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DESIGN A MAP
OPEN THE MAP EDITOR

The Map Editor Window opens with TOOLS window and Minimap on top.

(If you can’t see TOOLS window, Right Click TOOLS on Editor top menu.)

> 5 . — e i
€5 [Test Mission] - Map Editor — - =

Files View Mode Tools | Help
nl - ~wm’ pE NYNEFREE%ZY SRR S oaEl

‘HA By RE%E | wpie

FPS: 0.53 none Pick: None Plyer (1) |[Units: -174 / 4iEpoch: 0

On the TOOLS window, CIicAAP. This is where map creation tools will be found.
Clicking on MAP reveals more menus: LAYERS, DECALS, OBJECTS and SPLINES.
Clicking on LAYERS will rotate RELIEF, COLORING, BLENDING, GRASS menus.

Clicking DECALS, OBJECTS, SPLINES brings up folders.

The TOOLS MENU is from where most Map and Mission activity will take place.

Once you have applied a ground texture like Grass, and made a Save, the minimap
will show the ground texture. Details on the minimap refresh after saving your mission.



SUDDEN STRIKE 3 MAP EDITOR GUIDE

1. Open the Editor NOTE: In editor, use CONTROL with

. . Left, Right Mouse buttons and Wheel.
2. Select New SP or MP Mission Left =Scroll / Right = Rotate / Wheel = Zoom

3. Give it new name: FIRST MAP You can also Zoom and Click using Minimap.

&5 Map Editor =lerrs

Files View Mode Tools Help |
ny l:‘ I: Tools x
— gl . = ! 3 Map |22 i
o reief | By - & -]

Brushes

Diameter 20.0

Weight (1 ——n———— 10
() Change (Up/down)
(® Flattening

Mission Name: | RIS Level -

@ single player (O Multiplayer O campaign
Properties lnweight ———— . .~ X34
Mepsize - T : . Initial patch type
@ Land
Ground level ————([——— © o

0K Cancel

FPS: 1324.23 none Pick: Mg 3 Epoch: O

4. CLICK HERE until you see LAYERS. Double Click this box and LAYERS
menu pops up. Setest.a Grass Texture for Ground. \This is your base layer .

£ [Your First Mission] - Map Eito- I ===
Files  View Mode Tools Help !
Jfu B N YNEFRBEEY ® 50 EE 7 . :

i Map |2 i
» s Layers B Decals e o 4
= Brushes
‘ Diameter 200

= Wieight =————— , &, 8
= e |
Sodl Mode (3 Replace (O Additive

Name  Base Layer
k| i [¥] Passabilty e [
-] Texture Terrain type  Grass - [ Mo pasaran

i . Layers Up [ Down | [ Add

- | rass

Base Layer
= ] arass_bright_01.dds T

|| arass_bright_0z.dds

a || arass _bright_03.dds
. || orass_faded_01.dds
s ] || arass_faded_02.dds
=Y || orass_faded_03.dds
i i arass sunhurnt 01.dds

S Texture rotate
I Blendsize =
IE‘ Bendwidth =——1lh—————,
.
R s b Epoch: 0 [ Hilight [[] show layers on patches

5. SAVE the game as “FIRST MAP” and the Mini Map will load.
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TEXTURES

ADD more textures by Clicking ADD and selecting different textures

L R T VT WEETEE E IS . .

i Map |22 1ission | §
Blavm‘h- | e Objects | g 5 4
Brushes
& & }H
Diameter 20.0
..... WETy 81

Mode (3) Replace (T ueitiye

e popene: S &

Fasaaly Fade [ 1= v T v v T f - . 0
Terrain type - [] Mo pasaran

- Layers Up | Down | | Add
grass_sunburnt_01.dds 2 _ L I

Base Layer
S b 02 e .

Ng_sunburnt_03.dds

ass_sand_01.dds

|
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P Texture rotate
Bendsize ———

Bendwidth —— (lh——W

ETETI T TEE

FPS: 184.54 |[none |Epoch: @ [ Hiight [ Show layers on patches

Open EDITOR ACTIONS Menu here. It has an UNDO button to undo actions.

Teols
i Map | i

f Layers| B F | B < | il Surf|

Brushes

==

Show Objects

E‘ Cast Shadow

r_i Show Wireframe

Show Boxes

Diameter 0.0

Show Paths Wieight =————— , &, 8

Show Visibilig Mode (3 Replace (O Additive

Show Zonfs Bl —————— = M

Show Yfaypoints e
Layers Up Down Add

Showy/ Groups - Base Layer
Grass
Sand

fhow Units under FOW

EFETT T T

Show Unit ranges

Files
Actions

EFETLEET

Dialogs
Editor Modes
Draw Modes
Behaviours
Log

FPS: 2.93 Epoch: o [ Hiight [ Show layers on patches
——

Practice with the Brush by selecting the added layers and brushing on the map.
Change weight and diameter to see effect. You can also select different brush styles.
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CHANGE TERRAIN

CLICK on LAYERS symbol until you see RELIEF symbol. Now, you can use the Brush
to Raise the terraimerlower it. In the toolbox you see FLATTENING checked and Level
indicator set at 0. Move the-indicator to 3 and use your brush on\the map to see effect.
Try Different settings of weight and-brush diameter to see effect.

%5 [our First Mission] - Wap Editor * el S |
Files View Mode Tools Help ||
X

J“Hﬂﬂ@_h@“ﬂﬂhhﬂ(‘qaﬁmav:’Ju Tools

B Map |2 s
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EFETLITET

FPS: 235.94 none Pick: 5.9, 7.9, -370.0 Player (1) Units: 0 / 4000/ Epoch: 0

TO CREATE WATER - Change the Level indicator to negative (-1,-2,-3-,4, etc.) then use
brush on map. Change brush size and weight to see changes in effect.
&5 Your First Mission] - Map Editor

Files View Mode Tools Help

Jfd@Ep HNYUEFRAEZ? *ARER . =124 %R

O =

Tools
& Map |22 |3
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Brushes
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‘

FPS: 179.91 none Pick: 544, 1.1, 471.2__|Player (1) _|[Units: 0 / 4000 Epoch: 0
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ADD 3D GRASS

Go to MAP/GRASS on TOOLS. Select GRASS . Or select EDIT GRASS on Editor menu.
Try different types and sizes to see effect.

_* [New mission] - Map Editor
Files View Mode Tools Help

2 BEpE = 2% El|E

Tools
& Map |22

[ W orass [

Brushes

Diameter 0.0

Mgt == e e 25

(®) Place/Remove
O Caloring

Grasssize — ., v . . . . . . . 28

Avalable grass
|| grass_03.ard -
|| grass_05.qrd
|| grass_dry_01.grd =
|| grass_dry_02.grd
|| grass_iwojima.ard
|| grass_Losidze_0L.ard =
|| grass_Losidze_02.ard
|| grass_Losidze_02_2.grd
|| grass_Losidze_03.ard -
|| grass_small_03.ard
|| grass_small_04.ard
|| newgrass_test.ard
|| newgrass_test_01.rd
newgrass_test_03_01.grd 5

LR T T ET IO

FPS: 68.94 none [Pick: 8.6, 3.0, 16.3 [Pleyer (1) |[Units: ewy E | iRemoe Reload
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ADDING TEXTURES

In the Layers Menu, select a texture to add to the edges of water or cliffs. Use
the Brush to “paint” the texture on areas. Change brush size/weight to see effects.

Use ADD to find more textures. Textures\from Stones file look good for rocky areas
around water and cliffs. You can find PRE-SIZED brushes here.

—

Fles View Mode Tools Help

Brushes I
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a

| Diameter
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Weght ———————1{F— a1

Mode (3 Replace (O Additive

AE R e
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| o | Down || add
Base Layer

Grass

Layer

N : T

EE

Layer 2
Asphalt
Layer 3
Grass, No pasaran

[ Hiight [] show layers on patches

EFETTITTT

Experiment with different textures. If you want a “painted” area to be unpassable by
units, such as a swamp or rock area, CLICK NO PASSARAN on this menu. |

[€5 [Your First Mission] - Map Editor M

Files View Mode Tools Help

SECEOCNET T T PRI TT WE

g |[f Tools
‘%EEEEMED@ | |
.‘WLayErs‘n. 2l | Objects | g Spines | Surf| \:

| Brushes
-
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| weght —————————— @

| Mode (@) Replace (O Additive

Layers Up [ Down | [ Add ]

Base Layer
Grass
Layer 0
Sand

| Layer 1

% Stones

Asphalt

ET T FEEIDRAD

Name  Layer 3

<
~Y
Passability

Texture Terrain type  Grass - FrepEaran

[ 5[] concrete_03.dds 1=

| concrete_04.dds

| concrete_05.dds

7] oravel.dds

| aravel_01.dds m ; £ b 2T AL .

7] rocks_01.dds - |[Pick: 30.3, 3.0, 57.7 |Player (1) |lUnits: |Epoch: o [ Hiisht [ Show layers on patches
rocks 02,dd L =
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ADDING OBJECTS AND DECALS

On the Tools menu, select OBJECTS or DECALS. You will see a menu of files.
DOUBLE CLICK Houses.

Select “Place Only” on Tools. Select a house and Right Click on map. Open other
menus and find okjects to put on map (trees, tanks, etc.) .

Select “Normal” when you finish placing objects. If you want to delete an object,
Select object or group of wbjects and Press DELETE on your keyboard..

Make sure these View Boxes\are open.

€5 [Your First Mission] - M3 Editor J I

Files View Mode Tools Help

Jfd@EE L YNErhBERE 9=

053

Tools
Hi Map | i

S -]

e Objects| %

Player for namgits  Player

- |, Effects
F- | Mobile
B Objects

. airfields

a6 1 R ¥

. ammo_hoxes
| Bridges
] %1 |, Churches

Fences
Flora
Fortifications
Houses
Country
| 1ficors
| 2foors
3fioors

| aroup_dorm_house_02.dsc
" aroup_dorm_house_03.dsc
" aroup_dorm_house_04.dsc
N
" aroup_residence_house_05.d:
aroup_residence_house_08.d

1

i
Random rmnun\h Grid snapping
Mode (& Normal O Place anly

Multiple objects

EFETLITET

] »

Preview

Save list

Load list

FPS: 221.59

none

Pick: 76.9, 3.0, -229.3

Player (1)

Units: 0 / 4000/ Epoch: 0

Add

Add folder

Remove

Clear
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VISIBILITY AND FIRE RANGE OF UNITS -

Once you have placed a unit on map, you can click SHOW RANGES to see Visibilty
Range and firing range. Click on unit or units first. (Mak;/sﬁre Object tool is on Normal).

Fles View Mode Tools Help

I BEl N VSEFRREAEZ9 25D R

i Map |5 bission| &
" I -] 'tomem\;‘

Player for new units Player =
D — bn=
=] American ~ n —
| || m10_wohverine.dsc ERE
" m18_jelicat.dsc
" magllpershing.dsc
" e jackson.dsc F
m3al_stuart.dsc E
(@8 m721_sherman. dsc| u [
m4al sherman calli ™ ]
157 < ] » i
" [¥] Random gétation ] Grid snapping
Mode () Normal O Place only -~
"‘ Multiple objects e
& 1 lew
)t
] oxa
G
=
Load list
u Add || Add folder | Remove Clear
.

| Pick: 235.1, 3.0, 428.6 | Phayer (1) |[Units: 1 / 4000]Epach: 0

When you see yellow circles, unit is selected. COPY/PASTE by using CNTR C, CNTR V.
The smaller circle, wheR selected, enables the unit to be rotated.

Files View Mode Tools Help

Tools «
388 Map |2 bission | § I | l
N2 @B \m 1

R Loyers | B Decals s Objects | 8 Jia v |

Player for new units Player b =

e Bl A T =

m10_wolverine.dsc !
|| mi0_y ntist
" m18_hellcat.dsc =] |

| m26_pershing.dsc

| m36_jackson.dsc F
Mo |

' m3al_stuart.dsc 4 E

|| ma1_sherman.dsc u
m4al sherman cali ™

] r »

PR .
Random rotation [ Grid snapping —|
Mode () Normal O Place only -~

Multiple objects Previen |
ey B

)t
exa

J4

Load It
add | Add folder | Remeve Clear

ETETITEITE

BT

FPS: 106.98 | [mal_sherman.dsc (23, "MAAL medium tnk’), (Plyer) | Pick: 75.0, 4.0, 4104 |Phayer (1) _|[Units: 1/ 4000]Epach: 0
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Copy and Paste OBJECTS and DECALS

Here is a Group of tanks selected which can be copied, pasted or moved.
To delete, hit Delete on keyboard.

"';_:iles View Mode Tools Help .TEDEEDI:Aaplﬁ on | A | >‘:l
D @SR NV YNEFRBEZY RO RER . = e EER v ne comEo [l
ol 7 Player for new units  Player - =

American =
|| m10_wolverine.dsc
| m18_hellcat.dsc

| m26_pershing.dsc

| m35_jackson.dsc

| m3lee.dsc E
| m3al_stuart.dse | —
| m4a1_sherman.dsc

IS

CIEICIEIENFID
1

T

ks
"

Add || Add folder || Remove Clear

i m4al sherman call
) <[ i ] foiie)
"1 Random rotation  [] Grid snapping
Mode () Normal () Place only ]
‘. Mltiple objects rzras |
& ) lew
‘* 51
B fea
g
ave list
= Save li
Load list
o |
.

