How to make map: “BOX” in 3ds Max 7

1.) From your desktop, follow this path.

Start\My Computer\HP Pavilion\Program Files\ Microsoft Games\ Halo Custom Edition\ data\ levels

2.) Create NEW FOLDER.
3.) Call this folder:

4.) Click into “Box” and insert two folders.
5.) Name these two folders
a.) Bitmaps
b.) Models
The bitmaps is for textures, which must all be
TIFS.
The models folder is for your map’s .JMS file.
6.) Close out of the window.
7.) Open up 3dsMax.
* 8.) In the top right of the screen, you are going to see six
tabs. The default tab is the one with the arrow, the Create
tab. To the right of that is the Modify tab. Then to the right
of that is the Hierarchy Tab. Then there is Motion, then
Display, then finally Utilities. The only tabs we’ll be using
are the Create tab, and the Modify tab.
9.) Go into the Create tab.
10.) Click on the Box button.
11.) Press the “P” button to go into Perspective view.

To move your camera around, hold in ALT and move
your mouse around. When you get the feel for it, keep
going with the tutorial.

12.) Click and drag and make a box.



*13.) Now you are going to see more menus have come
up.

Name and Color

Creation Method

Keyboard Entry

Parameters
*14.) Since MASTER CHIEF is 70 UNITS TALL, 23
UNITS WIDE, and 24 UNITS LONG, we are going to
make a square model of him for reference.
15.) Make the length of your box 24 units.
16.) Make the width of your box 23 units.
17.) Make the height of your box 70 units.
18.) Now make a second box. This will be the level.

Height: 600

Width: 600

Length 600
*19.) Now- length, width, and height segments tell you
how many polygons there are going to be. (Think of
polygons as smaller blocks together making a bigger
block.)
20.) Press the F4 button.
21.) Enter the following.

Length Segs: 6

Width Segs: 6

Height Segs: 4
* 22.) Notice the polygons appear.
23.) Click on the Modifier Tab, the blue arch next to the
Create tab.
24.) You are going to see a combo box with a whole bunch
of different modifiers. Go into that drop-down list, and
click on “Normal”. Make sure you have the



600 X 600 X 600 box selected before you do this.
25.) Under Parameters, make sure Flip Normals IS
checked, and Unify Normals IS NOT checked.
26.) Right click on the 600 X 600 X 600box.
27.) Scroll down to “Convert to”.
28.) Convert it to an “Editable Mesh”.
*29.) Now you will notice the menus have
DRASTICALLY changed. 4 menus will appear.
Selection
Soft Selection
Edit Geometry
Surface Properties
The only two we will be using here are Selection and Edit
Geometry.
* 30.) There are 5 red shapes under the Selection menu.
3 Points- Vertices- Lets you select certain Vertices.
Unfilled Red Triangle- Edge- Lets you select Edges.
Filled Red Triangle- Face- Lets you select Faces.
Red Square- Polygon- Lets you select polygons.
Red Cube- Element- Selects whole shape.
* 31.) To move the camera, hold the middle scroll button
on the mouse, and hold ALT. Move the mouse and it will
move around. If you zoom in too much, or you are just
moving the camera around and it just freezes, press the Z
button on your keyboard.
32.) Select the Polygon Selection Tool. (red square)
33.) Look around your box. The BOTTOM of your box is
where the black grid is. Make the Ignore Back-facing
Checkbox checked. This makes it so the Polygon select tool
only selects the polygons you see.



34.) Select all the polygons on the top of the box. You will
have to make it so your camera is facing FROM the bottom
of your box, so you can see the roof.
* 35.) To select more than one polygon at a time, you need
to hold CTRL, click, and drag to select them.
* 36.) Once you select the top of your box, which is going
to be the sky, look at the FAR right menu in 3ds Max. You
will notice it has changed into two different menus. Edit
Geometry and Surface Properties. Scroll down in the menu
by hovering your mouse over it, pressing in the scroll
wheel on your mouse, and move your mouse up. Scroll
down so you can see the whole “Surface Properties” menu.
37.) Observe the sub-menu “Material”. This is where you
texture your map, using the two bars.

-Set ID.

-Select ID.
38.) In the Set ID box type in “1” and click off of it.
39.) Using the same method as highlighting the top of the
box, highlight all the polygons on the bottom of the box
and make their MATERIAL ID: 2. Then click off them.
40.) After that, select the polygons that make up the rest of
the box. If it makes it any easier on you, uncheck the Ignore
Back-facing checkbox and select them. Make sure you only
select the polygons that would make the “walls” of the box.
41.) Set their MATERIAL ID: 3. Then click of them.
42.) To make sure you have all the proper polygons the
proper 1D, you should uncheck all polygons, by just
clicking off the box once. Then, you should go to the
SELECT ID tool which is located underneath the SET ID
tool.



43.) Make sure the SELECT ID box is empty, click inside
it, and type in “1”. (The number ONE (1) NOT lowercase
L)

44.) Hit the Select ID button next to the text box you just
typed “1” in.

