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1.Small Intro


--------------------------------------------------------------------------------------------------------------------------------





Hello, before you go and read all of this guide, I am assuming off the bat that you know the basics of map editing already and that I don't need to teach you how to use the editor. If you need to learn these things, I suggest visiting http://hosted.tribalwar.com/zear/  Zear's site has the most thorough training guide to the editor that is currently available, imo. (In my Opinion)





Now, moving on to what this guide is all about.





This guide was created by me because every day new people come into the Tribes 2 mapping forum saying things like... "My game locks up every time I try to place a building!"





This guide is aimed towards solving such problems. (As well as provide miscellaneous details to things not listed anywhere else. Ex: Lists of Textures and such.)





All answers given here have proven to work for myself and many others as well.





Please note that I am primarily a CTF mapper and I may not go into detail regarding other types (CnH, Siege, Hunters, etc. (Although I certainly plan to at some point. =)  )





(If these solutions work, don't work, or you have suggestions for things that should be included, please send a T-mail to me, Harn, and let me know so that I keep on having the inspiration needed to continue maintaining this document. ;)  )





Please note that this is a work in progress, with new fixes and such being added when I have the time.


(I have lots of time but ya' never know what'll pop up now do ya' ?)





One final note. I do NOT guarantee that these solutions will work for 100% of you (Although they should work for most of ya'.) and I do not accept responsibility for any damage or loss of work that may result because of these solutions.





And now, without further delay, the rest of the document!











--------------------------------------------------------------------------------------------------------------------------------


	a. Materials for the School Season


--------------------------------------------------------------------------------------------------------------------------------





This is a fairly short list of things that I highly recommend everyone use for creating maps.








   1a. Blank Mission: provided by Zear at his website.





Reason to use: This map comes fully empty but with a full tree of folders already setup for ease of use.


This way you won't need to go and delete everything in a included mission and it will save you much pain and effort when such deletions result in errors occurring.





Link: http://hosted.tribalwar.com/zear/mapedimgs/MissionBlank.zip








   2a. MapZip created by emo1313





Reason to use: This program gives a very easy way of zipping your maps. It automatically places all maps in a proper tree so that when a person unzips them, it will automatically place the .mis .ter heightfield.cs and texture.cs in the correct folders needed in order for a map to work properly.





Link: http://www.tribes2maps.com/tools.shtml








   3a. Tribal IDE created by David Dunscombe





Reason to use: This program was created (For free) specifically for T2 scripting and mod'ding. I find it useful for mapping because it provides an easy to use numbering system for lines in .mis files. (Helpful for remembering where a troublesome object is in a .mis file.)





Link: http://tribes.barrysworld.net/ide/











--------------------------------------------------------------------------------------------------------------------------------


2. TroubleShooting


--------------------------------------------------------------------------------------------------------------------------------








This section goes into detail on solutions to the infamous UE error that occurs when people place buildings. I also describe spawngraph problems and the steps needed to fix them. The rest of the section (The majority of the section at that. ;)  ) is for fixing miscellaneous problems that tend to pop up for people.








--------------------------------------------------------------------------------------------------------------------------------


	a. UE Error Solutions


--------------------------------------------------------------------------------------------------------------------------------





I have listed here 3 solutions that have worked for me and many others. 


(Listed in order of ease of use based on my judgement.)











Solution 1:  *





Install T2 again to a different location (No, you do not have to delete your first install or go buy a 2nd copy of T2. Just wanted to clear up any possible misconception there.) and never apply any patches to it.





Go to your cd, select the Tribes2 folder on the cd, right click on it and press copy. Then create a new folder on your hard drive and call it whatever you want (We'll call it T2edit for ease of demonstration.) Then open the folder, right click, and press paste. (By not running setup.exe you are avoiding having Windows think that this install of T2 is the only one that is on your hard drive. This is in case you decide to uninstall T2 for some misbegotten reason.)











Solution 2:  *





Note: I recommend using this one if you need to save hard drive space. The only problem with this solution is that the mouse cursor will not go away when you are not in the map editor.





