Monsterhunt: TeamMH Edition Mapping Guide
V0.8 Beta

With the release of TMH, there are new several new tools mappers may use to add variety and depth to their maps. This guide is intended to instruct on how to set up the new tools, and how to use them to the best effect within MH and TMH.
Setting Map Objectives: 

MHplus has a new feature that allows you to set mission objectives for your maps. It is similar to the way the Assault objective window is used. You can specify up to 4 primary objectives and 4 secondary objectives. A primary objective should be something that MUST be completed to complete the map. A secondary objective is something that does not have to be completed, but it will give you a bonus if you do (weapons/items, an easier path, hindering the other team, etc…).
To create a list of objectives in your map, you must place a HuntObjectives actor somewhere, and edit its properties. Here is a list of all the configurable properties and what they do:
-PrimaryObjectives: This is where you input the information for your primary objectives. Each objective is divided into 4 other fields:

-Header: This defines your objective. The header should be a short (2-3 words) title.

-Description: This is the extended text of the objective. It displays in the scrolling text box when you click on the objective

-Screenshot: Specify a screenshot for your objective here. The screenshot should be 256x256 pixels, and show a critical point in completing that objective.

-Priority: This defines how high in the list your objective will appear. A 0 will appear at the top, while higher numbers appear lower. This is used in conjunction with the EditObjectives actor. More on this later.

-SecondaryObjectives: These are set in the same way as primary objectives
-TeamNumber: Set this to the number of the team you want these objectives to apply to: 0 is red, 1 is blue. If you are making a map for MHplus, you only need a red-team. If you do not set objectives for a team, a default objective will be created for that team.
Changing Map Objectives:
You may at some point in your map need to specify more than 4 primary or secondary objectives. Or you may want to keep an objective hidden until later in the map, so people don’t get confused. Also, when an objective is completed, it is wise to remove it from the list so new-comers to the map know which objectives are left. To do any of this, you can use the EditObjectives actor.

The EditObjectives actor is found under triggers, in the actor browser. Simply add it to your map, set its properties, then have it triggered by something else. Here are the various properties:

-TeamNumber: The team that this objective will be for.

-Header: Title of the new objective, or the title of the one you want to delete.

-Description: The description of your new objective.

-Screenshot: Screenshot to use for your new objective.

-Priority: How high in the list you want it to appear. If you are adding a new objective, and it needs to be done before any of the existing ones, make it a higher priority (0 being the highest).

-bPrimary: If true, the new objective will be added as a PrimaryObjective. Otherwise, it’s added as Secondary. By default set to true. 

In order for this actor to work, you must set its initial state (located under object).

STATE: AddObjective: when triggered, it will attempt to assign a new objective to the HuntObjectives. If there are no more free slots left, it will return an error in the log.
STATE: RemoveObjective: When triggered, it will look for an objective that matches the Header of the one you specified, and removes it from the list. If it can not find that header, it returns an error message in the log. WARNING: HEADERS ARE CASE SENSITIVE!!! If you cant figure out why it is not removing your objective, make sure that it is capitalized in the right places.

Using the Hunt Camera
MHplus allows you to create various cut-scenes and scripted sequences using the new HuntCamera actor. When triggered, it freezes all players and makes them watch from the cameras point of view. You can also add text and dialogue to the cut-scenes.

To set up a camera, locate it under Keypoints in the actor browser, and add it to your map where you would like it to be. The red arrow is the direction that the camera will face, so rotate it until if faces the correct direction. To activate it, simply trigger it with something. Here are the properties and how to use them:
CameraTarget: If you specify the tag of an actor here, the camera will continually face it. The actor you specify must have bNoDelete = True, and bAlwaysRelevant = True under its advanced properties.
NextCameraTag: If you want to cut to another camera once this one is finished playing, specify the next cameras Tag here.

DialogueTag: If you wish for text to appear during this scene, set the tag of the HuntDialogue actor you wish to use here.

ViewTime: This is the time in seconds that players will view from this camera.

OverlayTexture: The texture that is drawn on screen during this cutscene. Defaults to a “letterbox” style texture that draws a black bar at the top and bottom of the screen. You may remove this if you wish, or specify your own texture.

Cameras can be attached to movers. Simply set the AttachTag of the Camera (under movement) to the Tag of the Mover. You can combine using movers and CameraTargets to create smooth and dramatic camera angle changes.

Hunt Dialogue

If you wish for text to appear on-screen during a cutscene, then you can place a HuntDialogue. It is located under Triggers. Add it to your map and open its properties. It works in the same fashion as a Dispatcher:
OutMessages: You can set up to 8 lines of text here,

OutDelays: This is how long the HuntDialogue will wait before displaying the next line of text. Each delay corresponds to an OutMessage.

