� TIME \@ "M/d/yy" �3/3/98�



The

I’76 Mission Editor

Guide to Happiness



Written by

Lars Fuhrken-Batista





*Note: This document includes the changes and fixes done to the I’76 Tool during the production of the Nitro Pack and I'76 Arsenal





Summary





The I’76 Mission Editor is the tool the designer uses to create and modify the maps used in the I’76 missions. 



In the Editor, one can view many layers of a map at once, but only edit one of these layers at a time.



�FILE Menu/Toolbar



New � EMBED PBrush  ��� - Creates a new map for mission building





Idiosyncrasies:



When you open the tool, a new mission screen is already laid out before you. You don't need to click for a new one. 



The tool will not ask you if you want to save your current mission (if you have been editing one) when you open a mission, create a new mission, or exit. When you use the New menu selection, any mission you have open will be instantly destroyed. Be sure to save!



There is also a possibility that when you create a new map over an already open map, it will crash the tool. We suggest exiting the tool and re-opening it. It might be related with memory not being flushed properly.





Open � EMBED PBrush  ���  - Opens up a map file you have previously created and saved



Idiosyncrasies:



The tool will not ask you if you want to save your current mission (if you have been editing one) when you open a mission, create a new mission, or exit. When you use the Open menu selection, any mission you have open will be instantly destroyed. Be sure to save!



There is also a possibility that when you open a new map over an already open map that it will crash the tool. We suggest exiting the tool and re-opening it. It might be related with memory not being flushed properly. If you want to edit a different mission map, save your current map, exit the tool, re-load it and THEN open another mission.





Save � EMBED PBrush  ���  - Saves the current mission map that is open in the tool



Idiosyncrasies:



Due to the instability of the tool, we recommend saving your maps as often as you can, and under different filenames if hard drive space allows. Random crashes could wipe-out a lot of work done on a map, thus saving maps constantly can help prevent a lot of frustration.  





Export - Exports (saves) your mission map into a file that the I’76 simulation can read. Every time any changes are made to your mission map (new objects added, terrain changes, roads moved or placed, etc.) you will need to re-export the mission map in order to see the changes take place in the simulation 



Idiosyncrasies:



Make sure that the mission maps are exported to the Missions folder under the main I’76 game directory. The sim can only “see” maps that have been placed in this folder.





Exit - now what do you think this does, huh? Just remember to save your mission…often!



Idiosyncrasies:



It will never remind you to save your current map before exiting…so save often!



�Main Toolbar



The Main Toolbar has a “View” and an “Edit” button for each function that appears in their corresponding menu selections. When a toolbar button is depressed, or it is selected with a check-mark in the View Menu, it is turned on. If not, it is off. 





View Menu/Toolbar 



Elevation Layer � EMBED PBrush  ��� - allows the user to see all the elevation points in a map. Elevation points are represented by asterisks. 





Terrain Layer � EMBED PBrush  ��� - allows the user to see the terrain in a map by means of colored topographical heights.



Note: Since the terrain and surface layers are graphical maps and mutually independent, both can't be displayed at the same time.





Surface Layer � EMBED PBrush  ��� - allows the user to see the surface qualities of a map. 



Note: Since the terrain and surface layers are graphical maps and mutually independent, both can't be displayed at the same time.





Path Layer � EMBED PBrush  ��� - allows the user to see the AI paths placed in a map. 



Note: This option can only be found in the toolbar. It is not available under the View Menu.





Road Layer � EMBED PBrush  ��� - allows the user to see all roads that have been placed in a map. 



Object Layer � EMBED PBrush  ��� - allows the user to see all objects (buildings, signs, etc.) that have been placed in a map. 



GP Layer � EMBED PBrush  ��� - allows the user to see all vehicles that have been place in a map. 



Zone Grid � EMBED PBrush  ��� - turns the Zone Grid over a map on and off. Click on it if you want to see the grid. 



Note: Each Zone (square) in the grid is 640 meters by 640 meters. 





Zoom In  � EMBED PBrush  ���  - this will zoom in a map.



Zoom Out  � EMBED PBrush  ��� - this will zoom out of a map.





