIlllllHlld] %IDD J
[ [10biectsele 8 [& xf | <] z] | Eid-100 O | P1Ke [Gelected BT R R K e
I | Click o click-and-drag ta select obiests [ Add Time Tag SetKep Key Fillers.. ‘ ot ‘I i@ |> & .<®' G

This is a quick run through the placement of the tools

The very first thing you need to do is make a box that has the measurements 5000x5000x2000.
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(0™ v & w3 %

IStandard Frirnitives j

GutoGrid [

Box _ Cone |

Sphere | GenSpherel
Culinder | Tube |
|
|

Torug Puramid |

Teapat Flane |

[~ HameandColr ]
[Box02 [

° Cube & Box
[+ FKeyboadErmy |
Length:lEDDD.D ﬂ

Wwidt[E0000 2]

Height[20000 2|

Lenath Seas:[T =
width Segs[T 2]
Height Segs:|1 ﬂ

¥ Generate Mapping Coords,

Then right click on the object and go to “Convert to” then click “Convert to Editable Mesh.” This will allow

you to edit the figure that you just made.

|zolate Selection

Unfreeze Al
Freeze Selection
Unhide by Mame
Inhicle Al

Hicle Unzelected
Hicle Selection

Scale

Select

Clone

Properties. ..
Curve Editar ..
Dope Sheet. ..
Wire Parameters. ..

Conwvert to Editable Mesh
Convett to Editable Poly
Conwvert to Editable Patch
Conwvert to NURB=

On the right, you will have “Soft Selection” you need to locate”Surface Properties” while having the entire

faces selected click “Flip.” You are now looking inside what will be a level.
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I VIS S| L L |

2. B e

tdake Planar | Collapze |

[- Surface Properties

[- Selection | - Nomals; ——————
Fip | Uniy |
o, < o ([l & lip Marmnal Mode |

F i
I Byverex . —ﬁiaterial:—
I Igrore Backfacing SetiD: | =

™ lgnore Visible Edges

Platar Thresh:w ﬂ %I ﬂ

™ Show Mormals I LI
Scale:l 20.0 ﬂ [V Clear Selection

v Delete |solated Yertices

r— Smoothing Groups:

Hide | Urhideal | A ]
Marned Selections: ﬂﬂmgﬁ 14|15 E
Copp | Peste || 15775 19| 20|21 22] 23] a4

12 Faces Selected 25| 261 27| 28l 29] 20l 31| 22|

You must now click on all the faces but one. The one will be the ground that will be implemented. Set the

high-lighted faces to “1” for bitmap purposes.

I — Mormals:

o L, DA I e Fip | Unify
Flip Marmal Mode

[- Selection | — Material:
Al N ) SetlD: |1

law  law

Select 1D |1
[~ EypVerex g
[V lgnore Backfacing I [
™ lanare Yisible Edges [¥ Clear Selection
Flanar Thresh[#5.0 2 el s

[~ Show Momals
. A ez | | | | |8
Scale:[200 7 3| 10[1112|13[ 14/ 15[ 1¢
i [ oo

v Delete |zolated Yertices —

Then the bitmap that you did not select you need to set it to “2” in order to do that you need to check the

“ignore background button.”

] rMomals ————
@l B Fio | Uy |
Flip Morrmal Made |
[- Selection | r Material:
o s me SetD: [2 2
Select ID =
[~ ByWertex e J
; . ' <]
v lgnore Backfacing I
[ lanore Visible Edges [V Clear Selection
Planar Thresh:| 45.0 ﬂ Smoothing Groups:
I Show Nomals |_1||T~.|,|.=|.-|-,|n|

To set the bitmaps you can press “M” for the “Material Editor,” now click on the button that says
“Standard”. After that you need to double click on “Multi/Sub-Object,” this allows you to have more

than one texture implemented.
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"
B
li

