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I =1 2 =1
Y:[0-25 =] Y: ID | Rotation

Texure group: 512512
IAII Textures

=

Cument testure:

usthy
LRFA| TB C|

[T Treat as one

| brick /brickwall037s

SRt Hide mask
Browse... |

&= Replace... |

Apply

B

— Align
¥ Wodd [~ Face

Mode: Lift+5Select

Smoothing Groups

; l; Mo errors were found.




Check map for problem: X |

Problems Found:
E ntity [funz detaill haz bad |0 connections
Entity [kevframe_rope] has unuzed keyvalue "angles'
Entity [keyframe_rope] haz unuzed keyvalue "angles”
Entity [kevframe_rope] has unuzed kewvalue "angles"

[ Check visible parts of the map only

— Description

The entity has one or more | /0 connections that - Go ko errar
are invalid, target a nonesistent entity, or

cohnect to invalid inputs in the target entity. By
Fixing this error deletes the bad connections. =

Fiee all [of type]




Chapter 7: Triggers and the
Input/Output System




Class Info  Outputs Ilnputs I Fags I VisGroup I

| Iy Ot ... | Targ... | Tar... | | Delayl Onby Once
"' OnTrgger doorll Open 000 MNo

My output named IDI‘lTrigger

Targets entities named door(1
Via this input Dpen

With a pammeter ovemide of I*HDHE F

After a delay in seconds of I'ﬂ'| [~ Fire once only

Paste | Delete |

Cancel | Apphy |

Cbject Properties: doc it |

Class Info I Outputs  Inputs | Flags I VigGroup I

| Source | Output = | Wy Input | | Delay | Once |
)l. trigger_once OnTrgger Open 000 Mo

Mark Double click or select and click Mark
— button to view input originator

.- —IZ Cancel | Apply







Class Info  Outputs Ilnputs I Fags I VisGroup I

| Iy Output :=-| Target Entity | Targ... | | Dela'_.rl Onby Once

"' OnFulyOpen  room02_lightd1  TumOn

200

Mo

4|

I

My output named

Targets entities named

Via this input

With a parameter overde of I*HDHE *

After a delay in seconds of IE-E

[T Fire once only

| oo |

Paste

| Delete

2

Cancel |

Apply




Class Info I Outputs I Inputs  Flags |‘u"|sGmup I

v Clients

[]NPCs

[ Pushables

[ Physics Objects

[ 0nby player aly NPCs

[]0nly clients in vehicles

[]Everything {not including physics debris)
[10nly clients "not™ in vehicles

[ Physics debris

[]0nby MPCs in vehicles {respects player ally flag)

Class Info  Outputs Ilnputs I Flags I VisGroup I

| My Output > | Targ... | Tar...l | Dela}rl Cnby Once
o OnEndTouch doorl2 Close 000 Mo
o OnStatTouch doorl2 Open 000 Mo

My output named IDnStartTouch

Targets entities named door(2

Via this input Open

With a parameter overde of I*HDHE *

Ater a delay in seconds of I'ﬂ'| [ Fire once only

Paste | Delete |

Cancel | Apphy |




| My Output | Target Entity | Targ... | P.. | Delaﬂ Only Once

4| OnFulyOpen | room02_light01 TumOn | [200 [No |
"' OnFullyOpen  room02_light01_mdl_off  Alpha 0 200 Mo
f OnFullyOpen  room02_light01_mdl_on  Alpha 285 200 Mo




| My Output = | Targ... | Tar... | | Dela:.rl Only Once
f OnMapSpawn  cagell Open 500 Mo

= ArgherEonce < . b

filter _class

- func bréakable 156 8

=

prop_physws func physbox

Something Touches
frigger_once

Is activator a
physics object?

Does physics object
match filter criteria®?

