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Overview

The purpose of this document is to provide all the information needed to configure and start using the level-editing tool WorldCraft to generate interior shapes for use with Starsiege: Tribes.  

This document is intended for those who have a working knowledge of WorldCraft.  If you are new to level editing, or WorldCraft, then any of the following excellent web sites can assist you:


http://halflife.gamedesign.net/
http://www.planetquake.com/worldcraft/
http://www.halflife.net/hec/
Troubleshooting

· If you encounter the error message:

Windows gave the error message:

“The operation completed successfully.”

When attempting to run your map, then try removing and then adding the command back into the list of commands.

· If a shape appears to have been exported incorrectly, try loading the exported .map file back into WorldCraft to check for differences.  WorldCraft does not always export to the .map file format correctly.  (Seems to occur mainly after vertex editing.) 

Getting WorldCraft

WorldCraft was included with Valve Software’s game Half-Life.  The newest version of WorldCraft (2.1) was recently made available for public download.  The following Half-Life editing sites have links to the full install:


http://halflife.gamedesign.net/
http://www.halflife.net/workshop/
Installing Tribes WorldCraft Tools

The Tribes WorldCraft Tools archive should be unzipped into its own directory – be sure that you preserve the subdirectory structure as well.  

IMPORTANT:

 These tools require that the ‘bin’ subdirectory be included in your systems path.  

For Win95, this is done through your ‘autoexec.bat’ file.  You will want to edit your path statement to include the ‘bin’ subdirectory.


Ex:  path = c:\windows;c:\mousetools


Becomes: path = c:\windows;c:\mousetools;c:\wctools\bin

For WinNT, you access your path by right-clicking ‘My Computer’, select ‘Properties’ then the ‘Environment’ tab.  Locate the system variable and add the ‘bin’ directory there.


Configuring WorldCraft

You will want to add a new game configuration for Tribes.  The ‘Game Configurations’ window can be found under ‘Tools/Options’ from the WorldCraft menu.  Following are each of the tabs and the settings that are affected by this setup:
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Game Configurations Tab


Game Data File:


The game data file contains all the entity information needed for WorldCraft to work with Tribes.  It is located in the base directory where you installed the Tribes WorldCraft tools.  It is important to only have ‘tribes.fgd’ added to this list.


Default PointEnity class:


This is the default entity that is created with the entity creation tool in WorldCraft.  The most common light entity ‘light_omni’ should be selected here.


Game Directory:


Set this to the ‘bin’ directory where you installed the Tribes WorldCraft tools.


RMF Directory:


Set this to the ‘maps’ directory where you installed the Tribes WorldCraft tools. If you do not set this to the ‘maps’ directory, the tools will fail to process your maps.


Palette File:


You should use the default palette that came with WorldCraft.  
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Textures Tab


The Tribes tools archive came with one wad texture file, ‘human1.wad’, for use with WorldCraft.  It is located in the ‘art’ subdirectory where you installed the Tribes WorldCraft tools.


Refer to the section ‘Adding Textures’ on adding, or modifying, the textures used in WorldCraft.
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Build Programs Tab

Here you setup the locations of the programs used during the build process.


BSP program:

Set this to the program ‘map2zvl.exe’ located in your bin directory where you placed the Tribes WorldCraft tools.


LIGHTING program:

Set this to the program ‘zedshape.exe’ located in your bin directory where you placed the Tribes WorldCraft tools.

Build Options

These options are concerned with the build process of your map.  To access these options you will want to ‘Run’ your map, this is located under the WorldCraft ‘File’ menu.  You will then need to enter the ‘Expert’ options.

We will be creating a new configuration for Tribes here.  You can create a new configuration by clicking on the ‘Edit’ button beside the Configurations dropdown.  

WorldCraft will automatically convert any ‘rmf’ (WorldCraft specific format) to a ‘map’ file prior to any of these steps being invoked.

You select the command for each step by clicking the ‘Cmds’ button.  Following are snapshots and commands for each of the build steps:
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Change Directory $path


This command simply sets the current directory to the directory which the map exists in.  Make sure to place your maps in the Tribes WorldCraft tools ‘maps’ subdirectory. 
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$bsp_exe $file.$exe %file.zvl


This command runs the tool ‘map2zvl.exe’ on the map file you are working on. It exports the file as a zvl in your maps directory.  It is important to ensure that the file ‘$file.zvl’ is produced with this step.


