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INTRODUCTION:

     I wrote this as a follow up to Jonah Bishop's FAQ entitled mpfqdn19.  He did an outstanding job and made it easier to understand, but there is always room for improvement.  That's why I wrote this.  It mainly goes over mistakes and effects left out of Jonah Bishop's FAQ.  I mean, one guy can't do everything, so I thought I'd lend a hand.  This FAQ follow up does not explain in detail how to do every effect in Duke Nukem 3D; only what was left

out or misprinted.  

     I would suggest that you read mpfqdn19 and become familiar with the basics of Build before you read my tips.  You need to be familiar with the basics of Build in order to understand these new affects and the misprints in mpfqdn19.  I mean come on, you can't find mistakes and learn new tricks in C++ code if you don't know how to write it, right?:)
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Getting Started

1.0 Installing BUILD correctly:

STEP 1: First put your Duke Nukem CD in the CD-ROM drive and look at its contents.  

STEP 2: After you have located the "Goodies" folder, open it up and look for the folder

                called "Build."  

STEP 3: Open the folder and copy all of the files into your Duke Nukem directory.  Do

                not copy the folder, only its contents and make sure you don't put them in a 

                sub-directory in your Duke Nukem folder.  All of the Build files should now be in

                the same folder as the Duke3d application.  If you don't do this correctly, you

                will not be able to enter the 3D map editing mode, and hence be unable to make

                any levels.

                    -Example on my computer-

                     Duke Nukem 3D on my computer is located on C:\DUKE3D, there for I 

                     would want to put all of the Build files C:\DUKE3D.

Special Sprites

2.0 How to distinguish all of the "special sprites":

          In Jonah Bishop's FAQ there is an excellent characterization of all ten of the

          "special sprites" and their function.  However, when I first read it, I was a little 

          confused and thought that the ten "special sprites" were distinguished by the lotag 

          and hitag you gave them.  This is not the case.  I, at least, was frustrated when I 

          couldn't get multiple affects to work.  (The first sprite in the first row is number 0 

          and the last sprite in the first row is number 9)

2.01        -Sector Effector, sprite #1:

                     This is the second sprite on the list but its sprite number is 1 indicated at 

                     the bottom of the page by a white number.  A Sector Effector is NOT the 

                     gray brick texture you first see. (The gray brick texture is sprite #0)  It is the

                     blue "S" right next to the gray brick texture.

2.02        -Activator, sprite #2:

                     The Activator sprite is the Blue "A" right next to the blue "S" sprite. The 

                     Activator  sprite is the third sprite on the list but its sprite number is 2.

2.03        -Touchplate, sprite #3:

                     The Touchplate is the fourth sprite on the list and its number is 3.  It is the 

                     blue "T" next to the Activator sprite.

2.04        -ActivatorLocked, sprite #4:

                     This is the blue "L" sprite next to the Activator sprite.  Don't get it confused 

                     with the "L+" sprite, that is the Locator sprite (#6) and it has a completely 

                     different function.

2.05        -Music and Sound Effects, sprite #5:

                     This is the blue "M" sprite next to the ActivatorLocked sprite.

2.06        -Locator, sprite #6:

                     This is the blue "L+" that follows the Music&sfx

                     sprite.  Don't confuse it with the ActivatorLocked sprite (#4) which is the 

                     blue "L".

2.07        -Cycle, sprite #7:

                     This one is easy enough, it is the blue "C" sprite that follows the Locator sprite.

2.08        -Masterswitch, sprite #8:

                     I used to get this one mixed up with the Music&sfx sprite all the time.    

                     The Masterswitch sprite is the blue "D" sprite.

2.09        -Respawn, sprite #9:

                     The Respawn sprite is the blue "R" that comes after the blue "D" Masterswitch 

                     sprite.

2.10        -Game-Play-speed, (GPSpeed) sprite #10:

                     This sprite is not represented by a letter.  Instead the whole word is written 

                     out in small red letters with a purple background.  It is the sprite that is directly 

                     below the gray brick sprite and is behind two black demo camera sprites.

Effects and Tricks Left Out of Jonah Bishop's FAQ

3.0  How to make those 3D bridges without raising the floor:

          An example of this can be found in E1L1 right before the self-destruct button.  This 

          bridge may look solid, but it is actually hollow.  This is done by taking about 6 

          sprites, flattening them and then lining them up so they appear to be solid.  Look at 

          my diagram below for visual.