Copy tribes2.exe from your cd rom, re-name it to t2editor.exe (Or whatever you want to name it.) and place this in the GameData folder of your hard drive's install of T2. Then copy IFC21.dll from your cd and place it as well in the GameData folder of your hard drive's install of T2.





Then create a shortcut to it and add -nologin at the end so that it looks like this in the shortcut properties:





Ex:      C:\Dynamix\Tribes2\GameData\t2editor.exe -nologin











Solution 3:  *





Create a shortcut to the Tribes2 cd's .exe file and add    -nologin    after the .exe (This should be done in the shortcut properties.





Ex:      Target:      D:\Tribes2\GameData\Tribes2.exe -nologin





Then the Start in area should have... 





Ex:      C:\Dynamix\Tribes2\GameData





so that it sends the maps you save and such to the proper folders on your hard drive.











--------------------------------------------------------------------------------------------------------------------------------


	b. Map Loading Problem


--------------------------------------------------------------------------------------------------------------------------------





Miscellaneous Problem 1





Q: My map won't load! It starts to for 5 seconds then it starts to load the next map!





A: You have most likely caused a syntax error to occur while typing in names for objects on the map.





While loading the map, open the console and look to see if a syntax error occurs.





Example: Syntax error on line 82





If this is the problem, I would suggest using Tribal IDE for this part.


Open your map's .mis file through Tribal IDE and look for the line that the syntax error is occuring at.





Note: There may very well be more than one name that is causing a syntax error. Either browse through the .mis file and find each occurence or just keep loading up T2 and fix the errors as they appear.





Syntax errors occur for maps when the title of an object has a space in it.





Incorrect way:





					new StaticShape(Station 3) {


						     position = "-432.014 54.4982 196.634";


						     rotation = "0 0 1 89.9544";


						     scale = "1 1 1";


						     nameTag = "Upper Base Inventory";


						     dataBlock = "StationInventory";


						     lockCount = "0";


						     homingCount = "0";


							     team = "2";


							     Target = "57";


							     locked = "1";


							     Trigger = "3613";


					                                  };





Where it says:


new StaticShape(Station 3) {





It should be:


new StaticShape(Station3) {





(Station3 without a space.)





It is ok to put spaces in the name tags, just not in the top title area.


     nameTag = "Upper Base Inventory";











--------------------------------------------------------------------------------------------------------------------------------


	c. Spawngraph solutions.


-------------------------------------------------------------------------------------------------------------------------------- 





Note: I recommend backing up your mission files "just" in case something goes wrong. (Not a bad idea  anyway even when things are working properly.)











SpawnGraph Problem & Solution #1 *





Q: When I run my spawngraph, it doesn't create certain nodes or it only spawns teams in one spawnsphere!





A: When working with the terrain, for some reason the editor moves the terrain block to the near bottom of the .mis file, causing nodes to not be placed. To fix this, move the terrain block back to the top under the mission area.





//--- OBJECT WRITE BEGIN ---


new SimGroup(MissionGroup) {


		musicTrack = "lush";


		CTF_scoreLimit = "5";


		powerCount = "0";


		cdTrack = "2";


		CTF_timeLimit = "25";





	new MissionArea(MissionArea) {


		area = "-696 -512 1392 928";


		flightCeiling = "700";


		flightCeilingRange = "50";


			locked = "true";


	};


	new TerrainBlock(Terrain) {


		rotation = "1 0 0 0";


		scale = "1 1 1";


		terrainFile = "DustValley.ter";


		squareSize = "8";


			position = "-1024 -1024 0";


			visibleDistance = "1200";


	};





So it should look somewhat like this.











SpawnGraph Problem & Solution #2





Q: My spawngraph gives me a UE error when I attempt to build it in the AI editor!





A:  Unfortunately, if this happens to you, the solution is a rather long (but successful) one.


My solution to this problem is to use the blank map provided by Zear: http://hosted.tribalwar.com/zear/mapedimgs/


Load this map then load your old map's terrain file through Zear's map. Now save the map and exit T2. Now, open up your old mission's file as well as Zear's by using Tribal IDE. Select your buildings and such that you have in your old map file and copy them over to Zear's blank map file and place them in the appropriate areas.