FPS: 79.55 |m18_hellcat.dsc (101, "M18 Hellcat"), (Player) | pick: 51.3, 4.0, -395.5 Plyer (1) |Units: -36 / 401 Epoch: 0

Tanks copied and pasted . Use Copy/Paste of keyboard or use CLONE function.
(Select Object -Right Click on Object).

_ ! Tools x
|| Fles wiew Mode Took Help FH Maplg on| & |

Dfd@Ep N VNEFRBEEZY RIRER . = e | e | @ el s Ot g spines v |

7 Player for new units  Player - =
D — bn=
B 1) American = =
m10_wolverine.dsc
fie] mi0_y ntist
" m18_hellcat.dsc =] |
| m26_pershing.dsc
" m36_jacksen.dsc | |
' m3alstuartdse E
i || m4a1_sherman.dsc u [
; mAal sherman cali ™ .
i < i J v *| |
"1 Random rotation [ Grid snapping
Mode () Normal O Place only -~
ﬁ| Multiple objects Previen
= - B
“ i)t
] Jexa
G
- ave list
4+ S
Load list
u Add || Add folder | Remove Clear
.

FPS: 67.97 | Pick: 113.0, 3.8, 419.8 _|Phayer (1) |[Units: -36 / 401 Epach: 0

10
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USING SPLINE TO CREATE ROAD OR TRENCH

Click on Splines in Tools Menu. Click “Geometry” on menu. Open Roads file.
- —— \ 00) 3
Files View Mode Tools Help il |: i | l

2

Spline type: (&) Geometry () Objects

Profiles New Edit Reload | [P™=
fortifications B
rails
trench
= i
lew
o —
T - )t
Type | Mesh
a 2 exa
armn Scale 5 =
] Height 1 ]
- Interval 2 =
s |
m Change params
L ~ Mesh generation
4

| Aimeshes Visible only (fast) | Clear all

| Recalcuiate Invert

Show lines [7] Show hidden

FPS: 231.55 none Pick: 344.8, 3.0, -320.8_ |[Player (1) |Units: -36 / 401 Epoch: 0

Select a Road in menu. Press ALT key and Left Click several points to create road or
trench. Re-Select the road or trench or other. PRESS Visible Only in Tools.
| Fies | view Mode Toos Hep Twliﬂau|@ A i Xl

o mep NYNEFRBEEZ? R5DER . =28 % MR (v powo s |l

‘ Spline type: (3) Geometry () Objects =]
Profi New Edit Reload | (P22
= oad_asfalt_wide_01.prf - =
oad_asfalt_wide_snow.prf
frod oad_country.prF
& oad_country_02.prf
oad_country_02_small.prf ‘ ,'" I
oad_country_asfalt_passd2.prf
i oad_country_asfalt_snow.prf —
- country_bright.prf L
??; i S e L bl . |
— Paragters - (=
Unknown o
Scale 10 3 |
— lew
Height 0.1 3 |
Interval 2 = )
£Xa

Terrain relative
Zero endings

Change params

~ Mesh generation

| Al meshes Visible only (fast) | Clear all

| Recalaate Invert Copy params

Show lines [] Show hidden Paste params

L 3:_":

T N

FPS: 230.66 none Pick: 306.4, 3.0, -319.5 | [Player (1) Units: -36 / 401 Epoch: 0
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USING SPLINE TO CREATE ROAD OR TRENCH

The road appears! If you are making a long road, include several points so you
can adjust the road if necessary.

Fles View Mode Tools Help FH Maplg_@ on| i |

J2d @8 L YUEFRRERZ9 RIDER. SIS0 a% Lo s [l s R snas]. 4 >

Spline type: (3) Geometry () Objects

Profiles New Edit Reload | |P"=
= | I road_asfalt_wide_01.prf - =
road_asfalt_wide_snow.prf
frod road_country.prf
& road_country_02.prf
road_country_02_small.prf] ‘;‘
road_country_ssfalt_pass02.prf |
”'l road_country_asfalt_snow.prf —
- road_country_bright.prf
] S S s - |-
— Parameters - (=
Type | Simple =
Scale 10 = l
= lew
Height 0.1 3 |
Interval 1 ] )
£Xa

Terrain relative
Zero endings Change params

~ Mesh generation

T N

Almeshes | Visble only (fast) | Clearal
| Recalaate Invert Copy params

Show lines [7] Show hidden Paste params

FPS: 222.80 Pick: 327.1, 3.0, -351.3 _ |[Player (1) Units: -36 / 401 Epoch: 0

Change the Road by clicking on one of the points and pull road.
Then press Visible (Fast) and road will change.

Fles View Mode Tools Help T;;I;ﬂaulg_@ on| & | Xl
JodmEls NYNEFRBAEZY 2IDER . S I EWEER [voon e Fona o |

Spline type: (3) Geometry () Objects

Frofiles New Edit Reload | (P22
road_asfalt_wide_01.prf - |bad
road_asfalt_wide_snow.prf
road_country.prf
road_country_02.prf
road_country_02_small.prf ‘;‘
road_country_asfalt_pass02.prf E
road_country_asfalt_snow.prf —
road_country_bright.prf

— Parameters - (=

Type | Simple o
Scale 10 = |
p— flew

Height 0.1 T I

Interval 1 =2 )

exa

Terrain relative
Zero endings Change params

~ Mesh generation

Almeshes | Visble only (fast) | Clearal
| Recalaate Invert Copy params

=P IET

Show lines [7] Show hidden Paste params

Enx

FPS: 219.79 none Pick: 249.8, 3.0, -333.6 | Player (1) Units: -36 / 401 Epoch: 0
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Making a Trench

13

Create a trench using same procedures as road. Find Trenches in SPLINES Menu.
Use ALT-Right to click your points, then select item in menu. Then Click Visible Fast.

Files View Mode Tools Help

2 @ LHYSiEFN B

Tools X
i Map |#2 licsion | i Info | l
Z9 BORERD . = 5] LW E (R v B o s o |
Spline type: (&) Geometry () Objects

Profiles New Edit Reload
= trench A

Bli|@

i itist
B stair.prf P
B8 trench.orf
' trench_border_1024.prf
trench_congrete.prf el
trench_rimean.prf i
i trench_iwo_jima.prf EN |t
= trench_pesition_round.prf
&/ ettt - |-
Parameters =
Type | Trench
Scale 3
Height 1
Interval 3

Terrain relative
Zero endings Change params

Mesh generation

“Hl e 8

All meshes Visible only (fast) Clear all
Recalculate Invert Copy params
Show lines [ Show hidden Paste params

FPS: 212.79 |Inone | Pick: 315.4, 3.0, -385.9 _ |Phayer (1) |{Units: -36 / 401 Epoch: 0

Railway Tracks

Create railway track using same procedures as road. Open RAILS in SPLINES Menu.
£ Dewmision - wap it I N N WS N i)

Files View Mode Tools Help

oW @ s »- 2w 58 .= EMEER

ETETT LT T EEICRO0

FPS: 189.80 none j‘Pick: 27.1,3.0,-3.4 \Player (1) Units: Epoch: 0




SUDDEN STRIKE 3 MAP EDITOR GUIDE

USING SPLINES to add Fences and other objects.

14

Create a trench using same procedures as road. Find Trenches in SPLINES Menu.
Use ALT-Right to click your points, then select item in menu. Then Click Visible Fast.

P [New mission] - Map Editor (e

Files View Mode Tools Help

oy @ » Pwc e . SHEwE RR.

- % Spines| 4

Spline type: () Geometry (&) Objects

Objects Reload
|| group_wall_barbed_wire_02_debris_01.dsc
" roup_wall_barbed _wire_03.dsc
|| group_wall_barbed_wire_03_debris_01.dsc

| aroup_wal_barbed_wire_04.dsc

| aroup_wal_barbed_wire_04_debris_D1.dsc
| aroup_wal_barbed_wire_05.dsc

| aroup_wal_barbed_wire_06.dsc

| aroup_wal_bridk_wall_01.dsc

] aroup_wall_bridk_wall_01_debris_D1.dsc
| aroup_wall_bridk_wall_01_debris_D2.dsc
| group_wall_bridk_wall_01_debris_D3.dsc
| aroup_wall_bridk_wall_02.dsc

Parameters

Interval &
Hor. shift 0 .
Rotation

0°

ET LTI L T EEIL L

¢ place abjects

[] random angle Remove objects

Recalculate Invert | copy params

Show lines [] Show hidden

FPS: 210.69 [none [Pick: 3.4, 3.0, 6.1 [Pleyer (1) |[Units: Epoch: 0

ADDING AN AIR FIELD

Select Airfield in OBJECTS folder. Click PLACE. Airfields have Pre-set Splines for runway.
4 e miiont- vt I I N WS D ot

Files View Mode Tools Help

J2d B8P #~ 2%

. S ERE BR]

%9 B e Objects| % 4

Player for new units  Player

B, Objects

=) airfields
empty_airfield_01.dsc
european_airfield_01.dsc
european_airfield_02.dsc

ETFETT I T T TEININ D

. ammo_boxes
| Bridges

. Churches

. Fences

| Flora

| Fortifications
. Houses

| Industry

R L Municioals

[ Random rotation  [] Grid snapping
Player (1) |Units: 2 Mode (2 Normal (O Place only
Multinle ohiects

FPS: 135.48 none Pick: -34.8, 3.0, -149.5
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ADDING SHIPS

£ [New mission] - Map Editor GGG, T, 7 T S e e

| FEiles Tools  Help

J2 @ »-2%c 88

| S|

I

m =

View Mode

cols e Objects | Scines |

Player for new units  Player

B American

lem_6.dsc

levp.dsc

liberty.dsc

uss_henley.dsc
uss_henley_turret_120mm.dsc
uss_indiana.dsc
uss_indiana_turret_406mm_01.dsc
uss_indiana_turret_406mm_03.dsc
uss_north_carolina.dsc u
uss_north_carolina_turret_408mm_0:
uss_north_carolina_turret_408mm_0:
uss_north_carolina_turret_408mm_0:
uss_wasp.dsc

FIETL LN T K

LR LA LA LA AL AL AL AL

e
E
-

Ik i

[[] random rotation
Mode

[ Grid snapping
(= Normal () Place only

Multiple objects

Preview

Save list

Add folder

L8, T e 187

View Mode

DE2d @l ® w-2%c H8E

Took Help

Player for new units Player

) objects
sirfields
ammo_boxes
Bridges
Churches
Fences
Flora
Fortifications
Houses
Industry
Municipals
ports
0
|| port_smerican_landing_mirror.dsc
Shops
Stands

5
-
7
-
L+ |
2
b

O

Mode

.
Random

1iklibg
rotation

Multiple ob;

Grid snapping

& Normal O Place only

Preview

savelst |
loadlst |
Add folder Cear |

|lPlayer (1) jUhrﬁs: 0/ 4000/ Epo
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IMPORTING AN EXISTING MAP INTO EDITOR

Not all maps can be imported. Some are locked. You can import the MY WAY
Multi player map to the editor. Also the SICILY single player map.

Open the Editor. Select Load Mission.

[New mission] - n}iaE Editor
Files | View Mode Tools Help

_] MNew mission...

A VNEFRERZ SR ER

1 i‘ ~ Camera positions
‘

Tools B8
£ Vap | BB Misson 1 Info

Position = | Remove

‘,‘; Open mission...
OpdLoad 2 misson]p... >

H Save mission .

Save mission 3s...

Open saved game...

Save game...

Tools »

Purge undo

Batch prepare maps...

Preferences ...

Exit

T

ot assigned | Assign
Goto |

Center camera | Show position |

~ [ show celsinfo -

TerrainType | Mo pasaran

Passabilty

Heights ‘
Transparency [
Misc [

|Inone

FPS: 237.95

A Menu opens with SS3 maps. Maps in Yellow can be imported. Gray are locked.
Select MY WAY map. Click OK.

Files View Mode Tools Help

Jed@ep NYNEFRDEE%Z? 5D

‘ — Camera positions
'{‘

Tools x
5 Viap |28 Misson 1 Info

=R e

5]
e
-
-
-
2
2
b
o

Pasition - | Remave L
ot assigned Assign E
Goto st
| Centercamera | Showposition | b
i Open mission S O son i - B
Ve Dy TerrairType | No pasaran
[ Single missions is map can be fought by 2 to  playersTo wi... passabiity
£l i Multiplayer missions . = f
The Island of Abandoned Tan f
Eisenhammer Transparency |
Eiimination e —
Freakish
Greenland ik
Greenland 22
Loucelles (beta version) 1
My Way ik

Serpent’s Tail
Tongs
Two Junctions
[ Campaigns

| ——

Folder fmy_way

FPS: 230.88 |none

Units: -36 / 401|Epoch: 0
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IMPORTING AN EXISTING MAP INTO EDITOR

Now, the MY WAY map is in the Editor. SAVE it with new name (MY WAY TEST)

- Tools x
[my_way] - Map Editor "
- 8 10 |2 o o

J New mission... — Camera positions

Pasition - | Remove

.yl
= Open mission...

