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Halo Custom Edition (Halo CE) is a multiplayer only add on for Halo PC Retail version,
which can be used with the Halo Editing Kit (HEK) to make your own multiplayer maps.
This 7 part (Bungie tradition. Heh — heh!) tutorial shows you the basics of custom map
making.

Programs you will need

You will only need to buy the Halo PC Retail version (the trial version won't work).
Everything else can be downloaded free or is already on your computer.

Programs you should already have are Paint and the Command Prompt.
You will need to download and install the following:

Gmax — http://www.turbosquid.com/gmax
(Click “Download Gmax”)

Chimp — http://www.halomaps.org
(In the large menu to the left side, find “Halo Utilities” — it should be in there

somewhere)

Halo CE — http://www.halomaps.org
(In the menu, find “Official Halo CE Files” — It should be in there somewhere)

HEK — http://www.halomaps.org
(Same as Halo CE)

You will also need a mouse with a scroll wheel which also acts as a third button.
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FPart la — Folder Creation

Open My Computer, and navigate to

C:\Program Files\Microsoft Games\Halo Custom Edition\data\levels

Create a new folder and name it the name of your map. Your map’s name must not
contain any spaces or capitals. If you want a space, use an underscore (_) instead.

Note: For the rest of the tutorial, the mai will be referred to as “marname”.
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In that folder create two more folders. Name one “models”, and the other “bitmaps”.

& tutorial_map

. File Edit View Favorites Tools Help
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Fart 1b — Creating the heightmap

Open Paint, and draw the outline of your map in black. When you are happy with the
shape, fill it in, also in black.

i§ untitled - Paint

File Edit View Image Colors Help
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Save it in your map folder as “heightmap”, and as a .JPG file.

Save As

Save irt |lf;) tutarial_map V| > 2 EF -

Ihbitmaps

%
\_-ﬁﬁ Cmodels

My Recent
Documents

My Metwark,

File name:

Save as pe:

| heightmap

]

[ Save l

iJF'EG PG JPEGIPE " JFIF] v |

[ Cancel ]
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Introduction: The Gmax Screen

I Untitled - gmax
Flle Edit Tools Group Wiews Create Madifiers  Animation Graph Editors  Customize MAXScript  Help

- -

1: Object Menu — Allows creation on standard primitives.

2: Selection Chooser — Allows you to choose how objects are selected. You can Select
and Link, Unlink, or simply select.

3: Viewing thing — Lets you see four different views of the virtual “world”.
4: Name and Colour — Allows you to name and colour an object.

5: Menu thing — Allows you to choose different stuff to do. The options you will be using
are Create (15t from left), Modify (2 from left), and Utilities (15t from right)

Controls: Use the scroll wheel on the mouse to zoom in and out, and hold alt and the

middle mouse button at the same time to rotate. Click an object to select it, and drag a
box around multiple objects to select them.
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Part 2a - Modelling in Gmax

Make a box, and name it skybox. Give it a length and width of 8,000 and a height of
2,200 for a small map, a length and width of 12,000 to 15,000 and a height of 3,000
for a medium map, and for a large map, give it a length and width of 20,000 and a
height of 5000, and change the length and width segs to 50. Then zoom out in each

view so you can see the whole box.

MaRSeript  Help

Perspective

: fl

07100

14 start { Untitled - gmax

an
DISPLAY
TRANSFORM
1
|

vert to Editable Paoly
rert to Editable Patch
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Then select the Polygon option

Selection

And in the front view, highlight the whole box (drag a box around it), then scroll down to
Surface Properties, and click Flip. This will turn the box inside out.

= e Properties

Marmals:
Flip Urify
Flip Marmal kode

b aterial:

10 + SelectBylD

Smoothing Groups:
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Grid = 1000.0
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ec Add Time Tag & W M i | s
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Now select the whole of the remaining plane, and in the Modifier List drop down box,
scroll down to Displace, and select it. Then click the None button, and an Open dialogue
box should appear. Locate your heightmap.jpg file and open it. In the Strength field,
change it to about 1000 for a small map, 1500 to 2000 for a medium map, and 2500
for a large map. The flat plane should now look a little like your map.

- Farameters

Dizplacement:

erspective

Strength:
Dleca 108

Luminance Center

Center: =

Irmage:
Bitrnap:
heightrap. P&

Femowve Bitmap

Now right click on the map and convert to editable mesh again. Select the Polygon
option again and click the Unhide All button. The rest of the box should appear again.

Perspective

[rid = 1000.0

Now save the file in your models folder.
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Fart Zb — Texturing in Gmax

With the Polygon option still selected, select all the sky, and scroll down to Surface
Properties, and give it a Material ID of 1.

