

    
      
          
            
  
Contents

Manual for Eureka v1.27



	Introduction
	License





	Installation
	Requirements
	Doom Engine





	Windows

	GNU / Linux





	User Interface
	Panning and Zooming

	The Camera

	The Grid

	Rendering Mode
	Floor sector rendering

	Ceiling sector rendering

	Lighting sector rendering

	Sound sector rendering





	Find and Replace

	Keyboard Shortcuts
	Suggested Key bindings









	Project Management
	Create a new WAD

	Open a map

	Add a new map

	Rename a map

	Copy a map

	Delete a map

	Export a map





	Mapping Concepts
	Vertices

	Linedefs

	Sectors

	Things

	Multiple selections

	Deselecting

	Transformations
	Scale dialog

	Scale with the mouse

	Rotate dialog

	Rotate with the mouse





	Textures
	Sidedefs

	Floor / ceiling textures









	Building Basics
	Adding a room

	Joining rooms

	Adjusting ceiling height

	Texture alignment
	Manual alignment

	Auto alignment









	Cookbook
	Stairs
	Layout

	Method

	Downloads





	Curved Stairs
	Layout

	Method

	Notes

	Downloads





	Sky
	Method

	Downloads





	Sacrificial Altar
	Method

	Downloads





	Toxic Pool
	Method

	Downloads





	Doors
	Building a door

	Manual Doors

	Locked Doors

	Remote Doors

	Downloads





	Teleporters
	Teleport Platform

	Landing Site

	Downloads





	Lifts
	Method

	Downloads





	Traps
	Examples

	Monster Closet

	Monster Platform

	Crushers

	Drop Trap

	Lock-In Trap

	Teleport Ambush

	Combat Teleporting

	Nukage Surprise





	Prefabs
	Downloads

	Merging Vertices

	Merging Sectors









	Cheatsheet








          

      

      

    

  

    
      
          
            
  
Introduction

Eureka is a map editor for the classic DOOM games, and a few related games such as Heretic and Hexen. It supports Linux, Windows and OS X. Eureka was created by Andrew Apted and lives at http://eureka-editor.sourceforge.net

This manual was written by Wesley Werner. If you find a mistake in this manual please report it here [https://github.com/wesleywerner/eureka-docs/issues]. If you want to contribute, fork the repo [https://github.com/wesleywerner/eureka-docs] and send a pull request.

There is also a downloadable PDF version of this manual [http://readthedocs.org/projects/eureka/downloads/], and a printable cheat sheet.


License

This manual is licensed under a Creative Commons Attribution-ShareAlike 4.0 International License [http://creativecommons.org/licenses/by-sa/4.0/].





          

      

      

    

  

    
      
          
            
  
Installation

Also see the official Eureka command line parameters [http://eureka-editor.sourceforge.net/?n=Docs.Invoking] page.


Requirements

A IWAD file, or “Internal WAD”, contains the default maps, textures, sounds and other auxiliary data. You can use the DOOM.WAD or DOOM2.WAD files if you own those.

Alternatively you can download the Freedoom [http://freedoom.github.io/] WADS, Freedoom is liberally licensed under the BSD license and provides free levels, artwork, sound effects and music compatible with any classic Doom source port. Download and extract Freedoom to an accessible location of your choice. If you are a GNU / Linux user you may extract the Freedoom WADS into ~/.eureka/iwads/ where they are automatically detected for your convenience.


Note

A PWAD file, or “Patch WAD”, provides additional levels and other resources that replace those in the IWAD. When making levels in Eureka we will be working with PWADs - any mention of a WAD file implies the PWAD unless otherwise noted.
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User Interface

Eureka features a 2D orthogonal view and a 3D view. Switch between the two views with the tab key.

[image: ../_images/2d-view.png]
The 2D view is used to construct walls and place things on the map

[image: ../_images/3d-view.png]
The 3D view is used to preview textures and make ceiling, floor and light adjustments


Panning and Zooming

To move around the 2D view:


	Roll the mouse wheel to zoom


	Click and drag with the middle mouse button (mouse wheel) to pan


	Hold the a key to pan with the mouse


	Press home to zoom the whole map into view






The Camera

This arrow in 2D view indicates the current position of the 3D camera.


	Press ' (single quote) in the 2D view to position the 3D camera at the location of the mouse cursor.


	Press end in 2D view to center the map on the camera position.




