Table of contents

Chapter 1
1-01 Introduction
1-02 Warning
1-03 Copyrightsand info

Chapter 2
2-01 General information
2-02 Working with the map editor
2-03 Interface
2-04 M ap editor’s commands
2-04-1 Menu File commands
2-04-2 Menu Edit commands
2-04-3 Menu Object commands
2-04-4 Menu View commands
2-04-5 Menu Map commands
2-04-6 Menu Tools commands
2-04-7 Objects Properties
2-05Tools
2-05-1 Terrain
2-05-2 Objects
2-05-3 Gameplay
2-05-4 Script
2-06 I nterface setting
2-07 Main operations and terms
2-08 Creating and saving a map
2-09 Opening the map for editing
2-10 Indexing maps
2-11 Exiting the editor
2-12 Linkshistory
2-13 Running the new map in the game
2-14 Share and transfer custom maps
2-15Hot keys

2-16 Tablesand filters
2-16-1 Game Database Tables
2-16-2 Filters
2-17 Tipswhen working with the editor



Chapter 3
3-01 Beforeyou start...
3-02 Defining the missions type
3-03 The scenario of the mission
3-04 The map
3-05 The mission’s sketch

Chapter 4

4-01 Creating a new map
4-01-1 THE RULES OF CHOOSING THE PLAYERS

4-02 Maplnfo
4-03 Setting the weather
4-04 The parameter s of the map

4-05 Theterrain on the map
4-05-1 Landscape of the map
4-05-2 Preparing the terrain of the map
4-05-3 Designing the terrain
4-05-4 Patterning textures
4-05-5 Fields
4-06 Terrain objects
4-07 Placing terrain objects (VSO)
4-10-1 Choosing the player (side)
4-10-2 Choosing the type of the objects
4-10-3 Choosing the method of orienting the objects
4-10-4 Placing Map Objects on the map
4-10-5 Placing Bridges, Fences and Entrenchments
4-11 Objects on the map
4-11-1 Moving the placed objects
4-11-2 Orientation of the objects placed on the map
4-11-3 Changing the height of the objects placement
4-11-4 Placing units in the other objects (Link Objects)
4-12 Objects parameters

Chapter 5
5-01 Creating a mission
5-02 Player’s parameters

5-03 - Start Cameras & Multiplayer start Position
5-03-1 Setting Start Cameras
5-03-2 Setting Multiplayer Start Position

5-04 Final Positions

5-05 Reinfor cements
5-05-1 Creating your own reinforcements type
5-05-2 Setting reinforcement units parameters (in the field Entries)
5-05-3 Defining the number of reinforcements calls
5-05-4 Recycle Time Coefficient
5-05-5 Reinforcement points
5-05-6 Placing reinforcement points on the map
5-05-7 Reinforcement point parameters
5-05-8 Deployment template
5-05-9 Typed Template

5-06 Key Building
5-06-1 Deploying a key building
5-06-2 Linking the key building with the flag
5-06-3 Assigning a bonus object



5-07 Unit Start Commands
5-07-1 Assigning start commands
5-07-2 Thelist of assigned start commands
5-08 Al General
5-09 Al General’sfunctions
5-09-1 Al General’s abilities
5-09-2 Map estimation
5-09-3 Reinforcements query
5-09-4 Attention zones
5-09-5 Units management
5-10 Al General tool assignment
5-10-1 Mobile reinforcement
5-10-2 Mobile reinforcements assigning with the help of the map editor
5-10-3 Transferring units for General’ s control using scripts
5-11 Zonesassigned with the map editor
5-11-1 Assigning and setting attention zones
5-11-2 Placing attention zone on the map
5-11-3 Defining zone type and significance coefficient
5-11-4 Assigning preferable positions within the zone
5-12 Making script
5-13 Writing and editing the script
5-14 Script Areas
5-14-1 Creating script areas
5-14-2 Moving the areas and changing its sizes
5-15 Objectives
5-15-1 Creating Objectivesin the map properties
5-15-2 Describing objective functionality in the script

Chapter 6

6-01 Hyper screenshot
6-01-1 Creating a hypershot
6-01-2 Processing and adjusting the hypershot
6-01-3 Integration of the hypershot in the map
6-01-4 Testing hypershot

6-02 MINIMAP

6-03 Music

6-04 Creating the playlist for the map

6-05 Setting a composition with the music

6-06 Script Movie
6-06-1 Creating a script movie
6-06-2 The keyframe editor
6-06-3 Keyframes list

APPENDI X

Appendix A - Script Functions
Appendix B - Mission Example
Appendix C - Mission Map Example



Chapter 1

1-01 Introduction

This reference file contains the manual and information on the map editor for the game
“Blitzkrieg 2.

The reference file describes the map editor’ s main functions in the sequence recommended for
examining the map editor and also creating maps and missions for the game “Blitzkrieg 2”.

After reading this manual you will get to know:

e What can be done with the help of the map editor and its main functions
(' see 2-01 General information)

e What the map editor’ s interface (see 2-03 Interface), its main menu
(see 2-04 Map editor’ s commands) and toolbars look like

e What tools (see 2-05 Tools) are used for creating maps

e How to fulfill the main repeated actions (see 2-07 Main operations and terms) in the
editor and what hot keys (see 2-14 Hot keys) should be used

e How to save (see 2-08 Creating and saving amap ), load (see 2-09 Opening the map
for editing ), transfer to each other (see 2-14 Share and transfer custom maps) and run
(see 2-13 Running the new map in the game) missions designed in the map editor

e How to set the editor’ s appearance (see 2-06 I nterface setting), and also filters and
tables (see 2-15 Tables and filters)

e What to start with in creating missions (see 3-01 Before you start...) and what the
differences (see 3-02 Defining the missions type) between the singleplayer and
multiplayer missions are.

Also, you will learn everything about creating maps for “Blitzkrieg 2":

e How to create a new map, choose the season or the setting and choose players and
sides they play for (see 4-01 Creating a new map)

e How to prepare the landscape of the map (see 4-05-1 Preparing the landscape of the
map), create heights (see 4-05-3 Designing the terrain) and pattern textures (see 4-05-4
Patterning textures)

e How to place common objects and units on the map (see 4-09 Map objects) and terrain
objects (see 4-07 Placing terrain objects), and, also, automatically fill the parts of the
areawith the flora and terrain patterns (see 4-05-5 Fields)

e How to set start commands for units (see 5-07 - Unit Start Commands) and set their
parameters (see 4-12 Objects parameters)



e What players parameters consist of and how to set diplomacy (see 5-02 Player’s
parameters)

And, of course, the main info, what creation of the complete mission consists of:

e What Map Info consists of (see 4-02 Maplnfo) and what useful information it contains
(see 4-04 The parameters of the map)

e How to set the weather on the map (see 4-03 Setting the weather) and what it
influences

e How to create your own hyper screenshot (see 6-01 Hyperscreenshot) and how to
create aminimap (see 6-02 MINIMAP)

e How to attach music (see 6-03 Music) to your map or create your movies on the
game’ s engine (see 6-06 Script Movie)

e How to set start cameras (see 5-03-1 Setting Start Cameras), players’ positionsin the
multiplayer mission (see 5-03-2 Setting Multiplayer Start Position) and final points
(see 5-04 Final Positions)

e What reinforcements are (see 5-05 - Reinforcements), how to set them
(see 5-05-2 Setting reinforcement units parameters) and what reinforcements points
are (see 5-05-5 Reinforcement points)

e How to set the computer opponent and what Al General is needed for
(see 5-08 — Al General)

e What script is (see 5-12 Making script) in the missions for “Blitzkrieg 2", why we
need script zones (see 5-14 Script Zones) and how to write Objectives (see 5-15 —
Objectives)

e Alsoyou will learn the full list of script functions (see) and our recommendations
(see 2-16 Tips when working with the editor) on creating the map.

And, finaly:
¢ Inthe appendix (see) you can find the sample scenario and sketch of one original
Blitzkrieg 2 map, which can be used as a sample for creating your own maps.

1-02 Warning

This manual does not describe 100% map editor’ s functions for the game “Blitzkrieg 2.
Mainly, it is connected with the fact, that the map editor is the company Nival’sinternal tool
and initially was assigned to produce the entire work cycle for the game “Blitzkrieg 2”.

All the commands and tools, which ought to be known and used, when creating maps and
missions, are completely described in this manual.

If you want to know how to do something greater than maps and separate missions for the
game “Blitzkrieg 2" or you are ready to try yourself in MOD’s creation, you can attend
“Blitzkrieg 2"’ s official site and forum. Thelist of all sites and game forums arein the
“Blitzkrieg 2" game manual.



1-03 Copyrights and info
Blitzkrieg 2 Map Editor © 2005 Nival Interactive. All rights reserved. Blitzkrieg is a trademark of Nival
Interactive.

The following trademarks of other companies mentioning in this manual: Microsoft, Windows, Windows 98,
Windows NT, Windows 2000, Windows XP, Visio, Excel, Excel 97, Excel 2000, Excel 2002, UDA, OLE DB
and ODBC are registered trademarks of Microsoft Corporation in the United States and/or other countries.

Adobe/ Adobe Photoshop and logos Adobe u Adobe Photoshop are trademarks of Adobe System Incorporated.

All other trademarks are the property of their respective owners.

Chapter 2

2-01 General information

The map editor is used for creating and editing maps for the game “Blitzkrieg 2”. However,
maps from the game “ Blitzkrieg” (published in 2003) cannot be opened and edited with the
map editor.

Every map for the game “Blitzkrieg 2" isthe set of files, kept in one folder (asarule, the
name of the folder is the name of the map/mission, given when creating the map). Generally,
these files contain information in XML format, but there are some binary ones (for example, a
minimap), too.

The key file, containing the main information about the map and used when loading asin the
editor and also in the game, is“mapinfo.xdb”.

The folder with the files ought to be located in “ <Blitzkrieg
2_Game>\Data\Custom\Mission\<Your_Map_folder>" so that the editor and the game can
find it and load maps for editing.

t aplnfo

Y= MName
=21 CustomMissions
=1 ap-001
rnapinfo. xdb
=[] ap-002
[ mapinfo.xdb
=[] APostrikay
[ mapinfo.xdb
(1 Editar




Y et, the editor will not see the map if is not indexed (all the maps, you are creating on your
computer, are indexed automatically and are available in your editor). Maps, created on your
computer or indexed, are available in the table Mapinfo and can be opened in the editor.

(I)You can open all the maps of the chapters and campaigns of
the game “Blitzkrieg 2" in the editor — they have already been
indexed. However, you can edit these maps only if you have
data.pak unpacked.

See Chapter 2-10 “Indexing amap” for more information on indexing and opening a map,
created by the other user, in the editor.

2-02 Working with the map editor
In the Blitzkrieg 2 editor there are three main ways to work with the data: using different
menus, toolbars or context menus.
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All these methods almost entirely duplicate each other. But some commands appear only in
the certain map editors working modes — for example, when working with terrains, objects on

the map (units, building etc.), in properties tables etc.

Besides, there are some info windows and Tools Window, including the main tools for

working with the map.




2-03 Interface
The map editor interface for the game “Blitzkrieg 2" consists of:
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1 Different menus
Several menus contain all the necessary commands for working with the map editor.

2. Toolbars
Toolbars display icons of the commands, duplicating commands in different menus. Y ou can
hide or show toolbars choosing the options in the menu View.

3. Selection Property Window

Thiswindow displays properties of the selected or chosen object. Asarule, these are
properties of the map and units/ buildings. Y ou can hide or show windows choosing the
options in the menu View.

4. Game Database Window
Thiswindow displaysthe list of the objectsin the current game’s data table. Asfor the map
editor — it displays the list of maps, indexed by the editor.

5. Minimap Window
The window with the minimap. It displays the sketchy view of theterrain’s peculiaritiesin the
current map.



