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SUDDEN STRIKE 3 MAPPING MANUAL

By Kane Peterson

To get the most out of this manual, you should just follow all of it to
completion when making the map. Take whatever notes you need. Go back to
parts of it that you need to use again.

MAP-MAKING
Starting out

You must have the correct application: "MapEdit.exe"

On Steam, this may be located in C:\Program Files
(x86) \Steam\steamapps\common\Sudden Strike 3

Double click the application to go on it.

!I Locale.Ing 03/07/2019 02:29
[%] luas.1.dll 03/07/2019 02:28
{1‘5 MapEdit.exe 27/04/2009 10:33
& | MapEdit.ini 06/10/2024 16:39
%] mfc71udll 08/05/2008 14:34

After entering the application, select "Create New Mission".

A

Welcome to SuddenStrike3 mission editor

Recent missions

Mission name ‘ Type | Folder name
The Perimeter Single strogg_mining_facilities
Operation Advantage Campaign op_advantage
Create new mission Open existing mission
O Don't show again Open selected Close

Choose your preferred properties including map size. Also create a name for
the mission. It is important to decide the map size now because this cannot

be changed later. Other features like ground level can be useful if your

scenario is set on predominantly high ground, because adjusting the terrain

below 0 will result in being at sea level. When you are ready, select OK.



Mission Name New mission

© Single player O Multiplayer O Campaign

Properties
Map size : - 1 km Initial patch type
® Land
Ground level 3m © Ocean
¥ Advanced Default 0K Cancel
Geography

First layers e.g. grass, sand

For now, the map will appear to be white and featureless. The first thing
we want to do is add some layers that will give the terrain a texture.

See the "Tools" box (usually loading on the right) and click the "map" tab.

Tools x
Camera positions
Position ~ | Remove

not assigned

Center camera Show position
O show cells info
TerrainType No pasaran
Passability
Heights
Transparency

Misc

After this, you will see additional tabs. The one directly under "map" will
say "Relief" by default, but that is not what we need first. Click the tab
so that it changes to say "Layers". Clicking the tab will toggle it to a
different option, so if it does not say "Layers", just click it again until
it says this.

After reaching the "Layers" option, double click the box with a cross in
it, where it says "Grass". This represents our first layer, which is blank
and white by default.



Tools X
E Map'@ 1 i

R4 Layers| Decol @ A 4
Brushes

o

Diameter 20.0

Weight 7 0 . : 100

Mode © Replace O Additive

Fade 1+ T — =0

Up Down || Add

O Hilight 1 Show layers on patches

In the "Layer properties" box now open, you should see the terrain type is
automatically set as grass for a new layer, which will cause this terrain
to affect unit speed like a grass field and also generate muddy explosions
when hit by shells. However, it has no texture. To change texture to grass,
click the "+" at the left of where it reads "grass", then click one of the
grass textures that appears below this. Select a different one if you
prefer a different texture, for example, a brighter one. You can also edit
the name of the layer where it says "Name", to "grass" if you prefer,

allowing you to label the layers as you add them. When you are happy, just
click "close".

o bl N R €D S 0 . A k3 -IL‘IIH'-nq

ll’: Layer properties

Namel Base Layer I ¥ passability

& Texture & Terrain type  Grass . [J No pasaran

&= country
& dirt

= Qrass_Dnanc_uZz.ad
% grass_bright_03.dds
¥ grass_faded_01.dds

Tex scale 16 Texture rotate
Blend size 4

00
Blend width 1

Close




Updating minimap preview and saving

The minimap will not yet have updated to our new texture layer. For that,
click the save button at the top left to save your map. Choosing "yes" to
prepare map to be used in the game will allow everything to update
including the texture, although clicking "no" may allow faster saving when
you make more limited changes to your map and are not ready to use the map
in the game.

€% [New r

s NeRETR RS

‘0 Prepare map to use in game?

Moving the editor camera

Now we might want to view the map. This is done by holding ctrl and left
mouse button, while moving the mouse. If you want to alter the pitch or
rotate your camera, hold ctrl and the right mouse button while still moving
the mouse. In addition, hold ctrl while using the scroll wheel to zoom in
and out significantly more than in the game. Try looking around the map for
a while if you are not familiar with the controls.

Additional layers

When you are comfortable, create another layer. Just click "Add" on the
Tools box while you are on the "Layers" tab there.

Tools X
# Map ¥ i

R Layers B L & 4

Brushes

0

Diameter 20.0

Weight 100

Mode © Replace © Additive

Fade 0

O Hilight I Show layers on patches




Creating areas of sand where you intend water bodies and rivers to go would
be a good next step at this stage of making a map.

As before, select your preferred texture. You can scroll down here to find
more options, and use the "+" to expand the options. Choose sand in this
example, which will often be present in many maps. In addition, where it
reads "Terrain type", this time click where it reads "Grass" to reveal more
options. Choose "Sand". This will cause this layer to behave like sand. You
can also name the layer "Sand" to help find it. As before, click Close when
ready.

— — — e - S —— s,

fl Layer properties

Name Layer 0 Passability

Texture Terrain type] Sand - O No pasaran

% grass_sand_04.dds
% sand01_d.dds

1 % sand01_d_ripple.dds
1 ¥ sand_bright.dds
%
¥ sand_crimean.dds I I
{ >4 sand:grass:crlmean:oz.dds
Texscale -~ = : - [ 16 Texture rotate
Blendsize ——————% = (4
| e
Blendwidth — = — 1

Close

Now, at your map, hold down the left mouse button and move the mouse to
paint the map where you want the sand to be. You can adjust the brush
diameter with the slider at the Tools panel if you need it to be larger or
smaller. You can try the other sliders to make the brush have a softer or
less bold effect to blend with the grass, too.

Tools
# map ¥ i
& Layers B e & 4

Brushes

Mode © Replace O Addtive

Fade o
Layers Up Down Add
_—

Try adding additional layers, but be mindful that more layers may be needed
after you have added many more features to your map, so just three or four
is okay to get started.

Water bodies

Lakes and rivers should be added as the next step in the mapping, as they
can be tricky to handle alongside buildings, trenches and other detail that
will be placed in the map later.



Go to your tools panel again and keep toggling by left clicking the
"Layers" etc. tab until it is back to saying "Relief". When making water
bodies, we ideally want to be in control of the water depth. Click the
option for "Flattening" and then the tick box for "Level". Now adjust the
slider next to "Level" to how many meters deep you want the water to be.
Try -3 for a basic lake depth. However, also adjust the "Weight" slider to
something softer, like 7. Now paint the sandy part of your map gently to
make a body of water there. Because the Weight setting is low, the bank of

the river or water body will not be too steep, which makes it better for
units to be able to reach it.

Tools

B Map|® i

W Rellef B - A -

Brushes

.

Diameter

Weight

O _cha own)
© Fattening
& Level

8 Lin. weight

20.0
x 10

Try painting a river or lakes across your map if you want. Combining this
effect with the sand will create a more realistic environment where there
are sandy shores near the water bodies, and units will move slower on the
sand, as well as the explosions and craters looking more appropriate here.

Elevation

Be cautious with elevation early on,
may make it harder to decide
may be different if your map
roads or buildings here.

because too many hills and mountains
where to place your roads and buildings. This
is set in the mountains and there are very few

If you plan to add airfields to your map, be careful that hills are not
placed in front of them, and ensure that the airfields have completely flat
terrain to be placed on. Even small irregularities can cause the game's
aircraft to explode on the runway because their collision box overlapped
the terrain! Also, planes in Sudden Strike 3 tend to fly at 45 meters and
may dive when performing attacks, and cannot detect the ground or avoid it,
so hills that exceed 30 meters are not recommended as the planes cannot

avoid them and will crash

If you are sure where you
mapping is a good time to
with the water bodies but
Tools panel, e.g. 10.
exceed 10 meters.

into them!

want the hills to be,
add them. To do this,
adjust the "Level" to

Then gently apply this to
To make the hills higher or begin adding taller peaks,

this early stage of the
simply repeat what you did
a positive value at the
make hills that will not

adjust the slider for "Level" to the height desired.

It is good practice to make the
some flat areas for settlements
your map for mud, swamps, stone
whatever else you think adds to

natural features of a map first, but leave
and roads to connect. Add extra layers into
at the sides of mountains and hills, and
the map.



Forest and rock

Any large areas of forest and foliage can be a good choice at the start of
making a map.

Click "Objects" at the Tools panel to get started with this. Where it shows
the file structure, click the "+" buttons to expand the category "Objects",
then "Flora", then "Trees" and also expand the type of tree preferred.

Tools X
8 Map @ i

&80 [omma

Player for new units  Player E

& W= Artemis
- = Birches I
birch_01.dsc
[ birch_01_sound.dsc
[ 7 birch_02.dsc
1 birch_03.dsc
birch_04.dsc
birch_05.dsc
[ birch_06.dsc
7 birch_bush.dsc

[J Random rotation [} Grid snapping
Mode © Normal © Place only

CIEICMEIENPIEY

Multiple objects Preview
Save list
Load list
Add Add folder Remove Clear

Double-click (left mouse button) the name of the asset you want to use, and
then left click the part of the map where you want the object to go. You
can copy a selected object within the editor again by using ctrl+c while it
is selected on the map, then move your cursor to where you want a copy to
go, and use ctrl+v to place a copy. You can also move the object with the
circle at the asset's position by dragging this with the left mouse button
down, or rotate it by doing the same with the second circle extending from
its position.

You can select entire groups of objects and drag or rotate all of them in
the same way, as well as copying and pasting them. By placing and rotating
several trees in clusters, you can copy and paste large groups of them or



drag them across the map. By this method, large wooded areas can be quickly
present on the map.

If you want undergrowth and extra foliage in the woods, try adding
"bushes", also found under the flora category, placing large groups of
these in the same way.

You can also place rocks and pieces of cliff from the objects library into
the map just as you did with trees.

3D grass

For additional foliage effects and long grass in the natural landscape, you
can toggle the left tab used for Relief and Layers until it says "Grass".
Try altering the "Grass size" at the slider and choose available grass by
double clicking the file name you see.

Tools x

Brushes
Diameter 20.0
Weight | e g ; : 10

® place/Remove

O Coloring

Grass size o NI 0.9 l

Available grass

[ grass_small_04.grd

[ newgrass_test.grd

" newgrass_test_01.grd

" newgrass_test_03_01.grd

" newgrass_test_03_02.grd

" test_grass_01.grd
test_grass_02.grd

" test_grass_02_large.grd

o 0

(dI'g D [ arg
|~ test_grass_dead_01.grd
" test_grass_dead_02.grd

New l Edit \Remove Reload
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Paint the relevant area of the map with the grass, adjusting the sliders to
make it denser or cover a larger area at your discretion. Some types of
grass especially the "bush" grass set at 0.6 can be used with firs and wild
areas of the map for convincing pine forest environments.

Roads and paths

Some buildings can be added at this stage (later step), but you may prefer
to add the road network on the map before placing most of the buildings,
since this road network will decide how the buildings should be oriented. A
more realistic city can be planned out with the roads, and they can be
adjusted again later if change your mind about how the city is set up.

Go to the Tools panel again and click Splines, then double click your
preferred spline, in this case one of the roads available.

Holding alt, use left click to place the nodes that the spline will follow.
You can place them across the map. Deselect the spline or select it to
start placing nodes for a new spline or add extra nodes for your selected
spline, respectively. Drag the nodes as you would drag objects, by holding
left mouse button over them and dragging the mouse, to change the shape of
the spline. Double click nodes to delete them or hold alt over the spline
and click once to add an extra node to a spline.

When you want to see the roads, click the "All meshes" button that will
generate the roads or other features generated by splines across your
entire map.

Note that splines for roads can cross each other to form crossroads, or end
inside another road to connect to it, and it is okay for splines to extend
across the entire map. Connecting the nodes of different roads is not
recommended because it can cause tearing in the road meshes where they
connect, so having them just pass into each other looks better.

Where roads reach the edge of the map, you should ideally not place the
last node in the spline beyond the map edge because it can cause the road
to bulge at the map edge when you save the game repeatedly during mapping.
Instead, a "road end" decal or two should be placed there.

Railways
Railways are placed the same way as roads. Trains automatically only move
along these splines.
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Decals

Decals can add detail to the map terrain and also help patch up gaps
between parts of the road mesh, preventing sharp edges being visible
between road meshes or at the end of the road mesh.

To find and place decals, go to the second tab under the Map tab at the
Tools panel where it reads Decals, and click that. You may now double click
the decal you prefer, and then place it onto the map surface by clicking
there. You can drag the circle at the corner of the decal to rescale it to
a different size, or the centre circle to move it, or the circle at the end
of the line to rotate the decal. "Road end" decals can be used at the end
of a road so that the end is not abrupt or sharp but more natural.

.......