45.) If you did your material ID assigning properly, the top
ceiling of the box will become highlighted. NO OTHER
POLYGONS SHOULD BE SELECTED NOW.

46.) You should do this check with all of the other material
IDs. Once you’ve properly assigned material ID’s, we
should be ready to start adding textures to your map.



OK. So, so far, were doing pretty good. If you’ve made it
this far, congratulations. You’ve got the blueprints of your
map made. We should probably save now. To save your
MAX file, click File, Save or Save As. This folder should
be the default, but just in case its not, you should save it to
THIS folder.

My Computer\ HP_Pavilion\ 3dsMax\ Scenes
Click on save.



Now, we texture.

(Notice in the Material Editor images below, | took a
picture of the window at its default and just circled the
buttons and boxes with Fireworks 8.)

Follow closely and complete these steps.

47.) MINIMIZE, don’t close out, but minimize your 3ds
Max scene, and go to your
Halo CE\data\levels\test\tutorial\bitmaps
* 48.) Your going to see a bunch of textures, some may
even be familiar to you from Halo PC, or other Halo CE
maps.
49.) COPY these two bitmaps:
Example_tutorial _panels
Example_tutorial plate floor
50.) Go back to your data\levels\box\bitmaps folder, and
paste them in.
51.) Go back into your 3dsMax Scene.
52.) Press the “M” button on your keyboard. This opens up
the material editor window. This is where all of your
textures get put into your map.
53.) The first thing you should notice is the combo box
with 01- Default Highlighted. Next to it is a button saying
“Standard”. Click the “Standard” button.
54.) Material\Map Browser window appears. Click on
Multi-Sub Object and hit OK.
55.) Replace material window comes up. Leave the “Keep
old material as sub-material?” radio button checked. Click
OK.



56.) Now, this window is where you name and assign your
textures. It’s kind of like the “Material Index” if you will.
You should see a window that looks like this...

[10] [Set Number] [Add] [Delete]

[ID] [Name] [Sub Material]
[1] [ ] | [01-Default (Standard)
[2] [ ] | Material #3 (Standard)
[3] [ ] | Material #4 (Standard)
[4] [ ] | Material #5 (Standard)
[5] [ ] | Material #6 (Standard)
[6] [ ] | Material #7 (Standard)
[7] [ ] | Material #8 (Standard)
[8] [ ] | Material #9 (Standard)
[9] [ ] | Material #10 (Standard)
[10] [ ] | Material #11 (Standard)

Or at least some-what like that...

The [10] [Set Number] is what you use to set the number of
textures you think you might use. You can always add or
delete materials, but just in case you know exactly how
many you will be using, you can just set the number.

The [Add] and [Delete] buttons are the buttons you use to,
as If | really had to explain this, Add or Delete materials.
Just in case you put too many or not enough materials in
the Set Number box.




Now, remember the Set ID and Select ID buttons? Well,
this is the part where you name the textures, assign the
textures, and, (we’ve already done it, but) set the IDs of
texture.

Follow again.

57.) Go to this text box.

[ID] Name] [Sub Material]

[1] q 1| [01-Default (Standard)

58.) Type in this... (This is going to be your sky later)
+sky
DO NOT forget the plus.

59.) Click on this button.

[ID] Name] [Sub Material]

[1] [ ] ({01-Default (Standard) >




60.) When you click on it, this EXACT window should
come up.
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61.) Observe the highlighted Textbox.
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You must change the content of this textbox to “+sky” also.
Then, in the picture below, notice the TWO DIFFUSE
buttons. This is where you actually assign the texture.

SO... click on the circled box.
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62.) Now, in the window that appears, you need to choose a

color. WHAT color does not matter, but since it’s the sky,

and so you don’t get confused later on, you should make it

a shade of blue.

63.) Click on Close after you’ve selected a color.

64.) Now, we need to make it so that the texture can show

up on our 3ds Max scene. SO, click the circled blue and

white checkered box button. “Show map in view port”.
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65.) Once you hit that, and the background of the button
turns yellow, you should hit the back to parent button. This
button is circled below.

(Image 5)
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66.) Go ALL the way back to the Material Index, which we
sald before was the window with all of the textures listed.

67.) Now, we need to name texture 2. Go to this row in the
table, and in the circled part, type in box_floor.

[2] [ 1) Material #3 (Standard)

67.) When you finish naming it, press this button.

[2] [ 1 (Material #3 (Standard) )




68.) Again, this window appears, only this time a few
minor changes have occurred. They are circled below.
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69.) Now, just like with +sky, we need to change the
contents of the textbox next to the Standard button to the
following:

“box_floor”
Text should be in the textbox below.
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70.) Now, this is the part that is different than +sky. Since
we do not want our floors to be a solid color, we are going
to assign it a . TIF texture. These textures, if you remember,
are already in our box\bitmaps folder. We put them in
before we started texturing. A reminder: all textures must
have a .TIF extension. So, now, we are going to click on
the circled box in the image below.
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71.) Once you click on that box, this menu should show up.

