How to build custom maps for Rainbow Six 3 on the Xbox:

· The “Meant to be OPEN” Project –

· By Aaron Stanton

Introduction (an apology for an earlier soap-box):

Originally, I started this tutorial with a criticism of the Map Alliance Project.  I said, basically, that I felt they were deliberately ignoring others that needed help learning how to build Rainbow Six 3 Xbox maps; not answering questions, not sharing their “secrets”.  I was wrong.  Through an obvious and massive oversight on my part, I missed an excellent resource provided by the Map Alliance Project’s forums, where its members actively try to help fledgling map builders solve problems with their Xbox conversions.  What that basically means is that my original accusations were completely inaccurate… they’re only flaw is not having enough time to write a tutorial for the masses – and that’s a flaw that no one can really blame them for.  While they haven’t been answering a lot of questions about map building on the xbox-scene forums, where I originally looked, they’ve been answering plenty on their own forums, at times helping to solve very specific troubleshooting problems. 


I would like to sincerely offer my apologies.  I’d also like to re-iterate something I said in the original introduction, something that remains true; the guys and gals at the Map Alliance Project have done some extraordinary things.  Their maps, in combination with XR8D’s excellent map manager (a separate, open-source project), and its recent integration into Avalaunch, is one of the slickest setups on the Xbox at the moment.  I give my thanks and kudos to everyone who’s worked on the project in any form.  


That said, I still think that there is a hole in the maps currently available for the Xbox… co-op terrorist hunt maps.  As an avid System Link player, I often find myself wishing that I had more co-op maps to play with my friends.  Most of what is available from M.A.P. are designed for survival modes, combative modes.  The goal of this project, really, is to open the door to additional terrorist hunt maps.  Building maps is a long and difficult process; thankfully, converting them to the Xbox really isn’t that hard.   


For my part, and what this tutorial can offer the average Xboxer interested in making Xbox RB6 maps, I can’t tell you why things do or do not work.  I don’t know that much.  All I can tell you is what I’ve got working.  To progress this project, and to figure out more yourself, you should read the “How I Figured This Out” section, and get in touch with me through the forums.  I’d like to see this project, the Meant to be OPEN project, I call it, be picked up by a few of us, and developed to make a complete map building tutorial.  

What You’ll Need to Build Maps for the Xbox:

UnrealEd for Rainbow Six 3: Raven Shield on the PC:  

UnrealEd is the map-editing program for Rainbow Six 3.  It comes with the PC version of Rainbow Six 3: Raven Shield when you install the game.  You can launch it, after installation, by clicking – Start: Programs: Red Storm Entertainment: RavenShield: Raven Shield Map Editor.  You can’t download this program, because it needs the resources that accompany Rainbow Six in order to run.  Buy a copy off of Ebay or something.  

Knowledge of UnrealED:  This tutorial does not cover learning how to use UnrealED.  To learn that, I’d suggest these two separate tutorials, which I used to learn what little I know.  They’re simply excellent, and I’ll include the link several times in the tutorial.  Learning how to use UnrealED took the majority of the time I’ve spent on this project so far.  

Tutorial 1: Basic UnrealED tools and building tutorial.  Start here if you’ve never used the program before.  Then, when it stops applying to Rainbow Six 3 (it’s written for another program), switch to the next one.  

Click here, or go:

http://www.planetunreal.com/architectonic/first_level.html
Tutorial 2:  Basic UnrealED for PC Rainbow Six 3. 

Click here, or go:

http://www.rvsmaps.com/rvsmaps/main/tut_first_map.asp
A modified Xbox:

In order to install and use any maps on the Xbox, you’re going to need a modified Xbox.  I’m going to assume that you have this already, and understand how to ftp into the xbox, etc.  If you need help doing this, then you’re probably not ready to tackle making custom maps yet.  Go to Xbox-scene.com, read the forums, become comfortable with the inner workings of a modified Xbox, and come back when you’re ready.  They are a wonderful resource.

