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worldcraft 3.3 from the beginning

This is a very basic tutorial telling you how to set-up your basic WorldCraft 3.3 options (important directories, compile tools and textures).


Step 1. Download WorldCraft from Our utilities page. Install it and run the program.

Step 2. From the top menu, select Tools/Options...

Step 3. Setting up Game Configurations

  Step 3.1. Click on the Game Configurations tab. You'll see this:



(click to enlarge)



  Step 3.2. Click on the Edit button at the top right corner, then add a game configuration by pressing Add. The program prompts you for a name. Input anything you want here, but I'd suggest you make it descriptive, something like Counter-Strike.

  Step 3.3. Now it's time to set up the configuration. You'll need an FGD, so press Add next to the Game Data Files box and add the appropriate FGD file. The basic Half-Life mapping FGD is found from your WorldCraft installation directory, and mod-specific FGD files are usually found from their installation directories. For example, Counter-Strike FGD can be found from your Half-Lifecstrike-directory under the name halflife-cs.fgd.

  Step 3.4. You can leave the Texture Format, Map Type, Default PointEntity class and Default SolidEntity class boxes with their default values, but if you really need to set them, I'll tell you what their purpose is.

    Step 3.4.1. Texture Format: This is the format for the WAD files (textures) to be loaded. Since WorldCraft 3.3 is designed for only Half-Life mapping, this box has only one item to select.

    Step 3.4.2. Map Type: This one too has only one selection, due to the same reasons as above.

    Step 3.4.3. Default PointEntity class: When you create point entities (lights, sprites, player start points etc), you create a point entity. This box lists all point entities loaded from the FGD file, and after a while, you might want to change this to the point entity you use most often (to save the trouble of finding it from the list).

    Step 3.4.3. Default SolidEntity class: Read above. The only difference is that solid entities are normal blocks with special attributes.

  Step 3.5. Then you need to setup the 4 directories below. Here's an explanation:

    Step 3.5.1. Game Executable Directory: This one points to the directory where you've installed your Half-Life (eg. C:SierraHalf-Life)

    Step 3.5.2. Mod Directory: This points to the directory of the modification you're mapping for (eg. for Counter-Strike, the directory might be C:SierraHalf-Lifecstrike)

    Step 3.5.3. Game Directory: This box is for the "main mod" directory of the game, which is valve for Half-Life (therefore you'd input eg. C:SierraHalf-Life alve)

    Step 3.5.4. RMF Directory: This is where WorldCraft will prompt you to save your maps. WorldCraft has already made an empty directory called maps into its directory, you might want to use it (eg. C:WorldCraftmaps)

Here's an example screenshot with the default directories explained above:



(click to enlarge)




Step 4. Setting up Build Programs

  Step 4.1. Click on the Build Programs tab. This window will show up:



(click to enlarge)



  Step 4.2. Select the proper configuration from the drop-down box at the top. If you created multiple Game Configurations, all of them will show up here. For this tutorial, we are setting the Counter-Strike Configuration settings.

  Step 4.3. For this step, you need to assign some file names for the compiler tools. Here's an explanation of the items:

    Step 4.3.1. Game executable: This is to be set to point at your Half-Life executable (eg. C:SierraHalf-Lifehl.exe).

    Step 4.3.2. CSG executable: This is for the first phase of the compiling process. The CSG executable is found from your WorldCraft directory and it's named qcsg.exe (so, you'd need to browse for eg. C:WorldCraftqcsg.exe)

    Step 4.3.2. BSP executable: This is the second phase. The executable is also found from your WorldCraft directory (eg. C:WorldCraftqbsp.exe)

    Step 4.3.2. VIS executable: Here's the third phase. (eg. C:WorldCraft is.exe)

    Step 4.3.2. RAD executable: And this is the last compile tool to execute. (eg. C:WorldCraftqrad.exe)

  Step 4.4. Then you need to set the Place compiled maps in this directory before running the game setting. This is the maps directory of the modification you're mapping for (for Counter-Strike, this would be eg. C:SierraHalf-Lifecstrikemaps)

Again, we have filled another tab. Here's the example screenshot:



(click to enlarge)




Step 5. Setting up Textures

  Step 5.1. Click on the Textures tab. This time you'll see a simple menu:



(click to enlarge)



  Step 5.2. This is a very easy part. Here's you'll need to define the used WAD files that contain the textures you use in your map. Click the Add WAD button on the right.

  Step 5.3. The open file dialog pops up. Browse to your Half-Life directory (eg. C:SierraHalf-Life) for the WADs.

  Step 5.4. You might want to use the Half-Life WAD and the Counter-Strike WAD for start. Go to the valve directory and select a file called halflife.wad, then click Open. For the Counter-Stike WAD, go back to your Half-Life directory and this time find a file called cstrike.wad from the cstrike directory.

NOTE! Don't add too many WAD files to the list. If the list contains too many files (usually over 8), you might get a compile error when you try to run your map.

Now the listbox contains those 2 WADs:



(click to enlarge)




Step 6. Finishing up

  Step 6.1. You might want to browse through the General, 2D views and 3D views tabs and change the settings. You don't necessarily need to do anything in them, so if you don't understand the settings in those 3 tabs, don't change them. You'll learn their meanings later on.
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 Rate this tutorial for us! 
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World
Craft
Get WorldCraft level editor, the most commonly used editor for CS and HL levels.

- - - - - - - - - - - - 


Zoner's
Tools
Get Zoner's Half-Life Compile Tools, the premier compiling tools for CS maps.

- - - - - - - - - - - - 


Expert's FGD
Get the "experts" WorldCraft configuration for CS mappers to utilize advanced custom CS entities.

- - - - - - - - - - - - 


Standard FGD
Get the standard WorldCraft configuration for CS mappers to utilize custom CS entities.

- - - - - - - - - - - - 
[image: image17.png]





[image: image19.png]






[image: image20.png]


[image: image21.png]


_1054216355.unknown

_1054216357.unknown

_1054216359.unknown

_1054216356.unknown

_1054216353.unknown

_1054216354.unknown

_1054216352.unknown

_1054216351.unknown

