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Quick Clicks:
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GE2 – Live and Let Die
GE3 - Espionage
Conclusion
Introduction:  This guide will teach how to map for Goldeneye. You will already need basics skills for mapping in HL. This guide just shows how to use specific Goldeneye entities. A good site for reference to common HL entities is http://halflife.gamedesign.net. That should be on every mapper’s bookmarks.

Mapping for Goldeneye DM:

A map for Deathmatch in Goldeneye should be a fairly open map but not large area kind of open. If you are copying a map from the N64 game try to get the scale as close as possible to the N64 game’s version. The golden rule for all GE maps is not to include health in any way shape or form. No healthkits, health chargers, etc.

New entities for GE DM are as follows:

weapon_knife - Knife

ammo_knife - Throwing Knives

weapon_dd44 - DD 44

ammo_dd44clip - DD 44 Ammo

weapon_kf7 - KF7 Soviet

ammo_kf7clip - KF7 AmmoClip

weapon_rcp90 - RC-P90

ammo_rcp90clip - RCP-90 AmmoClip

weapon_d5k - D5K

ammo_d5kclip - D5K Ammo

weapon_p99 - P99

ammo_p99clip - P99 Ammo

weapon_zmg - ZMG

ammo_zmgclip - ZMG Ammo

weapon_silverpp7 - Silver PP7

ammo_silverpp7clip - Silver PP7 Ammo

weapon_proximity - Proximity Mine (Tripmine version)

weapon_pmine – New Proximity Mine (Sticky version)

weapon_tmine – Timed Mine (Sticky)

weapon_rmine – Remote Mine (Sticky)

weapon_phantom - Phantom

ammo_phantomclip - Phantom Ammo

weapon_goldpp7 - Gold PP7

ammo_goldpp7clip - Gold PP7 Ammo

weapon_cougar - Cougar

ammo_cougarclip - Cougar Ammo

weapon_ar33 - AR 33

ammo_ar33clip - AR33 Ammo

weapon_srifle - Sniper Rifle

ammo_srifleclip - Sniper Rifle Ammo

All of the above are basically self-explanatory weapon_xxx is the gun players can pick up and ammo_xxx right below that weapon is ammo for that gun.

item_battery or item_armor 

Both names will place body armor into the map that will restore the player’s armor level to 100%.

item_book_team1 - Book Team1

item_book_team2 - Book Team2

The two book entities are kind of an unfinished thing that isn’t really supported in GE at the moment. IF you want to check them out place 1 each and play on a ge2_ map.

info_goldeneye - To show this a Goldeneye Map

This entity is used to list a map on the right side when a player goes to start a server showing that it’s a Goldeneye Map.

Mapping for Goldeneye ge2_ (Live and Let Die) – Round Base Mode, 006 vs. 007 team:

To map for this mode you won’t need to place any weapons in the map. Weapons are given out to players based on how well they do. I.E. frags they score. 

There are two teams 006 and 007. Both start on opposite ends of the map. In order to make this work correctly you’ll need to place an info_player_start entity for the 007 team to start at. Then info_player_deathmatch starting points for the 006 team. When placing points 17 for either side should do. The reasoning for this is 16+16 = 32, and 32 is the max. players HL can hold.

Another key aspect to ge2_ maps is the info_intermission entity. You should place a few of these and adjust the angle of the entity to face in some good looking or high action points of the map. When a player first joins they will be placed in an info_intermission point. For more info on this entity check that site out that I gave at the top of the page.

Mapping for Goldeneye ge3 (Espionage) – Round Base Mode, Spy has to escape to a point in the map while avoiding Russian Guards:

To map in this mode you basically map as you would for a ge2_ map. You’ll need a few info_intermission points for the spectators to spawn at. Also no guns should be placed in the map this goes for ammo as well.

However, for the starting points

info_player_start = Spy’s starting point

info_player_deathmatch = Guard’s starting point

One new aspect for this mode is a the Spy has to escape. It would be nice if it was to a specific thing in the map. A wide-open area does nicely to an awaiting mode of transport. The ge3_bunker map in the mod demonstrates a good way of doing it. 

Another very important aspect is that you make sure there is at least two routes the Spy can take to escape the base or wherever he may start out.

This brings us to the only new entity for a ge3_ map.

spy_escape

This should be made like a trigger_hurt. Make a brush that represents the area of where the spy has to touch to escape. Once the spy does get out he will become a ghost so don’t worry about him taking fire. And of course the round will also end.

Conclusion: That’s it, this guide should show you how to do everything you need to in order to map for any one of Goldeneye’s gamemodes. If you have any question please feel free to e-mail myself at Biggs@goldeneye-mod.net or our mapper Brumbek at nrmcc@hotmail.com. Please visit our webpage at www.goldeneye-mod.net for updates concerning the MOD as well as other GE news related topics.
