Mapping quirks - making your own maps

Don't copy the steps it's just an information lesson.

+""Doom Builder

Edit View Prefabs Tools Help
Ctrl+n

Open Map... Ctrl+0

Close Ma P

Ckrl+S

OK, start up Doom Builder, go to File, click on New Map

Map Options _ : 5]

— Settings

Level nale !EEEE: ’ example: MAPO1

— Resources

[ Strictly load patches between P_START and P_END only for this file

G C:V]sersMatt'Desktop'DOOM DATAWSSETST WAD
Q C:WsersMatt\Desktop\DOOM DATAWSSETS2 WAD
Add resource... Resource options... Remove

Drag items to change order (lower items override higher items).
Grayed items are loaded according to the game configuration.

e) e Cancel

Select Doom 2 for Game Configuration, and name the level MAPO1. Then click OK.
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unnamed.wad (MAPO1) - Doom Builder o =] 4|
File  Edit Yiew Mode Prefabs Tools Help

AEH | = E 2R P9 BlAOE 1O | © | L v |V hona - O = [E® =

() Ready. Doom 2 32 mp - 50% Q « = -

We are now ready to start making our own map.
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% “unnamed.wad {MAPO1) - Doom Builder . - Ol x|
File Edit View Mode Prefabs Tools Help

NSH | =5 |9 YR X VR el P v | T chowsl) | 0 = [Elw > - |

Sector 0 Floor Ceilling —— E]
Effect: 0 - Normal
Ceiling: 128
Floor: 0O Height: 128 - -
Tag: 0 Brightness: 192 FLOOR7_2 FLOOR7_2
() changed floor height to 0. Doomz | 32mp - | 30% Q-| -630 , -192

Here is a very simple box room, with a start point, and teleporter finish, but I'm going to be cheeky and
add a Doom 2 enemy sprite, lets try adding a Mancubus.
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Properties I

— Thing

& Monsters Target

------ & Pain Elemental

@ Revenant

W Weapons

Type: IB?

Position: Floor

Size: 96 x 64

Blocking: Completely

=

— Seftings

[V Easy

IV Medium
IV Hard

[~ Deaf

[~ Muttiplayer

Coordination

Angle: |1 35 ﬁ

OK

Cancel

Hmmm, that don't look right. All | see is a big question mark. Lets click OK anyway.
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+“unnamed.wad {(MAPO1) - Doom Builder

Fle Edt View Mode
06 b | &

Prefabs

Tools

Help

5 $ @B PR

S AHE @

i [=]
> | Y (showal) - El % =

Thing 1
Type:
Action:
Position:
Tagy:

67 - Mancubus
0 - None
-256,0,0

0

Angle: 135°

Sprite

FATTC2CS

() Ready.

Doom2 | 32mp B~ | 51% Q- | -630 , -192 :

Hmmm, an empty box. What does that mean? All it means is the sprite is not supported in the wad file.
If you are using the ASSET wads you will see this . As we are trying to make Jaguar Doom compatible
wad files, we can only have what's in the game originally. That means enemies, objects, floors and
walls. So when we are making our own levels from scratch. If it has a quesion mark, or an empty

coloured box we can't use it.
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Properties I

& Archvile
[V Hard

— Thing — Settings
- & Baron of Hell
= & Chaingunner L

& Arachnotron Al [V Easy
IV Medium

@@ Cacodemon

o . Commander Keen [ Multiplayer

& Cyberdemon

= JDemon

------ & Former Human _—

& Former Sergeant

& Hell Knight

— Coordination

~~~~~~ ! 'M.anc'ubus_ ﬂ
Type: |3002 Size: 60 x 56

Position: Floor Blocking: Completely

Angle: |135

OK Cancel

OK, now i have changed the Mancubus to a demon, that works! Now I'm going to add a few more
things then I will test the map.
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¥ “unnamed.wad (MAP01) - Doom Builder 101 x|
File Edit View Mode Prefabs Tools Help

NSH | =8 |9 ¥R (PR (S AHEIS P | T howal : 0 E= °

Sector 0 Floor Ceiling E
Effect: 0O - Normal
Ceiling: 128
Floor: 0O Height: 128 -
Tag: 0 Brightness: 192 FLOOR7_2 FLOOR7_2
O) Ready. Doom2 | 32mp B+ | 93% Q- | -107 , 431

That looks a bit better, now to test our map, click on the arrow in the top right.
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GZDOOM 1.4.8 (r762) / ZDoom 2.4.

What an awesome looking map, | set up GZDOOM to use windowed mode. | love the map, now | want
to save it. So exit the game, back to Doom Builder.

File | Edit View Mode Prefabs Tools Help

] MNew Map Ctrl+n

7 OpenMap... Ctrl+0
Close Map

A Save Map Ctrl+5
Save Map As...
Save Map Into...

Click on File and then Save Map As...
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. Save Map As

‘OO |1. ~ DOOM DATA v &3 [=orcn

File name; | MAP01.,WAD

Save as type: |Doom WAD Files (*.wad)

'\Y/ Browse Folders Cancel I
Z

Lets call it MAPO1.WAD, click on save and we're done.

LelLel | x

Ok so this lesson, we have created a simple (Jaguar Compatible) map and saved it.
Next lesson, we are gonna port a Doom 2 map and make it Jaguar Compatible.
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