=




72.) Click at the very top, “Bitmap”, because we are using
bitmaps to texture our maps. Double click it.

73.) The following window will appear.
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At the very top, in the “Look in” text box, (circled) you
need to make that folder your
Halo CE\data\levels\box\bitmaps folder.



When you get there, it should appear like this:
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74.) Double click on...
“Example_tutorial plate floor”
This is going to be our FLOOR texture.

75.) Once you double click that bitmap, this window will
appear.
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76.) Click the “Show Map in View-port” button, remember,
that’s the button that looks like a blue and white checkered
cube. It is right above the Bitmap button next to the Map #0
textbox.

77.) Hit the “Back to Parent”, then the “Show map in
View-port” button again, the “Back to Parent” button again.
78.) Now, we need to name texture 3. Go to this row in the
table, and in the circled part, type in box_walls.

[3] [ 1) Material #4 (Standard)

79.) When you finish naming it, press this button.

[3] [ ] (Material #4 (Standard) )




80.) Replace what is in the circled textbox with box_walls,
too.
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81.) Once the texture is renamed, we’ll hit the little grey

square button next to Diffuse. (You may refer to image 8 if

you need a reminder of what button to hit.)

82.) Hit bitmap, then OK.

83.) Once again, make the “Look in” folder your:
HaloCE\data\levels\Box\bitmaps

84.) This time, we are going to assign this texture the:
Example_tutorial _panels

85.) Hit, “Show map in View-port” button, then the “Back

to Parent, then the “Show map in View-port” button again,

the “Back to Parent” button again.

86.) Minimize your MATERIAL EDITOR so that you can
move the camera around in your 3d Model. Then, select
your box by clicking on it.



87.) Bring up your MATERIAL EDITOR again, and then,
as your final task in the material editor, you need to hit the
“Assign material to selection” button. It is circled in the

button below.
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88.) Close out of the material editor completely.



*89.) Now for an observation. If you view your box, you
will see that all the textures you assigned in the material
editor are placed in the proper spots. To explain...

When we selected the polygons on the top of the box,
and assigned them an ID of one, we really were making
them the sky.

When we selected the polygons on the bottom of the
box and assigned them an ID of two, we were really
assigning them the floor texture we made later on.

When we selected the polygons on the sides of the box
and assigned them an ID of three, we really were assigning
them the walls texture we made later on as well.

If you still don’t understand this, look in the modifier tab,
under the SURFACE PROPERTIES menu.

Remember this place? There is the Set ID, and Select ID.
Enter select ID: 1 and all the polygons that are now blue,
the texture we made the sky, are selected. Enter select ID:
2. all the polygons we added the floor texture to are now
selected. Of course, if you enter select ID: 3, the polygons
we added the wall texture to are now selected.

If you ever need to select one polygon and assign a texture
to it, you can. Just select it, go into material editor, click the
button that has the texture’s name on it, and click the
“assign material to selection” button.



NOW FOR THE UVW COORDINATES!
This is very easy to follow, but | cannot use pictures. Sorry.
Let’s begin here...

1.) Go to your Select ID button under Surface Properties.
2.) Enter “1” (one).
3.) All of your sky, or top of the box map, should be
highlighted.
4.) In your Main menu bar, you are going to see several
menus you’ve probably never seen before. WE want to go
up to the main menu and click:

-Modifiers

-UVW Coordinates

-UVW Map
5.) You will see a new item above Editable Mesh in the list
box underneath the textbox with “Modifier List” in it in the
top right corner under all the tabs.
6.) Observe the Parameters menu. This is where you will
stretch or scrunch your textures to make them look cool.
There are several radio-buttons you can select and each one
Is for different types of maps.

-Planar

-Cylindrical

-Spherical

-Shrink Wrap

-Box

-Face

-XYZ to UVW
The only two you need to worry about for this tutorial is
planar, which is for floors and/or ceilings, and box, which



Is for polygons that need to be modified by width, height,
and length.
7.) Leave the Planar radio button under Parameters
checked. Since it’s the sky, we don’t need to worry about
stretching or scrunching the texture because were going to
add the sky later in another program.
8.) In the list box, it will look like this.

+UVW Mapping

+ Editable Mesh
9.) Right click on UVW Mapping, and drag down to
collapse all.
10.) Now, you’re going to have to go back into your
Polygon Selection tool, (red square) and in the Select ID
box, your going to type in 2.
11.) Go back to the Modifiers, UVW Coordinates, UVW
Map.
12.) Leave the “Planar” button checked, and scroll down a
bit until you get to where the Length and Width textboxes
are. This is where you are going to decide how scrunched
or stretched your texture will be.
13.) In the length box, enter in 300.
14.) Enter 300 in the width box as well.
15.) If you want to play around with it, do so. It doesn’t
have to be any certain number, but 300 X 300 is going to
look good to Master Chief in Halo CE.
16.) Collapse All when you’re ready by right clicking
UVW Mapping and hitting Collapse All.
17.) Polygon Selection Tool, go to Select ID, Enter 3.
18.) Modifiers\UVW Coordinates\UVW Map.
19.) Select “Box’ under parameters.



