1: First open World Builder. It is found in the start menus list under Electronic Arts.

2: Once you have WorldBuilder open click on "File" and then "Resize". This is where you can change the size or the border size of the map. If you like it how it is then skip this part, but it is recommended that you make it bigger.

3: go to "Edit" then click on "Edit Players" Then a screen will come up. on this screen just click " Add Skirmish Players"

4: Next Click on the "Waypoint" icon on the top tool bar. Then place a waypoint for each player at the location where you want that player to start. Then to make sure the right players start in the right places click on each waypoint and on the drag down list click on the desired Player_#_Start. (The # being replaced by the player of course.)

4: Now once that is completed you have a playable map. Now lets move on to placing objects and terrain.

Objects

1: you will find objects for you map under the "Object" icon on the top tool bar.

2: when you click on it a long list will show up that is split into several categories. Click on the " Native Types" because that is all we are going to be using. The others just break it down into different sections but Native Types is the easiest to use.

3: On this list you will see "Civilian", and the names of all the other factions as well as "Evil Beasts" and "Neutral"

As for the others, various objects can be found in them as well but most will be in the above categories.

4: Now after looking through the objects you should get a good feeling for where stuff is. It’s basically self-explanatory. Units are Units buildings are building and so.

5: Once you find a desired object click on it and it will show up. Then click where on the map you want that object to go. Once the object is down click on it. If you want to turn the object you must change the numbers in the "Angle" box (This is where the geometry come in)

To change how high or how low an object is you must change the numbers in the "Zoom" box. (Negative, equal’s a lower, Positive, equal’s Higher)

To exact the position of the object use the "y" and "x" axis boxes, but it is recommended that you just simply drag the object by holding your mouse. This is only for people who really know what they are doing. (Not even I use this very often. it is for getting objects that won't go in a certain place by moving them.)

6: Still in the object properties box. If you want to give the object to a player click on the drop down list and find the desired player. They will be listed as "Team player" and a few more words signifying the player.

7: If you want to change the health of the object click on the logical toolbar and you will find the box with default for this unit. Simply change that to the desired number.

8: to give the object any upgrades it may have you will find them on the bottom of the object properties. Simply check the desired upgrade.

9: Naming the object doesn't mean the name will show up in game. It just allows you to use the object in scripts something I won't go over.

10: well that is the basics for object placing., Now time to move onto terrain.

Terrain

1: You will find terrain fro your map in the "terrain" Icons on the top toolbar. There are two closeable icon. One only paints a one-cube line. The other can be adjusted to any size cube. (Yes terrain paints in blocks)

2: click on the desired icon. All right for the purpose of this guide I will tell you how to change the size of the block, but for the most part it is self-explanatory. Look for a box that has the terrain size and simply scroll up or down to change the size.

3: to choose the terrains there are many menus on this list. Each type of texture is split into different groups. There are the sections split by type and the sections split by where they are in middle earth. I recommend type.

4: once you have found the desired terrain and have the desired size simply click on the map to paint that terrain.

5: To paint passable or impassable terrain or any other type you will see little circle boxes at the bottom of the terrain properties. Simply click the desired terrain to paint. I will not go into depth with the other types, but I will tell you to use impassable terrain wherever you don't want anyone to walk or on a mountain or cliff. Although the game itself will judge this and do it automatically sometimes you need to do a little touch up to make sure there are no holes.

6: To blend terrains there are two separate icons. One blends in the other blends out. There is a third but it is more advanced and I won't talk about it here. If you click outward it will blend the desired texture into the other. If you click inward it will blend the other texture into the desired texture. But basically you only need to use one just click on a different texture to get the same effect. Some textures don't blend well and not even EA could do anything about this because many of there maps have bad texture blending as well.

7: That is the basics for terrain now I will move on to water and raising or lowering land

Water

1: To perfect water is very hard I am just simply going to show you how to get it on the map. First click on the desired water tool depending on what you are making.

2: Next place a water point for each corner or bend in the waterway. (Four is the standard) Once you have made the points a box with a blue outline ill show up. Simply drag the ends of the box or move the box by clicking on it over the desired water location.

3: Then use the points to spread it out. If you are using a river tool you will be able to tell if the water is not right just keep rearranging the points until you get the desired flow of water.

4: to raise water up or down to put in on different heights use the water height box and simply scroll up or down until you get the desired water height. (This will be needed to have water high enough to be above the ground)

5: That is the basics for water. You will have to find the other stuff out on your own.

Land height

1: to raise or lower land there are different icons for both and one icon to make land go straight to a certain point as well as an icon for smoothing. All of them are found on the top tool bar and all of them are easy to tell which is which.

2: click on the desired icon and change the numbers in the lists to get the desired effect. The green color is how much slope while the blue is the normal area that will be raised or lowered. To change the speed of this, you must change the number in the speed box. It is pretty self-explanatory.

3: for the exact raising or dropping of land without any slope use the other tool. In here you can change the size of the area to be raised and the height. Again most of this is self-explanatory so I won't go any more in depth.

4: Finally to smooth land use the smoothing tool and change he numbers just like you would if you were raising or lowering land.

5: those are the basics for World Builder, but we are not done yet. of course you wan to name your map and finalize it.

Finalizing map

1: go to "Edit", go down to "Edit Map Setting". In this window you will find a place to name your map, give it a description, change the time of day and also change the camera angles. There are various other tools, but these are the main ones.

2: Finally we get to save your map so you can play it in game. Go to "file" then "Save As". Click on user maps when the list comes up and save the map under the maps name. It doesn't have to be exact just so you know what the map is. (This name will only show up in the " My battle for middle earth files Folder" It has nothing to do with the map in game, unless you never named your map then this will become the maps name)

By, Steve Campen (High Elven Lord)