[ Ll L=1'0
< O 1) r@ IMaterial Editar - 0L - Detault |t

£

G Materialtap Brovser MM B )gstion  Cptions  Utilities
| |N|:une # |
EEe @ | Xl @
@ fdvanced Lighting Override ﬁ
& Architectural
@ Blend | |
& Composzite 1
— Browse Fram: — | ‘@ Double Sided
£ M Library @ Ink 'n Paint =
£ Mt Editar & Lightzcape kil q
£ fchive Slot & W atte/Shadow )
" Selected @ Morpher ""?i
£ Seer @ Multi/Sub-Object ﬁ .
& Mew & Ravtrace @
Shell M atenal
e— il X | @4 1% ol | @ IIIT & &
Ilz gterials @ Standard %, IEI'I - Diefault ;I Standard
il ; @ Top/Bottom
I Incompatible Shader Basic Parameters |
¥ Fioot Only vI ™ wie [~ #2-Sided
I™ By Obiject ™ Face Map Faceted

A pop up that says “Replace Material” hit Ok.

Feplace Material

" Dizcard old material?

#® FKeep old material as sub-material?

Cancel
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Now you need to click on Set number and choose how many bitmaps you are going to have also kept in mind

that you need one more for the sky.

“ |l
“ |l
~ |Enim—
- |

P —

01 - Default [ Standard ) [T] W~ |

Material #26 [ Standard ) [C]

Material #27 [ Standard ) [T] ¥

Material #28 (Standard ) [T] W

|'-||_|I—.'

L T 1

114l
01 - Default- [ edogiicd mrien | |f .
ot I e Set NumberorETErEE [ X ]
- Multi/Sub-0b —
(] 4 =
110 et Mumber | Mumber of M aterials:[Z =
Cancel
1] | M ame | Sub-Material On/0K nthing Groups:

By 5G| Cleard
Srnoath |45_E|

Once you set how many you need click the first one. This one will be the sky, rename this to “+sky” and also

Basic Map Tutorial

Page 10 of 32



file://L:\ HALOCE\tutorials\Basic Map Tutorial by {KaS} Korori\Basic Map Tutorial\Tutorial.htm

3/10/2006

hit the dark grey box next to diffuse select any color that you want. Hit close after you are done with your

selection.
EERIRSIRE s e SR E S oo Selector: Diffuse Colar
% l+3k}' Hue Wwhiteness
Shader Bazic Farame ] Red:
i I~ wie £ Green: [N
il j ! Blue; |:
[~ Facd| a
G Hue: .:
Blinn Bazic Pararge::ff i; <] o |:
: - " alue: -
= Ambient: |:| m o -
é Diffuze; J &
Specular: m Of —
- Close abfms

You now need to click the checker box 5 then after that click the box that has a circle pointing to a cube %

. After that you need to click the box that has an arrow pointing up @.

Now hit the second box. You need to now hit the box next to the dark grey box from the previous bitmap

B2 I__"PJ . Click bitmap and you have to locate the ground texture that you made.
You need to rename it the same as the bitmap that you are using also scroll down until you find “Alpha

Source” click “none (Opaque).”

LA [I]

B

LR L T e T

Blur: |1_|:| ﬂ Blur offset; |E|_|:| ﬂ

[To

- =

LA i)

sz Crlen % Ie:-:ample_tuh:urial_gru:u!nd ;I Bitmap |

U | 1] ﬂ
Fiatate

B

1+

Moize

[i

Bitrmap Parameters

Bitmap: tvevelsstesthitanalhbitmapzhexample_tutarial_grovund. ki |

Reload

— Filterning

7 Mone

& Puramidal
£ Summed Area

— Cropping/Placement

I~ Apply
#® Crop { Place

Wiew Image

U002 we[i0

@& RBGEB Inte
 Alpha

— kuono Channel Output; —

ity

"J:|IZI.IZI = H:|‘I.III

™ Jitter Placement; |1.EI J

40 4

4k

—alpha Source

#® RGE

R N R

—RGE Channel Outpuk —

TP,

 |mage &lpha
" RGE Intenziy
#® Mone [Dpague]