Align Grid Align

Perspective i ake Flanar Call:
e Properties

Flip Linify
Flip Marmal Maode
f aterial:
1D: =
Smoothing
A2
g 101 2 a3

Clear &l

Grid = 1000.0

Animate
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Now open the Material Editor by clicking on the icon in the top right hand corner
of the screen. Click the New button, and create a Standard material.

1" Material Editor - Mtl #1
Mew

Pick Copy

A {u]ul |_'..'

Mame H el e

Shader B asic Farameters

EBlinn Bazic Parameters

Dpacity:

Name it “+sky”, and click the grey box next to Diffuse (A), and select a suitable sky
colour. (Note: this is only temporary, a Halo sky will be added later.) then click Close.

Color Selector: Diffuse Color

Hue W hit
r

ed;
B ¢ ' Greer:

1 Bilue:

Hue:

X

A4F 4k 4B

-
-
-
-
-
-
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Finally, click Apply, and close the material editor.
Now hide the sky again, as it will only get in the way for the rest of this section.

In the front view, select all the cliff polygons (drag a box over the whole dliff from top to
bottom, as sometimes smaller polygons are missed and don't get textured) and give it a
material ID of 2.

Open the material editor, and create a new standard material, and temporarily name it
“cliff”. This time, select the smaller box , to the right of the grey box you selected
previously. This window should appear.

"I Material Editor - cliff [ el

it gmax Material Navigator,

MHew

Fick

Marne
Shader Bagic |

Blinn Basic P H
It Librans

Arnbient:

Double click on Bitmap, and in the Open dialogue box, navigate to:

C:\Program Files\Microsoft Games\data\levels\test.

From there you can go in multiple directions. For a grey rock cliff go to
infinity\bitmaps\infinity cliff.tif

For a red sandstone cliff go to bloodgulch\bitmaps\blood cliff rock.tif

And for a brown rock dliff go to dangercanyon\bitmaps\dangercanyon_dliff_walls.tif
You can use any texture you want, just put it in your map’s Bitmaps folder, convert it to
a .tif file (open in paint, save as tif file) and name it mapname_cliff.if
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When you are happy with your cliff texture, open the file.

Select Bitmap Image File

@ dangercanyon_arrow_blue, tif B dangercanyon_decor_strip_red. kif
dangercanyon_arrow_red.tif E dangercanyon_emblem, tif
@ danqgercanyan_arrow_white kf E dangercanyon_emblem_bump. tif

dangercanyan_clif ki dangercaryon_ground.tif

@ dangercanyon_decar_strip_blue. tif @ dangercanyon_lights_blue. tif
@ dangercanyon_decor_strip_bump, Eif Edangercanvon_lights_red.tiF

Gamma

Infao..

Then name the material the name of the texture you have chosen, click button A, then
button B.

it Material Editor - dangercanyon, cliff_wall:

Mew

Fick Copy A

Apply Delete

Mame

Caardin:

Texture Enwiron  Mapping: R

Tiling

Bitmap: !

Feload Cropping/!

Apply

Filtering
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Then name the final material the name of the texture, click button A again, and click
Apply, before closing the material editor.
Note: The textures will NOT show yet, so don't worry about them not being there.

i Material Editor - dangercanyon_cliff_walls |Z||__ E|

Mew Flesat
Pick
Apply

oM
| - [

Shader Basic Parameters

Then select all the ground polygons in the front view (you need to be very precise when
doing this so as not to select the cliff) and do the same as the cliff, but when choosing
textures, choose either one of the cliff textures for a rocky ground, or under
dangercanyon\bitmaps, choose dangercanyon_ground.tif, or as with the cliff, you can
choose your own, and call it mapname_ground.tif.

Note: The textures will STILL NOT show yet.

When you are done, close the material editor, minimize Gmax and open My Computer.
Navigate to the folders you got the textures, and copy the textures you used into your
own map’s bitmaps folder. Then close the explorer and maximize Gmax again.

With the ground polygons still selected, in the modifier list, scroll down to UVW Map, and
select it. The textures should appear. Now adjust the length and width boxes until you

are happy with the texture’s size and shape. For the cliffs, change the type to box. Now
save the map.

Types

Length and Width boxes
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Fart 2c — Adding Hills

Now you are going to make the flat ground a bit more interesting.

Select the Vertex option. All the vertices will show in blue.

Perspective

Create Delete

F alloff:
Finzh:
Bubble;

Now zoom in on your map, select a vertex, and use the blue arrow to move it up and
down, creating a small hill.

Perspective
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Do this with more vertices to create random hills in different places.

Now select the polygon option, and unhide all to reveal the sky. Select the vertex option

M A A
O

Then using the green arrow, drag it down so that the vertices just touch the top of the
cliff. This makes the player unable to climb out of the map, and also makes the file
smaller.