H1 Shomw dacal placements Ugdste 3l decals

You can use multiple "Road end" decals to create a fake section of road
that is not affected by the shape of the terrain or the bulging effect at
the map edge mentioned in the roads section. This is good practice as you
will not have to worry about rebuilding the roads again.

Buildings and infrastructure

To place buildings, simply find them the same way as you did with the
trees. You can also add lamp posts, telegraph posts and other
infrastructure just as it would be placed alongside roads. You can also
copy and paste these as desired.

You can pre-place infantry inside buildings, but that is covered in the
mission building steps later in this manual.

Bridges
Bridges should be placed just as with other objects, but setting their
height to connect properly to the land is more complicated.

Right click the object and select "Change parameters". After reaching the
"ObjectProperties" window, tick "Floating" option and then click Apply,
then OK.
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Desc Name Objects/Bridges/stone/strogg_bridge_frame.dsc

oD 10 Parameters
Name
TvoulTop BC Health 16600
Player Neutral Expericnce 0
Group
Fuel 0
~ Ammx 0

e

O Selectable Maxpassability

WARNING: The changes made in this dialog couldnt be undone “ Cancel

After this, right click the bridge again and select "Edit transformation™.
Edit the "position" box for the z axis (second one typically) and click
apply until you are happy with the object height. Because this can be an
unpredictable method, you may prefer to simply place the bridge in some
deeper water where it is the correct height, then copy it and drag the copy
to where you want. This is useful if there is more than one bridge piece
being connected, as with a longer bridge.

Position ~385.855 186

Normal  © 1

Angle

It is also useful to choose to change the parameters and tick the floating
option for other objects that are partially inside the terrain, e.g.
casemates and tunnel entrances.

Pathfinding Grid

You may be concerned about units being able to pass objects or not. For
this, you will want to make the pathfinding grid visible. Do this by
clicking the Show/Hide Pathfinding Grid button on the left. Turn it off
whenever you prefer with the same button.



13

4 wp e

4

Log
19:40:06
19:40:06 Loading mission "New mission"

Fl

‘HE ey

To generate the pathfinding grid after you have made changes, click the
Generate Pathfinding Grid button on the top bar.

{2§[Fdev;:1n55hzn]— Map Editor
Files View Mode Objects Tools Help

- 12 ¥ IE#!

No pasaran layers

You may sometimes want to make an area simply impassable to all units, e.g.
quick sand, rocky slopes, and slippery edges that you imagine to be present
on the map. For this, tick "no pasaran" when setting up the layer. Go back
to the section about First Layers if you forgot how to set up layers.
Generate the pathfinding grid when needed to see that the layer created
impassable terrain.

- A -
200
100
2 Replace O Additive
Fade 0
Name Layer 1
o’ = Up | Dowr Add
7 Texture 7 Termaintype  Swampland naer
% &= Mods and 0
s ST —
== sand I
& can_din_02_h.dds
& grass_sand.dds

& grass_sand_01.dds
& grass_sand_02.dds
& grass_sand_03.dds

Tex scale 16 Texture rotate
Blend size 4

Blend width 1 O Hilight [ Show layers on patches
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Different brushes for layers

When painting layers with more finesse as the map gets more detailed, you
can change brushes. You may want a sharp square brush for creating concrete
areas of the map or fields with crops, for example. To do that, right click
the box where it reads "Brushes" at the Layers tab and choose "Edit
brushes".

Tools x

# Map|® i

Y Layers|® £ ] P
- Brushes

=

Diameter 20.0

Weight 100

Mode © Replace © Additive

Fade 0

O Hilight O Show layers on patches
Here, you can change the shape of the brush between circular ("round") and
square ("quad") and adjust the "center" slider to get a sharper edge or a

more blurred edge for the brush. When ready, click "Add" and then "OK".

Tools
& Map

| Layet

Jrushe
Available templates  Layers X Refresh i
diame,
Neigh
Aode
Properties ‘ade

Name NewBrush Remove

Used for

O Relief © Layers O Grass O Coloring O Blend =

New template
Form © Round IO Quad I Import
I Center C ! 3 ll Add l
Brightness

You can then select this additional brush when painting the terrain with
another layer.
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Trenches

Place trenches as you would place splines. Trenches are also selected as
splines are, and placed the same. However, trenches can and should be
connected up when appropriate by dragging nodes to other nodes, where they
will become linked in the trench network.

Trenches can be accompanied by placing fortifications and bunkers, as well
as barbed wire, sandbags and other objects that can be found in the Objects
library at the Tools panel, as explained in previous parts of this manual.
Further terrain layers of dirt and sand can be applied with a fine brush
along the trenches to make them look more like they were freshly dug by
soldiers. All of this only uses steps explained already in this guidance.

Mission Environment Settings

You may want to write the description of the mission, the official name of
the mission, and also make some changes to lighting and weather for your
map. All of this is stored at the same place.

Mission Description

Click the Mission Environment Settings button. Here you can write the
mission name and the mission description that will appear before people
play the game.

N eNEFRREZY 2R &R | B 2w ER

i Description | 2 W Foq| 8 A

Nonlocale Locale : English v

Namel New mission I Name

Description Descnption

O Multiplayer Sounds

Maximal Player Count 2 5 Briefing
Available nations: Background
Cfrance

CIgermany

Cjapan

Cuk

Clusa

Clussr

Default | Revert Apply Close

Light

Next, try editing the lighting. Go to the "Light" tab. Adjust the ambient
and diffuse light by double clicking the boxes there and choosing a
different colour. Adjust the height of the sun in the sky (for example,
make an evening map) by turning the Latitude dial and adjust the direction
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of the sun by turning the Longitude dial). Maps can be set in a red sunset,

for example by altering the lighting colours and latitude.

Ambient Diffuse Water specular

Orientation

Latitude (vert) Longitude (horz)

'

Fog

Add fog by clicking the fog tab here too. Tick enable fog, choose Linear,

set a starting distance for the fog e.g. 40 meters (where it starts), set

an end distance e.g. 120 meters (where it become opaque) and double click

fog colour to choose your preferred fog. If unsatisfied, revert to default
by clicking the button for that. If satisfied, click Apply.

] 10UIS

i * , |"Fog‘q i

(o] Exp
Density  0.05

Square Exp

O Range Based

Default ‘ Revert Apply Close

Snow

For snow, move to the "Wind" tab. At "Visual Effect", choose Snow, and then
apply.
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#

R Y % “ & Wind

Wind direction

0°

Wind power

VIsuaI Effed

Effect power

Default Revert Apply Close

Finishing Touches

Look over the map and try to fill areas in with objects and some additional
texture layers, for more diverse environments. Try to imagine yourself in
the map, and place small objects like benches, even piles of rubbish, and
other tiny details. You could place tree stumps to show that part of the
map was deforested. Remember that video games are an art form and your goal
should be to immerse the player and create a beautiful, detailed level.

When you are ready, you can start placing the opposing armies in your map
and build the mission itself.

Avoiding data loss

There are strange corruptions of files and errors that can result in a loss
of progress. Save your files regularly.

Saved files are stored at "Missions" folder's "Single" folder. On Steam,
this is normally C:\Program Files (x86)\Steam\steamapps\common\Sudden
Strike 3\Media\Missions\Single

Each mission has its own folder based on your name for the mission when you
initially saved the mission.

Compressed backups

A good idea is to make a compressed backup of your mission each time you
make significant progress making your map. Do this by creating a zipped
folder containing your mission folder each time you make good progress. For
example, you might save a version called "step 5 - trench network
built.zip" so that if your progress is lost, you can continue from this
step after you created trenches, by unzipping the files again and they will
be intact.

It is very frustrating if you were working on map in detail and then find
that the files were corrupted or became inaccessible, so being able to go
back to an earlier backup is very useful and will let you finish more maps
and share them with the community.
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MISSION-MAKING

You should reserve the task of making the mission until all the mapping is
complete in the map, otherwise you may have to change the scripts
significantly due to mapping changes.

Players and nations

At the Tools panel, click the player you want to set up.

Tools
B vap ¥ Mission| i
# players| &= 2 L] o
% A
Remove
Set Cumrent

Params |

Name Player

Counrryl ussr = I

Color  red * & Can be human

mﬁanni Alliance 1 = l

Initial camera GoTo Assign
Player

Additional AI players belonging to distinct nations can be added (e.g.
adding British alongside Americans as their allies) with an extra player.
Click “Add” to do this.

Country

Adjust the Country to choose the voice schemes you want to use for your
units and the nation they will belong to. You can only choose four Allied
nations and three Axis nations, of which Italy is not complete.

In the “Modern Arms” mod, Arab and Ukrainian voice schemes are used in
their units by selecting USSR, whereas Israeli voice schemes are available
by selecting USA. In the “Sudden Quake” mod, the alien Strogg replace
Germany and Marines replace the USA in the files.

Alliance

There can only be two sides in a Sudden Strike 3 mission. These are
Alliance 1 and Alliance 2, which must be chosen here.

Objectives

The next step should be to set up objectives in the important parts of the
map, as the rest of the mission will be built around them.

Objectives must be set up in the script editor, but are first defined at
the Tools panel.

Choose the “Objectives” tab available while the “Mission” tab above it is
selected.
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Click “Add” to set up a new objective in your scenario. Type a name for the
objective under “Enter name”. You can use “Destroy the bridge” as an
example that will be used next, and then choose “OK”.

I new objective 1

Add

=

Now, you can set certain features for the objective.

Tools

= ¥ Mission| &

-  Objectives|= W Groups|®
Objectives

Destroy the bridge

Add Remove
Properties|
Name  Destroy the bridge
State adive - r
Tcon Ist = ﬁ
Timeogut 0

O Position 0,0,0

Get from waypoint

You can change Icon, rename the objective again, or click “Appearance” for
more options.

However, this only makes dropdown options available. To add new options,
click “Message Editor”. Here, you can
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Name =
Brief text '
Text ©

Message Editor |
Now you can choose “Add”, then edit the text of the message, and choose
\\Appl yII .

100000 New mission (New mission) = |Destroy the bridge

I I
|

Filters: = Global = Mission T Containing text

O Group by: Mission Type
Py o " o Close

Close the Message Editor window, and your objective message should now
become available at the Tools panel. Just scroll down until you find the
message you made.

Add | Remove

Properties Appearance|

Name |

376. Clear the port.

Brief text |377. According to the reconnaissance reports, there's an enemy repair st
378. Overcome the enemy defence and entrench. Step by step, expand t|
Text 379. In addition to ground forces, the operation will be supported by the
380. The port of Kerch is a very important transport hub for the whole C
381. Depot

382. Plant

Sound |383. Kitznc;. point

384. Tobishi point

Completed|3g5, protect the base.

. 386. Use your tank reserve to protect the base. Setup a mine field with tl
Failed 387. Protect the fortifications on the mountain top.

388. Use your tank reserve to protect the base. Setup a mine field with tl
389. Clear and capture the enemy tank base

390. The German supply depot is located to the east. Tank patrols are be
391. The German reinforcements arrive by the train. To prevent further
392. The enemy positions are located on both sides of the valley. Lead y
393. Stop the German tank convoy

394. German reinforcements arrive by the train before being deployed tc
395. Hold the position for a given time

396. Force the river over the swamp

397. Lead the tank(s) to the wade

398. Take the position beyond the bridge

399. Capture the enemy city

400. Empty

401. You lost all your troops! Your mission is failed. Try again. I
402. You have completed the tutorial mission.Try playing it on Normal o

100000. Destroy the bridge

Waypoint

Next, you might want to create a location for the objective.

To do this, click the “Waypoints” tab still underneath the “Mission” tab at
the Tools panel.



21

Tools %
B ap @ Mission| i Inic

8 players | T Objectives| % Zones M Groupd «F Waypoints

Waypoints
helicopters_esc
Waypoint 0
Waypoint 1
Waypoint 2
Waypoint 3

Although you can click “Add” and a new waypoint will appear in the center
of the map that you can drag, the most effective way is to just hold the
alt key and double click the part of the map where you want the new
waypoint to be. You can drag the waypoint to a better location as you would
with an object on the map in this mode.

You can also now rename the waypoint to something clearer, for example
“Bridge”.

B TR

Add Remove

Position
-385.4, 0, 185.5

Now return to the Objectives tab, select your objective, and go to the
objective’s Properties tab.
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Name  Destroy the bridge

State active 24 H
a
Tcon 15t * - J

Get from waypoint Get from place

Tick the Position box, click Get from waypoint, and then select the
waypoint, in this example the Bridge, then click OK.

You can also edit the “Timeout” for the mission to create a delay in
seconds (in this example 10 seconds) that will be shown to the player
before the objective is completed.

