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1 DISCLAIMER

SOF Studi es, Lt dE. w i-Holir gaona featured ®r malking maps dsingitge H
HHour Workshop Project Application. SOF is not responsible for providing supprt for the Unreal
Engine or Steam Workshop.

Any assistance needed with education in the use of Unreal Engine or map making itself is the
individual 6s responsibility. EpicE provides a
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.

SOF Studios LTD. June 2018
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2 OVERVIEW

This guide will serve as a starting point for the reader to be able to integrate andeiharertiunreal

Engine Content/Maps with the-Hour Game & Community. This document will not cover information
beyond this integration. It will be the reade
Unreal Engine and other 3D softwanlatforms.

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 informadilin to

you through what can initially seem like a daunting task. We feel confident that after setting up your first
projectandoi ng t hrough the initial steps; youdl !l wi
the HHour Community in no time!

Given the complexity of this process, there are numerous steps involved. This guide has been designec
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 leagiven a thorough once over; use the table of Contents to
quickly navigate documenttopidS.nabl i ng t he Adobe ABookmar kso p
around the guide much easier.

Due to the size of this document, and the numerous sections, it is recdathie 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:

A Epic Gameso6 4Un2r e al Engine

A SOF St wdurWodkshopHditor & HHourWorkshopUploader packages
A Visual Studio C++ Runtime Redistributable 201
A

This is not necessary if you already have the HHour Gamdéts latestedistributablesnstalled
Decompression Software such as WinRAR -&ify

3.1 Get Unreal Engine

1.1 f you havenoét already do wa@lickHardtegbto&mehl | nst a
Engineds website. Y o accourd ofill auti thge formdoregister & hew a n
account.

2. Execute the downloaded installer
NOTE: This will install the Epic Game Launcher, you will still have to seéend install an
engine version.

SOF Studios LTD. June 2018
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3. Launc EpicGaraes Bauncher appl i cati on and use the int
4.19.2 engine. This will require 7 GB of drive space!
NOTE: H-Hour is using a custom versiondhreal Engine 4.0.2. 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 #Hour game.

Itis NOT recommended to use Weal 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 announcedeamnthe St

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
Aprojectso folder at t heC\UWEaBoectdf your dri
When you extract the zip file, it will create its own sub folder.ngshe above example
directory, you C3UEoPweadsHHoordorkstppEditod h A
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 packadix@amples would
be to rename t o A WSOA@TE:lCheck foldefipvdéSeridsiandaf yot see t ¢
ARead Onlyodo ticked, uncheck and then Appl)

It is recommended you do not delete the zipped files in case you need tyoeventoject back to
the original state at some point.

3.3 Get Visual Studio C++ Runtime Redistributable 2015017

You will only need to obtain this software if you encounter error messagédike:
AMSVCP140.dll is missing from your computer. Try rlieg the program to fix this problemo

If you encounter such an error, you can acquir@ibx64 (required) and x86 (optional) installers
HEREand the 2017 x64 installefERE

SOF Studios LTD. June 2018
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4 HELPFUL UNREAL ENGINE 4 LINKS BY EPIC

Use the following links for additional assistance with learning UE4
A Epic Video Tutorials
A Epic Documentation
A Epic Foruns
A Epic Community WIKI

SOF Studios LTD. June 2018
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5 MIGRATI NG FROM ANOTHER PROJECT

5.1 Pre-Existing 4.19.2 Map Content

This is referring to existing 4.9.2 map projects and does NOT apply to projects made on other
engine versions or previous{our 4.15.3 map projects.

I f youdve been wor lkndyogrcantentia nonratipesegolders; yoo willshavy to
reorganize (move) your map and content locations.

NOTE: Itis assumed you already have a separaktodir Project folder ready.

1. Open your existing UE 4912 project:

a. Inthe UE Editor Contat Browser, navigate to your map.

b. Ri ght c¢click on the map file (this also wor
migrate from thereands e | ect tMigmtew.pt i on A

. Export...
Show In Explorer
Save
leferences
Copy Reference
Reference Viewer...

Connect To Source Control

c. A window will display showing yowll the items that the map (or folJes referenced by.

This alsois to show youall the items in the old Content folder that will be transferred. Click
OK.

SOF Studios LTD. June 2018
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u Asset Report

The following assets will be migrated to another content folder.
4 @@ Game
4 [ Materials
M_Basic_Floor

d Browse t o aQoments ef ekt et hwei #bour WorkghopuProjest e w H
directory you created and cli€hK.
e. Youmay be prompted to choosdetherto overwrite files if there are matching names. You
will need to consider each file and determiigetherit should be overwritten. It is generally
recommended to not overwrite matching iter
f. Migrating just your map is typically sufficient, but if there are esmpainingfiles/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 hdourGameproject.

3. NOTE: As you changed the file directory strucil
Redirectors in Fol degrignalfoller thelnoap/¢cohtentsresided ingnidlt ¢
click AFi x Up Redi r e ecdtonremeat formall félders that you relocated o u
(moved). Failure to do so may result in a map that works fine in when playeddditbebut
fails to load in HHour.

SOF Studios LTD. June 2018
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—_——
== ContentBrowser, Delete

e AddNew v X Import  Reference Viewer..
Size Map...

