MAPPING  MADE  EASY





this simple method for making maps is EASY and gives you complete control over your map. It only tells you what you need to know.





ALWAYS SAVE BEFORE LEAVING THE EDITOR!





BEWARE: WHEN CREATING INTERIOR OBJECTS YOUR GAME WILL CRASH IF YOU LOOK AT IT WHILE IT IS BEING CREATED!!!! SEE STEP 13.





COMMON  KEYS





Tab - toggles from mouse pointer to control of observer view





Alt + left mouse click - selects the subgroup items created by the creator will be put in





Ctrl m - moves a selected item or items into subgroup selected with Alt + left mouse click 





spacebar - toggles move/scale/rotate





Ctrl + drag on object - moves object up and down (not left and right).








1. using photoshop (what i use) or paint shop pro (free version:  http://www.jasc.com) do this


-create a new GRAYSCALE image256 pixels wide by 256 pixels high with a resolution of  72 pixels per inch.


-create your map, as viewed from above. black is LOW ,  white is HIGH,  gray is somewhere inbetween.





		for example:





		if  this image was opened by the editor it would create a map with a tall circluler tower at 		each end of the map and a deep trench running down the middle. the rest of the map 		would be perfectly flat. the bottom of the trench and the top of the tower would also be 		flat. sample 1


�embed Package ���


		now i've added some long ridges (actually flat plateaus). sample 2


�embed Package ���


		in order to make this more realistic let's apply some filters (i will refer to Photoshop since 		thats what i use, but you should be able to find similiar in paint shop pro).under FILTER i 		will apply a gaussian blur and now my image looks like this. sample3
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		and now one of my favorite filters: distort/glass. sample4
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		to finish the sample map i'll add some overall noise/add noise to get rid of those flat 		areas: sample5
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		its always a good idea to add a final blur filter to keep your terrain smooth (pointy is bad): 		sample6
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	now save this image as a PNG file...(use the scroll down menu where it says format and select PNG) 	placing it in the \Dynamix\Tribes2\GameData\base\terrains\heightfield folder.











2.  install Zear's MissionBlank found at:   http://hosted.tribalwar.com/zear/editorgenintro.html (install it like any downloadable map, there is no need to create any folders if you have downloaded custom maps before).








3. start up Tribes2 (no need to be online). Host a LAN game. Set your time limit to 999 and your warm up time to 0.  choose MissionBlank and start the game.





4. once your in the game hit the  `  key and type   editor.open();   after the editor opens hit the  `  key again then click on Terraformer it should now say Heightfield Editor if not click on Heightfield near the bottom of the page.





5. set your General Settings.  Min Terrain should stay at 50.  i keep my Height Range  less than 500, usually at 300. the lightest (not necessarily white) shade on your PNG image will be set to the Height Range  number.  the darkest shade will be set to the Min Terrain number.





6. click Operation and select Bitmap. select your PNG file and click Load. then Apply.





7. now we will apply some textures to the map. click Texture. click Materials then choose a texture.  now click Placement Operations and choose how you want the texture applied (by slope for example).  in the mask settings box deselect Use Fractal Distortion. set your number of Control Points. you can now adjust the graph by sliding the red dots up or down. the left hand dots are LESS (slope/height) the right hand is more. the black and white image of your map will show you how the filter is painting your map (black blocks the texture from being applied, gray partially blocks it and white lets the texture thru). hit apply once you have finished adjusting the graph. if you leave Use Fractal Distortion checked it will add an additional filter or mask to your settings.





8. click World Editor then click Relight on the left, your map will turn yellow while it relights. also put an X in the box next to Mission at the top of the page. then go edit your mission area.





9. go back to Terraformer and repeat step 7 using another material. i usually use 3-5 different materials. u can have more than 1 Placement Operation filter for each material.





10. click on World Editor, here you can open the Tree, Mission, Inspector and Creator. First let's open only the Creator by only having an X in it's box. Now click all the little plus signs so that you only have minuses in your Tree.





11. click on Inspector then click on Sky. adjust your fogColor 1st number is red, 2nd is yellowey green and the 3rd is blue. adjust your fog density, fogVolume1 1st number is how many feet you can see thru it, 2nd number is the elevation it will begin to show up at and the 3rd number is what elevation it will end. i think the 3rd number in fogVolume1 must be the same as 2nd number in fogVolume2 and 3rd in fogVolume2 must be the same as 2nd in fogVolume3. you MUST hit apply in the inspector or it will never be done.





12. set your visibleDistance to less than 1000 or your frame rate will suffer. also set the visibleDistance in your Terrain - TerrainBlock (in the same Tree).





13. to create new objects you simply click on it in the creator, but before you do you must determine what simgroup on the Tree to put it in. objects will get power from the generator in the same simgroup. so if you create a forcefield or turret or inventory station, it will lose power when the generator in its simgroup is destroyed.  so first Alt + left mouse click on a simgroup, then decide where on the map you want your object. NOTE: WHEN CREATING INTERIOR OBJECTS YOUR GAME WILL CRASH IF YOU LOOK AT IT WHILE IT IS BEING CREATED!!!! to avoid this change screen Center to To Ground and then make sure you are looking away from the center of your map. then hit Relight. after relighting you can look at the interior object. other than interior objects i use At Camera  because i like to position my camera in the location where i want my created object to be errr.... created.  http://www.planettribes.com/catalog/ is a good place to look for interiors etc.





after creating vehicle pads you must rotate them at least a tiny bit or your vehicles will explode.





14. i leave it up to you to figure out how to move stuff around. its easy enough to trial and error your way thru it. here is a tip...it has something to do with draging  your mouse pointer across the view of your map while at the same time dragging your mouse pointer near the intended object of  manipulation.





15. if you hold down Ctrl while you select several objects you can then move them as a whole, or you can copy and paste ( make sure you select at Centroid and look away from Interior objects and hit relight).





16. create a camera in the ObserverDropPoints - SimGroup and point the y axis in the direction the camera will "look".





17. create a SpawnSphere in the spawnsphere - SimGroup of each team. the radius can be 20 - 100, the indoor wieght + outdoor wieght should add up to 100.  now go to the AI section and once there click Spawn Graph and wait, wait ,wait.......for it to finish could take 20-30 mins on some comps. hit save and then go to World Editor and hit save again.





18. turrets need initial barrels. goto inspector for each turret and type aaBarrelLarge, ElfBarrelLarge, missileBarrelLarge, mortarBarrelLarge or plasmaBarrelLarge. they will show up on reload.





19. rename your map. rename every file in your Dynamix/GameData folder.


MissionBlank.mis   becomes Myfirstmapname.mis.


with notepad (select All Files)open \Dynamix\Tribes2\GameData\base\missions\MissionBlank.mis then wherever you find MissionBlank written write Myfirstmapname instead.





please let me know about any problems - mcarder@yahoo.com