____________                                      sprite                                          ____________

                            |  [===================================]   |

Ledge                 |  [                                                                                  ]  |

                            |  [sprite                             +                              sprite]   |         Ledge

                            |  [                                                                                 ]   |

                            |  [===================================]  |

                            |                                      sprite                                         |

          If you were to follow my model exactly, you would have hollow-looking bridge 

          with 4 sides.  So, right about where the "+" is where you should put 2 more sprites.  

STEP 1:   Use the < and > keys to move your flattened sprites, in 2D or 3D mode, to 

                rotate them in order to make them line up.  

STEP 2:   Use the R key on a sprite to make it vertically flat, twice to make the sprite 

                horizontally flat, and three times to return the sprite to normal.

STEP 3:   Once you have the sprites aligned correctly, use the 2 4 6 8 keys on the number 

                pad to shrink or enlarge them to the exact size desired.  Essentially what you 

                are doing is making a three-dimensional, hollow box. (Preferably, I like to size 

                them {the sprites} up or down so that none of corners overlap:)

3.1  How to make security monitors display messages:

          This is a pretty cool trick and you can use this premise to do other cool tricks as 

          well, such as animated demos.  I have used this premise in two of my levels: 

          Myblock and 1stsiege.  

STEP 1:   First, I like to make a small, isolated area in your map that no one can get to.  

STEP 2:   Next, darken the walls and the floor so you can't see the texture. (It looks better

                this way)  

STEP 3:   Next, paste letter sprites on the wall until it spells out what ever you wanted to say.  

STEP 4:   Put a camera in the room and give it a lotag.  Put a security monitor somewhere 

                and make its hitag match the camera's lotag.

3.11 How to make security monitors display multiple messages:

          This is similar to the above affect, but it works a little differently.  If you wanted to 

          make journal with 4 entrees appear on a monitor, chances are you would not be able 

          to write all of that on just one wall.  What you could then do is make four rooms 

          with one journal entry each and link the cameras together by giving them the same 

          lotag.  It would look something like this:

     ______________     _____________     ___________    ___________

     |                               |     |                              |    |                        |    |                         |

     |        Day 1            |     |         Day 2           |    |     Day 3        |    |        Day 4        |

     |                              |     |      They took      |    |   There are    |    |     Ha ha ha!    |

     |     The aliens       |     |        over our       |    |  only two      |    |     we are in     |

     |       arrived.          |     |          base.           |    |  of us left     |    |      control        |

     |                              |     |                               |    |                       |    |        now!         |

     |                              |     |                               |    |                       |    |                          |

     |           +                 |     |             +               |    |        +             |    |          +              |

     |    (Lotag 46)        |     |    (Lotag 46)         |    |  (Lotag 46)   |    |   (Lotag 46)     |

     |_____________|     |_____________|    |__________|    |___________|

STEP 1:   These would be my four rooms, you can make as many as you as you want or 

                need.  All my writing would not be able to fit all of that in one room, so I divided 

                it up.  The "+" represents about where the cameras should go.  

STEP 2:   Notice I gave them all the same lotag and no hitag.  By doing this, the all the 

                camera views can be seen by one monitor and the cameras will not pan or swing 

                making the effect more realistic.  I hope you understood everything above, 

                because setting it up is the easy part.  Getting the cameras to play in the right 

                order is tricky.  

STEP 3:   One thing you must check is that you made the camera for "Day 1" first, "Day 2" 

                second, "Day 3" third and "Day 4" fourth.  If you do create the cameras out of 

                chronological order, they will never play right and you will need to start over.

STEP 4:   Once you've done this, go into setup, select your level and test it.  Do not be 

                alarmed if the cameras play backwards with "Day 4" being first, "Day 3" being 

                second, "Day 2" being third and "Day 1" being last.  

STEP 5:   If it does this, go into Build, save and exit without doing or touching anything.  

STEP 6:   Enter setup again and they should play in the right order.  The problem is that 

                everytime you leave Build, the cameras' order will alternate between forwards 

                and backwards (In the real game)  This is normal, so do not worry about the 

                order until you are finished with the level, just make sure it plays in the right order 

                before you upload it.  