Sample Generic Xbox Map:  Finally, you’re probably gonna want this file here (http://www.dreamwithme.net/rainbow6/mymap.zip).  It’s a .rar file containing my very, very first map, composing of a single room with two guys and a light.  It was made following the separate Rainbow Six 3 tutorial I mention below, and is fully functional as an Xbox map.  It’s useful for a few reasons.  One, it contains three files that you’re probably going to want to have; an Xbox ready generic .ini file, generic .int file, and generic .tga file.  Second, just by copying those files into the right locations on your HD, you’ll be able to taste your first sense experience getting a custom map to run on the Xbox, one that isn’t installed for you.  Once you’ve copied the files from the .rar file into the correct locations (see the “Copy the files to your HD” section below), you’ll be able to play the map by launching Rainbow Six on the Xbox, and hosting a system link Terrorist Hunt using the map labeled, simply, “mymap”.  This will help you test your install method with a map that we know is working.  

Finally, you’re going to need a copy of Rainbow Six 3 installed on the HD of your modified Xbox.  I, along with most of the xbox-scene frequenters, do not support piracy, so please make sure you own the copy you have installed.  Not only is it ethical, but you might need to start from scratch sometime.  

Disclaimer (and a call for help):  


This is not designed to be a stand-alone tutorial.  This is my first tutorial ever, and quite frankly, I’m not experienced enough with UnrealED to recommend anything with any confidence.  As of the time of this writing, I launched my first copy of UnrealED roughly 2 days ago, an online tutorial on building PC maps in hand, determined, perhaps naively, to figure out how to build them for the Xbox.  48 hours.  In terms of how to build a map for the Xbox, I can help you out a great deal, even this early into my investigation.  At the very least, I can put you on the right track, and you and I can work this out, in full, together on the online forums either on the Scene, or on the forums here on my site.

A Repeat About UnrealED:


But before that, what you’ll need to know how to use UnrealED.  Then you’ll have to have at least a basic understanding of how to use UnrealEd to make PC Rainbow Six maps.  For this, I recommend two excellent tutorials.  The first is a general UnrealEd tutorial, designed to teach people the basic tools of mapmaking using the editor.  It’s written around designing for another game, but most of what it says carries over.  The second is a tutorial specifically for using UnrealED to make PC maps for Rainbow Six 3: Raven Shield.  90% of what it says also carries over.  


Tutorial 1: UnrealED Basics

http://www.planetunreal.com/architectonic/first_level.html

Tutorial 2: UnrealED Rainbow Basics


http://www.rvsmaps.com/rvsmaps/main/tut_first_map.asp
The Difference between PC and Xbox Rainbow Maps:


The truth of the matter is that the PC Rainbow maps and the Xbox Rainbow maps are virtually identical.  Are identical, in some cases.  In fact, sometimes converting a map between a PC and an Xbox is as simple as copying the files into the right location and updating the .ini and .int files (details on this later).  For the most basic maps, this works fine, you can probably do that and hop right into a survival match right off the bat.  Open the UnrealED program, build a room, add an insertion point, save it and copy it onto the right Xbox locations (see below), modify the .ini and .int files (see below), and off you go.  


The problem comes when the PC map uses resources that aren’t available on the Xbox version.  For example, if you build a map on the PC that uses textures from the Bank Map, the Xbox will have problems when it tries to load it, since the Xbox Rainbow Six 3 doesn’t come with the Bank Map installed.  Many times, these elements will just not show up; if you use a behavior template that doesn’t exist for an enemy, the enemy just doesn’t show up when you launch the game.  Others lock the system, or interfere with your ability to use grenades and infrared.  Some elements are simply incompatible.  Figuring out what resources in the map editor are fully compatible is 90% of what building, converting, and designing an Xbox map is about.  