Do
Nothing

Break Window




Object Properties: rock_f | ——

Class Info IOLrtertsl Inputs | Flags | VisGroup |

Class: Angles: (\
Iﬁher_adivatur_dass j I Smart Edit Help | ID - I
Keyvalues: _copy | paste |

Property Name |‘u"a|ue | Imd{_ﬁher j

MName rock_fitter
Filtter mode Allow entities that match criteria Mark | Mark+Add | é |
Fitter Classname  prop_physics

Cancel | Apphy |




Jbject Properties:

Class Info  Outputs Ilnputs I Fags I VisGroup I

| My Ou.... | Target Entity | Targe... | | Dela'_.rl Only Once
"' Onllserl  gnome_reset Teleport 000 No
.’ Onlserl gnome_sxplode  Bdplode 050 Mo
e
s

Onlserl  gnome_explode  Bxplode 100 Mo
Onlserl  gnome_explode  Bxplode 125 Mo
.’ Onllser!  gnome_explode  Explode 150 Mo

My output named IDn Userl

Targets entities named gnome_explode
Via this input Bplode

With a pammeter ovemide of I:ru:une *

After a delay in seconds of Iﬂ'-ﬁ'ﬂ'

| Copy




PEAYER*WALKS
INTOARIGGER

- I §
&2 B

TRIGGER TELLS
DOORINOIOPEN




| Object Properties: door01 -

Class Info lOutputs] Inputs | Flags | VisGroup

Class:

|fun|:_|:||:u:|r j
Kewvalues: E m

Angles:

| Smart Edit Help l—_|

Property Name | Yalue

MName door{)]

Parert

Render FX Momal
Render Mode Momal
Fx Amourt (0 - 255) 255
Fx Color (RG B) I
Disable Receiving Shadows Mo
Global Ertity Mame

Dizable shadows Mo
Speed

Master (Obsolete)

Start Sound

Stop Sound

Start Close Sound

Stop Close Sound

Delay Before Reset (-1 stay)

Lip

Blocking Damage

Force Closed

lgnore Debris

Message f Triggered

Health (shoot open)
| relrad Srnind

||:||:n:|rD'I

Mark | Mark+f-‘u:|-:|| é§|

Help

The name that other entities refer to this entity
by

Comments

=Enml
m




Clasz Info IOLrtertsl Inputs I Flags I VisGroup I

Class:

I j
Keyvalues: copy | paste |

Angles:
e s [ oo(

Property Mame | Yalue

Mame

Parert

Crigin (XY Z) 0344 40
Start Disabled Mo
Global Ertity Mame

Fiter Name

-~

Mark | Mark+Add | _ﬂ

Help

The name that other entities refer to this entity
bry.

Comments




Class Info IOLrtertsl Inputs | Flags | VisGroup |

Class:

Itrigger_muhiple j

Keyvalues: EE}j _Lstel

Angles:
e o [

Property Name | Yalue

MName

Parent

Crigin (XY £) 0344 40
Start Disabled Mo
Global Ertity Mame

Filter Name

Delay Before Resst

=l
Mark | Mark+Add | _ﬂ

Help

The name that other entities refer to this entity
by

Comments




Flags

VisGroup l




Chapter 8: Trains and Camera
Systems
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Toggle helpers




path_track

|

path_track
path_tr sepath_track
r:naﬂh_irawiﬂj_C -

|1 =]
-ﬂth frar w|

path_trac

prtty_t

path_Arark
J/
A

path track

path_track

S A0 SN R TRl oW % ,.'v\:_ :‘ JaER &." FoRAETS S B JN TS & o u’é <% ;‘t,«:r ol % o
S NN N L S . . Y g e eSS o =
SR L T RS TN A T A VL S AR

A 2 7777777




Class Info  Outputs Ilnputs I Fags I VisGroup I

| My Output = | Targ... | Target Input | | Dela'_.rl Only Once
o PressedBack traind1  StartBackward 000 Mo
o PressedForward train01  StartForward 000 Mo
f |UnpressedBack train01  Stop 000 Mo
.’ UnpressedForward  train01  Stop 000 Mo

My output named I -

Z
Z

Targets entities named j
Via this input 3
With a pammeter ovemide of IfJ'IDI'IE> ;I