Example: 





		new SimGroup(Team1) {


				powerCount = "0";





			new SimGroup(spawnspheres) {\n					powerCount = "0";





				new SpawnSphere() {


					position = "400.708 69.9695 172.985";


					rotation = "1 0 0 0";


					scale = "1 1 1";


					dataBlock = "SpawnSphereMarker";


					lockCount = "0";


					homingCount = "0";


					radius = "75";


					sphereWeight = "100";


					indoorWeight = "50";


					outdoorWeight = "50";


						locked = "1";


				};


			};


			new SimGroup(Team1Base) {


					powerCount = "1";





				new InteriorInstance(Team1MainBase) {


					position = "424.833 61.2715 174.677";


					rotation = "1 0 0 0";


					scale = "1 1 1";


					interiorFile = "pbunk7.dif";


					showTerrainInside = "0";


						team = "1";


						locked = "1";


				};


			};


		};





Copy everything you need (team simgroups with the buildings in them, trees, rocks, etc.) EXCEPT the old maps spawnspheres from your old map to your new one.





Example:





		new SimGroup(Team1) {


				powerCount = "0";


\n			new SimGroup(Team1Base) {


					powerCount = "1";





				new InteriorInstance(Team1MainBase) {


					position = "424.833 61.2715 174.677";


					rotation = "1 0 0 0";


					scale = "1 1 1";


					interiorFile = "pbunk7.dif";


					showTerrainInside = "0";


						team = "1";


						locked = "1";


				};


			};


		};





Make sure you place the brackets at the ends correctly..





Note: You COULD go and remake everything by hand in the new map, but I got tired of doing this after replacing about 20 of my 100 odd objects over a course of a few hours and I tried this instead.





Now reload after copying all your buildings and relevant simgroups over and try spawngraphing!





Note: Do not delete any simgroups that are already in the new map file. (Just to be safe.)   ;)











--------------------------------------------------------------------------------------------------------------------------------


	d. Ambient Sounds


--------------------------------------------------------------------------------------------------------------------------------





As far as I know, the only problem that people have with in-game sounds is the fact that the location of the file is not put in by the T2 editor. To make sounds play properly, simply use the line below.





Usage: fx/environment/frog1.wav 


 (Replacing frog1.wav with the .wav file you want to use.)





Note: All sounds that come with T2 use this folder.











--------------------------------------------------------------------------------------------------------------------------------


	e. Generator & Inven Power Issues


--------------------------------------------------------------------------------------------------------------------------------





Miscellaneous Problem 4





Q: My generators and inventory stations are not creating/using power!





A: Generators, inventory stations, sensors, turrets and such all require you to save and restart the map in order to make them use power.











--------------------------------------------------------------------------------------------------------------------------------


	f. Vehicle Pad Difficulties


--------------------------------------------------------------------------------------------------------------------------------





Miscellaneous Problem 2





Q: Vehicles explode when I try to buy them from my vehicle pad!





A: This is a very annoying (but easy to fix) bug. Simply select the vehicle pad and rotate it a little.








Miscellaneous Problem 3





Q: My vehicle station says it has no power but it works just fine... what's wrong?





A: When you create a vehicle pad, you need to save and restart the map. Vehicle pads automatically create vehicle stations where you purchase vehicles at. The answer to the problem that you evidently have is to select the vehicle station and press delete. Most likely, you put a vehicle station there yourself, and then the game put a second one there too.











--------------------------------------------------------------------------------------------------------------------------------


	f. Miscellaneous Solutions


--------------------------------------------------------------------------------------------------------------------------------





Note: This part of the list is still in heavy development and more things will be included here as I think them up. (Or as people remind me of stuff to include here. ;)  )








Miscellaneous Problem 5





Q: How do I make objects that are damaged?





