SUDDEN STRIKE II
MAP AND MISSION EDITOR
USER GUIDE

General concepts

A playable mission in Sudden Strike II consists of a map and a mission itself. A map represents an area with its terrain and a set of static objects–trees, buildings, etc. A mission contains the units, different elements that control their behavior (locations/gates/etc) and other elements. A mission is set on an area of a map or on a smaller area, this way you may have several missions on the same map.

When you're editing a map and mission in the editor, you are editing source files. To play the mission, you should build it. There are three types of built missions – campaign missions, single missions, and multiplayer missions. 

File operations with maps and missions

Map operations (Main menu – Map)

Creating a new map (Main menu – Map – New Map)

Select the map scheme and size. Scheme is a set of graphics available for building the map. Map size may be one of the following: 128x128, 256x256, 384x384, 512x512.

Saving a map (Main Menu – Map – Save Map)

Maps and missions are saved in numbered slots. Choose one of the slots and enter a short description (name) for the map.

Loading a map (Main menu – Map – Load Map)

Select the desired map to load and click "OK".

Generating a bitmap of the whole map (Main menu – Map – Generate bitmap)

You may generate a bitmap of the whole map. Choose "Generate bitmap" option, enter a file name, choose the format (JPEG or BMP), quality for JPEG, scale (scales of 1:16 to 1:1 are available), and click "OK". 

Creating/Saving/Loading/Building Missions
(Main menu – Mission)

All actions listed here are tied to appropriate items in the Mission menu. To perform the action, choose an item in the menu.

New mission (Main menu – Mission – New Mission)

Creating a mission, you should select the mission zone size. Mission size may be one of the following: 128x128, 256x256, 384x384, 512x512, but it may not be larger than the current map. After you've created a mission, you may shift the mission zone holding shift and using arrow keys.

Clearing mission (Main menu – Mission – Clear mission)

This operation allows you to drop the mission you're editing. Rarely needed.

Saving a mission (Main menu – Mission – Save mission)

The interface is the same as with saving maps. The mission is saved in one of the slots inside the current map. You cannot save the mission unless you've already saved your map to a certain slot, or you've loaded it from a certain slot.

Loading a mission (Main menu – Mission – Load mission)

The interface is the same as with loading maps. You can load only the missions that have been saved on the current map.

To play a mission, you should build it. You may build the mission as a campaign mission, as a single mission, or as a multiplayer mission.

 Building a campaign mission (Main menu – Mission – Build as campaign mission)

You don't have to enter any file names or descriptions. The built map and mission will be automatically saved to MAPS/CAMPAIGN directory under the following names:

· NNN.ssc – map file

· NNNMMM.ssc – mission file

Here NNN is the number of map slot, and MMM is the number of mission slot. Map and mission are stored in different files to preserve space, as there may be several missions on the same map. You cannot build the campaign mission if you've not saved the map or mission yet.

Building a single mission (Main menu – Mission – Build as campaign mission)

You should choose a file name, and the mission will be built to a file with ".ssm" extension. For the game to find this file, it should be saved in MAPS/SINGLE directory, where other .ssm files may be found.

Building a multiplayer mission (Main menu – Mission – Build as multiplayer mission)

The process is the same as above. The extension is ".smm". For the game to find this file, it should be saved in MAPS/MPLAY directory, where other .smm files may be found.

Running a mission (Main menu – Mission – Run game)

Choosing this option will build your mission as a single mission to the file named "__test__.ssm" and start this mission inside the game. The editor does not close. This only allows you to test single player missions from inside the editor.

Notice: the editor uses a very large amount of RAM (about 60M) and so running the game from the editor will cause a severe slowdown and swapping if your system has less than 128 of RAM. 256M is recommended.

Saving a bitmap: (Main menu – Mission – Save bitmap

"Save bitmap" option allows to save a bitmap of the mission zone. Everything is the same as with saving a bitmap for the whole map.

Editing the map

Placing normal static objects

(Tool tree categories: Free objects, Horizontal objects, 

Vertical objects, Trees, Roads, Houses, Cliffs, 

Craters, Bridges, Fences)

These tool tree elements allow you to place static objects on the map. Selecting the category you will see a list of object in the auxiliary window (plus one pseudo-object labeled "RANDOM"). You can select an object by clicking on it, then place it by left-clicking on the map. If you select an object labeled "RANDOM", each time you will place a random object from the list (useful for placing forests, etc). If you don't like the automatically selected random object, you may click "Other" or <TAB> to select another one. Right-clicking on the map deletes any objects of this category from the clicked point. 

Some of the categories are split into subcategories. Click "+" near the category to expand the list of numbered subcategories. You may choose a subcategory and see the list shortened to only the objects of this subcategory. Random objects will also be chosen only from this subcategory. You also may select several categories holding "Ctrl" or "Shift" keys.


Some objects are destructible. You may select the level of destruction with the "Damage" slider or with <SPACE> key.


"Picture density" slider allows you to specify the default width of the objects. If you increase it, more objects will fit in the list, but some will be clipped.

Editing visibility (Tool tree – Visibility)

To define visibility, you mark certain cells on the map as "raised" and "lowered". They affect the visibility using two following rules: 

1. If on the ray starting from the observer's location there is a border between the lowered and raised cells (lowered closer to observer), nothing will be visible behind the border.

2. If on the ray starting from the observer's location there is will be a border between the raised and lowered cells (raised closer to the observer), everything will be visible behind the border, and the previous rule will not be applicable behind it.

It is easy to use these flags. If you want to create a "raised" location, encircle it in raised cells, and then in lowered cells. If you want to create a lowered location, do the same, swapping the order (inner circle of lowered cells, outer of raised).

Interface is easy: choose "Raised" or "Lowered" sub-category from the tool tree, left-click to place the flag, and right-click to remove it.

Visibility flags are automatically applied on the cliffs, only sometimes you have to adjust them manually. Notice that when you try to change the automatically placed flags, the buttons work as following: left click inverts the value, and right click removes the inversion; i.e. use left click to erase the automatically placed flag, and right click to get it back.

Editing terrains (Tool tree – Terrains)

Terrain editing is simple. Open the "Terrains" category. You will see the following subcategories there:

· Textures like "Grass", "Sand and "Water". Choose a texture from the list, and then paint with it on the map, holding left mouse button. Holding right mouse button you paint with the default texture.

· Set brightness: allows to adjust the brightness of the cells. Choose the desired brightness with the slider, and paint on the map holding left mouse button. Holding right mouse button you revert the brightness to default value.

· Lighten/Darken: allows to adjust the brightness in a different way. Holding left mouse button and painting, you gradually slightly increase the brightness of cells. Holding right buttons, you decrease the brightness.

· Eraser: allows you to erase all static objects, independent of type.

Saving/Loading Object Blocks (Tool tree – Save/Load objects)

This tool allows you to save and load blocks of static objects. 

To save a block, you should first select the area to be copied. This is done with a brush. Do the following:

· Select the desired brush size, like in all other modes

· Hold left mouse button and paint the selection on the map. The selected area will be highlighted. Painting with right mouse button erases selection.