STEP 7a:  If you have it just the way you want it and the cameras play  in the right order, 

                do not open your level up in Build again.  

STEP 7b:  If you've finished your level but the cameras play backwards, simply enter Build, 

                 save and exit.  When you start the game again, your level will be exactly the 

                 same and the cameras will play in the right order.

3.2  Making "One Time Sounds" work:

          A one-time sound is an affect where you hear a sound only once when Duke enters 

          a specific area.  Examples of one-time sounds are: Duke talking, Aliens talking, Duke 

          whistling, a plane going by, a woman screaming etc.  This is completely different than 

          ambient sounds that play in a loop whenever Duke walks near such as fire crackling.  

          For instance, if there was a fire in building, you would expect to hear it if you walked 

          in the door. (ambient sound)  One would not expect that everytime Duke walked in 

          the building he would say "Holy Cow! Holy Cow! Holy Cow! Holy Cow!. . . until 

          Duke walked away.  

STEP 1:   To make a One Time Sound work, make a sector where you want to hear the

                sound.  

STEP 2:   Give that sector a lotag of 10,000 + the number of the sound you want to hear.  

                So, if I gave a sector a lotag of 10,072, when I entered that sector, Duke would 

                say "This sucks" only once and would not work if I again entered the sector.

3.3  How to raise a sector from the ground and back down again:

STEP 1:   First make a room, so you have somewhere to stand, and a sector that will rise 

                or fall by a Touchplate or a switch.

STEP 2:   Lower the floor of the sector that will be affected to how low it will be before 

                you hit the switch.

STEP 3:   Set an activator on the floor of the sector that will be affected and give it any 

                unique lotag you want.  

STEP 4:   Next put a sector Effector in the sector that will be affected and raise it up to 

                where you want the floor to be after you've hit the switch.  

STEP 5:   Give the sector Effector a lotag of 31.  

STEP 6:   Lastly, put a switch or touchplate somewhere and give it the same lotag you gave 

                the activator.  The hitag is the number of times it will work.  Hitag 0 means it will 

                work every time you hit the switch.

3.4  Cooperative and Dukematch starting positions:

          I just have one note here, the single player starting position (the brown arrow) does 

          NOT count as a Dukematch or Cooperative starting position.  So make sure you 

          put at least two or more Dukematch or cooperative starting points.

3.5  Adding your own music:

STEP 1:   Obtain a song you want to hear in MIDI format.

STEP 2:   Put the MIDI in your Duke Nukem 3D directory.

STEP 3:   Rename the midi file to dethtoll or dethtoll.mid.   .mid is just the the abbreviation 

                for MIDI.

3.6  Transparent swinging doors

STEP 1:   First make a swinging door in the 2D-map mode ONLY.  (See my revised 

                version of Jonah Bishop's FAQ if you do not know how to make a swinging 

                door) Do not do anything in 3D mode yet.  Leave the doors textures and height 

                alone.

STEP 2:   Next, point the cursor at the front and/or back of your door and press the "B" 

                key.  I prefer just one side of the door.  (This will make the selected wall 

                blockable)

STEP 3:   Now go into 3D mode.

STEP 4:   Find the side (front or back) of your door sector that you made blockable 

                (remember, your door should still be completely in the ground) and hit the "M" 

                key.

STEP 5:   You should see a wall appear (probably the gray brick texture) from the ground 

                to the ceiling that is on the door line that you made blockable.

STEP 6:   Select any texture you want for the new wall.  Most people use the jail cell door 

                texture.

STEP 7:   Make sure you edit both sides of the masked wall.  You're done!

3.7  The proper way to slant surfaces

STEP 1:   Point the cursor at any wall and press "ALT" + "F"

STEP 2:   When you point your cursor at a wall to change the slanting point, make sure you

                are in that sector and that the wall you want to select is flashing red.

           _______1_________________________7_______________________

           |                                       |                                                                                           | 

           |                                       |                                                                                           | 

           |                                       |                                                                                           |

           |                                       |                                                                                           |

        3 |               A                     | 4                            B                                                         |6  

           |                                       |                                                                                           |

           |                                       |                                                                                           |

           |________2_______  |_________________5_____________________|

                If you want to slant wall 4 in sector B, make sure that your cursor is in sector B 

                and that wall 4 is flashing.  If you press "ALT" + "F" on wall 4 in sector A, sector 

                A will slant at that point and Sector B will remain unchanged.