A: What you can do is take a weapon to them and damage them to the amount you want, then save and restart the map. When you reload, you have a nice blown up base waiting for you! (Now don't forget to have a repair pack for the nice people to use. ;)  )








Miscellaneous Problem 6





Q: 








--------------------------------------------------------------------------------------------------------------------------------


3. Texture List - The following is a listing of all textures that are used in the editor for the water and the sky.





--------------------------------------------------------------------------------------------------------------------------------


	a. Liquid Textures - (The color and type of the water.)


--------------------------------------------------------------------------------------------------------------------------------





LiquidTiles/AlgaeWater


LiquidTiles/archipelago_water


LiquidTiles/BlueWater


LiquidTiles/GreenWater


LiquidTiles/icebound_water


LiquidTiles/IslandWater01


LiquidTiles/IslandWater02


LiquidTiles/IslandWater03


LiquidTiles/IslandWater04


LiquidTiles/Lava


LiquidTiles/LavaPool01


LiquidTiles/LavaPool02


LiquidTiles/LavaPool03


LiquidTiles/LavaPool04


LiquidTiles/LushWater01


LiquidTiles/LushWater01_Algae


LiquidTiles/LushWater02


LiquidTiles/LushWater02_Algae


LiquidTiles/LushWater03


LiquidTiles/LushWater03_Algae


LiquidTiles/LushWater04


LiquidTiles/LushWater04_Algae


LiquidTiles/Modulation03


LiquidTiles/Modulation04


LiquidTiles/oasis_water_ripply


LiquidTiles/riverdance_water_1


LiquidTiles/riverdance_water_5


LiquidTiles/riverdance_water_6


LiquidTiles/sanctuary_water_1


LiquidTiles/sanctuary_water_2


LiquidTiles/Shore_Modulation


LiquidTiles/Tile01a


LiquidTiles/Tile02a


LiquidTiles/Tile03a


LiquidTiles/Tile04a








Usage: Copy the water texture that you want from here, and then paste in-game at the appropriate area.











--------------------------------------------------------------------------------------------------------------------------------


	b. Env Map Textures: (The reflection that appears on the water.)


--------------------------------------------------------------------------------------------------------------------------------





badlands/skies/bd_day_cloud_emap


badlands/skies/bd_nite_starry_emap


desert/skies/desert_blue_emap


desert/skies/desert_brown_emap


desert/skies/desert_starrynite_emap.png


ice/skies/ice_blue_emap


ice/skies/ice_nite_emap


lava/skies/lava_starrynite_emap


lava/skies/volcanic_starrynite_emap.png


lush/skies/lush_day_emap


lush/skies/lush_nite_emap


emap  (Yes, this really is an emap. Yes, all you type is emap; no lush/skies/ stuff. This will appear as a lava emap. For some reason it wasn't given a tree folder.)


LiquidTiles/archipelago_emap_cloudsground


LiquidTiles/damnation_emap_cloudsground


LiquidTiles/icebound_emap_cloudsground


LiquidTiles/insalubria_emap_cloudsground


LiquidTiles/myrkwood_emap_cloudsground


LiquidTiles/oasis_emap_cloudsground


LiquidTiles/quagmire_emap_cloudsground


LiquidTiles/respite_emap_cloudsground


LiquidTiles/reversion_emap_cloudsground


LiquidTiles/riverdance_emap_cloudsground


LiquidTiles/sanctuary_emap_cloudsground


LiquidTiles/thinice_emap_cloudsground








Usage: Copy the emap that you want from here, and then paste in-game at the appropriate area.











--------------------------------------------------------------------------------------------------------------------------------


c. Sky Textures


--------------------------------------------------------------------------------------------------------------------------------





(All 3 of these "14's" appear to be the same sky texture. I've included all three simply to be thorough.)