Add Remove
Properties
Name Destroy the bridge
State active
Icon st -
s
& position -385.2, 0, 185.5

Get from waypoint Get from place

The game will now be able to tell the player details about the objective,
and its location, and it will show a ticking timer at the location when the
player is completing it. However, it would not be possible to complete it
yet, because you have not created a script for this.

Script editor

Open “Mission Scripts” at the Tools option on the top bar.
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- [New mission] - Map Editor

Files View Mode Objects |Tools | Help

Spawns...

Reinforcements...
pub

Campaigns...
Mode1

Messages...

Mission scripts

Settings...

Click “New” to begin. With your new script created, change the Name of the
script to “Objectives” by editing the indicated box.

Mission script (m] x
Saripts: Sortby: None - Statements: i Jist: Add Delete
New
Delete
Up
Down
Name:
Value:
Events list: Add Delete
Name:
New Script l
Time out (epoch): 10 Change Description: .
Start time (epoch): 0
[ periodic script T don't generate lua-code
Name:
Script text: Search v
Preset names list: Add Delete
Name:
Ok
Cancel
Regenerate lua

At the Script text box, click the area “..” to begin writing the “if”
statement for your first objective.

Script text:

end
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As an objective, you can set up destroying the bridge as an example.

Destroy the bridge

This is an example objective that can be set up by knowing the ID of the
bridge in the scenario.

Before you get the ID, you can set up the statement at Mission scripts.

Scripts: Sort by: None . Statements: Paramelers; fariat
New || ( bridge 0
[ Camera
Delete | | - Events
) - Group
Up [ Multiplayer
Down Qb
—check dimculty level
objed, create
| ~-random value Name
- Player .
[+ Time alue|
- Variables
L t
no Event
Name: bridge
Objectives bridge id
Time out (epoch): 10 Change Description:  check bridge state (broken/not) a
Start time (epoch): 0
M periodic script [ don't generate lua-code
Name
Script text: Search v

I ;.E‘JS bridge (0) brokem ... I Prese
=

Having previously clicked the “..” after “if”, expand the option “Other” in
the list of available statements. Double-click “bridge state”.

By default, the bridge ID will now be 0 (see Parameters box) and the script
will now be checking if it is broken.

Click the three green dots “..” under the “if” statement at the Script text.
Then expand the “Objectives” option at the Statements options and choose
“objective, set COMPLETED”. At the Parameters box, choose Destroy the
bridge as the objective and Player as player.
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Mission scripts
Scripts: Sort by: None . Statements: Parameters: v

New | [EE Al tempiots objective Destroy the bridge
[+~ Camera
Delete | | 5-Events T Player M
r | - dlear event
Up ! set event
| set event after
[+ Group
[+ Message
£ Multiplave
| -] Objectives

~-acvate objective N

Fobjective, set COMPLETED] Y

-~ objective, set timeout
—proceed objective

reset objective ]

set flag

| set objective failed

Name: [ Other player

Objectives - Player player name

M Cerint

Time out (epoch): 10 Change Description:  gbjective, set COMPLETED a

Down

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

Script text: Search | v

The script will now have written itself to complete an objective when a
bridge is destroyed, but the bridge ID is not present yet, so the objective
will still not work.

To get the bridge ID, you need to exit Mission Scripts after saving what
you have written.

Click “OK” in the lower right corner to keep the changes and exit.

|
Name:

Regenerate lua

Scripts are not saved unless you save the entire scenario. If you exit the
scenario after you have only clicked OK, the changes to the scripts will be
lost.

Now move to the bridge and highlight the object in the editor. You would
need to return to Objects mode under the Map tab at the Tools panel to
select or highlight objects like this.
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B MapF# Mission| & Info]

& Relicf|B Decall L Objectsr‘ Splines | Surf|

Player for new units  Player

With the object highlighted, read the ID of the object. It is the first
numerical value that appears in brackets after the dsc file name on the
bottom bar. Take note of this ID.

Now we need to use this ID. Go back to Mission scripts (top bar, Tools,
Mission scripts) as before.

You can set the ID of the bridge by selecting the “if” statement part
reading “is bridge (0..” and changing the number 0 to the correct bridge ID
at the Parameters. The script will adjust to use this ID.
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Mission scri
Scripts: Sort by: None - Statements: Parameters:
New ( bridge I 3.690'
+-Camera
Delete | & Events
+-Group
Up - Multiplayer
Down B Objectives
= Other
bridge state
check difficulty level
object, create
random value
- Player
= Time
- Variables
not
Name: bridge
Objectives bridge id
Time out (epoch): 10 Change Description:  check bridge state (broken/not) a
Start time (epoch): 0
periodic script 1 don't generate lua-code
Script text: Search v
{F—
L v 3 L L4 jge" set. COMPLETED

Resetting objectives

To reset an objective such as the bridge if it has been rebuilt, you would
need another “if” statement asking if the bridge is intact.

To do this, first copy what you already wrote for this objective.

B SRt tene e

Copy all
Comment block |
Delete element |

" ger COMPLETED

Then, at the three dots following where it says “end”, click and then right
click. Following this, select the paste block option to make another block
that you can change.

if iz bridge(0) broken ...
objective "Destroy the bridge™ set COMPLETED

Paste block M

The ability to paste scripts like this is especially useful because you can
copy the scripts from one scenario to another scenario and then change them
to fit your scenario.

We want to negate the objective so that it will reset if the bridge is no
longer destroyed. To do this, click the duplicated statement reading “is
bridge (0) broken”. Then double-click “not” from the Statements options.
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| &
Mission scripts

Saripts: Sort by: None - Statements: Parameters:

New ~( bridge
— -Camera
- Events
+ Group

- Multiplayer
Objectives
-~ Other

- bridge state

- check difficulty level

- object, create

- random value

Delete

Up

-#-H-F-H-F

Down

Name: bridge
Objectives bridge id
Time out (epoch): 10 Change Description:  check bridge state (broken/not)

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

Saript text: Search

hridge” set COMPLETED

The second block will now have changed to ask if “not” the bridge is
broken, in other words, now asking if the bridge is intact.

" —_—

if is bridge(0) broken ...
objective "Destroy the bridge™ set COMPLETED

end

if not -
objective "Destroy the bridge™ set COMPLETED

etud

Now click the line under it to select that, and double-click the Statement
“reset objective” to change your line to this. Choose “Destroy the bridge”
to reset this objective.
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Mission scripts

Scripts: Sort by: None - Statements: Parameters:
Objectives New | | Al templates objective I Destroy the bridg: v'
- Camera
Delete | |- Events
— | Group
Up [ Message
Down E--Mulﬁplayer
[=|- Objectives
. —acdvate objective
disable objective
- objective, set COMPLETED
- objective, set timeout
- proceed objedive
|
o mirT
. -set objective failed
[ Other
[+ Player
- Script
Name: [H-Spawn objective
Objectives [ Variables objective name
C eammank
Time out (epoch): 10 Tm Description: / a
Start time (epoch): 0
periodic script £ don't generate lua-code
%pttext: Search . v

if is bridge(0] brokem ...
objective "Destroy the bridge” set COMPLETED

However,
keep resetting every second.

To add an extra condition,
the bridge not being broken.
Script text: Searg
if is bridge(3,690) broken ...

objective "Destroy the bridge™ set COMPLETED
e d. o

if not is bridge(0) broke
reset objective "Destroy THE bridge”

d

=

g

the bridge is already intact by default,

so the objective would

Instead, more conditions should be added.

click the three dots after the statement about

Then choose “and” at the Statements available by double-clicking it.

s Statements: Pa
B vew | Rand ]
- or

Delete
Up

Down

il

At the other three dots following the “and” at the Script text,

click.
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Now choose Objective completed under the Objectives option at the
Statements box, and choose the bridge objective and the player again as
parameters.

Mission scripts

Scripts: Sort by: None - Statements: Parameters:
New || ( objective Destroy the bridg -
[+ Camera
Delete | | (- Events player . Player
- Group
Up

|+| Multiplave
Down E‘

. —flags captured
objective active
— ghjective alliance id
objective current alllance id
—objective disabled

objective failed
objective proceeding

-Other
[+ Player
H-Time
[#- Variables
Name: - not objective
Objectives objective name
Time out (epoch): 10 Change Description: -
Start time (epoch): 0
periodic script ) don't generate lua-code
Seript text: Search

1% is brides(3,690) hroken ...
objective "Destroy the bridge™ set COMPLETED

end

if not 1s bridge(0) broken and
reget objective “Destroy th

end

This part of the script now reads that if the bridge is not broken, and the
player has completed the objective to destroy it, the objective will reset
so that the player has no longer completed it.

Resetting objectives like this can be useful for scenarios where the player
must maintain an objective throughout the mission until they have completed
all their objectives.

Enemy objectives and flags

What is done above might be satisfactory for some mappers, but there is a
better way, where objectives are more like flags that change to the player
or the enemy.

We want to set the objectives to work like flags in multiplayer. This way,
they are flashing in red, showing enemy control, until the player completes
the objective and they change to green.

To do this, the objective must be set as completed also for the enemy when
the player has not achieved them, and the timeout should ideally be set to
a significantly long time so the flashing will last a long time, reminding
the player to secure the objective.

Choose OK to exit the Mission scripts and go back to your Objective on the
Tools panel as explained already in the manual. Set the Timeout to 0 there.
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Return to Mission scripts as before, and click the three green dots at the
end of the first block of script where you set the objective to be
Completed for the player.

Here, choose Objectives and then double-click “objective, set timeout” to
add this to the block. Set the objective parameter to your objective, and
the timeout to 10. Now move the timeout line up by right-clicking it in the
Script text and choosing Move line up.

Mission scripts

Scripts: Sortby: None . Statements: Parameters:
Obiectives New | | Al templates objective
- Camera
Delete | | 4 Events
4 Group
Up | - Message

aen - Multiplayer
EW

- acivate objective
- disable objective

timeout

Diedtive set COMPLETED
proceed objective
reset objective

- set flag

" set objective failed
[ Other
& Player
= Seript
Name: - Spawn objective
Objectives - Variables objective name

rommant

Time out (epoch): 10 ' Change |  Description:  objective, set timeout
Start time (epoch): 0
periodic script [ don't generate lua-code

Script text: Search | ¥

if is bridge (3630} broken

&nl COPY line
iéf::cisoggzgﬁ‘[r:s'ggl COPV all % the bridge” completed for player "Player” ...
i’ Move line up

Comment line

Delete element

This will set the timeout to 10 seconds before the player completes the
objective, and the timer will appear to the player on the map, too.

Script text: Search

1 Fgdh ; B kidal e

o ; r

obJeCClve "Destroy Lhe bridge

end

if not is bridge(3690) broken and cbjectiwe "Destroy the bridge™ completed for player "Player™ ...
reset objective "Destroy the bridge™

end

Now, we need to set the objective so that the enemy is completing it as
long as the player is not completing it.

For this, we no longer need the objective to reset.
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Delete the entire second block of script. Do this by right clicking the
“if” statement at the start and then choosing “Delete element”

Script text: SR
if i= bridge(3620) broken ...
objective “Destroy the bridge” set timeout 10 seconds
objective "Destroy the bridge” set COMPLETED
end
IIE l Tt mess d objective "Destroy the bridge™ completed for player "Player™ ...
Copy block bridge
Copy all

Comment block

I Delete element I

Now copy and paste the first block again, as you did before (at the three
dots after “end”).

As before, at the pasted block, negate the part of the statement asking if
the bridge is broken by selecting it and then double-clicking “not” from
the list of available statements.

However, after doing this, click the line underneath the “if” statement and
edit the timeout value to 57000 seconds via the Parameters box, and also
change player to Enemy via the Parameters box after selecting the
“objective “x” set to COMPLETED” line.

Script text:

if iz bridge(3620) broken ...
objective "Destroy the bridge™ set timeout 10 seconds
objective "Destroy the bridge™ set COMPLETED

end

if not iz bridge(3690) hroken ...

objective "Destroy the bridge™ set COMPLETED

end

Also, change the Timeout (epoch) to 50. This will make the game check the
objectives every 5 seconds instead of every second, possibly lessening the
burden on the computer as it checks the objectives less frequently.

NUe.

Objectives

Time out (epoch): | 50 I

Start time (epoch): 0

¥ periodic script [ don't generate lua-code

Now, as soon as the mission begins, the timer of the objective will be set
to a very long time so that it is flashing when the player is trying to
complete it. It is also captured by the enemy at the start of the mission
by default.

The enemy-held objective will eventually stop flashing after 57000 seconds,
but this still means it will flash for many hours, and the player will
either complete the mission or be will be well aware of the objective by
the time it stops flashing.
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Click OK, save your mission, place some strong units that can destroy the
bridge if you want, and then test the mission to see what happens!

Missions can always be accessed and played even when they are incomplete,
via Custom missions inside the game.

Player captures the area

See the altered script below as an example of how you might set up
capturing the Bridge (or any area of the map), rather than destroying the
Bridge.

