MAKING A LEVEL FOR COUNTER STRIKE SOURCE

By Philip Dyer (jD*SharpS)

I have always been fascinated by level design and making games. Since the very beginning of 2005 I have been using the editor for Half Life 2 and consider myself to be fairly good at making levels. I want others to be able to use it and realize how easy and fun making levels can be. Thanks to the bots on Counter Strike Source, you can play your level offline and test it to perfection with the help of these AI players. They will help play test your map and show up any exploits there might be.

   I suggest sticking to my tutorial as it will only take about quarter of an hour to follow and by the end you will have enough knowledge to be able to make your own levels which could rival Dust 2. Given 3-4 hours, you could make a level that plays exactly like any other map you have ever seen on Counter Strike Source. It might not look as pretty, but you’re well on your way towards making your first masterpiece. 

Here are some tips when making a level after this tutorial, just to tide you over until the second part of this tutorial…

*bot_add in the console will add AI players to your level. You must make sure there is more than spawn point in the level. The first time you make a level it will calculate how the bots play your level. This will take about 5 minutes with a large map. If you want to improve the map, name it something different in order to allow the bots to learn the new layout, or go into your cstrike/maps folder and delete the nav file for your map.

*Play-test it with bots. Leave your computer on for half an hour or so and check the scores out.

*Bigger is better. Don’t spend an hour on a hand railing when you could have made a massive tower in the same space of time. Which will benefit the player more?

*Practice makes perfect. Don’t be put off if your first level is a little under whelming. 

We’ve all been there- spending ages on something only to find it’s rubbish. What do you do? Keep the level as reference and learn from your mistakes. Massive rooms don’t always mean lots of fun- add cover and don’t let the player feel intimidated by the scale.

More on this in the next part (Which will be uploaded soon). So, let’s get onto making your first level!

To make a level you must download Source SDK from the TOOLS section of Steam. This will take about an hour to download. Once done, double click on SOURCE SDK, as shown below
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The problems may start here.  First of all, make sure it ‘Counter Strike: Source’ at the bottom. If it doesn’t, click on the tab and click on it ‘Counter Strike: Source’. If it isn’t here, try clicking ‘Reset Game Configurations’. Try this again if you have difficulty loading the editor up. 
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You’ll start off in a blank screen a bit like the one below. To load up the editor screen click ‘File’ then ‘New’

Welcome to the screen where levels like Dust 2 were made. Here are all the tools you need for your first map…

Selection Tool- When you want to select items and boxes from the four ‘black squares’

Entity Tool- For putting in people, items and practically anything else you need when making a map

Block Tool- For making the walls, floors and ceilings of your level

Apply Current Texture Tool- To apply the current texture to the selected boxes you’ve made with the block tool

Current Texture- What your boxes you make will look like

Change Texture/Browse- See next bit of tutorial
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Run Level!- Click here when you want to view your level
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To start making your level, select the ‘Block Tool’ (5th down on the left-hand side) and draw a square in the top right black box. This is the ‘Top View’ box, the Arial View of your map.
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To make this box real, you press ‘enter’ on your keyboard. However, you won’t be able to see it because it might be out of your view box. To move about your world you move your mouse cursor over the top left ‘black box’ (Where the red block is below) and move about with the WASD and mouse. Be careful not to lose your level. If you do lose it into the blackness the easiest way is to load up the Source SDK editor again.

Here you can see the textures screen, which contains thousands of textures, from walls to tiles to faces. Some won’t be useful, others will be very useful. My favourite textures? To find them type their names next to ‘filter’.

De_dust/tilefloor02 (Because it’s bumpy, reflective and reminds me of Dust)

Plaster/offwllb (Because it’s the only indoor wall texture without bits peeling off)

Stone/Stonefloor006a (Add in dark environments for spectacular reflections)

Concrete/concretewall038d (Only neat concrete texture in the game)
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Size 128x128 is the original size. Change it to 256x256 or 512x512 for better screenshots of the textures. If you can’t be bothered to find textures for your level type ‘measure’ in filter and you’ll find a load of orange textures you might have seen before in various levels on the internet.

[image: image8.png]@ Hammer - [Untitled - Top]
Edt Map View T

®% o 32 E 0 < gy B [0 m HE# % B&

Snap: On Grid: 32




Double click on the texture you want to leave the screen. To make walls/towers/pits, you draw a box like you did before, but stretch it upwards/downwards using the two lower black boxes. Press enter to make it real.
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Now you expand on that. Add some more walls, perhaps adding a corridor or two, and you’ll end up with a neat little level which is more interesting to look at and play than a simple box. To add a spawn point, select the entity tool (Shift + E) and click on the ground some where. A terrorist will appear. Double clicking on him will enter a very long list of tools. I wouldn’t recommend messing about too much as some of these options would mess up your level at this stage. 
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Next lets add a sky to your level. With out this your level will be completely black where there would have been sky. Go onto the texture menu and type in ‘skybox’. It is the one at the very bottom.
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There are better ways to make skyboxes, but for now just simply make a massive hollow cube surrounding your entire map. To do this, make a box and stretch it so it covers all your level (And then a bit more, as flash bangs etc will bounce off it and it’s annoying for flash bangs to be stopped in thin air.) To make it hollow, go up to ‘tools’ then down to ‘make hollow’. Make the wall’s thickness 2. What ever you do, don’t stretch or shrink the box once you’ve made it as it will destroy your level in a number of ways (Most annoyingly invisible water). If you want to make it bigger or smaller, delete the old one and start again with this section.
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You have now finished your first level. Do what you must with it, such as adding Counter Terrorists and an extra wall or so, then go up to the button shown below or press F9. Change the settings to what is shown below, then click OK. If asked to save your map save it to your desktop and call it ‘Game01’ or something. It will then render. The time varies from 5 seconds to several days, depending on the complexity of your level.
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If you get this error message once Counter Strike Source has loaded, don’t panic. Click ‘close’, then ‘create server’, find your level in the list, then join it as you would any single player game of CSS. 

… And there you go. Your first ever level. It doesn’t look great, but it’s a start. In the next part of this tutorial I will show you the tools of the trade to get your level looking more professional by adding lighting, fog, interesting layout, cubemaps, items, bombsites and more.

Thank you for reading. If you need anything my email is philipmdyer@hotmail.com 

www.freewebs.com/3kliksphilip 
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