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1 DISCLAIMER   

SOF Studies, LtdÊ. will only be supporting H-Hour game features for making maps using the 

HHour Workshop Project Application.  SOF is not responsible for providing support for the Unreal 

Engine or Steam Workshop.  

Any assistance needed with education in the use of Unreal Engine or map making itself is the 

individualôs responsibility. EpicÊ provides a series of video tutorials and documentation on their 

site. Contributors within the UE4 community also provide tutorials. Make use of these assets and 

take any unaddressed Engine issues to the Unreal Engine forums.  
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2 OVERVIEW   

This guide will serve as a starting point for the reader to be able to integrate and share their own Unreal 

Engine Content/Maps with the H-Hour Game & Community.  This document will not cover information 

beyond this integration.  It will be the readerôs responsibility for obtaining information on how to use the 

Unreal Engine and other 3D software platforms.  

At this time, the HHour Project files supplied by SOF Studios LTD and all necessary tools are still under 

development and subject to change.  

We have created this guide to be as flexible as possible while still providing adequate information to walk 

you through what can initially seem like a daunting task.  We feel confident that after setting up your first 

project and going through the initial steps; youôll will be able to provide your own spectacular vision to 

the HHour Community in no time!  

Given the complexity of this process, there are numerous steps involved.  This guide has been designed to 

be as linear as possible to get you successfully from start to finish.  We recommend you fully review the 

entire guide before starting.  After you have given a thorough once over; use the table of Contents to 

quickly navigate document topics. Enabling the Adobe ñBookmarksò pane will also make moving 

around the guide much easier.  

Due to the size of this document, and the numerous sections, it is recommended to display with the 

category visible on you screen.  This will make moving around the sections of interest much easier.  

    

 

3 PREREQUISITES  

Before you begin, you must have the following components:  

Å Epic Gamesô Unreal Engine 4.19.2  

Å SOF Studioôs HHourWorkshopEditor & HHourWorkshopUploader packages  

Å Visual Studio C++ Runtime Redistributable 2017  

This is not necessary if you already have the HHour Game and its latest redistributables installed  

Å Decompression Software such as WinRAR or 7-Zip  

3.1 Get Unreal Engine  

1. If you havenôt already downloaded and installed Unreal Engine, Click Here to go to Unreal 

Engineôs website.  You can sign on with an existing account or fill out the form to register a new 

account.  

2. Execute the downloaded installer  

NOTE:  This will install the Epic Game Launcher, you will still have to select and install an 

engine version.  

https://aka.ms/vs/15/release/VC_redist.x64.exe
https://accounts.unrealengine.com/register/index?state=%2Fdownload%3Fdismiss%3Dhttps%253A%252F%252Fwww.unrealengine.com%252Ffaq&client_id=43e2dea89b054198a703f6199bee6d5b
https://accounts.unrealengine.com/register/index?state=%2Fdownload%3Fdismiss%3Dhttps%253A%252F%252Fwww.unrealengine.com%252Ffaq&client_id=43e2dea89b054198a703f6199bee6d5b
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3. Launch the ñEpic Games Launcherò application and use the interface to select and install the 

4.19.2 engine.  This will require 7 GB of drive space!  

NOTE:  H-Hour is using a custom version of Unreal Engine 4.19.2.  Maps, features and content 

not designed for this version will likely not work in your project.  Working on the 

HHourWorkshopEditor in other UE versions will render the project and its packaged content 

unusable by the H-Hour game.  

It is NOT recommended to use Unreal Engine source code from GitHub or installing Microsoft 

Visual Studio, as these can cause build and packaging issues. We cannot support creators with 

specialized software platforms installed who have issues directly caused by those software choices.  

3.2 Get HHourWorkshopEditor & HHourWorkshopUploader Packages  

Make sure you keep up to date with any newly released project files.  To assist with this, we have 

added the creation date to the download file name.  Any new releases will be announced on the Steam 

Workshop site.  

1. Use either of the following links to download the project package/uploader tool:  

HHourWorkshopEditor   

HHourWorkshopUploader  

Package Directory  

2. Extract the project package to a location of your choosing.  This is preferably a general 

ñprojectsò folder at the base of your drive.  For example, ñC:\UE_Projectsò  

When you extract the zip file, it will create its own sub folder.  Using the above example 

directory, you should end up with ñC:\UE_Projects\HHourWorkshopEditorò  

Highly recommend you shorten this title by renaming the folder as UE4 does not handle 

lengthy file paths well and it could prevent you from building or packaging.  Examples would 

be to rename to ñWS04_17 or ñWSEditorò etc. NOTE:   Check folder properties and if you see 

ñRead Onlyò ticked, uncheck and then Apply to all folders and files. 

 

It is recommended you do not delete the zipped files in case you need to revert your project back to 

the original state at some point.  

  

3.3 Get Visual Studio C++ Runtime Redistributable 2015/2017  

You will only need to obtain this software if you encounter error messages like:  

ñMSVCP140.dll is missing from your computer.  Try reinstalling the program to fix this problem.ò  

If you encounter such an error, you can acquire the 2015 x64 (required) and x86 (optional) installers 

HERE and the 2017 x64 installer HERE   

     

https://sofstudios.com/workshop/Tools/HHourWorkshopEditor_v2.2.7.zip
https://sofstudios.com/workshop/Tools/HHourUploader_v2.0.1.zip
https://sofstudios.com/workshop/Tools/HHourUploader_v2.0.1.zip
https://sofstudios.com/workshop/Tools/
https://sofstudios.com/workshop/Tools/
https://www.microsoft.com/en-us/download/details.aspx?id=48145
https://download.visualstudio.microsoft.com/download/pr/100349138/88b50ce70017bf10f2d56d60fcba6ab1/VC_redist.x86.exe
https://www.microsoft.com/en-us/download/details.aspx?id=48145
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4 HELPFUL UNREAL ENGINE 4 LINKS BY EPIC  

Use the following links for additional assistance with learning UE4  

Å Epic Video Tutorials  

Å Epic Documentation  

Å Epic Forums  

Å Epic Community WIKI  

     

https://www.youtube.com/user/UnrealDevelopmentKit/playlists
https://www.youtube.com/user/UnrealDevelopmentKit/playlists
https://docs.unrealengine.com/latest/INT/
https://docs.unrealengine.com/latest/INT/
https://forums.unrealengine.com/forum.php?s=3dffdb19b1044c93789799a90f4b50a0
https://forums.unrealengine.com/forum.php?s=3dffdb19b1044c93789799a90f4b50a0
https://wiki.unrealengine.com/Main_Page
https://wiki.unrealengine.com/Main_Page
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5 M IGRATI NG FROM ANOTHER PROJECT   

5.1 Pre-Existing 4.19.2 Map Content  

This is referring to existing 4.19.2 map projects and does NOT apply to projects made on other 

engine versions or previous H-Hour 4.15.3 map projects.  