Here, the objective name has been changed at the Tools panel. Then, instead
of going to “Other” at the list of available statements to find bridge
state, we check “is player’s unit present”, then we use an “and” statement
added and then negated with “not” to check enemy units are not also present
within 70 meters of the point. The same is then done for the enemy to
capture the bridge by changing “player” to “enemy” and “enemy” to “player”
in the parameters at each statement in the second block, and again
adjusting the timeout to 57000 seconds for the enemy to make the flag
flash.

Ca |

Scripfs‘ Sort by: None - Statements: Parameters:
New ¢ player =
+-Camera ) )
Delete | | - Events pcﬂl"nt
& Group radius 70
Up - Multiplayer

T ¢| Objectives

| Player

get player lost
is player's unit present
player, get score y

—units of player
—units of player by type \
— units of player in zone

—units of player in zones
—units of player into zone by type ]

+- Time

& Variables
Name: not player

Objectives player name
Time out (epoch): 50 Change Desaription:  Check player units near point a
Start time (epoch): 0
periodic script [ don't generate lua-code
N

Script text: Search v

i " " " and nov is units of "Enemy” near point "Bridge” ... !
objective “Capture the bridge™ set timeout 10 seconds
chjective "Capture the bridge” set COMPLETED

end
:-i.é.l.a wnits of "Enemy” near point Bndge and not is wnits of "Player”™ near point "Bridge” ...

chjective "Capture the bridge” set timeout 57000 seconds
thﬂcu re “Capture the bridge” set COMPLETED

end

You can use the above information to set up flags for any location in the
map. It can also be used if the player is supposed to hold a location
against the enemy and retake it if it has fallen.

Be aware that enemies hidden in buildings inside an area will count as
still being in the area of the objective, possibly preventing the objective
from being met when you expected.
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Also, enemy airfields cannot be destroyed and still count as a unit in the
game. This can prevent capturing an objective if the objective required all
enemy units to be destroyed in the area.

Alternatively, you can check “zones” and define if you consider the
objective completed if a certain number of your units are in the zone and
the zone is clear of enemies. This can allow more specific areas to be
checked for capture.

Setting up AI zones and checking numbers of units present inside them, is
explained later on in the manual.

Victory and defeat conditions

All objectives met means victory

To test out victory conditions, make a second objective. It can be exactly
like the first example, or a variation on it if you are confident.

After making the objective at the Tools panel, repeat the steps done at the
Mission scripts, building additional blocks of script about the other
objective just as you did for the first objective.

When you have set up two objectives that can be completed separately like
the first example, now choose New at the Mission scripts to create another
script. Call it “Wictory and defeat”.

Mission scripts

Scripts: Sort by: None - Statements: [

| — T E
| Victory and defeat 7~ Camera

(|

- Events
- Group
- Multiplayer
- Objectives
- Other

(n]

[
[ Ly )

w |

[ |
Lo i

q
L

Here, using the same options explained earlier for when writing objectives,
write the script to check each objective, with an “And” element placed
between them by clicking the three dots and adding this.
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Mission scripts

Scripts: Sort by: None - Statements: Parameters: .
Objectives New ~( objective Capture the bridg ~ | |
——— | - Camera I
i ayer Player
[+ Events paye Y
[ Grou
Up o v
Down | |
— ads ca
objective adtive
ohiective alliance id
objective completed
objective current alliance id N
objective disabled
- objective failed Vi
' objective proceeding
[H Other E
m Player |
[ Time
[+ Variables
Name: ‘- not objective
Victory and defeat objective name
Time out (epoch): 10 Change Description: - a
Start time (epoch): 0
periodic script [ don't generate lua-code
Nz

Script text:

| Search

I if [objecrive "Caprure the bridge” completed for player "Flayer] and objective "new cbjective 1" completed for player “Flayer” ...

e

This sets up the condition for multiple objectives to be achieved or

controlled,

player win,

and in this condition you want the player to win.
click the three green dots under the “if” statement,
and choose Player at Parameters.

To do that,

then pick Player,

-
Mission scripts

Scripts: Sort by: None E

Statements:

Parameters:

JObE'eclj\res | New

Delete

|
|
I.Ip|
|

Down

Name:
Victory and defeat

Time out (epoch): 10
Start time (epoch): 0
¥ periodic script [ don't generate lua-code

Script text:

&=- Al templates
B Camera

- Events
Group

- Message

- Multiplayer
Objectives

[ (-

= Player

[T
o

nus
. dear player lost

maove unit from zone to zone
. player, add score
- player, add variable score

-
v
-
z
3

comment

Ankuin lnn

Change Description:

Search

be bridge” completed for player "Flayer” and ...

player

player

player win

player name

Y E—

Ni

I -
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Objective failed means defeat

To set up defeat due to a critical objective failing, you can edit the
objectives script again to delete elements letting the enemy achieve the
critical objective and instead replace it with a line for “objective
failed” (applies only to the player) in the block where the enemy objective
was to be completed. Set objective accordingly

That critical objective does not need to be a flag like the objectives that
are captured and recaptured, because it can only be lost once by the player
and the scenario will end.

New | [ EE-ALtemplates
Victory and defeat [+-Camera
Delete | | & Events
- Group
Up [+ Message
Down -

| acivate objective

-~ disable objective

- objective, set COMPLETED
- objective, set timeout

i proceed objective

- reset objective
__caf flan
set objective failed
[+- Other
[+ Player
[ Script
Name: [+ Spawn
Objectives [+ Variables
remmant
Time out (epoch): 50 Change Description:
Start time (epoch): 0
periodic script [ don't generate lua-code
Script text: Search

if iz units of "Playsr” near point "Bridge” and not iz units of "Eneny” near point "Bridge” ...
objective "Capture the bridge” set timeout 10 seconds
objective "Capture the bridge” set COMPLETED

gg not iz units of "Player” near point "Bridge" ...

Once the objective can be set to failed, you can now use this to trigger a
defeat at the Victory and defeat script.

An “if” statement would check if the objective has failed in a new block at
the Victory and defeat script.
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Mission scripts
Scripts: Sort by: MNone - Statements: Parameters:
( objective
nd defeat | B-Camera

% Camer player

- Group

—flags captured
objective active
objective alliance id
-~ objective completed
— objective current alliance id

eeding
- Other
= Player
- Time
[+ Variables
Name: ~not objective
Victory and defeat objective name
Time out (epoch): 10 Change Description: "

Start time (epoch): 0
™ periodic saript ] don't generate lua-code

Saript text: Search v

if objective "Capture the bridge” completed for player "Flayer” and chjective "new objective 1" completed for player "Flayer” ...
player "Player” win

end

ir hid " i
player "Player” defeat

end

Then the outcome in the second line in this block of script would be player
defeat.

r

Mission scripts

Scripts: Sort by: Mone - Statements: Parameters:
- Al templates player I Player - [n

Victory and defeat E--Camem

- Events

- Group

4| Message

#-Multiplayer

# Objectives

- Other

El--PIayer

| add bonus

dear player lost

move unit from zone to zone

player, add score
BLd ble score

player, win

T Script

ﬂ Spawn
Name: - Variables player
Victory and defeat -~ comment player name

Lo Ankaia laa
Time out (epoch); 10 Change Description:  player defeat a
Start time (epoch): 0
periodic script ! don't generate lua-code
Script text: |__Sewch *

if objective "Capture the bridge” completed for player "Player” and objective "new objective 1" completed for player "Player” ...
player “Player” win

end

;.i.nb ective “"Capture the bridge” failed for player "Player™ ...
*
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Player units destroyed means defeat

For this, you would just check units of player equal zero, and then set
player defeat just as with the other example.

Mission scripts
Scripts: Sort by: None - Statements: Parameters:
Objectives New ( player | Player -
Victory and defeat +-Camera
+- Events
- Group
Up +- Multiplayer
e, +- Objectives
H.Othe
get player lost
is player's unit present
player, get score
units of player by type
units of player in zone
units of player in zones
units of player into zone by type
[+ Time
+-Variables
Name: not player
Victory and defeat player name
Time out (epoch): 10 Change Description: o
Start time (epoch): 0
periodic script T don't generate lua-code
Script text: =
-i;"ubje:tive “Capture the bridge” completed for player "Player” and objective "new cbjective 1" completed for player "Player™ ...
player "Player” win
eml- v
.if'qucct,we “Capture the bridge” failed for player “Flayer” ...
player "Player" defeat
-n".l
end

Finally, change Time out (epoch) to something different than the
Objectives, maybe something longer, like 120 (12 seconds). If you want the
player to linger for a while after achieving their objectives rather than
ending the mission, make it longer.

Always check your objectives and victory triggers are working before doing
anything else to make the mission. Place units in the map (just as you
placed objects but choose units) and try to destroy the objectives or
capture the flags before you make the next parts of the mission. See if you
get the victory screen. Do the same to check if you can be defeated if the
enemy destroys you or occupies the objectives.

Otherwise, you risk creating a complex scenario that takes many hours but
cannot be completed anyway (this even happened with a scenario in “The Last
Stand” and possibly other missions released by the creators of the game!)

Reinforcement spawn locations

When you are ready, click the “Edit spawns” button on the top bar.

al

Select which player you want to give a spawn location for units, then add a
spawn (these must be noted because you will need them for writing the
scripts later).
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Vectors show the individual paths that units will try to follow when they
spawn into the map. They do not have to be very long if the unit will just
deploy at the map edge and wait for orders.

Adjust the arrows for the vectors to indicate where units spawn.

You may need to return to edit the spawn vectors again, if the units are
not spawning properly in the map because they are stuck off the map or
their spawn position was taken by a tree or other object. It is worth
testing reinforcement spawn vectors in the game, after making the scripts
that will be explained later.

I MaSpawnI Add Vector ‘I Remove

ZoomIin | Zoom Out -22814,-36256 & Waypoints Apply Close

Choose “Apply” when you are satisfied.

Reinforcement packages

Now click the Reinforcements button also on the top bar.

(%

On the Reinforcement editor, you can make packages of reinforcements,
grouping them together and naming them.

You can for example click “Add” under the “Existing” list at the right, and
then name the reinforcement “heavy tanks”, navigate the “Available” folders
and files on the left to find different types of Tiger tank, and double
click a unit name to add one of them to your reinforcement package. The “>”
button will also add them to the reinforcement package if they are
highlighted.
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B | Reinforcement editor O
Available [ Mark/dear all Existing [ Mark/dlear all
= Objeds =¥ Reinforcement
-2 Objects B g
5D Units e
=--C3 Alrcrafts X russian_officer
=2 american & 2 x russian_medic
=22 british & 10 x russian_automatic_rifleman
=2 french & 2 x russian_mech
=) german Up & 2 x russian_atgun_rpg7
=2 japanese & 3 x russian_lmg_pkm
=63 ussr | Down & 2 x russian_sniper

& russian_aagun_strela2

& a_20_ussr

& ababeel_1a

& ababeel_1b
- ababeel_1c

— an_225_mriya Add Clone | Params -m Export
- bayraktar_tb2 .

& il_2 Parameters

& il_76 Namel Reinforcement I Rename
Import Export . Remove Amount I

Health

0
Filters . Object preview Experience 0
¥ Single pl 0
ngle player Fuel

Multiplayer Ammc 0
Nation All nations T Ammol 0
Ammoz 0

Text M

With a reinforcement unit chosen and then selected at the right, you can
adjust the “amount” slider to increase the number of units of one type
included in the reinforcement package. You can also add passengers to
transports or APCs by clicking “Cargo” where it is indicated how many are
present in the unit, then navigate your way to soldiers in the Available
folders, and double click your preferred soldier type. You can also
increase the Amount slider while having the passenger selected at the
Existing list, to put more soldiers of the same kind inside the wvehicle.
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Available O Mark/clear all Existing O Mark/dear all
& tu_95 = 4% Reinforcement
& yak_ot > = mi_17
A zala_lancet_3 = Cargo (24 | 24)
&3 Artillery & 2 x russian_officer
&3 Ships & 2 x russian_medic
-3 Soldiers & 10 x russian_automatic_rifleman
- american & 2 x russian_mech
@2 british Up & 2 x russian_atgun_rpa7
&1 french : o 3 x russian_Img_pkm
5 £3 german Down & 2 x russian_sniper
& german_crew & russian_aagun_strela2
=% Reinforcement1
A (=) 3 | Ar
& german_mech
& german_medic £ german_flammenwerfer
& german_officer 15 Connected
& german_panzerschreck
# german_pilot Add Clone Params Remove Export
A german_rifleman
& german_sapper Parameters
< german_smg Mame Reinforcement1 Rename
& german_sniper
- Amount 1
Import Export Remove
Health 100
Filters Object preview Experience 0
“ Single player Fuel 100
= Multiplayer Amme 100
Nation All nations < Ammol 100
Ammoz 100
Text -

Apply Close

Select “Apply” when you have created sufficient varieties of reinforcement
packages for both sides in the scenario, not forgetting that any army needs
some fuel tankers, ammunition trucks, and plenty of infantry.