20.) Enter these dimensions or at least something close.
Length: 300
Width: 300
Height: 300
21.) Right click on UVW Map in the list box under the
Modifier List Textbox, and Collapse All.
22.) Done texturing.
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Building Frame\ Exporting Map
1.) You are almost done with 3ds Max! All that’s left is the
frame and exporting! LET’S DO IT!
2.) Open your 3ds Max 7 map, BOX.
3.) Go to your create tab. (should be default tab)
4.) Click on “Box”
5.) Make a small box next to your map.
6.) Underneath the list of shapes you can make, there is a
“Name and Color tab”.
7.) The name of it should be “box #”.
8.) Change the name of it to “Frame”. You can change the
name in the textbox right under the “Name and Color” Tab.
9.) When you finish naming it in the circled textbox, click
the tool | selected in the upper right corner. This is the select
and link tool. We need to link our map to our frame, or else
our map will not export.
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10.) Once the select and link tool is selected, click and drag
from your Level box to your Frame box, the one we already
textured.

11.) Nothing will happen. Nothing is supposed to happen.
12.) Your frame is built! Hooray!

13.) Now, for exporting.

14.) Click file, then export. NOT EXPORT SELECTED.
Export!

15.) Navigate to your Halo CE\data\levels\box\models folder.
16.) Make the name “Box”.

17.) Save it as a .JMS file. You won’t be able to save it as a
.JMS unless you have Blitzkrieg, which you can download...
HERE: http://hce.halomaps.org/index.cfim?pg=3&fid=1639
18.) Click Save. If you linked the two boxes, Frame and
Box01 correctly, it will export successfully. If not, you might
need to try linking again.

19.) Now, you can quit out of your 3ds Max 7 scene. You’re
done with it.



http://hce.halomaps.org/index.cfm?pg=3&fid=1639

Tool, Guerilla, Sapien

1.) Tool, Guerilla, and Sapien are the last steps to making your
map. Tool is the compiler, Guerilla is for details like Sky,
texture properties, and Starting weapons, and Sapien is where
you add tags to your actual map. It’s going to take quite a
while to get there however.

2.) Open up Tool.exe.
3.) Type in the following text.
Tool structure levels\Box Box

zoft Windows XP
y




When you type it in, the list of options 1-9, as you can see in the

picture above, will appear. Enter 1 for both of them. Make it
look like the picture.

4.) Then, enter the same text as before.
Tool structure levels\box box

It should now look like this.

LT B

: y LRE
yright 1%HS

wProgran FilessMicrosoft GamessHalo Cusztom Editionl?tool structure levelsshox b

extended

shader "hox _walls"®:

_extended

parent _p

not def

alo Custonm Edition?tool structure levelssh

..... i ine %.2s building structure lens Flares...done

2 material groups

3 L 1 i . THb adge 1kKh murF a
13Kb » 2 1 st i [

3 ]
HEh pathf indin:

3I2Kh  dwithout debug informationl

5.) Now to make the bitmaps.
6.) Enter, in tool, this text.



7.) It should look like this:

C=“Program Files“Microsoft Games“Halo Custom Edition>Tool hitmaps leuels\Bux\hitll
maps

Couldn’t rwead map file ’.- toolbheta.map’

Hitk example_tutorial_panels._ tif

==>» ttUARNING!* hitmap with greater than 1-hit alpha being compressed as DET1 (=
hitmap created: H#512x#5%12. compressed with color—-key transparency. 178K-bytes

Hitlt example_tutorial_plate_floor.tif

==>» ttUARNING!* hitmap with greater than 1-hit alpha being compressed as DET1 {=

hitmap created: H256x#256,. compressed with color—key transparency, 42K-buytes

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

8.) Then, type in this text:
Guerilla




9.) This window will come up. Guerilla...

Fis 12 nd= b foro (nts




10.) File, Open, and then this window will come up.

Lock ir: | | tags

| = &5 EB-

[Ccamera
I characters
My Recent |3 effects
Documents ) globals

E

s

"'l_' [Chikem collections
I lens Flares
Dezsktop ) levels
. I old bags
-j I poweerups
Iﬁrasterizer
by D b
v Documents E)scenery
_ e
EJJ‘B | sound
My Computer (=
| wehicles
™ <

[C)weapons
biox_Floors.shader_enviranment
box_walls,shader_enwvironment
h_m_cliffs. shader_enwironment
h_m_grass,shader_environment
rnaterial #, shader_environment
EI pointed_kingdom_floors.shader_ens
pointed_kingdom_walls. shader_eny
prayer_room_floors,shader_enwviror
prayer_room_praver_part,shader e
prayer_room_walls, shader_environi

My Metwark.  File name: ||
Flaces

LS
=

Files of type: |a|| tags

j Cancel

If this exact window doesn’t pop up, then just navigate to your

Halo CE\tags folder. NO BIGGY!