If youôve been working on a map previously and your content is not in these folders, you will have to 

reorganize (move) your map and content locations.   

NOTE:   It is assumed you already have a separate H-Hour Project folder ready.  

  

1. Open your existing UE 4.19.2 project:  

  

a. In the UE Editor Content Browser, navigate to your map.  

b. Right click on the map file (this also works with the mapôs mapname folder if you prefer to 

migrate from there) and select the option ñMigrateò.  

   

c. A window will display showing you all the items that the map (or folder) is referenced by.  

This also is to show you all the items in the old Content folder that will be transferred.  Click 

OK .  
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d. Browse to and select the ñContentò folder within your new H-Hour Workshop Project 

directory you created and click OK .  

e. You may be prompted to choose whether to overwrite files if there are matching names.  You 

will need to consider each file and determine whether it should be overwritten.  It is generally 

recommended to not overwrite matching items (select ñNo to Allò).   

f. Migrating just your map is typically sufficient, but if there are any remaining files/folders you 

would like to migrate beyond what was associated with your existing map, simply repeat the 

above steps.  

2. Close UE editor (your original project) and open your new HHourGame project.  

3. NOTE:  As you changed the file directory structure, there may be a need to run ñFix Up 

Redirectors in Folderò. To do this, right click the original folder the map/content resided in and 

click ñFix Up Redirectors in Folder.ò  You may need to repeat for all folders that you relocated 

(moved).  Failure to do so may result in a map that works fine in when played in the Editor but 

fails to load in H-Hour.  
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TIP:  You can use the filter option located beside the ContentBrowser window to set your files, so they 

show if any Redirectors are present.  Click on Filters. Scroll down and select Other Files and then click on 

Show Redirectors.    

  

5.1.1 Starter Content Considerations  

H-Hour comes with a copy of the stock Starter Content to ensure mappers have access to the source 

version of these assets from UE4. This can be problematic IF a mapper uses this content without moving 

the folder inside of their Workshop\MapName folder.  References that lead outside of your content 

folder will cause Travel errors when you try to Merge your map into the game. Do not copy files from 

starter content to your map folders as this retains the reference to the Parent folderðalways use Move.    

Once you Move content, remember to run Fix up Redirectors in your Editor.  This is achieved by right 

clicking on the Content folder in Editor and selecting ñFix up Redirectors.  It may take a couple of runs 

of this command to fully fix your references so repeat until no more file redirectors are found.  

5.2 Convert a Previous H-Hour 4.15.3 Workshop Map  

If you have an older map version that is still in 4.15.3, you can copy the contents into a new project 

you create in 4.19.2 for your H-Hour Projects using the provided files.   

IMPORTANT ï Before Beginning:    

Å It is assumed you already have 4.19.2 downloaded and setup with a separate H-Hour Project 

folder ready AND your old map file structure mirrors the new file structure. (TIP: See TOPIC 

6 for instructions on how to open a clean install of the Workshop Editor)  

Å ONLY copy over those folders/files mentioned in the procedure below. DO NOT copy over 

folders like ñBuildò, ñIntermediateò or ñSavedò from an old project to a new one. If you do, 

you will have issues as these contain old project settings and old pathing details.   

Å Always check your project settings AFTER you copy content into a new project. Read the  

Packaging procedure before assigning additional directory packaging directories to settings.  

To copy your 4.15.3 map to 4.19.2 for conversion to the new engine and editor:  

1. Open UE4 and access the H-Hour Project Editor.  
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2. Create a folder under Content\WorkshopContent with your map name. (create the 

WorkshopContent folder if one does not already exist).  

3. Open File Explorer separately and locate your map in your old source files.   

4. Use File Explorer to copy your old .umap file and its sub-levels and then paste them into the 

new Editorôs Content Browser directory Content\Maps\Workshop.  

5. Locate your old mapôs content folders in File Explorer and copy and paste into the Editor 

directory Content\WorkshopContent\{map name} folder. You may be prompted to choose 

whether to overwrite files if there are matching names.  It is generally recommended to NOT 

overwrite matching items.      IMPORTANT:  Before starting this process, be aware that if 

you are moving lots of content and donôt have a lot of memory on your computer, you may 

have to do this in steps by moving chunks of small amounts of content. Otherwise the engine 

may crash and corrupt all your content.   

6. If you have other content that needs to be moved that contain changes you made to the 

previous workshop editor and map, copy those files over as well. TIP:  In your 4.15.3 editor, 

right click on the map file and select the option ñMigrateò to see a list of files being used by 

your map.  Make note of these so you know to copy them over to the new editor.  

7. If your copied content is not visible in the viewport after the copy is complete, restart the 

Editor.  

8. If  you maintained the same file structure, your project should work, and you will now be able 

to start changing things in your project to make use of the new features. IMPORTANT:  All 

HH Actors in your map must be removed and replaced as part of the change to 4.19. 

NOTE: The new H-Hour Editor will automatically package your content folder with your map so DO 

NOT use the ñAdditional Directories to Includeò option inside the project packaging settings for your 

content folder. Follow the instructions on Packaging for proper setup.  

NOTE 2: If th e copy process fails as it can if not properly cleaned, you can try using the Migrate 

process detailed in Topic 5.1. Pay attention to whether all desired content is migrated however. 

  

 5.2.1 Starter Content Considerations  

H-Hour comes with a copy of the stock Starter Content to ensure mappers have access to the source 

version of these assets from UE4. This can be problematic IF a mapper uses this content without moving 

the folder inside of their Workshop\MapName folder.  References that lead outside of your content 

folder will cause Travel errors when you try to Merge your map into the game. Do not copy files from 

starter content to your map folders as this retains the reference to the Parent folderðalways use Move.    