¥

|
A

In the top view, create a new box of any size and colour just off to the side of the map,
and name it “frame”. Click off the frame box and select the map. Now select the Select

and Link button at the top left of the screen, and drag a line from the map to the frame
box. Now save your map.

Mame and Color

Perspective

Creation Method

Fararmeters

Length:

-
-
-
-
-
-
-
-
&
-
a
-

(=

Generate bMapping Coords.
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Fart 2d — Exporting the Structure

Click on the Utilities button (The hammer icon in the top right corner) and select
“MaxScript”, and “Run Script”, and in the Open dialogue box navigate to wherever you
downloaded chimp to, and open chimp.ms.

Choose Editor File

Loak in: n

In the drop down box, select “chimp”, and scroll down until you see this:

- Chirnp: Jms Exporter

Ewport Halo Structure

Wfrite Debug Info

Make sure “Listener Window” and “Write Debug Info” are selected, then click “Export
Halo Structure”.

Chimp will now export the map. This will take a while, usually 30 — 45 mins for a small
map and 45 — 60 mins for a larger map.

When it is finished, open the listener window as below, or by pressing F11.
Tize Help

Mew Script
Open Scripk. ..
Fun Scripk...

MaxScripk Liskener,,, F11

Macro Recorder

This should appear.

" MAXScript Listener
File Edit Search MacroRecorder Help

31197 31198 31199 ~
wwwww End Jmg #FF#F
Chimp: End

&
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Minimize the listener window and Gmax, then open My Computer and navigate to
wherever you downloaded Chimp. Open the GrabListener folder and run
GrabListener.exe.

B Grablistener.exe

A Save dialogue box should appear. In there, navigate to your map’s models folder, and

save the file as mapname.jms.
Save As Ejgl

Save it |._) rrcidel ﬂ & i e
5 E tutorial_map.gmax
ky Recent
Documents
f&%
Desktop

iy Documents

tdy Computer
9 |
by Hetwork, File narne: |lut0rial_map.ims ﬂ Save
Flaces
Save as type: |A|I Files [*%) j Cancel

Note: You MUST name it the exact same name as the gmax file, and you MUST add .jms
at the end.

Then in My Computer, navigate to your map’s models folder and open the jms file in
WordPad. (Right click => open with => choose program => WordPad)
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Delete everything before and including the line *****Begin Jms*****,

File Edit Yiew Insert Format Help

DS W SR M 2@ &

t !'skybox' (F:10400 V:5202)

[P

3251

1

frame

ik

el

0.000a0a 0. 000000 0.000000 1.000a000
-58358.05 241,349 0.0

4

Then scroll down to the bottom (drag down the scroll bar rather that scroll with the

mouse wheel, as there are usually 3000+ pages) and delete everything after and
including the line *****End Jms*****,

]
u]
31194 31195 31196
u]

]

31197 31198 31199
TEEEN EIllj.
Chimp: End

Jms ++%+**

Faor Help, press Fi

Finally, save the file.
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FPart Jda — Lompiling the Bitmap Tags

Open My Computer and navigate to C:\Windows\System32 and copy the file “cmd.exe”.
Then navigate to C:\Program Files\Microsoft Games\Halo Custom Edition and paste it
there. Now create a shortcut to it on the desktop for easy access, and double click on
the icon to run it.

In the command window type this exactly:
tool bitmaps levels\mapname\bitmaps

e CAWINDOWS\system32\emd.exe

C:“Program Files“Microsoft Games“Halo Custom Edition>tool bitmaps levels:tutoria
1_mapshitmaps__

an error.
e CIAWINDOWS\system32\emd. exe

IC:“Program Files“~Microsoft Games“Halo Custom EditionX*tool hitmaps levels“tutoria
1_map-bitmaps

Couldn’t read map file - ./toolheta.map’

fiiift dangercanyon_cliff walls.tif

hitmap created: H1824x#256, compressed with color—key transparency,. 178K-bhytes
H## dangercanyon_ground.tif

==» TYUARNING!?* hitmap with greater than 1-hit alpha being compreszed as DHT1 <=

hitmap created: #512xH#512,. compressed with color—key transparency. 178K-bhytes

IC=~Program Files“Microsoft Games“Halo Custom Edition>

Unfortunately, we've encountered an érror. However, this is very easy to fix.

The HEK should have come with a program called Guerilla. Minimize the Command
Prompt and open this (The icon looks like Che Guevara as a gorilla) and got to File =>
Open. It will already be in the tags directory, so from there, go to levels\mapname.
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There will only be one folder there, Bitmaps. Open that, and open the file which had the
error, in this case, dangercanyon_ground.bitmap.