6. Tools Window
The window with the main tools, used when creating and setting the map. It contains tools
Terrain, Objects, Gameplay and Script (for details see Chapter 2-05 “Tools’).

7. Log Window

The window with the editor’ swork log. It records the operations, such as opening and saving
amap, creating a minimap and a hyper screenshot, and also about all the errors occurred in
the editor’ s work.

8. Coordinates
The current cursor coordinates are displayed here (both in pixels and tiles).

2-04 M ap editor’scommands
Before you start working with the Blitzkrieg 2 map editor, you should get to know the
structure and functions of the Blitzkrieg 2's main commands and tools.

Important Note: This manual describes only the commands used for creating maps and
missions.

2-04-1 Menu File commands

! Blitzkrieg 2 Editor
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| = open Chrl+0 | =

- & Open Resource ChrlH-3hifE+O 2
m Select Tables Chel+T [%’

Refresh Tables

Mews MOD

Recent Maps L
Recent Resources ¥
Exit alk+F4

New — create a new Blitzkrieg 2 map

Open — open a Blitzkrieg 2 map

Close — close a current map (if the map has changes, which were not saved, the dialogue
window will appear suggesting that you should save the changes)

Save All — Save all the data (a map, object’s properties etc.)
Recent Maps —the list of the links to the maps created/edited earlier

Recent Resources - the list of the links to the resources created/edited earlier
(set for MOD'’ s creators)



Exit —exit the editor (if the map has changes, which were not saved, the dialogue window
will appear suggesting that you should save the changes)

2-04-2 Menu Edit commands
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Undo — Undo the last action.

This command works only with the objects and when changing the terrain
Redo — Repeat the last action (works in the same cases as Undo)

Cut — Cut (copy and delete) the resource/ object / value

Copy — Copy the resource/ object / value

Paste — Paste the copied resource / object / value

Delete — Delete the resource / object / value

Rename — Rename the resource / object / value

2-04-3 Menu Object commands
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Edit Selection — Open for editing (edit) the object / resource

New Folder — Create a new folder

New Object — Create a new object / resource

Export — Export the texture into the data file (used when creating the screenshot)

Properties — Open the properties of the current map (in Selection Property Window)

2-04-4 Menu View commands

2 Blitzkrieg 2 Editor - [CustomMissions\New Map\mapinfo.xdb* 4x4]
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Main Toolbar — Show / hide the main toolbar

Undo / Redo Toolbar — Show / hide the Undo / Redo tool bar

Edit Toolbar — Show / hide the Edit toolbar

Object Toolbar — Show / hide the Object Toolbar

Property Control Toolbar — Show / hide the Property Control Toolbar
View Toolbar — Show / hide the View Toolbar

Game Database — Open / close Game Database Window
Selection Property Window - Open / close Selection Property Window
Log window - Open / close Log window

Additional View Toolbar — Show / hide Additional View Toolbar
Tools toolbar — Show / hide Tools toolbar

Minimap window - Open / close Minimap window
Tools Window - Open / close Tools Window



2-04-5 Menu M ap commands

2 Blitzkrieg 2 Editor - [CustomMissions\New Map\mapinfo.xdb* 4x4]
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Reset Camera — Return the camera (the angle, height and orientation) to the standard position
over the map.

Update Roads, Cliffs, Rivers— Allows to solve the problem of showing the vector objects on
the map with compulsory re-render.

Fit to Al Grid —When placing Map objects (except units), “stick” to the mesh point (Grid) in
the mode Al Tile.

(I This option is necessary when placing buildings and other
objects on the map, which can be obstacles for the units on their
way. If this option is off — the objects can be moved on the map
by pixel.

Rotate Multiple To 90 Degree — When orienting the map objects (except units) they rotate by
90 degrees.

Draw shoot areas— Show unit’sfire range and area
Draw Al Map — Show units' borders as they are recognized by Al.

(I As the complicated geometry of the objectsin the game, Al
recognizes them not by the form of the object, but by the special
form, shown especially for Al.

Draw Passability — show the parts of the terrain impassable for the ground units
Show Grid — Show grid (the grid tile modes can be set)

View filter — Open the filters' setting window



2-04-6 Menu T ools commands

Blitzkrieg 2 Editor - [CustomiMissions\New Mapi\mapinfo.xdb™ 4x4]
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Regenerate Terrain - Allows to solve the problem of showing the heights on the map with
compulsory re-render.

Customize — Customize tool bars.

2-04-7 Objects Properties

The command “ Show the selected object properties’ (equivalent to pressing the key Enter) is
available only in the toolbar and marked with the icon shown.
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2-05 Tools

The main tools necessary for creating maps and missions are in Tools Window. If you cannot
find Tools Window after running the map editor —try to run it with the help of the menu View
or theicon on Toolbar.

" Blitzkrieg 2 Editor - [Scenario\Campaigns\Tutorial\Chapteritutorial2\mapinfo.xdb 6x6]

" File Edt Object| View |Map Tools Help
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Tools Window includes several main sections with the tools grouped as:



2-05-1 Terrain
The tools section for working with the terrain.

Terrain [Fields |

Dhjects

Fameplay

Script

Thetab Terrain includes tools changing heights on the map and patterning certain textures
types on the surface parts (for details see Chapter 4-05-2 Preparing the terrain of the map ).

Terrain | Fields

Qhjects

Gameplay

acript

Thetab Fields alowsto create alot of different automatically generated fields with the

patterns available (for details see Chapter 4-05-5 Fields).

2-05-2 Objects

The tools section for placing common objects or units and terrain objects (V SO) on the map.

||

Objects | {errsin Objects |

Fameplay

acript

(1652.91, 1024.64), [25, 16]

The tab Objects allows to place all map objects, which do not require additional setting of the
shape and etc., on the map —i.e. all unitestypes, buildings, fortifications, bridges, simple
objects, flora etc. (for details see Chapter 4-10 Placing objects on the map ). Within this

manual, they are called map objects for convenience.
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Terrain objects tab allow to place Terrain objects — the main landscape modifiersin Blitzkrieg
2. Terrain objects are also called Vector Stripe Objects or VSO - i.e. objects, whose shape and
some parameters require additional configuration, when being placed on the map: rivers,
roads, lakes, cliffs and a coast (for details see Chapter 4-07 Placing terrain objects).

2-05-3 Gameplay
The tools section for setting Reinforcement Points, Start Cameras, Al General and Unit Sart
Commands.

T A

| —

-lr?"‘. _=;| | Feinforcement Pointz | Start Cameraz 0] Seneral Lnit Start Comemands |

.+ 3 Script |

(7575.91, 6360.9), [118, 99]

The tab Reinforcement Points alows to place and set the reinforcements points
(for details see Chapter 5-05-5 Reinforcement points).

Feirfarzermernt Points |5|aﬂ Camera: | bl General LInit Start Cormimands |

acript |
(7575.91, £360.9), [118, 99]

Thetab Start Camerasis necessary for placing start cameras on the map — coordinates and
positions, in which players of the different sides (teams) will start the game
(for details see Chapter 5-03-1 Setting Start Cameras).

3 & |
|E-.'
%
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* Script |

(7575.91, 6360.9), [118, 99]

Thetab Al General allows to set the computer opponents' (called Al General) actions and
attention zones (used for designing singleplayer missions)
(for details see Chapter 5-08 — Al General ).
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The tab Unit Start Commands allows to assign the starting commands to the units on the map
—i.e. commands, which will be executed by these unitsimmediately after starting the mission
(used, mainly, when designing singleplayer missions)
(for details see Chapter 5-07 - Unit Start Commands).

2-05-4 Script

The tools section for placing and setting Script Areas and Script Movies on the game’ s engine.
ERIT rect
SEA_EXIT reck
SR, circle “
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(7401.35, 6435,.79), [115, 100]

Thetab Script Areas allows to place the certain areas on the map, which will be used
afterwards when scripting missions (used, mainly, when designing singleplayer missions)
(for details see Chapter 5-14 Script Areas).
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The tab Script Movies allows to create a script movie on the game's engine. Switching to this
tab opens the special keyframes editor and camera’ s positions, where the user can set the
keyframe sequence and set the position and orientation of the camerain every keyframe

(for details see Chapter 6-06 Script Movie).

2-06 Setting I nterface

What is comfortable when working with a program isindividual for every user. So, in
Blitzkrieg 2 map editor every user can set the view, the size and position of all main windows
(Selection Property, Game Database, Minimap, Tools and Log) according to his preferences.



To change the position of the window — point the cursor at the two stripes at the top.

! Blitzkrieg 2 Editor - [Scenario\Campaigns\GER\C hapter 2YGERZ.0\MapInfo.xdb* 12x12]

CFile Edit Object Yiew Map Tools Help

A2 dE o - BN HeroSey D
= T
EEE Froperty %@ Wl
+-15 [
-5 [4]
+- & ReinforcementTppes
& DefaulBark
DiplomacySide n
RecycleTimeCoefficient 1
ReinforcementCall: 26

LocalizedPlayer ameFileR ef
+- & MPStartPos

B ScrptReinforcements
+-fg ScrptReinforcementsT extlD

Pressing and holding LMB drag the window to any convenient place of the editor workspace.
When approaching the borders of the workspace the window will stick to it taking the optimal
form.

! Blitzkrieg 2 Editor - [Scenario\Campaigns\GER\C hapter 2YGERZ.0\MapInfo.xdb* 12x12]

CFile Edit Object Yiew Map Tools Help
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—|-[Z] Chapterl +- & ReinforcementTypes
+-[21 GER1.0 DefaultR ank.
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@ GER 15'4'3 e S cenanio\Campaigns\GE RA\ChapterZAGE R 2. 0\Mapinfo.xd
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And when moving away from the borders of the workspace there will be the separate window.
To change the sizes of the window pull one of the borders to any direction.

Besides, you can maximize / minimize or close the window with the buttons in the top right
corner of every window.



Blitzkrieg 2 Editor, - [CustomMissionsMP-test-001\mapinfo.xdb™ 6x6]
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All windows are shown / hidden aso with the help of the menu.

2-07 Main operations and terms
When you are working in the map editor you will often have to fulfill the same operations.

2-07-1 Create a new object (file) for a parameter

ik wWindForce 7 wind power, 0 - 10 [0 = calm)
YWeatherPeriod B0 [zeconds] weather change period
WweatherPeriodR andom a0 [geconds] weather change period random

vizual effects

=k Yizuals
Dceantfater
HasCoast brue

To create anew object (file) for a parameter choose the line with this parameter...

= WindForce K wind power, 0 - 10 [0 = calm)
WweatherPeriod (=] [geconds] weather change period
YWeatherPeriodR andom a0 [zeconds] weather change period randam
Wisuals [l [ JMey visual effects

Dceants ater

HazCoast true

... and left-click in the column Vaue. Two buttons will be displayed — the ellipsis and
New. To create anew object / file press the button New.



i mr i e

@i n [Cfzd visusl sftects

Dceants ater

HasCoast Create New <WeatherDesc= Object
= .
b apD esignerFilef Type: | i
MortType Mame: |Stu:urm WeatherDesc |[ AddT ]
=B Plapers . = —
= g - [ | E=port object after creation [ k. ] [ Cancel ]
+- B Camera
B general

Partylnfo Scenano\FPartyDependentinfo...
=% ReinforcementPaoints

The new window will be displayed, in which you should enter the name of the new object
(file name).

j Create New <Material = Object

it ame: |GteatestTexture_Material

i3 [ Export abject after creation

If you press the button Add Type, the type of the object (file) will be added to the name
automatically.

Ef Seaszon SEASOM_SUMMER FEAZON

Bl DayTime Dy’ Dy day time
ScriptFileFet |:|E] zone soript
By PlayerBonusObjects

kirnikd ap CustombdizsionzhaP-test-001mi...

LocalizedM ameFileR ef miisgian name

In some cases the third button “ Edit” is added. It means that this file can be edited with the
internal text or script editor.