Once you Move content, remember to run Fix up Redirectors in your Editor.  This is achieved by right 

clicking on the Content folder in Editor and selecting ñFix up Redirectors.  It may take a couple of runs 

of this command to fully fix your references so repeat until no more file redirectors are found.  

  

  



H-Hour Custom Map Workshop Guide V9  

SOF Studios LTD.   June 2018  

H-Hour Custom Map Workshop Guide  pg. 13  

 

 

6 WORKING WITH UE4 AND THE H-HOUR PROJECT  

By this point, it is assumed that you have already done the following:  

Å Acquired & extracted the HHour Project File  

Å Installed UE 4.19.2 retail (obtained via the Epic Launcher application)  

Å Read through this entire section. 

  

Start the Epic Game Launcher application, select your Library  and double click on the H-HourGame 

project to load it under the selected (4.19.2) Unreal Engine Editor.  

  

If youôre getting in to the Project for the first time, and donôt see it in your Library yet; do the following:  

  

1. In the Windows File Explorer, browse to the location that you extracted the H-Hour Project 

Package file you downloaded earlier.  

2. You should see the ñHHourGameò Unreal Engine Project File.  It will have the extension 

ñuprojectò for those that have extensions viewable.  

It should also have this icon.   

3. Double Click on that file.  This will add the project to your Epic Games Launcher library and 

launch the project in the Unreal Project Editor.   

  

4. An error message may be displayed as shown below. If so, click the More Options selection and 

on next screen select Skip Conversion.  

  

  
  

5. You can now begin creating your world.  The following sub-sections will aid you in some H-Hour  

specific areas youôll want to cover before moving on to Packaging.  
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6.1 Creating a New Map  

1. In the UE Editor, click on File and select New Level  

2. If youôre prompted to save changes to the default ExampleMap, you can choose to save or not; 

either choice is fine.  

3. Select from the Default template, or Empty Level. NOTE: For first time users on the example 

map you will see a popup that says to save content. This is not needed so you can safely ignore 

this message at this stage and allow the pre-population below to happen.  

The Default template will pre-populate your world with:  

Å Atmospheric fog  

Å A Sky Sphere asset (sky & clouds)  

Å A light Source (sun)  

Å A SkyLight asset  

Å A Player Start point (should be replaced with an HHour Team Start asset discussed further 

down)  

Å A floor  

4. Click on the Save tile in the top of your screen  

  

  

5. In the Save Level As window, navigate to the folder Content\Maps\Workshop  

6. Provide a name for your map that adheres to the following:  

Å Your map & Levels must be located within the projectôs Content\Maps\Workshop folder  

Å Give your map a unique name.  All Community Created Maps will be stored in the same 

location on a playerôs system.  Using a name that someone else might use will cause any 

duplicate named maps to be over written. Not the best way to make friends in your mapping 

community.  

7. Click Save  

8. After your new map is open within the Editor, on the right side of the screen, click on the 

ñWorld Settingsò tab.  If you do not see the ñWorld Settingsò tab, click on the Settings tile at 

the top of your screen and select World Settings from the menu.  

9. Scroll down to the HHour  group, expand this group if necessary by clicking on the triangle icon.  

https://docs.unrealengine.com/latest/INT/Engine/Rendering/LightingAndShadows/LightTypes/SkyLight/index.html
https://docs.unrealengine.com/latest/INT/Engine/Rendering/LightingAndShadows/LightTypes/SkyLight/index.html
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Only the following fields will be used by the game for your map  

Å Player Count Max:  [Required] - Leave this at 16.  

Å Allow Respawn:  [Optional] - Check this box ONLY if your map supports respawn (has 

respawn enabled Team Start points).  This will only work for Elimination  Game Mode.  

Å Allow Night  Vision:  [Optional] - Check this box if you wish to enable players to use 

Night Vision in your map.  Should only be enabled for dark/night maps.  

Å Music:  [Optional] - Expand this section and provide desired music files for your map.  

Å Allow Ranking:  [Optional] ï Select this option if you wish game stats to count towards a 

players overall ranking within the H-Hour community.  

  

10. If you havenôt done so already, create a new folder in the UE Content browser under  

ñWorkshopContentò with the exact name you will use for your map.  All materials, textures, 

props, and any assets used in your map must be located within this folder.  

  

It is recommended to work on your overall map at this point, before continuing to the next 

sections.  Proceed when you feel your map is near completion and ready for H-Hour specific 

components.  

6.1.1 Starter Content Considerations  

H-Hour comes with a copy of the stock Starter Content to ensure mappers have access to the source 

version of these assets from UE4. This can be problematic IF a mapper uses this content without moving 

the folder inside of their Workshop\MapName folder.  References that lead outside of your content 

folder will cause Travel errors when you try to Merge your map into the game. Do not copy files from 

starter content to your map folders as this retains the reference to the Parent folderðalways use Move.    
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Once you Move content, remember to run Fix up Redirectors in your Editor.  This is achieved by right 

clicking on the Content folder in Editor and selecting ñFix up Redirectors.  It may take a couple of runs 

of this command to fully fix your references so repeat until no more file redirectors are found.  

 

6.2 Create a Lobby Camera  

When you first join a server and you are in the lobby, the game will search the map for a ñmap 

cameraò.  This can be a scenic overview of the map to show off the environment.  Follow these steps 

for adding the camera to your map.  

1. In the top left-hand corner of the UE editor, enter ñcameraò in the search box.  

  

2. Drag the item titled ñCameraò into your scene.  

3. Under the Details tab on the right side of your screen, RENAME  the CameraActor object to 

ñMapCameraò.  The camera must have this name for the H-Hour game to use it.  

 =Wrong Camera Name! 

4. Move the camera where you want and rotate it to get the preferred view.  While the camera is 

selected, a camera view ñpreviewò window will display what the view will look like.  
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6.3 Setting the Physical Material on items/materials  

IMPORTANT:  This section only applies to ñMaterialò assets that you have applied to Static 

Meshes (Objects) or BSP volumes (shapes) in your world.  If you have not applied any materials to 

your world, skip this section.  