[image: ../_images/camera.png]
When in the 3D view you can control camera movement with the following controls:


	Roll the mouse wheel to move forward/backward


	Click and drag left/right with the middle mouse button to rotate the view


	Click and drag up/down with the middle mouse button to raise/lower the view






The Grid

Toggle the grid in 2D view with the Grid dropdown box (located on the bottom status bar), or by pressing g. You can quickly change the grid size with the 0-9 keys.

Toggle free mode / grid snapping with the f key.

[image: ../_images/2d-grid.png]

Note

If you encounter lag while panning a large zoomed-out map, disable grid rendering with g while panning.
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Project Management

Your WAD can contain multiple maps, and their numbering is determined by the source IWAD you choose to use.

For Doom1, or Freedoom1, you get 4 episodes of 9 maps each: E1M1-9, E2M1-9, E3M1-9 and E4M1-9.

For Doom2, or Freedoom2, you get 32 maps: MAP01 - MAP32.

This manual will focus on the Freedoom1 IWAD.


Create a new WAD

Use the File -> New Project menu to create a new WAD, choose the location and file name, click OK.

Next select the settings for you new project:


	IWAD: pick freedoom1 from the list, use the Find button if you need to browse for it


	Source Port: pick boom (or your nearest source port) from the list, use the Setup button to browse for the executable


	If you are a GNU / Linux user, you can find the location of the executable with the bash command which prboom.




Click OK when done.

[image: ../_images/new-project-dialog.png]


Open a map

Use the File -> Open Map menu or press control-o. Make sure you pick Find map in the PWAD above, otherwise you will be modifying the maps from the freedoom1 IWAD.

[image: ../_images/open-map.png]


Add a new map

Use the File -> Fresh Map menu, you are prompted to pick the slot where the new map will be placed, green slots are empty and red slots already contain maps.

[image: ../_images/fresh-map-dialog.png]


Rename a map

Use the File -> Rename Map menu to change the play order of a map, a dialog prompts you to pick the new slot for the map.

Slots with existing maps cannot be selected.

[image: ../_images/rename-map-dialog.png]


Copy a map

Use the File -> Copy Map menu to copy the current map to another slot.



Delete a map

Use the File -> Delete Map menu to remove the current map from the WAD. You will be prompted to confirm the delete.



Export a map

Use the File -> Export Map menu to export the current map to:


	a new WAD


	an existing WAD




[image: ../_images/export-map-file-chooser.png]
Pick the file to export to

[image: ../_images/export-map-level-chooser.png]
Select the level of the exported map
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Mapping Concepts


Note

LMB: left mouse button click, RMB: right mouse button click


  
    

    Building Basics
    

    
 
  

    
      
          
            
  
Building Basics


Note

LMB: left mouse button click, RMB: right mouse button click
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Cookbook



	Stairs

	Curved Stairs

	Sky

	Sacrificial Altar

	Toxic Pool

	Doors

	Teleporters

	Lifts

	Traps

	Prefabs
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Stairs

[image: ../../_images/stairs-01.png]

Layout

[image: ../../_images/stairs-02.png]


Method


	In vertex edit mode, use the RMB to create an outline:




[image: ../../_images/stairs-03.png]

	Now add vertices for the steps in between:




[image: ../../_images/stairs-04.png]

	In sector edit mode, select all the steps. Hold shift to make the selection without moving the room sector:




[image: ../../_images/stairs-05.png]

	Press the raise floor shortcut key . twice


	Using the LMB, deselect the first step:




[image: ../../_images/stairs-06.png]

	Repeat raising the floor and deselecting the next step:




[image: ../../_images/stairs-07.png]


Downloads

stairs.wad
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Curved Stairs

[image: ../../_images/capture_001.jpg]

Layout

[image: ../../_images/capture_002.png]


Method

Draw the outline of the stairs in vertex edit mode:

[image: ../../_images/capture_003.png]
Use the LMB to insert vertices along the edges, to define where the steps will be:

[image: ../../_images/capture_0041.png]
Press f to toggle free mode (no grid snapping) and drag the step vertices roughly into the arc shape.

[image: ../../_images/capture_0051.png]
Deselect all vertices (`) and only select those on one side of the stairs:

[image: ../../_images/capture_0061.png]
Press shift-c (shape arc to 120 degrees):

[image: ../../_images/capture_0071.png]
Now deselect all vertices, select only the other side and apply the shape arc operation again. Next use the RMB to join the step vertices:

[image: ../../_images/capture_0091.png]
Switch to sector edit mode, hold shift and drag-select the stair sectors:

[image: ../../_images/capture_0101.png]
Press the raise floor shortcut (.) twice. Using the LMB, deselect the left-most step, and deselect the right-most step:

[image: ../../_images/capture_0111.png]

	Repeat raising the floor and deselecting a step from either side, until you reach the center step. Your stairs are now done:




[image: ../../_images/capture_0121.png]


Notes

The shape arc operation is also available by pressing f1 to bring up the operations menu. However this menu does not have the 120 degree arc, so we used the shift-c keyboard shortcut.