Edit Menu/Toolbar





Edit: Elevation Toolbox � EMBED PBrush  ��� -  allows the user to place down elevation points on a map and set their individual heights.



� EMBED PBrush  ���



The top-left button with an asterisk and the integer box right next to it are used to lay down the elevation heights in a map. 



Note: The elevation number in the integer box is represented in centimeters (cm). Therefore, 1000 actually represent 100 meters in the simulation, and so on.





The bottom-left button with a target is used to render the final version of the map. It must be used before exporting missions whenever changes are made to roads, terrain, etc. 



Note: the integer box to the right of this button is not functional as of this time. Use it at your own risk.





The “Release” radio button can be checked or unchecked. Its purpose was to provide a final, ‘clean’ rendering of the maps created; however, it is not functional at this time.



How to use it:



To place an elevation point in a map, first select a height by either using the up/down arrows next to the top-right edit box or type them directly in the edit box. Then, select the asterisk button and place it on the map. Proceed to click on the render button so that the elevation point(s) are properly rendered.

  

�



Edit: Terrain Toolbox � EMBED PBrush  ��� -  allows the user to create (paint) and modify the terrain in a map. 



� EMBED PBrush  ���





The “Current Height” edit box in the top-left corner displays the height over which the mouse cursor is placed. By moving the cursor around a map, you can see the different heights being displayed in this box.





The "Raise Terrain" and "Lower Terrain" radio-button options and the adjacent integer box don't work properly. Use at your own risk.





The "Paint Terrain" and "Erase Terrain" radio-button options must be selected in order to make changes to the terrain. 





The integer box adjacent to these options allows the user to select the terrain height to be painted when used in conjunction with “Paint Terrain”.





How to use:



In order to ‘paint’ terrain, first check the “Paint Terrain” radio-button, set a height in the adjacent integer box, select a brush from the left side of the toolbox and paint over your map. 

Note: the gradient brushes on the right side of the toolbox do not work properly at this time. 



In order to ‘erase’ terrain, first check the “Erase Terrain” radio-button, select a brush from the left side of the toolbox and proceed to use your mouse to erase any previously ‘painted’ terrain. The terrain will return to what it was before any ‘paint’ was applied to it.



Note: When painting terrain, the active spot isn't exactly under the mouse tip. If you look at the mouse as a graphic box, the active spot is in the lower left corner.







The “Grading” tools are mostly used when a smooth grading terrain slope is desired:



The first button places a straight gradient. To use it, select it and click and drag from one point to another in a map. The gradient is placed.



The second button places a curved gradient. To use it, select it and click and drag from one point to another in a map. The gradient is placed.

This button works in conjunction with the fourth button in order to achieve curving gradients. 



The third button is the gradient-point mover. To use it, select it and click on any gradient's start or finish point. You can now move it around to a new location. 



Note: Unlike roads, gradients don't lock their ends together. You have to move each one individually. 



The fourth button is the Bezier curve adjustment tool. Click on a previously placed curved gradient end and start to drag out until you achieve the desired curve in your gradient.



The fifth button deletes a placed gradient. To use it, select it and click on either end of a gradient to delete it. 





The “High” radio-button works in conjunction with the “Repaint” button. They allow the user to see a higher-detailed version of the terrain.



How to use: 



If you need higher terrain detail information, select the "High" radio-button and click the "Repaint" button. This will change the terrain map from the original topographical colors to a higher-contrast, multi-colored topographical map. This allows for much higher recognition of terrain detail by zooming into the terrain. It also allows for more precise placement of vehicles and objects.



The “Starting Display Height” integer box works with the aforementioned functions. It basically allows you to set the starting height that you want the tool to display using the topographical layout.

  

�Edit: Surface Attributes Toolbox � EMBED PBrush  ��� - allows the user to modify the surface attributes of a map.