How I Figured These Things Out (and why you should care):


Whether you like it or not, you’re probably going to need to know this to do anything really cool with your map making.  I don’t know everything about which files do and do not work, how things should be configured, etc., and knowing how I figured out the information I do have might help you troubleshoot in the future.  I’m not going to be able to find all the errors by myself (and without help from the Alliance, who I’m sure know far more than I do.  They’re probably reading this and laughing at my errors and limited understanding of what I’m doing).  

It helps to know what my goal was.  Basically, I wanted to know how to make a Co-Op Terrorist hunt map.  Since there was one converted Xbox map that was just that, Ancient Escapades, I downloaded the modified Xbox version from M.A.P, then downloaded the unmodified PC version from the Internet here (http://ravenshieldmod.com/).  


Then, between the map editor and my text editor, I compared the two to see what the difference was.  Amazingly enough, that particular map has no changes what-so-ever between the Xbox and PC version (not typical), at least, not the map file itself (.rsm).  The only differences, in fact, are in the .ini and .int files (Next section).  


Which brings me to my first observation:


If in doubt about how to do something, do it just like the PC version of Ancient Escapades, and it will work on your Xbox.  Period.  If you can’t get your guys to load properly, match them exactly to the properties of the guys in Ancient Escapades, then, after it works, make minor changes until it stops working.  Figure out what made it not work, and then don’t do it again.  Think of it as your Rosetta Stone.  


Trial and error taught me a great deal, but it was amazing how fast it went.  Once you understand that you have a working map and a non-working map, figuring out the difference isn’t that hard.  When you have a map that isn’t working, try stripping components until it starts to work, then figure out which stripped component did the trick.  


Then… if you’re nice… you’ll let the rest of us know, on the forums here, what it is too, and the world will be a richer place.  


Now you know…  

How to Convert a PC Rainbow Six Map into an Xbox Rainbow Six Map:


So here’s the heart of this tutorial.  What you do is….

Edit the .ini file

Edit the .int file 

Create a .tga graphic (start with the one I made for you in the .rar file 

of my first map, here).  

Build your map without using incompatible resources.  

Transfer the file to the right location on the xbox.

1.  Edit the .ini file:


A:  What is an .ini file.


The .ini file is a text file, renamed .ini, that goes hand in hand with your map, and tells Rainbow Six if the map is a terrorist hunt, a co-op mission, a survival, or what.  It also includes other information, but most of the time if this information isn’t present in the file, the system assume default values.  It’s not created by the PC map editor, and so you have to do it yourself.  No worries, though, since it’s really easy.  The .ini file has the same name as your map.  So if your map is called, “mymap.rsm”, then your .ini file will be called, “”mymap.ini”.  On both the Xbox and PC, you’ll want to include this file in the same folder as your map, namely, the “Maps” folder.  


B: Editing the .ini file to make it an Xbox map.


Open the “mymap.ini” file that you downloaded in the .rar file at the start of the tutorial (under, “Things You’ll Need”).  What you’ll see will look like the text below.  Xbox .ini files are different than PC .ini files.  The good news, though, is that for the basic map, all Xbox .ini files are virtually the same.  Except for the name, and the enabled play types, the Xbox .ini files from M.A.P. don’t really vary much at all between released maps.  So your typical Xbox .ini file will look something like this:

--- (my text) After this line is the start of the ini file (my text) ---

[Engine.R6MissionDescription]

Version=2

m_MapName=mymap

m_ShortName=mymap

LocalizationFile=mymap

; Availability of Game Modes

m_bPracticeModeGame=false

m_bStoryModeGame=false

m_bCoopStoryModeGame=false

m_bTerroristHuntGame=false

m_bTerroristHuntCoopGame=true

m_bSurvivalGame=true

m_bTeamSurvivalGame=true

m_bSharpShooterGame=true

m_bNoRulesGame=true

m_MaxNbOfPlayersAdv=8

m_MaxNbOfPlayersTeamAdv=16

m_MaxNbOfPlayersAdvListen=8

m_MaxNbOfPlayersTeamAdvListen=16

;--------------------------------------------------------------------------------------------------------

