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Chapter 3: Shaping Your World 
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Props 

 

 



 

 

 

 

 



 

 

 

 



 

 



 

 

 

 



 

 

 

 

 

 



 

 

 

 



 

 

 

 



 



 

 

 



 

 

 

 



 



 

 

 

 

 



 

 

 

 



 

 



 

 



 

 



 

 

 

 



 

 

 

 

 

 



 

 



 

 

 

 



 

 

 

 



 

 

 

 

 

 



 



 

 

 



 

 



 

 



 

 



 

 

 

 

 



Chapter 5: Importing Custom 
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Chapter 6: Lighting and Compiling 

 

 



 

 

 

 



 

 

 

 

 

 



 

 



 

 



 

 



 

 



 

 



 

 



 

 



 

 

 

 



 

 

 

 



 

 

 

 



 

 

 

 

 

 

 

 



 

 

 

 



 

 



 

 



 

 

 

 

 

 



 

 

 

 



 

 

 

 



 

 



 

 



 

 



 

 



 

 



 

 

 

 



 

 



 

 



 

 

 



 

 

 

 

 

 

 



 

 

 

 

 

 

 

 



Chapter 7: Triggers and the 
Input/Output System 
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Systems 

 

 



 

 

 

 



 

 

 

 



 

 

 

 



 

 

 

 



 

 

 

 



 

 

 

 



 

 

 

 

 



 

 

 

 

 



 

 

 

 

 

 

 

 



Chapter 9: NPC Movement Basics 

 

 

 

 



 

 

 

 

 

 



 

 



 

 



 

 

 

 



 

 

 

 



 

 

 

 



 

 

 

 



 

 

 

 



Chapter 10: Advanced NPC 
Scripting 

 

 

 

 



 

 

 

 



 

 

 

 



 

 

 

 



 

 

 

 



 

 

 

 



 

 

 

 



 

 

 

 



 

 



 

 

 

 



 

 

 



 

 

 

 

 



 

 

 

 

 

 

 

 



Chapter 11: Source Particle Editor 

 

 

 

 

 

 



 

 

 

 

 



 

 

 

 

 



 

 

 

 



 

 

 

 



 

 

 

 

 

 



 

 

 

 



 

 

 

 



 

 

 

 



 

 

 

 



 

 

 

 



 

 

 



 

 

 

 

 



 

 

 



 

 



 

 