STEP 3:   Once you have selected the proper wall use the "[" and "]" keys to slant the 

                surface up and down.

3.8  Sliding Sectors

                This is the effect where a sector literally slides across the floor usually revealing

                a secret area or item.

STEP 1:  Make a red sector that is going to be the sliding sector.

STEP 2:  Give the sliding sector a lotag of 25

STEP 3:  Put a GPSpeed and a Sector Effector sprite in the sector that is going to slide.

STEP 4:  Give the Sector Effector sprite a lotag of 15 and a unique hitag.

STEP 5:  Give the GPSpeed sprite any lotag you want, the lotag assigned to it tells the

                sector how far it is going to slide.  The higher the number, the further the

                distance.

STEP 6:  Now to aim the sector.  Point the rounded end of the Sector Effector in the

               direction that the sector will go.

                    Note:  If the hitag of the sector Effector is the same as the hitag for anything

                               else in the level, (such as another sliding sector, door etc.) when one 

                               is activated, the other one will be too.  This is useful if the desired 

                               effect was to have many sliding sectors moving at once from the 

                               activation of just one.

3.9  Making "stuff" float
              This is easy.  Just do the following steps.

STEP 1:  Make or select a sector that will be the floating sector

STEP 2:  Put a Sector Effector in the sector that will be the floating sector

STEP 3:  Give the Sector Effector a lotag of 29.  I don't believe a hitag is necessary, but

               if you want to have several floating sectors synchronized, give them the same

               hitag.

                    Note:  If a floating effect is added to a sector within a sector, the sector

                              may tilt up and down with its "first wall" as the tilting point.  This

                              does not create a realistic floating effect because it will only go

                              up on one side.  If this effect is applied to two sectors, with one 

                              inside of the other, the outside one will take over and cause both

                              sectors to bod up and down and the smaller sector will NOT have

                              the tilting effect.

                    Miscellaneous Enemy Information

4.0  Making the red transporting alien

                This is really easy, it will probably take you about 10 seconds to master.

STEP 1:   First, insert one of the starting frames for the alien trooper, (such as 1680.)

STEP 2:   Now point your cursor at the alien in 3D mode and press left "Alt and "P" keys 

                simultaneously.

STEP 3:   Enter the number 21 and hit enter.  You're done!  He now has the ability to 

                transport when you fight him.

4.1  Altering the enigmas color and strength

STEP 1:   Insert an enemy of your choice

STEP 2:   In 3D mode, put the cursor over the enemy and press left  "Alt" and "P" keys 

                simultaneously.

STEP 3:   Enter any value you want and press enter.  Anything higher than 25 will make the 

                enemy look really strange, but it will still work.  When you enter a value, the 

                enemies color and strength will be altered.  In some cases, you will see little or no 

                change in the enemies color, but as long as you enter a number, the enemy will be 

                stronger in the game.

Things Not To Do in Build

5.0  Sector around sector

          Don't ever draw a sector completely around another sector (fig 1.) or stretch an inner 

          sector around a bigger sector surrounding it (fig 2.)  It will look very strange 

          and cause Build to crash.  So don't do these:                                  ___________

                                            _________________                                        |                       |

          Fig 1.                         |               B                     |               Fig 2.              |         A           |        

          __________           |      _________            |        __________       |    _______   |                  

         |                       |           |      |                    |            |        |                      |       |    |             |     |

         |                       |           |      |                    |            |        |        B           |        |   |              |     | 

         |                       |           |      |                    |            |        |    _____      |        |   |              |     |

         |         A           |     to  |      |        A         |            |   or |    |          |      |  to   |   |      B     |     |        

         |                       |           |      |                    |            |        |    |   A    |     |         |   |              |     |

         |__________|          |      |_________|            |        |    |____|      |         |   |              |     |

                                            |                                        |        |_________|         |   | ______|    |                   

                                            |_________________|                                        |__________|                   

          However, it is okay to do either of these:

                                                                                              *Fig 4.