; SKINS AVAILABLE :   SKIN_Black, SKIN_BlackCamo, SKIN_MarPat, SKIN_Russian, SKIN_Flecktorn, SKIN_Blue,

;
SKIN_BlueCamo, SKIN_Green, SKIN_EuroCamo, SKIN_CadPat, SKIN_Desert, SKIN_Winter, SKIN_WinterCamo

;-------------------------------------------------------------------------------------------------------- 

m_bUseCamoFaces=false

m_Skins=(missionTeam=SKIN_Blue,greenTeam=SKIN_Blue,redTeam=SKIN_Desert)

[Sound]

File=Ambiences_Mountain

--- (my text) Here ends the ini file (my text) ---


For comparison sake alone, I’d distribute the PC version of this .ini file, but it’s really not mine to distribute, so you’ll have to download the map yourself.  Once you do, you’ll notice that the PC .ini file is way, way longer than the Xbox version.  Let’s go over the basics of what this Xbox .ini file says (bold sections are just so you can see what you’ll be changing).  

[Engine.R6MissionDescription]


- Ignore this.  

Version=2





- Ignore this.

m_MapName=mymap



- Read 1A below.

m_ShortName=mymap



- Read 2A below.

LocalizationFile=mymap



- Read 3A below.

1A:  This is the name of your map.  Name it what you like, but stay consistent.

2A:  This is a short name.  I’m not exactly sure where this is used, but again, call it what you like.

3A:  This one is important.  This item basically points the map to the .int file that we’ll cover next.  You’ll want to name this the exact same as your .int file, without the extension.  I’d recommend, if your map is, “mymap.rsm”, calling your .int file, “mymap.int”.  

; Availability of Game Modes

m_bPracticeModeGame=false

m_bStoryModeGame=false

m_bCoopStoryModeGame=false

m_bTerroristHuntGame=false

m_bTerroristHuntCoopGame=true

m_bSurvivalGame=true

m_bTeamSurvivalGame=true

m_bSharpShooterGame=true

m_bNoRulesGame=true


You can hopefully look at these and figure out what they refer too.  Basically, each line is saying, “This map is a…(survival map, terrorist hunt, etc)… True or false?”  Setting a map to “true” on any of these values will make it appear on the map list under the corresponding game type inside the game.  A fair warning, though; if your map is not designed for an enabled mode, it can lock up your xbox, not just when you launch the map, but when you first launch Rainbow Six 3 during the loading screen.  Mainly, I noticed this problem when enabling Terrorist Hunt modes, and you can eliminate it by setting your terrorists Availability modes false on the settings inside the map editor (you can find more on this in the “Known Incompatibilities” section), but be warned.  For designing and testing purposes, I’d recommend setting everything to false except the mode you’re designing for.  So in my case, making Co-op Terrorist Hunt maps, I set everything to false, except for “m_bTerroristHuntCoopGame=true”.  When I run the map, it will show up under System Link, Terrorist Hunt.  In your case, just starting out, it might be easier to first build a functioning Survival map, without guys, and then work up from there.  The less elements in the map, after all, the less chance of an incompatibility.  


As for the last part, I can make intelligent guess about what they do, have made those guesses, in fact, but am not sure enough to inform you “how it is”.  For the most part, you’ll be safe ignoring them and leaving them the way they are while building your own maps.  For example, the sound line refers to an audio file that is safely on any Xbox RB6 installation (I think).  Later, when I have more than 48 hours worth of experience, I’ll figure out how to customize these listings for general map (not made for Xbox from the ground up) conversion purposes.  