Fix Up Redirectors in Folder

Ag g
iw Content Migrate...
D i Blueprints '
D i Maps Source Control

i PhysicalMaterial Connect To Source Control

w:;.-“:j; 1t - -

Architecture

[
TIP: You can use the filter option located beside the ContentBrowser windowytousétes, so they

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

5.1.1Starter Content Considerations

H-Hour comes with a copy of the stock Starter Content to ensyrparsahave access to the source
version of these assets from UE4. This can be problematic IF a mapper uses thiswthaenmoving
the folder inside of their WorkshidgapName folder. References that lead outside of your content
folder will cause Traveerrors 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 Paredtdtidsis uséMove.

Once you Move content, remember to run Fix up Redirectors in your Editis is achieved by right
clicking on the Content folder in Editor and
of this command to fully fix your references so repeat until no more file redirectors are found.

5.2 Convert a PreviousH-Hour 4.15.3 Workshop Map

If you have an older map version that is still in5431youcancopy the contents into a new project
you create in 44.2 for your HHour Projects using the provided files.

IMPORTANT 1 Before Beginning:

A It is assumed yoalready have 492 downloaded and setup with a separateldiir Project
folder ready AND your old map file structure mirrors the new file structure. (TIPTS&¢C
6 for instructions on how to open a clean install of the Workshop Editor)

A ONLY copy overthose folders/files mentioned in the procedure below. DO NOT copy over
folders likedn Bu i i Idnot,er medi at eo or fASavedo from an
you will have issues as these contain old project settings and old pathing details.

A Always check your project settings AFTER you copy content into a new project. Read the
Packagingrocedure before assigning additional directory packaging directories to settings.

To copy your 4.5.3 map to 4.9.2 for conversion to the new engine and editor:
1. Open UE4 and access theHdur Project Editor.

SOF Studios LTD. June 2018

H-Hour Custom Map Workshop Guide pg.11



H-Hour Custom Map Workshop Guide V9

2. Create a folder und€&ontentWorkshopContentvith your map namec(eate the

WorkshopContent folder if one does not already gexist

Open File Explorer separately and locate ymap in your old source files

4. Use File Explorer to copy your old .umap file and its-Buels and then paste them into the
new Editords Con tComehiMdpaWorkshapr directory

5. Locat e y o wonterd foldersim Rilp Bxplorer and copy and paste into the Editor
diredory ContentWorkshopConten{map namejfolder. You may be prompted to choose
whetherto overwrite files if there are matching names. It is generally recommended to NOT
overwrite matching items. IMPORTANT: Before starting this procesbe aware that if
you are moving |l ots of content and donoét F
have to do this in steps by moving chunks of small amounts of content. Otherwise the engine
may crash and corruptl your content.

6. If you have dber content that needs to be moved that contain changes you made to the
previous workshop editor and map, copy those files over asMiell.In your 4.5.3 editor,
right click on the nMigatebi t e apd ael @&y bhE
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 shwaltt, and you will now be able
to start changing things in your project to make use of the new feéiuf&s!

w

NOTE: The new H-Hour Editor will automatically package your content folder with your map soDO
NOTuse the AAddi ti on alopton imsidecthe projectpackagimg sdttings foruydue o
content folder. Follow the instructions onPackaagingfor proper setup.

NOTE 2: If th e copyprocess failsas it can if not properly cleaned, you can try usinghe Migrate
process detailed infopic 5.1 Pay attention to whether all desired content isnigrated however.

5.2.1Starter 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 thissthraenimoving

the folder inside of their WorkshidgapName folder. References that lead outside of your content
folder will cause Travel errors when you try to Merge your mapth@game. Do not copffles from

starter content to youmapfoldersas this retaisthe reference to the Parent foldealways useMove.

Once you Move content, remember to run Fix up Redirectors in your Editor. This is achieved by right
clicking on the Content folder i n Editor and
of this command to fully fix youreferences so repeat until no more file redirectors are found.

SOF Studios LTD. June 2018
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6 WORKING WITH UE4 AND THE H-HOUR PROJECT

By this point, it is assumed that you have already done the following:
A Acquired & extracted the HHour Project File
A Installed UE 4.9.2 retal (obtained via the Epic Launcher application)
A Read through 1B entiresection.

Start the Epic Game Launcher application, select kdarary and double click on the-HourGame
project to load it under the selected @12) Unreal Engine Editor.

I f youdre getting in to the Project for the fi

1. In the Windows File Explorer, browse to the location that you extracted-theur Project
Package file you downloadesarlier.

2. You should see the AHHour Gameodo Unr eal Engin
Auprojecto for those that have extensions v

It should also have this icoﬁ.!}

3. Double Click on that file. This will add the project to your Epic Gaftoguncher librarand
launch the project in the Unreal Project Editor.

4. An error message may be displayed as shmslow. If so, click the More Options selection and
on next screen select Skip Conversion.

Convert Project

This project was made with a different version of the Unreal Engine. Converting to this
version will rebuild your code projects.

New features and improvements sometimes cause APl changes, which may require you to
modify your code before it compiles. Content saved with newer versions of the editor will not
open in older versions.

We recommend you open a copy of your project to avoid damaging the original.

5. You can now begin creating your worl@he following subsections will aid you in some-Hour
specific areas youo6ll want to cover before

SOF Studios LTD. June 2018
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6.1 Creating a New Map

1. In the UE Editor, click orrile and selecNew Level
2.1 f youdre prompted t BxamspeMap yot baa chgosedo save or hoky e
either choice is fine.