Files | View Mode Tools Help
VWOUEFRBERZ9 RSRDER

ot assigned Assign

Open recent mission...

Goto

u Save mission
| Centercamera | Show position

‘ Save mission 3s...

~ [ show cells info -
Open saved game...

Save game...[s3ve mission to another path

Tools

TerrainType | Mo pasaran

Passabilty |

Heights [

Purge undo
|| Transparency [

Batch prepare maps... |
| Misc [

Preferences ...

Exit

=Ty 1

[Pick: 466.2, 4.8, 14.7 |[player1 (1) |[Units: -36 / 40| Epoch: 0 |

Now, you can make changes or additions to this map. You can change textures,
Colors, and terrain, etc. You can also see scripts. Experiment.

P] - (v

=2 ap | BB Misson 4 Info

Toels x

Files  View M ools  Help

" . ~ Cameraposions
JEH. @g!‘ EREZ9=25D&ERA. = Al " - o]
E £ . A -~ : i T | hot assigned | Assign ‘
: | | (oo |
| centercamers | showposion |
- [ show cells info. -
‘ TerrsirType [ Mo pasaran

passabiity |
Heights I

Transparency [
Misc [

.0 Generate preview?

R

LT TN Tl

FPS: 29.67 |Inone [Pick: -283.7, 144, 406.1 ||playerl (1) |[Unfts: -36 / 40iEpoch: 0 |

e

—

CLICK YES FOR PREVIEW
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IMPORTING A PORTION OF A MAP

1. Create a NEW FOLDER named EXPORT1 in SS3 folder.
2. Open MY WAY TEST map into the Editor. Click EXPORT in top menu.

File Edit S € (MY WAY TEST MAP] - Map Editor

” [ B[ Fles vew Mode Toos Hep | I—
el D eNEED i
e et leeea i . - S ICamera positions
tion - [ Remove |
Map Preview [¥ Show patches 'c"f";’::rt e assigned | @

| sow |
Center camera | Show position }
[ show cells info
rainType | Na pasaran
= =
i | Esabiity |
‘!! | ights |
= Area
. psparency |
‘ Name = -
EIN" I
"& Size B
a Position 0 0 =
wn
i3 Orientation
ol I Fixed (4) T
)
o |
«

WragePlusd- [Map G.. | 17 ArcSoft PhotaStudio <« @ W) 1053 AM

The YELLOW BOX is the area you are exporting to EXPORT1. It can be moved and
re-sized. There are ‘handles” on corners and center of box. Move and re-size the

€5 [MY WAY TEST MAP] - Map Editor

A B Fie
I ™ || Fles view Mode Took Help TR L =
] DeuEes NN BEZY #SRER S o me i B
L
L4 D E.Export — [ Camera positions -
&_5 ] - ition - [ Remove |
= Map Preview [¥ Show patche! Update Map Preview ~Options - =
o~ i ] ] © Import % Export ecioned ﬂ
= Goto_|
= B D Center camera || Show positen !
= [] show cells info
EREE 1 -
E E 1? rainType | Mo pasaran
= | il Bsabiity |
21| b
- s ]
- = Name I
g o Size 402,869 ‘
AT 2 " Positon 269,257 |
F B g Orientation
L4 - I~ Fixed (4) e
=
=E |
‘

18
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IMPORTING A PORTION OF A MAP (continued)

1. Open “FIRST MAP” into the editor.

2. Click IMPORT on top menu.

3. In NAME box, open EXPORT1 file (in SS3 folder.)

4. MOVE YELLOW BOX to where you want to paste the objects on your map..

AEEIEA)

e

‘A BePeE B3

&5 [Vour First Mission] - Map Editor

Files View Mode Tools Help [Tools

Jed@EE DvNEFREEZ? BIRER = )8 i

& Import Area M=k |\Camera positions
tion
Map Preview ¥ show patches Update Map Preview Options -
assigned
@ Impart " Export
(Center camera Show position

[ 1 show cells info

-] Obects QiTime

sability

| fonts
sparency

)b

rea

Mame FS/C:/Progran Files (xa6)/| .
Size 65L=
Position ~ 269.259-2-| 322.295-%
Orientation
I~ Fixed (4) 0

All Map

I” Use heightorigin 0
¥ Auto scale height

¥ Auto scale object position
¥ Ocean relative

I Replace objects/splines
i

Close

It appears like magic:)

:’j‘ PagePl
I B File §

% i wpt]e

e

1.0
£ [our First Mission] - Map Editor = | El S

]
Tools x

AT T WEEE e

Camera positions

Files View Mode Tools Help

JedmEE L euEFNNE

Position

not assigned

Center camera Show position
[ show cells info
TerrainType

Passabiity
Heights

Transparency

Misc

P IET L PR T

19



SUDDEN STRIKE 3 MAP EDITOR GUIDE

IMPORTING A PORTION OF A MAP (continued)

To see
CLICK

File Edit E{}

7 ArcSoft PhotoStudio

roads, go to SPLINES menu on TOOLS.
VISIBLE (Fast) and Roads appear.

[Your First Mission] - Map Edit®

” [ @ Fles View Mode Tools Help

EFTETTI T T TED LA

Tools

x
Jed @ Y HUEFRRAEZ? RARER . S S =@ =
%9 B e ;Isp|.nes| 4
Spline type: (3) Geometry () Obyerts
Profil New Edit Reload
road_asfalt_snow.prf S

road_asfalt_wide.prf
road_asfalt_wide_01.prf
road_asfalt_wide_snow.prf
road_country.prf
road_country_02.prf
road_country_02_smal prf
road_country_asfalt_passo2.prf
SpET

N ot s e

n

Parameters
Type | Unknown
Scale 7
Height 0.2

[ECRECROS

Recalulate Invert

[[] show lines [] Show hidden

All Objects, Splines, Decals can be moved, copied, deleted.

L. PagePi

File | €5 Dour First Mission] - Map Editor -

e —

ETTETT I T EEIDRAO

Files View Mode Tools Help

Tools

J2d & e @ | & Map |2 i

s ] e Objects | 8

Player for new units  Player

Detonations
Effects
Mabile
Objects
Units

H-E-E-E-E

[[] Random rotation [ ] Grid snapping
Mode (3) Normal () Place only

Preview

Load list
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Mission Environment

Settings for Camera, Sun, Fog, Water and Light

e =

2 Your First Mission] - Map Editor

—

™

7
Files iew Mode Tools Help

I3 d BE e

Game bounds

Map border, m

i %8, Camera

— dE
= )

Distance (ground), m &0

Distance (ocean), m 60 = 130

10

Editor bounds
Vertical angle, deq

Distance, m
Map border, m

[] Extend Far Plane, x 8

Keep distance on move

Toels
£ Map |2 i

[ B e Objects | ¥

Player for new units  Player

Detonations
Effects
Mabile

&H-E-E-E-E

Objects
Units
Zoom, mfs 50 = B

Speeds

Move, mfs 50 Z| Rotate, deg/s 90
Visible area
Near plane, m 10

] Farplane,m 800 <) Field of View, deg 45

[[] random rotation
Mode

[] Grid snapping
() Normal () Place only

Multiple objects Preicw

‘HABPE 8E 9 S s

Save list

Load list

Add (| Add folder | Remove Clear

J|Fes: 127.80 none Pick: 342.7, 3.0, -16.2 | Player (1) |Units: Epach: 0

| 1}
Camera settings have a DEFAULT of 10 and 45 degrees. Some maps can be played
at 10-55, depending on map density. Changing the angle gives a slight increase in the
vertical view but dramatically reduces the FPS and could be unplayable by others with
minimal computer or graphic processor.

&5 [Your First Mission] - Map Editor

|

Files View Mode Tools Help

J2d @ B

.1

1
L " 3
Mode
s ' Loht | WM Foo | % & Tools
& Colors & Map |2 i
' Ambient Water specular * ) T ‘ A spine ﬁ
e/ [® 1 Detonations i
= o Effects I
1 Orientation Mobile
Objects
= Latitude (vert) Longitude (horz) Bt
. 4 o g
i 45°
e 1
2 '
il
it
[[] Random rotation [ ] Grid snapping
I u Mode () Normal () Place only ! i
E m . Multiple objects s :
. Sun Positions
Move Dials, Observe Screen ]
Save list
Load st

Add (| Add folder | Remove Clear

Default Revert

=. FPS: 130.55 none Pick: Mone |[Payer (1) Units: Epach: 0
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P: When working in Editor, Check “EXTEND FAR PLANE” on Environment Settings

and you will be able to see to the edge of map as you zoom out.

i £ [Your First Mission] - Map__ B
3

[ Files View Mode Tools Help 3

ny P = m ;

(P2 @@ L YUEFRERZ9RIRDERD . |~ %€ BR !

1 3 — x|
® ) ]
saz = |
=F »

%, Camera | =
EI-| Game bounds Editor bounds & Map |22 i
r | Vertcal angle, deg Vertical angle, deg Y —————— =
__‘ Distance {ground), m Distance, m
| P Player for new units Player
) Detonations
) Map border, m 0 E
Effects g
‘ Keep distance on move Mobile
5 Objects
B Speeds | Uniits L
. Move, mfs 50 Rotate, degfs 90 Zoom, mfs 'E
visible area
» Near plane, m 10 2l Farplane,m 800 =] Fieldof View, deg 45
5 §
|
[] random rotation  [] Grid snapping
| 1 Mode (3 Mormal () Place only | j
| T Multiple objects reew
4
Load st 1
Default
WlFes: 127.80 none Pick: 342.7, 3.0, -16.2 Plyer (1) | Units: Epoch: 0 ﬂ

N

lew mission] - Map Editor

FEiles

Jo W M P B

KA

7

S

EPETLEET

View Mode Tooks Help

= Z R E R

/L’oneigamﬂ;
iZ‘onéEéuneZ/

FPS: 75.61 none Pick: 140.5, 3.0, 270.5 USA (1) Units: Epoch: 0

22
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SINGLE PLAYER SCRIPTS

This section will show you various commonly used scripts in Single Player missions.

Since all maps and missions are unique, you will have to apply your own variables to
the scripts.

The format gives you an example of “what you want to do” and then shows the script format
that you would use. “IF this happens, DO this action.”

Example; If the player’s total number of units falls below 30, send him ReinforcementX

Script:  if number of alls lost by player=30
Spawn reinforcementX for player, assign to group

{13

|31€% INew mission] - Map Editor "G, - ¥ L %
Fles View Mode Tools Help
~ o = =
JSE BEE ~ Pwue mEE. S ERE ER]
= Mission scripts =] )
frod Seripts: Sortby: None - Statements: Parameters: Varidbles stz Add Delete
@ hewsape | vent, dear ~ [Erent
- i, 5 m—
2 ReinforcementX ~
Delete vent, set upon timeout
] Group [7] [plaver
@.' Message spawn
A Multiplayer selectable [ true
= Objectives T
| Other
: Player |= move to group [false
E'i Seript cargo group Name:
& - Spawn cargo selectable [ true .
f s Value:
stom multiplayer spawn e
jush spawn 3
a inforcement, multiplayer ) - : xS
= spread radius o| Eventslist: A Delete
- | L
it Name: ...spawn unit - | reinforcement L
1 New Script F] , g =
Time out (epoch): 10 Change Desaription:  5pawn a reinforcement. Ta call this script, you must =
IE‘ have at least one reinforcement attached to the
Start time (epoch): 0 mission (see Tools/Reinforcements) 1
.
periodic script  [[] don't generate lua-code
Mame: 3
Saript text: Search
ol Preset names list: Add Delete b
J if mmber of alls lost by "Player” = 30 ... |
[Fpawn "ReinforcementX” for ", assign to group ')
end b
—
———
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BASIC SCRIPTING TUTORIAL

This tutorial is designed to show a new player how to use the MapEditor to
make a Basic Script for a Multi player and a Single Player game.

All maps and missions are unique and come from the imagination of the map
creator, so it is only possible to show you how to use the Map Editor as a tool.

Map and mission creation take a lot of time and planning. You are making a map
and mission that others will play and this can be very rewarding if other players
like your map and mission.

Maps and missions can be small or large and with simple or complex scripting.
This depends on what you do in creating your game and the extent that you
understand the scripting process.

If you are new to this, allow yourself some time to read and understand how the
Editor works. Once you become familiar with using it as a tool, you will begin to
see the potential of what you can do with it. It is a powerful tool.

This tutorial is provides basic information about getting started. More advanced
Scripting info will be available as additional chapters are added to the tutorial.
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Scripting a Single Player Game

Once you have created a map and a mission, you can use scripting to instruct the computer
to take actions based on certain conditions.

In single player, the “Enemy” is a computer, the Player is human. The player

can see, hear, and think while playing. The computer (enemy) relies on
information received from ZONES, WAYPOINTS, CONDITIONS via SCRIPTS to
take actions based on the Player’s actions.