11.) Highlight the two shader_environments we just made.
(Don’t worry about the other shader_environments. We only
want the box_floors.shader_environment and the
box_walls.shader_environment.) It should look like this...

Laoak jr; | I) tags j IfF Ed-
) [Chcamera [C)weapons
ﬁ" [Ccharacters I: i o
MypRecent [ 3effects = alls. shader_erwironment
Documents [Cglobals h_m_cliffs.shader_ervironment
I'_'hl_' [Chitem collections h_m_grass, shader_enwironment
[C)lens Flares material #.shader_environment
Diesktop Chlevels pointed_kingdom_floors, shader_ene
. [C)old bags pointed_kingdom_walls, shader _erv
J [C)powerups praver_room_floors,shader_enwiror
[Cirasterizer praver_room_prayer_park,shader_t
My Documents — )
[Cscenery praver_room_walls, shader_environ
- Chsky
jl)_g [Csound
My Computer | =Y Size: 48.2 MB
(Dveticles Falders: dialog, music, sfx, sound environments
g - ' ?
My M etwork, File name: |"I:u:u:-c_walls.shader_envin:unment" "bos_floors. s j Open
Flaces
Files of type: |a|| tags j Cancel |

If these two shader_environment files don’t show up you didn’t
do run the bitmaps line of text in tool. You’ll have to go back
and do that.



12.) Hit the Open button. The following

Guerilla

windows will appear.

File Edit Window Help Source Control

box_walls.shader_environment

radiosity properties

flags [Jsimple parameterization
[Jignore normals
[ Jtranzparent fit

detail level

power

color of emitted light

tiwt color

hysi rti
AT L) radiosity properties

material typs [ai )| fags g iametenzetion:.
[ Jignare nomals
[ transparent lit

environment shader A high =
Setting <true atmospheric fog> enables power 0

planar fog, and the ability to control the

calor of emitted light T |D a |D b lD .

flags [al
b tirt alor r |EI a |EI b |EI .

[t

physics properties

material type: dirt 'I

environment shader type

Controls how diffuse maps are combine

HORMAL:
Secondary detail map alpha controls bl
of blended primary and secondary detaij

environment shader

Setting <tue atmospheric fogs enables per-pixel atmospheric fog [for models] but disables point/spot lights,

13.) We’ll start with box_floors.shader_environment. As shown
in the picture, the second list of properties is the physics
properties.

Guerilla
File Edit Window Help Source Conkrol

box_walls.shader_environment

box_floors.shader_environment

radiosity properties

U ——
flags |_lgmple parametenization

[ Jtransparent it

detail level high V!
pawer 0

calor of emitted light r ID g ID b ID

tint colar r ID q ID b ID

physics properties

material type:

environment shader

Setling <tiue atmospheric fog> enables per-pixel atmospheric fog (for models] but dizables point/spot ights,
planar fog, and the ability to control the atmospheric fog density for this shader.




14.) Change the material type to “metal (thick).” This makes
the floor metal, so when you shoot or punch it, it makes a
metallic sound.

15.) Scroll down just a bit in the
box_floor.shader_environment window until you get to
“Diffuse Properties”.

It should look like this.

Guerilla
File Edit Window Help Source Control

‘| box_walls.shader_environment

box_floors.shader_environment

flags [Irescale detail maps
[Irescale bump map
base ma P I o Dpen I

detail map function IW

primary detaill map scale IU—

primary detail map I— _| Dperr I
’V secondary detail map scale IIJ— 1
secondary detail map I— _I Open I
icro detail map function W

icio detail map scale IU—

i
o
He
m

icio detail map I _I Open I
aterial color T ID g ID b ID .

bump properties
Perforated [alpha-tested) shaders use alpha in bump map.




16.) In THIS image, (below) it shows you the button you need
to click under Diffuse Properties.

* [Guerilla
File Edit ‘Window Help Source Control

box_walls.shader_environment

*  box_floors.shader_environment El@gl

diffuse properties
flags [ Jrescale detal maps
[ lrescale bump map

base map Open
detail map function double/biased muliply =

primmary detail map scale ’U_

primary detail map l— __I Open
secondary detail map scale ’U_

secondary detail map I— _! [pen
micro detail map function IW

micro detail map scale IU_

micro detail map l— _I Dgen

material color r |U 5} |D b |D

bump properties
Perforated [alpha-tested) shaders use alpha in bump map.

17.) This window should show up.

Laak jr: I [ tags j 4= 5 E-
é [Cicamera [C)weapons
! [Chcharacters biox_Floors, shader_environment
MpRecent | )effects bosx_walls,shader_environment
Documents IC)globals h_m_cliffs.shader _environment
L' [Chitem callections h_m_grass, shader_environment
- IC)lens Flares material #.shader_environment
Desktop Chlevels EI pointed_kingdom_Floors, shader_ens
. [C)old bags pointed_kingdom_walls. shader_enw
;) [Chpowerups praver_room_Floors,shader_enwiror
- [CC)rasterizer praver_room_praver_part.shader e
by Documents — .
[Chscenery praver_room_walls, shader_environ
— (sky
Size: 26,4 MB
8’ E,']@und Folders: base tags, baton, bent_beam, blood_poal, ...
My Carmputer D Files: base_tags.zip, Paintball_Base.zip
[C)vehicles
Q £ il | 3
by Metwork  File name: || j | Open I
Flaces
Filez of twpe: Iall tags LI Cancel |




18.) What you need to do from this screen is click on levels...