After a delay in seconds of IE'-[:I [T Fire once orly

Copy | Paste | Deete |

Cancel | Apply |




Object Properties: cam

Class Info IOLrtertsl Inputs | Flags | VisGroup

Class:
Iirrfu::_u:amem_link j

Keyvalues: EE}d.LStEI

Property Mame | Value

MName camera_link
Ertity Whose Materal Uses _t_camera monitor_screen
Camera Name sec_camil




T imp

||:||_]i|:_.3ut|:|




I DbjEEt Prﬂiﬁl’ﬁﬁ.‘ CAMme

Class Info ] Outputs ] Inputs ] Model Hags l‘-.-"lan:uup ]

| | Start At Player

[ Follow Player

Freeze Player

Infinite Hold Time
[15nap to goal angles
[1Make Player non-solid
[ Intemuptable by Player

Cancel Apphy

Console

] ent_fire camzrall enable _
1 ent_fire camera_target startforward

Submit

7



Class Info IOLrtertsl Inputs | Mode! | Flags | VisGroup |

Class:
Ipuirrt_'u'iewcurrtrcl j

Keyvalues: EE’_d _Lstel

Property Name | Value
MName camerall

Fitch Yaw Raoll (1 Z ) 123430
Parent

Entity to Look At camera_target
Target Atachment Mame

Hold Time 10

Path Comer camera_path01
Interpolate Posttion To Player Mo

Inttial Speed

Acceleration units/sec™2

Stop Deceleration units/sec™2




iy To_ppdasbepr cekepedr iyt et egedr




Chapter 9: NPC Movement Basics

-
. Open Package - -

===

.
(jov| |« common » Half-Life2 » hi2 » 112 o
i— —
Organize - Mew folder =~ [ @
Mame . Date modified Type Size i
g 1EmULILE Fr g euLD 30U it
|| SCENes 11/24/2013 3:37 PM  File folder il |
. scripts 9/5/2013 12:06 PM File folder
. sound 11/22/2013 8:52 PM  File folder 3
B hi2_misc_000 9/5/201312:05PM  Valve Pack File 110,403 KB
B hi2_misc_001 9/30/2012 9:35 PM  Valve Pack File 110,454 KB
B hi2_misc_002 9/5/201312:05PM  Valve Pack File 109,838 KB
B hi2_misc_003 9/30/2013 9:36 PM  Valve Pack File 112 335 KB
| B hi2_misc_dir 9,30/2013 9:36 PM  Valve Pack File 690 KB
B hi2_pak_000 Type: Valve Pack File Pack File 18,525 KB
BE h2 pak dir Size: 689 KB Pack File 8 KB
- _ | Date modified: 9/30/2013 9:36 PM I -

File name: hl2_misc_dir

[Pack,a.g.e Files (*.bsp;*.gcf " nef; v]

| Open |v| ’

Cancel ]

-
BB GCFScape - hI2_misc_dirvpk

k2] (2] E ]

File Edit View Tools Options Help
OO
=k root Name Size Type =
[y cf
; ex?)ressions | . combine_camera b tems Folder U
y materials | combine_helicopter 6 ttems Falder
" ode |, combine_room 30 kems Folder
j | particd |Iﬂ Extract | || combine_turrets 17 ltems Folder
I shada | cranes 24 tems Falder
&) navply  Validate | editor 76 hems Folder
E}(pﬁl"ld All I effects 86 tems Folder - I
Collapse All 9/ " :
C:\Program Files ¢ i Wl2Whl2_pak_dir.vpk closed. -
C\Program Files fx @ Properties hl2hl2_misc_dir vpk loaded .
C:\Program Files {xoy areppreommerrrEremre=? hl 2 b2 _misc_dirvpk closed. L
C\Program Files {86} Steam Steamf-"pps wcommon' Half-Life 2hl2'hl2_misc_dir vph loaded. E|
C:\Program Files (c86)\Steam*Steam Apps'common‘Half-Life 2\hl2\hIZ_misc_dir vpt 683 80 KB w2 00




F Ny
Extracting 35.53%

Progress:

Source: root*modelstprops_canallocks_large. dw80 vhe
Destination: 1s'common®Half-Life 2hlZmodels’\props_canaltocks_large a0 vhe