&

Same as before click the checker box 2 , circle pointing to a cube Ca , and arrow pointing up @, you will

also have to rename this one as well to the bitmap that you made. You can now close the “Material

Basic Map Tutorial
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If you wan to add cliffs you can select “Select Object” and have “Polygon selection” on. Also when you are

[ e m———

Ll

iy e

F LR ies 0 A JE £

selecting faces make sure you hold down “Ctrl”

6% 8 o o314

w| | A @@

| Bow01

| Modifier List

Editable Mesh

4 [ 1w
|- Selection
A N

[~ By“Wertex
v lgnaore Backfacilig
Ignore Yisible Edges

Planar Thresh:|45.0
[~ Show Mormals

Scale:l 200

v Delete [zolated Vertice:

Hide | Unhides

Mamed Selections:

Copy | Fazte

Then you can use your “Select and move” key and move them up

IMu:udifier Ligt

Editable Mes

<a | W[

[ Sel
A

[ EByWertex

[ lgnore Back

[ Ignare Visibl
Flatar Thresk

Due note I use “soft selection” before I added the mountains. Recommended to do the mountains first though

Basic Map Tutorial
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incase of errors. And you can twist them up to look like mountains.

Like so

If you wanted to add hills you can select material id two and go to Tessellate (change it to “0” first) and hit

where it says “Tessellate” and click it about 4 times and that should give you about 512 faces.

g | & | Target Id_ipi:-:els|
Teszellate ||EI ﬂ

#® Edge © Face-Center

Explode | 240 ﬂ

to: % Objects ¢ Elements

Rermrwe lznlated Werbices |

Next under “Soft Selection” check “Use Soft Selection” all I can say is play with the pitch and falloff and use
the select and move tool on a given vertices. But make sure you have vertex selection mode on and

“Select and move” highlighted

Basic Map Tutorial Page 13 of 32



file://L:\ HALOCE\tutorials\Basic Map Tutorial by {KaS} Korori\Basic Map Tutorial\Tutorial.htm 3/10/2006

MRS LT Slik
: WelsewT 000000
Pers I Box01 . - Soft Selection

IModifier List j HUSE Saft Selection
= Edge Distance: [T
Editable Mesh = ¥ Affect Backfacing
sl Faloff. [E000 2
Pinch: [0.0 E
Bubble: [0.0 E
W _//ﬂ\x
B Selection | 600.0 0o E01

L dem® [ EdGeomey
r tex Create Delete
WW Backfacink Attach Detach
I~ lgn®re Visible Edges Break Turn

Planar Threste[35.0 | %] e —
™ Show Momals m ID'D
Scale[200 3] Chamfer | [0
¥ | Delete Isolated Wertices Hormal: & Group ¢ Loe:
_ Hide | Unhide Al Slice Plane | Slics
Mamed 5 elections: — =

Note: once you understand this you can start extruding faces and make bases and caves

Now you need to create a second box and call it frame.
| : ! '

[ - M arne and Color |

I frame .

Next you need to link each object by using the linking tool which is in the top left corner that has chains| Qﬁ .
You now need to high light your level left click and drag it to the box you just made.
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V%S A L EEITe S U Al i

Last you need to go to File then Export. Locate the directory that you made earlier and save it as a .jms in the

“model” folder.
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Save i I_}mu:u:lels ﬂ ] ¥ EFw

Desktop

by Documents

ty Computer

i

by M etwiork,
Places

File name: Ipc-leveI.JMS j Save
Saveastyps:  |Blitzkrieq Madel Exporter [*.JMS, " JMP) | Cancel |

Compiling your JMS File

Use “Tool” again to compile the model this time the command is tool structure levels\ (Name of Map Folder)
(Name of .JMS File)
Example:

Tool structure levels\pc-level pc-level

& E:\drive diLocal Disk [D)\Halo Custom Edition Tool Command exe =10 ﬂ

Microzoft Windows XP [Uersion 5.1.26801
(C» Copyright 1985-280A1 Microsoft Corp.