Clearly Name the reinforcements to show their nation and the quantity, as
this can help you decide what should spawn later when writing the scripts
for reinforcements. For example, “RUSSIAN Squad x12 men”

You do not want to call massive reinforcements in or tiny reinforcements
when it is not appropriate to the situation, so you need to see what you
are calling in.

You also do not want to call in some reinforcements for the wrong player
and nation, which the developers did by mistake in one of the original
missions! By labelling a squad clearly as Russian, you will not
accidentally set it to spawn as a German reinforcement in the scripts.

Al zones

AT zones can assist with triggering events in the scripts. They are good
for troop movements and for telling if objectives are captured or overrun
by enemy forces entering them.

Select Map tab and Zones at the Tools window for this option. This will
make them visible and let you place new zones.
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Click “Add” to make a new zone. Rename it if you want, although for the
next step it is not important. Click parts of the map to add to the zone.

We just want a series of zones for enemy forces to capture in order, as
they try to capture the map.

ZoneO can just be where the enemy reinforcements spawn. Zonel can be right
next to it, where you want their troops to pool when they arrive.

8 # Mission| &
= S Zones
Zones

Zoned

Now, put Zone2 at the next area you would like the enemy forces to stop as
they try to reach their objective. This might be the kind of distance that
you would order your troops to advance before you reorganise them and try
to regroup them. It is up to you how far apart you want the zones to be.

The zones should cover the areas of the objectives, so that the enemy can
capture them, starting with the areas more important or near the enemy. A
total of 6 zones would be normal, with the last one intended to overrun the
player’s reinforcements or base and defeat the player.

AI zone to zone troop movements

This is the best method when the enemy is carrying out an offensive against
the player. Enemy forces will wait until they are numerous enough to
attack, then try to optimally scout and swarm the objectives with infantry,
followed up by tanks, and then supply units and escorts will follow
cautiously behind with the hope to supply them.

Go to Mission scripts again. Make a new script.
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Clicking the top three dots at the script text, start a “do” statement by
just double-clicking “do” from the available statements box.

At the next line, click the three green dots to make a statement of what to
do. Choose Player, “move unit from zone to zone” and adjust the parameters

to move enemy units of all types from zone 0 to zone 1.

E

ript
Seripts: Sort by: None - Statements: Parameters:
Objectives New dear event player Enemy -
Victory and defeat set event . I
Delete set event after unit type al
= Group from zone ZoneQ
up = Message to zone Zonel
Down | | E-Multiplayer
# Objectives
=L Othe
 Player |
aad bonus
dear plave
move
player, add variable score
player, defeat
player, win
= Seript
& Spawn
Name: 4 Variables player
Enemy toop movements comment player name
Ankira lnn
Time out (epoch): 10 Change Description:  move all units of player by type from zone to zone a
Start time (epoch): 0
= periodic script O don't generate lua-code
L
Script text: Search v
w
[ Rove all of "Enewy™ frow ~Zone0" to “Zomel” I
end
i’
end

This is not a proper troop movement for an offensive, but just to make the
enemy reinforcements not pool in the same locations, instead spreading out

a little as they arrive by moving to zone 1.

Now, at the first “if” statement, click the three blue dots and make a real

troop movement.

Choose the condition for if “units of player in zone” and choose Enemy as

player and zone 1 as the zone. Click the “="” symbol and change that to “>”

(greater than), and click and change “0” to the parameter for how many
units the enemy should accumulate in the zone before moving to the next
zone (30 for example). You might want this to increase as the enemy gets
nearer to the objective, or keep it the same if you want rapid, small
attacks by forces of similar size and concentration at all stages of the
offensive. Keep in mind that even a group of fewer than 100 troops
supported by vehicles is a lot for one attack.
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Mission scripts

Scripts: Sort by: None - Statements: Parameters:

Objectives New E’Za player Enem -
Enemy toop move | twinig EC
s || e zone Em—

Group

| | - Multiplayer

[+- Objedtives

[alihe
gel player lost
is player's unit present
player, get score
units of player

nits of g by tvpe

units of player in zone _
units of player in zones
units of player into zone by type

Up

Down

Time
Variables
Name: not player
Enemy toop movements player name
Time out (epoch); 10 Change Description: A
Start time (epoch): 0
1 periodic saript T don't generate lua-code
Script text: Search v

do
nove all of "Enemy” from "Zonel” to "Zonel™

When this condition is set up, click the three green dots below to set up
what will happen. Copy and paste or select same option as the previous
block, but change to move enemy from zone 1 to zone 2 instead this time. In
addition, change “all” to “soldier” so only soldiers are ordered at first.

Parameters: v
player Enemy _:J
unit type soldier

Script text:

do’
move all of "Enemy” from "Zone(" to "Zonel™

Then, at the next three green dots below this line, click and choose a “do
after” statement to introduce a delay at this line. Type 70 as the
parameter for time to add a 70 second delay while the infantry fan out and
observe ahead with their better vision ranges in the game, before the tanks
move.
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Mission scri
Seripts Sortby: None - Statements: Parameters:
Objectives New - Al templates time 70
- Camera
Enemy toop movements - Events
[ Group
Up - Message
Down | | B Multiplayer
[+ Objectives
[ Other
[ Player
- Seript
- Spawn
[+ Variables
comment
debug log
 do after |
do lua code
Name: time
Enemy toop movements after time
Time out (epoch): 10 Change Description:  make one action after timeout &
Start time (epoch): 0
B periodic saipt ' don't generate lua-code
Script text: Search —
o
move all of “Enemy” from “Zonel” to “Zomel”
end
.\ruml:s of player "Enesy” are in zone "Zomel” > 30 ...
pove soldier of "Eneay” Erox "ZomeD" to "Zomel”
end

Copy the line for “move soldier..” and then paste it to the three green dots
on the same line but after “do after 70 sec”, so the order would be
repeated after the 70 seconds. However, click this element you have pasted,
and change the unit type to tank.

This means tanks will start moving from the zone after the infantry have
fanned out and moved to scout the area ahead in this advance.

Now right click on this latest line, select “copy line”, and paste the line

again at the three green dots below it so it occurs again. However, click
the “do after” element on it and change the parameter to 120 seconds. Then
change it to move “all” units as you did in the first example. Avoid using
“all” and specify exact types if the zone might contain trains, as they
will become confused if they are made to advance too!

Script text: Search |

£ nove all of "Enemy” from "Zone0" to "Zonel™

endl ”

:.i.t.E.unit.s of x_J].aVer :'Enemv:: Er.f jf? EOEE.."‘Z_cmﬁl" > EU

do after 120 sac nove all of Enemy~ Tron "Zonel” ©o "Zonez"

El’lﬂ. N

This means all remaining units at zone 1 such as supply units, APCs, etc,

will follow last, after 120 seconds have passed.

Troop movements should occur every 45 seconds or 450 epochs, and may not
need to begin even hundreds of seconds/thousands of epochs from the start

of a scenario (edit Start time for this) depending on the enemy AI’s plans.
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Time out (epoch): 450

Start time (epoch): 630
periodic script [ don't generate lua-code

You can also change the delays and timers and add additional lines to be
more specific about different unit types, e.g. APCs, AA and others, if you
prefer. You could try adding more to these scripts to delay attacks or
require more troops before attacking under other circumstances, like the
player’s own numbers of units or completed objectives.

All the troop movements from one zone to the next will be like this. Repeat
this with ‘zone 2 to zone 3’, ‘zone 3 to zone 4’, etc. until the enemy can

reach all the target zones. Just copy the block and change the zone names

if you prefer.

AI guard groups and zones

You can set up enemy infantry to fan out even further and try to take some
other good locations on the map, like high ground, buildings and woods not
completely essential to the objectives. Vehicles can be included with them
if you want, as you can choose what units are donated to these groups.

For this, we must create groups. Exit the Mission scripts. Go to Groups
after choosing the Mission tab at the Tools panel.

Tools

Groups

Guards1 (Enemy’
Add Remove

Parameters|

MNamel Guardsl

Playeq Enemy x I

' Qcoupy houses Repair®
[ Occupy trenches Supply®
B ocoupy guns Gun attack™
B Ccoupy mech Gun moved
O Leave gun Soldier board ]
Behaviours  Aggressive
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Set the name as Guardsl and set the desired default behaviours for the
units assigned to guard secondary areas of interest to the enemy AI.
Aggressive will support them taking more independent action, chasing the
player’s units and standing up to be able to observe further. This can be
effective for some ambushes you want the enemy to stage and create a sense
of further depth in the mission, as if the enemy soldiers are getting
special orders in other parts of a map.

Make a second group called Guards2, for the enemy to assign to more areas
of interest to their plans. If you want, give it different behaviour and
default settings.

Make a third group called EnemyMainForce. This will be the group all the
enemy reinforcements belong to when arriving into the map, which can donate
units to the guard groups.

Tools
= Mission| i
o = %7 #¥ Groups|«®
Groups

EnemyMainForce (Enemy)
Guardsl (Enemy)
Guards2 (Enemy)

You can also make an artillery group or two here for the enemy, if you
intend the enemy to use artillery units to blindly shell areas of the map
later when the player crosses them.

Before going to scripts, you need to set the areas where the guards should
go on the map. Change tab to “Zones” at the “Mission” mode on the Tools
panel and place two zones (see “AI zones” for instructions again), but name
the zones GuardZonel and GuardZone2. Place the GuardZonel squares in
whatever supplemental areas you think are worth the enemy securing, with
GuardZonel being closer to the core enemy defences and GuardZone2 being
further spread out to guard the enemy flanks and ambush the player. It is
okay for the same zone to have squares in completely different parts of the
map, as enemy forces will split up to guard them.

Now go into Mission scripts. Go into the Enemy troop movements script.

Build an additional block with an “if” statement as follows (click the
three dots after “End” to get that option as a statement). We want the “if”
statement to check if “units in group” exceed 250 (see “Group” and “units
in group” to find this type of statement). After double clicking the
statement to add this type of statement to the script, change the “=" to
“>” and change the default “0” to 250 by clicking these and altering the
values at the parameters box. Set the “from group” parameter to the enemy
main force.
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Mission scripts

Scripts: Sort by: None - Statements: Parameters: ’
Objectives | New ( group I EnemyMainForce ~
Victo add»efeat | .E\a,:::;a unit type -
) IS Gow | cargo O false
\L - group assault now crew O false
’m - group move now percent O false

- group see enemy now
JialpeialiaRaakD 0Nt

units of group in trench
! units of group in zone
- Multiplayer

[ Objectives
(- Other
- Player
- Time
[ Variables
- not
Name: group
Enemy toop movements group name
Time out (epoch): 10 Change | Description: - .
Start time (epoch): 0
[# periodic saript [ don't generate lua-code
Script text: Search | v

do
move all of "Enemy” from "Zone0" to "Zonel™

end

if wmits of player "Eneny” are in zone "Zonel™ > 30 ...
move soldier of "Enemy” from "Zonel™ to "Ionel™
do after 70 sec move tank of “Enemy” from “Zonel” to "Zone2"
do after 120 sec wove all of "Enemy” from "Zonel" to "Zonel"

if [l in group © inForce™ » 250 ... I

end

We also want to check if the first guard force is smaller than a certain
reasonable size, too, and we will have that size be 50 men. To do that,
include an “and” statement in the line, and check if units in Guardsl are
less than (“<”) 50.

if all in group "EnenwyMainForce™ > 250 and all in group "Guardal™ < Ed ...

end

Under these conditions, let us say 12 soldiers should be assigned to
Guardsl. Click the three green dots under that line, and choose the “Group”
option, then double-click “transfer units”, and choose the parameters so
that the main force will transfer a count of 12 soldiers to the first
guards force.
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Mission scripts k
Scripts: Sortby: None - Statements: Parameters:
New | Al templates from group EnemyMainForce
- Camera . )
Delete | | . Events unit type soldier
| - clear event to group Guards1
Ly set event count 12
T | pLovent after
:
i - group, attack place
—group, disappear units
group, unload transports
move group to
move group to point
—set group behaviour
~set group microAl behaviour
ebarouo Loits selectable
transfer units
i update group counters
+- Message
Name: =+ Multiplayer count
Enemy toop movements B 0"390“"95 number transfer unit, 0 - all
M Nhar
Time out (epoch): 10 Change Description:  transfer units A
Start time (epoch): 0
periodic script [ don't generate lua-code
Script text: Search -
Y
move all of "Enewy” from "Zonel” to "Zonel™
if unies of player "Enemy” ace in zone "Zonel" > 30 ...
move soldier of "Er.El‘f" fr "Zonel™ to "Zone2"
do after 70 sec move tank Enewy” from "Zonel” to "Zone2”
do after 120 sec move all “"Eneny” from "Zonel” to "Zone2"
enﬂl B
; "Gusrdsl” € 50 ...
tronafer apldier from "FnenyMainForce™ to "Guardsl™]
o

Copy this block to make another block, and then edit the newly pasted
block, so that if guardsl group exceeded 35 men and guards2 are under 50

men, guardsl will transfer 7 men to guards2.