3797 112877 Files (0:36 5 / 1:06 =) 140.06 MB / 39416 MB (4.65 ME / 5)
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;’3 C:\Program Files (x86)\S;;ar;x\St:eam-;pps\common\ﬁ;If-Life Z\hIZ\modeIs\huma:\;\g;LiﬁEl...@}g

File Options View Help

Render Sequence | Model | Flex | Physics | Bones | Attachments | IKRule | Events |
Idle_to_Sit_Ground v|Speed: 000 & | g . ;% [move_yaw  ~|
o . 2 , 0 aim_yaw v
]ragdoll L] J A . s : oo {aim_pitch j
Iragdoll __V_] } =L . } - Joo |body_yaw |
| ragdol ~| / = @ 5 ‘j . [0 |spine_yaw  ~|
|ragdoll = O 7 . [00_ Jneck_tians v|
; 4 . [oo |head_yaw |
‘ J ®1.00=30.0fps ) -
! g ; 4 g [11] |head_pitch ~ +|
7 Blend Sequence Changes  Blend Now | 0.000 ) b .
Frame } 535




’f; C:\Program Files (x86)\Steam\SteamApps\common\Half-Life Z\hIZ\models\humans\g;L)@J....l‘ C’"E‘*Ig

File Options View Help

Render Sequence | Model | Flex | Physics | Bones | Attachments | IKRule | Events | I
[run_holding_all v Speed 17824~ | ’ . 100 Imove_yaw  v|
: — & ; 4 . [00 | aim_yaw ]| ;
ISWIng L] ' ' - } IEU—I 3 3
: , 10 aim_pitch |
Iragdoll _v_] ,J — #® . } : oo | body_yaw | i
lragdoll _v_l e (@ ; ‘j g 11 |spine_yaw |
|ragdoll S O T L, 00 |neck_tans  «||[s
Il J %1.00=30.0fps — 1208 _|head yaw  v]
! g ; 4 - [103 |head_pitch ~ +|
™ Blend Sequence Changes  Blend Now | 0.000 : ) : 0.18s
Frame } - 114 'J
A E—







3l scripeed
s stﬁedl.lle

Class Info |0Lrtputs I Inputs I Fags I VisGroup I

Class: ' Angles:
pizcripted schedule) - » IgmartEd'rt Help | ID v|

Keyvalues: EE}J aste sripTed

Shedife

Property Name | Value Imeg_walk j
Name meag_walk

Target NFC meaghan Mak | Makendd | @ |

Search Radiug (0=evenywhera) 0

All in radius Mo

Al state to set <Monex
Schedule to run Walk Goal Path
Intermuptability Death

Goal entity meg_path_01

Comments




Class Info l Outputs I Inputs Flags ] VisGroup I
Sequence: _:]




at other entities refer to this entity






Chapter 10: Advanced NPC
Scripting
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Object Properties: info_nod

Class Info lOutputs] Inputs | Mode! | Flags | VisGroup |

Class: Angles:
|ir|f|:|_n|:u:|e_hint j SmartEdt  Help | 180 -] ’
Keyvalues: copy | paste

Property Name | Value | |Cn:lu':h Cover Medium j
MName
Pitch Yaw Roll (Y 2%) 01300
Mode 1D 108
i Crouch Cowver Medium

180 Degrees
Start Hirt Disabled Mo
Hirt Group
Target node -1
lgnore Facing Default
Minimum State Idle
Maxdmum State Combat
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'_;*Wle\\
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assaultzpoint

assault_rally




Class Info IOLrtertsl Inputs I Flags I VisGroup I

Class: Angles:
ai_goal_assault - Smart Edit Help 1] - r
| -] | b [ ]

Keyvalues: copy | paste |

Property Mame | Value | Iassault j

MName

Actor(s) to affect npc_combing_s Mark | Maric+Add | é |
Rally Pairt Set gather_here™

Search Type Classname Hel

Start Active Yes P

Assault Cue Entity System Input Comments

Rally Poirt Selection Method Random




Object Properties fun

Class Info  Outputs ||r1puts I Fags I VisGroup I

I My | Targ... I Tanget Input I | Dela:.rl Only Once

4/l Onin | assautt | BeginAssautt || 0.00 |

My output named IOnIn

Targets entities named assault
Via this input Beginfssault

With a parameter ovemide of IfﬂDI‘IE?