E:~drive d-Local Disk {(D>“Hale Custom Edition>tool structure levels“pc—level pc—
level_
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When you are finish compiling it should look like this
nation Graph Editors Rendering Customize MAXScript  Help i

ﬁ EXdrive chlocal Disk (D)\Halo Custom Edition\Tool Command.exe - &
dxLocal Dizk <D>\Halo Custom EditionX>tool structure levelszspc—level po-—

vead map file ‘. toolheta.map’
intermediate geometry...
collision geometry...
collision geometry...

building collision hsp...

rgducing collision hsp...

erifying collizion geometry...

erifying collision hsp...

puilding portals...

building render geometry...

huilding subclusters...

building pvs... building pvs... no indeoor maximum

huilding structure lens flares...done

Etructure hsp “levelsspc—-levelwpc—level

BEP has 783 nodes, 361 leaves

b1l2 surfaces and 289 vertices in 1 material groups
i portals, 1 clusters

LESEb collizion data (4Kb vertices,. 17Kh edges, 5HKb surfaces?
render data (11Kb vertices,. 11Kb surfaces.,
18Kb nodesAleaves,. 2Kbh clustersl
pathf inding data

(without debuy information?

wdrive daLocal Disk <(D>Halo Custom Editionig

Editing in Guerilla

Next you need to open the model you just compiled with Guerilla. The file will be in tags, level, the name of
the map, and then you will see files that have extensions like .scenario and .scenario_structure bsp. Open
the .scenario tags, under sky’s hit add. Next to the open box that sky click “...” and navigate to tags/sky/ and
choose one but make sure it has a .sky extension. Now still under “Skies” click the box next to type and

change it to multiplayer.

SKIES |EI. scenalio_sky_refelence_blo:ﬂ Add, it | Duplicate | Delete | Delete &l |
sky |sk_l,l\sk_l,l_hypDthermia\sky_h_l,lpothe Open
type %‘nultipla}aer v \ -
flags cortana hack
uze dema LI

Next scroll about half way down until you get to “Starting Equipment” and hit add. Under type0 set it to all
games and under the item collection1 locate you item collection folder under tags and choose an item that has
an .item_collection. Now you need to click on simple weapons and choose one. This will be the weapon you

will start of with. You can now click save.
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0. zcenario_starting_equipment, v Inzert | Duplicate | Delete | Delete All

flags [1no grenades
[Iplasma grenades

twpe 0 IaII games ;l e—
=l

tupe 1 Inone
twpe 2 Inone ;I
twpe 3 Inone ;I

item collection 1 fitem collections'single weaponstba .. | Open | é— |
item callection 2 | .| _open |
item callection 3 .| _Open |
| Been |
| _Been |
| _geen |

item collection 4

item collection 5

item collection B

Editing in Sapian

The forth step in this process is to open the .scenerio tag in Sapian. Which should be in your tag\levels\ (name
of map)\ (Name of .scenerio)? It will take a while to load up so give it some time. At this time all you are going
to see is the sky so you need to run radiosity.

Once it finishes loading you need to hit ”’~” key and it will bring something up in the lower left hand corner

“halo(.*

Pointer - X : 9453 ¥ 117246 £.-159 Camera -%:3951 ¥ 1145 Z:259

hicrosoft is 5w [Linux Rules)

Type in “radiosity_quality” 1

Pointer - X 4034 ¥ 93026 7 -666.24 Cam

And then type “radiosity_start.”
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9.0949999 .999949 9,09599¢

Right now it is calculating the RBG’s or red, blue, and green. It will take a while depending on the size of

your map and the complexity of it.

Once that is through with that rigorous task still with “halo (“ in the lower corner type in radiosity save. This

will now allow you to see the map you created in color instead of a black and white scale with a colored sky.

Pointer - ¥ 17059 ¥ : 977 68 £ -666.24

Microsoft is Suxx [Linux Rules)

The next thing you need to do in Sapian is to place starting points for your character spawn points. In order
to do this their will be a menu called “Hierarchy View”. Now click the + box next to “Mission.” You can now

click on “Player starting Points.