So when all is said and done, my .ini file will look something like this:

--- (my text) After this line is the start of the ini file (my text) ---

[Engine.R6MissionDescription]

Version=2

m_MapName=mymap

m_ShortName=mymap

LocalizationFile=mymap

; Availability of Game Modes

m_bPracticeModeGame=false

m_bStoryModeGame=false

m_bCoopStoryModeGame=false

m_bTerroristHuntGame=false

m_bTerroristHuntCoopGame=true

m_bSurvivalGame=false

m_bTeamSurvivalGame=false

m_bSharpShooterGame=false

m_bNoRulesGame=false

m_MaxNbOfPlayersAdv=8

m_MaxNbOfPlayersTeamAdv=16

m_MaxNbOfPlayersAdvListen=8

m_MaxNbOfPlayersTeamAdvListen=16

;--------------------------------------------------------------------------------------------------------

; SKINS AVAILABLE :   SKIN_Black, SKIN_BlackCamo, SKIN_MarPat, SKIN_Russian, SKIN_Flecktorn, SKIN_Blue,

;
SKIN_BlueCamo, SKIN_Green, SKIN_EuroCamo, SKIN_CadPat, SKIN_Desert, SKIN_Winter, SKIN_WinterCamo

;-------------------------------------------------------------------------------------------------------- 

m_bUseCamoFaces=false

m_Skins=(missionTeam=SKIN_Blue,greenTeam=SKIN_Blue,redTeam=SKIN_Desert)

[Sound]

File=Ambiences_Mountain

--- (my text) Here ends the ini file (my text) ---


Now save your .ini file to the same directory as your map, and lets move on.  We’ll put it in the right place when we copy the map to your Xbox.  

2.  How To make/edit .int Files for Xbox Rainbow Six 3 Maps:

What is an .int file?

After the ini file is done and out of the way, it’s time to move on to the .int file.  The .int file is just like the .ini file in that very little about it changes from map to map.  This file is stored in the “system” folder, and contains mission briefing information, most of which you will always ignore, since most of us will not be building custom mission maps, which I have very little interest in anyway (you might feel differently).  

How do I edit the .int file?

.int files are blessedly short and straight forward.  An entire .int file will look something like this (bold indicates the parts your going to want to edit):  

--- (my text) Start .int file (my text) ---

[mymap]

ID_NAME=My Map v1

ID_DATETIME=2004/08/01

ID_LOCATION=Built to be OPEN

--- (my text) Start .int file (my text) ---


Complicated looking, right?  Four lines are not too bad at all.  These files can be much longer if you want them to be, containing text for your mission briefings, etc, but for the tried and true “just get the job done” purposes, this will get your map running.  Let’s look at the text a little bit.  

[mymap]





- 2A

ID_NAME=My Map v1



- 2B

ID_DATETIME=2004/08/01



- 2C

ID_LOCATION=Built to be OPEN


- 2D

2A:  Try to name this the exact same as your .rsm file, without the extension.  

2B.  Map ID is the name that will show up in the list when you’re selecting what map you want to play.  Name it whatever you like.

2C &  2D:  These are purely information lines.  They will display during various parts of loading when in the right game mode. M.A.P. and I both use this as a sort of branding location.  M.A.P.’s slogan is “Provided by MAP”.  In my case, “Meant to be OPEN” is my unofficial slogan for any map put together using this tutorial.  If you read over my introduction, you’ll understand why.  You, of course, can feel free to put whatever you like there.  

3. Create a .tga File For Your Map:

What is a .tga file?

This one is pretty easy.  A .tga file is a graphic file called a Targa file.  The .tga file for your map, named the same as your map (mymap.tga) is the graphic that appears when your level is loading.  Traditionally, this image has a little picture of the map you’ve made, and looks sort of cool.  .tga files are placed in several different locations, within folders inside the “maps” folder.  While it sounds pretty minor, your map will not function without a .tga file that is correctly sized and correctly saved.  

How do I build a .tga file?