For the proper sound effects and particles to play when physical interactions occur with a surface 

(such as walking on them or being struck by gunfire); you will need to assign a ñPhysical Materialò 

to each of your material assets used in your map.  

To assign a Physical Material to an asset, double click on a material from your Content Browser, the 

material will be opened in the Material Editor  window.  If you open multiple materials, they will 

each have their own tab within the Material Editor window.  Click on each tab to work with the 

options available for each opened item.  

Within the ñDetailsò tab for the selected material under ñCollisionò, use the dropdown for 

ñPhysical Materialò to select a physical material from the list that best suites the surface.  If you do 

not assign a physical material, the game will use ñConcreteò by default.  

  

The list of available items is obtained from the PhysicalMaterial folder already present in your 

project Content.  These existing items listed are already known materials by the H-Hour Game, and 

do not need to be copied/moved to your WorkshopContent folder.  

However, if you add any of your own custom physical material assets, you will need to import them 

first in to your appropriate WorkshopContent folder before assigning them.  

NOTE:  Using your own materials is untested and may not work with the existing game logic.  
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6.4 Creating Map ñLevelsò  

When you created your map, it is called the ñPersistentò level, but you can also create additional 

ñlevelsò for your map.  These ñsub-levelò maps are saved as separate files in your content browser but 

are not functional on their own.  

H-Hour uses these additional level maps to provide you the ability to hold objects for different game 

mode types or even objects that you want to reset at each round.  This way, you can have a single map 

project that holds everything you need for the various game types you want to support.  The specifics 

for each level type that H-Hour recognizes will be discussed further on, but here are the steps for 

creating ñLevelsò within your map project.  Your primary map (persistent level) will always be the 

Elimination game mode.  

1. Open your H-Hour Map project  

2. Within the Content Browser, locate and open your map (/Content/Maps/Workshop)  

    

  

3. Open the ñLevelsò window by clicking on ñWindow > Levelsò from the menu bar.  

  

NOTE:   You can drag the ñLevelsò window on to any panel within your editor for easy access as 

you work on your project, this is called docking panels.  We recommend dragging (dock) the tab 

for Levels with your ñDetailsò and ñWorld Settingsò panel.  

  

4. Within the Levels panel, click on the Levels drop down, and select Create New  
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5. When creating levels to be referenced by the H-Hour game (such as for a particular game mode), 

you MUST save your level in the same folder as your map, and the level name must begin with 

the same name as your map.  

For example, if my map name is ñExampleMapò, then a level for the Demolition game mode 

would be ñExampleMap_DMOò  

  

Your main map will automatically be used for Elimination mode, so there is no need to create a 

sublevel for that type.  You can find the name requirements for each level under the section Setup 

H-Hour Game Modes in your Map.  

SOME NOTES ABOUT USING LEVELS:   

Å Even though multiple levels can be visible simultaneously; you can only work with one level at a 

time, so pay attention to which one is active when placing objects in your world.  The active level 

will be displayed in Bold in the Levels panel.  The name of the active level is also visible on the 

lower right corner of your visible map in the main Editor window.  Double clicking on a level will 

make it the active level.  

  

Å You can click on the ñeyeò icons in the Levels Panel to turn on/off visibility of levels and their 

objects within your editor.  

Å You can move visible objects in your map in to the current level by selecting them in the editor, 

right  

clicking on them and choose ñLevel > Move Selection to Current Levelò from the context (right 

click) menu.  

Å The same object cannot be assigned multiple levels  
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Å Place any objects that are universal to your map (regardless of game mode) in your ñPersistentò 

level.  

Å Place any dynamic objects that can be moved or altered in game in your ñLogicò level discussed 

further down.  

6.5 Adding H-Hour Doors  

If desired, doors should be added to your Persistent map level.  

1. From the UE Editor Content Browser window, navigate to Content\Blueprints\Actions  

  

2. Drag the ñHH_Doorò asset to your scene and move the object to the desired location on your map.  

You can optionally assign your own Static Mesh, texture Material, and/or Open & Closing door 

sounds. Custom doors have been tested and work if setup properly. However, custom sounds for doors 

is experimental and has shown varying results up to now. Using these will require the map creator to 

develop their own solution so they work as you intend. We are not responsible for your custom 

sounds. If you do NOT create your own doors or sounds, the H-Hour game will use its default wood 

door & sounds.  

  

6.6 Adding Breakable Lights  

If desired, Breakable Lights should be added to your Persistent map level.  

The ñBreakable Lightò objects are not actually lights themselves, but a control method that allows you to 

provide the following key properties to an existing light object within your world:  

Å Unbroken Mesh ï The visible object for your light before being damaged  

Å Break Particle ï An optional particle effect you would like triggered when the light is damaged  

Å Break Sound ï An optional sound cue that can be played when the light is damaged  

Å Broken Mesh ï The visible object after the light has been damaged  
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You MUST add the Breakable BluePrint to your world before adding the desired light source object. If 

you do not create in the BluePrint first, the dependency will not be maintained, and it will not work for 

additional placements in your map.  

Also, spotlight and pointlights can be called from within the same BluePrint so if you use both, there is no 

need to switch between the two Blueprints. Set both up in the same one.  

  

1. From the UE Editor Content Browser window, navigate to Content\Blueprints\Environment  

  

  

2. Depending on the light source type you want to control (Point or Spot light); drag the  

ñHH_BreakablePointLightò or ñHH_BreakableSpotLightò asset to your scene and move the object 

to the desired location on your map.  

IMPORTANT:  Add a new light source object (Point light or SpotLight) to your world that will be 

controlled by this BluePrint.  This light source object should be set to ñMovableò for proper lighting 

results.  

After adding the light source, select the HH_BreakableLight Blueprint object to continue with setup.  

4. In the ñdetailsò panel for your breakable blueprint; use the dropdown for ñMy Spot Lightò or ñMy 

Point Lightò to the light source you added in step 3.  Notice the screenshot has ñMy spot Lightò 

entered in the search field to make the setting easy to find.  
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NOTE:  You will see all light source objects in your map listed, but only ones that have been added 

AFTER breakable blueprint will be accepted.  

5. Browse through the remaining properties for the Breakable light component and its sub components 

and make changes as you deem appropriate.  Do not overlook setting Broken/Unbroken Meshes, 

Particle effect and Break Sound for the best gamer experience.  