2-07-2 Select the path to the object (file) for a parameter

If you do not want to create a new object (file) and just want to choose the object (file),
which aready exists, choose the line with this parameter and left-click in the column
value. Two buttons will be displayed — the ellipsis and New.

% Property & Value Dezcription
== [0
E Camera
B general
Partylnfa
=B ReinforcementPaints

To open the window with the list of the objects (files) of this class available press the
elipsis.



Browse <PartyDependentInfo>= Object Link

Objects:
PartyD ependentinfo

Y= MName
=21 Scenario
=21 PartyDependentinfo
=21 Game
[ France_PartyDependentinfo.xdb
[ GB_ParyDependentinfo.xdb
Germany_PartyD I'*I" nident nfo. xdb
[ Italy_PartyDependentinfo. zdb
[ Japan_PartyDependentinfo.zdb
[ Meutral_[Maot_Final)_PartyD ependentinfo.xdb
[ USA_PartyDependentinfo.xdb
[ USS5R_PartyDependentinfo.zdb
21 Multiplayer
] Test

Properties:

Eﬁ Property
GeneralPartyM ame
GunCrewS quad
HowitzerGunCrewsquad
Heawytd achinegunSguad
AaFunSguad
= Fez:upplvEnaineersquad
LocalizedM ameFileR ef
= Minimapk.eylbjecticon
= Minimapk.erlbectconSelec
B Statizticzlcon
ParatrooperyizObj
& Listlternlcon
& KevBuildingFlag

|S cenanoPartyl ependentlnfo'G ame*

Current Selection:  PartyDependentinfo: S cenariohPartyDependentl nfohG amesGermany_PartyD ependentlnfo.xdb

Previouz Selectior: PartyDependent|nfo:ScenanohPartyD ependentl nfohG amesGermany_PartyD ependentinfo. zdb

Set Empty

In the left part there is the tree with the list of the objects (files) of this class.

Choose the one you want and press OK.

2-07-3 Editing the value of the object (file) parameter

If you want to change properties of the object (file) for some parameter, it must be opened
for editing. The steps are the same as indicating the path to the object (file). (see above)

Froperties:
= Property & Value G

Type WEATHER_RAIN

Parthd aterial Wieather\Hain_k aterial xdb

PartSize n3

F allH gight il

Speed 0.1

TrajectorParanmeter 10

Iberisity 40

Wind&ffected falze

& ‘WeatherLight Scenatlightzh\alhSummeridaplight_rain_ambientight. «db

= | inhtninnz b
£ >
[\w/eathersRain_‘WeatherDesc.xdb

[ ] l [ Cancel

In the window of choosing objects (files) displayed the window of the object (file)

propertiesis on the right.

Sometimes when setting and editing parameters of the object (file) you may need to open
the subordinate objects (files) for editing. (For example — see Chapter 6-03 Music)



2-07-4 Using context menu
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When working with the map and objects properties you often have to add / delete
parameters and objects and also to minimize (Collapse) and maximize (Expand) their lists.
Use the context menu to do it. To call up the context menu choose the field with the
parameter you need and right-click on it. In the menu displayed choose the operation you

need.

2-07-5 Choosing or entering the parameter

Also, when working with different properties and parameters of the map or objects you

often need to enter or choose the value of these parametersin letters/ numbers.

& Value | [
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Y ou can do it with the jump-menu, type the value or choose it with aslider.

Choose the parameter you need and |eft-click in the column Value of the corresponding

line. After that choose the value in the jump-menu or with the slider. Or just typeit.
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wird o
[sEcon
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2-08 Creating and saving a map
For creating a new map choose the item New in the File menu or pressthe keys[Ctrl]+[N].

To save the current map and all changes that have been done choose the item Save all in the
File menu or pressthe keys [CtrI]+[S].

2-09 Opening the map for editing
To open the map aready created for editing — it must be in the maps and missions list (Game
Database Window).

If the map you need isin the list —just double left-click on it. Also, you can open the map
through the item Open in the menu File or with the keys combination [Ctrl]+[O]. When
opening the map with the help of the menu or keys combination — the window with the list of
all maps known to the editor will open.

If in the maps list, known to the editor there is no map you need, it means that it has not been
indexed and put in the fileslist, used by the editor. How to index the map, see the next chapter
— Indexing maps.

If at the moment you are opening the map you have already the other map opened — you will
be offered to save all the changes made on the current map.

2-10 Indexing maps
Y ou can index the map in two different ways.

Variant 1:

Put the map folder into the Data folder of Blitzkrieg 2 game so that the path looks as follows:
“<Blitzkrieg 2_Game>\Data\<Your_Map_folder>".

Make sure the map folder contains the file “mapinfo.xdb”.

Open the map editor and Windows Explorer.

Drag the file “mapinfo.xdb” from Windows Explorer to the map editor workspace. Save the
map. After that the new map will be automatically indexed and afterwards it will be available
inthe list of the maps indexed.

Variant 2;

Put the map folder into the Data folder of Blitzkrieg 2 game so that the path looks as follows:
“<Blitzkrieg 2_Game>\Data\<Your_Map folder>".

Make sure the map folder contains the file “mapinfo.xdb”.
Find the file “dbindex.bat” in the folder “<Blitzkrieg 2_Game>\Data\” and run it. After that

al filesin the folder “<Blitzkrieg 2_Game>\Data\” will be indexed again and al new maps
will be available in the map editor for editing.



2-11 Exiting the editor
To exit the editor — choose the item Exit in the menu File or use the keys combination
[Alt]+[F4].

When exiting the editor you will be offered to save al the changes made on the current map.

2-12 Linkshistory

When working with files the map editor saves all links history of the maps opened before.
Y ou can load any of the maps opened earlier, choosing them from the list (the item Recent
Maps) in the menu File on the condition that the map opened was not renamed or removed.

2-13 Running the new map in the game
To run the map created before is possible in two different ways:

Variant 1:
If the map created in the editor or the map folder are in <Blitzkrieg

2 _Game>\Data\Custom\Missions\<Path_to Your_Map folder>, it can be run with the help
of the menu item Custom Missions, available from the main game menu.

Custom Mission

Missions Last

Mission Mame

F @ Gatekeeper

== Street Sweeper

Steady Steps
Survival
Factory Rescue Mission Description
gpingClermry——mmmmm 4 s e =
M inl
= L p select a custom mission, to wiew a mare detailed infermation.
The Strong I

Pigeon Shonot

When choosing the item Custom Missions in the main game menu the window of choosing
users maps is opened. Choose the map and run it, pressing OK.



Variant 2:

To runthe mission in “Blitzkrieg 2" game created in the map editor before do the following
(the map folder must be in the folder “<Blitzkrieg
2_Game>\Data\Custom\Missions\<Path_to_Your_Map_folder>"):

1. Run*“Blitzkrieg 2" game
2. Inthe main menu open the console with the help of the key tilde (~)
3. In the console displayed type (without quotes) the command “ map”
(in lower-case) and the path to your map, beginning with the folder
which isthe first after the folder Data. Y ou will get something like
this: “map Custom\Missions\MyTestM ap-003\maypinfo.xdb”
The full path to this map will be asfollows:
“C:\ Blitzkrieg 2\data\Custom\Missions\MyTestM ap-
003\mapinfo.xdb”
4, After pressing the key Enter the map will be loaded. If you have not
done the hyper screenshot for your map yet— the map will be loaded
with the standard hyper screenshot.

2-14 Share and transfer custom maps

If you want to share amap you’ ve created with your friends or publish it on an Internet
resource, dedicated to Blitzkrieg 2, you must pack the whole folder with your map (or
mission)

For example, if you' ve created the map that islocated in «C:\ Blitzkrieg
2\data\Custom\Missions\My TestM ap-003\» folder, you must pack the whole contents of the
folder. Make sure, that no files are missed, especially — mapinfo.xdb.

Y ou can send the archive that you' ve made to your friends or publish it in the Internet.

2-15 Hot keys
When working with the map editor some actions are easier to fulfill with the help of hot keys.
Here are the keys combinations, which will be useful when creating maps.

[Ctrl]+[N] — create a new map

[Citrl]+[O] — open the map created and indexed before
[CtrI]+[S] — save dll the changes on the map

[Alt]+[F4] — save all the changes on the map and exit the editor

[Insert] —insert an object, value (file name), control point
[Delete] - delete an object, value (file name), control point
[Home] — unlink objects

[Enter] — open object properties (unit / building etc.) in the Selection Property Window /
Complete creating VSO or Field

[CtrI]+[C] — copy the value (file name)
[CtrI]+[V] —insert the value (file name)

[Ctrl]+[Z] — undo the last change (only when working with objects and the terrain)
[CtrI]+[Y] — redo the last change if it has not been cancelled before (only when working with
objects and the terrain)



[CtrI]+[Shift]+[Enter] — show / hide Selection Property Window
[Ctr]+[Shift]+[B] — show / hide Game Database Window
[Ctrl]+[Shift]+[L] — show / hide — Log Window

When working on the map you can use the left key ALT and the mouse cursor for rotating the
map.

Moving the mouse when pressing RMB you can zoom in and out.

The unit and the object will be linked if you drag the unit on the object (or the vehicle) when
pressing the key Shift.

2-16 Tablesand filters
The experienced users can use the opportunity to set the filters and additional database tables.

2-16-1 Game Database Tables

Game Database Tables— all the game data are sorted out in types. For example, when you are
editing the map, you automatically work with the table Maplnfo. Y ou can work with many
other objects and data types of “Blitzkrieg 2" game in the same way.

Important Note: We recommend only experienced usersto work directly with the tables, asin
the working process the game data can be changed, what can lead to the incorrect game’s or
users map’ s functioning.

Asit isrecommended only to the experienced users to work with the data through Game

Database Tables, this manual does not contain the descriptions of the tables and data types.
Y ou can change them at your own risk.

Game Database Tables

[ AcksBuilder
[]AckSetRPGStats
[]ActiorButtanlnfo

[ ]AddReinforcementCalls
[JAIExpLevel
[]&IGameCansts

[ JAalGeometny

[]&mbientLight
[]&nimB2

[ ]4nimB 2Builder
[JAnimLight
[]&marPattem

[ AmmarPattermPlacement

To call up the Game Database Tables of Blitzkrieg 2 press the key combination [Ctrl]+[T],
aternatively, use the command Select Tables in the menu File or its analogue on the toolbar.

To use the table with one or the other datatype put atick in the corresponding line.



2-16-2 Filters

When creating and editing maps you can use the opportunity to work with objects filters and
map’ s properties. Also you can turn on and set the Grid according to your needs —when
working with the terrain and placing objects on the map.

To call up the window of filters setting choose the line View Filter in the menu tools or use
the button on the toolbar.

MapInfo ¥Yiew Filter

Object tvpes:

OhbjectRPESkats
MechUnitRPGEStats
BuildingRPEstats
FenceRPGStats
EntrenchmentRPGSkats
SquadRPEStats
BridgeRPEStats
TerraObjSetRPEStats
MineRPESEats

[ arid Size: | Wisual tile

[ ]Eounding boxes Draw shadows
[ ]wire frame Draw warfog
[ IMipmap levels Diraw kerrain
[ overdraw

[Default Settings] [ kK ” Cancel ]

In the window displayed you can turn on the filters of the objects visible on the map:

Object —turn on / off all the simple objects, including Flora.
MechUnit —turn on/ off all the vehicles

Building — all the buildings

Fences—all the fences

Entrenchments — the entrenchments

Squad — the personnel

Bridge — the bridges

Terra—the spots of the terrain

Mine — the mines and mine fields

Besidesfilters, you can turn on or off the Grid for different objects and switch it to on the
Tilesmenu — Visual tile or Al tile. It is convenient, for working with the terrain and when
placing objects.

