Half-Life: Blue Shift Level Design SDK

The Half-Life: Blue Shift Level Design SDK includes the following files:

halflife-bs_WC21.fgd  - WorldCraft 2.1 .fgd for Blue Shift level creation

halflife-bs_WC33.fgd  - WorldCraft 3.3 .fgd for Blue Shift level creation 

env_warpball.spr – Iconic sprite for the env_warpball entity in the halflife-bs_WC33.fgd  

hlbs_example.rmf  - WorldCraft 2.1 format .rmf for the Blue Shift entity example map

hlbs_example.map - The .map source for the Blue Shift entity example map

hlbs_example.bsp  - The fully compiled .bsp file for the Blue Shift entity example map

hlbs_example.rad   - The .rad file for compiling the Blue Shift entity example map

hlbs_leveldesign_sdk.doc – The Half-Life: Blue Shift Level Design SDK document that 

                                              you are now reading.

In addition to the entity changes and new entities below, for level editing Half-life: Blue Shift also offers new textures contained in the barney.wad file. 

The halflife-bs_WC33.fgd  file takes advantage of the features offered by WorldCraft 3.3 (iconic sprites), and includes the .spr files referenced in the .fgd.  These sprites should of course be placed in the sprites directory under the WorldCraft 3.3 directory.
Changes To Existing Entities

The following is a descriptive list of changes to standard Half-Life entities.

monster_generic


The following changes have been made to the standard monster_generic entity.

Flags

Head Controller


When this flag is checked, if the model used for the monster_generic has a head controller (such as a  barney.mdl or scientist.mdl) then the head will follow the player the same way it would for a normal monster_scientist or monster_barney during a scripted sequence.

Half-Life: Blue Shift Specific Entities

The following is a descriptive list of new entities specific to Half-Life: Blue Shift.

env_warpball
What it is 

The env_warpball replaces the traditional and wasteful method for creating a teleport entry and/or exit effect for monsters and players.  It is a conglomeration of sprites, beams, and sound effects similar to the warp effect found throughout Half-Life and Half-Life: Opposing Force. 


The env_warpball can be placed in a level at the point at which the designer wishes the effect to be triggered, or the env_warpball can be placed anywhere and target an entity whose location is where the effect will take place.  Any entity can be used as the origin, but typically an info_target is used.

        
- Name (targetname)  
  - This entity must have a name in order to be triggered. 

            - Target (target)
  - Any event specified here will be triggered immediately. 

- Beam Radius (radius) - This specifices the maximum distance the beam effects 

                                                     from the warpball will search for an object to attach to. 

          
-Warp Target (warp_target) - Set this to the targetname of an entity whose origin 

will be used as the origin of the warpball. 

Flag properties

           
- Remove On Fire (2) - This will remove the entity after it is triggered once. 

            - Kill Center (4) 
- Check this flag to kill any monster or client standing          

                                                   where the warp effect originates.

Related 

none  

Example Maps 

hlbs_example.zip

trigger_playerfreeze

What it is 

The trigger_playerfreeze is a point entity meant to freeze the player at the start of a map and should only be triggered when the player is not moving.  When triggered, the player is effectively frozen with only the ability to look left, right, and up and down.  To unfreeze the player, trigger the trigger_playerfreeze again.  

Properties

        
- Name (targetname)  
  - This entity must have a name in order to be triggered. 

            - Target (target)
  - Any event specified here will be triggered immediately. 

- Delay before trigger (delay) - The targets will only be activated after the 

                                                               specified delay time has passed.

- Killtarget (killtarget)   - The target entity will be removed from the game. 

Flag properties

none

Related 

none  

Example Maps 

hlbs_example.zip

item_helmet

What it is 

The item_helmet is a point entity which delivers 40 points of armor to the player. 

Properties

        
- Name (targetname)  
  - This entity must have a name in order to be triggered. 

            - Target (target)
  - Any event specified here will be triggered immediately. 

- Delay before trigger (delay) - The targets will only be activated after the 

                                                               specified delay time has passed.

- Killtarget (killtarget)    - The target entity will be removed from the game.