[image: ../../_images/capture_0081.png]


Downloads

curved-stairs.wad
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Sky

[image: ../../_images/capture_0011.jpg]

Method

Setting the sky is a simple matter of picking the right ceiling texture, F_SKY1.

[image: ../../_images/capture_0011.png]
However the walls can get in the way of that nice view:

[image: ../../_images/capture_0022.png]
To lower the walls, add a border sector near the edge (highlighted below):

[image: ../../_images/capture_0032.png]
Lower the ceiling of this border sector ([) so that you can see more of the sky.



Downloads

sky.wad
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Sacrificial Altar

[image: ../../_images/capture_004.png]
Using concentric circles we construct a sumptuous sacrificial altar.


Method

In vertex edit mode, create a rectangle of points:

[image: ../../_images/capture_005.png]
This rectangle will be transformed into a circle using the arc shaping tools.

Select the center pair of points and scale by 1.9 on the y plane:

[image: ../../_images/capture_006.png]
Select the next pair of points on either side and scale by 1.8 on the y plane:

[image: ../../_images/capture_007.png]
Select the next pair of points, scale by 1.7.

[image: ../../_images/capture_008.png]
You can stop when you reach the edge vertices.

For each pair of points we scale by a fraction lower, this is to give the arc shape tool a hint as to the direction of the arc. If we tried to shape the points without this hinting we would instead see the “strange shape” status message.

Select all the top vertices and apply the arc shape 180 tool with shift-d:

[image: ../../_images/capture_009.png]
Select the bottom vertices and shift-d again:

[image: ../../_images/capture_010.png]
We now have the base for our altar:

[image: ../../_images/capture_011.png]
Switch to sector edit mode and select the circle sector. control-c and control-v to make a copy. Scale the copy to 1.2 on both x and y planes.

Switching to 3D view at this point will show the copied sector rendering with artefacts, this is because the copied sector needs merging into the room. Hover with the cursor inside the copied sector, the surrounding room highlights up to indicate this, and press spacebar to solidify the sector:

[image: ../../_images/capture_012.png]
Repeat the above step two more times, scaling by 1.4 and 1.6 on both xy planes. You will end up with four concentric circles:

[image: ../../_images/capture_014.png]
Select each circle in turn, lowering it’s floor and adjusting the Sidedef textures to your liking.



Downloads

altar.wad
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Toxic Pool

[image: ../../_images/toxic-01.png]
Toxic waste causes damage when walked on.


Method


	Press v for vertices edit mode


	Click the RMB to draw a path




[image: ../../_images/toxic-02.png]

	Press s for sector edit mode


	Press ` to deselect everything


	Select all the sectors that will become the toxic pools


	Click the Floor texture button and pick the NUKAGE1 texture




[image: ../../_images/toxic-03.png]

	Choose the sector type using the Choose button




[image: ../../_images/toxic-05.png]

	Pick the Damage 5% type




[image: ../../_images/toxic-06.png]

	Press ` to deselect everything


	Select the sector that will become the walkable path


	Raise the Floor height by clicking the floor + button


	Alternatively press the ,. keys to adjust floor height via keyboard




[image: ../../_images/toxic-04.png]


Downloads

toxicpool.wad
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Doors

[image: ../../_images/doors-01.png]
Manual, remote and locked doors.


Note

Door textures come in two sizes: 64 and 128. When making your doorway, opt for a passage width to match.
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Teleporters

[image: ../../_images/teleport-01.png]
A teleport is triggered by walking over a Linedef with the teleport special. The tag of the Linedef points to the sector where the teleport lands.


Teleport Platform


	Create a 64x64 sector for the teleport platform


	Set the floor texture as GATE1, the ceiling as TLITE6_5




[image: ../../_images/teleport-02.png]

	Enter linedef edit mode (l)


	Press ; then f to apply a fresh tag to all four Linedefs. This will point to the teleport landing sector.




[image: ../../_images/teleport-03.png]

	Choose the Linedef Type as 97 WR Teleport





Note

A teleport is only triggered when walking from the Front to the Back of a Linedef. This is intentional as it allows the player to walk off the landing platform without triggering another unintended teleport.
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Lifts

[image: ../../_images/lifts-01.png]

Method


	Enter vertex edit mode and create the lift platform. This can be a simple split of a raised sector:




[image: ../../_images/lifts-05.png]

	Ensure the Linedef on the front of the lift is facing outward. A lift is triggered from the Front Linedef.


