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The Source Authoring Tools are the pieces of software used to create
custom content for games made with Valve's Source engine. Creating
mods and maps for your games without any programming knowledge
can be time consuming. These tools allow you to create your own maps
and levels without the need for any coding knowledge. All the tools that
you need to start creating your own levels are built-in and ready to go!
This book will teach you how to use the Authoring Tools provided with
Source games and will guide you in creating your first maps and mods
(modifications) using Source. You will learn ho