Look in; |_} bitmaps j & £ EF-

dangercanyon_cliff_walls. itmap
danger 0 na

&

My Becent
Documents

’:"'!l

Desktop

\$

My Documents

@

ty Compuiter

=

-
ty Nebwork File name: |dangercanyon_ground.bitmap j Open |
Places
Files of type: |a|| tags j Caricel

e

In the large window which should appear, at the bottom of the Format information box,
there should be a drop down box. In the box, select “compressed with explicit alpha”.

levels\tutorial_map\bitmapsidangercanyon_ground.

type 20 tewtures -

format
Format contrals how pixels will be stored intemally:

* COMPRESSED WITH COLOR-KEY TRAMNSPAREMCY: D<T1 con
of pixels are reduced to 2 colors and interpolated, alpha channel uze:
from the plate [all zero-alpha pisels alzo have zero-color).

* COMPRESSED WITH EXPLICIT ALPHA: DT 243 compression, us
the color key tranzparency, alpha channel uses alpha from plate qual
*COMPRESSED WITH INTERPOLATED ALPHA: DT 4/5 compres
=T 273, except alpha iz smoother. Better for smooth alpha gradients
*16-BIT COLOR: Uges 16 bits per pixel. Depending on the alpha che
15g6bS [nhao alphal, a1r5gbbs [1-bit alpha), or adrdgdbd [>1-bit alpha).
*32-BIT COLOR: Uses 32 bitz per pixel. Wem high quality, can have
up the maost memary, howeser. Bitmap formats are «8r8g8b8 and abE
*MOMOCHROME: Uses either 8 ar 16 bits per pisel. Bitmap formats ¢
alpha-intenzity] and a8yl [zeparate alpha-intenszity].

Maote: Height maps [a.k.a. bump maps] zhould uze 32-bit color; thiz iz
which takes less memory.

format ||:u:um|:urexsed with colnr-keﬂ

compressed with colar-key b
‘compressed with explicit alph,
compreszed with interpolated
usage 16-bit colar

. 32-bit color
Uszage control: how mipmaps are 4 - or o -hrome

Now save and close the file (but not the program).
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Minimize Guerilla, and maximize the command prompt. Hit the up arrow to bring back
your last command, and hit enter.

C:~Program Filez“Microsoft Games“Halo Custom Edition>*tool bhitmaps levels“tutoria
1_map~hitmaps

Couldn't read map file * . toolheta_map’

it dangercanyon_cliff_walls.tif

hitmap created: H1824xH#256, compressed with color—key transparency, 178K-hytes
it dangercanyon_ground.tif

hitmap created: HH12x#512, compressed with explicit alpha. 341K-bytes

C:“Program Files“Microsoft Games“~Halo Custom Edition>

You can see we now don't get the error.

Now you need to create a shader for the level.

FPart 3b - Creating a Shader

Minimize the command prompt and maximize Guerilla. Go to File => New and in the
drop down box, find and select shader_environment, and click OK.

In Radiosity Properties, tick Simple Parameterization, then in Physics Properties, choose
whatever ground you want the map to have. This changes the physics of the ground, so
if you chose ice, it would make the warthog slide around rather than go straight.

radiosity properties
flags zimple parameterization
[lignaore normals
[Itransparent it
detail level [high =
pomer 1]
color of emitted light T |D g |EI b |EI -
tink color T |D o} |EI b |EI -
physics properties
et type =

Then scroll down to Diffuse Properties. Click the small button with three dots next to
base map, and navigate to tags\levels\mapname\bitmaps and open the bitmap which
you used as the ground.
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For a grass map:

Then change the primary detail map scale to 25, and under primary detail map, open
tags\levels\b30\bitmaps\detail_ground.bitmap (top of second column).

Then change the secondary detail map scale to 25, and under secondary detail map,
open tags\levels\a30\bitmaps\detail_grass.bitmap.

For any other map:

Change both primary and secondary detail map scales to 25, and under both primary
and secondary detail maps open tags\levels\b30\bitmaps\detail_ground.bitmap (top of
second column)

diffuse properties

flags [ rescale detail maps
[rezcale bump map
base map |Ievels'\tutu:urial_map'\bitmap J Open
detail map function |doublex’biased rrltiply j
primary detail map zcale |257
primary detail map ||evels\bSD\bitmaps'\detail J Open

zecondary detail map scale 25
zecondary detail map |Ievels'\a3ﬂ'\bitmap$\detail Open

micra detail map function |doublex’biased rrltiply ﬂ

micro detail map zcale IEIi

micro detail map | J

raterial calar r |EI a |EI b |EI !

Then go to file => save as, and navigate to tags\levels\mapname, create a new folder
called shaders, and save the file in there as mapname_ground.shader_environment.

