
  BattleForge Tutorial (1) 

“Hi my name is QueekQueek you know me as the world famous character in the 

BattleForge world. I got a prophecy which told me to teach the mankind in creating 

BattleForge maps. If I do so the curse will remove and I will be free forever! That is the 

only reason why I do that! So watch out and listen well, because I only tell you 

something once! Our goal for today is creating your first “one versus one” map within 

10 minutes. You don`t believe me, here we go:” 

1. Start  the BattleForge community editor. (After you installed the patch you have to start the 

BattleForge game once before you can start the editor!) 

2. Open the random generator: File\New Random Map. 

 
3. Click at the “Calculate Preview” button. 

 



 

4. If you don`t like the map change the “Seed Value” and click at the “Calculate Preview” again. 

The “Seed Value” is used to create different instances of the generated map. The map 

generator supports 32 bit seeds (4294967296 variations), but the Battleforge game server 

will provide only 16 bit seeds (65536 variations) – which will be sufficient anyway.   

 
5. Next are two possible settings, the first one is another example for a one versus one map and 

the second is an example for a two versus two map. 

 



 
 

6. When you like the preview click at the “Generate and Load!” Button. 

 
 

 



 

 

Now you will see your generated map in the community editor. The first thing I want to show 

you is how you can navigate in this editor. 

 

 

 With the cursor keys you can move in any direction. 

 

 With the mouse wheel or the “Page Up” and “Down” keys you can zoom in or out and with 

 the “Insert” and the “Delete” keys you can rotate. With the “Home” and the “End” keys you 

 can incline the camera. 

 

But before we do something in the editor we should save your new map. 

7. Create a new folder at the Documents\Battleforge directory and name it „Map“. After that 

save your generated map into this “Map” folder. I use the name “MyFirstOwnMap”. 

 

 

 

 

 



 

 
 

8. Take a look at your folder structure. It should look like this: 

 
In your “Map” folder is your generated map file (MyFirstOwnMap.map) and a new folder 

with the same name. In this new folder is a “terrain” folder and in them a “normal_patches” 

folder.  



 

 

Go back to the BattleForge community editor. Now we create a screenshot and use them as 

our minimap. 

9. Click on “Camera” at the top bar and then activate “create minimap”. 

 
The minimap for your map will be automatically create and save into a new “UI” folder which 

is placed in the “MyFirstOwnMap” folder.    

 

10. Now it is time to manipulate the most important objects in BattleForge, the “Orbs” (Token 

slots), the “Power Generators” (Power slots) and the “Starting Points” 

I will show you how you can place, delete, move or change these objects. At first search for one of 

the two “Starting Points” on your map. A “Starting Point” looks like this: 

 



 

When you find it you will also see an “Orb” and some “Power Generators” around it. 

 

Switch in the selection mode, when you are actually not in there. You will recognize it when you have 

this icon  at your mouse pointer. For switching in the selection mode use the shortcut “q” or 

click on the icon at the top bar menu. Now you can select an object, click at one of the 

Power Generators to select it. 

 



To move the object, hold down the right mouse button and move the mouse to the place you want. 

When you are at your target position, disengage the right mouse button. If you want to delete an 

object you only have to press the “Backspace” key. 

11. Now we want to know more about this “Power Generator”. To get informations about an 

entity (object/building/unit) we need the “Entity Properties” tool. Press the shortcut Shift+P 

or click at the “Windows” drop down menu at the top bar. Choose Entity Properties and click 

on it. 

 

When you open the tool and select a Power Generator you will get a lot of informations. 

 

First you will see the name of the object and in this case you also will see how powerful this 

generator is. Our generator has a 900 maximum power. After the name you will see the database ID, 

the category, a description, status, the world coordinates, where the object is actually placed and the 

tag, the in game name of this object in our case it is nameless and also the player kit parameters. 

 

 



The player kit is important if you want to own an entity (object/building/unit) to a player. In this case 

player one owns these “Power Generator”, because pk_kit1 is for player one and pk_kit2 is for player 

two. In our default mode each player own two Power Generators and one Orb at the beginning of 

the map! Without an Orb the player can’t play any cards. Please remember that! 

12. After we know the stats about our “Power Generator” we want to change him against a more 

powerful one without changing something at its player kits! 

For that please open the “Entity Placement” tool. You can open it with shift+E or you click at the 

“Windows” drop down menu at the top bar.  

 

It should look like this: 

 



 

 (1) Select the actually “Power Generator” and click in the “Entity Placement” tool on the “Change 

Entity” button.  

(2) Now click the button “Power Slots” and (3) choose the biggest Power Generator for Greenland 

you will find. 

 

Now we changed the old one with 900 power against one with 1500 power. To check this, select the 

new one and open the “Entity Properties” tool. 

If you need more power, build a new “Power Generator”. Deselect the “Entity Change” button in the 

“Entity Placement” tool, choose a new “Power Generator” and left click at the target position in the 

map. That’s all. Feel free to manipulate your map but think about that, don`t be unfair to your 

partner, because you create an one versus one map and each side should have the same starting 

power the same count of generators the same count of orbs and the same distances to them. 

 

 

 

 

 

 

 



 

13. After that, give your map a cool in game name. 

To change the map name and the map description displayed please provide the information 
in the file “description.xml” in the same directory (“UI” folder) as you put the minimap in. 
The structure of the file looks like this:  

  

 <?xml version="1.0" encoding="utf - 8" ?>  

 <mapdescription author="MyName">          

 <description language="en">  

 <mapname>MyFirstOwnMap</mapname>  

 <description>This is my first own map map.</description>  

 </description>  

 <descripti on language="de">  

 <mapname>Meine erste eigene Map</mapname>  

 <description>Dies ist meine erste eigene Map.</description>  

 </description>  

 </mapdescription>  
 
You can provide localized versions of both the map name and its description. Supported 
languages are English (“en”), German (“de”), French (“fr”) and Russian (“ru”). The loading 
screen will show the translated text for the language the user plays BattleForge in. If you 
provide no translation in the user’s language it will fall back to English.  
The file must be UTF-8 encoded. 

 

To create this file, open your notepad. Copy and paste the structure in, replace my examples 

with your own names and save it into the “UI” folder. Change the ending .txt to .xml and you 

are ready to play your own map! 

The final structure should look like this: 

 
 

14. Send the “Map” folder to your friend (He should also put it into the right folder structure 

similar to you Documents\BattleForge\Map). 

15. Start BattleForge and log in.  

16. Jump to the World Map (Games) menu and click at the “Sparring Grounds”.  



 

 

 

 

 
 

17. Then create a game and scroll down at the very end of the map list on the right. 

There you will find your map! 

 
18. Click at continue and you will come to the pregame map menu as you know. 

 



 

 

 

19. Choose player one or two and invite your friend (but remember the other guy need your 

“Map” folder too as I told you before.  

 

  

“That’s all, if you get some routine you will create a player versus player map within 

10 minutes! I wish you a great play!  See you to the next tutorial soon, queeeek. 

 

I hope the prophecy will become truth, than I don`t have to that anymore.” 

 

 

  

 

 

 

 