SEQUENCE OF PROCEDURES TO CREATE A SCRIPTED MISSION (SINGLE PLAYER)

- Create Map and Mission

- Place units on map (Player and Enemy)

- Open Map Editor, Select new mission

- Create Reinforcements

- Establish Zones and Waypoints on map

- Create Groups and Assign units to Groups
- Set Parameters of Units

- Script your mission

- Test your scripts using GO on Editor Menu.

Before scripting your mission. you should understand the following:
ZONES

The map has a grid. Click SHOW ZONES on left menu. Zones are areas that act as
sensors or destinations and are used to give the computer instructions.

To ADD ZONES, go to MISSION/ZONES and click ADD, then click zones on map.
Zones can consist of one or more squares. They are numbered Zone0, Zone1, etc.

WAYPOINTS

Waypoints designate routes to be taken by units, destination points, or target marks.
Click SHOW WAYPOINTS on left menu.

To ADD WAYPOINTS, go to MISSION/WAYPOINTS. Click ADD, then use ALT-LEFT
to click points on map. Waypoints are numbered Waypoint0, Waypoint1, etc.
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GROUPS

Groups can be one unit or many. A group can consist of soldiers, tanks or other
Units. You can have many Groups. Groups can be used in scripting your mission.

To ADD GROUPS - First, you determine which units you want to be in a certain Group.
On your map, using MAP/OBJECTS, select the units you want to be a group. Right Click
And ASSIGN to a Group or create a NEW Group. Groups are numbered Group0, Group1,
Group3, etc. You can also first go to MISSION/GROUPS and add groups.

Establish the BEHAVIOR Parameters of the Groups at MISSIONGROUPS.

Be sure to establish if the Group and Units in the Group are Player or Enemy.

REINFORCEMENTS

Before scripting, you should set up Reinforcements. These will be additional
Units to be sent into the game based on certain Conditions and Parameters
that you establish in your script.

To CREATE REINFORCEMENTS, click REINFORCEMENTS top of Editor.

Click ADD. “Reinforcements” appears. Open the OBJECTS folder until you reach
Soldiers. Double click on some soldiers or others and they will appear as part of the
“‘Reinforcements” folder. Change the name to “ReinforcementsX” for this example.
(You can name It anything you like such as “USMARINECompany)”.
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The Scripting Editor

The four areas of Editor used for Basic Scripting.

Mission scripts

- —— 3 - — -

Scripts: Sortby: None v Statements: Parameters:

_ i

Delete

Name:
New Script

Time out (e : Description:

Search

s of your scripts will show in this box. Click NEW to start new script. Give it a

at reminds you what the script will do. GroupMove, for example.

is the Statements box. When you start a script, folders and statements will open.

his is the Parameters box. When you choose statements in the Statements box
Parameters of statements (if any) will open here.

4. This is where a Script begins. You click the first (...). This opens a Statement - “DO or IF”
The IF line sets up the condition. Click (...) next to IF to see Statements above and select.

5. The second line is the DO line and tells computer what action to take based on IF.

Line 1 - IF (this condition or set of conditions occurs)
Line 2 - DO (this action or actions.)
(...) - Click to open Statements box

When you CLICK ON Statements, Parameters, and Variable, the elements appear on
the lines. Familiarize yourself with the folder statements for DO and IF.
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Let’s script the following.

You want to script: “ If more than 10 of player’s soldiers are in Zone0O
Move my units in group2 to Zone3”

The actual Script:  “ if soldier of player “Player” into Zone “zone0” >=10
move group “Group2” to zone “Zone3d”... “

3 1<LOCKED>] - Map Editor B T |
T . -
Mission scripts
1 . - i i o
1 |seripts: Sortby: MNone = Statements: Parameters:
| New || i( plaver Player
i ¥
| Delete .. E:::t;a zone ZUnIeD
|| m-crowp soldier
B - Multiplayer Omtefired— -
Down - Objectives artillary —
- Other mag
< |- Player firearm
&r's unit present 33
‘- lnsses count mobile_aa ._! N
player, get score field
units of player howitzer v
units of player by type rmortar E
- units of player in zone coastal
Tt GF player in Zones naval E
“...units of player into zone by type rocketlauncher
H- unit type soldier =
Name: - Variables The type of units to transfer
Mew Script - not

Ol Tme out (epoch): 10 Change Description:  get num player units into zone by unit type %
Start time (epoch): 0

periodic script [ don't generate lua-code
MMz
Seript text: Search -

if |soldier of player "Player™ into zone "Zonel" >=]0

1. Begin by clicking the (...) next to “if” which opens the Statements box. Click “Player’,
then “units of player by type”, then select “player”, then units type “soldier” in Parameters.

o

2. The script line shows “=0”. Click on “=" to change to “>=" in Statements box. Click “0”
to change number to “10” in variable box (parameters).

The first line should look now like this:

If soldier of Player “player” into Zone “zone0” >=10
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Mission scripts

Scripts: Sorthy: Mone - Statements: Par, = \

[T S | New | | - Alpresets » Aaroup Group2 =
Delete S zone Zone3
- Events
- Group assault true
= --group, attack place group move true

, move to zone
5 B
- group, transfer units
- group, unload transports

- group, update counters

-~ mowve group to

- set group microAl behaviour
- set group units selectable

m

[+ Message

[ Multiplayer

[+ Objectives group
Name: - Other If no group names appear, please open
Mew Seript [ Player _ | the Mission/Groups dialog and add one
Time out (epoch): 10 Change Description:  Send the group to a zone

Start time (epoch): 0O
periodic script [ don't generate lua-code

Search -

if soldier of player "Player™ into zone "Zonel™ >= 10
Imove geoup "GroupzZ™ to zone "Zoneld"

The DO (action) line:

1. Click on the (...) on next line under IF line.

2. This opens a different set\of folders in Statements box.

3. Select “GROUP FOLDERY, then “move group to” in Statements box
4. Select “group2’, then “zone3” in Parameters. Check “Yes.”

5. Your lines should look like this.

“ if soldier of player “Player” into Zone “zone0” >=10
move group “Group2” to zone “Zoned”... “

6. CLICK OK. Then SAVE MISSION. Click GO on Editor to test.

28
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SETTING UP TEST MAP FOR SCRIPT DEMO

This section will show you how to use the scripting editor to create a few basic scripts for a Single
Player game. First, let's create a new map so you can see your script is action..

Open a New Mission in the Map Editor. Name it Script 1.

On TOOLS, go to MAP/LAYERS. Apply a base texture to your map.

Use RELIEF and create a small river.

Go to OBJECTS. Place 5 Player soldiers, 5 Enemy soldiers, 5 Player tanks, 5 enemy
Tanks, two buildings and a bridge. Place Player units on left and enemy on right
similar to the map below. Make sure you designate units as Player or Enemy.

PWON =

Set up your sample map so you can see the entire area as below. Doesn’t have to be exact.
Remember: Use CNTRL+ Left/Right/Wheel in Editor to zoom scroll and rotate map.

Files View Mode Tools Help

J2d @EE « - 2%c 8|

ﬂ

e e e e

7-—ADD WAYPOINTS - Go to MISSION/WAYPOINTS, click ADD. HOLD ALT and RIGHT
CLICK areas on map.

For this demo, make sure WAYPOINT4 is in or near ZONE3.
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Let’s make a simple script.

What you want to script: “If more than three of the players units enter Zone3,
Move the enemy units in GROUP3 to Zone2”

Q [Scripting 1] - MaE Editor l ’

Files View Mode Tools Help

D2 BEE «»-2w%c EHE

=1 e el R W @

EDS- Q3 A2 Ipick- 446 00 526 Iphver (1) |linite:

CLICK on SCRIPT icon and OPEN MISSION SCRIPTS
CLICK NEW and name it “Group Move”. Click OK.

R e R

S iew Mode Tools Help

e aep ~ 2w cmE

=T

 Statements: Parameters: Variables list: | add || Delete

Name:

Value:

Events list: | add | | Delete

Name:

|Gmupre\
Time out epoch): 10 Change | Desaription:
Start time (epoch): 0

periodic script  [[] don't generate lua-code

MName:

Saript text: | search ]

Presetnameslst | Add | Delete

Name: |
24|

Note the Zones in Minimap show the colors you selected at bottom of ZONES window.

30
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OPEN MISSION.

What you want to Script::
If more than 3 Player units enter Zone3, Move Group 3 to Zone2.

| € [5cripting 1] - Map Editor

Files View Mode Tools Help

e e ' n a"T Ew
Sl | Scripts: Sortby: MNone - Statements: Parameters:

v (
Camera Zona3
Events
b ’\G;U‘:F" Zonel
E £ Zonel
jectives Zone2

b Zone3
- Player e ST———
Player's unit present
losses count.

Variables list:

player Player

Name:
player, get score

units of player

units of player by tvpe
(units of piayer in zone —
ul ones =2
units of player into zone by tyy
o Time zone

- Variables The name of the Zone
Mew Script1 not

Value:

Name:

Time out {epoch): 10 Change Descripfion:  Returns the amount of the Player's units in the Zane  «

Start time (epoch): 0

periodic script [ don't generate lua-code

Name:
Script text:

P Preset names list:
if units of group "Groupl” in zome "ZoneD”
move group "Groupl” to zome "Zonel"

Click the “0” and “=’| sign
to change variables “> 3”

i |unit.3 of "Player” in zone "Zone3'{ =

en

Name:

Click the (...) next to “IF”

Click Player Folder, “units of player in zone”, in Statements box
Click “player” and “Zone3” in Parameters box

The lines should look like this when finished:

If units of “Player” in zone “Zone3” >=3 ...
Move group “Group3” to zone “Zone2”

end

CLICK OK, SAVE MISSION, CLICK GO, Send tanks to Zone 3 to test script...
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Auto Firing Artillery Script

What you want to Script:
“When 2 or more of player’s tanks enter Zone3, Fire the artillery in Group5 at Waypoint4.

OPEN EDITOR to SCRIPTING1 Mission

ADD HOWITZER Unit from OBJECTS. Place it behind German house.
RIGHT CLICK Artillery, ADD New Group 5. The Howitzer is now Group5

TIP: Move your tanks closer to Zone 3 and you won’t have to wait so long.

SAVE Mission.
OPEN Scripts
Click NEW, Name it “Artillery”

- SAMSER b ficsion scripts
£ [Scripting 1] - Map B

fameters: \ Variables list: Add Delete

Seripts: Sortby: Mone - Statements: A
o o Lk new |[ € player Pleyer -
y . Mew Script1 [+ Camera .
= E | Delete | | i1 £yents unit type tank
] ™ [+ Group

L [+ Multiplayer

Ml Down | | B Objectives
E

o
). Player
s pl Unit present

- losses count Name:

= its of player ~ Value:

>
- Units of player by type
- units of player in zone §
.- uniits of player in zones Events list: Add Delete
- units of player into zone by type
[ Tir yer

|- Time
lame: [Tvﬂu The name of the Player
Artilery not
Time out (epoch): 10 Change Desaription:  get num player units by unit type
Start time (epoch): 0
periodic script  [[] don't generate lua-code
MName:
Saript text: Search &
R Preset names list: Add Delete
it R g »= 2 and units of "Flayer” in zone "Zonez" »= 2 ... =
group "Groups” attack "Vaypoint 4" spread radius 60
set behavieur flags for group "Groups”
end
end
% Name:
Ok
Cancel
Regenerate lua

FIRST LINE (If)
Click (...) next to “IF”

Select Player Folder, “units of Player in zone by type” in Statements
Select Player”, “Tank” in Parameters window
Click “=" and “0” in line, change to “>=" and “2”

SECOND LINE (DO)
See Next Page
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Statements:

Parar

Mision scripts e —— ——— | 1) i)

SECOND LINE
Click (...) under previous line.
Select Group Folder
Select ‘Group attack place” in Statements
Select “Group¥’, “Waypoint3”, “60” radius.