Now close the file, and minimize Guerilla.
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FPart 3c — Compiling the Scenario

Maximize the command prompt, and type this exactly:
tool structure levels\mapname mapname

= C:AWINDOWS\system32\cmd.exe

C=“Program Files“\Microsoft Games“Halo Custom Edition>tool structure levels“tutop
ial_map tutorial_map_

Then hit enter and watch as tool works its magic.

s CAWINDOWS\system 3 2\emd. exe

geometry...
geometry. ..
hsp...
reducing collision bsp...
verifying collision geometry...
verifying collision hsp...
building portals...
hbuilding render geometry...
hbuilding subclusters...
building pus... building pvs... building structure lens flares...done

structure hsp "levels“tutorial_mapstutorial_map'
BEF haz 3%1 nodes, 186 leaves

L8988 surfaces and 3377 vertices in 3 material groups
B portals,. 1 clusters

511Kb collision data (81Kb vertices, 247Kbh edges,. 62Kbh surfaces)
235Kb render data (134Kb vertices, 71Kb surfaces,
4Kh nodes-leaves,. 22Kb clusters?
pathfinding data

798Kbh  <{without debug information?

C:“\Program Files“Microsoft Games“Halo Custom Edition>

Now close the command prompt, and maximize Guerilla.

Fart 3d — Basic Level Editing

In Guerilla, go to file => open and navigate to tags\levels\mapname and open
mapname.scenario.

Open
Loak in: |_}tut0rial_map ﬂ & =k El-
; [5) bitmaps
J \J)shaders

My Recent @ tutarial_map. scenatio
Documents &0 tutarial_map.scenario_structure_bsp

Desktop
My Documents
8
My Computer

4 |
Iy Metwark File name: |tut0ria|_map.sc:enario ﬂ Open
Places
Files of type: |a|| tags j Cancel
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In the window that opens, near the top, there is the Skies section.

SHIES | | [ I O I
| J_—_—I/
tipe |snl0 ﬂ
flagz [ lcortana hack
[Juge dema Ul

Click the Add button, then button A.
In the Open dialogue box, navigate to tags\sky and from there, choose either:

Clear afternoon — Normal day sky. Recommended for most maps.

Dusk — Slightly darker sky.

MP_Dusk — Dusk, but with no halo.

Sky_gephyrophobia — Night sky.

Sky_icefields/sky_infinity — Cloudless Clear Afternoon

Sky_timberland — Clear afternoon with different clouds.

From the folder you choose, open the .sky file in the folder (not the .gbxmodel)
Then, under Type, choose Multiplayer.

Now scroll down to Starting Equipment (a little up from the middle).

STARTING EQUIPMENT | |} add | | | |

[ro grenades
[plazma grenades
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Click the Add button, then under Type 0, select All Games.

Then click the small button next to ltem Collection 1, and in the Open dialogue box,
navigate to: tags\item collections\single weapons, and from there, open whichever
weapon you want the player to start with.

Then dlick the same button next to ltem Collection 2, and again navigate to tags\item
collections\single weapons and choose whichever weapon you want the player to have

as a secondary weapon.

Then in ltem Collections 3,4,5, and 6, open the frag grenades.item_collection if you
want to start with four grenades, or just in item collections 3 and 4 if you only want to
start with two, as | have done.

flags

type 0
type 1
type 2
type 3
item collection 1
itern collection 2
item collaction 3
itern collection 4

item collection 5

itern collaction &

STARTING EQUIPMENT |D. scenarin_starting_equi[ﬂ Add | Inzert | Duplicatel Delete| Deletehlll

[Ino grenades
[plasma arenades

A

|a|| games

|none -
|none -
|none -

fiem colections\single wea ... | Open |
|item collectionshzingle wea J M
liem colections\single wea ... | Open |
| ] oo |
| o] _Geen |

|item collectionshzingle wea

Now save the file, and close Guerilla.
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FPart Lia - Introduction

The HEK should have also come with a program called Sapien. Here is a short intro on
how to use it.

EEX

CEX

EdtTwpes | Hewhsiance | Deloe o To Selection | |
ame

[ - Mission

| 26.22 2:15.33 [Camera- X :-3L75 ¥:-32.27 Z:18.33(Cameraspeed: 60x

il unkitled - Paint

1: Game Window: This is where you see your level. You can also select, move and rotate
objects in this window. (Map shown: Merciless Forest by Me)

2: Hierarchy View: This is a drop down list of all the objects you can put in your level,
and all the objects you already have in your level. You can also select objects in this
window.

3: Properties Palette: Allows you to change the properties of selected objects in your
level.

Note: You won't need to use the tool or output windows.
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Other Note: When you first start Sapien, the windows won't be arranged, so you need to
do it yourself, making sure the game window is the right shape, so that the picture isn't
stretched.