               Fig 3.               _______________           ____________________                                      

         __________       |                                  |          |     \             B                /       |         

        |                        |      |             A                  |          |      \____________/         |                               

        |                        |      |     __________      |         |       |                           |           |                   

        |         A           |  to |    |                        |     |    or  |  E  |          A              |  C      |                       

        |                       |       |    |         B             |     |         |       |                           |          |                        

        |__________|       |    |                        |     |         |       |____________|         |                                                 

                                        |    |__________|      |         |      /           D              \         |          

                                        |                                   |        |__ /_____________\___|                      

                                        |_______________|                                                     

           *In fig. 4, sectors B, C, D and E were created as separate sectors that branched 

             off of sector A's corner vertices.  For instance, let's say after I created sector A,

             the second sector I made was B, I then made sector C, after that, I made sector D

             and finally, sector E.  (The order isn't really important)  Was IS important is that I 

             did NOT create one big sector around sector A and separate it into four smaller 

             ones by just connecting vertices.

5.1  Practically useless keys in 2D mode

          There are some keys in Build that have almost no value at 

          all and some that have no known function.

5.11        -Keyboard Enter:

                     Jonah Bishop and I have no clue what this does.  When you hit it, the message 

                     "Highlighted line pointers checked" appears.  If you know, please tell me.

5.12        -F10:

                     Increments the angle of the player by one unit.  Why not just use the gray 

                     arrow keys. . .?

5.13        -F11:

                     When you press this button, the message "Grabbed Wall Sprite 0" pops up. 

                     Usage???

5.14        -' and M together:

                     I don't recommend you do this, I never have and Build doesn't seem to work 

                     right after.

5.2  Practically useless keys in 3D mode

          There are also some keys in 3D mode that cause Build to act strangely or have no 

          real use.

5.21        -' and D:

                     This only works if you have the Plutonium Pak.  If you have version 1.3d it 

                     may mess up BUILD.

5.22        -' and Delete:

                     It sets the cstat to 0, what that does, I don't have a clue.

5.23        -Ctrl + Shift + Enter:

                     This automatically shades a sector.  It has been known to cause Build to crash.  

                     I wouldn't do anything that might cause problems in Build.

5.24        -F2:

                     Increases your x-position by one unit.  Why not use the arrows?

5.25        -F3: 

                     Decreases your y value by one unit.  Oooooohhhh, what a great key!

5.26        -F4:

                     Increases your Y value by one unit (moves you up one unit on the grid)

5.27        -F5, F6, F7, F8: 

                     Forces you to go back into 2D mode by messing up the 3D display.  Great

                     key!

5.28        -G

                     It gives the floor height mapping.  Height mapping?

5.29        -.

                     Tries to auto-align all the walls to the right of the cursor I believe.  Build 

                     usually crashes when this key is pressed. 

Mistakes In Mpfqdn19

6.0  Conveyor belts and water currents

          Everything mentioned in Jonah Bishop's FAQ about conveyor belts and water 

          currents was correct except how to make them go faster.

STEP 1:   Make a water current or conveyor belt.

STEP 2:   Put a GPSpeed sprite in the sector and give it a lotag, not a hitag.  Higher 

                numbers means faster speed

6.1  Swinging Doors

          The only mistake made was the direction in which he said the sector Effector needed 

          to be pointed.  The correct way to make a door open counter-clockwise is point the 

          sector Effector up.  To have the door open clockwise, point the S.E. down.

Troubleshooting

(All of the problems addressed are ones that I have encountered in BUILD and how I 

 solved or dealt with them.  If anyone has a BUILD problem or alternate solution to a 

 BUILD problem that is not listed here, email me and I will update my BUILD tips and/or 

 post a response on our message board.)

7.0  Build won't boot right

    (P=problem, S=solution)

          P:  I can start up BUILD fine but when I try to go into 3D mode to look at a sector I 

               have already made, I get a weird black screen with small strands of color on it 

               and when I move the mouse cursor, everywhere it has been it leaves a white 

               cursor image on the black background.

          S:  The BUILD program is being run off of the CD or from a directory other than the 

               Duke Nukem Directory.  The computer is unable to find the artwork necessary to 

               use the 3D-map mode.  The solution quite simple, just copy all of the BUILD files 

               but NOT the BUILD folder directly into the folder with all of the Duke Nukem 

               files in it.

          P:  When I try to open BUILD, I get a half size window of with a picture of the 2D 

               map mode and I can't access it.