Click (...) on next line. (above “end”)

Select “group, set behavior’ in Statements

Select “Howitzers to fire” in Parameters

Your Script should look like this:

Script text:

33

Name:
Artilery

Time out {epoch):

Start time (zpoch):

10
i
periodic seript [ don't generate lua-code

£l Group

L —

group, move to zone
group, set behaviour
group, transfer units

group, update counters
move group to

set group microAI behaviour
set group units selectable
[ Message

B Multiplayer
[ Objectives
B
B

- Other
- Player

Change | Desaripton:

| Search |

(]

Scripts: Sortby: None Variables list: Add || Delete |
il New Al presets aroup Group5
New Script1 e Camera target Waypaint 4
| ) Bt
= — spread radius
e = Group
=N\ group, attack place
Down ereuprdiseppear Tits
group, move to zone
group, set behaviour £
group, transfer units
group, unload transports Name:
group, update counters
move group to Value:
set group microAl behaviour
setgroup units selectable
- Message Events list: Add Delete |
- Multiplayer =
[ Objectives group
Mame: [+ Other If no group names appear, please open
Artilery - Player _ | the Mission/Groups dialog and add one
Time out (epoch): 10 Change Description:  Group receive command attack place with random =
g radius
Start time (epoch): 0
periodic script [ don't generate lua-code
2 Name:
Script text: Search T
‘ Freset names list: Add | [ Delete
if units of "Player” in zone “"Zone2” >= 2 ... s - -
e z 2 = " |,ssicn scripts
oroup "Groups” attack "Waypoint 4" spread radius 60 & [Scripting 1] - Map B
set behavieur flags for group “Groups” ) soripts: Sortby: Nene - Statements: Parameters:
Files  View Mode Al presets = fee: Groups

occupy buildings
occupy trenches  [H]
occupy guns
occupy vehicles
leave guns

repg
supply
howitzers to fire

P |
soldiers to board ~ [H]

HQN’UD
1f no group names appear, please ope
the Mission/Groups dialog and add one

Set behavior flags for the group

@ >= z and units of
group "Group5” attack "Waypoint 4" spread radius 60
set behaviour flags for group "Groups”

"Player” in zone "Zonel' =

end

Fer P lamer

»= Z and units of "Player” in zone "Zone3" F= 2 ...
group "GroupsT attack "Waypoint 3" spread radius &0
et behaviour flags for group "Groups™

CLICK OK, SAVE MISSION, CLICK GO. Send tanks to Zone 2, wait for Artillery.
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OPEN SICILY MAP IN EDITOR (Single Player).

Click SHOW ZONES, SHOW GROUPS, SHOW WAYPOINTS on right menu.

AT v e . T R —— s FE@&
Files View Mode Tools Help
J2d &EE RS )

ETETL LT E

This is a professionally designed and scripted map. The creator has established various Zones
on the map and given each Zone a unique name.

These Zone names will be referred to in the scripts.

There are several Waypoints on map. There are Flags (Objectives).
There are many Groups, each with a unique name.

All of these will be referred to in the scripts.

These scripts can be copied and pasted into a new mission.
TIP: Open two Editors when copying scripts to another mission.

NOTE: If you copy a script from a mission, you will have to change the names of items in your
Mission script to match the names in your mission. (Zones, Reinforcements, Waypoints, Objectives).
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OPEN SICILY MAP IN EDITOR

Click SHOW ZONES, SHOW GROUPS, SHOW WAYPOINTS on right menu.

* [allies_sicily] - Map Editor

Files View Mode Tools Help

ST 6

= IE

iap | BB Mssion 4 Info

[FPs: 7.66 [lnone |[Pick: 130.7, 5.2, -162

* [allies_sicily] - Map Editor

Files View Mode Tools Help

british_out

f— e — = B tiop |8 sdon i fo
|FPs: 12.86 [[none |[Pick: -175.9, 5.5, 106.5;

35
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OPEN SCRIPTS of INVASION OF SICILY to see how this mission is scripted.
Click SHOW ZONES, SHOW GROUPS, SHOW WAYPOINTS.
Click on each Script and the script appears below.

Click on an element of the script and the Statements and Parameters boxes will open
showing the variables used in the script.

EXERCISE
CLICK on each script in order , then click on an element of the script.
REVIEW each line and relate it to the action and locations on the map..
If the script begins with “DO”, what will it do?

If the script begins with “IF”’, determine what the condition is on the first line and
determine what the script will “DO” on the second line.

COPY and PASTE SCRIPTS

You can copy and paste these scripts to your own mission by Right Clicking on the (...)
And selecting “copy block”, the pasting into new mission.

If you copy scripts, you will have to change variables and statements so the script uses
the names of your zones, groups and reinforcements etc.

Some Scripts begin after time period. Use original time and change on your script.

==

Scripts: Sortby: None - Statements: Parameters:

Variables list: Add Delete

set_init_presets = | New ( variable american_reinf_timeout ~| airstricke_1=1

Easy_Hard B Camera airstricke 2 = 1

american_bonus_reinf Delete | | - Events american_benus_tanks_spawn_count = 1
british_bonus_reinf american_init_spawn_count = 1
american_Init_spawn wp || american_nit_tanks_spawn_count = 1
american_init_tanks B american_reinf_tmeout = 1
allies_reinforcement_spawn Down || B american_reinf_tmeout_01 = 1
group_counters E It american_units_count = 0
kicking_sllie_forces bombardment_switch = 1

german_reinf british_reinf_bonus_count = 1

unload R A

trancfer_units =1 Variables Name:

objective_center boolean variable

objective_british_positions e Value:

objective_guns

objective_town : string variable

e N Events st Add Delete
spawn_switch_1 die_mother_fuckers

spann_switch_2 - variable

Name:

The name of the Variable

american_init_spawn

e ot coogie1o Change | DeScripbon: Get value of an integer variable =
iy Check if there is a start time for script.
Script text: Search Name:

Preset names list: Add Delete
™ = 1 and american init spam cownt <= 2 ... e =
"Allies", assign to group "init” s
increase american init spawn_count by 1 reinforcement_01
set smerican_reinf_timeout to O reinforcement_02

rp_01
set swerican reinf timeout to 1 after 80 seconds rE’UZ
7H_01
Lo ZH_02
7H_03
ZH 04

if american init spawm count > 2 ...

remove this script Name:

end

ok

Cancel
Regenerate lua
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SETTING UP A MULTI PLAYER GAME

Before scripting a Multi Player game, you do the following:
Create your map as Multi Player map.
Establish number of Players
Create Reinforcements for each team
Set Flags using Way Points and Zones
Place Bullseyes decals on Map
Create Spawn for each reinforcement by Player

Create Vector for each Spawn by Player

Then Create Script

37
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SETTING UP A MULTI PLAYER GAME

Establish Players

_* [New mission] - Map Editor

Files View Mode Tools Help

J2 | & e e 2 sl

. . =EEEE N

£ Players

Players List

USA*
GERMANY
FRANCE
UK

Params

Name  USA
Country usa =
Color  red 3 Can be human

FPS: 196.52 none \Pick: -63.0, 3.0, 223.3 USA (1) |Units: Epoch: 0

Establish Reinforcements

> [New mission] - Map Editor

Files View Mode Tools Help

J2d @k 2w~ B

SR R

Reinforcement editor

Available [[] Markjdear all Existing [[] Markjdear all
-4 ReinforcementFR1
= -4 ReinforcementGERM1
Units -4 Reinforcement K1
123 Aircrafts E-* ReinforcementUs1
1) Artillery american_marine_bazooka
122 Ships american_marine_flamethrower
Soldiers american_marine_Img_30c
american = american_marine_medic
british wn american_marine_officer
french american_marine_smg
german american_marine_sapper
japanese american_mariner
ussr american_bar
divilian_01
saboteur
123 vehides
152 winter
12 trains

Add Clone | Params | Remove | Export
- Parameters
Mame ReinforcementFR1 Rename

Amount
Health

Import Export Remove

Filters Object preview i
Single player Fuel
Multiplayer Ammo
Nation All nations il

Ammo2
Text

FPS: 194.49 none . _ _ i  lpickemnone  Jusa(1) Units: __|[Epoch: 0
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SETTING UP A MULTI PLAYER GAME

SET Spawn Points

C* [New mission] - Map Editor

Files View Mode Tools Help

J2d @k Plad - B M

¥ Spawn editor (100.0%]

o). USA
- Spawn_00
H Vector_00
- Spawn_D1
Vector_00
. GERMANY
El- Spawn_00
H Vector_00
- Spawn_D1
Vector_00
- FRANCE
- Spawn_00
H Vector_00
- Spawn_D1
Vector_00

= UK

- Spawn_00

H Vector_00

- Spawn_D1
Vector_00

e P IEEE P Y EL DS

Add Spawn || Add Vector

Zoom In Zoom Qut =1 125221334

FPS: 2.48 |none Pick: None |USA (1) Units: Epoch: 0

Place Flags
S Newmisson) - MapEator | MR RD RS B SR

Files View Mode Tools Help

J2d @ & [ Pl Il HER

= %2 Mission| &
< Objectves | % 7ones | H |
Objectves

Flag 1

Flag 3
Flag 4

Add Remove
Properties

Name Flag 2

State  active

Teon 1st

Timeout 0

Position | -366.8, 3, 345.4

Get from waypaint Get from place

FPS: 199.42 | Pick: 420.4, 3.0, 365.0 USA (1) Units: Epoch: 0

39
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SETTING UP A MULTI PLAYER GAME

CREATE SCRIPT - This is the Scripting for MY WAY MP.

> [MP TEST MAP] - Map Editor - | B x

Fles View Mode] Mission scripts ==
Saripts: Sortby: None - SR Variables list: | Add || Delete
a i New | [ EE-Al presets = Aliancelid Alliance Tid
calForces - - | B Camera B 3 Allianceid = 2
pawnArmorForce: Delete | | g1, Eyents infantry_platoon EastFlagC5tatus = 0
pawnHeavyForces r 7| B eroup EastFlagStatus = 0
SpawnlnfantryForces2 Up Random1 =0
SpawnSpedalForces2 - | B Message RandomBonus = 0
SpawnArmarFarces2 Down | | - Multiplayer WestFlagCStatus
DefineFlags . F-Objectives WestFlagStatus = 0
CheckMainFlags L =
SetstartBonuses B Other
- Player
- Seript MName:
- Spawn
custom multiplayer spawn value:
fiush spawn
reinforcement, multiplayer | — —5 e
reinforcement, setup for MP Events list: B3
reinforcement, spawn
spawn ammojfuel alliance
Name: spawmn unit - | The name of the Variable
SpawnlnfantryForces | i v
Time out (epoch): 10 [ Change | Desaiption:  Spawn a reinforcement. Works in Multplayer mode
= = only
Start time (epoch): 10
[] periodic script  [[] don't generate lua-code
N Name:
Script text: Search | i
Presetnameslist. | Add | Delete

do

debuy log "Map created by Vladimir Antonov and Peter PPK Porai-Koshits, scripted by Peter PPK Porai-Ko
end
do

pultiplayer spaim "infantry platoon']

multiplayer spawn "infantry platoon”

end Name:

ok

[FPs: 29.83 o - § e

You can copy existing scripts. Put your cursor on the “if” of the script you want to copy and
Right Click (Copy Block). You can now paste that into another mission.

[MP TEST MAP] - Map Editor =]
Files View Mode Tools Help

) 12 | Mission scripts el 5.1 anes

’ Sortby: None = Statements: Parameters: Variables list:
New || :~comment comment Alliancelid = 1
o - 1| -de Allianceid = 2
rmorForces Delete i EastFlagCStatus =0
pawnHeavyForces r EastFlagStatus = 0
Forces2 Up Random1 =0
dalForces2 RandomBonus = 0
SpawnArmorForces2 Down | WestFlagCStatus = 0
DefineFlags : WestFlagStatus = 0
CheckMainFlags
SetStartBonuses
Name:
Walue:
Events list: | Delete
comment
Name: comment
SpawnSpedalForces
Time out (epoch): 10 | Change | Desribtion: cCommentary A
Start time (epoch): 200
[ periodic script [ don't generate lua-code
Name:
Seript text: Search hd
Presetnameslst: | Add | Delete
Copy block rey2oquns” for player "playerl™
copyal ‘sappers” for player "playerz”
"sappers” for player "player3”
Comment block —Fnent "auphibiansz” for player "playerd”
Delete element Ement "artyZguns” for player "players”
Pt t "sappers” for player "player”
spawm custom reinforcement "sappers” for player "player?”
spawn custom reinforcement "amphibiansz” for player "players”
. Name:
end
|FPS: 31.96 Ok
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SETTING UP A MULTI PLAYER GAME

Paste Block of Script into new mission script.

? [New mission] - Map Editor =@ x
Files View Mode Tools Help

) 2 | mission scripts 'e - as e o 0 |
Seripts: Sortby: MNone - Statements: Parameters: Variables list: Add Delete
s
Delete || i if
Mame:
value:
Events list: Add Delete
comment
Name: comment
New Script
[ Time out (epoch): 10 Change Description:
Start tme (epoch): 0
periodic script [ ] don't generate lua-code
Name:
Script text: Search
2 Preset names list: Add Delete
d Paste block
Spawn CUStOW Peifforcement "artyZquns” £fr player "playerl”
spawm custom reinforcement "sappers” player "playerz”
spawn custom reinforcement "sapperg®for player "player3”
spawm custom reinforcement ians2” for player "playerd”
spawm custom reinfor Tartyzquns” for player "playerS”
TEIntorcement "sappers” for plaver "player6”
spawn custom reinforcement "sappers” for player "player?”
spawm custom reinforcement "amphibians2” for player "players”
Name:
end
|1t ...
FPS: 169.68 ok

NOTE:

If you copy scripts from an existing mission to a new one, you will have to make sure
your reinforcements, Zones, Waypoints, etc. in the script match up. If not, open each
Block of script and make changes as necessary.
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The fastest way to SCRIPT a new Multi Player game

Use the existing scripts found in the MY WAY map.
OPEN the MY WAY map in your editor.
COPY and PASTE the scripts as they appear to your map. (TIP: open a second editor)

NOTE: Some scripts begin after time. Use correct time in “start time” box above scripts.