· Click "Save". Enter the file name and click "OK".

To load a block, use the following procedure:

· Click "Load". Choose a file and click OK. The selection is put into a temporary buffer.

· Hold Ctrl. The cursor will be replaced with the image of the loaded block.

· Move it to desired location and left-click to place it there.

· In case you placed it incorrectly, right click in the same place to remove it.

The following additional features are available:

· Load at center: load the block and place it at center of the mission. This is useful for copying whole missions (load map – load mission – sel mis – save – new map – new mission – load at center).

· Sel all: select the whole map

· Sel mis: select the mission zone

· Desel: deselect

Automatic generation of cliff lines and roads

(Tool tree – Automatic generation)

This tool allows you to generate a cliff line or a road. Use it as following to build cliffs:

· Choose cliff type from the drop-down list.

· Left-click a few points on the map to draw a polyline. Right click to start over if you've placed some point wrong.

· Shift-left-click on the map or click "Build" to generate a cliff line.

· If you don't like it, shift-right-click or click "Delete" to delete it.

· To build a raised border, set the points in clockwise order. For a sunken border, set the points in counter-clockwise order. You may also change the order by clicking "Reverse".

· Change "Curv prio" setting to make the cliff line lay closer to the polyline, or make it be more straight.

· Change "Exact end" setting to allow the cliff line deviate from the end of the polyline to a given distance. More freedom often allows it to be more straight and better looking.

Editing the mission

Editing Units (Tool Tree – Units)

To edit units, choose “Units” from the tool tree. This will switch you to unit editing mode, and the group view will appear in the auxiliary window.

Unit editing mode has two submodes.

“Add new” submode

“Add new” mode allows you to place new units on the map. To switch to this mode, click “Add new” button. A unit editor window (see below) will appear, allowing you to choose the unit you want to place on the map. Choose it, edit its options and click “OK”. The “add new” mode will be activated, and the mouse cursor will be replaced with the picture of the selected unit. Left-clicking on the map, you place this unit. Right-clicking, you remove any unit that has been in the clicked location. You may also edit the unit options in the edit boxes below the tool tree (notice that you may not choose the player to whom this unit belongs, from within the unit editor dialog. You may do this only selecting it from the combo box below the tool tree).

Another way to switch to “add new mode” is: click “+” near “units” in the tool tree to expand the unit list. Expand the desired nation, and choose the unit. This unit will be selected for placing on the map, with the default options. Edit the options if you want and place the unit on the map.

“Edit existing” submode

“Edit existing” allows you to edit the units on the map. To switch to it, click “Edit existing” or <SPACE>. Now you’re in the “edit existing” mode. To select the units you want to edit, click a place on the map and drag, expanding the rectangle. On releasing the mouse button, all units in the rectangle will be selected. You may also click a single unit to select it, or hold <SHIFT> and click a unit to add it to selection. After you’ve selected the unit(s), you may edit their options in the edit boxes under the tool tree.

Editing groups

If you’re creating a mission with scripts, it does matter to which group you’re adding the units. To set this, you should use the group view in the auxiliary window. 

The group view shows a table of 100 groups. In each cell you may see the number of units in this group, and the players who have their units in this group (the color bar above the number shows the colors of these players). The current group, the one to which the units will be added, is highlighted.

In “add new” mode, you may left-click the desired group to choose it as a current one. Since then, all units will be added to that group.

In “edit existing” mode, you may do the following:

· Left-click to transfer all selected units to the clicked group, including the passengers

· Shift-left-click to transfer the passengers only of the selected units to the clicked group

· Alt-left-click to select the units of the clicked group. The current selection is lost.

In either mode you may right-click a group to call its properties window (see "Group properties" below).

For more information on groups, see “Scripting”.

Unit editor

The unit editor window is an important common component of the game. You may see it in when placing units on the map, editing reinforcements, or paradrops.

The window consists of three parts: unit type list, unit options, and a container. There are also OK/Cancel buttons and a field for entering the name of the reinforcement (when editing reinforcements only)

Type list

The left part is a list of different unit types. It contains a set of buttons that define nations and classes that the units belong to, and a list box with the units.

To choose the unit, you should first choose the appropriate nation and class the unit belongs to. To do this, click the appropriate buttons above. The list of units for this nation and this class will appear in the list box below. Choose the unit you want and click it. It will be selected (highlighted), and the picture of this unit will appear in the picture box.

If you want, you can select more than one nation or class. To do this, hold Shift while clicking the buttons. E.g. if you have “German” and “Infantry” selected, you may hold Shift and click “Crew” to have both German infantry and German crew units listed in the list box.

Unit options

The central part has the following elements:

· A picture box that displays the picture of the unit you’re editing. It may also show the following special values:

· Question mark: means that the unit type has not been selected yet.

· Arrow pointing right: means that you’re editing the options for the selected units in container (see below)

· A comments box showing the comment for the selected unit type. It displays 

· Option boxes for editing the six basic options of the unit

· Crew and Passengers buttons for editing the crew and passengers of the unit

· Put and Get buttons for working with unit pool.

In the option boxes most of time you see the options for the “current unit” – a new temporary unit that is available for placing on the map or adding to the container (if you’re editing a container). The exception is editing the options of the selected units inside the container (see below).

Each unit on the map has the following options:

· HP (hit points): define how much the unit is damaged. Set in percent. At HP=100 (default), the unit is intact. At HP=0, the unit is dead.

· Ammo: defines how much ammunition does the unit have. Set in percent. At Ammo=100, the unit has the maximum possible amount of ammunition. At Ammo=0, the unit has no ammunition at all.

· Some units may carry two different types of ammunition. Setting the Ammo, you set them both to the same percentage of a maximum.

· Exp (experience): defines the amount of experience the unit has. Set in percent. At Exp=0 (default), the unit has no experience and its battle abilities are at minimum. At Exp=100, the unit has the maximum amount of experience and won’t be able to train anymore.

· Morale: defines the amount of morale the unit has. Set in percent, with default value of 50. The values below 50 are negative (decrease experience), and the values above 50 are positive.

· Group: defines the group that the unit belongs to. The group index varies from ‘A0’ to ‘J9’ (there are 100 available groups total). The groups are the vital for AI scripting.

· Lives: defines the amount of additional lives the unit has. Varies from 0 to 255. If the unit that has additional lives is destroyed, it is placed in a special container called "hell", and may be restored from it later via auto-restoring system, or with a script.

Crew and Passengers buttons allow you to edit the crew and passengers. These are two sets of units. When you click either of these buttons, the container on the right is temporarily replaced with the crew or passengers of your unit, allowing you to edit it. When editing crew or passengers, different from e.g. reinforcements, you see a fixed number of slots available. You cannot put more units to the crew or passengers, than the capacity of the unit. Not all units may be crew and passengers. The units that cannot be in the edited container are disabled and not shown.

Container contents

The left part contains the list box with the contents of the container you’re editing and a few editing buttons. This part is disabled in case you’re editing a single unit.