� EMBED PBrush  ���





The “Default Surface Type” list box allows the user to select the surface type that the entire map uses. These are the available options:



Dirt(non-road) - Black

Light Vegetation - White

Paved(road) - Red

Packed Dirt(road) - Green

Wash(road) - Yellow

Rocky - Blue





The “Surface Type” list box allows the user to select one specific surface quality with which to ‘paint’ with over the map. These are the available options:



Dirt(non-road) - Black

Light Vegetation - White

Paved(road) - Red

Packed Dirt(road) - Green

Wash(road) - Yellow

Rocky - Blue





How to use it:



Select a surface type to ‘paint’ with in the “Surface Type” list box by clicking the down arrow. Then, select one of the brushes in the bottom-right corner and paint over the area in the map where you want the surface type to change. You can also select a selection box by clicking in the last button to the right of the last brush. By clicking and dragging over a map you can automatically select the size of the area that you want covered with the new surface type.





About the Friction, Rolling Resistance, Roughness and Visual Quality integer boxes: these are attributes directly related to each surface type, and they may be changed if needed. However, it is not recommended to do so, and if at all, it should be done in small increments. 



DDR/sec integer box allows you to select how many damage points per second a vehicle takes when driving over specific surface types.



The “Paint Cliff” and “Erase Cliff” radio-buttons allow the user to paint or erase the cliff-bits that the AI vehicles will ‘see’ when driving in the sim. Basically, by ‘painting’ in cliff bits the user can prevent the AI from driving into certain areas of the map.



How to use:



Select the “Paint Cliff” radio-button and click on the “Repaint” button below it. This will display the cliff-bits in the map. Select a brush and proceed to paint over the map where you would like to place the cliff-bits. 

To ‘erase’ cliff-bits, select the “Erase Cliff” radio-button, select one of the brushes and proceed to erase the desired cliff-bits.



Note: To turn off the cliff-bits and return to the surface quality view, make sure that neither one of the “Paint Cliff” or “Erase Cliff” radio-buttons are selected, then click on “Repaint”. 



�Edit: Road Toolbox � EMBED PBrush  ��� - allows user to lay down roads of different types.



� EMBED PBrush  ���



The first button allows you to lay down straight roads. Just select it, click a point in the map where you want it to start and drag it until it is the length you desire.



Note:  It is very important to lay straight roads up to the edges of intersection objects, otherwise there will be gaps in between the road and the intersection in the sim. It is  a good idea to place short straight roads off an intersection and then connect curved lines to the end of the protruding straight lines. Make sure the curve adjustment line coming off of the curved road points in the same direction as the straight road it's connected to, otherwise you'll get messed up pavement at the connection of the straight and curved roads.





The second button allows you to lay down curved roads. Just select it, click a point in the map where you want it to start and drag it until it is the length you desire. This button works in conjunction with the fourth button in order to achieve curving roads. 



The third button allows you to move road segments. Select this button, click on a road segment’s extremity, then move it around.



Note: When road segments are laid down too close to each other, they have a tendency to ‘snap’ together. To avoid this problem, just hold down the Control key (Ctrl) while laying the road segment down or moving road segments around the map. This also allows for more precise placement of these segments.





The fourth button is the Bezier curve adjustment tool. Click on a previously placed curved road end and start to drag out until you achieve the desired curve in your road.



Note: When attaching road segments together, make sure that the Bezier lines line up, otherwise you may have gaps in the roads where they connect in the sim. 





The fifth button allows you to delete road segments. Select this button, then click on a road segment’s extremity to delete it.



Note: If you're trying to delete a road segment that is connected at both ends, use the third button (move) while pressing the Control key to break the road away and then use the fifth button(delete) to delete the road.











The list box allows you to select the type of road you want to lay down. Click on the down arrow and select the road type from the following list:



Paved (Highway)

Unpaved (Dirt Road)

Riverbed (Wash)



Note: To change the type of a road (without deleting and replacing it), use the move tool to move the road a  bit (this will select the road), and then change the road type in the list box to whatever type of road you desire. 





The “2 Lanes” and “4 Lanes” radio-buttons allow you to select how many lanes you want a placed road segment to have. 



Note: Only the “2 Lane” option is enabled at this time. 



�Edit: Object Toolbox � EMBED PBrush  ��� - allows the user to place down objects in a map.



� EMBED PBrush  ���



The first button allows you to lay down a new object. Select this button, and place the object in the map.



Note: NEVER lay down a new object without first having selected another object first. When you select an object already created, you will duplicate it. If you don't have an object selected prior to placing a new object, under certain conditions the new object will contain garbage ascii code. If you ever place down an object that contains such garbage code, delete it immediately! 