2-17 Tipswhen working with the editor
General tips.

e Often save your map.
e Check passability on the map.



e When placing objects on the map do not forget to optimize your map. For example,
you should not cover the map 14 by 14 with athick layer of grass even it isthe jungle.
The grass will not be seen under the trees.

e A great number of the forces densely deployed on the map will not guarantee that the
mission will be interesting, but it will be complicated and slow.

e Beforeplacing cliffsit is more reasonable to make a hill first and then to surround it
with the cliffs.

o If at the start of the mission the air force must be on the map, you can just place
aircraft on the map and set start command for them. For example, it is suitable for
placing the recon aircraft.

® |f the game hangsright after the loading the mission, the most probably it is because
of the script. Unfortunately, despite the syntax check, the editor cannot reveal errors.

Chapter 3

The optimal order of the stages for creating a map (mission) can be arranged based on the
experience of “Blitzkrieg 2” maps creation:

Preparation (defining the type, scenario, map, sketch)
Creation of the map (terrain, VSO, settlements)
Creation of the mission (players parameters, units, reinforcements, Al General, scripting)

The following information on maps and missions creation lists these stages in the order given.

3-01 Beforeyou start...
So, before starting to work with the editor, some preparation must be done.

It consists of the following stages:

e Definethetype of the mission

e Make up the scenario of the mission

e |tisadvisableto find the map of the area or the historic map (if the mission is based
on the historic events)

e Draw the sketch of the mission (you can use the programs such as Microsoft VISIO
™ and others)

This preparation allows to solve alot of questions, appearing in the process of creating a map
and not to waste time on doing the same thing many times.

3-02 Defining the missions type
Before you start to create a map you should define the future missions' type.

Thefirst question —if it isasingle player or amultiplayer mission?
The multiplayer mission assumes less amount of setting without such work as setting Al

General and scripting missions. In any caseit is unlikely to make a great map in just one hour.
A long tuning and balancing procedure will be required.



The single player mission, as a more complicated one, assumes more amount of |aborious
work. But single player missions stand out against a background of numerous multiplayer
missions.

Thus, we choose:

Themultiplayer mission
or
Thesingle player mission

If you choose the single player mission, you have to decide if you keep to the historic events:

The historic mission is entirely based on the historic events and follows the known facts
about this event (the troopsratio for all sides, the sequence of main events, the terrain etc.).
The alter native (hypothetical) mission is based on the historic events, but something like “if
the Fifth Cavalry meet Guderian’siron fist ...”

Thefictitious mission is an entirely imaginary mission, based on the fabricated events.

After defining the missions' type you can proceed to the next stage.

3-03 The scenario of themission
When creating any mission even the multiplayer one you have to be aware of the events and
their sequence happening on the map. The scenario can help you to do it.

After describing the main objects and units on the map, main terrain elements and the
sequence of events in the mission the map designer can seeif the ideais viable and define the
priorities.

The scenario allows to plan the events in the mission and understand if it will be interesting
for the player to participate in the events occurring.

(I You can view the example of mission scenario for Blitzkrieg 2
game in the appendix.

3-04 The map

In case you are making a single player or a multiplayer mission based on the historic events, it
will be useful to find an authentic map of the area where these events happened or the map
with the positions and directions of the main blows and forces movements within this historic
events.

Generally speaking, transferring the topography of the real area (corresponding to the historic
events or not) simplifies the map creation process. So, even if you are creating an imaginary
mission, try to find the topographic or geographic maps something suitable among the
topographic or geographic maps. It is desirable to keep a reasonable compromise between a
real map and the map used in the game.

(I You can view the example of the used map and the result in
the appendix.



3-05 The mission’ s sketch

In any case, if you find areal map or not, you have to make a sketch of the mission. You
should mark the main terrain elements, forests and settlements, the key buildings and
reinforcements points and also plan the missions' objectives and position of the units of al
sides, participating in the mission.

Sometimes you have to create several sketches, which show the stages of the situation
development on the map and allow to plan the sequence and correlation of the script events,

the conditions of the victory and defeat.
(I You can view the example of the mission sketch in the appendix.

Chapter 4 — Creating a map

4-01 Creating a new map
Y ou can create a new map in two different ways:

1. Using the command New in the File Menu (recommended for beginners).

Blitzkrieg 2 Editor

| Fle Edt Ohject Wiew Toals Help
g e CErl-+M

| [= Open Chrl4+0
(% Open Resource Ckrl+ShifE+0
@ Select Tables Chrl+T

Refresh Tables

Mew MO

Recent Maps r

In this case a new map is created automatically in «Custom/Mission» of Maplnfo table.
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=%
b aplnfo w
EE M arne
=[] Custombissions
- (21 ap001
. 21 ap-002
. 1 AP-test-001

- 21 APosthikoy
=1 Mew bMan

#-(1 E
EEl'"D Maps
#- 1 Scenario
[+ 2] Test
w0 Ul

2. Using the commands list calling by right-click in Maplnfo table (recommended for
experienced users only).

|Eu3tn:umh“| izzions\Mew Maphmapinfo.<db

b aplnfo
EE M arne
E| L.
..[j ap-00 " Edit Selection
|:| ap-00 170 Lisk Beferences, .
H- ] AP-e
- [0] APos ’h Mews Folder
= Wb Plew Dbiject
& (0] Maps Mew Rook Folder
---|:| Scenarnio Mew Rook Object
] Test
&1 Ul & cut
Copy
B Pacte

In the commands list choose New Object for creating a new map.



In both cases when creating a new map awindow with the main parameters opens.

Create New <MapInfo> Object

Mame: | [EEENGE]

Properties:

% Propery g Walue Description
Ef Sizex B
Size' B

Bl Seazon SEASOMN_SUMMER
Ef DavTime  Dav_DAY
=t Players
[o] Scenano'PartyDependenti nfohG amehGermary_PartyDependentinfo.xdb
1] ScenanotPartyDependentinfohGametUS5R_PartyD ependent|nfo.xdb
[£] Scenano'PartyDependent nfohG amehMeutral_[Mot_Final]_PartyDependentl nfo.xdb

|EI biect name iz invalid. Object already exists!

[] Export abject after creation

Name — enter the name for the new map

Size X, Size Y —these parameters define the relative sizes of the map. For changing these
values left-click in the column Value of the corresponding row. Choose the value in the jump-
menu.

Season- choosing the season for the map or the scene. This parameter defines the set of
textures for terrain, floraand other objects, characterizing the scenery. For changing this value
left-click in the column Value of the corresponding row. Choose the value in the jump-menu.

Daytime — choosing the time of day for the map. This parameter defines the characteristics of
the light. For changing this value left-click in the column Value of the corresponding row.
Choose the value in the jump-menu.

Players — defines the number of the players and sides they play for.

4-01-1 THE RULES OF CHOOSING THE PLAYERS

Y ou can add or remove players from the list, always following the two rules:
1. Theuser always playsfor the zero player (in single player missions)
2. Theneutral side always plays for the player last in the list

=t Players
| [0 ScenanotPartyD ependentlnfohGameGemany_PartyDependentinfo.xdb |
% [1] Scenano\PartyDependentinfotGame USSR PartyDependentinfo.xdb

[£] Scenano'PartyDependent nfoh G amehMeutral (Mot Final]_F'art_l,lDependentlnfu.xdb|

Important note: if these rules are not kept when choosing the players for the map created —
such map will function incorrectly.

For every player in the list the side he plays for should be defined. For that left-click in the
column Value of the corresponding row and press ellipsis to choose the side.



Y ou will seethelist of sides available to be chosen

Browse <PartyDependentInfo> Object Link

Objects: Properties:
PartyDiependentinfo W E}E Froperty @ W alue
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Choose the side required and press OK.

(1) The neutral side is needed for placing such objects, which,
according to the designer’s conception, must not belong to any
side (for example, the cannon on the map that can be captured)
or must beinvisible for all players.

If you do not choose the side for one of the players, in the status line you will see the
reminder, that the field defining the side for the player should be filled.

|EI bject name iz inwalid. Object already exists!

[ ] Expart object after creation

If you are creating a map for a multiplayer game, there is no difference, which sideis assigned
for the player, as at the beginning of the multiplayer game the players choose the side they
play for by themselves. However, do not forget to put the neutral player even when creating a
multiplayer map.

For completing the creation of the new map — press OK.



4-02 Maplnfo

Setting the main parameters of the map

Every map has a number of parameters, set by the map’s properties (besides of doubling the
other setting means). In this section the map’ s parameters are considered. Setting the player’s
parametersis considered in Chapter 00-00 The parameters of the player.
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To switch to the map’ s properties choose file mapinfo.xdb in the folder with your map’s name
in the Maplnfo table.
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Or use the command Properties in the Object menu and the appropriate toolbar.

In the Selection Property Window you will see the information on the map’s properties.



Y Property & Value Dezcription
b apDr ezignerFileR ef Other/Text/Map_Designersddlesander_Vinnik...  Map Designer name. [t will be dizplaye:
MortType ] twpe of north mark 0,1, 2, 3.
+ By Players players list for the map
Bl Seazon SEASOM_SUMMER TEITON
Bl DayTime DAy MORMIMNG da time
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Further some parameters which draw attention when creating a new map will be explained.
The other map’ s properties parameters are either default, i.e. do not require to be changed
when creating a new map, or informational.

4-03 Setting the weather

The weather on the map (in particular atmospheric precipitates), besides visual design of the
map and giving the natural atmosphere to the game, influences the air forces and ground
units' field of vision. For example, if it israining or snowing on the map, you cannot call air
forces as the support, and the aircraft, which are already on the map, when it starts raining,
immediately leave the map.

All the types of the weather are set in the Weather parameters group.

=& Weather map's weather
windDirection E | : [deqgrees from ™ axis] wind direction
ik ‘wWindForce 3 wind power, 0 - 10 [0 = calm)
YWeatherPeriod B0 [zeconds] weather change period
WweatherPeriodR andom 30 [geconds] weather change period rand
Yizualz “Wweather\FainT hunder_‘weatherDesc wdb wvizual effects
WindDirection

Defines the wind direction in degreesfrom Y datum line. This parameter influences the
behaviour of the trees and the direction the white surfs are coming from on the sea surface (in
case there is a coastline on the map).

WindForce
Defines the strength of wind. If it isequal to O —thereis no wind.

WeatherPeriod

Defines, how often the weather on the map changes from fine (by default) to nasty. When the
weather is changing the effect chosen with the help of Visualsis shown (see below). Specified
in seconds.

If the value=0 is set, the weather does not change and remains fine al the time.



Important Note: If the value is nonzero, but at the same time the nasty effects are not set in
Visuals, anyway, the game will count the periods of changing the weather, and at the moment
when the weather will be considered nasty, unitswill react at it in an appropriate manner (the
air forcewill not fly to the call etc.), even though there are no visual effects shown.

Weather PeriodRandom

Defines what number of seconds, selected randomly from the set range, is added to the period,
set in WesatherPeriod. It is done to make the weather changing periods uneven. Specified in
seconds.

Visuals

This parameter defines the weather on the map. If this parameter has not been valued (the
field Vaueisleft empty), there will be no visual effects of the nasty weather shown, even
though the weather changes.

Y ou can choose rainy weather with thunderstorms or without it, a snowstorm or a sand-storm
(depending on the map’ s setting).

4-04 The parameters of the map

MapDesignerFileRef

If you are planning to spread your map among your friends or in the Internet, do not forget to
indicate your personal information. For that use the parameter MapDesignerFileRef in the
map’ s properties.

Season

The season influences the choice of textures for terrain, different objects (including units),
floraetc. Also, the season chosen or the scene of action (in case it isAsiaor Africa)
Influences some available patterns of automatic generating the surface in the tab Fields of
Terrain Section.

The same parameter can be set when creating a new map.

DayTime

The daytime has a certain influence on gameplay — for example, when DAY _NIGHT is
chosen — the ground unites' field of vision is restricted.