  

6.7 Adding H-Hour Player Spawn Points (Required)  

H-Hour Player Spawn points should be added to your Persistent map level.  

1. In the top left-hand corner of the UE editor, enter ñhhourò in the search box.  

  

2. Drag the item titled ñHHour Team Startò into your scene.  

While the item is selected on your map, look on the right side of the editor window under the Details 

tab to adjust the following variables:  
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a. Team:  Set this variable for which team can randomly spawn on it.  

All:  Any team player can spawn from this location.  Useful for setting respawn points.  

SOF:  Only SOF characters can spawn on this object. Ter:   

Only Terrorist characters can spawn on this object.  

b. Not for Players:  This is for internal testing and using bots.  Do not use.  

c. Not for Bots:  This is for internal testing and using bots.  Do not use.  

d. Respawn Only:  Check this option if you want the spawn point to only be used during respawn.  

Respawn enabled points must be in addition to the required 16 player starting points.  

NOTE:  Every map should have 8 spawn points for SOF, and 8 spawn points for Ter (16 total), 

regardless of desired game size or mode.  These 16 must not be enabled for Respawn.  

6.8 Adding navigation (NAV) Mesh for hostages  

This item should be added only to your _EXT sub-level.  

For hostages and other AI to navigate a map, a NAV mesh will have to be added to the map.  

1. In the top left-hand corner of the UE Editor, search for ñNav Mesh Bounds Volumeò. Drag the 

Nave Mesh Bounds Volume object in to your map.  
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2. With the Nav Mesh Bounds Volume object selected, you can use the RGB handles to scale the 

object, or you can manually enter scale values in the details panel.  

NOTE:   Scale values are multipliers, meaning that 2.0 is 200% (or 2 times) than the original size.  

Scale the X, Y, and Z ranges of the ñboxò like object to encompass your entire playable map area.  

  

  

3. Confirm that your map and objects do not break necessary paths for UE AI objects (hostages) to 

travel as follows.  

  

a. Enable the NAV Mesh layer (click on ñShow Ą Navigation) within the UE Editor.  
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b. The AI objects will be able to move everywhere that is highlighted in green.  Pan your way 

through your entire map and structures looking for breaks in the mesh that can be caused by 

objects, doorways, or too steep of inclines.  

  

  

6.9 Adding Hostage Spawn Points  

Hostage Spawn Points should only be added to your _EXT sub-level.  

1. In the top left-hand corner of the UE editor, enter ñhhourò in the search box.  

  

  

2. Drag the item titled ñHHour Hostage Startò into your scene.  

3. While the item is selected on your map, look on the right side of the editor window under the Details 

tab and go to the Hostage dropdown to select assign you hostage character to the Start object.  
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NOTE:   Repeat this process until you have 3 Hostage Start Points, each assigned to a different  

character.  

6.10 Adding Hostage Extraction Zone  

The Hostage Extraction Zone should only be added to your _EXT sub-level.  

1. From the UE Editor Content Browser window, navigate to  

Content\Blueprints\GameModes\Extraction   

  

  

2. Drag the ñHH_ExtractionZoneò asset to your scene and move the zone to the desired location on 

your map.  

3. With the Extraction asset on your map selected, adjust the size of the zone by adjusting the ñBox 

Extentò values in the Object Details view on the right side.  
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6.11 Adding an H-Hour Bomb Spawn Point  

Bomb Spawn Points should only be added to _DMO, _SAB, and/or _BRC sub-levels.  

If you intend on making one or more of these game modes (levels) available, each sub-level will need 

its own Bomb Spawn Point object.  

1. From the UE Editor Content Browser window, navigate to Content\Blueprints\Actions  

  

  

2. Drag the ñHH_BombSpawnPointò asset to your scene and move the object to the desired location on 

your map.  

3. Set the Allow Team drop down value to an appropriate setting for your intended map mode:  

Team All ï Applicable for Demolition game mode  

Team SOF ï Applicable for Sabotage & Breach game modes  
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6.12 Adding H-Hour Bomb Plant Sites  

Bomb Plant sites should only be added to _DMO, _SAB, and/or _BRC sub-levels.  

If you intend on making one or more of these game modes (levels) available, each sub-level will need 

its own Bomb Zone object(s).  

1. From the UE Editor Content Browser window, navigate to Content\Blueprints\Actions  

  
2. Drag the ñHH_BombZoneò asset to your scene and move the object to the desired location on your 

map.    

NOTES:   

(1) Do not change the Satchel sub component location for the bomb spawn point.  It is supposed to be  

ñ0, 0, 0ò. Changing sub-component location details can break the bomb.  

(2) Do not manually scale the spawn point itself; if you do so changes will cascade to all child 

components of the BombSpawnPoint object.  This will result in things such as the satchel being 

stretched or scaled.  Adjust the details of the component you wish to change instead.  

3. Set the Owning Team drop down value to the team that must Protect the:  

Team SOF ï Where Terrorists will try to plant the bomb  

Team Ter ï Where SOF will try to plant the bomb  
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6.13 Adding H-Hour Breach Points/Objects  

Breach Points can be applied to any map level but are intended mostly for _BRC sub-levels.  

Remember that only SOF team members will be able to destroy breachable objects (via C4), so keep that 

in mind when placing these objects.  

1. From the UE Editor Content Browser window, navigate to Content\Blueprints\Actions  

  

2. Drag the ñHH_BreachPointò asset to your scene and move the object to the desired location on your 

map.  

3. You must create and assign a Static Mesh and Material for both the ñStaticMeshò and  

ñDestroyedMeshò components.  Creating and Importing static meshes are advanced Unreal Editor 

techniques and are not covered by this guide.  

NOTE:  The Static Mesh and Material for both the ñStaticMeshò and ñDestroyedMeshò components 

of Breach, MUST be located within your Content/WorkshopContent/MapName folders so they are 

packaged and uploaded with your map. Otherwise, your Breaches will not function properly.  
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4. IMPORTANT:  It is highly like that you will need to adjust the Transform  options (Location, 

Rotation, & Scale) for the following components of your Breach object:  

Å StaticMesh  

Å DestroyedMesh  

Å (DO NOT SET*) ChargeSideA  

Å DamagePointA  

Å (DO NOT SET*) ChargeSideB  

Å DamagePointB  

NOTE:  Use the blueprint as a guide but be aware that each mesh will require you to test and tinker with 

settings until you get the result you want. *C4 plant locations no longer need to be set as player can plant C4 

on any location. DO be mindful of breach wall mesh thickness to avoid plants sinking through to the other side. 