3. Select from th®efaulttemplate, oEmpty LevelNOTE: 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 thepmeulation below to happen.

The Default template will prepopulate your world with:

Atmospheric fog

A Sky Sphere asset (sky & clouds)

A light Source (sun)

A SkylLightasset

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

down)

A floor

To Do Do To I Do

4. Click on theSavetile in the top of your screen

5. In theSave Level Asvindow, navigate to the fold€&ontent\Maps\Workshop

6. Provide a name for your map that adheres to the follawing
A Yourmap & Levelsnustbe | ocat ed wiCorttentWaps\Warkshop fadere c t 6
A Give your map anique name. All Community Created Maps will be stored in the same

| ocation on a playerds system. Usangg a n
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
fiworld Settingso t a b . | f yWour lddo Sheottt isnegesSettihgetilddt c | i
the top of your screen and sel@¢brld Settinggrom the menu.

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

SOF Studios LTD. June 2018

H-Hour Custom Map Workshop Guide pg. 14


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

H-Hour Custom Map Workshop Guide V9

4 HHour

4 Map
Map Name
Map File Name
Game Mode
Workshop File |d
Player Count Max
Allow Respawn

D Music

Allow Night Vision

Allow Ranking =)

Only the following fields will be usedy the game for your map
A Player Count Max: [Required]- Leave this at 16.

A Allow Respawn: [Optional]- Check this box ONLY if your map supports respawn (has
respawn enabled Team Start points). This will only worlElonination Game Mode.

A 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.

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

A Allow Ranking: [Optional]i Select this option if you wish game stats to count towards a
players overall ranking within the-Hour community.
10,1 f you havendt done so already, create a n:

fiwWorkshopConterd wi t h t h e e xuaecfdr yoar mapdll materials, textures,
props, and any assets used in your mapust 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 hear completion and ready for HHour specific
components.

6.1.1Starter 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 problenkasiariapper uses this contgnthout moving
the folder inside of their WorkshidgapName 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 contet to your map folders as this retains the reference to the Parendfaldeays uséviove.

SOF Studios LTD. June 2018
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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 pBddiccaars. lit may take a ¢coople ofaunsd
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 searchthemap & fi ma p
camer ao. This can be a scenic overview of t
for adding the camera to your map.

1. Inthe topleft-handc or ner of the UE editor, enter fncal

Qs Motes

V&

Gamera

2. Drag the damemtn t htbedodr scene.
3. Under theDetailstab on the right side of your scre@ENAME the CameraActor object to
fiMapCamerao . The camer a mus tHolrgametousbit. s name f ¢

T Details

A Camerakciol

4. Move the camera where you want and rotate gdt the preferred view. While the camera is
selected, a camera view Apreviewo window wi

=Wrong Camera Name!

SOF Studios LTD. June 2018
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6.3 Setting the Physical Material on items/materials

IMPORTANT: This section only appl hagesapptiedto StMiat er i a
Meshes (Objects) or BSP volumes (shapes) in your world. If you have not applied any materials to
your world, skip this section.

Forthe proper sound effects and particles to play when physical interactions occur with a surface
(swch as walking on them or being struck by gt
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, th
materia will be openedn theMaterial 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.

Wi t hi Detaillsh et dthe sdlected material und@&rC o | | ,iuseithe drapdown for

iPhy si cal toMeldcteiphysachl imaterial from the list that best suites the surface. If you do
not assign a physical material, the game willfuse o n ¢ byedefaub.

The list of aailable itemsgs obtained from the PhysicalMaterial folder already present in your
project Content. These existing items listed are already known materials byHbr ibame, and
donat need to be copied/moved to your WorkshopContent folder.

However, f 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.

Concrete_Wet_PN\
Physical Maten
Dirt_PM

a» View Options -

Phys Material Concrete P
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64Creating Map ALevel so

When you created your map, it is called the f
Al evel so for ydédwewvwehmhap.mapBhase fSawkd brevseskmp ar

are not functional otheir 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 wanteseft each round. This way, you can have a single map
project that holds everything you need fhe various game types you want to support. The specifics
for each level type that4Hlour recognizes will be discussed further on, but here are the steps for
creating fALevel so within your map pwaysbettet . \
Elimination game mode.

1. Open your HHour Map project
2. Within the Content Browser, locate and open your map (/Content/Maps/Workshop)

3. Open the ALevel so Windowd>develeh yf rcd m ctkh en gmeomu fib a |

File  Edit | Window | Help
%) Details b
o Viewports ]
*= Hierarchical LOD Qutliner
v S Layers
7 4 Modes
NOTE: You can dr &g wti melofwL ®enelt® any panel with
you work on your project, this is calleldckingpanels. We recommend dragging (dock) the tab
for Levels with your #fADetailso and AWorl d S

1) Details ® World Setting & Levels

4. Within theLevelspanel, click onhieLevelsdrop down, and sele@reate New
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" Levels v @

Source Control »

Default Streaming Method »

Add Existing...

Create New with Selected Actors...

5. When creating levels to be referenced by thdddir 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 yauap.

For exampl e, iBxamplgMamapt hameai befiel for the
wo ul dExampleMap DMO

Your main map will automatically be used for Elimination mode, so there is no need to create a
sublevel for that type. You can finkdeg name requirements for each level under the seBtiarp
H-Hour Game Modes in your Map

SOME NOTES ABOUT USING LEVELS:

A Even though multiple levels can be visible simultaneously; you can only work with one level at a
time, so pay attention to which orseactive when placing objects in your world. The active level
will be displayed in Bold in theevelspanel. 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 oneh\aill
make it theactivelevel.