Look jn: | = tags:

= e

IC)camera
[ charackers
My Recent |25 effects
Documents () globals
P_"l___‘: IC)item collections

E

[Chweapons
box_Floors,shader_environment
biox_walls. shader_environment
h_m_cliffs.shader_environment
h_m_grass.shader_environment
rnaterial #.shader_environment
pointed_kingdom_floors. shader _en
pointed_kingdom_walls,shader_eny
praver_room_floors,shader_enwviror
EI prayer_roam_praver_park,shader_e
praver_room_walls.shader _enviran

by Mok File niame: ||
Flaces

Filez af type: |aII tags

Then, Box...

Laak jn: | ) lewels

E

My Recent
Documents

My Mebwork  File name: |
Places

=

Filez af type: |aII tags

i

j Cancel




Then Bitmaps...

~ e @B

My Recent biox.scenario_structure_bsp
Documents
F’“[_: Type: SCENARIO_STRUCTURE_ESF File
Date Modified: 10/25/2007 6:24 PM
Desktop Sizer 35.5KB

\$

by Documents

a

by Computer

@

ky Hebworl,
Flaces

File name: | j
|aII tags j

Open

i

Filez af type: Cancel

Then example_tutorial plate floor.bitmap

Laak jn: |@ bitraps j &= £F B3~

=" — ~
Bl example_tutorsl_parels bitmap

example_tutorial_plate_Ffloor. bitrmap

by Fecent
Documents

?-[_

Dezsktop

\$

by D ocuments

e

My Computer

@

My Metwork. File name: |e:-:ample_tutu:urial_plate_flu:u:ur j
Flaces
Files of type: |aII tags j Cancel




19.) Once you highlight example_tutorial_plate floor.bitmap,
hit Open!

20.) There will only be one change to the diffuse properties,
and it’s in the Base Map textbox.

box_floors.shader_environment

diffuse properties

flags

detall map function

primary detail map scale
primary detail map
secondary detail map scale
gecondary detail map

icro detail map function

icro detail map scale

[rescale detail maps
[rescale bump map

levels\boxsbitmapshexampl M
IU—
—
IU—
—
IU—

I _I Dpenl
aterial color T IU g IU b IU .

bump properties

Perforated [alphatested) shaders use alpha in bump map.

21.) When you're done changing those two things, you can
close out of the box_floors.shader_environment and go to your
box_walls.shader_environment.

22.) We are going to make the exact same changes in our
walls.shader_environment as we did in our
floors.shader_environment.

23.) We’re going to change the following things.

Physics Properties: [ metal (thick) ]

Diffuse Properties:
Base Map: levels\box\bitmaps\example_tutorial _panels



24.) Go back to tool.
25.) Type in:
Tool structure levels\Box Box
...again.

26.) After you do that, type in “Guerilla” again.
27.) Click on File, then Open, then this will come up again.

Laoak jr; |I.f} tags j IfF Ed-

[Chcamera
[Ccharacters
MuRecert | )effects
Documents S)globals

B

r |_ [Chitem collections
[C)lens Flares
Dezktop levels
. [C)old bags
‘j [C)powerups
lji'lrasterizer
My Documents )scenery
- Chsky
51)3 [Csound
b Carmnputer Do
[C)wehicles
<

[C)weapons

box_floors, shader_environment
biox_walls. shader _enwironment
h_m_cliffs.shader_ervironment
h_m_grass, shader_enwironment
rnatetial #.shader_environment
pointed_kingdom_floors, shader_ene
pointed_kingdom_walls, shader _erv
praver_room_floors,shader_enwiror
praver_room_prayer_park,shader_t
praver_room_walls, shader_environ

bl I twmirle File name: ||
Flaces

Open

Files of type: |a|| tags

il

- Cancel




28.) Click the Levels Folder, then, in that folder is a list of all
the maps. Click on Box. Then, this is what your box folder

looks like.

Laoak jr; | I box

E

ky Recent
Documents

_‘['.'

Dezktop

|

\$

My Documents

b Carmnputer

by M etworl,
Flaces

x| & ®ckE-

bz, scenario_structure_bsp

File name: |

Files of type: |a|| tags

-

i

Open

Cancel

29.) You need to click on the box.scenario.




30.) This window will come up.