If you want a wall to be breachable from both sides, add that logic.  

6.14 Adding H-Hour Ladders  

If desired, ladders should be added to your Persistent map level.  

You can see your ladders ñbuiltò in the editor but will only be able to test functionality once you 

have merged your packaged map project in to your local H-Hour game by using the H-Hour 

Uploader tool.  

1. From the UE Editor Content Browser window, navigate to Content\Blueprints\Actions  
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2. Drag either the ñHH_Ladder_Metalò or the ñHH_Ladder_Woodò asset to your scene and move the 

object to the desired location on your map.  DO NOT USE THE ñHH_ladderò Blueprint.  

3. Adjust the rotation of the ladder so that it is properly aligned with your object/building.  This is easy 

with metal ladders, as the top rail gives a clear indication, wood ladders can be a bit trickier HINT:  

With the ladder selected in your map having the ñtranslate toolò selected with ñLocalò space, the red 

axis arrow indicates the direction of the ladder that should be pointed towards the wall/object youôre 

setting the ladder for  

  
4. With the desired ladder in your map selected, you can manipulate its height by adjusting the following 

properties:  

Segments:  This is the main value that will control the main height of your ladder  

Counter Sink:  You can use this value to force each segment to overlap each other by a specified 

value (must be negative).  This is a great aid to fine tune the top most location of your ladder by 

making it shorter by small amounts  

Ladder Top Adjustment:   This is a negative only value that allows you to further sink the top mesh 

in to the ladder for final adjustments to the top location.  It is recommended to keep this number as 

small as possible and not to exceed -5.0.  

  

  
  

5. The ñUse Mountsò option toggle is used by metal ladder BPs, and if enabled; the system will 

automatically seek out the objectôs wall and generate mounts for your ladder.  Wood Ladders will not 

create mounts.  If there is no wall within range, the mounts will not be created for that segment.  

Mounts will automatically adjust them selves to varying wall distances, such as a rough/rocky surface, 

or areas with missing surface such as holes in buildings, or gaps to say a bridge.  

  

FOR ADVANCED MAPPERS ONLY   

The Ladder Object (wood/metal) has 5 child static mesh components.  These are responsible for the 

bottom, middle, top, mount arm, and mount base segments.  

We include in the project default metal ladder model meshes with a worn yellow and worn blue material 

that you can apply to any/all of these components.  There are also two wood materials that can be applied 

to the provided wooden ladder model meshes.  

If you wish, you can replace the meshes and/or materials with your own.  Your ladder meshes should be 

about 70 to 86 UE units wide in the editor for proper hand placements of the H-Hour character. Each 

ladder rung should also be spaced ~33 UE units in height from each other.  
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The ladder components are built together like Legos to make a dynamic ladder system.  If you choose to 

replace these with your own, it is important that your added models (and textures) are designed to be 

ñstackableò.  

    

6.15 Enabling Jump to Climb (J2C) on Objects  

For any objects you wish players to be able to Jump to 

Climb on to, you simply need to make a few selections 

for the objectôs collision options.  

1. In the map editor, select the object (or child 

component like a static mesh if necessary)  

2. Go to the ñCollisionsò property group and make 

the following selections:  

Å Enable ñGenerate Overlap Eventsò  

Å If necessary, set the ñCollision Presetsò drop 
down to Custom  

Å Set ñClimbò trace response to Block  

Å Set ñJ2Cò object response to Overlap  

NOTE:  Players will only execute J2C on your object, 

if the ñclimbable ledgeò is above the characterôs 

head** and within reach at full jump.  

Just because you enable J2C on 2 story building, they 

wonôt leap it in a single bound  

**Roughly a height (Z) over 100 units from the 

walkable surface near your object should be sufficient.   

  

  

6.16 Using/Resetting Dynamic Objects  

Advanced map makers may want to use objects within their map that can interact with the world.  Some 

examples can include:  

Å Objects that can move around within the environment, such as an object at a height that a character 

colliding with it can cause it to be pushed.  

Å Objects that can be directly altered in the world, such as an exploding barrel.  

To ñresetò these objects within the world, you will need to add a special sub-level for your map and place 

these objects there.  
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Create a sub-level and name it identical to your map name, ending with ñ_Logicò.  For example, 

ñExampleMap_Logicò.  

This level will be reloaded at each round, thus ñresettingò all contained object.  

The ñLogicò sub-level is reloaded for all game modes.  If you have dynamic objects that you wish to 

apply to a specific game mode; they should be placed within the sub-level for that specific mode.  

  

6.17 Creating a Water Volume   

HH_WaterVolume has been added to the set of available Blueprints for the Editor. This is still 

experimental at this stage, but the intent is to enable players to move through the water versus forcing the 

character to move on top.  

To use this function in your map:  

1. In the Content Browser of the Editor, type HH_WaterVolume in the search field.  

2. Click and drag the Blueprint into your mapôs persistent level.  It will appear as a box.  

3. Select the box and move it over the water surface you created.  

4. Scale and align the box so it covers and is slightly above the water surface.  

  

6.18 Creating a Loading Screen for your Map  

You can now create an optional Loading Screen for your map.  If a loading screen is not present, the 

HHour default will be used.  

There are some rules that must be followed for the game to locate your custom Loading Screen:  

Å It must be a UE Widget of the class ñHHourWidget_LoadingScreenò  

Å It must be named starting with your map name, game mode identifier, and end with ñ_Widgetò  

For example, let us say my map name is ñExampleMapò, and I have Elimination and Demolition 

modes available.  I would make two Loading Screen objects (widgets) named as follows:  

ExampleMap_ELM_Widget  

ExampleMap_DMO_Widget  

Å It must be in a folder named ñLoadingScreenò within your mapôs workshop content folder.  For 

example:  

/WorkshopContent/ExampleMap/LoadingScreen/  

1. In the Editor Content Browser, ensure that you have a folder under ñWorkshopContentò that matches 

your map name.  If not, create it.  