Check ALL at top of Reinforcements dialog. This allows all to be exported as is.
EXPORT all the Reinforcements.

These will export to a file “MY WAY”.

OPEN your mission. OPEN Reinforcements.

IMPORT MY WAY file..

SELECT imported folder on left dialog and send to right dialog by clicking arrow.

Now, the reinforcements of MY WAY are in right box and will match the scripts of
MY WAY that you have copied to your map.

The Reinforcements will be the same units that appear in MY WAY.

You can change the reinforcements by adding or removing or change if you prefer.

ADD the lines in MY WAY VARIABLES LIST (top right) to your Editor so it matches.

FLAGS and WAYPOINTS will have to be repositioned for your map. See OBJECTIVES.
If you rename flags, change in scripts to match.

Go to EDIT SPAWNS and create new spawns for each nation. Add number of Spawns
and Vectors as they appear in MY WAY. SEE EDIT SPAWNS in MY WAY. Place spawn
points on your map.
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The fastest way to SCRIPT a new Multi Player game

Export REINFORCEMENTS from MY WAY map.
[ oyl Wap s ———— " S_—

Files View Mode Tools Help

Reinforcement editor

Available [ Markjdear all Existing
) Obyects [ & & amphibiansz
= | | &4 arty2guns
| = %% commandos
| &4 heavybonus1
& heavybonus2
e

m Save..

Location . Reinforcements

< New mission 4.l

|| Flename my_way.xml
Import

— Filters —

Single player

Multiplayer

Nation  All nations

File Type  [Reinforcements (*,xml)

Text

TR OOE ® | oo Windows . 70 Downiosd T3 Fireglow Sudden . | '3 sorw edrtor man.. | 2 [my_way] - Map... | € SGe L 0) 1:04 AM

Import Reinforcements into your mission
(25 [New mission] - Map Editor e — T — ;U x|

Files View Mode Tools Help

DL BEE - 2u%c BE , S ER

(e dito e
Available [ Mark/dear all Existing Markjdear all

-3 Objects
]

A

7 Open..

Location . Reinforcements

(= commen.ml

55
L
-
B
-
s |
=
o |

| Rename |
File Name —

Inport |
— Filters —
Single player
Multiplayer

Nation  All nations

File Type  [Reinforcements (*,xml)

Text

% 0] 1108 AM
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The fastest way to SCRIPT a new Multi Player game

Close folder and move folder to Right “Existing” Box
[New mission] - Map Editor e T —

Files View Mode Tools Help

2w & e e 1. =R

| Reinforcement editor

[ Mark/dear all Existing Mark/dear all

TN E

Add Params | Remove | Export
Parameters
Name | Rename

Amount

Import | Export Remave
E Health

Filters Object preview Experience

Single player Fuel
Multiplayer Ammo

Nation  All nations

Text

#1109 AM

Files View Mode Tools Help

2 d @ E B
#  Reinforcement editor

Available [ Mark/dear all [N\ark/dear al
B my_wayomi - |58 amphibians2
1) Objects E 9§ arty2guns
|29 commandos
3§ heavybonust
4§ heavybonus2
3§ heavybonus3
| | &3 infantry_bonus1
8 infantry_bonus2
4§ infantry_bonus3
4§ infantry_platoon
3§ mediumtanks
- minomet
9§ sappers
spg_earlywar
spg_midwar
3§ support_platoon
3§ support_platoon_howitzers
B tanks_earlywar
irhmar

.8 ol

4 mR e

7
S

b i P ed I R

Clone Params Repé Export

Name  water—tm Rename

Amount

Import Export Remave |
2 = Health

Filters  Obiectprevien i
Single player Fuel
Multiplayer Ammo

Nation  All nations

Text

) 1110 AM
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The fastest way to SCRIPT a new Multi Player game

Change composition of reinforcement units if you prefer. Keep folder name the same.

? [New mission] - Map Editor e — T — — |

Files View Mode Tools Help

2 d @ E B

Available [ Markjdear al Existing [ Mark/dear all
0 X]my_way x| [ =9 amphibiansz =
B3 Objects M germany 7

M japan
=
|

¥ g ‘
F Dain B £
15 Winter = 2 Opel_Bitz
15 trains 4 Cargo (2/ 10)
45 Connected
eI Japan

& 2xisuzu
=M usa
A& 2% Gmc_cdow_352
=M uk
& 2xmatador
. cor

% [ [w]R %@

S

. =

Add Clone | Params | Remove | Export
Parameters

Neme  water_tank Rename

Amount
Health

L
=
B
]
?z
s |
I

Import Export Remave

Filters Object preview T

Single player Fuel
Multiplayer —
Mation Al nations - Ammo1

Ammo2
Text

Apply Close

y £% [New mission... |3/ T T AM

REMEMBER: When you copy scripts and reinforcements from one mission to
Another and you change the name of something, make sure you change the name
in the script so it matches the names in the scripting.
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Spawn Infantry Forces Script

[ ————

Files  View £ A e
Mission scripts (=B
‘_] .y i - .
b L Saripts: Sortby: None 2 Statements: Parameters: [ Add_|[ Deere ]
New | |FEvents « |aliance Alliancelid
SpawnSpedalFarces - - Group —
SpannArmorForces { Delete | | . Message | type infantry_pistoon | feociraaCstats =0
SpawnHeavyForces 5 Maltiplayer EastFlagstatus = 0
SpawnInfantryForces? up | 7
SpannSpecalForces2 | | Objectives
SpawnArmarForces2 Down | | B Other RandomBonus = 0
DefineFlags B3 Player WestFlagCStatus
CheckMainFlags - Script WestFlagStatus = 0
SetStartBonuses
El-Spawn
custom multiplayer spawn Mame: Alliance2id
fiush spawn
reinforcement, multiplayer Value: 2
reinforcement, setup for M/P r 1
reinforcement, spawn —_——
spawn ammo/fuel Events list: Add | [ Delete |
spawn unit
[#- Variables alliance
Name: comment ~ | The name of the Varable
SpawninfantryForces ([ P—
Time out (epoch): 10 | Change Description:  gpawn a reinforcement. Works in Multiplayer mode

Start time (epoch): 10
[ periodic script [ don't generate lua-code

Name:
Seript text: |5chh -
Preset names list: Add Delete

[pultiplayer spawm "infentry platoon]
multiplayer spawn "infantry_platoon”

end Name:

FPS: 33.96 ok

Spawn Special Forces Script

T

Files  View £ A e
Mission scripts (=B
‘_] .y A - -
L) & : : ——————
== |Smuts: Sortby: Nome - Statements: e e Variables lis [ Add ][ Delete |
SEm Infanwgorces New | | E-Alpresets » | player playerl ~ | [Aliance1d
r 1 | B-Camera T i Alianceid = 2
SpawnArmarFarces {Delehe Ei-Events ype arty2guns EastFlagC5tatus = 0
SpauwnHeavyForces B Group spawn artyspawnl EastFlagStatus = 0
SpawnlnfantryForces2 Up | E
SpaunSpedalForces2 — |E
SpawnArmarForces2 Down | | & RandomBonus = 0
DefineFlags - Objectives WestFlagCStatus =
CheckMainFlags & = WestFlagStatus = 0
SetStartBonuses £ Other
- Player
- Seript Mame: Aliancezid
El-Spawn
custom multiplayer spawn value: 2
fiush spawn . ,
reinforcement, multiplayer | — e
reinforcement, setup for MJF e | add | [ pdete |
reinforcement, spawn
spawn ammojfuel player
Name: spawn unit ~ | The name of the Player
SpawnSpedalForces L P——
Time out (epoch): 10 | Change Description:  qustom reinforcements in mfp -

Start tme (epoch): 200
[] periodic script  [] don't generate lua-code

: Name:
Script text: | searen bl

Preset names list Add Delete
e | Add | | ek

[Epawn custow reinforcement "artyZquns” for player "playerl’]
spawm custom reinforcement "sappers” for player "playerz”
spawn custom reinforcement "sappers” for player "player3”
spawm custom reinforcement "auphibians2” for player "playerd”
spawn custom reinforcement "artyZquns” for player "playerS”
spawm custom reinforcement "sappers” for player "players”
spawn custom reinforcement "sappers” for player "player?”
spawm custom reinforcement "amphibians2” for player "players”

Name:

FPS: 33.82 ok




47

SUDDEN STRIKE 3 MAP EDITOR GUIDE

Spawn Armor Forces Script

Files

View

L —e =
Mission scripts = [ B [
. B SN T W
|5mutsz Sortby: None =  Statements: Parameters: it add || peete |
|[spawninfantryForces New | |[E-Alpressts » | player playerl B siiznce iid = 1 |
SpawnSpedalForces = | B-Camera 7 | [Aliancezd = 2
|| o —— { Delete | | i Fvents type tanks_earfywar EactriagCstatus = 0
SpawnHesvyForces B Grou spawn artyspawnl EastFlagStatus =
SpawninfantryForces2 Up P new_var
SpawnSpecialForces2 B Random1
SpawnArmorForces2 Down E RandomBonus = 0
DefineFlags F-Obectives WestFlagCStatus
CheckMainFlags -z = WestFlagStatus = 0
SetstartBonuses £ Other
- Player
- Seript Mame:  Aliance lid
E-Spawn
custom multiplayer spawn value: 1
fiush spawn I !
reinforcement, multiplayer | —
reinforcement, setup for MJF e | add | [ pdete |
reinforcement, spawn
spawn ammojfuel player
Name: spawn unit ~ | The name of the Player
SpawnArmarForces PN i ] »
Time out (epoch): 10 Change Description: | custom reinforcements in mfp -
Start tme (epoch): 400
[] periodic script  [] don't generate lua-code
Name:

=

Script text:

do

[spawn custow reinforcement “tanks earlywar” for player "playerl’]
spawm custom reinforcement "tanks_earlywar” for player "playerz”
spawn custom reinforcement "tanks earlywer” for player "player3”
spawm custom reinforcement "infamtry platoon” for player "playerd”
spawn custom reinforcement "tanks earlywer” for player "playerS”
spawm custom reinforcement "ranks_earlywar” for player "players”
spawn custom reinforcement "tanks earlywar” for player "player?”
spawm custom reinforcement "infamtry platoon” for player "players”

multiplayer spawn "spy_earlywar”
multiplayer spawn "spg_earlywar”

end

Preset names list:

Name:

Spawn Heavy Forces Script

Files  View

U=

P ———

Mission scripts
- -

=lE] % ]

Sortby: None - § Statements:

Parameters:

SpawnlnfantryForces
SpawnSpedalForces
SpawnArmarForces

effect, create
random value
Player
Time
Variables
integer value

SetStartBonuses

Name:
SpawnHeavyForces

Time out (epoch): 10

Start time (epoch): 2500

[] periodic script  [] don't generate lua-code

s

Script text:

do
set Randoml to [random from 0 to 3

put Randoul to log

end

if Ramdoml < 1 ...
multiplayer spawn "heawybonusl”
debuy log "Spam HL"

else if Randoml < Z ...
multiplayer spawn "heawybonusz”

debuy log "Spam Hz"

else

max

w

max
Random value [0, <maxt>)

Change Description: - Return random value from 0 to max

»

n

| Add || Delete

Variables list: [

EastFlagCStatus = 0
EastFlagStatus = 0
new_var =0
Random1 =0
RandomBonus = 0
WestFlagCStatus
WestFlagStatus = 0

Name:  Aliance 1id

value: 1

; ]
Events list: | add | Delete

Name:

Preset names list: dd lete

Name:
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Spawn Heavy Forces Script

