BattleForge Tutorial (1)

“Hi my QoeakOueek yosknow me as the world famous character in the

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

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

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

somethingonce! Our goal for today is creating your
10 minutes. You don t believe me, here we

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.

# Tool Framework - EA Phenomic
File Settings Windows

0 New...
Save
I New Random Map
1. C:/Users/mbaur/Documents/Battle Forge/Map/MyFirstOwnMap map
2. C:/Users/mbaur/Dx /BattleF /MichaTest map
3. C:/Users/mbaur/D Battie Forge /rand dMap map

4 bf1/map/Sandbox/19000_Sandbox01.map

5. bf 1/map/PVE/12302_PvE_04p_Empire leveldesign

6. bf 1/map/PVE/12200_PvE_02p_Convoy leveldesign

7. bf1/map/PVE/11401_PvE_12p_Ascension leveldesign

8. bf1/map/PVE/11201_PvE_02p_Sunbridge leveldesign

9. bf1/map/PVE/11302_PvE_04p_EnemyAvalanche leveldesign

10. C:/U: baur/Ds /BattleForgt ap dMap map

Quit Ctl+Q

3. Click at the “Calculate Preview” button.

A4 Map Generator Wizard 2] %]

niial Settings | Settings Import/Export | TestTool |

—Map Preview

—General Settings:

Game Type: m Players: m
Terrain Type: lm Map Style: W
Seed Value: m Difficulty: Il_g
Map Border: m

— Voronoi Setting:

IV Create new and Save to target File
Voronoi Target File: -
Voronoi Sites: 10000 3:
Mirror Type: lPomt Mirrored V]

Terrain Size: 512x 512 v]
Calculate Preview |

~Distance Settings
Minimum Site Distance: 3 = Shape Suspension Factor: 7.00 =]
Minimum Border Distance: 10 = Minimum Player Start Distance: 0 :
Min. Mirror Distance for Players: 128 = Minimum Map Territory Distance: 0 =
Min. Shape Suspension Point Dist. : 5 = Minimum Confrontation Territory Dist.: 35 =
Player Start Connections: 2 - Minimum Path Width: 12.00 =
Site Count Between Territories: 4 = Maximum Path Width: 20,00 =
Maximunm Sites for Water: 20 = —

. ™ save intermediate Debugging Images

Target Map file: | GeneratedMap.map Generate! Generate and Load! I|




4. If you don't like the map change the “Seed Value” and click at the “Calculate Preview” again.
The” S e e d isMused tolceedte 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.

4 Map Generator Wizard 2] x|
InitalSettngs | Settngs Import/Export | TestTool |

General Settings

Game Type: m Players: IZ_EI

Terrain Type: [Greenland |v| MaPStle: [outdoor

Value: =4 Difficulty: m

—Map Preview

¥ Create new and target File
Voronoi Target File: _l
Voronoi Sites: =
Mirror Type: [pontmirored ]
Terrain Size: [sexsz =]
| calaiate previen |

—Distance Settings
Minimum Site Distance: 3 =] Shape Suspension Factor: 700 =
Minimum Border Distance: o =] Minimum Player Start Distance: 5 =
Min. Mirror Distance for Players: 128 = Minimum Map Territory Distance: 0 =
Min. Shape Suspension Point Dist.: 5 - Minimum Confrontation Territory Dist. : 35 =
Player Start Connections: 2 = Minimum Path Width: 1200 =
Site Count Between Territories: 2 =] Maximum Path Width: 2.0 =
Maximum Sites for Water: 00 = _
= I” save intermediate Debugging Images
Target Map file: lGeneratedMap‘map ._l Generate! I Generate and Load! Il

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.
VF; Map Generator Wizard m

Initial Settings I Settings Import/Export | Test Tool ‘

. Map Preview
General Settings

Game Type: Players: 2
Terrain Type: Map Style: |Qutdoor

Seed Value:  gg4g : Difficulty: |1

Map Border: g4 2

Voronoi Settings
Create new and Save to target File

Voronoi Target File:

Voronoi Sites: 7002

Mirror Type: Point Mirrored v
Terrain Size: 512x 512 v

o

Calculate Preview

Distance Settings

Minimum Site Distance: 3 2 Shape Suspension Factor: 4.00 z
Minimum Border Distance: 10 : Minimum Player Start Distance: 0 =
Min. Mirror Distance for Players: 128 E’ Minimum Map Territory Distance: 9 E’
Min. Shape Suspension Point Dist.: : Minimum Confrontation Territory Dist.: 35 :
Player Start Connections: 3 Minimum Path Width: 12.00 E
Site Count Between Territories: : ] Maximum Path Width: 20.00 : ]

Maximum Sites for Water: 300
[7] save intermediate Debugging Images

TargetMap file:  GeneratedMap.map E] [ Generate! ] [ Generate and Load!