After a delay in seconds of Iﬂ [ Fire once only

i i
Mark Add... | Copy | Paste[™ Show Hidden Targets &s Broken

Cancel | Apphy |




Class Info IOUtputsI Inputs | Flags | VisGroup |
Class: Anales:

|npc_dtizen —vJ |§manEdit Help | I(diff) vl .
Keyvalues: copy | Eastel

| Vale _~  [defenders
Squad Name defenders |




math-_counter

- [——
Object Properties: alpha_killed - maf o

Class Info IOLrtertsl Inputs | Flags | VisGroup |

Class: Angles:
| M |SmartEdt  Help ||[:- vl(ﬂ
Kewvalues: EE}J_LHEI

Property Mame | Value | Ialpha_killed j

MName alpha_kiled i
Start Disabled No Mark | Marcerdd | 2|

Initial Value 0
Minimum Legal Value 0
Maximum Leqal Value 3

Help
Comments

Cancel | Applhy |
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Chapter 11: Source Particle Editor

File Edit CommEdit View

v Commentary Editor

Particle Editor

Material Editor

GEMERAL

Launch Options - Hali-Life 2: Episode Two

T

v Enz

-novid -console -tools
SET LAUMCH OPTIONS...

{TOP SHORTCUT Ok CAMCEL

Enter Particle System Mame

Mame:

myfire01
Cancel




File Edit Pet View Taols * i\ program files (x86)\steam\steamapps\ common\ halF-life 2\ ep2\ particles\ my_particles.pcf Particle Editor : Tool Mode [ F10 - Switch Mode ][ F11 - Full Screen ]

x
System Browser Engine Viewpart

o

myfire0 1

Particle Count: 0/ 1004

Properties

Properlies
Renderer
DOperator

Emitter

ForceGenerator
Constra

Properties

emil_instantaneously




Properties

[ ] [,
3 3

(=]

an_du

e em

o
o
o
o
4]
4]
4]
o
o

Properties




Froperties

in Within Bex Randam

min
r

cantral point number

Properties

city Random
ocity Randam




Select .¥MT file

ods

g_ternplate

animation rate




radius_min
radius_max

FESRESEER )

Eile Edit Format Yiew Help
particles_manifest .

{
}

file "particles/my_particles.pcf"”




« -u--?l % egpl b maps b - | +f| | Search maps
Organize = Share with = = = -« [ lﬂl
Steam Directory library A e olics
maps
Mame . Df=
|#| chld_example 11
| chl2_example_particles 11 -

(L




particlesystemdefinitionbrowser

Particle System Definitions:

MHarne | Create

Enter Particle System Name Delete

Mame:

Copy
mysmoke01

| 0K | Cancel

Save and Test




fade out time min float 0.200000003
fade out time max float 0.5

myfire01 mysmoke0;
mysmokeO1 myfire01




Properties

|

Tree

name

fun

Particle Count: 250/ 1004

emit_instantaneously
emit_instantaneously

0




Properties

Particle Count: 250/ 1004

Dat

rement Basic nent DmeParticleDpe

name g Mevement Basig
fi Movement Basig

max canstraint p




Particle Count: 250/ 1004

Particle Count: 160/ 1004






Class Info  Outputs l Inputs ] Flags ] VisGroup ]

| My... | Target Entity | Target In... | | Delay | Only Once |

& Onin  shell_thruster Activate 0.00 MNo
" Onin shell_thrst_sound PlaySound 0.00 No
& Onin  shell_paricle Start 250 No
d’ Onin  shel_sxplode_sound  PlaySound 250  No
o Onin  shell_particle ClearParent 250 No
o Onin shel Kill 251 MNo
.}' Onin  shell_particle Stop 551 Mo
My output named

Via this input

|
Targets entities named |
|
|

=]
jJ
=14

With a parameter ovemide of

After a delay in seconds of |: A -

Mark | Add... | Copy | Paste | Delete |

a Cancel Apply