No worries!  You can download a fully working, if a bit generic, .tga file right here (included with the “mymap.rar” file from above).  Be warned:  PC .tga files, the ones that come with downloaded maps, do not work on the Xbox.  At least, none of the ones I have tried seem to.  The file above, though, works.  It doesn’t have the nifty little loading animation and progress indicator at the moment, since I haven’t had time to play with the file (I assume it has something to do with the Alpha channel), and it’s unimportant for me to try right now.  The file above will display while your map loads, and will get you running.  Later, you (or I) can worry about your image with a cool loading image, though it would be nice if you could acknowledge the “Meant to be OPEN” concept as you go along.  It would make me happy.  

4.  Build Your Map Without Incompatibilities:  


This part may be a bit tricky, and this is the part you’re going to have to do the most on your own.  Since you’ve read the recommended tutorials I suggested at the start, you know how to use UnrealED, and you know how to build a Rainbow Six PC map.  Well, now you have to go out and build yourself a map.  I’d start simple, just a room, and maybe a guy, just to get the idea of how the above works.  I included my very first working Xbox map (my very first working PC map, come to think of it, just converted) here (in the .rar file).  Maybe it will help you get started.  


As you start building bigger maps, the only rule is simple: don’t build using incompatible components.  The only thing I can do to help you out there is start a directory of known compatible and incompatible issues.  Hopefully, this will be expanded more fully after I get done writing this tutorial and get back to work on understanding the file and map structure of the game.  Also, I’m going to open up a subject for this issue on the online forums here on the site, and I hope that others will be generous enough to contribute as well.  If you do, and I’ll repeat this on the forums, keep in mind that known functioning configurations are more valuable than known non-functioning ones.  For now, though, there are some rules of thumb to mention, general rules that seem to hold (I’ll try to set up a library for this information, too).  

1.  Don’t use any textures, static meshes, sounds, templates, or any other such thing that are not included with the Xbox files, unless you intend to include those textures when you distribute the map.  That rule is pretty easy to do, but also pretty easy to forget, since the PC version ships with several maps that are not included on the Xbox.  So as a reference point, here is a list of maps that come stock on the Xbox (some of these may be LIVE downloads, I can’t remember).  Avoid using textures from any map not listed here, at least until you feel confident exploring, and it might help keep down errors:

Airport

Airport2_MP

Alcatraz

Alpines

Garage

Import_Eport

Island

MeatPacking

Mountain_Highway

Office_Complex

Oil_Refinery

Oldcity

Oldcity_MP

Peaks_MP

Penthouse

Presidio_MP

Shipyard

Streets_MP

Warehouse_MP

Training_basics

Training_MP

Training_shooting

Training_Team

2.  Static Meshes built inside of UnrealED seem to work.  All indication suggests that imported texture files will work as well.  However, as of my knowledge, PC sounds are not the correct format (not really tested much yet), and there is no template folder on the Xbox (another location?).  Any bad guy rendered with a template not included on the Xbox already simply won’t appear when you start the map.  

3.  If your terrorists have their availability set incorrectly when you turn on the Terrorist Hunt option in the .ini file, Rainbow Six will lock up on boot.  This doesn’t seem to be as much a problem when only Terrorist Hunt is enabled, but more when both it and something like Survival are activated together within the same map.  A terrorist setting that I know works is:

m_bHideInLowGoreLevel

NotAvailable

m_bUseR6Avalibility


Available

m_eBomb



Available

m_eCaptureTheEnemyAdv

Av.

M_eCountDown


Av.

M_eDeathmatch


Not Av.

M_eDefend



Not Av.

M_eDefendCoop


Av.

M_eEscort



Av.

M_eHostageRescue


Av.

M_eHostageRescueAdv

Av.

M_eHostageRescueCoop

Av.

M_eKamikaze



Av.

M_eLoneWolf



Av.

M_eMissionMode


Av.

M_eRecon



Av.

M_eRoconCoop


Av.

M_eScatteredHuntAdv

Av.

M_eSquadDeathmatch

Not Av.

M_eSquadTeamDeathmatch

Not Av.

M_eStoryMode


Av.

M_eTeamDeathmatch


Not Av.

M_eTerroristHuntAdv

Av

M_eTerroristHuntAdv

Av.