If your working map is named ‘test.map’, then the file ‘test.zvl’ will be generated in your ‘maps’ subdirectory.
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$light_exe $file.zvl


This command runs the tool ‘zedshape.exe’ on the zvl file produced in the previous step.  This command will generate an interior volume that can be added into Tribes.  It is important to ensure that the file ‘$file.div’ is produced with this step.


If your working map is named ‘test.map’, then the file ‘test.div’ will be generated in your ‘maps’ subdirectory.


For adding interiors into the Tribes game, please refer to the section ‘Adding Tribes Interiors’.
Adding Textures


There are two Half-Life utility files that you will need to download in order to process your art into WAD files.  These files, glumpy.exe and makels.exe, must be placed in the ‘bin’ directory.  They are distributed in a Half-Life tools kit which you can find links to at the following web sites:


http://halflife.gamedesign.net/
http://www.halflife.net/workshop/
There are two batch files in the art subdirectory to assist you in adding your own texture set to WorldCraft and Tribes.  First, you will want to create a subdirectory in the art folder and place all your source art into it.  


NOTE:

· All source art should be in 24bit  Windows BMP format

· Any bitmap with over 15characters in the base name will be rejected when creating the WAD file

· Any bitmap whose width, or height, is not a multiple of 16 will be rejected when creating a WAD file.

· Certain special characters in the base name of your bitmaps will cause the WAD creation to fail.

Following are the steps you should follow in order to create both types of files.  If you wish to customize the process, please refer to the batch files ‘make_vol.bat’ and ‘make_wad.bat’.

To create a WAD file for use in WorldCraft:

· You will need to go to the command prompt and change directories into the art subfolder

· Now invoke the batch file ‘make_wad’ with the directory name to your source art as the single argument.

Ex: make_wad human1
Will create the file ‘human1.wad’
· Your wad file will now be located in the ‘art’ subdirectory, and can be added to WorldCraft.  See section ‘Configuring WorldCraft’ for instructions on this procedure.

To create a VOL file for use in Tribes:

· You will need to go to the command prompt and change directories into the art subfolder

· Now invoke the batch file ‘make_vol’ with the directory name to your source art as the single argument.

Ex: make_vol myart
- Will create the file ‘myart.vol’
· Your volume file will now be located in the ‘art’ subdirectory, and can be added to Tribes.  The remaining steps describe the process of adding a volume to Tribes.

· Copy this volume file to the ‘base’ folder where you installed Tribes

NOTE:
if you copy over an existing volume/file in this directory you will most likely render Tribes unusable.

· Launch Tribes and start your mission

· Enter the mission editor

· Enter the object list screen (F3) and select Mission/Volume

· Enter this volumes filename into the dialog box

· After reloading the game, you can place shapes that depend on these textures.

Adding Tribes Interiors

The ‘div’ files produced from WorldCraft are now ready to be added in the game.  If you are unfamiliar with using the Tribes mission editor, there is a mission editor tutorial available in the following Tribes tools archive:

http://www.tribesplayers.com/tribesplayers/download/TribesTools.zip
Here are the steps necessary to add a div file into the game:

· copy the div file to the Tribes base directory

· Launch Tribes and start a mission

· Enter the mission editor

· Go to the console, and execute the following command:

missionRegDis(MyShapes, test);

Where ‘MyShapes’  refers to the name of an object category, if the name does not exist then a new category is created.  And ‘Base’ refers to the base name of the div file you are bringing into the game.  This statement will add the shape ‘test.div’ into the category MyShapes.

· You can now select your shape from the ObjectList (F3 from the mission editor).

These steps assume that you have no custom textures in your shape.  If you do have custom textures, please refer to the section ‘Adding Textures’. 

Creating Multi-Detailed Shapes

It is not possible to generate multiple detailed shapes within WorldCraft.  To do so, you will have to run the conversion utility from the DOS command line. To add multiple shape details please do the following:

· Setup the map properties for each of your shape details so that each has a unique, and sequential, detail number. Set the ‘Minimum pixels for Detail’ property for each detail. Refer to the section ‘Map Properties’ for help on this.

· Export each of you details to .map files. 

· Run ‘map2zvl’ with each of the map filenames as arguments, followed by the shape volume output name.