1 Hierarchy view —— |saa ot
Edit Types | MHew Instance | Delete | Go To Selection I
E--a Missian Mame I

= [ Objeds

[ Player starting points ﬁ
=3 A

[0 comments

i+ [0 Game data
-0 Cluster properties

Microsoft is Suxx [Linux Rules) A

To place spawns just right click on the “Game View” window and have “Player starting points” selected.
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After setting up all the spawn pint go under your “Properties palette” with all the player spawns highlighted
go to type0 and set it to “all games.” Go back to the Hierarchy View window and select about half of them
and go back again to the Properties palette and set the team index to “1.” You know have completed setting

spawn points for the player to start point.

el el FESTTET PO T T T

] Properties palette

positian #|1.47163 y|15.1026 z|0.806903

facing |53.'I ()] degress
tearn index |1
bzp index IEI

type: 0 IaII garnes LIF

wpe 1 Inu:une LI
hpe 2 Inu:une LI
hipe 3 Inn:nne ;I

Now you can start placing vehicle placement and scenery placement.

Go to objects, then units, and then vehicles

Edit Types I Mew [nstance I Delete I Go To Selection |

-3 Mission < | Name
- 24 Objects
-1 Devices
-1 items
-2 Units
[ Bipeds

[ scenery
[ Sound seenery

Now you need to go to “Edit Types” and navigate to tags/vehicles

Select the folder with the vehicle you want and select its .vehicle tag and if it has 2 .vehicle choose the one that
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has MP in the name

Highlight the .vehicle tag and click “add tag”

Open S S
Lok in: | (3 warthog ~| & B ek B

I bitmaps S| mp_warthogvehicle ﬁ

I effects warthogwvehicle

I hioggs

| shacdlers

I soundls
I warthog

File narme: |mp_warthng.vehiu:le &dd tagls)
Files of type: Ivehicle tags Done |

Tag

Delete Edit...

A
Once you are finish adding vehicles you can click done, but due note that you can only have 6 vehicles in the

game.
I choose these but the ones I choose are custom made. So you need to choose warthog, ghost, banshee,

scorpion, and the ones that came with your CE
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X

Calog

Object clasz

vehicle ;I

Tag
mp_twarthog
q_warthog
h2_ghost
banzhee_mp
mongooze
zhiow hiog

Add... Delete Edit...

Ok |

Just like the “Player Starting Points” you need to click on the Game View Window. And you need to go to the

“properties palette” to change it to the vehicle you want. And check off all the defaults and allowed boxes
under spawn flags. But if you want certain vehicles for certain game types go on head and select the ones you

want for the game type.
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—

— Froperties palette

type
nare

not placed

desired permutation
position

rotation

bady vitality

flagz

rultiplayer team index

multiplayer spawn flags

=]

mp_warthog
HOME

g_warthiog
hZ_ghost
banzhee_mp
Mongoose
ghnow hog

[
#|3.68835 y[13.0475

v|o p|o

R
P

e

2| 0.456533

rIEI

Iﬁ dead
I

l—

zlaper default
ctf default
king default
oddball default
O unuszed

O unuszed

O unuszed

O unuszed

slayer allowed
ctf allowed
king allowed
oddball allowed
O unuszed

O unuszed

O unuszed

O unuszed

Ok once you have the vehicle placement done you need to put in some scenery.

Under the Hierarchy View go to mission objects then scenery

Edit Types I

Mew Instance I

Delete I Go To Selection |

- 'a hdission
-3 Objects
+- [0 Devices
+ D [tems
+-_ Units

...................

[ sound sCEnery
3 Player starting points
+.771 Al

4 | Mame

Microsoft is Sux (Linux Rules)

You will have to do the same as the vehicles in adding them to your list

So go to “Edit Type” While scen

ery is highlighted and navigate to tags/scenery

Note make sure you choose a file that has a .scenery extension

Again most of mine are custom so you may not have them but here is what I have

Basic Map Tutorial
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Dialag (X

Obiject clasz

FCENErY b I

Tag |
flag_baze_kZ

hZ_teleporter

cov_tower

jump_pad?

h_baricade_large_gap

c_field_generator

fugion_core

emall blue beacon

small red beacon

add.. Delete Edit...