Script text:
do
wmowve all of "Enewy™ from "Zonel” to "Zonel™
end
if units of player "Enewy” are in zone "Zonel™ > 30 ...
move soldier of "Enemy” from "Zonel”™ to "ZoneZ”
do after 70 sec wmowve tank of "Enemy” from "Zonel™ to "ZonezZ"

do after 120 sec move all of "Enemy” from "Zonel™ to "Zonez"”

end

if all in group "EnewmyMainForce™ > Z50 and all in group "Guardsl™ « 50 ...
transfer soldier from "EnemyMainForece™ to "Guardsl™

end

if all in group "GuardslT > 35 and all in group "Guardsz2T < 50 ...
transfer soldier from "EnemyMainForce™ to "Guardsz™

end

Now, we want the guard groups to always move to their relevant areas. For

this, you would go to the “do” statement at the top,

click the three green

dots, and choose the statement under “Group” category to “move group to
point” (which appears to be mislabelled here because in fact it lets you

move the group to a zone rather than a point).

You would pick Guardsl and

make it always move to GuardZonel, and likewise add a line to always move

Guards?2 to GuardZone?2.
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-
Mission scripts

Saripts: Sort by: MNone - Statements: rﬁgﬂgﬁ[:-
Objectives New Al templates group Guards1 @
Victory and defeat te-Camera zone GuardZonel
Delete - ents p— —
essaul true
Up |° -group, attack place group move O false
Down -group, disappear units

-group, unload transports

move group to point
viou

JIroup o d 0
set group microAl behaviour
set group units selectable

transfer units
update group counters
[ Message
Multiplayer
Objectives
Other
Name: Player group
Enemy toop movements Script group name
M Crmamn
Time out (epoch): 10 Change Description: a
Start time (epach); 0
M periodic saript [ don't generate lua-code
LSaiottex, search ’

da
pove all of "Enexv” from "ZoneD" to “Zopel™
owe group "Guardal” to zone "GuardZonel”
move group "Guards2” to zone "GuardZoneZ”

end

if units of player "Eneny” are in zone “Zonel” > 30 ...
nove soldier of "Eneny” from "Zonel" to "Zone2"
do after 70 sec move tank of "Eneny” from "Zonel" to "Zonel"
do after 120 sec move all of "Eneny” from "Zonel™ to "Zone2"

AI defence scheme

This is an alternative where the enemy is meant to be defending, or
“turtling” as some call it in RTS games. The enemy will be more cautious
and not throw units at the player in waves. They will instead concentrate
units in a core defence area or else expand, depending on how many units
they possess. This can be much more dangerous to the player because the AI
will act smarter and will be willing to retreat units, even with a
preference for withdrawing heavy vehicles to a better position if needed.

In a complex scenario, some groups can carry out a defence scheme while
others launch offensives from zone to zone as explained before.

For a defence scheme, you would make three or more groups belonging to the
enemy (see “AI guard groups and zones” section again for how to do that as
it is the same).

Go into Mission scripts. Create a new script called “Defence scheme”. You
may use this instead of the “Enemy troop movements” one as there will be no
enemy offensive in this option, just three groups changing position. You
only need to use the same methods are before to write the script for this.
The example is below.
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Script text:

do
wowe group "EnenyMainForce™ to zone "Zonel™

end

if all in group "Guards1" <= 40 ...
wowe group "Guardsl™ to zZone "Zonel™

end

if all in group "GuardszZ" <= 40 ...
wowe group "GuardsZ™ to zone "Zonel™

end

if all in group "Guards1T > 40 ...
wowe group "Guardsl™ to zZone "Zonel™

end

if all in group "GuardszZ"T > 40 ...
wowe group "GuardsiT to zZone "ZonezZ™

end

if all in group "EnewyMainForce™ > 250 ...
transfer all from "EnewyMainForce™ to "Guardsl™

end

if all in group "Guardsl" > 250 ...
transfer all from "Guardsl™ to "Guardsa”

end

if all in group "EnewmyMainForce™ <« 150 ...
transfer all from "Guardszl™ to "EnemyMainForce™

end

if all in group "Guards1"T < 70 ...
transfer all from "GuardszZ™ to "Guardsl”

end

Here, the enemy main force thinks zone 0 is essential and always moves to
it, whereas the guards groups think their zones are essential and move to
them. The main force will make massive transfers of forces to the guards
groups (these are set about 50 in parameters), which will be strong, but if
the main force is weakened, all the guards (put 0 to transfer all) will
transfer back to the main force and fight their way through the player’s
siege to reinforce or relieve the main force. Likewise, the second guards
group will dissolve and will transfer all troops to the positions of the
first guards group if they become too weak. Additionally, the guard groups
here always withdraw to the core defence area at zone 0 if their troops are
reduced to fewer than 40 men.

Reinforcement conditions

Friendly reinforcement conditions

Go into Mission scripts.

Make a new script and call it Player reinforcements, or the name of the
nation if you prefer.

First, you want the arrival times to be something reasonable. 7200 epochs
would equate to 12 minutes, but we might want some to spawn in during the
first seconds, too. Go for 7200 epochs for “Time out” and 300 epochs (30
seconds) for “Start time”. That way, you’ll have some starting
reinforcements at the beginning.

Now write the “if” statement for the condition, starting by clicking as
always the three blue dots after “if”.
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Choose player, units of player by type, and then choose the Player as
player, and pick the soldier parameter in the dropdown options for unit
type.

Click the “="” at the script text and change the statement to “<” (less
than) by double clicking the statement you want to replace that with at the
list of statements. Click and change the “0” to a value of 100 at the
parameter box.

Mission scripts
Scripts: Sort by: None - Statements: Parameters:
Objectives New ~Group value 100
Victory and defeat -Multiplayer
Enemy toop movements Delete | & Objectives
Defense scheme 1| - Other
Player reinforcements Up |f£-PIayer
Down -Time
[+ Variables
*integer value
Name: value
Player reinforcements integer value
Time out (epoch): 7200 Change Description: N
Start time (epoch): 300
periodic script [ don't generate lua-code
Script text: Search | v
:};f‘soldi:n of player "Player™ £ Lod ...
e

You are now checking if you have fewer than 100 soldiers.

Click the three green dots under this statement, to choose what to do about
this.

Enlarge the Spawn option at Statements, then choose “spawn reinforcement”
by double-clicking that option. With this statement about spawning a
reinforcement now set up as the line in the block for what to do, choose an
infantry reinforcement type that you set up in the “Reinforcements” screen
earlier. These can be chosen in Parameters. Set Player as the player, and
choose the correct Spawn position that you set up in the “Spawns” screen
earlier for the player.
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Mission scripts

Scripts: Sortby: None . Statements: Parameters:
Objedtives New [ Message E reinf desc
Victory and defeat 1 Multiplayer Reinforcement
Enemy toop movements Delete Objectives
Defense scheme Other player Player
Player reinforcements . Up i Player spawn Spawn_00
Down E gcript selectable & true
pawn
—flush spawn group
—setup muli flag spawn move to group U false
—simple multiplayer spawn cargo group

spawn ammo/fuel

cargo selectable & true
spawn multiplayer reinforceme

spawn reinforcement B commands
spawn unit
- Variables spread radius 0
comment
—debug log
—do after
Name: - do lua code reinf desc
Player reinforcements —— reinforcement
Time out (epoch): 7200 Change | Description: .
Start time (epoch): 300
M periodic script T don't generate lua-code
Script text: Search v

if soldier of plaver "Player™ < 100 ...
apaym i I for player "Player™ group "7

end

Now the mission will periodically provide you with some infantry if you
have fewer than 100 soldiers.

However, your soldiers may be arriving inside an APC. This means that if
your soldiers are still inside the APCs, the game will not know about them.
Nor will the game be able to tell if your soldiers are dead, and you have
hundreds of APCs because you did not lose them.

Using an “and” statement to add further conditions required for the
reinforcement to arrive, change the script so that it will also check if

the player has fewer than 9 APCs before spawning the reinforcement for the
player.

Script text:

if soldier of player "Player”™ < 100 and apc of player "Player” < 9 ...
spawmn “Reinforcement” for player “Player” group ""

end

You can add additional blocks of scripts in the same way. You can check for
tanks. You can check if the player has more than (“>”) 100 soldiers before
beginning to add a heavier artillery reinforcement package into their

reinforcements to support them. You can check if a flag is captured, too,
like below.

Script text: Search

if soldier of player "Player”™ « 100 and apc of player "Player™ « 9 and objective "Capture the bridge™ completed for player "Player™ ...
spavm "Reinforcement” for player "Player” group "7

end
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Checking “service” and “tanker” unit quantities for the player can decide
if the player requires more supply units (service will be supply trucks and
tanker will be fuel trucks).

if serwvice of player "Player™ < 2 and tanker of player "Player™ < 2 ...
spamm "REeinforcementl”™ for player "Player™ group "7

end

Enemy reinforcement conditions

Go into Mission scripts.

For this example, you can give the enemy powerful offensive forces. Because
they will spawn into the AI zones set up earlier for “AI zone to zone troop
movements”, they will automatically receive orders to reach their
objectives when they are numerous enough.

All you need to worry about is making the enemy spawn into the map.

Make a new script called “Enemy reinforcements” and make it more frequent,
such as 4800 epochs (8 minutes).

Follow the same example as with the player reinforcements in the last
section, but in the parameters, change “Player” to “Enemy” or the name of
the enemy player.

An extra parameter needs to be added, namely the default enemy
reinforcement group EnemyMainForce as we called it earlier. Troops
belonging to this group can be transferred to other groups when managing
enemy forces (see “AI guard groups and zones”).

Parameters:
B reinf desc
Reinforcement
player Enemy
spawn Spawn_00
selectable M true
group | EnemyMainForce |
move to group LI false
cargo group
cargo selectable true

2 commands

spread radius 0

reinf desc

Enemy patrols

Sometimes, you may just want an enemy group to enter the map, patrol across
it, and then disappear. This is useful for making covert missions where the
enemy has no specific plans and you are behind enemy lines.
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Parameters: Variables list:

idf column x8 soft = |
player Enemy
spawn Spawn_00
selectable “ true
group idf_columns
moveto group [ false
cargo group idf_columns
cargo selectable ™ true
2 commands —

disioca Insert command  »| disiocation
dislocar

dislocal Remove assault
dislocation n_4_exit unload_to ]
disappear M true | attack_place

o set_event

list command for spawned units
change_group

—7 change_cargo_group
dock
unload
unload_all
disconnect
die 1

: 3 and tanker in growp "idf_columns” < 3 an

disappear
undock

When you are making reinforcements, you can add commands to the incoming
reinforcements that they will follow in sequence. They will complete each
command before moving to the next one.

These can be “dislocation” (go to a waypoint, which can be added here),
“disappear” (unit vanishes). A patrol can spawn with these commands, follow
several “dislocation” commands to patrol a route, and then “disappear” at
the edge of the map at the last waypoint.

The only precaution you might want to take in the scripts, is to make sure
the patrol units are part of a group, and then add a condition to the
script to only spawn them when this group is under a certain number (“<”).
Otherwise, the number of patrol units may become ridiculously high as a
result of their patrol being interrupted by combat and additional patrols
arriving behind them. Very few units should be allowed to be part of such
patrolling groups, to keep the mission realistic.

Deploy guns or troops and exit the map

You can add extra instructions so that enemy transports will deploy
equipment or troops to oppose the player, and then continue travelling and
leave the map. This can be a nice detail instead of spawning things
directly into the map. Players will like to destroy enemy guns while they
are being moved to their deployment point.

To do this, use the option to “Insert command” explained in the previous
section, but try “disconnect” for dropping off an artillery gun, then
another “dislocation” command after it for it to continue to a waypoint,
and finish with a “disappear” command. Make the unit disappear after going
to a waypoint you have made at the edge of the map. To deploy troops and
then leave the map, a unit can use “unload”.

You can see other commands that can be given to the incoming units, too,
and these are only suggestions. Be as creative as you want.
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Amphibious reinforcements

First, you will need at least one waypoint for the amphibious transport to
vanish when its task is done. You want it to disappear from the map after
completing its mission. The waypoint to reach before disappearing should be
at the map edge.

After setting up a landing ship with troops inside it as a reinforcement
type, go into Mission scripts and set it to spawn (in the sea, where you
should have made its spawn and vector and taken note of the spawn number).