Also, depending on daytime, the state of headlights and lamps changes (on/off).

The same parameter can be set when creating a new map.

ScriptFileRef — the main parameter, which allows to include script eventsinto the map etc.
Nothing will happen in the single player mission without the script — even the conditions of
win/lose will not be processed. (for details see Chapter 5-12 Making script)

Player BonusObjects — defines key points and buildings on the map and reinforcements call
points. This parameter is set individually for every player.

(for details see Chapter 5-05 — Reinforcements)

Minimap — displays the way to the minimap created automatically. Not to be changed.

LocalizedNameFileRef — the name for your map.



LocalizedDescriptionFileRef — the short description of the map.

LoadingDescriptionFileRef — the more detailed description of the map, displayed when
loading pwil file.

LoadingPicture —the hyper screenshot, displayed when loading the level.
(for details see Chapter 6-01 Hyper screenshot)

ScriptMovies — the parameters and settings of the movies on the game’s engine.
(for details see Chapter 6-06 Script Movie)

FinalPositions — the points, which will be automatically shown when winning or losing. (for
details see Chapter 5-04 Fina Positions) If the parameters Final Position are not defined — at
the end of the mission the point, where the player completed the mission, will be displayed.

Objectives—the list of objectives and their main parameters.
(for details see Chapter 5-15 — Objectives)

Music — specifies playlists for performing during the mission.
(for details see Chapter 6-03 Music)

ScriptEffects —is not used.

4-05 Theterrain on the map
Designing the terrain on the map consists of cyclic changing of heights on the map, patterning
textures, placing VSO and map objects etc.

This process is recommended to be divided into several stages, which alow to estimate the
scale of the changes made and their mutual correspondence. For example:

First, you should start with Marking the map, using the patterning textures tool and mark the
places where the future main peculiarities of terrain will be located — heights, roads, rivers,
settlements and flora.

After that you can proceed to Working out in details on the map.

4-05-1 L andscape of the map
When creating any kind of a map, the most important indicator of its excitement and
equilibrium is the well prepared landscape.

(I Landscape is the integration of nature elements, such as
terrain, fields, forests and lakes and man-made objects (roads,
buildings, bridges, fortifications, etc.)

The landscape of the map in “Blitzkrieg 2" can be divided into several parts:

Terrain (height differences and cliffs)

L akes

Forestsand flora

M an-made obj ects obj ects (roads, buildings and settlements, fortifications, units
placed on the map, etc.)



Changing the map terrain, patterning textures and designing regions with the given type of

flora (rapid designing forests and fields) are described further.

4-05-2 Preparing theterrain of the map

To start working with terrain proceed to the section Terrain in the Tools Window.
Choose thetab Terrain.

Terrain
Brush:
DS ¥l 4| A
Bruzh Size:
) 1) 117
Brush Type:
zﬁ J [7] Fi Cliffs @
Terrain Tile:

. DarkGrazs TGTemalype. xdb % Crag_TGTernalype. rdb

E DyGrazs_ TGTemralppe.xdb
B Ficld_TGTenaTypexdb
. Forest_TGTemralppe.sdb

. GreenField_TGTeralype.xdb
- Light_Field1_TGTeraType.xdb
. GreenField]_TGTeralppe.sdb

®

There are the main tools for designing terrain and patterning textures of the surfaces:

1. Choosing the brush type: Patterning textures (Fill Terrain); Raising
heights (Up Terrain Height); Lowing heights (Low Terrain
Height); Smoothing terrain (Low Terrain Height); Aligning
terrain (Make Plato).

2. Choosing the size of the effect area: Very small (Very Small Brush);
Small (Small Brush); Medium (Medium Brush); Large (Large
Brush) and Very Large (Very Large Brush).

3. Choosing the shape of the effect area: Circle (Circle Brush)or
Square (Sguare Brush)

4. Switched off parameter: Refresh terrain (Fix Cliffs)

5. Choosing the type of texture for patterning on the surface from the
list Terrain Tile (for the tool Fill Terrain only)

The process of designing terrain isiterative, i.e. divided into repeating cycles. First, rough
patterning with the textures is recommended for scheme marking the future map, then —



designing the terrain, after that — basic patterning the terrain and in the end — completing
patterning the terrain.

4-05-3 Designing theterrain
For designing the terrain choose brush, the size and the shape of the effect area,
according to your goals.

Heights

For changing heights choose the brush type Raising heights (Up Terrain Height) or
Lowing heights (Low Terrain Height). These two tools work similarly. The only
difference between them — assigning the mouse buttons.

When using the tool Raising heights (Up Terrain Height) and pressing the | eft
mouse button, the processed spot of the map rises up, when pressing the right mouse
button — the spot of the map goes down.

When using the tool Lowing heights (Low Terrain Height) the functions of the
mouse button switch - when pressing the left mouse button, the processed spot of the
map goes down, when pressing the right mouse button — the spot of the map rises

up.

Smoothing theterrain
When using tools for changing heightsit is difficult to achieve the smooth terrain
when it is necessary for some purposes.

If you use the tool Smoothing terrain, the desired result can be achieved.

Thistool functions as follows: the average height of the processed area is calcul ated,
and all the heights in the processed borders are gradually (according to the number
of uses) aligned up to this parameter.

Aligning theterrain
This tool appears to be convenient when you have to design aflat ground on the
certain height for a building, settlement, etc.

When using thistool, aflat ground is created according to the parameters of the
point chosen as a standard. On this processed surface al points, regardless of their
own height are aligned up to the height required.

To create aflat ground on the height given, first, you should choose the point, whose
parameters will be used afterwards for aligning the terrain. To do it, right-click on
the point desired. The height of this point will be used for aligning the terrain.

For aligning the terrain left-click on the point desired (under the condition that the
parameters of the standard point, which will be used for aigning the terrain, have
been saved).



4-05-4 Patterning textures

Any terrain ought to be filled with special textures, which represent hills, mountains,
forests, settlements, etc.

The process of patterning textures often take turns with changing the terrain.

Moreover, before starting to create the terrain and to place objects, it is
recommended to mark the map with the texture tools. It simplifies the further work
on the map.

For patterning textures the tool Fill Terrain and the list of textures available (Terrain
Tile) are used. Choose the desired texture type, the tool Fill Terrain will be used
automatically, and “fill” the spot of the map surface, you want to.

Use the texture types according to your goals — for example, to place the region of
the future forest — choose the type Forest from the textures list and for the farmer’s
field — choose LightField.

4-05-5 Fields
For automatic creating and filling chosen regions with textures and objects use the
tool of creating Fields —the tab Fieldsin the section Terrain.

The function of thistool is automation of the textures patterning process (patterning
tiles on the surface), placing the flora and changing the terrain in the certain region,
chosen by the user.

Also, the user can perform the same actions separately, using the tools of the

sections Terrain and Objects, and the tool Fieldsis used for saving time and
designing a great variety owing to random placing the objects and tiles.

Terrain

(#) Move Single Point
() Move Multiple Points
() Mave Al Paints

Available fields:
OtkersFieldYWAlhS urnmmertoakforest xdb W

Randaomize Polpgon
Fill Terrain

Flace Objectz

M odify Terrain Heights

Terrain - Fields |

For working with Fields open the tab in the section Terrain.




Choosing thetemplate for creating afield.

To start work on creating a field you should choose the pattern first. For that find the
field Available Fields, in which the current path to the pattern of the field, being
generated, isindicated. This path is asfollows:
“Other\Fields\Al\Spring\FirPineForest\Field”.

Arvailable Fields:

OthersFieldhAINS ummerdiptree. zdb W

OthersFieldYWAINS ummerdipgrazs. xdb
OthersField AlNS urnmmerdgtres. =db
DthersFieldsAllhS ummerhield.xdb

OtherFieldWallhS ummmerfield_buzhes. <db
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Choose one of the available patternsin the list-box.

Note the fact that every pattern contains information on the season (setting), for
which it is assigned (Other\Fields\AlI\Spring\FirPineForest\Field), and, accordingly,
the name of the pattern (Other\Fields\AlII\Spring\FirPineF orest\Field).

The parts “Other\Fields\All” and “Field”
(Other\Fields\AlI\Spring\FirPineForest\Field) are standard and do not change.

All the patterns available for our map depend on the season (setting), which were
chosen when creating amap. |.e. —if when creating a map you chose the season
Spring, only the patterns of the fields, created for this season, will be available for you.
It is connected with the fact that every season needsitstiles, the state of the leaves and
other flora

There are some universal patterns foe creating mine fields, which can be used
regardless of the season and setting on the map.

In the present editor version the patterns for the fields Africa and Autumn are not
provided.

Therefore, if the field of choosing the pattern (Available Fields) is empty, it means
that for the season and current set of your map no patterns are provided. Try to
change the season or current set or visit our official site Blitzkrieg 2 for searching
the updates and additional information.

The function Randomize Polygon

After choosing the pattern for the field you can use the function of random
generating of the field borders —in this case the marked borders of the field will be
randomly provided with the additional guiding points and slightly distorted.

Parametersof filling the planned field
When creating afield you can choose the parameters of filling thisfield:

Fill Terrain — defines, if the surface of the field isfilled with tiles (i.e. if the surface
textures are changed according to the pattern).



Place objects — defines if the different objects, such as trees, bushes and other flora
and environment objects are placed automatically.

Modify Terrain Heights — defines, if the terrain is modified within the field.

4. Thefield borders
After choosing the pattern and all the necessary parameters are defined, it needsto
place the borders of the field. Left-click on any point on the map, and ared circle
appears with the cursor.

To start marking the field on the map — click on the first (start) point, then add the
required number of the guiding points to the contour, with the help of which,
afterwards, it will be possible to change the borders of the field created.

For completing defining the field borders — press Enter.

If you have not activated the function Randomize Polygon, you will get the field...

...exactly corresponding to the control points specified.



After the field borders are defined — you can change them or move the whole field,
using the control points on the field borders.

When choosing the field borders on one point your actions influence only this point
and borders, which connect this point with the next points.

When choosing the field borders on severa points, your actions influence several
points at once.

When working with the field borders on all points, you move the whole object at
once.

5. Filling thefield
After the field borders are placed and have the appropriate shape — fill the field with
the pattern chosen, pressing Enter.

The picture shows that the borders marked before are filled with the objects and
textures according to the pattern chosen.

After the field has been filled — you cannot change or move it.

4-06 Terrain objects

Terrain objects are the main terrain modifiersin Blitzkrieg 2. Terrain objects are also called
Vector Stripe Objects or VSO —i.e. the objects whose shapes, sizes and height is set and
defined with the vectors and guiding points on them. In this manual we will use the VSO
acronym to denote any terrain objects.

VSO areterrain defining elements of any map. In the other words — location of rivers, lakes,
roads etc. define the structure of the map in many respects.

That is the reason why it is recommended to place VSO at the very beginning of creation of
the map.



1. The difference between VSO and other objects

The difference between VSO and common map objectsisin the fact that VSO are
placed on the map as contour, which can be easily modify and set, and then are
integrated as terrain modifier.

V SO contours, as common objects, can be easily moved on the map. At that the
vector objects have no damage extent and some parameters — unlike common map
objects VSO have no object properties which can be modified and whose settings
influence something.

2. VSO guiding points and their distinction from the contr ol
points of the other objects.

Every vector object has several types of points, at that their functions differ from
control points of the common objects.

They are red points, defining the contour of the object and its curvature; red points,
defining the width of the whole object or, “shores’ (rising/falling adjacent spot);
blue points, defining the height of the object (for the cliffs only).

3. VSO objectsaredivided into several categories:

Roads

Roads are used for marking the main transport communications, connecting
settlements and military bases and are the main way for the rapid transportation of
the troops and military equipment. Roads are the most possible ways for placing
traps, mine fields and artificial obstacles.