When describing the edit commands, the following terms will be used:

· “Current unit” – the unit that is shown in the central part of the window

· “Selected unit” – the unit that is currently selected in the container

The following editing commands are available:

· Add – add the current unit to the container.

· Take – copy the selected unit to “current unit” and deselect it. This button is enabled only if a single unit is selected.

· Del – delete the selected unit(s).

· Cut – the same as “Take” and then “Del”.

· Up – move the selected unit up in the list. This button is enabled only if a single unit is selected.

· Down – move the selected unit up in the list. This button is enabled only if a single unit is selected.

· Save – save the contents of the container to the file.

· Load – load the contents of the container (current contents will be lost)

· Desel – deselect units in the container.

· Set – when editing the options of the selected units, apply changes.

You may edit the options of the units inside the container. To do this, use the following procedure:

· Select one (click) or more (shift-clicks or ctrl-clicks) units. 

· An arrow pointing right (to the container) will appear in the picture box, and the options of the selected units will show up in the option boxes (if a certain option has the same value for all the units, it will be displayed; if some of the selected units have a different value of this option, an empty box will be displayed). 

· Edit the options you want to change

· Click “Set”. The changes will be applied to the selected units.

· You may edit only the six basic options of the units inside. You may not edit the crew or the passengers. If you need to change the crew or passengers of a unit inside the container, you may use the following procedure:

· Click the unit you want to edit. It will be selected.

· Click “Cut”. The unit will be copied to the “current unit” and will be removed from the container.

· Edit the crew, passengers or any of the options.

· Click “Add”. The unit will be added.

· If desired, use “Up” or “Down” to position the unit in the container correctly.

Editing Locations (Tool Tree – Locations)

Locations are used for scripting whenever you need to refer to a certain place on the map. For more information, see “Scripting”.

You may see the locations view in the auxiliary window. A table of 63 available locations (1-63) will be displayed there (0 is not available as location 0 is a predefined location, specifying the whole map). Clicking a cell selects the current location. You may also choose the location number with a spin control below the tool tree. On the map you may see the highlighted blue cells that belong to the locations. On each cell a number is drawn, indicating the location this cell belongs to.

The location is a free-form set of cells (the only restriction is that the locations do not overlap), and you may paint it using a brush, just like you do e.g. with terrains. Interface is the same as in terrains: hold the left mouse button and move the cursor, “painting” the location (i.e. adding the cells to it). You may adjust the brush size with <+>/<-> or with a spin control, just like in terrains. You may hold the right mouse button and drag to “erase” any selection (i.e. remove cells from it).

Editing Markers (Tool Tree – Markers)

Markers are used for scripting whenever you need to test the state of a certain object (e.g. building), or when you need to specify a single cell on the map. They also mark the spots where there will be zeppelins in multiplayer missions. For more information, see “Scripting”.

You may see the marker view in the auxiliary window, with a table of 100 available markers, numbered 0 to 99. Click a cell to select the current marker, or choose the current marker with the spin control below the tool tree. Left-cick a cell on the map to place a marker there, or right-click a cell to remove any marker.

Editing Ambient Sounds (Tool Tree – “Sounds”)

Ambient sounds are the sounds that are regularly played in certain locations of the map. You may use them to reproduce the sound of flowing water, birds singing in the woods, etc.

To place a new ambient sound on the map, use the following procedure:

· Click “Add New”.

· Choose a sound from the list. Click <Enter> or “Ok”.

· Adjust the sound options.

· Click on the map to place sound.

To edit the ambient sound, use the following procedure:

· Click “Edit existing”

· Click the sound on the map to select it

· Adjust the sound options

The following options are available:

· Radius: the radius in which the sound will be heard (cells)

· Priority: the sound priority. In case there will be not enough sound channels to play sounds simultaneously, sounds with the lowest priority will be dropped first.

· Min delay: minimum delay between the sound playbacks (seconds)

· Max delay: maximum delay between the sound playbacks (seconds)

Editing Gates (Tool Tree – Gates)

Gates are used as exit points for reinforcements. Each gate has an exit point or exit zone (where the units appear), and destination point (where the units go to after they’ve appeared on the map). Only the gates placed on the edge of the mission zone may have an exit zone larger than one cell. You should not place the exit zone and destination point in the same place, as the appearing units will reside in the exit zone and block the exit for other units.

To edit the gates, choose “Gates” from the tool tree. The existing gates, if any, will be shown on the map with flags: exit zone with a red flag(s), and destination zone with a blue flag. 

Gates are named A to P. Choose the current gate with a spin control (you may just click the spin control and then click the desired letter).

Left click on the map to place an exit zone for the selected gate, and right click to place a destination point for it. Click “Delete” to delete the selected gate.

If you’ve correctly placed the exit zone on the cells next to the mission zone, you may adjust the exit zone width with a slider. To find out how to place the gate exit zone correctly, see the picture:

[image: image1.jpg]



Here you may see exit zone A placed correctly, exit zone B placed incorrectly (too far – the exit zone will not be valid), and exit zone C also placed incorrectly (inside the mission zone – the units will appear right on the map, not from behind its edge, and you won’t be able to adjust the exit zone width).

Editing Mines (Tool Tree - Mines)

Editing mines is simple. Adjust the desired mine options, i.e. choose the mine type and the teams to whom this mine will be visible (if the mine is visible to a team, the units will bypass it). Left-click on the map to place a mine, and right-click to remove it. Adjusting the brush size allows you to place a block of mines at once.

Editing Airfields (Tool Tree – Airfields)

Airfield consists of a territory (marking the airstrips and other places where the planes may move), hangars, a liftoff point and a landing point.

To edit the territory, choose “Territory” subcategory from the tool tree. Left click (and drag) to paint the territory, or right click (and drag) to erase it.  You may also adjust brush size with the spin control or “+”/”-“. Notice that the “territory” is just a flag on the map, specifying that the planes may move here, i.e. you don’t have to specify the airfield index when creating the airfield territory.

To place the hangars, a liftoff point, or a landing point, choose the needed sub-category from the tool tree, and choose the airfield index with the spin control. Left-click on the map to place an object, and right-click to delete it. For one airfield, you may place only one liftoff point and one landing point, and up to 16 hangars. Notice that the planes (which occupy 3x3 cells) should be able to move from hangars to the liftoff point, and from the landing point to hangars, through the airfield territory, or they won’t be able to lift off and land correctly.

Editing other flags (Tool Tree – Other flags)

The following flags (and corresponding subcategories in the tool tree) are available:

· Blocked: the cell that a unit cannot move through

· No waves: the cell where the wave animations won’t appear

· Shallows: the cell that is passable both for ships and for ground units

· No pontoons: the cell where you cannot build a pontoon bridge

· Fullstop: the cell that is not passable, and that you cannot shoot through or see through.

“Blocked”, “No waves” and “Fullstop” flags are usually applied automatically, and you rarely need to edit them manually.

Mission options (Main menu – Options)

Player options (Main Menu – Mission – Players)

The options in this dialog box mostly apply to single player missions only. This dialog allows you to choose a player (in the top left combo box) and then adjust its settings. 