- Orientation (sequence) -  There are 3 options available for the orientation of                  

                                                        the Helmet:

Vertical (0)

            Horizontal (1)

Horizontal (Upside Down) (2)

Flag properties

none

Related 

none  

Example Maps 

hlbs_example.zip

item_armorvest

What it is 

The item_armorvest is a point entity which delivers 60 points of armor to the player. 

Properties

        
- Name (targetname)  
  - This entity must have a name in order to be triggered. 

            - Target (target)
  - Any event specified here will be triggered immediately. 

- Delay before trigger (delay) - The targets will only be activated after the 

                                                               specified delay time has passed.

- Killtarget (killtarget)   - The target entity will be removed from the game.

- Orientation (sequence) 
-  There are 4 options available for the orientation of    

    the Armor Vest:

Upright (0)

Laying on Back (1)

Laying on Front (2)

Upright Leaning (3)

Flag properties

none

Related 

none  

Example Maps 

hlbs_example.zip

monster_rosenberg

What it is 

The monster_rosenberg entity is a custom entity for the Dr. Rosenberg character in Half-Life: Blue Shift. The entity is based on the monster_scientist code with the following modifications:

· More health than a normal monster_scientist

· If the player accidentally or intentionally shoots the monster_rosenberg it   

      does not get angry/scared and refuse to follow the player.

· Uses custom dialogue set up in the sentences.txt

· Uses a custom unique head for its model (default body 3).  This head replaces 

       the “Slick” scientist character head.

Properties


The monster_rosenberg entity uses all the common monster properties and spawn flags with special note to the properties below.

- Body (body) 
-  The default body uses the unique Dr. Rosenberg head which 

                            replaces the “Slick” scientist character head (3).  Note that other 

                            bodies/heads can be implemented in the same manner in which 

                            the monster_scientist entity does.


Flag properties

none

Related 

none  

Example Maps 

hlbs_example.zip

Example Map Description

The hlbs_example.bsp includes examples of the entities described above.  The source files are included to demonstrate the implementation of the various entities and their properties as listed above.  The following examples are included:

· A trigger_playerfreeze at map start that holds the player for 5 s then releases the player

· An example of the monster_rosenberg entity with default head

· An example of the monster_rosenberg entity with a non-default head

· An example of an item_armorvest laying its back

· An example of an item_helmet laying flat

· Two env_warpball examples.  

The first example teleports in a monster_alien_slave using an env_warpball placed at the location of the effect.  The env_warpball triggers a monstermaker to deliver the monster_alien_slave.  

The second example teleports in a monster_alien_slave using an actual monster_alien_slave entity that is instantaneously moved to a scripted_sequence.  The env_warpball is placed elsewhere in the level and targets an info_target.  The info_target is the location where the actual effect will occur.  The scripted_sequence is targeted by the env_warpball and activates when it is triggered. 

High Definition Pack (HD Pack) 

Half-Life: Blue Shift includes the Half-Life High Definition Pack (HD Pack).  The HD Pack replaces the majority of the model content in both Half-Life, Half-Life: Opposing Force, and Half-Life: Blue Shift with higher quality resources.  The models have a much higher polygon count, increased texture resolution, and improved animation sequences.  Other resources get updated as well, such as some weapon effects, including sprites (.spr) and sound effects (.wav).


If an end user Half-Life Modification (MOD) references any content in the valve or gearbox directories under the Half-Life main directory, and the player has the HD Pack installed, then the MOD will get to take advantage of the upgraded content.

From an editing standpoint, the level designer must be aware that the higher polygon models will affect the framerate of scenes rendered in their level.  The suggested polygon limits per scene for Half-Life: Blue Shift are the same as for the original Half-Life.  Suggested world polygon counts  (wpoly) are 650 average, not to exceed 800.  Model polygon counts (epolys) vary in Half-Life, but a good range is 3000-3500.  These values apply to single player levels, with multiplayer levels having lower values.  The listed values are in reference to the original Half-Life, Half-Life: Opposing Force, and Half-Life: Blue Shift model resources.


A level designer should use the original content when editing and follow the guidelines listed above.  The HD Pack can be uninstalled and reinstalled easily using the Half-Life: Blue Shift installer, more advanced users will realize the HD Pack .pak structure and be able to rename or arrange the PAK files to enable or disable the HD Pack.