3 Map Generator Wizard

Initial Settings | Settings Import/Export | TestTool |

) Map Preview
General Settings

Seed Value:  ggg : Difficulty: |4

>

Map Border: gg

Voronoi Settings
Create new and Save to target File

Voronoi Target File: i E]

Voronoi Sites: '7600 ':

Mirror Type: [Point Mirored -

Terrain Size: [ 1024 x 1024 = ]

Calculate Preview
Distance Settings
Minimum Site Distance: 3 = Shape Suspension Factor: 4.00 =
Minimum Border Distance: ig { Minimum Player Start Distance: 0 e ]
Min. Mirror Distance for Players: 128 = Minimum Map Territory Distance: 0 ‘E‘.
Min. Shape Suspension Point Dist.: 5 ' Minimum Confrontation Territory Dist.: 70 5
Player Start Connections: 2 Minimum Path Width: 13.00 =
Site Count Between Territories: 2 [ = Maximum Path Width: 20:06 5_
Maximum Sites for Water: 300 =
- [] save intermediate Debugging Images
TargetMap fle:  GeneratedMap.map E] [ Generate! ] [ Generate and Load! ]

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

Inital Settings | Settings Import/Export | TestTool |
e -~ Map Preview

Game Type: lm Players: m
Terrain Type: Wﬂ Map Style: [outdoor ¥
Seed Value: [1411 =] Difficulty; m
Map Border: m
~Voronoi Settings
¥ Create new and Save to target File
Voronoi Target File: _l
Voronoi Sites: [ooo =
Mirror Type: WH
Terrain Size: Im

—Distance Settings
Minimum Site Distance: 3 [ Shape Suspension Factor: 700 =
Minimum Border Distance: 10 = Minimum Player Start Distance: 0 =
Min. Mirror Distance for Players: 128 . Minimum Map Territory Distance: 0 -
Min. Shape Suspension Point Dist.: i = Minimum Confrontation Territory Dist.: 35 =
Player Start Connections: 2 = Minimum Path Width: 1200 =
Site Count Between Territories: 4 = Maximum Path Width: 20.00 =
Maximum Sites for Water: 0 = —
— I™ save intermediate Debugging Images
Target Map file: 'GeneratedMap.map _—I Generate! l Generate and Load! ]I




Now you will see your generated map in the community editor. The first thing | want to show
you is how you can navigate in this editor.

Re £ Toos )
DL ID%EHs -BESGABOM 90 Rhiv 9 ax

25553578 Heht. 5406 m [Skpe. 131

With the cursor keys you can move in any direction.

Wit h the mouse wheel or the *“Page Up” and “ Do\
the “Insert” and the “Delete” keys you can rc
can incline the camera.

But before we do something in the editor we should save your new map.
Create a new folder at the Documents\Battleforgedi r e ct or y an dAfterethane it , M:
save your generat &od deeap ilntus et Hihe “nMane” “ My Fi



= . BattleForge
Diag
| . loadingscreensaudiostore

.. Map

[= |, randommap
1, 12601 _Skjal
|, 12702_Zahadune
. 12703_Tyran
12704 _Xor
GeneratedMap
| MichaTest
. replays
| save

HEHE

Ju

HEEH

screenshots
|, storybook
|, trade
|, tutorials
.. BattleForgeBeta

File name: IMyﬁrstOwn Map
Save as type: IBattIeForge Map (" map)

8. Take alook at your folder structure. It should look like this:
B MyFirstOwnMap _[Of]
%v‘,vMSvBaﬂeFagevavMyﬁlemva earch (0

Organize v = Views v () Bum @

Name = | -| Date modified | +| Type || Size
| temain 07.10.2009 11:59  File Folder

Favorite Links
[‘, Documents
[E Pictures
@ Music

More  »

<

Folders

&= | Documents |

b
= . BattleForge

|, Diag

| loadingscreensaudiostore
B . Map

B O
= ., temain
|, nomal_patches

|, randommap

|, replays

|, save

|, screenshots

|, storybook

‘,trade' dd | _'l

1item

I n vy o u foldet idMaupgénerated map file (MyFirstOwnMap.map) and a new folder
with the samename.In t hi s new fol der is a “terrain” fol
folder.



