Backup your weapons.wdl before starting with this tutorial

Make Different Bullet Holes + Hit Sounds for A5 Templates code
Bullet Holes for Blocks, Models, Terrains
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Bullet Holes in different Blocks Textures + Sound Hits
In your weapons Action MY._FIREMODE = DAMAGE_SHOOT+HIT_HOLE+HIT_FLASH+GUNFX_ANIMATE+0.10; 
DAMAGE_SHOOT+HIT_HOLE+ must be there or the code won’t work
Step 1
In wed go-to block and find texture name that you assigned to its surface for this one it’s called: Concrete
Step 2
In weapons.wdl

Go to function _gun_shot_damage_shoot()

Then in trace_mode Add this: +SCAN_TEXTURE this then sets tex_name and other parameters from the target surface that we need back from our trace_mode
Like line below 
trace_mode = IGNORE_ME + IGNORE_PASSABLE + ACTIVATE_SHOOT+SCAN_TEXTURE;
Step 3
Now we need to add string name to handle our bullet hole pic Concrete.tga 
STRING bullethole_concrete = <bh_Concrete.tga >;    // bullet hole pic
Now we need to add sound name to handle our sound Wpn_hit_concrete.wav
SOUND Concrete_hit = <Wpn_hit_concrete.wav>;   //for impact sounds
BLOCK TEXTURES BULLET HOLES
Step 4
In the weapons.wdl
Go to function _hit_point_effect()
Then in if(fire_mode & HIT_HOLE)
As we are doing block textures we will use the code that’s already there if (YOU == NULL)
// hit wall (not entity)
Ok in if (YOU == NULL) place // in front of this code: create (bullethole_map,TARGET,bullet_hole);  // Because we are not using standard bullethole_map 
Now we need an if expression for that block texture if (str_cmpi(tex_name,"concrete"))
Then we need to create pic file (bullethole_concrete) at hit point (target) with function (bullet_hole) then our sound file like this
ent_create(bullethole_concrete,TARGET,bullet_hole);// create bullet hole

snd_play(Concrete_hit,15,0);
Your code should look like this in function _hit_point_effect()
// bullet hole ***

if (fire_mode & HIT_HOLE)

{
if (YOU == NULL) // hit wall (not entity)
{


// create (bullethole_map,TARGET,bullet_hole);  // old code

if (str_cmpi(tex_name,"concrete"))


{



ent_create (bullethole_concrete,TARGET,bullet_hole);// create bullet hole




snd_play (Concrete_hit,15,0); // don’t want sound then put // in front of snd_play


}
}

}

To add more bullet holes pic to different blocks textures do the same as above in steps 3-4 with different pic/sound names
Like code below

// bullet hole ***

if (fire_mode & HIT_HOLE)

{
if (YOU == NULL) // hit wall (not entity)
{


// create (bullethole_map,TARGET,bullet_hole);  // old code

if (str_cmpi(tex_name,"concrete"))


{



ent_create (bullethole_concrete,TARGET,bullet_hole);// create bullet hole




snd_play (Concrete_hit,15,0); // don’t want sound then put // in front of snd_play


}
if (str_cmpi(tex_name,"wood"))


{



ent_create (bullethole_wood,TARGET,bullet_hole);// create bullet hole




snd_play (wood_hit,15,0); // don’t want sound then put // in front of snd_play


}
}
}
ENTITY BULLET HOLES // Models
Step 1
In weapons.wdl

Go to function _gun_shot_damage_shoot()

Then in trace_mode Add this: +SCAN_TEXTURE this then sets tex_name and other parameters from the target surface that we need back from our trace_mode
Like line below 
trace_mode = IGNORE_ME + IGNORE_PASSABLE + ACTIVATE_SHOOT+SCAN_TEXTURE;
Step 2
Now we need to add string name to handle our bullet hole pic barell.tga 
STRING bullethole_barell = <barell.tga >;    // bullet hole pic for that model
Now we need to add sound name to handle our sound Wpn_hit_barell.wav
SOUND barell_hit = <Wpn_hit_barell.wav>;   //for impact sounds for that model

Step 3
In the weapons.wdl
Go to function _hit_point_effect()
Then in if(fire_mode & HIT_HOLE)
Now we need an if expression for that entity if (str_cmpi(tex_name,"barell.mdl"))
Then we need to create pic file (bullethole_barell) at hit point (target) with function (bullet_hole) then our sound file like this

ent_create (bullethole_barell,TARGET,bullet_hole); // create bullet hole

snd_play (barell_hit,15,0); // play sound
Your code should look like this in function _hit_point_effect()
// bullet hole ***

if (fire_mode & HIT_HOLE)

{

if (str_cmpi(tex_name,"barell.mdl"))