Ex: map2zvl test1.map test2.map shape.zvl 
· Now run ‘zedshape’ with the base name of the zvl file, this will produce a div file which can be added to Tribes.

Ex: zedshape shape

· You will now need to follow the directions from the ZED documentation on processing this file to generate a usable shape file. These are the same files that are exported by ZED.

Map Properties

These properties can be accessed under ‘Map/Map properties…’ from the WorldCraft menu.  If you have used the program Zed to produce interiors for Tribes, then these settings should already be familiar to you.

WorldCraft 2.0 has a bug that causes the default properties of entities to not be saved. This can cause problems with the tools. If you click on an entity field it will be saved correctly.

Following is a list of the properties that are important, the others should remain unchanged:

Key
Description

Shape’s Detail Index
The detail index for this shape.  Shapes can have multiple detail levels which are selected by the engine at runtime.  Please refer to the section ‘Creating Multi-Detailed Shapes’.

Minimum pixels for detail
Projected pixel width for detail selection.

Geometry scale
The scale factor for the entire shape.

Ambient color
The color to apply to every surface in the shape.

Entities

Following is an overview of the entities that are supported in Tribes.  A few things that should be considered:

· Falloff’s for the stock lights are linear falloff values.  The first falloff, falloff1, is the distance from the light that is still at full intensity.  The second falloff value, falloff2, is the distance that the light intensity falls to 0.

· Animated lights must have a unique name.  Every detail level must contain the same named lights.

· WorldCraft 2.0 has a bug that causes the default properties of entities to not be saved. This can cause problems with the tools. If you click on an entity field it will be saved correctly.

· You should use the stock light emitters whenever possible, especially for single state point or spotlights.

light


This entity, along with light_emitter_point and light_emitter_spot, is used to define a multi-state light for use in Tribes.  By default, the light entity contains only one state.  To define more states, you must create new keys in the format ‘state#_duration’ and ‘state#_color’ for each of the states you wish to add.  The position of this entity in the world is not used – the light is emitted from one of the light_emitter entities.

Flags
Description

Auto start
Check this to make the light start animating at mission start.

Loop to end frame
Check this to have the light automatically loop to the end frame.

Random frame
Check this to have the light select a state randomly.

Manage by editor
Not currently used.

Key
Description

Name
The name of this light. Each emitter requires a ‘light entity’ as a target, which is referenced through this name.

State0_duration
Duration of the first state. For multiple states, add additional key names in the following format: ‘state#_duration’ where # is the light state index.

State0_color
Color for this state. Syntax is the same as ‘state#_duration’.

light_emitter_point


This entity describes a single point emitter state for a light entity.  The ‘Target light’ key must be set to the name of the light this emitter is associated with.  Also, the ‘State Index’ key must reference an existing state in the light entity.

Key
Description

Target light
The value from the ‘name’ field in your target light. All emitters must have this set.

State Index
Which state of your light this emitter is referencing.

Falloff type
You should select linear falloff.

Falloff1
Inner falloff value when using linear falloffs. 

Falloff2
Outer falloff value when using linear falloffs.

Falloff3
Not used by linear falloffs.

light_emitter_spot


This entity describes a single spot emitter state for a light entity.  The ‘Target light’ key must be set to the name of the light this emitter is associated with.  Also, the ‘State Index’ key must reference an existing state in the light entity.

Key
Description

Target light
The value from the ‘name’ field in your target light. All emitters must have this set.

State Index
Which state of your light this emitter is referencing.

Falloff type
You should select linear falloff.

Falloff1
Inner falloff value when using linear falloffs. 

Falloff2
Outer falloff value when using linear falloffs.

Falloff3
Not used by linear falloffs.

Direction
Direction vector for the spotlight.

Inner angle
The inner angle (radians) at which intensity is full.

Outer angle
The outer angle (radians) when the intensity of the light falls to 0.

Stock lights:


The following entities are used to support stock lights.  These light entities are converted to the light, light_emitter_point and light_emitter_spot entities at build time.  They are included to make it easier to place common light types.  You will have to use the light/emitter entities to describe more complex lights.

target


This entity is used as a target for another entity, light_spot for example.  The stock light entities that require targets must reference a target entity, you cannot reference other entity types.

Key
Description

Name
The reference name for this entity.

light_omni


This is a simple point light.

Key
Description

Color
The color emitted from this light

Falloff1
The inner falloff.  