Controls:

Move Forward =W
Move Back =S

Strafe Left = A

Strafe Right = D

Rotate = Hold middle mouse button and move mouse
Go Faster = Shift

Move Up =R

Move Down = F

Left Click = Select Object
Right Click = Add Object

FPart Lb — Punning Padiosity on your Map

Open Sapien, and an Open box should appear. Navigate to tags\levels\mapname and
open mapname.scenario.

Loak i |_} tutorial_map j L] [
[Z)bitmaps
[D)shaders
|i] tutorial_map. scenario

File narne: |tuh:uria|_rna|:u.$cenario
Files of ype: |Scenaria tags ﬂ Cancel
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You will notice that you can see the sky, but there is no level yet. This is because you
need to run radiosity.

Fle Edt Wiew Help

| # e

M Tool window |;”E”X\

'| M Hierarchy view

ssssss

B Properties palette

[Pointer - Q.00 ¥ 10,00 2 : 0.00 Camera - ¥ : 0,00 ¥:0.00 Z ;0,00 Camera Speed: 1x

M Output windaw (- [Oox]

| Instances Selected: 0 |

You need to open the Halo Command Prompt. To do this, you will need to press either
~ (the button next to 1 and above Tab) or @. Which button it is depends on the
computer. This will make “halo(“ appear in pink.

Now type this:
radiosity_quality O
and hit enter. A grey 0 should appear above the command prompt.

Now type this:
radiosity_start
and hit enter.

Three numbers should start counting down in the top left of the game window.

0048020 0/043E35/0,0PE7094!
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When all these numbers reach 0.000000 (which can sometimes take a while), radiosity
has finished running. You stillwon't be able to see the level properly yet.

efefejefejefefel efefefejefefiefiefejelefefe]

Now open up the halo command prompt again (If you pressed @ last time, you may
need to press ~ instead) and type: radiosity_save
You will now be able to see your map.

File Edit View Help

I 3

M Tool window

M Hierarchy view

Edit Types | Mew Instance [ielete Go Ta Selection |

=[] Mission Marne

M Properties paletie

Camera-X:-0.04 ¥:0.54 Z:0.42

Poinker - % : 0,00 ¥ :0.00 Z:0.00 Camera Speed: 1x

M Quiput window

lInstances Selected: 0

k

i untitled - Paint

Now go to file => save, and save the level.
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Part 5a — Adding the Team Beacons

In the Hierarchy View, go to Mission\Objects and click on Scenery.

M Hierarchy view |Z|E| rg|
Edit Types | ; | Delete ] Go To Selection |

= a fission | Mame

-85 Objects 3

i [:l Devices

-] Ttems

-] Units
[:l Scenery

L3 sound scenery
[ Plaver starting paints

=] a1

Ch comments

)| Game data »| £ | [

Ready

Click Edit Types, and in the window that opens, click Add. In the Open box, navigate to

tags\scenery and open the Blue Landing Beacon folder, and double click on blue landing
beacon.scenery.

Then navigate to scenery\landing beacon and double click on landing beacon.scenery

Look in | £ sceren | e BB
E'u"jbase_good (C)c_metalsmall I emitters
E@batgn [Cc_metaltal [Ziflag_base
=y bent_beam (Cc_metalwids I Floor _arrow
ii;"jbloodjool (e _storage ICihz-greenlinebox
|| blue landing beacen [C)c_storage_large [)hz-greybiocker
@ c_Ffield_generator [ _uplink. [Zyhz-multicolorbox
[
[ / 2

File name: |landing beacon. scenery Add tag(s]
Files of bype: |scenery tags ﬂ Done

Tag |
blue landing beacon
landing beacon

Delete
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Finally, click Done, then OK, to close both windows.

Now in the game window, fly to where you want the red base to be, and right click where
you want to put a red beacon.

Then in the properties palette, under type, choose landing beacon.

Flle Edt View Help

on o
ar
i—
®|-381205 »|819347 z)0.001
»jo ri0 au

OB L s
Now put another one on the other side of the base.

Fly over to where you want the blue base to be, and right click to create another landing
beacon.

Fle Edt Wien Help

T

: s OB L 53
Now add another on the other side of blue base, and save the IeveI
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Fart Sb - Adding Vehicles

In the Hierarchy view, navigate to Mission\Objects\Units and select Vehicles.
Click Edit Types, then Add.

In the Open box, navigate to tags\vehicles and choose a vehicle from there. Open the
folder of the vehicle you have chosen and open the .vehicle file. If there are two, open
the one with the prefix or suffix “MP”

Then go back to the vehicles folder, and open more vehicles you want to put in your
map. Then click Done and OK.

In the game window, fly to the red base, and right click where you want your first vehicle.
Then, in the properties palette under type, choose the vehicle you want, and ensure it
has a team index/multiplayer team index of 0.