The list of players contains five elements, which have different meaning for single player and multiplayer missions. In a single player mission, the first four refer to 4 different players (Plr1..Plr4), and the fifth is not used. In a multiplayer mission, the five elements refer to five nations: settings like "Name", "Nation", "Color" and "Team" are not used, and plane/paradrop settings allow you to specify initially available planes and paradrops for five different nations.

The following settings are available:


· Name: the player name. Does not affect anything. By default, the players are named according to their roles in a single player mission (Player 1 – "Player". Player 2 – "Enemy", Player 3 – "Ally", Player 4 – "Neutral".

· Nation: the player nation. Only affects the mission results display.

· Color: the color that will be used to display the units of the player on the minimap.

· Team: the team that the player belongs to. Usually you don’t have to adjust the default setting (Player 1 – Team1, … , Player 4 – Team 4). In a single player mission, Team 1 (the player) and Team 3 (computer controlled ally units) play against the Team 2 (the enemy). Team 4 is neutral.

· Planes (notice that you only set the options for the “old style” planes here, i.e. the ones that arrive from behind the edge of the map. The “new style” planes that are on the map (normal units) are not affected):

· Direction buttons: allow you to set the direction where the planes come from.

· Type: chooses the type of the plane that you’re currently editing.

· Options button (calls a sub-dialog):

· Plane type: the plane that will arrive when a plane of a chosen type will be called

· Number of planes: the number of planes available to the player. Decreases every time a plane is shot down. You cannot call more than this amount of planes at once.

· Number of flights: the number of “fuel loads” available to the player. You cannot call for more than this number of planes totally.

· Delay: the delay between the moment when the plane is called for, and the moment when the plane arrives.

· Paradrop (calls a sub-dialog): allows you to edit the paradrop contents for this plane. Paradrop is only possible for transport planes and cargo planes. Notice: the only difference between the transport and cargo planes is the animation. Paradrop is not a set of units. For paradrop, you should choose a set of up to 4 different unit types with specified quantities. You may set the group and experience of dropped units. All other unit options are set to default. Interfact is simple: select the unit type on the left (like in the regular unit editor), then click one of four buttons on the right to assign this unit type to one of four slots. Specify the desired number of units right of the button. If you want to clear the slot, enter 0 for the number (the slot will be cleared on clicking “OK”). Choose the desired group and experience in the boxes above.

Scripts (Main menu – Mission – Scripts)

For description of scripting, see a separate chapter below. Only the interface will be described here.

On choosing "Scripts" from menu, a dialog with the list of triggers appears. Initially it is empty. The following operations are available:

· New – create a new trigger. A script window pops up, where you may edit the trigger. It consists of three parts: the upper one is the condition window, the middle one is the actions window, and the lower is the list of available conditions or actions. To enter a condition or an action, click the needed window, then choose one of the of the actions or conditions from the list. You can remove actions and conditions right-clicking them.

· Edit – edit selected trigger. The same window pops up, where you can edit the trigger.

· Delete – delete selected trigger.

· Up/Down – move trigger up or down in the list. Triggers are executed in the up-down order, but the order does matter only in very specific conditions (when the result of some action above may affect the conditions below).

· Copy – copies the trigger to the clipboard

· Paste – pastes the trigger from the clipboard. You may use the clipboard to duplicate scripts, or to copy them from one mission to another (it's easiest to run two instances of the Sudden Strike II editor for this).

· Save – saves a trigger to a file

· Load – loads a trigger from a file. Notice that only the scripts are saved, the phrases/groups/etc to which they refer are not saved.

Editing Reinforcements (Main Menu – Mission – Reinforcements)

Reinforcements are sets of units that you may send in to the map during the game, using scripts. Reinforcements appear on the map through the gates (see below).

In the reinforcements dialog box you may see a list of reinforcement slots available. Click a desired slot and then click "Edit". A common unit editor will appear where you may edit the contents of the reinforcement. You may also edit the name of the reinforcement in the edit box below the unit editor. You may also clear a reinforcement (select it and click "Clear").

There are some limits on the contents of reinforcements:

· Not all units may be in reinforcements (e.g. static coastal artillery can not)

· Units in reinforcement should have enough crew to be able to move

· You cannot have "huge" units (trains, large ships) and normal units in one reinforcement in the same time.

Generating reinforcements

You may simplify your work by generating reinforcements from templates. This is especially useful in multiplayer games, where the reinforcements should be balanced. Manual balancing is an extremely tedious process, and using pre-balanced templates makes it much easier.

On clicking "Generate", a generator dialog box appears. You should specify the following options there:

· Nation, for which the reinforcement will be generated. You will usually choose some specific nation for single player missions, or "all" for multiplayer missions (where you need to have balanced reinforcements for all nations).

· Name of the reinforcement(s). If generating for all nations, the name of each of generated reinforcements will be prefixed with nation name.

· Several slots, where you may specify the template name and repeat count for that template. E.g. you may specify "Medium tank platoon" and "2" as the repeat count, this means that the generated reinforcement(s) will have 2 medium tank platoons (in case of generating for all nations, each of the reinforcements will have 2 tank platoons with national units).

When you click "OK", you will have one (if you've selected a specific nation) or five (if you've selected all nations) reinforcements generated.

Group properties (Main menu – Mission – Groups)

In this dialog box you may specify the options for a group. This dialog is easiest to call selecting "Units" from the tool tree and then right-clicking on a group in the group view. If you've selected it from the main menu, you should manually enter the group number and click "Update" to select the group which properties you want to view or edit.

"Troops" section

Here you may see number of units of this group on the map and inside other units.

"Reinforcements" section

Here you may edit the options for automatic reinforcements. If "auto send" is turned on for the group (if the box is checked), dead units from this group will be placed in a container called "hell" and automatically restored and sent in as reinforcements under certain conditions. All options of automatic reinforcements are self-explanatory.

Note: if you don't want to turn auto-restoring of units on, you may control the restoring with scripts (see below).

"Behavior" section

Here you may edit the behavior options of the group. These are the initial values of the behavior options, and they can be changed later with a script. For a full explanation of behavior options, see "Scripting".

Mission Objectives (Main menu – Mission – Objectives)

Mission objectives are plain text that is displayed with the briefing and from within the mission. Type the objectives in the edit box and click "OK".

Multiplayer Settings (Main menu – Mission – Multiplayer)

Editing Phrases (Main Menu – Mission – Phrases)

Here you may edit the phrases that may later be used in scripting.

Up to 64 phrase slots are available. Each phrase consists of a text and sound (both are optional).

Editing is simple: select the phrase slot from the list, then choose a sound from the drop-down list and type text in the box below it.

Generate tactical map option 
(Main Menu – Mission – Generate tactical map)


This option controls the generation of the tactical map. If it is turned on, tactical map display (using Caps Lock key) will be possible in the game, and briefing display will also be possible. Tactical map increases the mission file size by approximately 50-100K (JPEG compression is used to store it). It also considerably increases mission build time.