The only exception to placing  a new object without selecting one first is if it's the first object you will place in a new map. Otherwise, try to spawn every object off of another already existing object and then modify its attributes. 





The second button allows you to move a placed object. Select this button, then click on an object in a map to move it around. Click again to place it down.



Note: Occasionally, moving an object between grid zones will cause the object to change sizes, become corrupt, and might eventually crash the tool. Be aware of this, and save often!





The third button allows you to rotate an object to change the direction it is facing in the sim. Select this button, click on an object that you want to rotate, and move the mouse left and right to rotate it.



Note: When placing down an object, you will notice that it has a slit. The access point to move or rotate an object is at the bottom-left corner opposite to the slit’s side in the object.





The fourth button allows you to delete objects. Select this button and click on a placed object to delete it.



The “dist-X/length” and the “dist-Z” edit boxes allow you to enter the respective lengths and widths of an object. 



The “Object Label” edit box allows you give an object a label (name) that is useful when referencing it in AI scripting.



The “Object Class File” edit box is where you put down the filename of the physical object called up in the world by the sim.



The “Object Class ID” list box is where you specify what kind of object type you are laying down. You must select from the following list: 



Structure 1

Structure 2

Sign

Scrounge

Terrain

Gate

Ramp

Bridge

Paved Intersections

Unpaved Intersections

Other Intersections

Parking Lots





The “Stringed Objects” tools at the bottom of the toolbox are used for objects you might want to be placed sequentially, such as fences, rails, posts, etc.:



The first button is used to lay down stringed objects in a straight line. Just select it, click a point in the map where you want it to start and drag it until it is the length you desire.



The second button is used to lay down stringed objects in a curve. Just select it, click a point in the map where you want it to start and drag it until it is the length you desire. It is used in conjunction with the fourth button.



The third button is used to move a segment of stringed objects. Select it, click on a stringed object segment’s extremity and move it around.



The fourth button is the Bezier curve adjustment tool. Click on a previously placed curved stringed object segment and start to drag out until you achieve the desired curve in your segement.



The fifth button is used to delete a segment of stringed objects. Select it and click on a stringed object segment’s extremity to delete it. 

�Edit: Vehicle Toolbox � EMBED PBrush  ��� - allows the user to place down vehicles in a map.



� EMBED PBrush  ���



The first button allows you to lay down a new vehicle. Select this button, and place the vehicle on the map.



Note: NEVER lay down a new vehicle without first having selected another vehicle  first. When you select a vehicle already created, you will duplicate it. If you don't have a vehicle selected prior to placing a new vehicle, under certain conditions the new vehicle will contain garbage ascii code. If you ever place down a vehicle that contains such garbage code, delete it immediately! 

The only exception to placing a new vehicle without selecting one first is if it's the first vehicle you will place in a new map. Otherwise, try to spawn every new vehicle off of another already existing vehicle and then modify its attributes. 





The second button allows you to move a placed vehicle. Select this button, then click on a vehicle in a map to move it around. Click again to place it down.



Note: Occasionally, moving a vehicle between grid zones will cause the vehicle to become corrupt, and might eventually crash the tool. Be aware of this, and save often!





The third button allows you to rotate a vehicle to change the direction it is facing in the sim. Select this button, click on a vehicle that you want to rotate, and move the mouse left and right to rotate it.



Note: When placing down a vehicle, you will notice that it has a slit. The access point to move or rotate a vehicle is at the bottom-left corner opposite to the slit’s side in the vehicle.





The fourth button allows you to delete a vehicle. Select this button and click on a placed vehicle to delete it.



The “Vehicle Label” edit box allows you to give a vehicle a label (name) that is useful when referencing it in AI scripting.



The “Vehicle Class File” edit box is where you put down the filename of the physical vehicle called up in the world by the sim.



The “Team Affiliation” list box is where you specify how you want to group the vehicles you are laying down. You must select from the following list:



Neutral

Team 1

Team 2…and so on





The “Vehicle Type” list box is where you specify the type of a vehicle. You must select from the following list:



Car 

Helicopter

Artillery

 

Note: If you select the wrong type for a vehicle you are laying down (putting down a car and making it a ‘Helicopter’ type, for example), might end up crashing the sim.