Roads differ from the rest of the scenery by constant passability and the units speed.

Rivers

River isthe main water obstacle on the scenery. Therivers are one of the main
factors taken into consideration when strategic planning. Forcing therivers,
searching and controlling the places, suitable for crossing, and also repair and
destroying the bridges are the most important stages of any military action.

In the game Blitzkrieg 2 you cannot build bridges during the mission.
L akes (swamps)
L akes are one of the water obstacles, which can be used by the above-water

equipment for operations.

Swampsin Blitzkrieg 2 differ from the lakes by textures, though are the objects with
the same functions.

Cliffs
Modifiers of the scenery which are insurmountable obstacles.



Coastline

The coastline allows to create the region of the map, covered with the water with
waves and surf, which is used for depicting seas or big lakes.

The coastline is on the map aso if it is necessary to realize the troops landing or the

above-water ships battle. The coast differs from the lakes and swamps by the waves,
indicating that it isabig pond.

All these objects differ from each other by the principle of placing them on the map.

Every category of VSO isdivided into several types, divided into geographic and seasonal,
which in their turn consist of several object types. Choose the type of the object, whichis
suitable for the scene of your script and season.

For example, the VSO category Cragsis divided into several types: Africa, Asia, Autumn,
Spring, Summer, Winter (at that seasons relate to the objects typical for Europe). The type
chosen define the appearance of the objects. Every type contain several types of objects,

decorated according to the type they belong to. As aresult, you can choose European summer
stone cliff (Crags >> Summer >> Rock Crag)

4-07 Placing terrain objects (VSO)

Before placing VSO on the map you should decide on the general topology of the map.
Decide, where you will have height differences. It is connected with the fact that placing
rivers and other obstacles on the heights has its peculiarities, which will be described below.

Dhjects
(*) Single Point () Usge Predefined Stats
) Multi Paints (%) Usge Custom Stats
3 all Points
Width: | 120.00 ptz  Opacity: | 100,00 4
Filker: |. Roads: Surmmer w
ralroadtown... uzedazphalt... roadpaved ... roadground ... railroademb...
railroad_roa... track_roadd... townasphalt.. railroadaray...  path_roadd..

Ohbject: Landzcape Objects |




For placing VSO on the new map or on the map, created before, it is necessary to use VSO
working mode. Choose the tab VSO in the section Objectsin Tools Window. The editor will
get to the VSO working mode.

Filter: | . Roads: Surmmer W

=== HEIEI':IS ===
. RAoads: Afnca
. Roads: Aszia
. Roads: Autumn
. Roads: Spring
: . Boads: Surmer
railrad  Roads: ‘Winter
=== Hivers ===
I Rivers: Africa
1. Rivers: Asia
o . Rivers: Autumn

1. Rivers: Summer

Thistab contains the drop down category and V SO type filter and also additional settings
parameters. Before placing any vector object on the map you can change the values of the two
parameters — Width and Opacity. However, we recommend to change the parameters of the
objects, already placed on the map.

Choosing the vector objects for placing isidentical to choosing Map objects.

Placing all vector objects on the map consists of choosing the start and intermediate points,
defining the object’ s contour.

To place aV SO object on the map — choose the required type from the list.

Important Note: when choosing vector objects the cursor on the map does not change its
shape and is not connected with the shape of the object, asin the case of placing equipment,
forces, etc.

4-07-1 Placing roads
The roads are divided into the following types:

Path —apath

Railroadembankment — arailroad with embankment

Railroadgravel —arailroad with gravel

Railroadtown — arailroad in town (recommended to be placed in towns)

Roadground — atwo-sided ground road

Roadpaved — a two-sided road, paved with stone (recommended to be placed in towns)
Townasphalt — atwo-sided road, paved with asphalt (recommended to be placed in towns)
Track —atrack (recommended to be placed in the country)

Usedasphalt — atwo-sided old broken asphalt road (recommended to be placed in the
settlements, where there are actions or have been actions)

Having chosen the type of the road |eft-click on the point, where the road starts.



Asarule, theroad starts from under the edge of the map, at that the start point must be
beyond the border of the map.

After that build the road in the places where you want, putting intermediate points. These
points define the main contour and curve of your road. To complete building the road press
Enter.



After that the marked road will be created on the map, at that all control points will still show
the contour of the map. With their help you can change the way, the road was built, its width
and opacity.

One characterigtic trait of placing roads is automatic connection to the terrain heights. In the
other words, the road will always be located on the map surface, entirely following all height
differences. Therefore, if you are building the road in the hill or mountain region, you should
choose the places without steep height differences, or smooth the terrain under the road
deliberately before or after building it.

When placing roads on the map we especially recommend not to change parameter Width
neither before, nor after building the road. The standard width of all roadsis already set
according to the equipment parameters in the game. Change this parameter only if you really
want it.

For details of modifying parameters and also about working with guiding point of the vector
objects already placed see in the section “ Setting the placed VSO” .

Roads passability (thetransportation speed on theroads)
Unlike B1, when every type of the road had its own passability coefficient for different units
types, in B2 every type of the road has the same passability coefficient for al types of ground
units.
(I): You can change the width, opacity and the way, the
road islaid on.

4-07-2 Placing therivers
Rivers are divided into two main types—ausual river and aquay river.

A usual river has a broken riverside and grass along the edge (as the riverside usually looks
like), aquay river ariverside is smooth and has no grass (for example, as the riverside or
embankment in settlements looks like).



(beforeraising heights) (after raising heights)

It isalso worth mentioning that if you raise the spot of the terrain in the river region, the river
bank will get steep.

In practice, placing rivers on the map does not differ from building roads

Thereis only one distinguishing feature — rivers are placed not on the terrain surface, but on
the level of start point and below. |.e. the river will always begin approximately on the level
of the start point.




At the next stage you can see that the river lowers itself to the start point level despite the fact
that the model was laid above the hill.

Choose the type of theriver. Left-click the start point, where your river begins. Define
intermediate points.

Press Enter to create ariver.

Now you can modify the width and the channel of the river. Unlike roads, whose width
correlates with the mobile units parameters, you can modify the width of theriver, at that you
should pay attention to the changes of the river’s bottom textures.

For details on changing parameters and also about working with control points of the vector
objects already placed see the section “ Setting the placed VSO” .

(1): You can change the width, opacity and the channel,
theriver flowsin.

4-07-3 Placing cliffs
The cliffs differ in the form of “the shear”.

Crag — usual

Excavation - unpaved

Ground - ground

Groundgrass — grass-grown

Quay —a smooth rock (isright for designing embankments in the settlements)
Rock - rocky

Sand - sand

Cliffs can be used in several cases — steeps, rocks, cliffs and canyons.

Unlike the other VSO cliffs has an additional setting parameter — height (using blue control
points). This parameter cannot be negative.



Having chosen the type of the cliff, Left-click on the start point, where your cliff will begin.
After that create as many intermediate points as you need for the further setting heights and
curves of the cliff. Press Enter.

After marking the contour of the future cliff you should set its height. Choose the blue point
and pull it up. Asit has already been mentioned, the height of the cliff cannot be negative.



Then you should set the width and the contour of the slightly sloping side. Find green points
on the cliffsmodel and pull the ones you need. The green contour defines the width of the
sloping side.

Press Enter, when the contours and heights are set, to create this cliff on the map.

Important Note: when placing cliffs do not forget that they are impassible landscape
modifiers.

Creating canyons

To create a canyon in the mountains you should first raise a big terrain spot, and then create
lowland on this spot (which will be the canyon) and only after that surround it from inside
with the cliffs. Asaresult, you will get the canyon in the mountains.

Creating mountains and passes with the cliffs

Creating beautiful mountains and passes with the cliffs is one of the moist laborious
processes, which require attentiveness. Before you start bulking rocks, you should understand
what you want to get as aresult: just a picturesque view or an artificial obstacle for units



movement; arocky coastline along the river or aforbidding mountain pass. Mind the fact that
rocky mountains are the most problem part for units pathfinding. For example, you should not
count on exciting battles in the narrow mountain serpentine or send a big script group through
such place.

After you have put the cliff to the slope, try to get right angles along the cliff’s sides. Y ou can
align terrain on the cliff’s edge with a small brush.

Generally, before you create rocky mountains on your dream map, you would better train on
the test map.

(DNInformation: You can change the width, the contour
of the steep and dlightly sloping sides, and also the
height of the steep side.

4-07-4 Placing lakes and swamps
Lakes can be of the two types — lakes and swamps. Swamps differ by the texture.

To place alake on the map choose the start point and put the required number of the control
points. To create a natural-looking lake you will need to put at |east three points clockwise
(the coastline inside and marked with a green contour). The lake will take the smooth shape
without angles.



Press enter to create lake.

Placing the model of alake counter-clockwiseisincorrect. The coastlineis oriented outside,
which isimpossiblein caseit isalake.

Important Note: If you create a lake putting control points counter-clockwise, the lake will be
created incorrectly.



(the lake created incorrectly)

It is connected with the position of the coastline (marked with the green contour) and
marking the depths of the lake. So, it is not recommended to create a lake putting control
points counter-clockwise.

Having put the required number of the control points, you can change its contours and the
width of the coastline. Y ou should take into consideration that a coastline, which istoo wide,
isnot good — to create a natural-looking lake you need a certain minimum of space.

Important Note: Unlike rivers, which, partly, can be placed on the hills, when the start point
is high enough, lakes are always created on the so called zero level. Therefore, you will not
succeed in creating a fascinating mountain lake.

Islands
The third type of the lakes objects are islands.




They are placed in the same way as the lakes, but only on the lakes surfaces. The
islands are created counter-clockwise (with the coastline outside), in contrast to the
lakes.

Theislands created correctly have a coastline washed by surf.

Important Note: When creating clockwise the islands will have the incorrect, steep
shore without any surf.

If you want to create hillsin the midst of alake or a swamp, you would better create
an island first and then create a hill on its surface. One of the characteristic features of
theidlandsisthat you can compute a surf for them.

(NInformation: You can change the width of the
coastline and the contour of the lake. You can place
islands on the lakes surface.

4-07-5 Placing a coastline

A coastline has only one form and is used for marking the seaside, the coast of the ocean or a
big lake when the map design needs it, when troops |anding/reinforcements arrivals on the
water or taking part in the operations of the above-water ships are planned.

The start and intermediate points for the coastline must be put clockwise, so that the coast can
take the shape of the coastline, but not acircle like alake. Accordingly — the beginning and
the ending of the coastline must be located beyond the map.



When placing a coastline, remember, that its position define the position of the water to be
placed. In the picture the place of the future seaisindicated with an arrow. It corresponds to
the position of the green contour, which shows where the coastline will be placed.

Note, that after creating a coastline on the water surface, there are surfs moving in the same
direction. They’re react at the wind force and wind direction, set in the map‘s properties. (See
the section Map’ s properties settings)
(I) When creating a coast, you can modify the coastline.
On the surface of the coastal waters there will be white
surfs, indicating wind direction.

4-08 Setting placed VSO
Setting and modifying V SO, already placed on the map, can be accomplished in three
different ways, depending on the number of points, which are affected by your actions.



They are:
Single Point — one point
Multi Points— several points
All Points—all the points

(point 1 ismoved)

When modifying a VSO on one point, your actions affect only one point and vectors,
connecting this point with the next ones.

Asyou can seein the picture, after point 1 having been moved, points 2 and 3 are on the same
place. The whole VSO contour changes in accordance with point 1.



When modifying a VSO on several points, your actions affect the points located next to the
chosen. For example, for the rivers it means that you will affect all the end of the river, etc. It
allows to achieve better flow of the lines when working with the object’s model.

Asyou can seein the picture all the points after the one being moved also moved. The VSO
contour also changed accordingly.




When modifying a VSO on all the points, you either move al points of the same type or
move the whole object (if you move the red points). Therefore, if you want to move the VSO
object, which has already been created on the map, switch on the mode of working with all
the points (All points).

