Americats Army Mission Editor Manual

Introduction

This manual is areference guide to the functions of the Americad Army game Coalition
Editor. It will coverthe functions of each of the sections and buttons in the Coalition
Editor. To learn to build maps for tiemericats Army game please refer to the Dusk

and Border tutorials.

The most useful reference for the Editor williigo://udn.epicgames.canThere is
much more detailed information on level building and Unreakld Editors.

Startup

The main sections of the editor are the Drop Menu, General Editor fundfiditay,
Mode and Buildingunctions, the Viewports, and the Editor settings.



Drop Menu Options

File Edit WYiew Brush Buld Tools Help

The drop menu is at the top of the screen. Its maiiossare:

File: Saving and opening files.

Edit: Undo and Redo, Search for Actors, Cut, Copy and Paste, Delete, Duplicate
and Selection options.

View: Open Log window, Show browsers for various types of Objects, Properties
for Actors, Surfaces and Levelnd Viewport configuration.

Brush: Working with the current Builder Brush, Add and Subtract brush, Add
special brush types.

Build: Various build options to play the level, rebuild different parts of the level
for testing, or build the whole level.

Tools: Tools to Scale Lights, edit Particles, check map for errors, etc.

Help: Tip of the Day option, link ttd DN T the Unreal Developer Network site

that has very detailed information on map building and editing

You may use these functishere or in otheparts of the interface as buttons.



General Editor Functions

The general editor functions mirror many of the functions in the drop down menu.

Map File Functions

New Map- Create a new map. It will close the current open map.
Open Map- Open arexisting map. It will close the current open map.

Save Maf Save the current open map.

Undo and Redo buttons

(Al BE)

Undoi Undo your last action, also Gizl.

Redoi Redo your last undo, also Gl

Search for Actor button

Search for Actor brings up the search for actor window.

Search for Actors

- Names Filer

Cameral :I Marne ; I Select
Camerall Fllasz
Camerald Event I

Camerals
Cameralb
Cameral ¥ Clags:
Camera2
Cameraz2
CameraZ3
Camerazd Ctrl-Left click to pick multiple entries, selecting none
Camerazs and clicking select will select all displayed entries.
Camerad Double left click to pick one entry from list.
Camerad

Camerab
DefaultPhysicsolumed
Lewvellnfal -

Tag:




Browser Buttons

These buttons bring up the browser windows for different types of objects.

Actor Browsefi Browser for Actor Classes.

Group Browsei Browser for User defined groups.

Music Browseifi Not used.

SoundBrowseri Browser for Sounds.

Texture Browser Browser for Textures.

Mesh Browsei Browser for Vertex Meshes.

Prefab Browser Not used

Static Mesh Browsér Browser for Static Mesh objects.
Animation Browseii Browser for Characters and Animations.

Actor Browser

* Textures 7 ) =] P

File Edit Yiew Tools Filter "InUse" Filter

Textures 'Actor Classesl Meshesl Animationsl Static Meshesl Prefabsl Gmupsl Soundsl Music I

B S|HE| =T «|»]

Ful  |inUse| MRU |

l T_AA2 Characters

B
_!I All lArch LI

Filter : |




Group Browser

o

Edit  Wiew

Te:-:turesl Actar Elassesl Meshesl .-’-\-.nimatin:nnsl Static Meshesl Prefabs Groups |Sn:nunu:|s| Muszic I

B D] &

Sound Browser

o

File Edit Wiew

Te:-:turesl Actar Elassesl Meshesl .-’-'-.nimatin:nnsl Static Meshesl F'refal:nsl Groups Sounds I hLizic I

2 2(d & »[e| u

|5_tn2_titorme

=]
Al " Parachute j

arachuteflutterning
parachuteopen [1, 16, 22050]
paratrooperhitzgroundl  [1. 16, 22060]
paratrooperhitzground?  [1. 16, 22050]
paratrooperhitzground3 1, 16, 22060]
paratrooperhitzgroundd  [1, 16, 22060]




Texture Browser

|* Textures : -|D|§j
File Edit Yiew Tools Filter “InUse"Filter
Textures IAclor Classesl Meshesl Animalionsl Static Meshesl Plefabs] Groupsl Soundsl Music |
2| =(d| S5 «|»