Badlands_l4.dml


Desert_l4.dml


Lush_l4.dml


sky_badlands_cloudy.dml


sky_badlands_starrynight.dml


sky_desert_blue.dml


sky_desert_brown.dml


sky_desert_starrynight.dml


sky_ice_blue.dml


sky_ice_starrynight.dml


sky_lava_brown.dml


sky_lava_starrynight.dml


sky_lush_blue.dml


sky_lush_morestars.dml


sky_lush_starrynight.dml


sky_volcanic_starrynight.dml











--------------------------------------------------------------------------------------------------------------------------------


4. Credits


--------------------------------------------------------------------------------------------------------------------------------








Title: FlashBulb





SpawnGraph Solution #3: DrakkenPAK





UE Fixes: Unfortunatly, during the time these solutions first came out, this guide was but a twinkle in my eye, and thus, I never recorded the names of the people that first thought up these solutions back in the waking days of T2. Since those early days, these solutions have been posted and reposted so many times it is almost impossible to say who really invented them first. I leave this with an open credit to the whole mapping community.











My thanks to:





BIG thanks to Zear for the inspirational proof that it's actually worthwhile to spend the time needed to create a guide like this!





Thanks to emo1313 for his great MapZip program. It has helped save me a half hour or so of my precious time. =)





Thanks to David Dunscombe for Tribal IDE, it's helped a lot for when I feel like snooping around .mis files.





Thanks to all the people in the T2 Mapping Forum for making this a wonderful online community to be involved in !





And a thanks to Dynamix for making this great game! (Despite what some people think.  ;)  )











--------------------------------------------------------------------------------------------------------------------------------


	a. Contact Info


--------------------------------------------------------------------------------------------------------------------------------








I can be reached either by E-mail or T-mail (Tribes 2's e-mail)





E-mail: Harn@altavista.net





T-mail: Harn





(Yes, I have ICQ, but I use it so rarely that it's pointless to put it here.)











--------------------------------------------------------------------------------------------------------------------------------


Texture Usage


--------------------------------------------------------------------------------------------------------------------------------





Tribes2 uses two textures for water. (Using only one will not work as it will result in a white sheet.)





A water texture and an env texture.


(Env texture is the reflection that is shown on the water.)





An example would be to use these two.


LiquidTiles/GreenWater


lush/skies/lush_day_emap





Textures only appear once you have these two put on your water and you save and restart the map.





(Note: Restarting the map after putting item's in often needs to be applied in order to get them to work. Mostly this applies to items that require power or give power such as generators and inventory stations.)





To find the rest of the textures, unzip these .v12 files that are located in the base folder with winzip.





badlands.vl2


desert.vl2


ice.vl2


lava.vl2


lush.vl2


textures.vl2





(Note: Ground textures, sky textures, liquid textures, env textures, and many other things are located in these, just look around a little.)





The Water edges option I will have a little difficulty explaining in broad detail since I don't fiddle around with it much. Basically, in conjunction with a couple other options, you disable this in order to have the water span the entire map. (For more details on "infinite water", visit <a:WWWLINKhosted.tribalwar.com/zear/mapeditmain.html>Zear's Mapping Tutorial.</a>)





*****note: do this from COMMAND PROMPT, not the CONSOLE*********************************





 Leave the game, open a command prompt and get to your executable


directory.  Assuming your .exe is "Tribes2.exe" Type:


        Tribes2.exe -spnBuild <MissionName> <GameType>


         or


        Tribes2.exe -navBuild <MissionName> <GameType>     <-- if you want


it to be "bot-able".


         example:   Tribes2.exe -spnBuild Katabatic CTF





    Next, go back into the World Editor, and add your spawnspheres.  They


need to be found within each team group that you want to         contain


players (team1 and team2, but not team0 - single team games always use team1


for the players).  They also need to be         found within a simGroup


named "spawnspheres".


        example:


                    new simGroup(team1) {


                            new simGroup(spawnspheres) {


                                    new spawnsphere .....





     Lastly, make sure that you set the weights of the spawnspheres


properly.  If no Interior spawn points are encompassed by the


sphere, be sure to set the Interior weight to zero.





When you launch the map and attempt to spawn, drop the console and you


should see something like "using spawnsphere found at -125 345 90 and trying


to find an interior spawnpoint - no interior spawn point found, spawning at


0 0 300" blah blah blah  This might help you find the specific problem.








Old D!ck Dynamite