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

9. Click oh a€Camkeatop bar and then activate

cr

0@ L% [[o& et 10w G @
2 Orthographic Camera Cirl+Shift=0

Reposition Orthographic Camera for Top-Down View
Cortigure
Ortho Map Screenshot

Ctrl+Shift+U

Create Minimap (experimental)

The minimap for your map will be automatically create and saveintoanew “ Ul * f ol der
is placed in theaer“MyFirstOwnMap” f ol

I MyFirstOwnMap
%],. - Documents ~ BattleForge ~ Map ~ MyFrstOwnMap -

) E I Search

Organize v 2 Views v () Bum
Name = | =] Date modfied | +| Type:

1. temain 07.10.2009 11:53  File Folder
[ Documents Lul 07.10.200912:48  File Folder
[E Pictures
B Music

More »

Favorite Links

Folders
E\ Documents
L

<

b
| BattleForge
|, Diag
|, loadingscreensaudiostore
J Map
| MyFirstOwnMap
1, temain
1. nomal_patches
LU
. randommap
replays
save
screenshots

storlyaook _'_] <« | _,]

\’ 2items

10. Nowitistimetomani pul ate the most i mportant objects
slots), the “Power Generators” (Power slots) a

-

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 “Starti




When you find it you wil!/ al so see an “Orb” and

Orb
(Token Slot)

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

this m i con at your mouse pointer. For switching
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” ke
11. Now we wanttoknowmoreabout t his “Power Generator”. To
entity (object/building/unit) we need the *“Er
or click at the “Windows” drop down menu at t
on it.

$ C: /Users/mbatr/Docunerﬂs/BdlleForge/Map/MyﬁrlewnMap .map [512x512] [LMS] Build #272116 - EA Phenomic

4“&'9’9&%

| Entity Properties

(=) Information
- Name PowerSlot PvE 900
- Database ID 1
- Category Power Slot
- Description PvE: Contingent - 900; Rate - 60/minute. 5 B
- Status WorkInProgress (] :j
DB Folder . '

[=}- World Coordinates

- Posttion X 185.248
* Posttion Y 432.880
- Tag
- Player Kit pk_kit1
- No Player Kit Acquire | I False
- Reset i [~ False

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
pl ayer one owns these “Power Generator”, because

two. In our default mode each player own two Power Generators and one Orb at the beginning of
the map! Wi thout an Orb the player can’t play an

12.After we know the stats about our “Power Gene
powerful one without changing something at its player kits!

Fort hat please open the “Entity Placement” tool
“Windows” drop down menu at the top bar

TIPS




(1) Select the actually “Power Gendrhat drChaamgde cl
Entity” button.

(2) Now click the button “Power Slots” and (3) c
you will find.

Entity Placement

Squads Buildings Objects
I Power Slots Token Slots Fortification
ISearch here \
Folder - | [ Name | e i  Status
root ’ (please dont use) PS PvE 3600 13 PvE: Contingent - . WorkInProgress
PowerSlot 300 15 Contingent - 300; - WorkInProgress
PowerSlot Frostland 300 21 Contingent - 300; - WorkInProgress
PowerSlot Frostland PvE 1200 25 PvE: Contingent - — WorkInProgress
PowerSlot Frostland PvE 1500 22 PvE: Contingent - — WorkInProgress
PowerSlot Frostland PvE 600 23 PvE: Contingent - - WorkInProgress
PowerSlot Frostland PVvE 900 24 PvE: Contingent - - WorkInProgress
PowerSlot Frostland PvP 1200 19 PvP: Contingent - ~ WorkInProgress
PowerSlot Frostland PvP 1500 20 PvP: Contingent - . WorkInProgress
PowerSlot Frostland PvP 600 17 PvP: Contingent - — WorkInProgress
PowerSlot Frostland PvP 900 18 PvP: Contingent - . WorkInProgress
PowerSlot PvE 1200 12 PvE: Contingent - — WorkInProgress
PowerSlot PvE 1500 7 PvE: Contingent - . WorkInProgress
PowerSlot PvE 600 9 PvE: Contingent - - WorkInProgress
PowerSlot PvE S00 1 PvE: Contingent - - WorkInProgress
PowerSlot PvP 1200 5 PvP: Contingent - _ WorkInProgress
a —. PowerSiot PvP 1500 6 PvP: Contingent -._WorkInProgress
= PowerSlot PvP 600 3 PvP: Contingent - — WorkInProgress
PowerSlot PvP 300 14 PvP: Contingent - . WorkInProgress
PowerSlot Wasteland PvE 1200 32 PvE: Contingent - . WorkInProgress
PowerSlot Wasteland PvE 600 28 PvE: Contingent - . WorkInProgress
PowerSlot Wasteland PvE S00 31 PvE: Contingent - — WorkInProgress
PowerSlot Wasteland PvP 600 29 PvP: Contingent - . WorkInProgress
[} Information
Name
Database ID 0
- Category Power Slot
Description
Status
Tag
Player Kit None
No Player Kit Acquire |~ False