Create an example reinforcement script like this one, using the same option
of adding commands explained in the “Enemy patrols” section of the manual.

Parameters:
B reinf desc - |
German Marines in
player Player
spawn Spawn_00
selectable O false
group Germanferries
move to group O false
cargo group
cargo selectable ™ true
5 commands
unload “ true
dislocation German exit 1
disappear © true I
spread radius 1 LI
reinf desc
reinforcement
Here, the reinforcement has the command to unload first (the reinforcement

spawn vector goes directly to the beach where the unload order will be
completed) . Then, there is a dislocation command at one waypoint, the exit
for German transport at the edge of the map. Finally, it disappears, just
as in the patrol example. This script can be used exactly the same for any
transport, whether amphibious or not.

Notice, however, that “selectable” is set to false. This will be necessary
for the player’s reinforcements, otherwise they can accidentally control
the landing ship and cancel its order to exit the map. Additional
safeguards should be scripted like checking there are no ships in the group
“Germanferries” and also disappearing all ships in the group
“Germanferries” 60 seconds before spawning any new ships, in case any got
stuck.

if soldier of player "Germany™ < 300 and all in group "Germanferries™ = 0 ...
spawn "German Marines in boat =207 for player "Player” group "Germanferries™
do after 540 sec disappear all units of group "Germanferries"”

This would prevent endless hordes of ships becoming stuck, and keeps it to
two ferries transporting all the infantry in this scenario at any time.
Players won’t care if the script cleans up uncontrolled ferries by making
them vanish before new ones arrive.

Train deliveries

A train and its contained reinforcements would need to be set up as a
reinforcement with attached carriages containing units as passengers, at
the Reinforcements window in the editor.
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Be warned that there may be difficulty with doing this for tanks being
transported if you are trying to set them up inside the editor. Edits to
the game files outside the editor may be needed to do tank-deliveries via
trains, but infantry arriving in train carriages seem to be a safe choice.

You will need a continuous railway spline that is accessed at the edge of
the map, for a train to deliver reinforcements and exit the map. You will
also need a reinforcement spawn and a vector unique to this train, created
at the Spawns window. The vector should lead to the train station where the
train will drop off its cargo and troops.

In addition, you will need at least one waypoint where the train will
disappear from the map after completing this task. It should be at the end
of the railway line, at the edge of the map.

Add another group to the scenario such as “PlayerTrains”.
When you have prepared as above, go into Mission scripts.

Create a script for the train to arrive, just as you would with the other
examples. It will not be selectable and will have three commands.

Parameters:

B reinf desc
train_superheavies 2
player Player
spawn Spawn_00
selectable O false
group Trains
maove to group [ false
cargo group
cargo selectable & true
B commands
unload & true
dislocation German trains return
disappear & true

Enemy strike conditions

Place waypoints throughout the map (see “Waypoint” under “Objectives”
section for how to place these.) Names aren’t important, you can just call
them Waypointl, Waypoint2, etc. About 30 different waypoints covering
various fortifications, heights and other positions of advantage should be
made.

Now go into Mission scripts again.
Make a new script called Enemy strikes.

Using the previous information in this manual, set it to a timer you find
appropriate, for example, every 6 minutes.

Now choose conditions at the default “if” statement. You might add two
conditions with an “and” to use both of them. This should check if the
player is within 30 meters of the target position, for example Waypoint 1
“and” check if the enemy is within 110 meters of the target position (this
is about engagement range and close enough to decide to bombard the area as
a precaution, whether they can see the location or not).

You would choose Other, and “bombardment” as the statement type for what to
do, following the “if” statement.
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You can then set spread radius, number of bombs, period and start offset at
the parameters.

r
Mission scripts

Scripts: Sort by: Mone - Statements: Parameters:
Objectives | New ~~move group to position Waypoint 1 -
Victory and defeat -~ move group to point . e
Enemy toop movements | Delete - set group behaviour spread radius 30
Defense scheme ] - set group microAl behaviour num bombs 8
Enemy sikes | U | et group units seectable period )
! Down i~ ransfer units start offset (e) 30
! - update group counters
[+]-Message
[ Multiplayer
- Objectives
[ Other
- bombardment
- disappear units
~ object, create
- object, remove
- plane set desc
- plane set spawn side
~send plane
Name: —send plane from map position
Enemy strikes ‘- unload ship target point
M Mavenr
Time out (epoch): 3600 Change Description: ~
Start time (epoch): 2340
periodic saript [ don't generate lua-code
Script text: Search v |

if i

int 1" and is units of "Eneny” near point "Waypoint 17 ...

oubardusnt("Haypeint 17, 30, &, 6, 30]

[

For an enemy plane, you would first need to set desc for the enemy nations’
plane role to a model in the game files. Then, you would need to send
plane. These options are present in the “Other” category of statements.
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Mission scripts

Scripts: Sort by: MNone b

Objectives New

Victory and defeat

Enemy toop movements Delete

Defense scheme —

Up

Player bonuses S

Down

Name:
Enemy strikes

Time out (epoch): 3600

Start time (epoch): 2340
[ periodic script

Script text:

O don't generate lua-code

Statements:

Parameters:

1=

- AL templates
- Camera

- Events

- Group

- Message

- Multiplayer

- Objectives
[ = Other !
mbardment

disappear units
—objedt, create
- object, remove

plane set spawn side

map
—unload ship
- Player
- Saript
- Spawn

1 Alariahlac

Change

Search

Description:

country

plane
plane desc

germany | &
bomber
german/ju_88s.dsc

country
country name

Set default plane desc for plane type and country a

if i3 units of "Player” near point "V
£ "homuber” desc for Tgermany’

Lo "germansiju G8s, dac

end

gend “Enewy” bomwber to "Waypoint 1

oint 1" and i wnits of "Enewy” near point "Waypoint 17 ...

When sending the plane,

side for which side the plane will spawn into the battle.

Parameters:

player Enemy
target Waypoint 1
plane bomber
gate side SE

spread radius
air invation type
cargo group

15

-l

Va

Enemy paratroopers

you would need to choose parameters like the gate

Enemy paratroopers would be called from off-map to the location exactly as
with an enemy strike. A plane and direction would need to be set to

something appropriate.

The difference is only in parameters,

to choose invasion type from the available list.

where you need
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Saripts: Sort by: None N
Objectives New
Victory and defeat T
Enemy toop movements
Defense scheme T

Enemystikes |0

Player bonuses

Down

Delete

Statements: Parameters: Variables
[F- AT templates player Enemy

FF Camera i

i r n

ol target Waypoint 1

& Group plane transport

[#-Message gate side SE

* g;lﬂplayer spread radius 15

o e SN cannonfodder_14 -

. bombardment cargo group

i disappear units

- object, create
object, remove
plane set desc
plane set spawn side

—send plane

firearms_14_men
specialforce_8_men
engineers_14_men

cannonfodder 14 men
toughguys_14_men
raiders_8_men

~send plane from map flamethrowers_10_men
. ~unload ship
= Player
Name: [ Script air invation type
Enemy strikes [ Spawn
M Aarizshlac
Time out (epoch): 3600 Change Desaription: . N
Start time (epoch): 2340
& periodic script T don't generate lua-code
Name:
Script text: ) o
Ix%‘:i:! i £ "Player” near point "Waypoint 1™ and iz units of "Enewy” near point “Waypoint 17 ... Preset n
- Lt dea "germany” to "german/ju_S5Z.dac”
end
You would of course set the plane to something appropriate, too.
Enemy airfields and aircraft carriers
Enemy strategic objects like airfields and aircraft carriers can called by
ID when carrying out a strike, so that the strike will be launched from the
strategic object. ID can be retrieved the same way it is identified for a
bridge (see “Destroy the bridge” under the “Objectives” section of the
manual for an example). At least, this worked fine with the original
airfields and units, but modded airfields and units may have difficulty.
A script for calling an enemy plane (or even a friendly plane depending on

the ownership of the base and the parameters)

In the example,

will be set up as follows.

we identify the ID of the base or aircraft carrier as 324

and call in a strike from it to waypoint 1 instead of calling an off-map
bomber to perform the strike. Aircraft ordered this way will return to base
after performing the strike mission.
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Mission scripts

Seripts:

Objectives

Victory and defeat
Enemy toop movements
Defense scheme

Sort by: None .

Player bonuses

Name:
Enemy strikes

Time out (epoch): 3600

Start time (epoch): 2340

™ periodic script [ don't generate lua-code

Script text:

[Enemystrikes

New

Delete

Up

Down

Statements:

Parameters:

[H- AT templates
[+- Camera
[ Events
-Group
-Message
-Multiplayer
-Objedtives
- Other
.~ bombardment

i disappear units

i object, create

i object, remove

i plane set desc

- plane set spawn side

send plane

-send plane from map
. ‘~unload ship

Player

-Script
[+ Spawn

MM \farishlae

Change Description:

Search

base

plane

target

spread radius

base

if is units of "Flayer” near point "Vaypoint 17 and is units of "Eneny” near point "Waypoint L7 ...

Eﬂd“.

2t "transport” desc for “germany” to "german/ju 52.dsc”

id aerodrome or flat-top

send plane from map to point

324
bomber

Waypoint 1

15

| m

Nz

-

Be warned that enemy airfields cannot be destroyed,

destroyed on them,

only the planes can be
and the airfields count as units in the game,

so they

can interfere with completing objectives if you set the objectives up

incorrectly.

You would add planes to an airfield or aircraft carrier just as you would

add crew/passengers to a vehicle or building object in the map.

See

“Placing units” section on “Soldiers in buildings” for how this works.

In-map enemy artillery

Enemy artillery placed in the map can be called upon to strike waypoints.
They should be units that only fire shells in ballistic fire mode and do

not use machine guns or a lower-calibre weapon as another weapon type

example,

game or the Russian Katyusha launchers).

The artillery should be set up as a group

zones”) .

the map, right-clicking,

(for

you can use the German railway guns or howitzers of the original

(see “AI guard groups and
You can add enemy artillery pieces to a group by selecting them on
and choosing “Add to group”.
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Group
Edit transformation
Find in scripts
Player (Enemy)
Flags
Add to group Add new group
Remove all “Units/Artillery/Rocket/ussr/uragan_1im.dsc" EnemyArtillery1 \
Change objects descs... EnemyMainForce
Guards1
Guards2

Create Ruin
ReinitializeParameters
Copy PickPosition

Show grid around objects

| Show unit ranges
Clone

The units must belong to the right player the group was assigned to, for
this option to appear.

In the script covering enemy strikes (or another script if you prefer it to
work on a different, more frequent timer) you can set a group to attack
place, choosing spread radius, group, and waypoint.

Mission scripts
Scripts: Sort by: None < Statements: Parameters:
Objectives New - Al templates group EnemyArtillery1
Victory and defeat T - Camera o Wavopaint 5 .
Enemy toop movements Delete | 1= 9 ) Ypo
Defense scheme = Group spread radius 20
Player reinforcements | U - group, attack place
Enemy reinforcements -
[Enemy strkes o -
~group, unload transports
~-move group to
move group to point
set group behaviour
- set group microAI behaviour
- set group units selectable
- transfer units
' update group counters
- Message
& - Multiplayer
- Objectives
i+ Other
Name: & Player target
Enemy strikes = Script target point
M Crawm
Time out (epoch): 3000 Change Description:  Group receive command attack place with random a
radius
Start time (epoch): 2340
periodic script ) don't generate lua-code
Script text: Search v
;.‘E‘:is unita of "Player” near point "Waypoint 57 and iz units of "Enemy” near point "Waypoint 57 ...
group "EnemyArtilleryl™ attack "Waypoint 57 spread radius 20
end' a
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Placing units

Units can be placed exactly like with any objects, in Object mode (see
“Map-making” guide and “Forest and rock”. The difference is that you would
choose which player they should belong to when placing them.

i Mapi@ Mission | & Info
% Relief| B Decals "0b]'e|:ts|,‘ splines | o Surf

Player for new units | Player ﬁ

&= Detonations  Fpemy
B Effects Neutral

e Mahil LAl

Alternatively, you can right click after selecting the units in the editor
and change their allegiance to player or enemy.

Soldiers in trenches

Soldiers can be placed to trenches by right clicking after selecting them
in the editor (in Object mode) and then choosing the place to trench
option, then hover your cursor over the trench and left click to place
them.