Ful |inUse| MRU |

|T_442_Foliage

_!J All I branches

'

|» LefLel

2 ERANCHES _FALMFRO)

NDS_B-FE [1 PASS]

L]

Filter : |

Mesh Browser

w

!
* Meshes 10| =|
Vi

Te:-tturesl Actor Classes  Meshes |.-’-‘mimatinns| Static Meshesl F'refabsl Grnupsl Snundsl b Lizic I

& vl




Static Mesh Browser

ol

File Edit Check View Collision Tools

Textures | Actor Classes | Meshes | Animations ~ Static Meshes IPrefabsI Groups | Sounds | Music |

& B(6| B DIH| 5

|M_&2 Vehicles ~|

_!| Al |[BMP1 k4

*M_ARZ_VEHICLES.EBMF-1 .BMF-1_STATIC

Materials s -
UseVertesColor False
UseSimpleKarmaColli... ' True _'J

Animation Browser

* Animations -0l x|

Eile Wiew Edit Mesh Animation

Te:-tturesl Actor Elassesl Meshes  Animations | Static Meshesl Prefabsl Groupsl Soundsl Muzic I

+ o = =g
2| (B[ey w ot |t ] | @005k | el |0 (o | )] e 7
Package Iﬂ_M2_EharactersEiv j
Mesh |Soldiet_Infanty_ClassB =l animation Get |~ ALL_LINKED || Sort by Group -
Sequences sart I u Idownl Fii AR D IERHM_IMFAR p———

[SOLDIE : . FRAME

B_RunFwMa[21] 3 == Sequence I Motify
B_Stdha [ 287 ]
B_'wikFwha [ 42 ] Prefs
BH_Crew_Golntra [ 91 ] Bone Properties
BH_Crew Goloop [ 18] tesh
BH_Crewldle [ 847 ]
BH_Gunner[ 12401 - "
BH_Gunner2 [ 1103 ]
BH_Filot [ 300 + Alta...
CiwSitCalmd [ 213
CivS tCalme [ 213 ] Call
Clipboard idie [ 142 ] + Imp...
Cliptas#alk [ 45]
CrhaTdRE [ 2] + LOD
CrhBkGnFr [ 38 ] + Mesh
CrhFwGnFr[ 33 ]
CrhGrFr[ 70] -l i | LI
CrhkilBack [54] s ./ |




Actor and Surface Properties

These buttons bring up the properties of the currently select actarstr surface.

Actor Properties

’
-

RandomSound Properties x|
+ Ohbject AI
|— Sound |

—Ambients ound Mone

—bEnabled True

—bFull/alume Falze

—bPlayerLocal Falze

—eoneFilker SOUMDZ0OME_Marmal

—fhd axF epeat 25.000000

—IhinFepesat 10. 000000

—tySound Sound'S_AS2 Amb_Mizc.weaponzambience Distant_M1E_burst’

—ophionalSource Maone

-5 oundE mitkers

—5ound0 ccluzion OCCLUSIOM_Defaul

—SoundPitch B4

—5oundR adiuz 1000 000000

—5S oundyolume 100

—T ranzients oundF adius A00.000000 TR

—TranzientS oundy alume 0.200000 LI

Surface Properties

-

* 1 Surface: T_aAZ_Brick.Wwall.brkZ_wall_stucco_b ﬂ

Flags IF'aanh:uthu:aIeI .-’-'-.Iignmentl Statz I AGP Surface Flags

[T Irwisible
[ Two Sided
[T Special Lit
I~ Uniit

[ Fake BEackdiop
™ Minar

[ Poral

[ Anti-Partal

[T Delete Frojectiles

Note: The texture applied to the surface is in the title bar of the window.




Build Level Buttons
Ko AN N

These buttons control various elements of building your map. If you need to rebuild to
test aly lighting or moving a brush, you can build only that type of object.

Build Geometry

Use this to build the map when you have made geometry changes, adding brushes,
moving volumes, subtracting new spaces, etc.

Build Lighting

Use this to build allighting for the level.

Build Changed Lighting

=9

Use this to build only the lights that have changed or are new to the level.
Build Paths

Use to build all paths. Generally not used in this version.

Build Changed Paths

Use to build only paths th&dave changed. Generally not used in this version.