          S:  If this happens, the person is not at fault, the BUILD program, for whatever 

               reason, crashed and won't run until the computer is restarted.  When the computer 

               boots up, BUILD should run normally.  (If this happens in Windows, close the 

               BUILD window and restart the computer or restart to DOS mode.  If this 

               happens in strict DOS (not the DOS prompt) there won't be a minimized window

               but there may be several red lines or sections on the BUILD 2D-map mode.

               This only seems to occur when BUILD freezes.  Push the power button on the 

               computer or a reset button if the computer has one.  When it restarts, BUILD 

               should be fine.

7.1  Problems with building levels

          P:  When I draw or split a new or old sector sector, another one disappears.

          S:  I have only had this problem once, it occurred when I was working on the level

               Myblock.  I do not know what causes it, and there isn't any magic solution that I

               know of that will solve this problem.  If this problem occurs, there are a few things 

               worth trying, but I'm not making any promises: 

               (1)  Try restarting or shutting down the computer. (This probably won't work, it 

                     didn't for me, but it's worth a shot.)

               (2)  Reinstall the BUILD program, I don't know how effective this will be.  To be

                      Honest, I never did this, I solved the problem a different way.  I'm just 

                      giving alternate suggestions in case "My Way" doesn't work.

               (3)  (My Way)  This is how I solved the problem.  This is what I did.  I deleted 

                      the sector that keep getting erased when I made or split a new or old sector

                      and put it back in once I had finished with the new sector or the split that was

                      causing the problem.  Read the paragraph below if you don't understand. 

                           What happened to me was that everytime I split a certain sector, a 

                      swinging door I had made would disappear but leave its lotag.  I could not

                      get rid of it (the lotag) and that is/was a serious problem.  So I completely 

                      deleted the door and its lotag and put it back in once I had split the sector

                      that was causing the problem.

               (4)  The possible solution is to load an earlier saved version of the level, (if there 

                      is one) and start back a ways.  If this works, the copy/version of the level 

                      that was causing problems may have become corrupted.

          P:  When I make a new sector and go into 3D mode, it is flashing/glowing.  It may

                also be "clipping" (overlapping. . . kind of) with other textures, and/or freeze 

                after the incident.

          S:  This is a serious problem and unfortunately, I don't know what causes it.  It may 

               be the result of an overload in the BUILD program.  (This happened to me when

               I was working on "Myblock" which is 322k in size.  No matter how many times

               I started building on a previously saved version of my level, I would get this same 

               problem when the level size got to be about 321-322k)  It will probably become 

               obvious that if and when this keeps happening, no more sectors can be made in 

               the level.  However, adding sprites will NOT cause this problem.  So, my

               suggestion would be to design the level structurally first, then add architecture, and 

               finally sprites.  That way, by the time (if it comes) that a level is too "big," all that

               needs to be done is add sprites.

          P:  I just drew a sector around another sector and now the floor looks "weird" as in

               overlapping textures and/or a "clipping" effect.

          S:  This is one of the things I said NOT to do in BUILD.  Do NOT draw a sector 

               directly around a smaller sector!  Sometimes this will cause BUILD to crash,

               but whatever happens, don't leave it like that, get rid of it!  It will cause problems 

               in the level and probably won't play right.  It may even corrupt (make unplayable)

               the level.  See section 5.0, Sector around sector under, Things not to do in 

               BUILD.

          P:  My sky is filled with blue S's (Sector Effectors)

          S:  I'm not sure what causes this, but it's not that big of an issue and it's easy to fix.

               I would try one of two things.  What I usually do when this happens is to go to the

               options menu and select load, all of the work that was done since it was last 

               opened will be lost, but it's better than a corrupted level.  The second option is

               to try to change the S's (Sector Effector) texture back to the sky texture that was

               there previously.  This may or may not work, personally, I have never tried it.  I

               just listed it as a possible alternate solution.

7.2  Gameplay effects that stop working

          P:  "I am making a level with opening doors, but for some reason, they doors stop

               opening even thought they opened before."

          S:  This can be a serious problem if it is not fixed A.S.A.P.  If this problem isn't taken

               care of, it will eventually make the level unplayable.  To solve this problem, make

               all of the doors that aren't functioning open with a switch, it may look tacky, but

               it's the best way to solve the problem.  The other alternative is to start building

               the level again from a previous save spot, this can only be done if you have kept

               a backup copy or copies of the level.