. TE— O —
Files  View £ A e
Mission scripts (=B
1 T T WS TN N
Scripts: Sorthy: None - Statements: Prarise Variables l [ add || Delete
[ Force New | |E-Alpresets ~ |allance Allancelid BN 2icnceid
SpawnSpedalForces - - Camera | [Aliznce2id
SpannArmorForces Delete | | 5 Events e heavybonus1 EastFlagCStatus = 0
a s EastFlagStatus = 0
SpawnlnfantryForces2 P i new_var =0
cialForces2 [#-Message Random1 =0
SpawnArmorForces2 Down | | - Multiplayer RandomBonus = 0
DefineFlags [#1- Objectives WestFlagCStatu
CheckMainFlags = WestFlagStatus = 0
Othe 3
SetStartBonuses i Other.
- Player
- Seript Mame:  Alliance lid
El-Spawn
custom multiplayer spawn Value: 1
fiush spawn r )
reinforcement, multiplayer
reinforcement, setup for MP Events list: [ add [ Delete
reinforcement, spawn
spawn ammojfuel alliance
Name: spawn unit ~ | The name of the Varable
SpawnHeavyForces | F——
Time out {epoch): 10 Change Deseription:  spawn a reinforcement. Works in Multiplayer mode. «
only
Start time (epoch): 2500
[ periodic script [ don't generate lua-code
Name:
Seript text: [ searcn il ;
| Preset names list: Add Delete
do
set Randoml to random from 0 to 3
put Randoml to log E
end L4
if Randoml < 1 .
=
debug log "Spawn H
Name:
else if Randoml < 2 ...
multiplayer spawm "heawybonusz”
L. debug log "Spawn Hz"
FPS: 34.26 ok
Mleise
L —e =
Files  View £l le L
= Mission scripts = | 5
‘_] iy - P W -
L) & 5 ; —_—————
8 soripts: Sortby: Nome -  Statements: Parameters: Variables list: A Delete
SpanninfantryForces - Al presets - |aliance Alliance1id v
SpawnSpedalForces - Camera 5 | [Aliancezid = 2
SpannArmarFarces Bl Events fype infantry_pitoon | |eaciriagcstatus
SpauwnHeayyForces B Grou EastFlagStatu:
Spa P new_var = 0
SpaunSpecalForces? lessage Random1 =0
SpawnArmarFarces2 ultiplayer RandomBonus = 0
DefineFlags - Objectives WestFlagCStatu
CheckMainFlags & = WestFlagStatus = 0
SetstartBonuses & Other
- Player
- Seript Mame:  Aliance lid
El-Spawn
custom multiplayer spawn value: 1
fiush spawn I !
reinforcement, multiplayer —
reinforcement, setup for MJF e | add | [ pdete |
reinforcement, spawn
spawn ammoffuel alliance
Name: spawn unit ~ | The name of the Varable
SpawnInfantryForces2 < i ] v
Time out (epoch): 10 Change Description:  5pawn a reinforcement. Works in Multiplayer mode ~ »
- only
Start time (epoch): 3000
[] periodic script  [] don't generate lua-code
Name:
Seript text: | Search bl ,

do

fpultiplayer spawm "infentry platoon]
multiplayer spawn "infantry_platoon”

end

Preset names list:

Name:
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Spawn Infantry Forces2 Script

L —e =
Files  View £l le L
Mission scripts = [ B [
. B SN T W
Seripts: Sortby: None =  Statements: Parameters: it [_add ][ pelte |
SpawninfantryForces New | |[E-Alpressts ~ |player playerl B siiznce iid = 1
SpawnSpedalForces - | B-Camera | [Aliancezd = 2
SpawnArmarFarces { Delete | | c1. Eyents ype arty2guns EastFlagC5tatus
SpawnHesvyForces B Grou spawn artyspawnl EastFlagStatus
ninfantryForces2 Up P new_var
SpawnSpedialForces? - Message Random1 =0
SpawnArmorForces2 Down - Multiplayer RandomBonus = 0
DefineFlags F-Obectives WestFlagCStatus
CheckMainFlags -z = WestFlagStatus = 0
SetstartBonuses £ Other
- Player
- Seript Mame:  Aliance lid
El-Spawn
custom multiplayer spawn value: 1
fiush spawn I !
reinforcement, multiplayer | —
reinforcement, setup for MJF e | add | [ pdete |
reinforcement, spawn
spawn ammojfuel player
Name: spawn unit ~ | The name of the Player
SpawnSpedalForces2 PN — ] »
Time out (epoch): 10 Change Description:  cystom reinforcements in m/p -
Start tme (spoch): 9200
[] periodic script  [] don't generate lua-code
Name:
Seript text: | Search bl ,

do

i
"artyzquns” for player "playerz”

spawm custom reinforcement

spawn custom reinforcement "artyZquns” for player "player3”
spawm custom reinforcement "auphibians2” for player "playerd”
spawn custom reinforcement "artyZquns” for player "playerS”
spawm custom reinforcement "artyZquns” for player "players”
spawn custom reinforcement "artyZquns” for player "player?”
spawm custom reinforcement "amphibians2” for player "players”

Preset names list:

Name:

multiplayer spawm

"tanks_midvar’
"spg midvar”
"spg_midvar”

multiplayer spawm
multiplayer spawm

end

. -
Files  View £l le L
Mission scripts = [ B [
‘_] .y . - S —
) 5 ; =
= ¥ saipts: Sortby: Nome <  Statements: Parameters: Variables lis || Delete
SpawninfantryForces New | [[E- AT presets - [alance Aliancelid BN e id — o
SpawnSpecialForces : | B camers : | [Allancezd = 2
SpawnArmorForces [ Deete | [ type ks mifwan EastFlagCStatus =0
SpawnteavyForces E EastFlagStatus
SpawninfantryForces2 Up new_var = 0
awnSpedalForces2 & Random1
oo | [ Randonsorus =0
Chedoranr i Vet -0
CheckMainFlags - e estFlagStatus =
SetstartBonuses & Other
- Player
- Seript Name:  Aliance 1id
El-Spawn
custom multiplayer spawn Value: 1
fush spawn . ]
reinforcement, multiplayer
reinforcement, setup for MJF e | add | [ pdete |
reinforcement, spawn
spann ammofuel alliance
Name: spawn unit ~ | The name of the Varable
SpawnArmarForces2 i | v
Time out (epoch): 10 Change Description:  5pawn a reinforcement. Works in Multiplayer mode ~ »
- only
Start time (epoch): 9400
[] periodic script  [] don't generate lua-code
Name:
Seript text: | Search bl

Preset names list: Add elete

Name:
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Define Flags Script

L O —
Files  View £l le L
Mission scripts = [ B [
‘_] iy - P W -
e Seripts: Sortby: None 2  Statements: Parameters: ey [ add || Delte |
SpawnInfantryForces New | | B-Al presets » | objective East Flag j;
SpawnSpedalForces - | B-camera :
SpannArmarFarces { Delete | | . Events radius 13 | |FastFiagCstatus =0
SpawnHeavyForces E-Grou take time 180 EastFlagStatus =0
SpawninfantryForces2 Up P = s new_var = 0
SpawnSpedalForces2 - Message % [false Random1 =0
SpawnArmorForces2 Down [ Multiplayer timeout i} RandomBonus = 0
ﬁg_ E3-Objectives . 0 WestFlagCStatus
gh;d;w;nﬂags objective, proceed aliance . — |WestFlagStatus =0
Ermonuses objective, reset El take reinf
objective, set ACTIVE commandos Mame:  Aliance lid
objective, set COMPLETED B hold reinf
objective, set DISABLED value: 1
objective, st FAILED = o I 1
objective, set timeout e Hme 2
set fiag L |& additional objectives = Events list: | add | [ Dekete
[ Other
E-Player objective
Name: - Seript The name of the Objective
DefineFlags - Spawn &
Time out (epoch): 10 Change Description: 5t flag timeouts and reinforcments -
Start time (epoch): 20
[] periodic script  [] don't generate lua-code
Name:
Seript text: | Search bl ,

do

end

do

end

do

set flag "Uest Flag" radius 13 take_time 180 timeout 0 take_reinf "commandos” hold_reinf

do after 60 sec set countdown timer to 180 seconds
do after 60 sec set countdowm timer ohjectives to "East Flag™

set flag “"Lowland Flag™ radius 13 take time 60 timeout 480 take reinf "infantry platoon” hold reinf
set. flag "Commanding Eminence Flag” radius 13 take time 180 timeour 420 take reinf "heavyhonusl" hol

Preset names list:

Name:

Define Flags Script

e S .
Files  View £ A e
Mission scripts (=B
‘_] -y - - - -
= £l : ; = Statements: Parameters: e add || Deek |
Scripts: Sortby: None Variables lis || Delete
SpawnInfantryForces New [#- Al presets time (I Alliancelid = 1
dalForces - | B-camera Allianceid = 2

SpawnArmarForces { Delete | | . Events EastFlagCStatus = 0
SpauwnHeavyForces B Group EastFlagStatus = 0
SpawnlnfantryForces2 Up
SpawnSpecialForces2 B
SpawnArmarForces2 Down | | & RandomBonus = 0
ﬁﬂi_ - Objectives \WestFlagCStatus =
CheckMainFlags & WestFlagStatus = 0
SetStartBonuses £ Other

- Player

- Seript Mame:  Aliance lid

E&l- Spawn

- Variables value: 1

- comment . ]

~debug log

R Events list: [ Add | Delete
do lua code
‘time
Name: Proceed after this time (in seconds)
DefineFlags
Time out (epoch): 10 Change Description:  make one action after imeout -
Start time (epoch): 20
[] periodic script  [] don't generate lua-code
Name:

Script text: [ searen balf

set Elag
set flag

dn after

set Elag
set flag

“East Flag” radius 13 take time 180 timeout 0 take reinf "commandos™ hold reinf
"West Flag" radius 13 take_time 180 timeout 0 take_reinf "commandos™ hold_reinf "™

set countdown timer to 180 seconds
60 sec set countdown timer objectives to "East Flag”

“Lowland Flag™ radius 13 take time 60 timeout 480 take reinf "infantry platoon” hold reinf
"Commanding Eminence Flag™ radius 13 take time 180 timeour 420 take reinf "heavyhonusl" hol

Preset names list: Add Delete

Name:
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Check Main Flags Script

Mission scripts sy (= e S|

Files

Seripts: Sortby: None -

SpawnlnfantryForces
SpawnSpedialForces
SpawnArmorForces
SpawnHeavyForces
SpawnlnfantryForces2
SpawnSpecialForces2
SpawnArmorForces2
DefineFla

SetStartBonuses

Name:

ChedkMainFlags
Time out (epoch): 200
Start time (poch): 300

periodic script  [[] don't generate lua-code

Saript text:

Statements:

Parameters:

Multiplayer
(- Objectives

Variables
not

flags captured

objective current alliance 1D

objective proceeding

objective West Flag

objective
The name of the Objective

Description:  Get objective's AliancelD

=l

multiplayer spawn
debug log "Alliance 1 on Uest Flag.”
set WestFlagStatus to 1

end

if objective "West Flag” alliance ID =
nultiplayer spavn "support_platoon'
debug log "Alliance 1 on Test Flag."
set WestFlagStatus to 1

end

if objective "West Flag" alliance ID =

deboue 1o TR115 s o Tesr Flag o

1 and WestFlagStatus =
support_platoon howitzers™

1 and WestFlagStatus =

z and WestFlagStatus =
wultiplayer spavn "support platoon howitzers”

0 and not howitzers disabled ...

0 and howitzers disabled ...

0 and not howitzers disabled ...

m

Variables list:

2
EastFlagCStatus = 0
EastFlagStatus =0

new_var =0

Random1 =0
RandomBonus
WestFlagCStatus = 0
WestFlagStatus

Name:  Alliancetid

Value: 1

[ otz

Events list:

Name:

Preset names list:

Name:

Regenerate lua |

Check Main Flags Script

Sortby: None -

SpawnlnfantryForces
SpawnSpedialForces
SpawnArmorForces
SpawnHeavyForces
SpawnlnfantryForces2
SpawnSpecialForces2
SpawnArmorForces2

DefineFla

SetStartBonuses

Name:
CheckMainFlags

Time out (epoch): 200

Start time (poch): 300

periodic script  [[] don't generate lua-code

Saript text:

Parameters:

) Multiplayer

Variables
not

aliance, get num players
howitzers disabled
player, get aliance id

howitzers disabled

howitzers disabled
howitzers disabled by host

Description:  host disabled howitzers from menu

=l

if objective "West Flag" alliance ID =

debug log "Alliance 1 on Uest Flag.”
set WestFlagStatus to 1

end

if objective "West Flag” alliance ID =
nultiplayer spavn "support_platoon'
debug log "Alliance 1 on Test Flag."
set WestFlagStatus to 1

end

if objective "West Flag" alliance ID =

FPS: 33.96

deboue 1o TR115 s o Tesr Flag o

1 and WestFlagStatus =
multiplayer spavn "support platoon howitzers”

1 and WestFlagStatus =

z and WestFlagStatus =
wultiplayer spavn "support platoon howitzers”

0 and not

0 and howitzers disabled ...

0 and not howitzers disabled .

m

Variables list:

Allance 1
Alliance 2i
EastFlagCStatus
EastFlagStatus
new_var =0
Random1 =0
RandomBonus
WestFlagCStatus = 0
WestFlagStatus

a
0

Name:  Alliancetid

Value: 1

[ otz

Events list:

Name:

Preset names lis

Name:

Regenerate lua |
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Check Main Flags Script

SetStartBonuses

flush spawn

Name:
CheckMainFlags

custom multiplayer spawn

reinforcement, multiplayer
einforcement, setup for M/P ©

Soriby: None = Statements: Parameters:
SpawnInfantryForces Al presets + |aliance Aliancelid
SpawnspecalForces Camera
SpannArmorForces Delete type support_platoon_h¢
T Events
pannHeavyForces
SpawnlnfantryFarces2 Up oo
SpawnspecialForces2 ——— | & Message
SpannArmorForces2 Down Multiplayer
DefineFia Objectives
eckMainFlags Other =

alliance

- | The name of the Variable

Time out (epoch): 200

Start time (poch): 300

periodic script  [[] don't generate lua-code

Desaription:

only

Saript text: Search ‘

Spawn & reinforcement. Works in Multiplayer mode

if objective "West Flag" alliance ID = 1 and WestFlagStatus

debug log "Alliance 1 on Uest Flag.
set WestFlagStatus to 1

end

if objective "West Flag” alliance ID = 1 and WestFlagStatus
nultiplayer spavn "support_platoon'
debug log "Alliance 1 on Test Flag."
set WestFlagStatus to 1

end
if objective "West Flag" alliance ID = 2 and WestFlagitatus

wultiplayer spavn "support platoon howitzers”
debuis os *illdan, m lesr Flag ®

0 and not howitzers disabled .