3 Details ® World Setting & Levels
’Levels - @

Search Levels

©» 4 Persistent Level
ExampleMap_DMO
ExampleMap_BRC
ExampleMap_SAB

ExampleMap_EXT

A You can click on the fAeyedo icons in the Lev
objects within your editor.

A You can move visible objects in your map in to the current level by selecting theneitittre
right
clicking on tdve mMomenSelectiohto Gusrentlidvel f r om t het con:
click) menu.

A The same object cannot be assigned multiple levels
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A Place any objects that are universal to your map (regardless of game mode) infjoB e r si st
level.

A Pl ace any dynamic objects that can be moved
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 Browseindow, navigate t€€ontent\Blueprints\Actions

== Content Browser '
I AddNew~ & Import Save All €& =

Search Folders p Y Filters =

4 @ Content
4 Blueprims

i Environment
[ @ GameModes
O W Geometry

HH_Door

2. Dr ag HH IDeoroh asset to your scene and move the
You can optionally assign your own Static Mesh, texture Material, and/or Open & Closing door
sounds. Custo doors have been tested and work if setup properly. However, custom sounds for dooi
is experimentadnd hashown 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 rpminsible for your custom

sounds. If you do NOT create your own doors or sounds, #Heud 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 ABteakaghto objects are not actwually 1light
provide the following key properties to an existing light object within your world:

Unbroken Mesh The visible object for your light before being damaged

Bre&k Particlei An optional particle effect you would like triggered when the light is damaged
Break Sound An optional sound cue that can be played when the light is damaged

Broken Mesh' The visible object after the light has been damaged

To o To I>
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You MUST add he Breakable BluePrint to your world before adding the desired light source object. If
you do not create in the BluePrint first, the dependency will natdaatainedand it will not work for
additional placements in your map.

Also, spotlight and pointljhts 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, navigat€omtent\Blueprints\Environment

== ContentBrowser,
I AddNew~ & Import Save Al € - | & Conte

Search Folders Jo| Y Filters v ESEETRINSNIE

4 @ Content
4 @ Blueprints
il Actions

| [JEnvironment
I @ GameModes
O W Geometry PointLight SpotLight

HH_Breakable HH_Breakable

2. Dependig on the light source type you want to control (Point or Spot light); drag the
fiHH_BreakablePointLighto  d¢1H_BieakableSpotLightd asset t o your scen
to the desired location on your map.

IMPORTANT: Addanew light source object (Rd light or SpotLight) to your world that will be
controlled by this BluePrint . Movallldhi 8ot i phbopesobl
results.

After adding the light source, select the HH_BreakableLight Blueprint object to contirfuseitip.

4. 1 n the fAdetail so panel f or youMySpotleghtk addg et b |
PointLightt t o the | i ght s oNatciec ¢ otuh ea dsderde é ms lsd te ph
entered in the search field to make the setting eafgd.
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i Details # World Setting & Levels
[ HH_BreakableSpotLight &
+ Add Component - o Edit Blueprint ~

( HH_BreakableSpotLight(self) .

My spot Light X E o~

4 Default

My Spot Light None - O A

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 componeité and components

and make changes as you deem appropriate. Do not overlook Bettkayn/Unbroken Meshes,
Particle effectandBreak Soundfor the best gamer experience.

6.7 Adding H-Hour Player Spawn Points (Required)

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

1. Inthe topleft-handc or ner of the UE editor, enter HAhhourt

/ HHBUr Game Character

-
’H HHDBUE Hostage Start
L

w
'H HHour Team Start
-

2. Drag t he HHboueTeantStattd eidntfio your scene.

While the item is selected on your map, look on the right side of the editor windowtheBetails
tab to adjust the following variables:
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U E ™ vorld Settings
SR HHourTeamstart Gpen HHourT,

=+ Add Component - <5 Blueprint/Add Script

CapsuleComponent (Inherited)

I < 7] <> -

4 Transform

#7300 17 50.0cm B 111 999

a. Team: Set this variable for which teacanrandomly spawn on it.
All: Any team player can spawn from this location. Useful for setting respawn points.
SOF: Only SOF characters can spawn on thigot. 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 yowant the spawn point @nly 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 desiraghme size or mode. These 16 nntbe enabled for Respawn.

6.8 Adding navigation (NAV) Mesh for hostages
This item should be added only to your _EXT subevel.
Forhostages and other Al to navigate a map, a NAV mesh will have to be added to the map.

1. Inthe topleft-handc or ner of the UE Editor, search f ol
Nave Mesh Bounds Volume object in to your map.

Qr Modes

AP 3B

nav mesh bounds

.O
P Nav. Mesh Bounds Volume
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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 nmually 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 erftirepldyable madpargad | i

3. Corfirm that your map and objects do not break necessary paths for UE Al objects (hostages) to
travel as follows.

a. Enabl e the NAV Mes hA Naagat®m) withio thea UEEditar.n A Show

‘j' Toolbar;

& =8

Save  Source Control Content Marketplace

B [.z Perspective)Tg Lit] Show

Use Defaults

¥ flags
Anti-aliasing
BSP
*% Collision
% ® Decals
Fog

= Grid

Landscape
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b. The Al objects will be able to move everywhere thaighlghted 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 your _EXT sub-level.