To rotate on the Y axis, click and drag 1
To rotate on the X axis, click and drag 2
To move the vehicle, click and drag 3

To rotate on the Z axis, click and drag 4

Now add more vehicles at the red base.
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Now do the same at the blue base, but give them a team index/multiplayer team index of
1, rather than 0.

Now on the right of the hierarchy view, select all the vehicles (control + click) and in the
properties palette, scroll down to multiplayer spawn flags, and tick all the Default and
Allowed boxes.

B Properties palette

multiplayerspawn flagz zlayer default/ 2
ctf default
king default
oddball default
O unuzed

O unuzed

O unuzed

O unuzed

glayer allowed
cif allowed
king allowed

O unuzed
O unuzed
O unuzed
O uruzed "

£ b
@I Instances Selected: 4

Now save your level.
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Fart Sc - Adding Scenery

In the hierarchy view, go to Mission\Objects and select Scenery. Click Edit Types, then
Add. Then navigate to tags\scenery, and add the following scenery:

o flag_base
e h_barricade_large

Then click Done, and OK.

Now, in the game window, fly to red base and right click where you want the actual base

Fie Edi Vien Help

i X

inter - 02 5,54 ¥ £ -10.15 e x
. Qutput window . (= O] - u[5EB304 M 2[0o01z
olation s of0 o

4% Instances Selected; |

Then, in front of that, add a h_barricade_large and rotate it so it faces away from the
base.
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Now click edit types again, then add, and in tags\scenery, choose lots more scenery, like
trees, rocks etc.

Look in: |kj tiees j = cf E-
Ihtree_desert_dead [itree_leafy _Fallentrunk_short  [Ckree_leafy
[tree_desert_whitebark [Citree_leafy_medium [Citree_pine
Iytree_gnarled_doublewide [itree_leafy_sapling [C)tree_pine_
[Chtree_leafy [Citree_leafy_stump [Ctree_pine_
[tree_leafy_doublewide [Citree_leafy_stump_crouch [itree_pine_
[tres_leafy_Fallentrunk [Citree_leafycover_doublewide  [Ttree_walll
< | >

File name: |tree_pine_tall scenery Add tagls)
Files af type: |scenery tags j Done

Tag s
blue landing beacan

landing beacon
flag_base
h_barricade_large
teleporter_base
teleparter

boulder
boulder_doublewide
boulder_mozz_gigantic
boulder_moss_large
rock_ghardlong
rock_zharpwide w

£

| ™

Delete | I

Now click done, then OK, and add scene II round the map.

Now save your level.
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FPart 5d - Adding Ambient Sound

In the Hierarchy view, go to Mission\Objects and click on Sound Scenery. Then click Edit
Types, and Add. Navigate to tags\sound\sfx\ambience and from there, explore the
folders to find and open sounds you want to put in your map.

Loak in: Il’f} a3l _'J = cF EE-

heam_emitter. sound_scenery
hirds1_detail. sound_scenery
tiver.sound_scenery

stream. sound_scenery
waterfall. sound_scenery

File name: ] Add tag(s]
Files of type: 1snund_scener_l,l tags ‘ﬂ Done
Tag |
birdz1_detail
Delete J Edit... I

Now right click where you want the sound in the map, if it will only play in a small area,
or place the sound at “20 meter” intervals (the warthog is about 5 meters long, so see
it as 4 warthogs long) around the map. Now save your level.
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Fart Se — Placing Weapons and Powerups

In the hierarchy view, go to Mission\Game Data and select Netgame Equipment. In the
game window, right click where you want to place a weapon or powerup, and in the
properties palette, in the Type O drop down box, select All Games (1), then click the
small button with three dots in the dark grey box at the bottom of the properties palette
(2), and in the Open box, navigate to tags\item collections and choose a weapon or
powerup from there, and open it.

M Properties palette g@g]
[all games <« i 1
[none =]
Inone |
[none | 5
oe—
B =de ’D—
%|3.7987 y|-2.49587 2 0,007 00023
[0 degess
| EEE ¢
< »
@ Instances Selected: 1

Now add more weapons and powerups around the map, and finally save it.

Note: In the game window, you won't be able to see the weapons/powerups yet, as they
only appear in the game.
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FPart 5F — Adding Teleporters

Teleporters consist of two things. The shield or base, which are just for show, and the
netgame flags, which actually do the teleporting.

Part 5f.1 — Placing the Scenery tags

In the hierarchy view, go to mission\objects\scenery, click Edit Types, then Add. Then
navigate to tags\scenery, and add the teleporter_shield and the teleporter_base.
Then right click where you want the player to teleport from, and change its type to a
teleporter_shield.

Then right click where you want the player to teleport to, and add a teleporter_base, or
a teleporter_shield if you want to be able to go both ways.

