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Map Analyst

Verson 2.5

If you have own materials/textures, models or ssund/our map, you have to send these files togethe
with die level file (BSP), so the player can seantextures and hear your sounds.

One can also put the collection of all the needed into the level file (BSP) it self. The Map Apst
'man’ can do the job for you!

'man’ analyzes HL2 map files and determines @&$fileeded by this map. This includes materials,
textures, sound, models, scripts and so on.

The needed files can automatically be includedénlevel file (BSP).

Special thanks goes to Gosuke, who had the ideait® this program. After the first steps
many mapper supported me. Beside Gosuke, ThonsastH' Abts, DJ Flyer alias Markus,
and Spice are now in the famous hall.

Without there help the Map Analyst would be sglisdband many features were missing.

THANKS!

1. Start the Map Analyst

The zip file can be unpacked at any location. #asxmon to
File | Options Help put programs in to the folder 'programs'. Creatdr pgob

Set game path,.. folder 'man’ and unzip the zip file there.

zame path
Autamatic
MCEr sek
Display

Wigw game path

After unpacking, there should be the files 'man:Itis file)
the program 'man.exe’, and a sub folder ‘picshWidouble
click onto 'man’ one starts the Map Analyst.

- v v B

Overwrite BSP

Before you can analyze, you haveto set the game path.
Without a valid game path, 'man’ can not find therect files.

In the options menu one have to choose the sub @me path’, and than select 'Set game pathth&or
game 'Counter Strike' the path could be 'C:\Valiea®Apps\Gordon Freeman\counter-strike
source\cstrike'. There are folders like 'materiatgaps’, and so on.

For every mod the path is different. After the piateet the analysis of a map can be started. ivéh
menu entry 'View game path' the settings can b&aiéed.

2. Reading in amap
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The Map Analyst is started withdmuble click.

File Cptions  Help

Read and scan map. .
Read and scan BaP.,

Inchide File:

Analyse mapcontent
pdate game (YESE)

Save

Exit

With the file menu one can choose a map file (VMBSP) for reading.
During the reading the content is prepared foratiaysis. The results are
shown in the working window. Instead of using the fnenu one can
also drag and drop a map file onto the working wind

Map Analyst 2.5 N

File: Dptions  Help

scaned map file: ClSse" \texte st.vmi
2767 lines, no errors

Map Analyst 2.5 N

File: Options  Help
VBSP: C:iiwssmiltest.bsp

this is VBSP version 19 [revision 7)
scaned environment of file: C:iilisssitest.bsp
21 lines, no errors

Alternative one can drag and drop the map file (VdMBSP) onto the
program icon. But then a different location for ttmnfiguration file is
used. If you prefer this method, you have to setgdime path again. See
also 7. Options.

2.a Start the Map Analyst from Hammer

One can start the Map Analyst from Hammer:

abswbdpE

Compile the map in 'Expert Mode'.

Make a new command.

Give the'Cmds'the path of the installed man.exe.

In the'Parms'line insert-c $bspdir\$file.bsp -g $gamedir.
Let this be the last command.

Each time one compiles the map in 'expert modeusiiom files will be inserted into the bsp by MAN.
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Bun Map [Advanced] - jﬂ
Corfigrations: .
o |u: =i Edit - Command Propeibes
s 7 ‘_| Copmand:
Campiledry commands: ||. e — i

Wi3bsp_exe scame Sgamedr $pathhslile Hew |
Wldvis_e=e -game figamedr Spathb il Pasamatess:

Wi3licht_exe -game foamedin fnath’ i Remas | - $bepditdhile bzp g &ga‘nr_:‘[ Pz
WICopy File fpat-hIte. bsp Thapdeishle _I

[4gam=_exe -alowdebug -game fosm e Lp

Shman exe -c Ehepdilgile -
M — Ensue file
poct-esista
[ Uge Propess window
| = ===

3. Analysis of a map

In the file menu choos =~ &nal¥se map content

One after an other all model, sound, material and
texture files and other game files (bot, text etc.)

add: 1436 TR are analyzed. Files nqt found are collored in blue,

add: 240 resourceloverviewsitextest.tat file found are colored in black and displayed

che terial together with there size.

ipg

i game fi

check materials
add: 5 materials\SDKJ/BUMP.vmt
add: 43896 materials\sdkfbump.vtf Beside the model files ending on ".mdl' all files

add: 43836 materials\sdk/fbump_normal.vif with the same base name but suffixes '.dx80.vtx',
not added: materials\TOOLS/TOOLSSKYBOX. vmt ' dx90.vtx', ".sw.vtx', .wvd' and .phy’ will baken

add: 93 materials\WJDEKADE _BURN.wmt . .

add: 2796408 materials\idkijdk_burn.vif to the include list.

add: 90 materials\WJDKMDE_WALLA.vmt o _

add: 174968 materials\jdkdjdk_walla.wif All material files (VMT), used in the models are
analyzed and used texture files (VTF) are also

included.

