Hello everyone, my name is Jamie. I'm currently in my third year and Nick asked me to
TRENCHBROOM do a little introduction to Trenchbroom for all of the level designers here that want to
do some side-projects and aren’t sure where to start

| started using Trenchbroom at the start of the academic year, and | thought it was a
very fun and convenient tool to work with, so I'll just go over what Trenchbroom is

exactly, what you can use it for, and what | like about it as a self-study tool for level
designers
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What is Trenchbroom?

The Trenchbroom website will state that Trenchbroom is a modern cross-platform level
editor for Quake-engine based games. This means that using the tool, you can build
maps for Quake games, but with certain extra compilers, you can even build content
for Half-Life and Doom 3, thought | believe these are in more experimental stages at
the moment.

I've also seen people use Trenchbroom in combination with Unreal Engine 4, Unity and
Godot, but | don't have any experience there myself unfortunately.

Right now I'll just show a quick video of the level editor in action so you can get an
idea of what it's like to work with it and what functions are there. Hopefully the sound
also works, but since it's just music, it's not an issue if it doesn't

TrenchBroom
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How to set it up
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The set-up process is quite simple, but you will need a few specific files to get started
Aside from the Trenchbroom editor itself, you'll also need to download the start.wad
file, which is the basic texture collection for Quake, you'll need a map compile tool, and
a Quake engine. The front-end compiler is optional | believe, but will make compiling
your maps much easier.

I've linked a video from dumptruck_ds that shows you how to set everything up in the
first 3 minutes of the video. The rest of the video goes over how to build a very basic
map to get used to the navigation controls and basics like adding enemies and
lighting, and then he shows you how to compile and test your map

| really encourage you to go to the full playlist of his tutorials. It goes through
everything you need to start building maps with custom scripted events and all of the
tutorials are short and to the point. Dumptruck_ds seems to be the go-to guy in the
community

Why use Trenchbroom?
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The main reason why | like using Trenchbroom is that it allows you to focus your
learning.

All of the game mechanics are already in place. You won't have to worry about,
or get sidetracked by, making and testing 3C's, character abilities, weapons, or
even animations. You can dive in, start creating levels for Quake’s gameplay,
which is very versatile depending on the type of level you build

It's easy to quickly check your work. You just save your map, run the compiler,
and you can jump in right away

Why use Trenchbroom?

Shift click drag i vertex mode
Use Shit-Alt for vertical

The editor is incredibly easy to get used to and the brush system makes it very
easy to build geometry and edit it. Brush size and shape can be edited in seconds
and you can also quickly add edge loops and extra vertices.

Texturing is generally also quite simple. If you want to create a more traditional
level, you mostly drag and drop a texture on a brush and it tiles perfectly.
However, you can be as detailed as you want when using textures, as I'll show in a
bit when | show some examples from Twitter

Quick iteration | already touched on: since the editor is so simple to use,
grabbing existing brushes and changing their shape is much easier than it is
when you work with brushes in UE4 for example




Why use Trenchbroom?
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Scripting is also an important part of working with the engine, but you don't actually
have to write any code. | advise you to watch the ‘Entity’ tutorials by dumptruck_ds to
get an understanding of the menus and settings

In Trenchbroom, entities are what actors are in Unreal Engine. So, just like each actor
can have its own settings and be used to do all sorts of things in UE4, entities also has
settings that can be manipulated

This means that you can quite easily create level ingredients like elevators, locks that
open under certain conditions, secret doors that lead to hidden rooms, and stuff like
that

Enemies can be scripted in the same way. You can tell enemy entities to have a routine,
walk in a certain direction along a path that you set out for them, or even ambush a
player and jump to a specific location once it sees the player enter the room

You can even build moving elements in the world that aren’t necessarily used in
gameplay, but just add a lot to the theme and atmosphere of the level.

You also have the freedom to decide what kind of genre your map will be since
Quake's gameplay is quite versatile, so you can easily script functionality to suit your
needs. You can focus on making puzzles for example, or platforming challenges, or
even make a level that's completely combat-focused
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Why use Trenchbroom?

These are some visual examples of what you can do. Everything here is set up by the
designer through that simple scripting method. It's an elevator that is triggered when a
button is hit, which will reset itself after a few seconds. A hidden door would pretty
much use similar functionality, but in that case it would just move down and stay there.

The other example is an enemy that will jump to a very specific location that the
designer can pinpoint by placing a particular entity in the level. The ambush jump itself
can also be customized: so even how high the enemy jumps and how fast he lands is
decided by the designer

As | said before, maps can be very versatile. You can choose to build something
traditional, with simple geometry and textures, or you can build something more
intricate with more detailed geometry and textures. The designer can also focus on
particular architectural styles and use brush editing to practice making these shapes
and creating prefabs to form a levelkit and experiment with those pieces for example




Twitter pages to follow

These are some useful and inspiring twitter pages to follow. Chris Holden is a game
developer that uses Trenchbroom as lot and posts very useful level design exercises on
his page. | believe his game GRAVEN was built in Trenchbroom and then exported to
UE4

Slipseer is a page that shares screenshots of maps that are submitted to the page, so
it's a great source of inspiration

Makkon is an amazing texture artists and many of the more detailed, realistic and
colourful textures are made by him

| also added a link to the Quake Mapping discord server. There's an active community
of map builders there that love to help out in case you run into an issue

Underneath is a link to a discord server for Chris Holdens new game, where he also
shares Trenchbroom content

In this image you can see the type of channels the Quake Mapping server has. You can
share screenshots, find people to playtest your maps, and get help with modelling and
texturing, among many other things
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Examples

| grabbed a few Twitter posts that | think showcase the versatility of the tool nicely. The
first is an example of a useful tip that Chris Holden shared to his page and an example
of a more detailed and realistic-looking map
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Examples

L = This is an example of a map that's kept a bit more primitive with blockout textures,
which shows how you can prototype a certain environment. On the right is an example
of Chris showing off his texture skills, using textures from Makkon
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Examples
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Another cool looking blockout and Makkon showing off the level of detail you can
apply using one of his texture collection
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Examples

‘ More map examples
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Examples
This one | like because it shows how much a scene can change depending on the

textures and lighting that is used. It's the exact same geometry, but the atmosphere
completely changes in the second post.
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Examples

This last one also uses N on textures and it's just amazing how much detail can be
applied if you put in enough effort

as my presentation. Hopefully | was able to give you a clear e of what

broom is about and hopefully it will be able to give some of you a better idea
where to take your self-study next
You can reach me on Teams or through D d, but for r are there any qu