Now make as many teleporter pairs as you want around the map.

Part 5f.2 — Placing the netgame flags

In the hierarchy view, go to mission\game data and select netgame flags, then right click
just behind your first teleporter shield, and make sure the blue triangle is facing
forwards.

Then in the properties palette, change its type to teleport from. Make sure you keep its
team index as O.

M Properties paletie

position #[10.0015 y|17E114

facing 40,5271 degress
ype |

team index a
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Now add one where you want it to teleport to, but change the type to teleport to.

If you want the teleporter to go both ways, add a teleport from next to the teleport to,
but give it a team index of 1, and add a teleport to next to the first teleport from, with a
team index of 1.

Now do the same for each teleporter pair, but give each pair a different team index. As
we've already done two pairs, we'd give the next pair team indexes of 2, the next 3, and

SO on.

Now save your level.

Part Sg — Adding Netgame Fags

You have already added netgame flags in the teleporter section, but we're going to add
more here.

In the hierarchy view, go to mission\game data and select netgame flags.

In the game window, right click on the red flag base, and change the new flag’s type to
“ctf — flag”, keeping its team index at 0.

Now do the same at the blue base, but
M Properties palette

give it a team index of 1.

position % |10.0054 v|21.6347
facing 140511 deqgre

tupe |c:tf - flag
team index |'| e

WEAPON group |
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Now add a random new flag in the middle of the map and change its type to

“oddball — ball spawn” with a team index of 0, then add five to ten more with a team
index of 1. (0 = Location for main ball in 1 ball games, 1 = Location for other balls in
multiple ball games)

Now add a “race — track” flag near the red base, and give it a team index of 0. Then
add another where you want the next race flag to be, and give it a team index of 1, give
the next a team index of 2, and so on. Then add two “race — vehicle” flags next to each
base, giving the red’s team indexes of 0, and the blue’s team indexes of 1.

Now add a ring of “hill —flag” flags with a team index of 0 around where you want the
main hill for King of the Hill to be. This is usually near the middle of the map. Then add
another ring somewhere else, and give them team indexes of 1, and another with team
indexes of 2, and for larger maps, add another with team indexes of 3.

FPart Sh — Adding Spawn Foints

In the hierarchy view, go to mission, and select player starting points. In the properties
palette, in the type O drop down box, change it to all games, and make sure you keep its
team index as O.

- e
position % |0.349516 117679 z|0.001 D’
Facing 17845  degrees
team index o
bsp index o
type 0 |all games -
tupe 1 |rone ]
type 2 |rione |
type: 3 |rione |

< »
&3 Instances Selected: 1 :

Then add four around red base and four slightly further out.
Then do the same at blue base, but give them team indexes of 1.

Finally, save your level, and close Sapien.
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PART B. FINAL COMPILATION

Now go to the desktop and double click on the cmd.exe shortcut you made earlier.

In the command prompt, type:
tool build-cache-file levels\mapname\mapname
\WINDOWS\system32\cmd. exe

C:“Program Files“\Microsoft Games“Halo Custom Edition>tool build-cache-file leuelll
swtutorial mapstutorial map .

Now hit enter, and wait for your map to be compiled.
\WINDOWSAsystem32\cmd. exe

sstutorial_maphtutorial_map

Couldn’t read map file ’./toolbeta.map’

WARNING: 1 clusters in structure_bsp levels“tutorial_mapstutorial_map have no hal
ckground sound or sound environment.

culling uncompressed model vertices...done

culling uncompressed structure bsp vertices...done
culling uncompressed model animation data...done

huilding predicted resources for structures...done
structure bhsp * levelsstutorial_mapstutorial_map’ is B.91H
tag headers and names are B.18M

streaming model vertex and index buffers...done

writing vertex and index buffers...done 7.13M
writing tags...done (2414 tags for 5.84M>

total tag size is 5.95M <17.05M free>
compressing 13.53M.. .done

successfully built cache file.

iCache pack file bitmaps hits: 8% for 32.69M
Cache pack file hitmaps adds/misses: 12 for B.45M
iCache pack file sounds hits: 666 for 18.56HM
Cache pack file sounds adds/misses: @ for B8.800M
Cache pack file loc hits: 184 for B.22H

iCache pack file loc adds/misses: @ for B.608M

C:wProgram Filez“Microsoft Games“Halo Custom Edition>

Now close the command prompt.
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Run Halo Custom Edition. It will take longer to load than normal Halo, so be patient.
When it has loaded, select Multiplayer, then under Create Game, select LAN, then when
ou get to choose the multiplayer map, your map should be in the menu.

ha? 4

tutorial_map

S

Click OK, then select any gametype, and click OK, then Start Game.

The game should load, and you'll be able to play in your map.
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