After that, the map is analyzed for sound files (WAsprites (SPR) and scene files (VCD).
At last all brushes are analyzed for material f(MT) and there used textures (VTF)
If a text file (.txt) or bot file (.nav) exists e 'maps' folder they are included too.

All files, not found are now looked up in the HLZE files. The soundfambientfkillinghand22.wav
GCF files contains all materials, textures, modstsind, etc. usedoundfambieny/schoolsout?2. wav

in HL2 game levels. If missing files are not fouhdre, they are displayed in red messages in thikirgp
window. These files can not be includes and nod usgame.

4. Inserting thefilesinto the level file (VBSP)

In the file menu choos = HP9ate game (¥ESF) | .
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All found files are inserted in the level file (BSMBSP).

HL2 creates also internal files for game files (B&Rd include them. Al

| File Options  Help found files and the internal files will be colledtand inserted. If own files
Readand scanmap..  jSte: Of the same name already exists (i.e. one havadliecluded them in the
Read and scan B5P.. 3 [re game file), they will be over written.
Include File 3 Jfile . . . .

If the option 'Overwrite BSP' is not set a copyled BSP file is made and

Analyse map content named 'man_betatest.bsp' and stored in the 'ndgst fIf the option
Lt game e ‘Overwrite BSP' is set, the level file will be oweritten.
Save L

_ During the insertion all files listed on the worgiwindow (black color) and
Eat marked with ‘include’. If a file already existedtie game file it is marked
with ‘replace’. Internal HL2 files are shown inélcolored messages and
marked with ‘'remain’.

5. Inserting other files manually

Theliichs fila e In the file menu 'Include -> Choose file..' one canose more
= Read File lisk. files for insertion. One can choose several filthia file

o ok
- il ey S selector box.
Hpdategarme tvESEy -

If one want to use these files more then onceitbdist can be
stored in a TXL file. Just open a file selector vath ‘Include
-> Save file list..". One can name and place tleesfrery were.
But if it has the same name as the game file ntamused by
the Map Analyst automatically.

With 'Include -> Read file list..' one can readhe file list.

6. Saving theresults

INNY NNy mnl

The list of found files (content list) can be sauea text file.

Conkent lisk..
g Resulks, ) . .
Exit MaD ifo: The content of the working window can be savedhmmosing
add- TRNN mnadsle nwihnw tar IReSUItS'

With the new menu entry '‘Map Info.." (not shownd)eme can generate a summery of the map and store
it as text file.

7. Options
Game path

File | Options  Help

Game path S Seb game path...
Aukomatic L ‘Wiew game path
With the option 'Game path' -> 'Set game pathrihdu MOD sek ,
the installation the path of the game mod are\Wéh Display y
'View game path' one can check the actual setting. i gen

As soon as an option changes the settings arelstore
the file 'man.cfg’. If 'man’ is started with a dblick
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this file is at the same location as the Map Antalare
stored.

But if a map or bsp file is dragged and dropped tive
program icon the location is some thing as ‘owasfillf
one prefer this kind of usage the game path hhs &et
again.

Automatic

Eile rgptinns Help

Here one can set the analysis and insertion af dife Gty #h
L4

automatic. This phases are started automaticatheif Inchide
previous phase was success full. MIOD) set e
Diisplay k |pdate
In the options menu 'Automatic' three modes casele :
Owerwrice BSP
¢ Include The list of additional files will be loaded
automatically.
e Analyze If a map ore bsp file were loaded success
fully the analysis starts automatically.
e Update Was the analysis success full the BSP
update starts automatically.
MOD set MIOD sk N Half-Life 2 Deathmatch
Display L8 Counker-strike source

All files used by the level but were not found lre tgame
folders are searched in the GCF files of HL2. Ié dike
GCEF files of additional mods can be used (i.e. HL2
Deathmatch or Counter-strike source).

If you create a level for Counter-Strike, you héwe
activate the option 'Counter-strike source'.

PN S oy

Di Spl ay Display ] v fdded files |

. . . : YESP internals
Quite often very much files are needed. By thissrads Overwrite BSP o

file messages error messages can easily overlaoied
miss. Therefore the displaying of added files can b
suppressed with this option.

Overwrite .
COwerwrite BSP

If this option is activated the original BSP filaélvbe
overwritten.AttentionActivation of this option is on
your one risk! This program is still beta and iigimi
happen that the game file is not play able.

Copyright 2005 by Rolf Hanisch, Berlin
Download:http://www.map-lounge.de
Email: mapbuilder@web.de
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