Asyou can seein the picture, despite the fact that the user moves only point 1, all the other
points move synchronously in the same way.

When creating a V SO you can use the special value fields, located just above the objects
filter, to set such parameters as Width and Opacity.

The field Width indicates the value for the green contour. Accordingly, thisvalue
changes, when you move the green control points away.

For example, if you want to change the width of the river, choose the mode of working
with the points (with one, several or al at once) and pull on of the green control points
in one or the other direction. Y ou will see, that the value in the field Width changes.

When it is necessary, you can set the required width of the VSO in the field Width
before placing it on the map. For that enter the value in the field Width and press
Enter. After that the VSO, which is being placed, will be set for this width.

The field Opacity indicates the value of opacity for the selected part of the VSO. To
find out, what value is set for the selected part of the VSO, click the appropriate green
control point.

Theroads opacity allowsto join several roads or imitate the effect of the old road.
Therivers opacity allows to create an effect of the shallow water on the certain parts of the
river or along all theriver.

To change the opacity value for the selected pat or for the whole object, choose the
mode of working with control points (one, several or al) and, having chosen the green
point, pull up or down (in the same way as you changed the cliff’s height). Y ou will
see that the opacity value in the field will change. Press Enter to confirm the changes.

Notice — there are two more settings on the same tab VSO: Predefined Stats and Custom
Sats. In the present version of the editor these parameters are off and using them does not
change anything.



4-09 M ap objects

When creating maps in B2 map editor one of the main stages is placing different Map Objects
on the map.

In B2 Map Objects there are al types of ground, above-water and air units, buildings and
constructions; all kinds of flora; different environment objects; and also the special group,
including Bridges, Fences, Entrenchments, Mines u Spots.

For placing objects on the new map or the map created earlier choose the mode of working
with the objects. For that in the section Objects of Tools Window choose the tab Objects. The
editor will start to work with the objects.

(I) If you have difficulty in finding the window or the bar in the
editor —try switching it in the View menu.
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When placing objects it is often necessary to check parameters or execute the additional
settings of the object. To open the list of the object’ s parameters press Enter when the object
Is selected or press theicon on the Toolbar.

4-10 Placing objects on the map

Almost every object, being placed on the map, has two control points. Onisin the central part
of the object and is used for moving the object on the map or up/down (for the objects which
can be moved up or down), the second one is on the border of the object’ s selection circle and
is used for orienting and turning the object around.

Almost all Map Objects, especialy different units, must be placed on the map only when the
player, they will belong to, is defined.

It is not correct to define the player when placing Map Objects on the map, asit can result in
mess, and everything will have to be done again. Or you will have to change the Player,
whom this object belong to, manually.

4-10-1 Choosing the player (side)
In the window opened you should choose the Player, whom these objects will belong to.
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Check, which player this object belongs to, looking in the object’ s properties (pressing Enter
when the object is selected or the corresponding command on the Toolbar).

4-10-2 Choosing the type of the objects

Choose the type of the objects, which you are going to place on the map. Choose the jump-
menu Filter.
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Thelist of objectsin the jump-menu is divided into MechUnits, Squads, Buildings, Flora,
Objects and Other. The Others include Bridges, Fences, Entrenchments, Mines and Spots.

(I You can choose the way the objects are represented in the
list. For that right-click on any object in thelist. In the menu
displayed choose the List or Thumbnails.

4-10-3 Choosing the method of orienting the objects
Before placing the objects on the map, you should establish the method of orienting the
objects (direction, where the front side of the object will face).

Dhjects
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There are two ways of orienting the objects — Random and Fixed.

If the random orienting is chosen, the editor will orient this object randomly. The Field
Degree shows the orientation of the next object to be placed on the map.

When orienting isfixed, the player set direction to one of the objects already set on the map
and switch the orientation mode (the orientation is displayed in the field Degree). The
orientation of this object is saved, and all the following objects placed on the map will be
oriented in the same direction.

()Orienting parameters affect all the objects which will be
placed on the map after choosing the method. Inisvery
convenient when the mechunits and squads placed on the map
are of one group.

To indicate the fixed orientation of the object, choose the item Fixed.

4-10-4 Placing Map Objects on the map

k303 General Mda1 Caliope M4a3 General b5 Satan
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In the list of the chosen type of objects |eft-click on the object to select it. The cursor will take
the shape of the object being placed. Asyou can seein the picture, the circle around the object
to be placed isred.

Choose the place for placing this objects and left-click on it. To stop placing the object —
right-click.
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-
The circle around the object, which has been placed on the map, is green.
(INTo place the object on the map in a correct way you can

using the mode of representing sectors and fire ranges. To
activate this mode choose the item Draw Shoot Areasin the
Tools menu.

The objects which have been placed on the map, especially units, must have extra settings of
some parameters. (for details see below, Section Objects Parameters)

4-10-5 Placing Bridges, Fences and Entrenchments

There are three types of Map Objects, whose placing on the map differ from the others —
Bridges, Fences and Entrenchments. These types of objects do not the fixed length, so when
being placed on the map the user should define their length with extra parameters.

To place such object on the map choose it in the list of objects. At that the contour of the
object will not appear on the map unlike the other Map Objects.

Indicate the start point —where the object will begin from. The arrow shows the supposed
direction, where the bridge will stretch.



Then point the final point, which will define the length of the object.

And press Enter to create the bridge.



Putting intermediate points, when Fences and Entrenchments are being placed, you can
change the direction of the next section

For completing Bridges and Fences just indicate the final point. For completing
Entrenchments press Enter.

The Bridge placed on the map requires adjustment of the height for the terrain. (for details see
below)

4-11 Objects on the map
All objects placed on the map can be oriented or moved on the map both individually and in
the group. Also you can change the height of their position on the map. (for details see below)

For the further actions with the object on the map left-click on it to select it.

The circle around the object’ s centre will appear with two control points (1 and 2) and an
indicator of the direction (3).

4-11-1 Moving the placed objects

For moving one object: Press and hold LMB on the control point in the center (point 1 on the
previous picture) of the circle of the selected object and drag it to any place on the map. When
being moved the object keeps orientation, set during placing it.

For moving a group of objects: Select the group of objects with the frame or Shift + LMB
(selection of the objectsis similar to the selection of the unitsin the game B2). Press and hold



LMB on the control point in the center of the circle of the selected group and drag the group
to any place on the map. When being moved the group of objects keeps their position
regarding each other and fixed orientation.

4-11-2 Orientation of the objects placed on the map

For changing orientation of one object: Press and hold LMB on the control point, located on
the crossing of the direction indicator and the circle (point 2 on the previous picture) . Holding
LMB drag the direction indicator to the side you want. Now the selected object is oriented
according to the direction indicator.

For changing orientation of the group of objects: Select the group of objects. Press and hold
LMB on the control point, located on the crossing of the direction indicator and the circle.
Holding LMB drag the direction indicator to the side you want. Now the selected group of
objects will turn around the relative centre of the group according to the direction indicator. It
iscomfortable, if you want to orient agroup of forces or artillery position to the other
direction.

4-11-3 Changing the height of the objects placement

Some objects will require extra settings height of their placement on the map. First of al, it
relates to the bridges, but also it can be applied to air forces and other objects, which you
want, for example, to sink in the ground.

To change the placement of the height press right-click on the central control point of the
object and pull up or down.



To leave the height of the object with the height fixed just pull it down.

Important Note: All objects, except air forces cannot be placed above the surface of the map.
When you are trying to raise them, all the objects will tend to descend on the surface of the
map as soon as the user releases them.

Units cannot be sunk in the ground. Even if in the map editor all unit or half of itisin the
ground, in the game it will be on the surface of the map.

4-11-4 Placing unitsin the other objects (Link Objects)

It often happens that when you are placing objects, you need to place, for example, an infantry
squad in the entrenchment, truck or building or to link a cannon and a track. For that Linking
objectsis used.

To link objects select an infantry squad and, pressing and holding a key Shift drag it to the
object, you want link it with.



After that an orange line linking them appears.
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LinkID of the object, which the first object is linked to, is displayed in the objects properties
in the field LinkWith.

(Linked objectsin the MapEditor) (Linked objectsin the Game)



At the same time the infantry squad will not enter the building, as we want, but when loading
this map in the game, this squad will be in the fixed building. Accordingly, the linked cannon
and atrack will appear linked in the game.

4-12 Objects parameters
Every object in the game has arange of parameters available in its Properties. To open
object’ s properties, press Enter when the object is selected or press the icon on the Toolbar.

On the information panel the list of properties of this object will be displayed. To change one
of parameters double left-click in the column Value.
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From the parameters the most important ones are:

Player
Indicates the player, whom the object (unit) belong to. Y ou can change the belonging with the
value of the field in the column Value.

Scriptl D
ScriptID isgiven, asarule, to the different units or groups of units.

Assigning ScriptlD is needed for its usage (and the unit/group of units corresponding toit) in
the mission script. If the valueis-1, it means that this object has no ScriptlD and it cannot be
used in the script.



% Property & Yalue = Property & Value
Crir 3294 Crir 3294
=21 Pos =[] Pos
. 3713.31 . 3712.31
Y 2649.45 Y 2649.45
z 1] z 0
Player 1]
ScriptlD -1 |
o] HF 1
Framelndex -1 Framelndex -1
=21 Link -2 Link
LinkID a4 LinkID a4
LinkXafith a3 Linkith a3
Intention falze Intention falze
Object unitzhtechniczhgermantartil Object unitzhtechniczhoermantartil
ConstructarProfile ConstructarProfile

HP

Assigning Scriptl D

For assigning ScriptID to the single object: switch the editor to the working with
objects mode. Select the object and press Enter on the keyboard or the icon on the
Toolbar. You will see the window with extra object’ s parameters on the information
bar.

Find the row ScriptID. If the object is not given an ID, you will seethevalue-1. To
give the object an ID double left-click in the column Value and enter the value. It is
recommended to avoid value O because of the peculiarities of LUA language.

Y ou can use this script in the mission script in future.

For assigning ID to the group of objects. Select the group of objects and press Enter
on the keyboards. On the information bar the window with extra parameters of the
group of objectswill open. ATTENTION! In case when theinformation on the
group of objectsis presented, only the SAME parametersof all objectsin the
group have the digital values. If the value is substituted with the ellipsis — not all
objects in the group have this parameter identical. In this case you CANNOT change
this parameter for the group of objects.

If you assign ID for the group of objects, all objectsin the group must have the
identical ScriptlD value, so that you could changeit.

This parameter indicates the coefficient of the start margin of safety/health of the object. The
value 1 corresponds to 100%. For changing it enter the coefficient different from 1. For
example — 0.4 (corresponds to 40%).

Changing the start margin of safety/health is used when you want to give the object or the unit
the effect of damage or neglect.

At that if

you just put the value 0, the object will get on the map in totally disabled state and

will not be able to function (it refers to mechunits and buildings).



Important Note: Bridges are worth mentioning —when changing this value, their margin of
safety is not changed. Damaging bridges is possible with the help of the script and the
corresponding function.

For changing this parameter switch to the object’ s properties and double click in the column
Vaue of the HP parameter.

LinkID
When placing any object on the map the editor givesit LinklD automatically — a specidl
identifier, which is used for linking objects.

LinkWith

Used when you want to link this object with the other. For example, when linking a cannon
and atrack, placing infantry into the entrenchments, creating reinforcement as paratroopers on
the aircraft, etc.

Y ou should enter the value of the field LinkID of the object, you would like to link this object

with. The linking logics should be kept — you should link the infantry with the entrenchment,
but not vice versa.

Chapter 5

5-01 Creatingamission
Creating amission —is the process of filling the previoudy created map with the objects and
events, setting up the parameters and objectives, creating the map name, description etc.

In case of single player mission, an important part of the process is setting up the computer
opponent (Al General) and scripting the mission.