1. Inthetopleft-handc or ner of the UE editor, enter fAhhourt

! HHour Game Character

¥ HHour Hostage Start
b

¥y HHour Team Start
-~

2. Dr ag t he HHbuehwostage Stdrtce di Mt o your scene.
3. While the item is selected on your map, look on the right side of the editor windowtbebetails
tab and go to the Hostage dropdown to select assign you hostage character to the Start object.
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i Detajls M world sSettings

o HHourHostageStart Open Hiour HostageStart

+ Add Component - of Blueprint/Add Script

Za HHourHostageStart] (Instanc

® CapsuleComponent (iInherited)

EEE =) [T <~ -

<4 Transform
] 110.0cr bl 80.0 cm il 111.999¢ R
iy 00° = hd 00° S fd 00
iy 10 Rg 10 4 10 N
4 HHour| Team

Neot for Players m

<4 HHour| Hostage

Hostage Hostage Bill >,

NOTE: Repeat this process until you have 3 Hostage Start Points, each assigdéfterd
character.

6.10Adding Hostage Extraction Zone
The Hostage Extraction Zone should only be added to your _EXT sdlevel.

1. From the UE Editor Content Browser window, navigate to
Content\Blueprints\GameModes$Extraction

== Content Browser
I AddNew ~ X Import Save All & [

Y Filters =

PER Search Folders

“ @ Content
4 @ Blueprints
4 i GameModes
[ Il Maps
@ PhysicalMaterial
> @ StarterContent

2. Dr a g HH lEdracfionZoned6 asset to your s c e regreddoonationono v e t
your map.

3. With the Extraction asset on your map select e
Extento values in the Object Details view on

June 2018
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T Details ™ World Settings

-
S Add Component - oo Edit Blueprint -

® HH_ExtractionZone(self)

B DefaultSceneRoot (Inherited)

Search

4 Transform
Rotation i 00° O R4 00° O fd 00 )
Scale ~ (I I 2 S

Mobility . Static T

4 Shape

b Box Extont CSEETNSD CANECTINS) EARETTMIS) -

6.11 Adding an H-Hour Bomb Spawn Point
Bomb Spawn Points shaold only be added to _DMO, _SAB, and/or BRC sulevels.

If you intend on making one or more of these game modes (levels) available, each-Ewel will need
its own Bomb Spawn Point object.

1. From the UE Editor Content Browser window, navigat€omtent\Blueprints\Actions

== Content Browser
lAddNew'~: L Import Save All €

PRl Search Folders jo| TFilters~

4 @ Content
4 @ Blueprints
- =
i Environment
> @@ GameModes HH. Bomb
D W Geometry SpawnPoint

2. Dr a g HH IBemb$pawnPoind asset to your scene and move
your map.

3. Set theAllow Teamdrop down value to an appropriate setting for your intended map mode:
Team AllT Applicable forDemolition game mode
Team SOR Applicable forSabotagé& Breach game modes
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) Details ® world Setting & Levels

[ ¥ BRC_BS_SOF '

+ Add Component > o Edit Blueprint ~

(J HH_BombSpawnPoint(self) l

Allow Team X E o~

4 Default

Allow Team Team SOF v [l

6.12 Adding H-Hour Bomb Plant Sites
Bomb Plant sites should only be added to _DMO, _SAB, and/or _BRC siévels.

If you intend on making one or more of these game modes (levelsidable, each subevel will need
its own Bomb Zone object(s).

1. From the UE Editor Content Browser window, navigat€omtent\Blueprints\Actions

== Content Browser

I AddNew~ X Import Save All & -

PRI Search Folders jo| YFilters ~

4@ Content
4 @ Blueprints

i Environment
> @@ GameModes HH._Bomb

U I Geometry Zone
2. Dr ag HH IBembZoned0 asset to your scene and move t he
map.
NOTES:

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

A0, O, 00 .-cofdoreem pcatioydetsils tan break the bomb.

(2) Do not manually scale the spawn point itself; if you do so changes will cascaltiehild
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 theOwning Teamdrop down value to the team that musttBctthe:
Team SOR Where Terrorists will try to plant the bomb
Team Teii Where SOF will try to plant the bomb
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S\ Details ® World Setting & Levels

Y BRC_BS_Ter '

+ Add Component - o Edit Blueprint ~

S R

owning x| =LA

4 Default

6.13 Adding H-Hour Breach Points/Objects

Breach Points can be applied to any mafevel butare intended mostly for BRC sublevels.

Remember thainly SOF team members will be able to destroy breachable opjects4), so keep that
in mind when placing these objects.
1. From the UE Editor Content Browser window, navigat€omtent\Blueprints\Actions

== Content Browser
I AddNew~ &L Import [B)SaveAll ¢

PEN Search Folders Y Filters v

4 & Content

4 @ Blueprints
@ Environment
- @@ GameModes
O i Geometry

2. Dr a g HH_IBreachiPointd a ® goartscene and move the object to the desired location on your
map.

3. You mustcreate and assignStatic MeshandMaterial for botht h StatiéMeshdo a n d
fiDestroyedMesio components Creating and Importing static meshes are advanced Unreal Editor
technques andare not covered by this guide.

