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Valve Announces Worldcraft SUPPORT FOR QUAKE 2

Popular Level Editor Supports id Software’s Latest Game Release

KIRKLAND, WA   December 18, 1997-- Game developer Valve today announced version 1.6 of the popular level editor, Worldcraft.  The new release adds functionality that allows add-on developers to create levels for id Software’s recently released Quake 2, as well as Activision’s Hexen 2.
“Demand for Quake 2 support has been very strong,” said Gabe Newell, Managing Director of Valve.  “Within a few days of Quake 2 shipping, I had personally received several hundred e-mail messages from add-on level developers who were interested in purchasing a version of Worldcraft that supported Quake 2.”

Worldcraft 1.6 support for Quake 2 and Hexen 2 includes:

FGD files  Worldcraft 1.6 contains FGD files for Hexen 2 and Quake 2.  Worldcraft uses FGD files to expose game entities, such as monsters, paths, and objects, to level developers.

Exporters  Worldcraft 1.6 has the necessary export support to create map files appropriate to each of the games.

Quake 2 specific features  Worldcraft 1.6 also provides support for new features unique to Quake 2, such as its transparency modes, radiosity settings, and the ability to export textures to a separate WAL file.

The 1.6 upgrade is free to registered users. New users will be charged $35.00.  The upgrade will be available at the Worldcraft website, http://www.worldcraft.com, before December 31st.  A patch for version 1.5 that allows limited editing of Quake 2 levels is available immediately.

Worldcraft is specifically designed to make first-person game level editing faster and easier for experienced level designers as well as for those just getting started.  The original Worldcraft, developed for Quake players who wanted to create customized levels of that best-selling action game, was released independently by creator Ben Morris in September of 1996.   In May of 1997, the tool was purchased by Valve for use in its premiere game, the first-person action game Half-Life.
The next major release of Worldcraft will be the 2.0 release included with Half-Life.  In addition to the functionality of release 1.6, Worldcraft 2.0 will include vertex merging and scaling, which lets users merge faces on an object or scale an object around a specific vertex; the path corners tool, which makes it easy to specify a complex path for an entity within the game; and entity reports, which help users see the relationships between groups of entities (like buttons, switches and doors).  Worldcraft 2.0 will also let users take advantage of features native to the Half-Life engine, including DSP sound effects, 24-bit color palettes and libraries of prefabricated objects.  

Half-Life, published by Sierra On-Line, is due to ship in the first quarter of 1998.

Founded in 1996, Valve develops games software.  Based in Kirkland, Washington, the company consists of more than 25 leading artists, game designers and programmers.  More information about Valve is available through the company’s web site at www.valvesoftware.com.
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