Mission settings option 
(Main Menu – Mission – Mission settings)

This dialog box allows you to edit the following mission options:

· Short mission name (mission ID). The mission ID is used for localizing. If you don't use localizing through lng files, this is not necessary.

· Long mission name. This is the name that will be displayed in addition to file name in the single mission list / multiplayer mission list. This is not required for campaign missions.

· Lng file name and "Use lng file" checkbox. If this box is checked, the game will try to open the lng file on mission start, and if it is found, the game will substitute the mission objectives and phrases with the strings from this file. Ther following keys are used: MISSIONID_DESC for mission objectives, and MISSIONID_TXTn for phrase text (here MISSIONID is the short mission name you defined above, and n is the phrase index).

· Maximum and minimum possible number of players and teams for this map. The number of players may vary between 2 and 12, and the number of teams – between 2 and 4. These options are not used if you're not building the mission for multiplayer.

· Mission weather. You may choose from “None” (no weather effects), “Fog”, “Rain”, and “Snow”.

Mission internals and scripting

Behavior models

Each unit group in the mission has a behavior, which affects the performance of every non-player (computer controlled) unit in the group. There are five values tied to a group, which describe this behavior. These values are called: AI_BEHAVIOR, AI_LOC1, AI_LOC2, AI_GRP1 and AI_GRP2.

AI_BEHAVIOR stores the behavior models itself, which is made from a name of behavior model and certain options. Each behavior model has its own list of options, which may be turned on or off.

AI_LOC1 and AI_LOC2 store the numbers of two locations, that will be of special importance for this group. How these values are used, depends of the behavior model, and sometimes on behavior options (e.g., if a certain behavior is specified, the units will go to one of this locations).

AI_GRP1 and AI_GRP2 analogously store the numbers of two special unit groups (e.g. tracked or assisted groups).

Here is a list of all available behavior models with descriptions. The options for each of behavior models are not described here, as they usually have self-explanatory names. Only non-obvious cases are described.


********

AI_BEHAVIOR
None

AI_LOC1, AI_LOC2
Not used

AI_GRP1, AI_GRP2
Not used

Description
No special actions are performed. The units stand still and will attack only if the enemy can be seen.




********

AI_BEHAVIOR:
Infantry – Guard Location

AI_LOC1, AI_LOC2:
Guarded locations

AI_GRP1, AI_GRP2:
Not used

Description:
The infantry will move to specified locations and will guard them.

In addition to infantry units, the group may also contain AT guns, howitzers, machine guns, mortars and jeeps. The infantry will always use them, even if disabled in options, and will never try to abandon them. The guns, etc from other groups will be used only if they are in one of the guarded locations, and only according to specified options.

If the option "do not move to new location" is set, the guns will be abandoned when the infantry will have to leave its location (due to this behavior turned on, or AI_LOCx changed). If the option "do not abandon" is also set, the gun crew will not leave the zone.

If none of "do not pull", "do not move" are set, the gun crew waits for an available truck for appox. 15 sec, then pulls the gun manually. If only "do not pull" is set, the crew will abandon the gun. If "do not abandon" is also set, the crew will stay at its location

All these settings refer ONLY to the guns from other groups. For the guns, etc from the same group, all settings are ignored, and only "do not abandon" is considered to be set.




********

AI_BEHAVIOR:
Infantry – Track Group

AI_LOC1, AI_LOC2:
Guarded locations

AI_GRP1, AI_GRP2:
Tracked groups

Description:
Same as "Guard Location". If the units from AI_GRP1 or AI_GRP2 can be seen, they will be tracked.

All options like "move to location only…" are used only in relation to moving to AI_LOC1 and AI_LOC2. The guns are never towed, and are used only if they are close.


********

AI_BEHAVOIR:
Infantry – Howitzer Crew

AI_LOC1:
Guarded location

AI_LOC2:
Watch zone for howitzers 

AI_GRP1, AI_GRP2
Not used

Description:
The same as "Guard Location", but only AI_LOC1 is guarded, AI_LOC2 is used as a watch zone for howitzers. Jeeps are never used.




********

AI_BEHAVIOR:
Tanks – Guard Location 

AI_LOC1, AI_LOC2:
Guarded locations

AI_GRP1, AI_GRP2:
Not used

Description
Tanks will stay in the specified locations and will guard them. Only tanks and tank-like units (SPA, APC) are allowed in the group.




********

AI_BEHAVIOR
Transports – Assist

AI_LOC1, AI_LOC2:
Rest zones

AI_GRP1, AI_GRP2:
Groups to follow and assist

Description:
Transports will assist friendly units to tow the artillery.

If there is some infantry inside transports, it will be unloaded immediately. 

If "Go to location only if there's nobody to assist" is on, will go to location if there are no guns who need towing. If not, will track AI_GRP1 and AI_GRP2.

If "Assist specified groups only" is on, will assist only AI_GRP1 and AI_GRP2, in other case will assist all friendly units.

As soon as the gun is attached, the truck falls under control of the gun squad, following the squad behavior, and will stay under control until the gun is detached.




********

AI_BEHAVIOR
Transports – Go To Zone

AI_LOC1, AI_LOC2
Zones to go to (will use closest point)

AI_GRP1, AI_GRP2
Unused

Description
Transports will just go to the zone. If there's some infantry in transports, it will be unloaded upon arrival (this can be used to transport infantry in trucks).


********

AI_BEHAVIOR
Transports – Transport Infantry

AI_LOC1
Location to transport from

AI_LOC2
Locations to transport to

AI_GRP1, AI_GRP2
Unused

Description
Transports will go to AI_LOC1, wait for at least 70% load, then will go to AI_LOC2, unload, and repeat this process.




********

AI_BEHAVIOR
Supply trucks – Repair

AI_LOC1, AI_LOC2
Repair locations (for details see below)

AI_GRP1, AI_GRP2
Not used

Description
Supply trucks will repair units.

If "Repair objects" is on, will repair bridges, but only in AI_LOC2 and only if the bridge is marked with a marker; will also repair railways and airstrips in AI_LOC1 and AI_LOC2.

If "Repair only within the location" is on, will repair only friendly units that are in AI_LOC1 or AI_LOC2. If it is off, will repair all friendly units.

If there's no one to repair, will go to AI_LOC1.

To use this behavior for building pontoons, you should set "Build pontoon bridges" option. The place where you want to build the bridge should be in AI_LOC2 and should be marked with a marker.




********

AI_BEHAVIOR
Rocket launchers – Go to Location

AI_LOC1, AI_LOC2
Location to go to (will use the closest location)

AI_GRP1, AI_GRP2
Not used

Description
If "Hold fire" is on, you should use scripts to fire. If it is off, RL's will fire at will (notice that RLs never try to attack a single unit – only a more-or less tight group of enemy units will be attacked).




********

AI_BEHAVOIR
Planes – Go to Location

AI_LOC1, AI_LOC2
Location to go to (will use the closest location)

AI_GRP1, AI_GRP2
Not used

Description
Planes will lift off and will go to location to perform their mission (recon, bombing, paradrop). 