The “Vehicle Control Source” radio-buttons allow you to specify a car as being computer-controlled or player-controlled. Select “User Control” for player-controlled vehicles or “AI Control” for computer-controlled vehicles.

�Edit: World Definitions Toolbox � EMBED PBrush  ��� - allows the user to set the World Definitions for a map.



� EMBED PBrush  ���



The "Level Description" edit box is where you give your map a label (name). This is also the name that appears in the shell for multiplayer maps.



The following are the file formats that need to be entered in each appropriate field so that the sim can properly read these attributes:



“Intro Movie Name” - *.SMK



“Outro Movie Name” - *.SMK



“Palette File” - *.ACT



“Luma Table” - *.LUM



“Xlucency Table 1” - *.TBL



“Objectives File” - *.NPT



“Sky Texture” - *.MAP



“Scrounge Texture” - *.SDF



“Surface Texture” - *.MAP



“Level Map” - *.MAP



“Horizon Def File” - *.HZD



When using the mission editor, the horizon maps are called out as follows:



Software Missions



P01 = P01.HZD

P02 = P02.HZD

P03 = P03.HZD

P04 = P04.HZD



and so on…



Hardware Missions



P01 = P01_16.HZD

P02 = P02_16.HZD

P03 = P03_16.HZD

P04 = P04_16.HZD



and so on…



The multi-player missions use the same horizons created for the scenarios.  So, when editing a multi-player map, you need to call out P01_16.HZD, P05.HZD or whichever horizon fits your need.





Note: You can’t type into the fields directly. You must first click on ‘Browse’, and then type in the correct filenames in the following input field.





The “Music Track” edit box is where you specify what track number you want to be played from the CD. Just type in the number of the desired track.



The “Time of Day” edit box is where you specify what time of day the map uses in conjunction with the mission palette. They are mutually dependent and must match.



The “Far Clip Dist” edit box is where you set the farthest clipping distance for a particular map (in meters). The standard used is set at 600 meters. Other values can be used and experimented with, but do so at your own risk. 





Delete Grid Zone � EMBED PBrush  ���  - this will allow you to delete a grid zone. Click on [OK] in the following dialog box that pops up to confirm that you want to delete the zone. All objects, vehicles, elevation points, surfaces, and terrain changes in that zone will be deleted.



Note: Always remember to save a map before making any major changes, just in case you regret what you have done!



�General Notes and Tips



The tool will not ask you if you want to save your current mission (if you have been editing one) when you open a mission, create a new mission, or exit. Be sure to save often, and save multiple versions if possible!



Make sure that the mission maps are exported to the Missions folder under the main I’76 game directory. The sim can only “see” maps that have been placed in this folder.



Sometimes buttons, even though depressed, might not perform their function. If a function you are using seems not to be working, de-select the function’s button and re-select it. This might solve the problem.



There is no undo. Therefore, be careful when making crucial map changes. Make sure you have a current version of the map you are working on saved! 

Sometimes, after rendering a map, elevations over the grid lines will be irregular and not consistent with the rest of the terrain. You can see this happen in the terrain’s topographical display. The “Release Render” supposedly fixes this, but use it at your own risk.

�



QUICK GUIDE TO

MULTIPLAYER MAP 

CREATION



Combat Maps



Still created the same way that I’76 multiplayer maps were. The following rules still apply:



The regen bunker is still an object: ANBUNKR1 (Structure1)

Spawn points are still vehicle types of  “Class File” SPAWN (leave “Vehicle Label” blank, Team Affiliation “Neutral”, Type “Car” and select “AI Control”).





Race Maps



“Ghost” vehicles are used as checkpoints in I’76 in order for laps to be counted. 



Put down a vehicle wherever you want a checkpoint to be.

Leave “Vehicle Label” blank.

 In “Class File”, name your first checkpoint “CHECK1”. The second checkpoint, “CHECK2”, and so on. You can have as many or as few checkpoint as you want; it all depends on how forgiving you want the race to be and allow players to take shortcuts, etc. Just make sure you always have AT LEAST 2 checkpoints, that “CHECK1” is always the first one in order AND that subsequent checkpoints follow the numerical order…in other words, DO NOT place “CHECK1” and then “CHECK3”, etc. This will prevent the game from counting laps. As a general rule, if you have 6 checkpoints for example, they should be numbered from 1 through 6. The game will then know how many checkpoints you placed, and will only count a lap once you have gone through all of them and then back to number 1.