OF. |

Now all you have to do is right click on the “Game View” window and place them how you want them

Just like the vehicle you will need to go to the “properties palette” and switch them when needed

Once you are happy now we are ready for setting up teleporters (This is not necessary)

In the Hierarchy View go to missions then go to game data and select Netgame Flags

_ Higrarchy view
Edit Types | MHew Instance | Delete | GoTaoS
- 'a Game data -~

3 Trigger volumes

I:l Recorded animations
[ Flags

[ camera paints

[ Chapter titles

[ Metgame Equipment
3 Starting profiles
[ Detail objects

[ Decals

+- [ Cluster properties

o

Since we are doing teleporters we need to change it to that in the Properties palette
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m Froperties palatte =

positian " |EI y |I:I z |I:I

facing 1] deaqress

type |ctf - flag j

. ctf - flag

team index ctf - vehicle
oddball - ball zpawvn
race - track
race - vehicle

WEeapoh group vedas - bank

teleport from J 4
kelenort o
hill - flag

OKk to set it up you need to have a teleport to and a teleport from
Place the teleport from the place where you want the player to walk into it and it will teleport you (in my case
the h2-teleporter) and place it over the object if you want the player to walk into the object in order to

teleport

Also I would just do two teleporters sets “0” and “1” that way you will not get an error
Now if you want to have a CTF Game type you need to set up the flag points
So stay in the Netgame Flags this time we will just put ctf-flag instead of teleport to and from
Note make sure that the team index corresponds to the team that they are on
0=blue and 1=red

So if you set it on the red side the flag should be 1
__| Properties palette

position w|-0E75495  y|13.0997 z|1.12324
facing |4E. 4156 degress
ype ||:tf - flag ﬂ

team index |1

Weapons

OK now for the weapons that you will have lying around the level

Navigate to game data and click netgame equipment
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—] Higrarchy view

T =ETxh

Edit Types | Hew [nztance | Delete | Go To Selection I

[ comments “ | Mame

- a Game data
| Trigger volumes
[:I Recorded animations
i | Flags
[C1 camera points
[C1 Chaptertitles
[ Metgame flags
G
I:luétaltlng profiles )
[Z1 Detail objects

|:| Decals

ST b e

1

Microsoft is Suxx (Linux Rules)

W

Ok now go to your properties palette click on type0 and set it to all games

r:| Froperties palette

S

flags ID levitate

tpe 0 |a|| games LI e
tupe 1 |nu:une LI
type 2 |nu:une LI
type 3 frone |

team index IEI
spawn time [in seconds, 0 = de IEI

pozition W |EI Y IEI z |EI

facing IEI deqress |

L edi |

itern caollecton |

To put in the weapon click on the three dots “...” next to item collection in the Properties Palette

Navigate to tags\item collection\simple weapons

A choose a weapon

Basic Map Tutorial
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T
~| & & cf B

esitem_collection
|i| flame thrower item_colledion

Open

Laak in: I ) zingle weapons

assault rifleitem_collection
batonZitem_collection

w

w

baton item_colledion
lattle rifleitem_collection
battle_rifleitem_collection
ream rifleitem_collection
eam_rifleitemn_collection
Beamrifleitem_collection
beam-rifleitem_collection
bombitem_colledion

Elibrute plasma rifleitem_collection!

|i||‘-|ut-=- shot.item_collection

@ carbdatem_collection

Copy of esZitem_collection
cov-carbineitem_collection
=l clual magnumsitem_collection
cual smositem_collection
cual_magsitem_colledion
cualsmepitem_collection

dugl smotem_collection
warclitem_colledion

o
i
:.

5L |t-=m collection
Zitemn_collection

I'I.I

1]
-\.-\.