© Guerilla
Fle Edit Window Help Source Contral

levels\box\box.scenario

DOK'T USE I .| e
WONT USE | I
CAN'T USE .| _open|

J add | Irisert J Oupicae ) Deeie f Deee aijf

J Add ' Iriset l Duplic alel De\e\el Delete Alll

child sceraro I Open I
lacal narth ID

J Add ' Irisert l DLIDIlcaiel De\e‘el Delete AII'

31.) We need to do quite a bit here.
First, look at the picture below. Go to the bar highlighted
in pink, and select the ADD button highlighted in black.

© Guerilla

Fle Edit Window Help Source Contral
levels\box\box.scenario ‘ZHE”Z|
DOMW'T USE I
WON'T USE
CAN'T USE

J Add ' |rsett l Duplic alel De\e\el Delete Alll

child sceraro I Open I
lacal narth ID

J Add ' Irisert l DLIDIlcaiel De\e‘el Delete AII'




Then, look at the picture below.

“ Guerilla

DOW'T USE

WON'T LISE

Go to the bar highlighted in black, and then click the
ellipsis (...) button.

In the window that comes up, go to your haloce\tags folder, go
into the “sky” folder, go into the “clear afternoon” folder, and
then click on “CLEAR AFTERNOON.SKY”. Anytime you go
to put in a sky, it must be a .sky file. Click open.



After you have the sky in, look at this picture.

Guerilla
File Edit ‘Window Help Source Contral

* |levelsibox\box.scenario

DON'T USE [ .| geen |
WONT USE [ | g |
CANT USE [ | G

0. scenario _sky_reference J Add l Insert I Dunhcatel Delete l Delete Al\l
al 3 ,—l Open |

ﬁ Add l |nsert l [luplu:ah-:-l Delete l [lelele.i!l\l
_I Open I

g add W 1nsert | Dipicate ) Delete | Deiete 21§

Look at the box highlighted in dark brown. It's a textbox that
says solo. This means that by default, this is a single player
map. We don’t want that. This is a multiplayer map. So, click
on the dropdown arrow, and select “multiplayer”.

That is all for the sky.



32.) Now we are going to select the starting weapons for our
map. Scroll down to the menu in the image below.

Guerilla
File Edit Window Help Source Control

©  levels\box\box.scenario

ﬂ Add l Isert I [‘lupl\catel [Delete l Dc—.lc—.:e.ﬂl\l

33.) Go to the gray bar that says Starting Equipment and click
ADD button.



34.) Go to type 0, as shown below, go to the drop down arrow,
and hit “all games”.

© levels\box\box.scenario

0. scenarnio_starting_equip » I Add l Insert I Duphcalel Delelel Dielete AI\I

flags IW
[Iplasma grenades

type 1 Inone 'I

type 2 Ih

lype 3 Inone 'I

itern caollection 1 I— _I Open I

itern collection 2 I— _I Open I

item collection 3 I— _I Dpet I

itern collection 4 I— _I Open I

item collection 5 I— _I Open I

item callection & I— _I Opeh I

J add Il Insent | Duplicate i Delete f Delete 1 |f
I—

trigger valume




35.) As shown in the picture below, go to the item collections 1
row, and click the ellipsis. (...)

Guerilla
Eile Edit Window Help Source Control

levelsibox\box.scenario

| socenanio_starting_equip « I Add l Ingert l Duplicalel De\etel Delete AI\I

36.) When the window comes up, go to your halo CE\tags
folder.
37.) Click on the following folders in order.

“item collections”
Then “single weapons™
Then pick any weapon you want by double clicking on it or
highlighting it and hitting the Open button.
Pistol.item_collection for example.
38.) Do the same thing for item collection 2 if you want Master
Chief to spawn with two starting weapons.
39.) Go to File, Save.
40.) Quit out of Guerilla.
41.) Go back to Tool.exe.



42.) Type in the following text.
Tool lightmaps levels\box\box box 0 0.9
43.) It should look like this.

A i

C:\gruggag giles\ﬁicrusuft Games*~Hale Custom Edition>tool lightmaps leuels\hux\hli
ox hox .

Couldn’t wead map file ' .-toolbeta.map’

i’m going to render debug lightmaps for hox of levels“box“box, and i’1ll stop whe
n redt+bluetgreen = B.700000.

Hit control-c now if this isn’t pight.

WARNING: 1 clusters in structure_bsp levels“bhox“~box have no bhackground sound or
=ound environment.

=tart levels“bhox“bhox

A . ARABAA

hitmap created: H3IZ2x#64, high-color. 4K-hytes

ﬁiniﬁhed leve ls~box“box

ong

C:“Program Files“Microsoft Games“Hale Custom EditionX_

44.) Now, in tool again, type “Sapien”.
45.) This window will come up.

pn X

~| & B 5 EB-

Files of type: |3cenarin bags j Cancel

If it doesn’t, just navigate to your tags\levels\box folder.



46.) Click on the circled scenario, box.scenario. Itis circled in
the picture above.

47.) When you double click the box.scenario, Sapien opens up.
When it does, it is normal if you lose your cursor and your
computer lags up a bit.

48.) When it loads, it will look just like this...