Team affiliation is “Neutral”.

Type is “Car”.

Select “AI Control”.

Save and Export.



Important Note: You should always try to place the checkpoint about SIX(6) pixel squares in front of the actual location that you need the checkpoint to work. This is a known bug, but it won’t get fixed. Don’t tell us we didn’t warn you. 





Capture-the-Flag Maps



The following objects/vehicles need to be placed in order to create CTF missions (“ghost” vehicles are used as re-spawn points, and objects are used for the base and flag units; consult the object database list for additional information):



Red Team Tower Object: BHWTOWR2 (Structure1)

Red Team Flag: A1FLAG1 (Structure1)

Red Spawn #: 1



Green Team Tower Object: BHWTOWR3 (Structure1)

Green Team Flag: A1FLAG2 (Structure1)

Green Spawn #: 2



Purple Team Tower Object: BHWTOWR4 (Structure1)

Purple Team Flag: A1FLAG3 (Structure1)

Purple Spawn #: 3



Black Team Tower Object: BHWTOWR5 (Structure1)

Black Team Flag: A1FLAG4 (Structure1)

Black Spawn #: 4





Put down a vehicle wherever you want a team’s re-spawn location to be (usually next to its own base).

Leave “Vehicle Label” blank.

 In “Class File”, name it “#SPAWN1”, “#SPAWN2”, “#SPAWN3” or “#SPAWN4” (depending on the team’s color).

Team affiliation is “Neutral”.

Type is “Car”.

Select “AI Control”.

Proceed to place the appropriate team color’s control base and flag objects.

Save and Export.





General Rule:



ALWAYS start building a CTF map with the Green and Red team bases and flags, only THEN add Purple and finally the Black team. This order MUST be followed in order for the map to work properly within the game. If you skip Red and Green and use the other colors, you do so at your own risk. Example: 2 player CTF should use Red and Green. 3 player CTF should use Red, Green & Purple. 4 player CTF should use all colors (duh!).



  



Exporting MP Maps



When exporting multiplayer maps, the I’76 Tool user should pay attention to export two versions of the SAME map: an 8-bit and a 16-bit version, using the appropriate World Definitions for each version in the tool (see appropriate charts). These versions should be exported into two different folders (an 8-bit and a 16-bit one), as they will each need to have the same exported filename! In other words, in the following case:



RACING_8.I76 (8-bit map name) should be exported into an 8-bit folder as RACING.MSN.   

RACING_16.I76 (16-bit map name) should be exported into a 16-bit folder as RACING.MSN.



This will help maintain your collection of maps organized and avoid confusion. Keep in mind that other players that want to play your created map will need BOTH versions (8-bit and 16-bit) in order to be able to join your game.



				

***IMPORTANT



AFTER EXPORTING A MP MAP



After exporting multiplayer maps and in order to make them readable by the game, the user will have to rename the .MSN extension for both 8-bit and 16-bit files according to the following rules:



If the multiplayer map is to be used as a Race map, the .MSN extension should be renamed as .RAC.



If the multiplayer map is to be used as a Combat map, the .MSN extension should be renamed as .CBT.



If the multiplayer map is to be used as a 2 player Capture-the-Flag map, the .MSN extension should be renamed as .CF2.



If the multiplayer map is to be used as a 3 player Capture-the-Flag map, the .MSN extension should be renamed as .CF3.



If the multiplayer map is to be used as a 4 player Capture-the-Flag map, the .MSN extension should be renamed as .CF4.



These exported files should then be placed in their respective folders (MISS8 or MISS16) under the main Game folder, along with their respective .TER files.



CONVERTING OLD I'76 USER CREATED MAPS



If you want to convert an old I'76 user created map so it's compatible with the I'76 Arsenal, simply open the map using the new editor, change any world defs, etc. you want, re-export, then rename the .msn file with the proper extension, which should be .cbt given that only combat maps existed before the Arsenal was released.
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