{



ent_create (bullethole_barell,TARGET,bullet_hole);// create bullet hole


snd_play (barell_hit,15,0); // don’t want sound then put // in front of snd_play


}
if (YOU == NULL) // hit wall (not entity)
{


// create (bullethole_map,TARGET,bullet_hole);  // old code
}

To add more bullet holes pic to different models do the same as above in steps 2-3 with different pic/sound names

Like code below

// bullet hole ***

if (fire_mode & HIT_HOLE)

{

if (str_cmpi(tex_name,"barell.mdl"))



{



ent_create (bullethole_barell,TARGET,bullet_hole);// create bullet hole


snd_play (barell_hit,15,0); // don’t want sound then put // in front of snd_play


}
if (str_cmpi(tex_name,"tree.mdl"))



{



ent_create (bullethole_tree,TARGET,bullet_hole);// create bullet hole


snd_play (tree_hit,15,0); // don’t want sound then put // in front of snd_play


}
if (YOU == NULL)
{


// create (bullethole_map,TARGET,bullet_hole);  // old code
}

TERRAIN BULLET HOLES // .hmp
Step 1
In weapons.wdl

Go to function _gun_shot_damage_shoot()

Then in trace_mode Add this: +SCAN_TEXTURE this then sets tex_name and other parameters from the target surface that we need back from our trace_mode
Like line below 
trace_mode = IGNORE_ME + IGNORE_PASSABLE + ACTIVATE_SHOOT+SCAN_TEXTURE;
Step 2
Now we need to add string name to handle our bullet hole pic terrain.tga 
STRING bullethole_terrain_1 = <terrain_1.tga >;    // bullet hole pic
Now we need to add sound name to handle our sound Wpn_hit_terrain_1.wav
SOUND terrain_1_hit = <Wpn_hit_terrain_1.wav>;   //for impact sound
Step 3

In the weapons.wdl
Go to function _hit_point_effect()
Then in if(fire_mode & HIT_HOLE)
Now we need an if expression for that terrain  if (str_cmpi(tex_name,"terrain.hmp"))
Then we need to create pic file (bullethole_terrain_1) at hit point (target) with function (bullet_hole) then our sound file like this

ent_create (bullethole_terrain_1,TARGET,bullet_hole); // create bullet hole

snd_play (terrain_1_hit,15,0); // play sound

Your code should look like this in function _hit_point_effect()
// bullet hole ***

if (fire_mode & HIT_HOLE)

{


If (str_cmpi(tex_name,"terrain_1.hmp"))



{




ent_create (bullethole_terrain_1,TARGET,bullet_hole); // create bullet hole



snd_play (terrain_1_hit,15,0); // don’t want sound then put // in front of snd_play



}
if (YOU == NULL) // hit wall (not entity)
{


// create (bullethole_map,TARGET,bullet_hole);  // old code
}

}
To add more bullet holes pic to different terrains do the same as above in steps 2-3 with different pic/sound names

Like code below

// bullet hole ***

if (fire_mode & HIT_HOLE)

{


If (str_cmpi(tex_name,"terrain_1.hmp"))



{




ent_create (bullethole_terrain_1,TARGET,bullet_hole); // create bullet hole



snd_play (terrain_1_hit,15,0); // don’t want sound then put // in front of snd_play



}

If (str_cmpi(tex_name,"terrain_2.hmp"))



{




ent_create (bullethole_terrain_2,TARGET,bullet_hole); // create bullet hole



snd_play (terrain_2_hit,15,0); // don’t want sound then put // in front of snd_play



}
if (YOU == NULL) // hit wall (not entity)
{


// create (bullethole_map,TARGET,bullet_hole);  // old code
}

}
Particles instead Bullet Holes on Terrain or you can have both
If you don’t want bullet holes in the terrain ground but want spark bits instead then
Replace the ent_create (bullethole_terrain_1,TARGET,bullet_hole); // create bullet hole
With amount particles is (8) at hit point (TARGET)function (particle_scatter)

emit (8,TARGET,particle_scatter);

Like code below

// bullet hole ***

if (fire_mode & HIT_HOLE)

{


If (str_cmpi(tex_name,"terrain_1.hmp"))



{




emit(8,TARGET,particle_scatter);



// ent_create (bullethole_terrain_1,TARGET,bullet_hole); // create bullet hole 



snd_play (terrain_1_hit,15,0); // don’t want sound then put // in front of snd_play




}
}

You will find the particle_scatter function in particle.wdl and this will give you some idea how it works
The A5 Template bullet holes are ok if you like putting bullet holes in blocks only with the same pic, but if you want more
This tutorial will give you some basic help on making bullet holes on different block textures & models & terrains

There is a lot more that’s not covered here but this will get you started
All the best with your game projects
Nick_milne