	If the Linedef is facing the wrong way, you can select it and press F1 for the operations menu, and select Flip:




[image: ../../_images/lifts-06.png]

	Enter Linedef edit mode, select the front of the lift




[image: ../../_images/lifts-02.png]

	Choose the Type as 62 SR Lower Lift


	Press ; then f to apply a fresh tag to the Linedef




[image: ../../_images/lifts-03.png]

	Enter sector edit mode (s), select the lift sector


	Press ; then l to apply the last tag to the sector




[image: ../../_images/lifts-04.png]

Note

The SR line special indicates Switch Repeating, so the lift can be used over and over.
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Traps


Examples

All trap examples can be played in traps.wad



Monster Closet

Monsters are staged in a hidden room with a door disguised as a wall or other nondescript panel, which opens to surprise the player.

[image: ../../_images/monster_closet.png]

	Create a hidden closet sector (A), add some monsters inside it.


	Create a closet door sector (B).


	Close the closet door so that it looks like a normal wall (C).


	Apply a fresh tag to the closet door sector (B).


	Add the trigger lines that will open the closet, and apply the same tag on them (D).


	Assign the Linedef special Type 109 W1 Open and stay fast to the trigger lines (D).






Monster Platform

Monsters are staged on top a platform that lowers from the ceiling to surprise the player.

[image: ../../_images/monster_platform.png]

	Add the platform sectors with some monsters in them (A).


	Raise the platform floors and ceilings (B) until flush with the surrounding ceiling.


	Select the platform sectors and apply a fresh tag (A).


	Insert vertices along a wall to make a 64 unit long line, for the switch (C).


	Set a switch texture (C).


	Apply the platform tags to the switch Linedef (C).


	Set the switch Linedef (C) type to 23 S1 Floor down LEF.






Crushers

The ceiling lowers to crush the player.

[image: ../../_images/crusher.png]

	Assign a fresh tag to the sector that will do the crushing (A).


	Create a Linedef that will act as the walk-over trigger (B).


	Assign the same tag to the trigger Linedef (B).


	Set the trigger Linedef (B) Type 6 W1 Crusher /fast





Note

You will need to lower unpeg the room sector walls (C) if you do not want the walls to move up and down with the crushing ceiling.
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Prefabs

Prefabs are useful to quickly throw maps together by copy-pasting pre-designed structures.

[image: ../../_images/capture_001.png]
Things to keep in mind when using prefabs:


	You can only copy-paste in the same Eureka instance.


	You have to merge common vertices and sectors after pasting.




Exporting your prefab map to an unused slot in your game wad allows quicker switching.


Downloads

Use prefabs.wad as a base for adding your own designs.

[image: ../../_images/capture_0021.png]


Merging Vertices

Copying a prefab into void space, like a door prefab, needs vertex merging.

Select the door prefab in sector mode, press control-c:

[image: ../../_images/capture_0031.png]
Open the target map, position the mouse cursor where you want the prefab and paste with control-v:

[image: ../../_images/capture_0042.png]
Enter vertex edit mode, use the RMB to link the room with the door vertices:

[image: ../../_images/capture_0052.png]
If you optionally want to get rid of the extra sector in between, select the one room vertex, then the matching door vertex (this order matters) and merge them:

[image: ../../_images/capture_0062.png]
Do the same for the other vertices (selecting the room vertex first):

[image: ../../_images/capture_0072.png]
This completes your door:

[image: ../../_images/capture_0082.png]


Merging Sectors

The process of pasting sectors into sectors requires another kind of merging. The stairs prefab is one such example.

Select the prefab sectors. You might need to use shift LMB to avoid dragging sectors during selection:

[image: ../../_images/capture_0092.png]
Copy, open your map, and paste. Ensure your mouse cursor is positioned where you want the prefab pasted:

[image: ../../_images/capture_0102.png]
Switching to 3D view shows us artefacts, the prefab needs merging first:

[image: ../../_images/capture_0112.png]
To merge, deselect everything (`), hover to highlight the room sector and press space:

[image: ../../_images/capture_0122.png]
The stairs prefab is now merged with your room sector:

[image: ../../_images/capture_013.png]
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Cheatsheet

The cheatsheet is a printable page of keyboard and mouse shortcuts for using Eureka.


	cheatsheet.pdf


	cheatsheet.ods
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