Mapping quirks - porting maps

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

Edit  View

Prefabs Tools Help

Chrl+N
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ave Map Into...

Start Doom Builder, go to the File Menu, Open Map...
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% ‘Doom Builder

+" " Open Map x|
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’\ N |~ DOOM DATA > & [scarcn ¥
Organize v =3 Wiews ¥ . New Folder (7]
Favorite Links Name = | -| pate modified |+ Type [-|sze |-
|1 ASSETS1.\WAD 25/04/2010 12:50  WAD File 932 KB
B Desktop gy¥: v 25/04/2010 14:35  WAD File
| Recent Places doom2.wad 29/01/2008 13:23  WAD File 14,263 KB
& Computer : . 26/04/2010 18:24  WAD File 3,840 KB
| Documents 1 MAPO1.WAD 27/04/201017:33  WAD File 2KB
. Pictures
. Music
U9 searches
., Public
Folders A

File name: |doom2.wad

[Doom WaD Files [“wad] |

Cancel |

4

Select the Doom2.wad, click open
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Open Map from doom2.wad

Game Configuration: |Doom 2 ;]

With the above selected configuration, the maps shown below were found in
the chosen WAD file. Please select the map to load for editing.

MAPOY MAP13 MAP19 MAP25 MAP31
MAPOS MAP14 MAP20 MAP26 MAP32
MAPOS MAP15 MAP21 MAP27
MAP10 MAP16 MAP22 MAP28
MAP11 MAP17 MAP23 MAP29
MAP12 MAP18 MAP24 MAP30

— Resources

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

G C: W sersMatt'\Desktop\DOOM DATAVSSETST WAD
G C: W sersMatt'\Desktop\DOOM DATAVSSETS2 WAD
Add resource... | RResource options... | Remove

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

oY | coen

.

Select MAPO1 from the Doom2 wad and click OK
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doom2.wad (MAPO1) - Doom Builder . =101 x|
File Edit View Mode Prefabs Tools Help

NS | = E ¥@d | PR E’BELJQ#/ V' (show o) - O = [@]® > -

Vertices Mode

() Ready. Doom 2 32mp f- \ 10% Q + | -2970 , 2092 _.:

OK map has loaded in, lets have a 3D look at the map.

7 doom2.wad (MAPO1) - Doom Builder : =] 3]
File Edit View Mode Prefabs Tools Help
NESHE | =5 @ PR 2L HMO W] LV | T howan . [=]|=! > -

Linedef 283 [~ Front Sicdedef 283 — Sector 18 [~ Back Sidedef 283 — Sector 23 v
Action: 0 - None
Length: 131.21 Unpegged: None ’“ "
Angle: 37° Front offset: 0,0
Tag: O Back offset. 0,0 B = BROV\IN1 STEP2
() Ready. Doom 2 32 mp Ej~ 10% Q + | 345 , 548

Hang on a minute, this map is using the Doom 2 assets. Hmmm, | know what we have to do now. We
have to disassociate the map from the Doom 2 assets. But how do we do that | hear you ask... easy!
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+""doom2.wad (MAPO1) - Doom Builder

File | Edit View Mode Prefabs Tools Help

] MNewMap Ctrl+N

7 OpenMap... Ctrl+0
Close Map

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

I

Save Map Into...

Go back to the File menu, Select Save Map Into...

+"Save Map Into

Q—O | + DOOM DATA - E‘_’H'Sean:h

File name:

Lel el | 1

Save as type: IDoom WAD Files (*.wad)

P —

¥ Browse Foldersl r@] Cancel |
4

Remember, this is just an information lesson. Lets save the map into a wad file called MAPO1.WAD
. Its the first map so why not
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¥ MAPD1.WAD (MAPO1) - Doom Builder o [=[
File Edit View Mode Prefabs Tools Help

DEH | ®E @ PR (s LAHEI® P | T showal) : 0 EE= >

Linedef 283 Front Sidedef 283 — Sector 18 Back Sidedef 283 — Sector 23
Action: 0 - None
Length: 131.21 Unpegged: None
Angle:  37° Front offset: 0,0
Tag: O Back offset: 0,0 BROWN1 STEP2
O) Ready. Doom 2 \ S2impI | 10Se GO IR Ga e s 1

Having saved the map, lets have another look at it. Bloody Hell, whats happened here? What are all
these question marks everywhere. Well those are things that don't appear in Jaguar Doom. Now we
can just replace them with compatible stuff. If it has a question mark or an empty coloured box it's not
compatible. The same goes for transparent textures (grills/gates) and certain linedefs and sector
effects. Have a look at the text files.
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¥ "MAPO1.WAD (MAPO1) - Doom Builder : (=] 59|
File Edit View Mode Prefabs Tools Help

ASH | ®E |9 ¥R PR  AHBIG P | 7 showal) . [E= B » -

Linedef 283 Front Sidedef 283 — Sector 18 Back Sidedef 283 — Sector 23 E
Action: 0 - None
Length: 131.21 Unpegged: None
Angle: 37° Front offset: -1,-3
Tag: O Back offset: 0,0 BROWN1 BRICKO1
() Changed texture offsets to -1, -3. Doom 2 | azimp B~ || Lose G = a00t T saa

Now that looks better. Not as hard as you thought now was it? Well there is a bit more to it than that.
You may have to simplify some areas to make them work on the Jaguar. Quite a lot of it is trial and
error. I'm still finding out new things all the time. Have a play with Doom Builder and replacing stuff to
make it Jaguar compatible. Next lesson, | will take the compatible version of this map and hack it into
the Jaguar rom.. | bet you can't wait.
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