For bombers, the meaning of first 2 flags is inverted (i.e. "Bomb only if no our units are there" and "Bomb only if enemy units are there"). Transport planes will wait for 70% load before liftoff.




********

AI_BEHAVIOR
Trains – Guard Location

AI_LOC1
Location to guard

AI_LOC2
Location where to repair tracks

AI_GRP1, AI_GRP2
Not used

Description
Trains will repair tracks in AI_LOC2 (only if "Repair tracks" is on), then will go to AI_LOC1 and will guard it.



Scripting

Scripting is the core of any mission. Sudden Strike II does not have high-level artificial intelligence, and only use of scripting will make computer-controlled units to behave the way you want them.

Sudden Strike II scripting engine is very easy to understand, and most of time self-explanatory.

A mission script is a list of triggers. Each trigger consists of a condition and a list of actions. It works as following: in the process of playing the mission, periodically (several times a second), the condition of each trigger is checked. If it is true, the actions of this trigger are performed. Here are simple examples of a trigger logic: "If all units in group A1 are dead, the player has failed the mission", or "If there are any units of the player in a certain location, tell player that he should watch out for enemy troops, send enemy reinforcements there, and turn off this trigger so it works only once".

Triggers are edited in the script editor, which has been described above (to call it, use Main Menu - Options - Scripts).

Below you will see the description of all conditions and actions you may use in your scripts, grouped by the subject they refer to.

User interface

To show some text to a player in the mission, you should create a phrase containing this text, and then use the action "say phrase <phrase>". For <phrase>, one of the phrases in the mission is substituted. In addition to the text, phrase can also contain a sound.

When saying a phrase, you can highlight a certain point on the minimap. To do this, put a marker in this place, and then use the action "say phrase <phrase> with pointer to an object <n>". For <n>, enter the number of your marker.

The text may also be displayed in a modal dialog (i.e. a dialog box with text appears on the screen and the game is paused until the player clicks "OK"). Use this for very important messages that the player should never miss. Modal dialog can be shown with actions "show modal dialog <phrase>" or "show modal dialog <phrase> with a pointer to object <n>". Usage is the same as with phrases.

You may also use an action "move screen to location <n>" for scrolling the screen automatically. Center of the screen will be moved to the center of designated location.

Timers and timing

The easiest way to delay execution of a certain action to a certain moment is using the condition "time from start of mission is <comp-op> <time>". Here <comp-op> may take the following values: "exactly", "more than" and "less than".

If you need more control (e.g. you want to perform an action in a certain time after some condition becomes true, or if you want to perform it regularly), you should use timers. Timer is a virtual object, that allows you to execute certain actions at a certain time, or delay execution of an action to a certain time. There are 100 available timers, numbered 0 to 99. Timers are independent and can work in parallel.

Timer works as following: you set it by using the action "set timer <n> to <time>", where <n> is the number of timer. As soon as this time has elapsed, the condition "timer <n> elapsed" becomes true. If in this period the action "stop timer <n>" is performed, the timer is stopped, so it won't alarm. Notice that the condition "timer <n> elapsed" is true until you restart the timer. If you want to perform a single action on this condition, you should turn off the trigger.

By default, the timer alarm works only once. To make it work again, you have to start the timer once more. If you need to perform some periodic activity, you should make the timer periodic. This can be done with the action "set timer <n> period to <time>". As soon as this action is performed, the timer will signal with the designated period, that is, the the condition "timer <n> elapsed" will become true ONCE in a designated period. It would be a misconception to turn off the trigger after performing necessary activity, like with normal timers – the action will be executed only once then.

There's a special timer called countdown timer. If it is set, its value is displayed in the top left corner of the screen, thus allowing the player to see how much time he has left until this timer elapses. You set this timer by using the action "start countdown from <time>", and you check its current value with the condition "countdown is <comp-op> <time>".

Checking the location of units

The following conditions may be used to check for the current location of units:

"there is <comp-op> <n> units of group <grp> in location <loc>"

"there is <comp-op> <n>% of units of group <grp> in location <loc>"

"there is <comp-op> <n> units of player <plr> in location <loc>"

"there is <comp-op> <n>% of units of player <plr> in location <loc>"

"the number of <unit class> units of group <grp> is <comp-op> <n>"

"the number of <unit class> units of player <plr> is <comp-op> <n>"

"the number of <unit class> units of player <plr> in group <grp> is <comp-op> <n>"

The conditions are self-explanatory. Unit class here may be a combination of four primary unit classes: "Active" (normal units on the map – infantry and machines with crew), "Containers" (occupied and unoccupied artillery and machines without crew), "In hell" (the dead units that may be restored"), and "On the way" (the units that have been already sent in as reinforcements, but that have not yet appeared on the map).

Controlling unit behavior

To control unit behavior, use the actions "set AI_BEHAVIOR for group <n> to <behavior>", "Set AI_LOC1 for group <n> to <m>", "Set AI_LOC2 for group <n> to <m>", "Set AI_GRP1 for group <n> to <m>" and "Set AI_GRP1 for group <n> to <m>". The actions are self-explanatory.

You may use the "patrol" mechanism to easily perform patrolling of zones. The action "add patrol locations <AI_LOC1> <AI_LOC2> for group <n>" adds the pair of locations to a cyclic patrol buffer of the group. The action "clear patrol locations for group <n>" clears this buffer. The action "shift patrol locations for group <n>" takes the next pair from the buffer and assigns to AI_LOC1 and AI_LOC2 of that group. This allows you to easily change AI locations of the group. Using this in combination with a periodic timer, you may implement cyclic patrolling of locations.

Controlling reinforcements in single player games

To send reinforcements in single player games, you should use the following action: "send to player <player> reinforcement of type <reinf> via gate <gate> into location <loc> with delay <delay>". The arguments of this action have the following meaning:

· <player> - player to whom the reinforcement will be sent (choose from list)

· <reinf>  -the reinforcement itself (choose from list). You should previously create the reinforcement in the reinforcement editor (Main menu – Options – Reinforcements)

· <gate> - gate through which the units will appear

· <loc> - location where the units will go to after they've appeared

· <delay> - delay between this action performed and first units appeared

You may also use the following actions to give additional plane calls to a player:

"give planes to player <player>: <n> <planetype>" allows to give n additional planes of designated type to a player.

"give plane fuel to player <player>: <n> for <planetype>" allows to give n additional loads of fuel for planes of designated type to a player.

Note that another, "more elegant" way to give planes to a player is to send neutral planes in, land them on an airfield, and then transfer them to under the player control. See "Controlling planes" below for details.

Controlling reinforcements in multiplayer games

In single player games, the reinforcements are sent automatically as the players capture the zeppelins. In multiplayer missions, zeppelins are created everywhere you place a marker. Zeppelins are grouped by color according to the script actions described below. The following actions are used to control automatic reinforcements:

"set initial reinforcements, Russians - <xx> Germans - <xx> British - <xx> Americans - <xx> Japanese - <xx> delay = <time>" allows to set the reinforcements the players receive when the game starts.