Now we changed the old one with 900 power against one with 1500 power. To check this, select the
newoneandopen t he “Entity Properties” tool

I f you need more power, build a new Power Gener
“Entity Pl acement” tool, choose a new “Power Gen
map. That "esomanipulate yokrenaplbut think ebout 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 “descripti“dn.”xmlo1l diem )t mes yaodme pdiitr
The structure of the file looks like this:

<?xml version="1.0" encoding="utf -8" 7>
<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

languagesar e English (“en”), German (“de”), French
screen will show the translated text for the language the user plays BattleForge in. If you
provide no translation in the user’s | anguage

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 a nthangeahw ending .txttd.xmltamlyot he “ Ul "’
are ready to play your own map!

The final structure should look like this:

=] B3
‘e\f/; |~ Documents ~ BattleForge ~ Map ~ MyFirstOwnMap ~ Ul > & [seorc )
Organize v | Views v .1 Side Show () Bum @
Favorite Links ___J_]___Ll_awame £l et Tedcheol o1 Y Iv‘ g I’I
IE| Documents 3 e g |
[E Pictures P >
m" Music —
More  » _—
Folders Y description Minimap
[E| Documents _A_I
AdobeStockPhotos
Battlefield Heroes
BattleForge
Diag
loadingscreensaudiostore
Map
MyFirstOwnMap
temain
ul
randommap
replays
save
screenshots
storybook
trade 1_'
2items

14. Send the“ Mp” f adyalefriend (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 clickatthe® Sapr r i ng Gr ounds "’ .



Standard
>
The Glant Throne

SR |

- -~
~ - \»? Wiath€oast

‘7 Your Position
Group Leader
A5 position

O 1 Player Scenario jPae

;. 2 Player Scenario
. 4 Player Scenario |

12 Player Scenario

Open Games

Random PVE
Scenario

User Generated
’ Maps.

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!

Sparring Grounds - Unranked! PvP
7 S f

Choose Map

Zahadune (2vs2)
Funmap (1vs1)
Mordune (1vs1)
Uramar (1vsl)
Urashir (2vs2)

Skjal (1vs1)
Hazim (1vs1)

[missing ENGLISH text] (2vs2)
[missing ENGLISH text] (2vs2)
FastTechRandomMap09 (1vs1)
Generated Sparring Ground 1vs1 (1vsl)
Generated Sparring Ground 2vs2 (2vs2)

Community Maps
Author: Community Map: MyFirstownMap (1vs1)

Map Type:

Player Amount: 2

FEEen |

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



Sparring Grounds - Unranked Pv.P.

’
o
4 L -

Map: Community Map: MyFirstOwnMap

This is my first own map map.

Starting positions, Players and Decks

Team 1

RangerBlack Deck Level 10

Team 2

Click to select starting
position

(T — — ——
|| Make game private (JXJ‘ Ready ‘ Launch Game |

19. Choose player one or two and invite your friend (but remember the other guy need your
“Map” folder too as | told you before.

“That ' s al eroutink yoywdldreatg &playersvarsus player map within
10 minutes! | wish you a great play! See you to the next tutorial soon, queeeek.

I hope the prophecy wil!/| become trut h,

t