Build All

Use to build the entire level and all objects based on settings in Build Options.



Build Options

* Build Options x|

Optians | Stats |

Configuration: IDefauIt j Save | Qeletel

¥ Geometry
[T Only Rebuid Yisible &ctors?

¥ BSP
O ptirnization
£ Lame
" Good
& Optimal

/

kdinimize Cuts 15 Balance Tree

P
|grore Portals ) Partalz Cut All

v Lighting
Farmat : IDKTS j [ Dither?
[T Save az BMP?

¥ Define Paths
Only Buid Changed |

¥ Beport Errors?

These settings affect how your level is built. Generally, the default settingseMiitih

If your map has speed problems, you may wish to adjust the BSP settings to try to get
better performance. If you deselect any of these sections they will not be rebuilt using
the build all button.

Play Map Button

This will play your map in avindow. A quick way to see your level run and test
changes.



Editor Mode and Building Functions

Camera Mode

e

General camera mode, can move camera freely in viewports with ctrl key and mouse
buttons.

Edit Vertices Mode

*,

Mode to make vertex editeasier.

Scale Brush Mode

-

Select a brush, then select this mode to scale it. Use ctrl key and mouse buttons to scale
brush smaller or larger.

Brush Rotate Mode

<

Select a brush and then this mode to enable rotating a brush on all 3 axes.



TexturePan Mode

4
T

3

This allows you to pan a texture along the surface of a brush in the 3D viewport.

Texture Rotate Mode
‘5

’ ]

‘\-A

!

This allows you to rotate a texture on the surface of a brush in the 3D viewport.

Brush Clipping Mode
A

-

/

Not used. See UDN for more info

Freehand Polygon Drawing Mode

Freeform editing mode that allows you to draw the outline of the shape you want and
then extrude it into 3D.

Face Drag Mode
7 |

Select the face of a brusind stretch it using ctrl key and mouse buttons.

Terrain EditingMode

Opens the terrain editor. See tutorials for more information on editing terrain.

Matinee Editor Mode

Generally not used. See UDN for more info.



Builder Brush Shapes

These buttons create various builder brush shdpash has propertieslated to its
shape. Select the type of brush, then select the red builder brush shape and select Actor
properties.

Cube
x
Froperties Build
—Height 286, 000000
—width 256000000 Llsz
—Breadth 286, 000000
Y allT hickneszs 16. 000000
—Groupt ame Cube
—H allauws Falze
—T ezzellated Falze

Used to create rectangular or square shapes.



Ground Spiral Staircase

x
Froperties Euild
—lnnerR adius 240
[ tepHeight i Llose
—Stepifidth 2056
—angle0fCurve a0
—MumSteps 4
—&ddT oFirstStep 1]
—Girouph ame CStair
—CounterClockwize Falze

Used to create a spiral staircase that is solid framdp step to the ground.

Floating Spiral Staircase

x
Froperties Build
—lnnerR adius B
Stepwidh 256 Lloez
—StepHeight 16
—StepThickness 32
—MumStepzPer3sl g
—MumSteps g
—Groupt ame Spiral
—5lopedCeiling True
—5lopedF loor Falze
—CounterClockwize Falze

Used to create a spiral staircase with steps that are only as thick as the step thickness
setting that rise up from the ground.



Staircase

LinearStairBuilder

Used to create a straight staircase.

BSP Terrain

TerrainBuilder

Usdl to create a bspased terrain patch, that may be edited in the vertice editing mode.



Sheet
SheetBuilder

Used to create a flat sheet based around the selected axis.

Cylinder
CylinderBuilder

Used to create cylindrical bsp objects.



Cone

ConeBuilder

Used to create conical bsp objects.

Sphere

TetrahedronBuilder

=

Used to create smooth spherical objects. High number of polygons.



Volumetric Shape

YolumetricBuilder

=
—
—

Used to create volumetric lepolygon objects, like card trees or fire.



Subtract, Add, Volume and Mesh Objects

Add Button

Adds a bsp shape baksen the current Builder Brush.

Subtract Button

Subtracts a bsp shape based on the current Builder Brush.

Intersect Button

This alters the shape of your builder brush to fit it inside any bsp geometry it may
intersect.