NOTE: The Static Mesh and Materi al for both the
of Breach, MUST be located within your Content/WorkshopContent/MapName folders so they are
packaged and uploaded with yanap. Otherwise, your Breaches will not function properly.
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&0 Details ® world Setting & Levels

. n
+ Add Component - o Edit Blueprint ~
® HH_BreachPoint(self)

4 %, Scene (Inherited)

P 7 ChargeSideA (Inherited)
b 7 ChargeSideB (Inherited)
DestroyedMesh (Inherited)

Search
P Transform

4 Static Mesh

Wall_400x300
Static Mesh

4 Materials

M_Basic_Wall
Element 0 e D

4. IMPORTANT: Itis highly like that you will need to adjust tAeansform options (Location,
Rotation, & Scale) for the following components of your Breach object:

StaticMesh

DestroyedMesh

(DO NOT SET*)ChargeSideA

DamagePointA

(DO NOT SETF) ChargeSideB

DamagePointB

Too T To Too To Do

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 want4 plant locatios no longe need to be set as player can plant C4

on any locationDO bemindful 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 édaoditenill snlyiédable tb tesh funictionalitylforce you
have merged your packaged map project in to your local HHour game by using the HHour
Uploader tool.

1. From the UE Editor Content Browser window, navigat€omtent\Blueprints\Actions
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2. Dr ag e i HHhladdertMetalo A o r HH LladderiWoodo asset t o your s
object to the desired location on your m&pO NOT USE THE fiHH_ladderd  ugprint.
3. Adjust the rotation of the ladder so that it is properly aligned with your object/building. Haisyis
with metal ladders, as the top rail gives a clear indication, walsliracan be a birickier HINT:
With the ladder selectedinyourmappvi ng t he Atransl ate tool 0 s
axis arrow indicates the direction of the ladder that should be pdoweddst he wal | / obj e
setting the ladder for

4. With the desired ladder in your map selected, you can miatepits 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 negjge). 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 adjustmentsthe top location. It is recommended to keep this number as
small as possible and not to excegd.

4 Ladder Mesh
Ladder Top Adjustme!

Counter Sink

Segments

Use Mounts

5. Thd&Jsie Mo aoptioh gyle is used by metal ladder BPs, and if enabled; the system will
automatically seek o0 udmotnkséoryou |pdeler.t\Wosd Laddersiwill moh d
create mounts. If there is no wall within range, the mounts will not be created feegna¢nt
Mounts will automatically adjust them selves to varying wall distances, such as a rough/rocky surfact
or aeas 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 baggnsats.

We include in the project default metal ladder model meshes with a worn yellow and worn blue materia
that you can apply to any/all of these components. There are also two wood materials that can be app
to the provided wooden ladder model imes

If you wish, you can replace the meshes and/or materials with your own. Your ladder meshes should b
about 70 to 86 UE units wide in the editor for proper hand placements ofioei-tharacter. Each
ladder rung should also be spaced ~33 UE umiteight from each other.
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The ladder components are built together likgosto 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
ifstackabl eo.

6.15Enabling Jump to Climb (J2C) on Objects

For any objects you wish players to be able to Jum
Climb on to, you simply need to make a few selecti

Pickup

**Roughly a heidnt (Z) over 100 units from the Water
Grenade

walkable surface near your object shouldsb#icient.

for the objectos col |l i s BEEESTEEEA.
4 Collision Presets Custom... -
1. Inthe map e_dltor, selt_act the_ object (or child Sl Y
component Ilkg a stffltmNesh if necessary) e
2. Go t oCollisiorsd0 Apr operty gr sraalll Grmtap Bk
the following selections: Collision Response: [l
A E n a bQemeraté Overlap Event$ Trace Response
Alf necessary, set th S : :
down toCustom Saa B B
A Set ACIimbo ®Blochkce r e shotBlockes B
A Set fJ2C0O0 oobQuerlap r es 2D | 8 =B
Object Respons
NOTE: Players will only execute J2C on your obje Voces: & W
. . PN . WorldDynamic - -
i f dlimbablehedgeo i s above
head** and within reach at full . =
ead** and within reach at full jump. ysicszoy B DD
o Vehicle @ )
Just because you enable J2C on 2 story building, t Destructible [l o
w o nléapit in a single bound Projectile | 8
& =)
@ [ |
@ O
[ | |

J2c

Can Character Step U

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:

A Objects that can move around within the environment, such as anattgeloeight that a character
colliding with it can cause it to baiphed.
A Objects that can be directly altered in the world, such as an exploding barrel.

ToAir eset 0 t hhenghe wald yoe wilt need o add a special-$eNel for your map and place
these objects there.
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Createasub evel and name it identicladicot o Fourexampl
AExampleMap_Logio .

This level will be reloaded ateachrmoad, t hus Aresettingo all cont ai

T he fL o-pveldsaeloadedfor all game modes. If you have dynamic objects that you wish to
apply to a specific game mode; they should be placed within thlegeildfor 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 thistageput the intent is to enable players to move through the water versus forcing the
character to move on top.

To ue this function in your map:

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

Click and drag the Blueprint into your map?©d
Select the box and move it over the water surface yeated.

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

PwonPE

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 beused.