Group

Edit transformation

Find in scripts

Player (Player)

Flags

Add to group

Remove all "Units/Soldiers/ussr/russian_officer.dsc”
Change objects descs...

v v v w

Disconnect

Create Ruin
ReinitializeParameters
Copy PickPosition

[¥] show grid around objects
[¥] Show unit ranges

Clone

Soldiers in buildings

Soldiers can be placed in buildings by right clicking a selected building
in the editor, choosing “crew/passengers” and adding the soldiers.
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Objects/Fortifications/pillboxes/radar_station_03.dsc
Edit transformation

Snap to grid

Find in scripts »
Player (Neutral) »
Flags »
Remove all "Objects/Fortifi i radar_station_03.dsc”

Change desc

Change objects descs...
Change crew

Change parameters
Change model state
Change

Connect

Disconnect
Create Ruin
ReinitializeParameters
Open in ObjectEditor
Copy UID
Copy Position
Copy PickPosition
[¥] Show grid around objects
Show unit ranges

Clone

[<]

However, it is best to just put them outside the building and they will
automatically go inside it with their default behaviour (which itself can
be altered by adding them to a group and editing the group’s behaviour, see
“AI guard groups and zones” section for information about it).

Soldiers put into buildings via the building parameters do not shoot when
enemies come nearby, instead holding fire and acting like spies for the
enemy. Those who enter buildings during runtime will defend the buildings
properly.

Player bonuses

Go to Mission scripts and make a new script called Player Bonuses.

The easiest way to set up bonus conditions is to give them a long timer (20
minutes, or 12000 epochs, would be reasonable to wait as you won’t want the
player winning through bonuses alone, they are only support). Also checking
as an additional condition if a certain flag is controlled is another good
and easy way.

Choose the Player category and “add bonus” Statement to add when the
condition such as an objective is met.
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Mission scripts

Seripts: Sort by: None - Statements:
Objectives New [ AT templates
Victory and defeat - Camera
Enemy toop movements Delete | | 51 Events
Defense scheme [ Group
Up - Message
Down [ Multiplayer
- Objectives
1 Other
= Flayer
add bonus
ear player los
move unit from zone to zone
player, add score
player, add variable score
player, defeat
player, win
= Seript
break script
Name: remove this script
Player bonuses set script timeout
I Ermvanam
Time out (epoch): 12000 Change Description:  add bonu
Start time (epoch): 12000
& periodicseript T don't generate lua-code
Seript text: Search
;i. Inwg: “Player” ...
end

Artillery strike

Chosen as a parameter. You can also choose the number of bonuses under
“count”.

Parameters:

player Player j
bonus artillery strike

count 1
message

air invation type

player
player name

Ajir strikes

You can choose the type of plane, direction it comes from, and the number
of bonuses.

You would need to start with the type of plane. After making the condition
statement (for example, your second objective is completed for the player),
choose Other, then “plane set desc” as the statement for what to do. Fill

in the Parameters there using the drop-down options for your nation as set
up at the start of the mission design process, the role of plane that will
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be used for the strike e.g.

the game files.

“bomber”,

and the exact model of aircraft in

Mission scripts

Scripts:

Sort by: None

Objectives

Victory and defeat
Enemy toop movements
Defense scheme

Name:
Player bonuses

Time out (epoch): 12000

Start time (epoch): 12000

Script text:

periodic saript ] don't generate lua-code

Plaver bonuses ___________JIVC

“yssr” to "ussr/a 20 usar, dsct]

zer “"houber” deac for

Statements:

Parameters:
——

| - Al templates
[+ Camera

| B Events

| - Group
- Message

| = Multiplayer

I — Other

i bombardment
i disappear units
- objedt, create

-~ plane set spawn side
i send plane

' send plane from map
. unload ship

- Player

\--add bonus

-~ clear player lost

t oo onit fram sann ko sann

Change Description:

Search

;‘!‘ohjectlve “Capture the bridge” completed for player "Player™ ...
add bonus "artillery strike™ to player "Player”

Set default plane desc for plane type and country

country ussr
plane bomber
plane desc ussrfa_ZD_ussr.ds;i

plane desc name

Now set the spawn side.

direction to South,

In this example,

it is changed from the default
where the player’s units may be coming from.



67

"

Mission scripts

Scripts: Sort by: None - Statements: Parameters:
Objectives New | | B-Altemplates player Player
Victory and defeat T [H-Camera : .
Enemy toop movements Delete | 0-Events oo S
Defense scheme [ Group
Player bonuse Up - Message
Down FF' Multiplayer
L (hiacHue
- bombardment
disappear units
object, create
- object, remove
send plane from map
unload ship
[ Player
Name: - Script gate side
Player bonuses [H- Spawn gate side for plane
M Alariahlac
Time out (epoch): 12000 Change Description:  Set default plane start side for plane spawn
Start time (epoch): 12000

periodic script

Script text:

O don't generate lua-code

if objective "Capture the bridge” completed for player "Player™
add bonus "artillery strike” to player "Flayer”

end

Search

if objective "new objective 17 cowpleved for player "FPlayer”
set "bomber" desc for "wsse" o "ussrfa_ 20 _ussr.dsc"
[aet side for “Player” to &7 -

end

Now,
the side it

Just copy your other bonus line if you want, but change the type to Bomber.

should spawn from.

include another line awarding the Bomber to the player after setting
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Mission scripts
Scripts: Sort by: None - Statements: Parameters:
Objectives New +- Al templates laver PIEEI' -
Victory and defeat - Camera nus bomber
Enemy toop movements Delete | | & Events
Defense scheme & Group count 1
UP || 55 Message message
=-Multiplayer i i
Down | |2 play air invation type
- Objectives
+- Other
= Player
add bonus
dear player lost
mave unit from zone to zone
player, add score
player, add variable score
player, defeat
player, win
& Saript
- Spawn
Name: - Variables player
Player bonuses 3 EOT“‘EI“'E player name
Time out (epoch): 12000 Change Description:  add bonus for player a
Start time (epoch); 12000
periodic script [ don't generate lua-code
Script text: Search v
;:‘..ohjcct.we "Capture the bridge” completed for player "Player” ...
add bonus "arr_‘_Llery atrlke” to pla‘;er "Player"
cnd. v
if objective "new objectiwve 1" completed for player "Player” ...
set "bomber™ desc for "ussr™ to "usscfa_Z0_ussr. "
zer zide fop "Plaver” to 5"

Optionally, a one time script can be made at the start of the mission to
decide what planes a player will have and where they will spawn from,
instead of setting these every time a plane is awarded.

Paratroopers

You can choose the same settings as with air strikes but must choose air
invasion and an invasion type parameter from a dropdown list.

Parameters: v
player Player [
bonus air invasion

count 1
message

air invation type firearms_14_men j

Player airfields, battleships and aircraft carriers

Player airfields, battleships and aircraft carriers are all strategic-level
objects that can be set up as such in their settings. This is done by
selecting them in Object mode and changing their parameters so they are
strategic. Also disallow player control on them (untick “Selectable”), as
moving them at a tactical level may cause errors.
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|Model state| Crew/Passengers|

Doing this allows these objects to be controlled in the strategic map, but
they can take no action at the tactical level.

Aircraft can be added to an airfield just as passengers can be added to a
unit or troops can be added to a building, again through the parameters.

Coloured messages

You can set up a message to display, but it is best for it to only display
once or very infrequently.

We can try an opening message in the below example.
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Mi

Scripts: Sort by: None &
New

objectives (Ss chedk after 40s delay)

victory and defeat (20s chedk after 455 delay)
objectives reappear (8s check)

russian defense scheme (45s intervals) Up
russian sp howitzer firing orders (8m intervals)
russian right bank bombardments (18m intervals)
russian reinforcements (12m intervals)

ukrainian boat reinforcements (9m intervals)
ukrainian spg bonus (2s checks)

ukraine air bonus pantsir gone (once)

ukrainian patriot (once after 20 minute delay)
russian air strike rear (once after 30 minute delay)
russian air strike front (once)

Name:
opening orders

Time out (epoch): 18

Start time (epoch): 10
¥l periodic script

[J don't generate lua-code

Script text:

do

Delete

Down

Statements:

Parameters:

[H- Al templates
[ Camera

(- Events
-Group

message
timeout
color

| Message

message, new objective
- output colored message
— output message

T Mumiplayer
[+ Objectives
F- Other
Player

[ Script

[} Spawn

- Variables
comment
debug log
- do after

i do lua code

Change | Description:

—
message id

Output message whith color and timeout A

100014. Get into the
10

I OxFFFFFFFF I

The colour has been changed from default black to OXffffffff or white.

You

can look up Hex colours online to decide other colours you might want to

use.

editor’s Message editor,

However,
removed after it is used once.

A timeout of 10 seconds is included,
a dropdown of available options

and the message is selected from

(additional messages can be made at the

this message would play indefinitely,

included under the output message line.

explained in the “Objectives” section).

so the script must be
This is why a “remove this script” line is

This is found under the “Script” category in the Statements box.
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Mission scripts

Scripts: Sort by: None - Statements:
New | |FAI templates
objectives (5s check after 40s delay) [#- Camera
victory and defeat (20s check after 455 delay) Delete | 5 Events
objectives reappear (8s check) [+ Group
russian defense scheme (45s intervals) Up [£] Message
russian sp howitzer firing orders (8m intervals) Multinlaver
ian right bank bombardments (18m intervals) =~ Down pay
russian reinforcements (12m intervals) [} Objectives
ukrainian boat reinforcements (9m intervals) [ Other
ukrainian spg bonus (2s chedks
ukraine air bonus pantsir gone {(once) l ] S

ukrainian patriot (once after 20 minute delay)
russian air strike rear (once after 30 minute delay)
russian air strike front (once)

Name:
opening orders

Time out (epoch): 18
Start time (epoch): 10

Bl periodic seript [ don't generate lua-code

Script text:

do

. Get into the willage £ast!” whith timeout 10 and color (xFFFFFFFF

end

£ Spawn

[+ Variables
comment
debug log
do after
do lua code

break scrip
set script timeou

Adding a “remove this script” line can be useful for one-time events,

time reinforcement bonuses,

Cameras

etc.

one-

You can set up the player camera to interpolate from one view to another

view,

a more cinematic experience.

Again,

preventing the player from controlling the camera while it moves,

do the same after you completed an objective.)

You would go into the “Info” mode at the Tools panel.
position the in-editor camera where you want the camera to go,

for

we can use an example where the camera only moves at the start of

the mission and this does not happen again (other missions may be designed

Then you need to
and save

this information by typing a name for the camera position at the “Position”

box,

before clicking “Assign” to store the name of the camera angle.

Camera positions

Positiorl camera_settle

Remove

Eye: 15.1, 82.1, 306.7
Look at: 17.2, 3.0, 385.8
Angle (h/v): 88.5 / 45.0, Distance: 111.9

Center camera Show position

O show cells info

TerrainType
Passability
Heights
Transparency
Misc

Assign I

Goto

No pasaran

You can save multiple camera positions like above and then use one or more

of them in the Mission scripts mode to tell the camera to go there.
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Go into Mission scripts at the one-time script where you would like the
camera to lock and move for the player in the mission.

Before the “remove this script” line is added to stop the camera from being

controlled by the scripts and be free for the player to use,

camera lock to true.

you would set

Mission scripts

ukraine troop movements (45s intervals)
ukraine reinforcements east (8m intervals)
ukraine reinforcements south (16m intervals)
ukraine artillery firing orders (2m intervals)
ukraine_response_force (once)

ghost of kyiv (9m intervals)

objectives

victory conditions

Name:
vdv_deploy x168 men (once)

Time out (epoch): 105

Start time (epoch): 0

periodic script [ don't generate lua-code

camera lock (true)

camera St "CaBers Sectle™

do after 12 sec Ll L "
do after 25 sec camera lock (falsze)

remove this script

Statements:

Parameters:
—

Scripts: Sort by: MNone &
vdv_deploy x168 men (once) New
wvdv light armor (11m intervals)

wdv air power bonus (once) Delete
vdv_refill (once)

akhmat arrival (once on 20m interval) Up
akhmat heavy artillery (once)

akhmat reinforcements (10m intervals) Down

[ AT templates

- Camera

. fcamera at |

- camera, at restore
d era O

i~ camera, restore
camera, save

camera, to

[+ Events

- Group

Message

Multiplayer

[ Objectives

[+ Other

[ Player

[+ 5eript

[+ Spawn

Variables

comment

debug log

An iz Fadn

Change Description:

Search

camera position

time

camera_settle 3 - |
13.00

camera position
camera position from tab "Info"

camera jump at position a

Camera lock
then set to
after a “do
13 seconds.

After the “do after” delay of 25 seconds

seconds mentioned above),
to false in parameters,

and then sent to be

is first used and is set to true in parameters.
be “at” a location,
after” delay of 12 seconds,

“at ”

(in other words,
camera lock will be used again but it will be set
releasing control to the player.

The camera is
another location

with its own timer in parameters of

the remaining 13

The script is then removed so it will never be used again in the mission.

You can combine these one-time camera shots like this with reinforcements

spawning in and messages at the opening of a mission,

a mission more entertaining and cinematic.

to make the start of

Note that the editor can handle much different camera angles than the game

itself,
camera.

so only use camera positions that are appropriate for the in-game