A@@@@@@@@@

frag grenadesitem_collection
hZ assault rifleitem_collection
hZ-sniper rifleitem_collection
magitem_collection
m-smpitem_collection
needleritem_colledion
nukeitem_colledion
pistolitem_collection

plasma grenacdesitem_collection
plasma pistolitem_collection
plasma rifleitem_collection
plasma smapitem_collection
plasma_cannon.item_collection
plasma_smepitem_collection
r_ammodtem_collecion
rocket launcheritem_collection
|i| shotounitem_colledion
smachitem_collection

smi magnumitem_collection
smilitem_collection

sniper rifleitem_collection

l

v

[EXEYEREYEY

File name: Open

[
Cancel |

II:urute plazma rifle.item_collection

=]

Filez of type: Itags [*.itemn_callection)
A

Now you will have to go to the game view window and right click to place it then right click where you
want to place the next weapon and go back to the property palette and change the item collection.

Note you will have to do this for each of your weapons
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s | |,

8 Brute Plasma rifle |
then changed it to sniper rifle
under properties palette

= Froperties palette

flags E levitate

oo T —
type 1 Inone - l
o2 e B}
e o B
team index ID—

spawn time [in seconds, 0 = de ID—

position %{11.6525 y|10.2733 2|1.85754

facing ID degress

itern rllartinnssingle weapons'\snipeta i Edit I

Do not worry about the team index with the weapons

Now Go TO File Save

Ok if you have a custom vehicle you need to navigate to tags\globals\ and open globals.globals with

guerilla

Now scroll about half way until you get to “Vehicles”

civ Ingert | Duplicate | Delete | Delete All
vehicle Ivehiclea'&ciwi'\ciwi Open
hill shader |3hadEf_tfamPafent_Chinﬂ Iscener_l,l'\him:u hadersthilllop | Open |
flag shader Ishader_transparent_u:hiu:e;l Iweapnns'&flag'\shaders\flag_blue | Open |

baill Iweapnn ;I Iweapnns'\ball'\ball _I Open |

Click on the three dot “...” and open the vehicles that you have put in the level
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show hog + || Add | Inzert | Duplicate | Delete | Delete All
0 warthog B
vehicle ES”Z';‘;; mR | Open |
hill shader [dp warthon Wshiltopshadersbhilltap .| Open |
fiow g
flag shader E ader_transparent_chic:_v | [weapansiflaghshaders\flag_blue | Open |

ball |weapon v! lweapnn&\ball\ball | Open |
Dialag

r
Object class -
- || Add | Inzert | Duplicate | Delete | Delete All
wehicle ;I
Tag I _J_bal | Dpenl
mp_warthog
q_warthog E
h2_ghost add | Inzert | Duplicate | Delete | Delete All
banshee_mp
mongoose
snow hog taractershcyborghoyborg | Open |
er zecond
er zecond
-er zecond
Add.. Delete | Edi. | Slleezad
el second $gus

And if you do not get the vehicles in the level double check if you have it checked allow and default in

the vehicle properties in sapian

Last Compile

Now open tool and type in tool buile-cache-file levels\ (Folders Name)\ (Name of .Scenerio tag)

B E:\drive d\Local Disk (D)\Halo Custom Edition’ Tool Command.exe

E:drive d-Local Disk (D>-Halo Custom Edition>tool build-cache—file levels“pc—
velspc—level_

This will also take a while depending on your computer and also the size of the map as well.
If it gives you an error double check what you have done in sapian or what you have modified in
guerilla.

Now it is the fun part testing the level out in HaloCE

Basic Map Tutorial Page 29 of 32



file://L:\ HALOCE\tutorials\Basic Map Tutorial by {KaS} Korori\Basic Map Tutorial\Tutorial.htm 3/10/2006

Basic Map Tutorial Page 30 of 32



file://L:\ HALOCE\tutorials\Basic Map Tutorial by {KaS} Korori\Basic Map Tutorial\Tutorial.htm 3/10/2006

And here is a Quick over view of what I covered
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