There are some rules thaustbe followed for the game to locate your custom Loading Screen:

Alt must be a UEHHburWidgettLoanlihgSdreete c | ass i

Alt must be named starting with your mdap nanm
For example, | et ExampeMap , manocap hame ES$ i i na
modes available. | would make two Loading Screen objects (widgets) named as follows:
ExampleMap_ELM_Widget
ExampleMap_DMO_Widget

A It mustbe ina folder namediLoadingScreerd wi t hi n your mapo6s wor k¢
example:
/WorkshopContent/ExampleMap/LoadingScreen/

1.1ln the Editor Content Browser, ensure that vy«
your map name. If not, create it.

2. Within your mapés content folder (from the abo
fiLoadingScreerd . I f not , create it.
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3. You can copy an existing Loading Screen widget, such as from the ExampleMap project or your owr
So long as it is renamed anatdded 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 Clas

% Blueprint Class

5. 1 n PitkearédntClass wi ndow t hat di s py AiCEssesc |tioc ke xopna ntc
search folL.oadingScreenselect theHHourWidget LoadingScredtem and clickCREATE.

4 All Classes

loadingScreen

AO 1‘}. t

JserWidaet

Select Cancel

6. Name the new widget in accor dMapNanme]i[Abbraviated r ul ¢
Mode] Widgeto
For examplep BEMaWipdegdMao

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 bde 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 withe UMG interface, use the Epic forums, AnswerHub, Online tutorialstdot
community.
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7 SeETUP H-HOUR GAME MODES IN YOUR M AP

To use the different HHour game modes, you simply need to havelsubls for your map with the proper
naming style.

IMPORTANT: If you intend on having any mode beyond Elimination, make sure you followed the
procedures fo€reating Map Leveldf you do not do this properly, your map will not work.

7.1 Elimination Mode Requirements

The map you created isthe MainMag@ fAPer si stentodo Level)
This map willautomatically 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:
A 8 SOF assigned HHourTeamStart spawm{soi
A 8 TER assigned HHourTeamStart spawn points

7.2 Extraction Mode Requirements

Amapsudl evel that i s named i derEXKToc aMi |tlo ayud wrmama
recognized and used for the Extraction game mode.

The Extraction sulevel for your map should contain the following:

A 3 Unique HHour Hostage start points
A 1 HHour Extraction Zone object
A An applied Navigation (NAV) Mesh

7.3 Demolition Mode Requirements

Amapsudl evel that i s named i de mDMO@wdllautomaticallydwar r map
recognized and used for the Demolition game mode.

The Demolition subevel for your map should contain the following:

A1 HHour Bomb SpawlowedBepnd c 5 eTwamtAld fihe 0
A 2 HHour Bomb Zon®wnioglgaei tsetwiadcc drheei migly for

7.4 Sabotage Mode Requirements

Amapsub ev el that i s named i derSABoc ali |tlo ayud wmama
recognized and used for the Sabotage game mode.

The Sabotage sdbvel for your map should ctein the following:
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A1 HHour Bomb Spawlowedbepnd c 5 eTwamtSOFOfihe 0
A1 (or more) HHour BoOWInZTeane DdMpamtddrosfi wi t h t he

7.5Breach Mode Requirements

A map sublevel that is named identical to your map &d d s BRGQO h wii | | aut omati c
recognized and used for the Breach game mode.

The Breach sulevel for your map should contain the following:

A1 HHour Bomb SpawlowedBbepmd c 5 eTwamtSBFOfi he
A 1 (or more) HHour Bomb Zone object wi t @QwningiTeandii s eTeamtTerd i
A 1 (or more) HHour Breach Point objects with your own cusbestroyedUndestroyed static meshes

Be mindful when placing your Breach Points. Terrorists cannot equip C4, and thus will not be able to
destroy any teachable objects. Alsthereis 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 breac
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8 OPTIMIZING USING LODSs ANDVERTEX PAINTING

In previous versions of the engine, to optimize what was rendered to players at various distances for large as
in your map, you needed to create separate LODs in modeling applications where you decreased the vertice:
the object andhien imported the asset and its LODs into the engine. This allowed each LOD tts pavs or
material set separately by the map maker.

The latest engine allows for augeneration o ODs, 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,
must open the asset and set it to allow for -@etoeration.

Editing a prop or building to set auioOD generation:

Preview Scene Setti 5 Details

Off = L

LOD Group LevelArchitecture
p—ccssna—— :
LOD Import Base LOD

Minimum LOD
Number of LODs
Auto Compute LOD [

4 Static Mesh Settings

Auto-LODs work well on most &ets 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=8p3TQpLQI90

The vertex paint is primarily on tHest 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 irdnghe, you set the LOD group first
before doing your vertex painting. Once the LODs are-gatwrated, 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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iy Modes
\‘ ‘ 4 Ny
| - N /
T ® Vertices  Textures

Instance vertex colors None

Mode ® Colors  Blend Weights

&l * | 0|
o Paint color

Erase color e

Channels %4 Red % Green [ Blue [} Alpha

Radius 128.0
Strength

Falloff 1.0
Enable brush flow

Flow

Ignore back-facing

View

B Allow Paint On All LOD

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 beVISIBLE prior to packaging! Levels that have visibility
turned off, will not be packaged.You can use the fieyed icon in the
persistent level and all subevels are visible.
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9.1 Update UE Packaging Settings
You should only need to rka these changes once with your project.