0 and howitzers disabled ...

0 and not howitzers disabled ...

Variables list: Delete
| Alancevg 1 |

Allance 1
Alliance2id = 2
EastFlagCStatus = 0
EastFlagStatus =0
new_var =0
Random1 =0
RandomBonus
WestFlagCStatus = 0
WestFlagstatus =

Name:  Alliancetid

Value: 1

Events list:

Name:

Preset names list:

Name:

Check Main Flags Script

Sortby: Nene = Statements: Parameters:
SpanninfantryForces Group + |variable WestFlagStatus
SpawnspecialForces Message
gpawn:rmorFon:es Delete Multiplayer
— | o
SpawnSpedalForces2 = | & Other
SpawnArmorForces2 Dawn Player
Deﬁla E, Saript
eckMainFlags Sy
SetStartBonuses e i
log variable E
var, -
var, *
var, |
var, +
var, dear variable timer
var, set Boolean =
var, set integer variable
Name: var, set string The name of the Variable
CheckMainFlags var, set upon timeout .

Time out (epoch): 200

Start time (spoch): 300
periodic script [ don't generate lua-code

Deseription:  Assign a value to an integer variable

Script text: Search

if objective "West Flag” alliance ID = 1 and WestFlagStatus
mulriplayer span "support_platoon_howitzers”
debug log "Alliance 1 on Test Flag.”

end

if objective "West Flag” alliamce ID = 1 and WestFlagStatus
multiplayer spavn "support platoon”
debug log "Alliance 1 on Vest Flag.”
set WestFlagStatus to 1

end
if objective "West Flag” alliance ID = Z and WestFlagStatus

multiplayer spavn "support_platoon_howitzers”
debuiee 1om il lian o llest Flag *

0 and not howitzers disabled ...

0 and howitzers disabled ...

0 and not howitzers disabled ...

n

EastFlagStatus = 0
new_var =0
Random1 =
RandomBonus
WestFlagCStatus
WestFlagStatus

Name:  Aliance tid

Value: 1

Events list: Add Delete

Name:

Preset names list: Add Delete

Name:
ok
e 2 | Cancel
R lua |
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Set Start Bonuses Script

MISSion scrpts  ———— T

Saripts: Sortby: None - Statements: berieses Variables list: [ add Delete
SpawnInfantryForces New Al presets + |reinf water_tank w | |Aliance1id = 1
SpawnSpecialForces Camera e Aliance2id = 2
SpawnArmorForces Delete Events Dy EastFlagCStatus = 0
SpawnHeavyForces s E spawn points EastFlagStatus =0
SpawnInfantryForces? Up P " Random1 =0
SpannspecialForces2 Message Waypoint 0 RandomBonus = 0
SpawnArmorForces2 Multiplayer Waypoint 1 WestFlagCStatus
DefineFlags Objectives WestFlagStatus
CheckMainFlags Other = Waypoint 2
SEGWW‘“SES Plaver spawn with crew  []false
Saript Name:  Aliance1id
) Spawn
custom multiplayer spawn Value: 1
flush spawn
reinforcement, multiplayer P— . _
! reinforcement, setup for M/P Events lst: Add Delet=
reinforcement, spawn =
spawn ammo/fuel reinf
|| Name: spawn unit - | name reinforcement with unit desc
| setstartBonuses F i [——
- Time out (epoch): 10 Change Description:  gpawn unit S F
Start ime (spoch): 22 E
1 B
1 [ periodic script  [] don't generate lua-code
Name:
Script text: Search i
. Preset names list: Add | | Delete ||
spawn unit "water tank” to "Waypoint 37
spatm unit "minomet” to "Vaypoint &7
spavn unit "minomet” to “Waypoint 97
end |
I
Mame:
ok |
3 | -lE
Dene oz | Cancel
_CEr) : Evon
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OPEN SICILY MAP IN EDITOR (Single Player).

Click SHOW ZONES, SHOW GROUPS, SHOW WAYPOINTS on right menu.

AT v e . T R —— s FE@&
Files View Mode Tools Help
J2d &EE RS )

ETETL LT E

This is a professionally designed and scripted map. The creator has established various Zones
on the map and given each Zone a unique name.

These Zone names will be referred to in the scripts.

There are several Waypoints on map. There are Flags (Objectives).
There are many Groups, each with a unique name.

All of these will be referred to in the scripts.

These scripts can be copied and pasted into a new mission.
TIP: Open two Editors when copying scripts to another mission.

NOTE: If you copy a script from a mission, you will have to change the names of items in your
Mission script to match the names in your mission. (Zones, Reinforcements, Waypoints, Objectives).
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OPEN SICILY MAP IN EDITOR

Click SHOW ZONES, SHOW GROUPS, SHOW WAYPOINTS on right menu.

* [allies_sicily] - Map Editor

Files View Mode Tools Help

ST 6

= IE

iap | BB Mssion 4 Info

[FPs: 7.66 [lnone |[Pick: 130.7, 5.2, -162

* [allies_sicily] - Map Editor

Files View Mode Tools Help

british_out

f— e — = B tiop |8 sdon i fo
|FPs: 12.86 [[none |[Pick: -175.9, 5.5, 106.5;

55
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OPEN SCRIPTS of INVASION OF SICILY to see how this mission is scripted.
Click SHOW ZONES, SHOW GROUPS, SHOW WAYPOINTS.
Click on each Script and the script appears below.

Click on an element of the script and the Statements and Parameters boxes will open
showing the variables used in the script.

EXERCISE
CLICK on each script in order , then click on an element of the script.
REVIEW each line and relate it to the action and locations on the map..
If the script begins with “DO”, what will it do?

If the script begins with “IF”’, determine what the condition is on the first line and
determine what the script will “DO” on the second line.

COPY and PASTE SCRIPTS

You can copy and paste these scripts to your own mission by Right Clicking on the (...)
And selecting “copy block”, the pasting into new mission.

If you copy scripts, you will have to change variables and statements so the script uses
the names of your zones, groups and reinforcements etc.

Some Scripts begin after time period. Use original time and change on your script.

==

Scripts: Sortby: None - Statements: Parameters:

Variables list: Add Delete

set_init_presets = | New ( variable american_reinf_timeout ~| airstricke_1=1

Easy_Hard B Camera airstricke 2 = 1

american_bonus_reinf Delete | | - Events american_benus_tanks_spawn_count = 1
british_bonus_reinf american_init_spawn_count = 1
american_Init_spawn wp || american_nit_tanks_spawn_count = 1
american_init_tanks B american_reinf_tmeout = 1
allies_reinforcement_spawn Down || B american_reinf_tmeout_01 = 1
group_counters E It american_units_count = 0
kicking_sllie_forces bombardment_switch = 1

german_reinf british_reinf_bonus_count = 1

unload R A

trancfer_units =1 Variables Name:

objective_center boolean variable

objective_british_positions e Value:

objective_guns

objective_town : string variable

e N Events st Add Delete
spawn_switch_1 die_mother_fuckers

spann_switch_2 - variable

Name:

The name of the Variable

american_init_spawn

e ot coogie1o Change | DeScripbon: Get value of an integer variable =
iy Check if there is a start time for script.
Script text: Search Name:

Preset names list: Add Delete
™ = 1 and american init spam cownt <= 2 ... e =
"Allies", assign to group "init” s
increase american init spawn_count by 1 reinforcement_01
set smerican_reinf_timeout to O reinforcement_02

rp_01
set swerican reinf timeout to 1 after 80 seconds rE’UZ
7H_01
Lo ZH_02
7H_03
ZH 04

if american init spawm count > 2 ...

remove this script Name:

end

ok

Cancel
Regenerate lua
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Military Maps

You can use military battle maps to get ideas for creating your maps. Then link
below is one of the best resources of US WW11 battles and history. Explore it.

http://www.history.army.mil/html/bookshelves/resmat/\WWW2-List.html

Anzio Beachhead (22 January-25 May 1944)

The Ardennes: Battle of the Bulge

Bastogne: The First Eight Days

Civil Affairs: Soldiers Become Governors

Cross-Channel Attack

Fifth Army at the Winter Line (15 November 1943-15 January 1944)
From the Volturno to the Winter Line (6 October-15 November 1943)
The Lorraine Campaign

Omaha Beachhead (6 June-13 June 1944)

The Persian Corridor and Aid to Russia

Salerno: American Operations From the Beaches to the Volturno (9 September-6 October 1943)
The Siegfried Line Campaign

St-Lo (7 July - 19 July 1944)

To Bizerte With the Il Corps (23 April-13 May 1943)

The U.S. Army in the Occupation of Germany, 1944-1946

Utah Beach to Cherbourg (6-27 June 1944)

World War Il: The War against Germany and ltaly
(an extract from American Military History, Volume 2 - revised 2005)
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MILITARY MAP SYMBOLS

Antiaircraft Artillery
Armored Command

Army Air Force
Artillery Non Coastal
Calvary

Calvary Mechanized
Chemical War Service

Artillery- Coastal

X [ 6 o] &N [T 8] 0] 3

Engineers

Infantry

Squad .
Section '
Platoon eee
Company |
Battalion I
Regiment |
Brigade X
Division XX
Corps XXX

Army XXXX
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Military Battle Maps

Link below is very comprehensive US WWII research website with many maps and info.
http://www.history.army.mil/html/bookshelves/resmat/WW2-List.html
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GUADALCANAL MAPS
http://www.history.army.mil/books/wwii/GuadC/GC-fm.htm
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THE LANDING AT ANZIO

http://www.history.army.mil/books/wwii/anziobeach/map03.jpg
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Defense of ANZIO Beachhead

Go here for more maps:
http://www.history.army.mil/lbooks/wwii/anziobeach/anzio-fm.htm
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http://www history.army.mil/books/wwii/guam/guam77div-fm.htm
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Plan of Attack on GUAM

http://www.history.army.mil/books/wwii/guam/map06.jpg
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http://www.history.army.mil/html/bookshelves/resmat/\WW2-AP.html
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Tinian Island

http://www.history.army.mil/brochures/westpac/westpac.htm
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SOLOMON ISLANDS - BOUGAINVILLE

http://www.history.army.mil/brochures/northsol/northsol.htm
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NEW GUINEA

http://www.history.army.mil/lbrochures/new-guine,

a/ng.htm
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OKINAWA

http://www.history.army.mil/brochures/ryukyus/ryukyus.htm
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OKINAWA
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USING GOOGLE EARTH

This is an excellent resource for planning and making a map to scale.

Find a location where military battles took place. Zoom in on the Google map.
In the lower right hand portion of the map is a distance indicator (Eye Alt).

This map is zoomed to show 4.11 KM on Google map. If you made a 4x4 SS3
Map, this would correspond in actual distance. Print a copy to use as a guide
when making your map.

Although landscapes and villages have changed over time,
This can give you an idea of the road and topographic features.

(Goagle Earth
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SCRIPTS FOR SINGLE PLAYER MAPS
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SINGLE PLAYER SCRIPTS

This section will show you various commonly used scripts in Single Player missions.

Since all maps and missions are unique, you will have to apply your own variables to
the scripts.

The format gives you an example of “what you want to do” and then shows the script format
that you would use. “IF this happens, DO this action.”

Example; If the player’s total number of units falls below 30, send him ReinforcementX

Script:  if number of alls lost by player=30
Spawn reinforcementX for player, assign to group

{13

|31€% INew mission] - Map Editor "G, - ¥ L %
Fles View Mode Tools Help
~ o = =
JSE BEE ~ Pwue mEE. S ERE ER]
= Mission scripts =] )
frod Seripts: Sortby: None - Statements: Parameters: Varidbles stz Add Delete
@ hewsape | vent, dear ~ [Erent
- i, 5 m—
2 ReinforcementX ~
Delete vent, set upon timeout
] Group [7] [plaver
@.' Message spawn
A Multiplayer selectable [ true
= Objectives T
| Other
: Player |= move to group [false
E'i Seript cargo group Name:
& - Spawn cargo selectable [ true .
f s Value:
stom multiplayer spawn e
jush spawn 3
a inforcement, multiplayer ) - : xS
= spread radius o| Eventslist: A Delete
- | L
it Name: ...spawn unit - | reinforcement L
1 New Script F] , g =
Time out (epoch): 10 Change Desaription:  5pawn a reinforcement. Ta call this script, you must =
IE‘ have at least one reinforcement attached to the
Start time (epoch): 0 mission (see Tools/Reinforcements) 1
.
periodic script  [[] don't generate lua-code
Mame: 3
Saript text: Search
ol Preset names list: Add Delete b
J if mmber of alls lost by "Player” = 30 ... |
[Fpawn "ReinforcementX” for ", assign to group ')
end b
—
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