M_eTerroristHuntCoop

Av.

Others have worked for me, but when all else fails, this one seems to work reliably.  It’s lifted directly from the PC version of Ancient Escapades.  

4.  Fair warning: even though I say they seem to work, I’ve only tested specific combinations of settings.  You might very well discover inconsistencies, times when things don’t work.  I encourage you then, to delete and compare until you figure out what it is, and then write up a little report of about the incompatibility on the forums.  Until we have a fairly descent library of known problems and things to avoid, or confirmed to work, you might want build your maps in stages.  Put in elements, test it.  Put in next element, test it.  Or, save multiple versions at different stages of development.  It will help troubleshooting a great deal.  

5.  Reference the library, here, for more known problems and compatibilities.  

5.  Copying the Files to Your Xbox:


When you FTP to your Rainbow Six 3 installation on your Xbox (I can’t help you locate that, because it changes depending on your setup), what you’ll find is a number of files or folders.  The ones that you’re interested in for now (meaning we might discover more later, like if I actually discover that the sound files are usable), are:


Maps


StaticMeshes


Textures


System

Put the .ini and the .rsm files for your map in the “Maps” folder.  

/Maps/

Put the .int file for your map in the “System” folder.

/System/

Put any StaticMeshes (.usx files), if you have any, in the “StaticMeshes” folder.

/StaticMeshes/

Put any Textures (.utx files), if you have any, in the “Textures” folder.

/Textures/


5. The .tga file goes in a number of sub-folders inside the “Maps” folder.  

There, you’ll find the folders listed below.  Put a copy of the .tga file in each of them.  


/…/Maps/ita/

/... /Maps/int/


/…/Maps/fra/


/…/Maps/esp/


/…/Maps/deu/

Links Used in this Tutorial:

mymap.rar (links directly to the file)


This is the file I reference several times in this tutorial.  

RvSMaps.com

http://www.rvsmaps.com/rvsmaps/main/tut_first_map.asp

This site has the excellent Rainbow Six 3 PC Map editor tutorial.

Architectonic – UnrealED 3.0 Tutorial

http://www.planetunreal.com/architectonic/first_level.html

This site has the excellent UnrealED tutorial.

XR8D.net

http://xr8d.net

Home of the Map Manager for Rainbow Six 3, they are also a good resource for people trying to keep track of what maps are coming available to the modding community.  They do more than just manage Map Manager, though, so you’ll have to check them out.  

Map Alliance Project

http://www.r63.net/

Home of M.A.P., the group that originally began bringing maps to the Xbox.  They have a very slick installation system for the maps that they’ve brought across.  I encourage you to take a look.  

My Thanks:

I have to offer my thanks to a number of people that made this thing possible.  Namely, four.  The first is the Map Alliance Project themselves.  They, like me, love the game and want to keep it fresh, and while I might disagree with some of their policies, they’ve done a really incredible job.  They’re ability to convert maps convinced me that it could be done, and their work set me on the path that got me anywhere at all.  I didn’t do anything but reproduce, reverse engineer, poorly, what they’ve already done with skill.  


Second, I have to offer my thanks and apologies to XR8D, the creators of the open-source Map Manager that Avalaunch and M.A.P. utilize to distribute RB6 maps.  At first I confused the M.A.P. and the XR8D project and didn’t give credit where credit was due.  Thanks for an excellent app.  It does wonders for keeping our brains from exploding.  


Third, I have to offer thanks to the creator of Ancient Escapades.  Whether or not he (or she) deliberately made the map Xbox compatible in the PC form is irrelevant.  The fact is, the map was an excellent map.  Playing it on the Xbox was what finally motivated me to get off my butt and try to learn something on my own instead of waiting for everyone else to do it for me.  I just hope this helps people add more to the game.  


Finally, none of us would be able to do what we do, like I said earlier, if not for the Xbox-scene and everyone who’s worked to make it and Xbox modding what it is.  Thank you all for that.  