2. Within your mapôs content folder (from the above step), ensure that you have a folder named 

ñLoadingScreenò.  If not, create it.  
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3. You can copy an existing Loading Screen widget, such as from the ExampleMap project or your own.  

So long as it is renamed and located properly.  These steps will continue with creating a new widget.  

4. Right click in the empty space for the folder contents and select the option to create a BluePrint Class  

  

    

  

5. In the ñPick Parent Classò window that displays, click on the arrow by ñAll Classesò to expand it and 

search for LoadingScreen, select the HHourWidget_LoadingScreen item and click CREATE .  

  

  

6. Name the new widget in accordance to the rules previously mentioned ñ[MapName]_[Abbreviated  

Mode]_Widgetò  

For example, ñExampleMap_ELM_Widgetò  

7. This will create a new blank widget for you to modify appropriately for your map.  

8. Double click on your new loading screen widget to begin creating your display.  

Some recommendations include:  

Displaying your Map Name  

Displaying the Game Mode for the map  

Some brief information about the object or strategy  

An overview image of you map with key identifying information  

Further guidance on working with widgets in the UMG Editor are beyond the scope of this guide.  If you 

need assistance with the UMG interface, use the Epic forums, AnswerHub, Online tutorials or H-Hour 

community.  

    



H-Hour Custom Map Workshop Guide V9  

SOF Studios LTD.  June 2018  

H-Hour Custom Map Workshop Guide  pg. 35  

7 SETUP H-HOUR GAME MODES IN YOUR MAP  

To use the different H-Hour game modes, you simply need to have sub-levels for your map with the proper 

naming style.   

IMPORTANT:  If you intend on having any mode beyond Elimination, make sure you followed the 

procedures for Creating Map Levels. If you do not do this properly, your map will not work.  

7.1 Elimination Mode Requirements  

The map you created is the Main Map (aka ñPersistentò Level)  

This map will automatically be identified as Elimination Mode (_ELM ).  

Any items/objects you place in this level will be present in every game mode.  

  

Ensure your map contains the following:  

Å 8 SOF assigned HHourTeamStart spawn points  

Å 8 TER assigned HHourTeamStart spawn points  

7.2 Extraction Mode Requirements  

A map sub-level that is named identical to your map and ends with ñ_EXTò will automatically be 

recognized and used for the Extraction game mode.  

  

The Extraction sub-level for your map should contain the following:  

  

Å 3 Unique HHour Hostage start points  

Å 1 HHour Extraction Zone object  

Å An applied Navigation (NAV) Mesh  

7.3 Demolition Mode Requirements  

A map sub-level that is named identical to your map and ends with ñ_DMOò will automatically be 

recognized and used for the Demolition game mode.  

  

The Demolition sub-level for your map should contain the following:  

Å 1 HHour Bomb Spawn object with the ñAllowed Teamò set to ñTeam Allò  

Å 2 HHour Bomb Zone objects with the ñOwning Teamò set accordingly for each  

7.4 Sabotage Mode Requirements  

A map sub-level that is named identical to your map and ends with ñ_SABò will automatically be 

recognized and used for the Sabotage game mode.  

  

The Sabotage sub-level for your map should contain the following:  
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Å 1 HHour Bomb Spawn object with the ñAllowed Teamò set to ñTeam SOFò  

Å 1 (or more) HHour Bomb Zone objects with the ñOwning Teamò set to ñTeam Terò  

 

 

7.5 Breach Mode Requirements  

A map sub-level that is named identical to your map and ends with ñ_BRCò will automatically be 

recognized and used for the Breach game mode.  

  

The Breach sub-level for your map should contain the following:  

Å 1 HHour Bomb Spawn object with the ñAllowed Teamò set to ñTeam SOFò  

Å 1 (or more) HHour Bomb Zone objects with the ñOwning Teamò set to ñTeam Terò  

Å 1 (or more) HHour Breach Point objects with your own custom Destroyed/Undestroyed static meshes  

Be mindful when placing your Breach Points.  Terrorists cannot equip C4, and thus will not be able to 

destroy any breachable objects.  Also, there is always the chance that none of the SOF players equipped 

themselves with C4.  

  

It is recommended to have at least one path to the objective that does not require going through a breach.  
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8 OPTIMIZING USING LODS AND VERTEX PAINTING   

In previous versions of the engine, to optimize what was rendered to players at various distances for large assets 

in your map, you needed to create separate LODs in modeling applications where you decreased the vertices on 

the object and then imported the asset and its LODs into the engine.  This allowed each LOD to have its paint or 

material set separately by the map maker.  

The latest engine allows for auto-generation of LODs, so the vertices displayed reduces over distance.  We 

highly recommend the use of LODs where possible to optimize the rendering cost of your assets. To do this, you 

must open the asset and set it to allow for auto-generation.   

Editing a prop or building to set auto-LOD generation:  

  

  

Auto-LODs work well on most assets but is problematic when a map maker has used the Editor provided Paint 

tool for vertex painting on their asset.  Not sure what vertex painting is?  Check this video:  

https://www.youtube.com/watch?v=8p3TQpLQI9o  

  

The vertex paint is primarily on the first LOD and players can see popping from the area where the painting was 

done as they move away and towards the object.  If this is very noticeable, it will detract from game play.    

It is therefore, recommended that when you import a new asset into the engine, you set the LOD group first 

before doing your vertex painting.  Once the LODs are auto-generated, you can use the checkbox in the paint 

section to instruct the engine to paint on all LODs.  

Setting Paint feature to paint on all LODs:  
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9 PACKA GING YOUR MAP   

This section will walk you through the steps to prepare and package your map and content.  

Do not proceed with this step unless you are ready to test you map in game or upload to steam.  

NOTE:  All of your map levels should be VISIBLE  prior to packaging!  Levels that have visibility 

turned off, will not be packaged.  You can use the ñeyeò icon in the levels window to ensure that your 

persistent level and all sub-levels are visible.  
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9.1 Update UE Packaging Settings  

You should only need to make these changes once with your project.  

1. Click on the Edit  menu and select Project Settings from the drop down.  

  

  

2. On the left Pane of the settings window, click on ñPackagingò.  

  

  

3. On the right pane of the settings window, scroll down to where it says, ñList of maps to include in a 

packaged buildò.  Change the existing entry for Index 0 to the location of your main map (the 

ñpersistentò level), as shown below under step 4.   