"set reinforcements for zeppelins <zzz>, Russians - <xx> Germans - <xx> British - <xx> Americans - <xx> Japanese - <xx> delay = <time>" allows to set the reinforcements the players receive when their team captures a group of zeppelins.

"set planes for zeppelins <zzz>, <n> <planetype>" allows to set the number and type of additional planes of the designated type that the player will receive for capturing this group of zeppelins.

"set plane fuel for zeppelins <zzz>, <n> for <planetype>" allows to set the additional number of fuel loads for the designated plane type, that the player will receive for capturing this group of zeppelins.

"set message for zeppelins <zzz>, <phrase>" allows to set the phrase that will be displayed when a group of zeppelins is captured.

These actions should be issued on mission startup. All these settings will be remembered then and all reinforcements will be sent automatically.

"set infinite reinforcements mode" action will set a multiplayer game mode in which the reinforcements for the zeppelin will be sent periodically as long as you hold a zeppelin (in contrast with normal mode where the reinforcement for the flag is sent only once for each team). The period between the sent reinforcements is set in game options.

Mission termination and flow control

"end of mission: <outcome>" action finishes the mission and defines the outcome. The value of <outcome> may be one of the following: "victory", "defeat", "tie game". This action is probably the most often used among all actions, as you need it in every single player mission (or the mission will never end). The most typical use of it is in combination with the condition that checks the number of active units the player has (that is, the mission is over when the player looses all his units (defeat), and the mission is also over when the enemy looses all his units (victory)). 

This action is not used in multiplayer missions. These missions terminate automatically.

"set next mission to <nextmis>" action is used only in campaign missions. This action sets the mission that will be the next in campaign flow. The following options are available: a mission (you should specify the number of map and mission slots), "end of campaign", "defeat in campaign", and "forced replay".

Controlling planes

"Send <n> <planetype> of player <player> to marker <m> and land to airfield <af>" and "send <n> <planetype> of player <player> to location <loc> and land to airfield <af>" are the basic plane control scripts. The scripts work as following: first, if the player does not have enough planes of this type, or enough fuel for planes of this type, nothing is done. If everything is ok, the planes will be sent to a specified marker or to a specified location to perform their mission (paradrop for transports, bombing for bombers, recon for spy planes). Then the planes will land to a specified airfield, or, if 0 as specified for airfield, will leave the map.

The action "send <n> planes of group <grp> to airfield <af>" may be used to transfer planes from one airfield to another. This script works only for the planes that are on the ground. If the plane of designated group is in the air, the action will be delayed until it lands.

A precise control of the plane route may be achieved by using the following scripts: "start plane route" starts a new route (erasing a previously created route), "add route point over marker <m>" and "add strike point over marker <m>" add route and strike points to the route. After you've created the route, you may use it with the action "send <n> <planetype> of player <player> via plane route". The route may be used as many times as you want, until you reset it by "start plane route".

The following conditions are available to check the planes the player has:

"player has <comp-op> <n> <planetype>" is true if the player has exactly, more than or less than n planes of designated type.

"player has <comp-op> <n> fuel loads for <planetype>" is true if the player has exactly, more than or less than n fuel loads for planes of designated type.

Controlling long-range fire

"launch rockets by RL of group <n> to location <loc>"

"launch rockets by RL of group <n> to marker <obj>"

"fire a howitzer of group <n> to location <loc>"

"fire a howitzer of group <n> to marker <loc>"

"launch static rocket of group <n> into location <loc>"

These actions allow you to make single shots of long-range weapons (RLs, howitzers, and static rockets (V2's) accordingly). If there is more than one RL, howitzer or static rocket in that group, a random one will be chosen. The target may be either a location (random point is selected there), or a marker.

Fog of war operations

"Show zone around marker <m> in radius <r> for player <player>" lifts the fog of war for designated player. The revealed zone is a vision zone of a pseudo-unit with sight radius <r> (e.g. all points on a circle of radius <r>, that are visible from its center, are revealed).

A circular zone with center marked by designated marker, and with a specified radius, is revealed. The zone is revealed ONLY for the time until the next script pass. This means you should regularly perform this action in a trigger that you do not turn off. Here's the example of proper use of this action:

condition:


time from start of mission is more than 05:00:00 and time from start of mission is less than 06:00:00

actions:


show zone around marker 0 in radius 10 for player Player

Notice that  there's no "turn off this trigger" action here.

You may also use timers and variables to control this action.

Variable operations

There are 100 numbered cells available for use in scripts. Each cell may contain an integer number. You can assign values to them, perform mathematical operations, and check their values.

Action "let cell <n> contain <value>" allows to assign the value to the variable. Value may be either a number or a value of another variable.

Condition "value of cell <n> is <comp-op> <value>" allows to check a value of the variable.

"mathematical operation" allows you to increase or decrease the value of the cell by a certain value. 

Other conditions 

"object <n> is dead" is true if the object marked with marker n has been destroyed.

"in group <grp> <ammo for weapon> is <comp-op> <n>%" allows to check the ammo supplies of the group. For this condition to be true, amount of ammo for the specified (1st or 2nd) weapon of all units of the group should be exactly equal to, more than or less than a specified percentage.

"group <n> was attacked <comp-op> <time> ago" allows {???}

Other unit operations

"Set <attr> to <comp-op> <value> percent for units in group <n>" alters the value of some unit attributes within the mission manually. The attribute may be "hp , "ammo", "exp" or "morale" (see above for detailed description of unit attributes). All these attributes are measured in percent. You can set the attribute to an exact value ("exactly"), limit it from above ("at most") or limit it from below ("at least"). 

"Set new group <newgrp> for units of group <oldgrp> in location <loc>" allows you to transfer units from one group to another. All units from group <oldgrp> that are in location <loc> will be transferred to group <newgrp>, and the behavior of <newgrp> will be applied. Remember that you may use special location 0 that covers the whole map.

"Transfer group <group> to player <player>" allows to transfer the group to under the designated player control (e.g. you may send in neutral reinforcements, and then transfer them to the player as soon as they arrive in a certain location).

"destroy units of group <grp> through gate <gate>" and "destroy units in location <n> through gate <gate>" is a rarely used action that allows you to destroy units in an "elegant" way. Units from designated group or location will go to the gate (usually the gate is on the edge of the map, so this looks like leaving the map), and will disappear there. Notice this order will be forgotten if the unit is distracted by something, e.g. is attacked.

"Restore units …" allows you control unit restoring. If you don't want to turn the auto-restoring on for a group (see "group options" above), you may use this script to restore units manually, under certain conditions.

Using "forces" to transfer units between missions of a campaign

"Force" is a temporary container for units, that is used for transferring units from one mission to another. The principle is to form a force from the units in the end of one mission, and to restore units back in the beginning (or middle) of another. Restoring is done by forming a reinforcement from a force, and then sending that reinforcement to the map.

The following actions are used for controlling forces:

"Clear <force n>" clears the contents of the specified force.