MessageColors: Set the color of each corresponding OutMessage

Once you have set up its properties, set the DialogueTag of the HuntCamera that you wish to display this. When triggered, the camera will automatically trigger the HuntDialogue it is linked to.
The AdvancedMonsterEnd Trigger

Another new addition to MHPlus and TMH is the ability to change the ending conditions for your maps. You can now set multiple endings, either good or bad, and specify a cutscene that will play upon level completion.
bGoodEnding: True by default. If set to false, this will trigger a failure message and players will not get bonus points for triggering it.
SuccessMsg: This message will be displayed if bGoodEnding = True.
FailedMsg: This message will be displayed if bGoodEnding = False

EndCamera: This can be set to the tag of a HuntCamera. When this ending is triggered, it will trigger the EndCamera instead of showing the regular ending shot of the winner.
Team: Set this if you have different MonsterEnds for each team (TMH games only). It is used by bots for navigation purposes only.

Team Kickers

This is a modified kicker that will trigger for all teams except one. They can be placed at the entrance to a spawnzone for one team, so that the other may not get in and steal weapons, or spawnkill the other team. They can also be used to create split paths, so that each team is forced to use a different route. To use, simply place one or more of them at the entrance to the area you want to keep other teams out of. Set the direction of the kick-velocity so as to kick players out of the area, and then set the Team variable to the team you want to let through. All other teams (monsters included) will be kicked out of the area.
MonsterWayPointPlus

Place these instead of regular MonsterWaypoints. If you are mapping for TMH, then you can set the Team of each waypoint and only bots of that team will attempt to use it (still buggy). Otherwise, the same as regular MonsterWaypoints

Design Considerations

With the addition of these new tools, there are now some new things to think about when you are making your maps:
MHPlus: -When using cameras to create cutscenes, make sure that the scene is not too long or confusing. You may think a long cutscene is cool, but when players have played your map for the 10th time and have to sit through a minute long scene each time, it starts to get annoying. Keep scenes to no more than 20 seconds if possible, and try not to use them frequently. Also make sure they are to the point, and either show an objective being completed, or show a new objective.
-Cameras should only be triggered when there is a lull in the action. In other words, if there are still people fighting monsters, they will be annoyed if a scene gets triggered in the middle of a battle. Try to make sure that the majority of monsters in the area are dead by the time the scene gets triggered. Monsters cannot damage players while they are watching a cutscene, but they can move around and will still attack. A frozen player will be left off-guard after the cutscene is finished.
-Use HuntObjectives to make sure the players know where to go at any given time. The most immediate objective should always appear at the top of the list, so use the Priorities of the objectives to keep it that way. If you add a new one that has to be done before any others, assign it a higher priority. Otherwise, give it a low priority. If the player completes an objective, make sure you remove it from the list, and announce it to the players using a MonsterEvent / SpecialEvent. Same goes for when you are adding a new objective.

-When you are setting the objectives, make sure that the Headers are short and easily identifiable, and that the description is not confusing. Always add a screenshot of the objective as well. It will make it easier for the players to recognise, and it just plain looks good. You can even use animated textures to show multiple shots if need be.
TeamMH: TMH is a completely different gametype than MH and should be designed as such. There are many new elements to keep in mind when designing maps for it:
-In TMH you can separate the 2 teams so they both take a different path. This can make for an interesting map, so long as both sides are balanced. They do not have to be identical in design, but they should have the same difficulty level and scoring opportunities.

-Points in TMH are calculated based on the max-health of the monster you are fighting. For a regular monster, the score you receive for killing it is equal to 2% of the monsters maximum health. For boss monsters (bIsBoss = true) it is 4%. To make sure that both teams have an equal chance of winning the match, the total health of all the monsters on each side should be equal (to within a few points if possible). So in other words, if you add up the maxhealth values on every monster on 1 side (including all monsters spawned from a CreatureFactory) it should equal the total on the other side. Also, if there is a boss on 1 side, there should be the same boss (or an equal boss) on the other. Any enemies encountered in areas where both teams are allowed do not count toward this total, assuming both teams have an equal chance of reaching that area at the same time.
-Keep in mind that if need be, you can put different types and placements of monsters on either side, they do not have to be identical. Just so long as the health total is the same, and the relative difficulty is the same. By relative difficulty, I mean that you can’t put a Skaarj lord with 1000 health on one side and a tentacle with 1000 health on the other, because that one tentacle is much easier to kill than the Skaarj lord. Instead try placing 5 tentacles with 200 health each. 5 tentacles have a much higher chance of killing you than 1 (especially if they shoot rockets ^_^ ).
TeamMH has a setting that allows you reduce the damage done to other teams (or get rid of it entirely). Remember that not all servers may use this feature in the same way. Avoid making areas in your map with dangerous pitfalls and difficult jumps, if both teams are allowed to mingle in it. You can guarantee that some players will play dirty and try and boost the other team off, even if teamfire is set to 0. Try to make BT (bunny track) sections for each team separate if you can.

If using HuntCameras in TMH, make sure that it relates to a goal that both teams have. If the blue team has to stop and watch a cutscene that only really matters to the red team, they will be annoyed, especially if it happens in the middle of a fight.

In TMH, avoid using AdvancedMonsterEnd triggers with a bad ending. Which ever team finishes the map first should get the bonus points, and it’s not fair to end the map early for both teams if just one team fails its objective.