Falloff2
The outer falloff.

light_spot


This is a simple spotlight.  The ‘target’ key is used to reference a target entity, which is the position that this spotlight points towards.  

Key
Description

Target
The target entity for determining direction of the spotlight.

Color
The color emitted from this light.

Falloff1
The inner falloff.

Falloff2
The outer falloff.

Distance1
Inner cone falloff distance.

Distance2
Outer cone falloff distance

light_strobe


Simple strobe light which alternates between two color states.  This is an animated light, which requires the ‘name’ to be set.

Key
Description

Name
Required name.

Speed
The speed to strobe. 

Color1
The first color

Color2
Second color.

Falloff1
Inner falloff distance.

Falloff2
Outer falloff distance

light_pulse


Simple pulse-light which transitions between two color states.  This is an animated light, which requires the ‘name’ to be set.

Key
Description

Name
Required name.

Speed
The speed to strobe. 

Color1
The first color

Color2
Second color.

Falloff1
Inner falloff distance.

Falloff2
Outer falloff distance

light_pulse2


A more advanced pulse-light.  There are 4 stages to this light.  Stages 1 and 4 use color1, while stages 2 and 3 use color2. This is an animated light, which requires the ‘name’ to be set.

Key
Description

Name
Required name.

Color1
The first color

Color2
Second color.

Attack
The time (in seconds) to transition between color2 and color1.

Sustain1
The time (in seconds) to keep the light emitting color1.

Decay
The time (in seconds) to transition between color1 and color2.

Sustain2
The time (in seconds) to keep the light emitting color2.

Falloff1
Inner falloff distance.

Falloff2
Outer falloff distance

light_flicker


A flickering light, which randomly chooses one of 5 color states. This is an animated light, which requires the ‘name’ to be set.

Key
Description

Name
Required name.

Speed
The speed to strobe. 

Color1
The first color (default white)

Color2->5
Other colors (default black)

Falloff1
Inner falloff distance.

Falloff2
Outer falloff distance

light_runway


Runway lights.  Target refers to the end position of the lights.  Set steps to the number of equal distance light positions to have between this entity and the target entity.  This is an animated light, which requires the ‘name’ to be set.

Key
Description

Name
Required name.

Target
Name of entity ‘target’ which is used as a positional reference.

Speed
Speed of the traveling light.

Color
The emitted color

Pingpong
Yes/no – if set, will pingpong the lights.  Otherwise, they will loop.

Steps
Number of lights to have between this and the end target.

Falloff1
Inner falloff distance.

Falloff2
Outer falloff distance

  Testing your shape in Tribes

In the ‘misc’ subdirectory there contains some files that can help you to get WorldCraft to drop shapes directly into the game for testing.

· Copy the file ‘console.cs’ to your base Tribes executable directory.  This file adds a new switch to the command-line for Tribes:

-loadshape <name> <x> <y> <z>

name – base name of the interior .div file you wish to load

x y z – location to place the interior on mission load

ex:
tribes.exe –host test –loadshape myshape 0 0 0

This will load in the mission ‘test.mis’ and assign myshape as the shape to load.  Only the mission ‘test.mis’ uses the command line ‘loadshape’ information.

· Copy the test mission files (test.mis, test.ted, and test.dsc) into your ‘missions’ directory of Tribes.

· ‘Test.mis’ adds the commands to load in a shape that is specified from the Tribes command-line.

· If you have custom art, you will need to create an art volume with all of your processed art.  You can use the ‘make_vol.bat’ to generate this volume.  By default, all of your art will be mapped to the human1 palette.  You then need to copy this art volume into the ‘base’ Tribes directory as ‘testArt.vol’.
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Add the new run map configuration for this process.  The last three steps differ from the other configuration.

· Make sure that you have setup the game directory in the ‘tools/options/build programs’ tab.  $gamedir should reference your Tribes directory.  You will also need to set the game executable, located in the ‘tools/options/game configurations’ tab, to ‘tribes.exe’ in your Tribes directory.

Following are the last three steps from the run-map command list:

· Fourth step:

Command: Copy file

Parameters: $file.div $gamedir\base\$file.div

· Fifth step:

Command: Change Directory

Parameters: $gamedir

· Sixth step:

Command: Game program

Parameters: -host test –loadshape $file 0 0 0