  

4. On the right pane of the settings window, scroll down to where it says, ñAdditional Asset Directories 

to Cookò.    

If you did not create or wish to include any Loading Screen widgets for your map, click the trash 

icon to remove the entry.  

If you did create Loading Screen widgets for your map(s) and wish them included, you should 

modify the entry to properly reflect your loading screen folder, as shown in the example below.   
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If you leave the ñAdditional Asset Directories to Cookò entry in the step 3 image unchanged, you may include 

extra assets not used by your map; making your Workshop Item needlessly larger.  

  

5. Close the Project Settings window.  The changes will be saved automatically.  

  

9.2 Prebuild File Cleanup to Prevent Map Crashes  

After your initial packaging of a map, it is best practice to clean your files for any future builds/packaging:  

1. In your WorkshopEditor folder, remove the Intermediate and Saved folders.   

Pathing information and prebuilt files related to old builds are kept here and can cause your map to 

look for files that no longer exist.  This can cause client game crashes on your map.  

2. Unless you are very familiar with file structures and uses, it is recommended that you Package each 

build into a clean empty folder.   

There are two options, either use a different folder for each build you package or remove existing 

content from your previous packaging folder. This will avoid deleted files with invalid references 

being submitted with your map and potentially causing client crashes.  
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9.3 Build and Package your Map  

3. Click on the Build  tile and set your lighting quality to Production.  

ProTip 1:  You can select a lower quality to build faster for testing purposes.  When you are ready to 

consider you map ñfinishedò, you can then build and package your map with a higher lighting quality.  

  

  

  

  

ProTip 2:  You can check your maps for errors prior to building lighting and risking running into issues. 

Use the Build  dropdown to select ñMap Checkò, then fix any relevant errors.  Building lighting can 

take significant time so it is wise to make sure nothing will cause it to fail.  

  

4. You may receive ñMap Checkò Warnings or errors when packaging.  Depending on the results, you 

may or may not need to act.  For example, Warning messages about objects with Null Static Mesh 

properties; can usually be avoided.  This guide cannot provide direction on what results require 

action.  Use fellow community map makers or internet searches on results that you are unsure about.  

5. Once the Build is successfully complete, click on the File menu, and select SAVE ALL . Not saving 

all changes prior to packaging can lead to missing content and/or changes.  

6. Click on the File Ą Package Project Ą Windows Ą Windows 64 bit.  
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NOTE:   You will be prompted for a location to save the package content.  It is recommended to  

select or create a location at the root of a drive, using a path with NO spaces, and a sub-folder for 

your map.  For example: C:\WorkShopPackages\ExampleMap  

Depending on the size of your map, content, and the resources of your computer; packaging times 

will vary and can take a significant amount of time to complete.  

  

7. Monitor Log Output   

a. While Packaging, the Log Output will be displayed.  Monitor for any errors.  It is critical  that any 

errors are corrected before continuing.  

b. If you need to view the log after packaging is complete; you can view the last log file by clicking 

on the menu Window Ą Developer Tools Ą Output log.  

    

  

 

10 TESTING AND DISTRIBUTING YOUR MAP   

Both integrating your project in to your game and uploading it to steam, are performed using the H-Hour 

Uploader tool. \App\HHourWorkshopUploader\HHour Uploader\HHour Uploader\HHourWorkshop.exe  
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1. Launch your steam client and logon  

2. Use Windows File Explorer to navigate to the directory you extracted the HHour Uploader tool to.  From 

there, continue in to \ WorkshopUploader\  

3. Double click on ñHHourWorkshop.exeò.  You should see your steam user name displayed at the top of 

the applicationôs main screen which displays a list of your published items (if any) like below:  

Depending on your operating system settings, you may have to respond to some security questions 

related to launching this application for the first time.  Prompts may vary by system, so no further 

guidance can be provided.  

  

  
 

 

10.1 Testing with your Local H-Hour Game  

Now that youôve packaged your map, you can use the H-Hour Uploader application to merge the results in 

to your game for testing.  This should be done prior to any deployments with steam to ensure your map and 

H-Hour features are working as intended.  

1. Launch the H-Hour Uploader application and click on ñMergeò  
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2. Fill out the fields as appropriate in the Item Update screen:  

  

NOTE:   File Paths generally must be entered manually or filled by Copy/Paste as every mapper is 

likely to have a different location for their Project files.  The application will try to scan for your 

HHour game directory under the stock folder structure Steam uses for both drive C: and D: IF found, 

this field will be auto-populated.  If your Steam games are kept in non-standard folders or on other 

drives besides C: or D: you will need to manually add the path.  

Items in RED are required and will change color when an acceptable value has been provided  

 

EXAMPLE  of completed screen showing specific paths for that user. Yours will likely be different 

so do not just replicate this and expect it to work!!!  
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Å Map Display Name:  Provide the name of the map as it should appear within the HHour Game. 

Spaces are allowed but keep the name short (20 or less characters) so it does not cover other screen 

elements. The name should also reflect the name you used for your UE4 map file, e.g., 

DesertRaid.uasset = Desert Raid for Map Display Name.  

Å Map File Name:  Enter the name of your UE map file (the umap extension is optional)  

 Example:  MyExampleMap  

 Example2:  MyExampleMap.umap  

Å Path to Packaged Content Folder:  This is the full path up to the Content Directory of your map 

that you packed within the previous section.  Using the same path example as in the Packaging 

steps, the path value would be like this:  

C:\WorkShopPackages\ExampleMap\WindowsNoEditor\HHourGame\Content  

NOTE: There is a bug in the addressing where sometimes even with the correct address, the field 

stays red.  If this happens, try adding a ñ\ò to the end of the address if none exists.  Conversely if 

your address has the backslash already, delete it. 

Å Path to Game Content Folder:  This is the full path up to the Content Directory of your Steam 

HHour game installation.  The tool will pre-populate this field if it finds the game in the default 

location on C or D drives.  For example, a default installation would be:  

C:\Program Files (x86)\Steam\steamapps\common\H-Hour Worlds Elite\HHourGame\Content  

   

    

  