"Add all units to <force n>", "Add units of player <player> to <force n>", "Add group <grp> to <force n>" and "Add units from location <loc> to <force n>" allow you to add units to the force (all units, all units of a player, all units from a group and all units from location) accordingly.

"put units from <force n> into location <loc>" and "put units from <force n> and assign group <grp>" allow you to place units from the force to the map immediately. This is sane to do only on the mission start, as units appearing from out of the air do not look very good. It is usually sane to use the second form (with group assignment), as meaning of the groups is usually different in different missions.

"form reinforcement of type <reinf> from <force n>" and "form reinforcement of type <reinf> from <force n> and assign group <grp>" allow you to replace the contents of reinforcement slots with the units from the force. You may later deliver these reinforcements to the map with normal "send reinforcement" script.

Logic and flow control

"not", "and" and "or" are logical operations, that you may use to join the conditions. You may also use parentheses to specify precedence.

"Turn off this trigger" is a vital action that turns off this trigger so it does not work anymore. You should use this action in the end of action list of each trigger that you want to be done only once in the process of playing the mission.

The Editor FAQ

Q: The editor seems to be painfully slow. What can I do?

A: The amount of RAM your computer has is very important for the editor. You will be hardly able to work on a computer with 64M or less of RAM. 128M or more is highly recommended.

Q: How can I copy the mission source files from one computer to another? Where I can find the files I should copy?

A: Map and mission sources can be found in "maps.src" subdirectory of the directory where you've installed the game. Each map is stored in a subdirectory called "map.NNN", where NNN is the number of the map slot. Each mission is stored in a subdirectory called "map.NNN/mis.MMM", where NNN is a number of map slot and MMM is a number of mission slot within the map. All files in these subdirectories are used (you should copy all files to copy the mission). You cannot use mission source without the map source. If the needed map slot is occupied, you can copy the map to another map slot, creating the directory if necessary (the same with missions).

Q: Can I use Sudden Strike maps in Sudden Strike II? Maybe there's a way to convert the maps?

A: Currently, you can't. Theoretically you can load the old map sources in the editor, but the graphics has changed completely, and almost none of the objects you had on the map in Sudden Strike exist in Sudden Strike II. What you will see will be a mess of objects.

Maybe a Sudden Strike II add-on will allow this, providing the old Sudden Strike schemes.

Q: Can I place units on the map in multiplayer missions?

A: Yes, just like in a normal mission. However, as the number of players in a multiplayer mission is unknown in advance, and as the editor allows you only to use the first four player of 12 that may be used in multiplayer, it makes sense only to place neutral units, i.e. the units that do not belong to any player. These are units without crew and passengers (including ammo crates). Normal units should be sent in as reinforcements.

Q: Why cannot I place trains or ships on the map?

A: Trains and large ships belong to "huge" unit class. Huge units may not be placed on the map. They may only appear on the map through reinforcements. One reinforcement should represent one train or one ship.

Q: I seem to have problems creating the airfields with planes. I can't get the plane to lift off.

A: Check the following:

· You have created an airfield territory

· You have placed the hangar and liftoff point on this territory (and a landing point, if you want the plane to be able to land on this airfield). It's reasonable to create a rectangular territory and one or two airstrips, each should be 3 cells wide.

· The hangar and liftoff point have the same airfield number

· You have placed the plane right in the hangar point (the editor checks this, but who knows?)

· The plane may pass from the hangar to the liftoff point. Remember the size of the plane is 3x3 cells (not subcells!). If you have created an airstrip that is less than 3 cells wide, the plane won't be able to lift off.

Q: How can I see the cell grid?

A: Press and hold F3. You will see the cell grid and other useful information (like blocked cells and other special cells).

Q: How can I place a unit right between two high houses? I cannot see anything there!

A: Press and hold F4. All vertical components of all objects on the map will be removed.

Q: How can I place a plane right into the hangar, while I don't see a hangar?

A: Press and hold F5. You will see the airfield territory, hangars and all you need.

Q: The editor crashed! What should I do?

Q: I've found a bug in the editor! What should I do?

A: First, check out the game site for the latest patches and apply them. If the problem persists, send an e-mail to customer support. The customer support e-mail address may be found in Sudden Strike II box.

The email should include:

· Description of what have you done before you crashed the editor (or description of the bug and how you've produced it)

· Information from the Windows message box that shows up when the editor crashes

· Map and mission sources - this is not required, but is desirable

· Description of hardware and software configuration of your computer - also desirable.

Please don't ask about problems if you've altered game data or code, or if you've installed any unofficial add-ons or modifications. Absolutely no support is provided in these cases.

Q: I've placed the computer-controlled howitzer on the map, but it does not want to shoot!

A: Check the following:

· The crew of your howitzer has a behavior model called "Infantry – howitzer crew"

· You have defined AI_LOC2 for the group as the location where do you want the howitzer to shoot

· AI_LOC2 is not within the howitzer dead zone (if it's not a "gun-howitzer" which is able to fire point-blank)

· The howitzer has enough ammo

Q: I've placed the computer-controlled gun or howitzer on the map, but it was immediately abandoned by the crew on mission start. Why?

A: Check the behavior model. It should be either "None" or "Infantry – howitzer crew".

Q: Is it possible to undo?

A: No.

Q: Is it possible to delete the automatically generated cliff line?

A: Only if you've not yet have reset the original built path (if you still see the green polyline). Use shift-rightclick or "Delete" button. If you've already reset the path, the only way is to use eraser, or to select "cliffs" from the tool tree and then use right mouse button to erase the cliffs.

Q: Can I create my own units?

A: Currently, there's no support for this.

Q: Can I create my own campaigns?

A: Yes. To build a campaign, or a bundle of campaigns, you should do the following:

· Build all missions you want to include. You should build them as campaign missions.

· Delete all unneeded maps and missions from maps/campaign directory, or

· Copy the files with the maps and missions you need to another directory, or

· (Easiest) delete all files from maps/campaign before building missions.

· Create a text file called info.txt in the directory with maps and missions. For each campaign in your bundle, this file should have 2 lines: the first is the name of campaign, and the second is 2 space separated numbers - number of map and mission slots of the first mission in campaign, e.g. the file should look like following:
--- cut ---
My own Russian campaign
10 0
My own German campaign
20 0
--- cut ---
Here you see 2 campaigns defined, one starting at map 10 mission 0, and another starting at map 20 mission 0.

· use sue tool to compress the directory with maps and missions, e.g type the following line in command prompt: 
sue "c:\mycampaigns.sue" "c:\program files\Sudden Strike II\maps\campaign\"

· rename this file to have a ".ssx" extension, e.g. "mycampaigns.ssx"

· You may now distribute this file. To be installed, it should be copied to "Maps/Addons" directory in the game directory. 

Q: Is it possible to change the quality of JPEG compressed tactical map?

A: Yes. Find the following line in edit3.ini file: "TMJPEGQuality=90". Change 90 to whatever quality you want (0 to 100). Notice that quality of 90 seems to be optimal: it provides almost perfect picture, which is very important for tactical map with many small details, and still gives good compression. If you want to sacrifice quality for size, you may decrease this number.