M Sapien E]@

File Edit Wiew Help

Forhen X

Object positioning Active marker handles

Translete Nudge 002 li Cenler posiion
otation

Instances Selected: 0
Ready

Close out of the Output Window and the Tool window. We
won’t need them.

48.) Go to View in the Main Toolbar and click on Hierarchy
View. If all the other views, Game View and Properties View
are checked as well, just uncheck them by clicking on them and
make Hierarchy the only one checked.



49.) This is what it should look like.

M Sapien g@]@
Fle Edit Yew Help
Foke X
Edit Types I = | ntance J I Go To Selection I
=[] Mission M.

Ready
|Ready

[+] Mission is the only folder.
Click the [+] to expand the folder.

50.) Double Click the Game Data folder, and then double click
the Netgame Equipment.



51.) Nothing happens in Hierarchy View when you click the
Netgame Equipment, but when you go to your Properties
View, (View, uncheck Hierarchy, View\ Properties) you will see

this...
I Sapien Q@
Eile Edit View Help

e X

flags [T teviate

yped o

type 1 m

ype2 fore. &

tppe 3 ]h]

team indes o

spawn fime (in seconds, 0=de [0

pogition " 10 Y 10 2 ‘U

facing [0 degess

iten collection | J 4]

Instances Selected: 0
|Ready




52.) Go to the dropdown menu next to “type 0.
Select the “all games” option. When you're done, it’ll look
like this...

I Sapien [Z]@

Eile Edit View Help

e X

flags

tppe 0
type 1
type 2

tppe 3

item collection | J J

Instances Selected: 0
Ready

53.) Then, at the bottom, in the gray bar, is where you select
the item collection. (If you don’t know what we’re doing, we
are adding weapons to the map.)

54.) Click the [...] button.

55.) Go to your tags\item collections\single weapons.

56.) Double Click an item_collection.



57.) This is what it will look like when you double click an item
collection.

M Sapien Q
File Edit VYiew Help

Free R

flags |D levitate

iype 0 [olgae: &l

type 1 ’h

type 2 ’h‘

ype3 e

tean index 'U—

pavn time finseconds, 0=de [0

position xiD ﬂU |U

tacing [0 degess

item collection | El 4

Instances Selected: O
Ready

58.) Go to View, uncheck Properties, and enter Game View.
59.) If you do not see your map, hit the ~ button, the button
next to 1 (one) and above tab, and type in

“camera_control 1”
Move the camera just like you move the debug cam in Halo
CE. Hold the middle mouse button down, and use WASDF and
R.
60.) When you find your map, look down on it, and right click
anywhere on the floor and a box-like object will show up. You
have just placed a weapon in the map.



To do this with another weapon, left click (anywhere in the
game view) off of the weapon you just placed, and go back to
your properties view.

Click the [...] button and select another single weapon.

Go back to your Game View and right click somewhere else.
Have some fun with that and then continue on.

File\Save Scenario when you are done.



OK. Now, all of what we just did is worthless (the creating the
box, the texturing it, making all them folders, assigning
starting weapons, putting weapons in the map) UNLESS we
have spawn points! Master Chief can’t move fight without
spawning first. So we need to do that.

61.) Uncheck all of the Views except the Hierarchy View.

62.) Double Click the Player Starting Points folder and go into
Properties View.

63.) Change “Type 0” to “all games”

64.) Exit Properties View and Enter Game View.

65.) Right click anywhere in your box, left click off the starting
point you just placed, and then go back to properties.

66.) Make the “team index” “1 (one)”.

67.) Go back to game view and right click anywhere else on the
map.

68.) This is you’re your Hierarchy View should look like. One
scenario_players_block should be a “0.”” in front of it and the
other should have a “1.” in front of it.

M Sapien Q@

Eile Edit View Help

FrhEn X

Edit Types ‘ | Delete | Go To Selection |

I
#-(] Objects 0, scenario_players_black,
(2] Player starting points 1. scenario_players_block
(@ Al
E_'I Camments
-9 Game data
(23 Trigger volumes
23 Recorded animal tions
(23 Fags
[ Camera paints
[ Chapter titles
[ Metgame Flags
] Metgame Equipment
{13 starting profiles
{21 Detail objects
[ Decals

#-((] Cluster properties

Ready
Ready




69.) File\ Save
70.) Quit out of Sapien.

As the final step of making a map, it is an extremely easy one.
All you have to do is go to Tool.exe, and enter the final text.

Tool build-cache-file levels\box\box

Now, before we wrap up here, go to your halo CE\maps folder.
You will notice the box.map is already there, so you don’t have
to do anything else.

Well, if this is your first map you ever made, then
congratulations! It's not much, but it's a start. You learned
how to model, texture, compile, and much, much more! | know
it took a LONG time to complete, but if you stuck with it and
finished it, at least you know you’ve accomplished something.

Thank you ladies and gentlemen, for following my tutorial. |
hope you had fun. Until next time, | am addicted2halo.

Xfire me! My screen name is addicted2halo!
IM me! My screen name is NiteatdaOperal!

Again, thanks!