1. Click on theEdit menu and sele®roject Settingsfrom the drop down.

Window Help

) Undo History

2.0n the |l eft Pane of tPhckagimpe.t ti ngs window, cl i

Description

3. On the right pane of the settings window, scroll down to whes&t fiList of maps to include in a
packaged build . Change t he eOatsetocatiog of gonrtmaitymap @he | n d ¢
Apersistento | evel), as shown below under st

4. On the right pane of the settings window, scroll down to whesays, fiAdditional Asset Directories
to Coolo .

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, yod shoul
modify the entry to properly reflegbur loading screen folder as shown in the example below.
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4 | ist of maps to include in a packaged build 1 elements +

0 D:/Unreal_Projects/HHourWorkshopEditor/Content/Maps/Workshop/ExampleMap.umap R

4 Additional Asset Directories to Cook 1 elements + o

WorkshopContent/ExampleMap/LoadingScreen SRS g

|l f you | eave the AAdditional Asset Directories t
extra assets not used by your map; maiipour Workshop Item needlessly larger.

5. Close theProject Settingswindow. 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 filesnfpfuture builds/packaging:

1. In your WorkshopEditor folder, remove thdermediate andSavedfolders.
Pathing information and prebuilt files related to old builds are kept here and can cause your map tc
look for files that no longer exist. This carusa client game crashes on your map.

2. Unless you are very familiar with file structures and uses, it is recommended that you Package eac
build into a clean empty folder.
There are two options, either use a different folder for each build you packayeawe 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 theBuild tile and set gur lighting quality taProduction.

ProTip 1. You can select a lower quality to build faster for testing purposes. When you are ready to
consider you map fAfinishedd, you can then bui

L

Build
Lighting CQuality Level
Build Lighting Only Q Production
Lighting Quality » = High
Medium

Preview

ProTip 2: You can check your maps for errors prior to building lighting and risking running into issues.
UsetheBuilddr o pdown MamCheckol, edthemm fi x any relevant e
take significant time so it is wise to make sure notltigcause it to fail.

4. You may receive AMap Checkd Warnings or erro
may or may not need et For example, Warning messages about objects with Null Static Mesh
properties; can usually be avoided. S'guide cannot provide direction on what results require
action. Use fellow community map makers or internet searches on results that you are unsure abo

5. Once the Build is successfully complete, click onkile menu, and seleGAVE ALL . Not saving
al changes prior to packaging can lead to missing content and/or changes.
6. Click on theFile A Package ProjecthA Windows A Windows 64 bit
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U Exampleman
File | Edit Window Help

Load and Save

A New Level...

B Open Level...

™ save

P SaveAs..

M Save All Levels

% Open Asset...

= SaveAll

Choose Files to Save...

sty Actor

sty Character

Connect To Source Control...

1t Light
Project

¥ New Project...
™ Open Project...
W New C++ Class...
8! HTMLS
Cook Content for Windows @' i0S
A! Linux
Import... ' Windows » Windows (32-bit)

Import Scene... : an 1 Windows (64-bit)

fer Start

NOTE: You will be prompted for a location to save the package content. Itis recommended to
select or create a location at the root of a drive, using a patiiN@igpaces, and a sdblder for

your ma@. For exampleC:\WorkShopPackage$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, theog Output will be displayed. Monitor for any errors. Itigical thatany
errors are correctedbefore continuing.
b. If you need to view the log after packaging is complete; you can view the last log file by clicking
on the menWindow A Developer ToolsA Output log.

10 TESTING AND DISTRIBUTING YOUR MAP

Both integrating your project in to your game and uploading it to steam, are performed usiAgdbe H
Uploader tool\App\HHourWorkshopUpload&HHour Uploade\HHour UploadeiHHourWorkshop.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. Frol
there, continue in toWorkshopUploaden

3. Doubl e ¢lHourevérkstwop.exéd . Yo u oursearh user sagne displayed at the top of
the applicationds main screen which displays
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.

RosieRascal

PUBLISHED .. NEWTEMi. ), uMERGE AWREERESH

10.1Testing with your Local H-Hour Game

Now t hat youdbdve packageldouryplander ap@igation ty menge thearésihu s e
to your game for testing. This should be done prior to any deployments with steam to ensure your map
H-Hour features are working as intended.

1. LaunchtheFHour Upl oader appMeigggati on and click on
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RosieRascal

PUBLISHEDR, . REERESH

SUBMIT,

CANCEL

2. Fill out the fields as appropriate 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 undéne stock folder structure Steam uses for both drive CDaitid found,

this field will be autepopulated. If your Steam games are kept instandard folders or on other
drives besides C: @: you will need to manually add the path.

Items iInRED arerequired 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
sodo not just replicate this and expect it to work!!

SOF Studios LTD. June 2018
H-Hour Custom Map Workshop Guide pg. 44




H-Hour Custom Map Workshop Guide V9

A 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 sc
elements. The name should also reflect the name you used for your UE4 map file, e.qg.
DesertRaid.uasset = Desert Raid for Map Display Name.

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

Example: MyExampleMap
Example2: MyExampleMap.umap

A Path to Packaged Content Folder:This is the full path upo 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:\WorkShopPackagagxampleMapWindowsNoEditokHHourGameContent
NOTE:There isa bug in the addressing where sometimes even with the correct addessld
staysred If thishappens t r y &od dtion gt hae fie n ifinorte fexists Goaveraetyd r e s
your address has the backslash already, delete it.

A Path to Game ContentFolder: This is the full path up to the Content Directory of your Steam
HHour game installation. The tool will ppopulate 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)SteamsteamappgommonH-Hour Worlds ElitdHHourGameaContent
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