Delntersect Button

This alters the shape of your builder brush to keep it outside of any bsp geometry it may
be intersecting.



Add Special Brush Button
This creates a special brush such as arpamtal. See the tutorials for info on anti
portals.

Add Static Mesh Button

This adds a static mesh based on the currently selected static mesh in the static mesh
browser.

Add Mover Brush Button

This adds a move object based on the currently selected static mesh in the static mesh
browser. The type of mover object maydadected by rightlicking on the Add Mover
button.

Add Anti-Portal Brush Button
Used to add an anpiortal. See tutorials for more info on aptrtals.

Add Volume Button

Used to add a game volume type to map. See tutorials for more infon@wvgéumes.



Selection and Camera Buttons

Show Selected Actors Button

-
\"J

This will hide any actors that are currently unselected.

Hide Selected Actors Button

This will hide any actors that are currently selected.

Show All Actors Button

This will show all actors( unhide them ).

Invert Selection Button

This will unselect any selected actors, and select all the unselected.



Change Camera Speed Button

p—w

Changes the camera movement speed, 3 settings, slow, medium, fast.

Align Cameras Button

o

)

This aligns the cameras in all viewports to the currently selected actor.

Copy Builder Brush to Selected Polygon Button

This will create a Builder Brush that is the same shape and size of the currently selected
bsp object.



Editor Setting Buttons

These buttons affect the settings for the viewport and provide information about object
selection.

Show Terrain Button

Use to show terrain in the current viewport.

Show Fog Button

Use to show fog in the current viewport.

Lock Selections Butio

Turn on to disable object selection, to ensure your current selection stays selected or to
disable selecting of any new object.

Toggle Vertex Snap Button
r

Turn on to have vertices snap to nearest grid point.

Toggle Drag Grid and Grid Size

When on, objects move to nearest grid point, based on the current grid size.



Toggle Rotation Grid

When on, rotated objects snap to nearest rotational unit in 64 unit increments.
Approximately 5.625 degrees per rotation.

Selection Counter

Show the nmber of currently selected objects.

DrawScale3D

Allows you to change the draw scale of the selected object in X, Y and Z. Values of 1.0
are the value of a normal sized object. 0.5 for each would make-fibalf 2.0 for each
would double the size



Viewports

Each viewport may be changed to whichever setting or view youTike.default
configuration will have a topgown view, a front view, a side view and a 3D perspective
view. You may change the configuration under the View menu.

Yiewport Configuration il

Configuratian
d 0

[ o
DD I:":":l [] |:| Cancel
! I ‘ .E | ‘ e |

Realtme Preview

Turns on some realtime views of systems such as particle systems.

Top View

A 2D top-down view.

Front View

A 2D front view.

Side View
K]}

A 2D Side view.



Perspective

A wireframe view.

Texture Usage

A view with no lighting. BSP brushes are rendered with the same color. Static meshes
are rendered with textures.

BSP Cuts

A view that shows where the engine has made BSP cuts. An area with a large number of
cuts may need to be simplified or modified to improve performance

Textured

A view with textures applied but no lighting. Allows you to see texture alignments
without lighting and shadowing hindering your view.

Lighting Only

A view that shows how much light a particular area is receiving. Black is thédidgwst
white is the most light.

Dynamic Light

A view that is closest to how the level will look in the game engine at runtime. This is
not dynamic lighting, however, to see dynamic lighting also, turn on the Realtime
Preview.




Zone/Portal

A view that shows how a level is divided up into Zones and Portals. Each Zone is its
own color.

Depth Complexity

This view shows the levels of overdraw from a viewpoint. Green is the least amount of
overdraw and the fastest. Red is the most amount of rawehd the slowest. A useful
view to optimize your level.

Lock To Selected Actor

Locks this view to the selected actor so that is will now move.
Show Large Vertices

A view to show brushes with large amounts of vertices that could affect parfoem



The following views apply to a viewport that is not in a 2D Front, Top or Side view.

Default Perspective

Sets the perspective to be the standard 3D perspective.

Orthogonal Top

Sets the perspective to be #dpwn but still a 3D view.

Orthogonal Front

Sets the perspective to be from the front, but still a 3D view.

Orthogonal Side

Sets the perspective to be from the side, but still a 3D view.