The experienced users and enthusiasts can link the self-made music play lists to the map for
the custom soundtrack. Creating in-game engine movies is also possible.

5-02 Player’s parameters
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The group of parameters Playersisresponsible for al settings of the playing sides. Further we
will consider in details only those parameters, which are not described in the special sections.

Camera — Setting the start camera (For details see Chapter 5-03-1 Setting Start Cameras)
General — Setting Al General (For details see Chapter 5-08 — Al General)

Partyl nfo —Choosing the side of the player in the single player game. Also chosen when
creating a new map.

ReinforcementsPoints — Reinforcements points
(For details see Chapter 5-05 Reinforcements)

ReinforcementsTypes — The types of reinforcements available in the mission
(For details see Chapter 5-05 Reinforcements)

DefaultRank — The military rank given to Al General in the single player game or to the
player in the multiplayer game.

DiplomacySide — Choosing the side of the player. Y ou can between 0,1,2. Teams (and
players), assigned as 0 and 1 — are always enemies. At that 0 is always assigned to the user
(the side, for which the user will play in the single player game). Accordingly, in the
multiplayer game the players who have the same value (0 or 1) will play in oneteam. “2” is
always used to specify the neutral side.

RecycleTimeCoefficient — assigns the coefficient of reinforcements recycle time. For
example, the standard alert of the reinforcements for call, after calling medium tanks, is 30
seconds. If the coefficient preset is, for example, 0.8, the player’ s alert for calling these
reinforcements, after calling medium tanks, will be 24 seconds.

ReinforcementCalls — the number of the reinforcements calls available to the player
(For details see Chapter 5-05 Reinforcements)

L ocalizedPlayerNameFileRef — used for identifying the side as, for example, a historic
personality, the user or Al General can play for.

MPStartPos — used to mark flags coordinates on the mini-map in the multi-player game
(For details see Chapter 5-03-2 Setting Multiplayer Start Position)

ScriptReinforcements — not used

ScriptReinforcementsTextl D — used to give a name to the units, which can be called by this
name in the script afterwards.

SuperWeapon — using this parameter you can make the call of the ultimate unit as
reinforcement available to the certain side (For details see Chapter 5-05 Reinforcements)

Also, the item PlayerBonusObject refers to the player’ s parameters, its functions and settings
are described in Chapter 00-00 Reinforcements



5-03 - Start Cameras & Multiplayer start Position
When creating any map, for asingle or multiplayer game, you should appoint positions of the
start camerafor the players.

The start camera defines the position, where the player starts a game, and is set for every
player separately.

For the single player game it is reasonable to set the start camera only for Player 0 and in the
multiplayer game — for al players, whose positions are specified in the editor.

() At the beginning of the multiplayer game the start positions

of one side are distributed randomly between the players of this
team.

5-03-1 Setting Start Cameras
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To set the position of the start camera, choose the tab Start Cameras in the section Gameplay
of the toolbar.

Choose the player, for whom you set the position of the start camera.

After that orient the view of the map so that you want the player to seeit at the beginning of
the game.

Then press the button Set. The marker, which identifies the position of the start camerafor
the player, will be displayed on the map in the centre of the visible space.

In the same tab you can choose one of the two variants:

Set Only Position for Camera— when setting the start camera only the camera
coordinates are saved. Accordingly —the user will start the game in these coordinates with the
standard height of the camera.

Set All Params For Camera — when setting the start camera the coordinates and the
height of the camera above the map are set.

(I All parameters of the start cameras are also displayed in the
field Players\Camera in the table of the map properties. Vary
themonly if you are an experienced user.



5-03-2 Setting Multiplayer Start Position
In the multiplayer maps properties you should specify the coordinates of the flag, highlighting
the start position of the player of the team, if he participatesin the game.

Y ou can do it varying the value of MPStartPos parameter in the parameters group of the
player present on the map.
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The parameter M PStartPos has only two values — coordinates x and y —it is enough for
displaying the flag on the minimap.

Enter the values of the coordinates of the main (start) reinforcements points or key buildings,
belonging to the player, in round figures.

5-04 Final Positions

When creating singleplayer missionsit is recommended to show the player, what was the
reason for the victory or defeat. |.e. to show the spot on the map or the object, which the
player captured / destroyed or, on the contrary, did not defend. Otherwise, after completing
the missions the automatic camera shows the spot of the map, which the player saw, when he
was compl eting the mission.
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To do it use the specia parameter Final Positionsin map properties.

(I Final Positions — points, which will be automatically
displayed in the view of the script movie when the player is
winning or losing in the mission.

The parameter Final Position is used to show, in case the player won or lost, the spot of the
map or the object, which were of decisive importance in the mission, i.e. the players’ actions
on this spot of the map or with this object led to the victory or defeat.

5-05 - Reinforcements
In the mission the Player (or the other participating side) can get the extra mechunits and
forces for command.



There are two main ways of transferring units for one side’ s control — calling units from the
reinforcements pool with reinforcements call interface or transferring units for one side’s
control with the script.

Further we will name the units, called by the player from the reinforcements pool,
reinforcements, and the units, transferred for the player’s command with the script — bonus
units.

The number of the calls and reinforcements types available for every mission cannot be
changed during the mission.

Call Beinforcements

To alow the player to call reinforcements in the game — for every map (mission)
reinforcements types and staff, available in this mission, their number and reinforcements
respawn points must be indicated.

Also the recycle time coefficient for reinforcements can be given.

Choosing reinforcements types from those available
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To choose the reinforcement’ s type and staff switch to map properties and find the players
(sides') settings present on the map.

Choose the player, whose list of available reinforcements will be edited.
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Choose the line Reinfor cementsTypes
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Add as many reinforcements as needed — every reinforcement added specifies the type and the
staff of the reinforcements group, which can be called.

Left-click in the column Value for the reinforcement needed to specify the type and staff of
this reinforcement.

Press the button with the ellipsis to choose the type of reinforcements from those available or
the button new to create a new type of reinforcements.

In case the new type of reinforcementsis being created you need to enter its name. For the
further setting the reinforcements of thistype it is necessary to press the button with the
ellipsis (For details of creating the new type of reinforcements see below).
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In the window opened the list of all reinforcements as the tree is displayed.

As qualitative and quantitative units staff has been changed significantly during WW2 all
reinforcements types in thislist are in the folders of missions, chapters and campaigns of the
corresponding historic periods.



Important note: Be careful when using reinforcements assigned for B2 missions! If you
change the reinforcement attached to the mission, it will affect the gameplay. So, if you want
to change the reinforcements type — first copy it to the other file and only then edit it.

5-05-1 Creating your own reinfor cementstype
Besides reinforcements, created by B2 designers, you can create you own reinforcements

types.

Properties:
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Information on reinforcements and their parameters to be set consist of the following (the
information given further concerns only the parameters, changing and setting which is
reasonable):

Type
In B2 game all units store the experience. After completing the mission the experience, stored
by different unitsis accounted to that TY PE which these units were assigned to.

For example, if you create areinforcement and specified itstype as LIGHT TANKS, but
included assault infantry squads, all experience got by thisinfantry will be accounted to the
type light tanks. Asthis method is not correct, it is recommended to set up correspondence
between the reinforcement’ s type and their staff.
(1) If the unit is on the map initially, the experience saved will
also be given to the corresponding reinforcements type. The
correspondence table is available in AlGameConsts
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To choose the reinforcements type — left-click in the column value for the Type parameter and
choose the type needed in the list-box.

(I There are 21 reinforcements types in the game.
IconTexture, LocalizedNameFileRef, TooltipFileRef, LocalizedDescFileRef
Important Note: Changing these parameters is recommended only for creating MODs.
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If you are working with the reinforcement just created, it is necessary to add as many entries
in thisfield, as many units you are planning to include in this reinforcement.

5-05-2 Setting reinforcement units parameters (in thefield Entries)

=B Entries
==
t echl nit nitzh T echnics\GEAT anks\m3_general_stuart_gbhMechlnitR PG Statz wdb
Squad
Linklndes -1
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MechUnit
Thisfield is used for the mechunits — armored units, artillery, air forces etc. — you should
identify the unit in the line.

Squad
Identify the infantry squad in thisfield.

Important note: you cannot identify a mechunit and an infantry unit in one Entry
simultaneoudly!



Linklndex

In the case, when the units staff includes units, acting together or depending on each other (for
example, artillery, needing to be towed, or paratroopers, needing to be transported), you
should identify LinkID, which value must be entered in the field LinkWith of the unit, which
Is dependant on thisone. In case, when the value of thisfield is-1, linking is not possible.

LinkWith
Y ou should enter the value of the parameter Linklndex of the unit, to which you want to link
the current unit. If the valuein thisfield is-1, linking is not possible.
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In the picture you can see two units, one is linked to the other (the value of the field LinkWith
of one unit is equal to the value in the field Linkindex of the second one).

5-05-3 Defining the number of reinforcementscalls

DiplomacySide 0 0,71 are enemies, 2 iz neutral to all. 0z us
RecycleTimeCoefficient 1

Recycle time coefficient for thiz

eneral or player
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f5 ScrptReinforcements

To appoint the number of available reinforcements calls, find the line ReinforcementsCallsin
the map properties and set the value you want.

5-05-4 Recycle Time Coefficient
Setting the RecycleTimeCoefficient you can vary the recycle time of the next reinforcements
call after processing the previous call.

For every reinforcements type there is a defined recycle time of the next reinforcements call.

By default the field RecycleTimeCoefficient has the value 1. It means that recycle time of the
reinforcements call for this player is 100% of the time fixed by developers. If this parameter is
equal to 0.4, accordingly, the reinforcements recycle time for this player will be 40 %, i.e. 2.5
times faster.




5-05-5 Reinfor cement points

To give the player the possibility to call reinforcements, at least one reinforcement point must

be shown on the map.

During the game al reinforcements called arrive through the nearest available reinfor cement

point.

() For calling reinforcements on the map there must be one

reinforcement point at the mi

5-05-6 Placing reinfor cement points on the map

nimum.

For placing reinforcement points on the map switch to the section Gameplay in the Tools

Window and open the tab Reinforcement Points.

Reinforcement Points are unique for every player (side), so make sure, that you have chosen

the desired side when placing reinforcement points.
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To add areinforcement point on the map, press the button Add to the left of the player’s

options field.

Gameplay
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The reinforcement point will be displayed on the map automatically. The picture shows that
the new reinforcement point was added to the list (point 2), at that in the field Deploy
template there is no appointed template of reinforcement call in this point.
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The reinforcement point is the circle of asmall diameter with one control point (point 1 inthe
center), which defines the reinforcement point coordinates, avector of orienting datum liney
of the deployment template (point 2) and a special airforces respawn point (point 3), whichis
connected with this reinforcement point, but can be placed at any distance fromit.

The reinforcement point center (the control point in the center) isthe origin of coordinates for
the deployment template of the reinforcement called. |.e. the reinforcement point center will
be the zero coordinates for the deployment template. (for the details of the deployment
template parameters see below)

In most cases, especially on the multiplayer maps, reinforcement points are linked with key
buildings. About linking reinforcement points and key buildings see below.

5-05-7 Reinfor cement point parameters

Besides parameters described above every reinforcement point has such characteristics as
Deployment template, attribute to the player and Typed Template.

The most important of them are the Deployment template and the Attribute to the player.

5-05-8 Deployment template
Using deployment template you can set any units formation in the reinforcement called.

For example, when the reinforcement called appears on the road, and it is needed that the

units form a column to be adequate for moving along this road. The opposite example, when
the reinforcement called must march in deployed formation on the open area.

e v
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To set the deployment template for the reinforcement point choose the point in the list of the
points already deployed on the map and press the button Deploy Template.
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In the list displayed choose Common DeployTemplate and press OK. In most cases assigning
the other or additional Deploy Templates are not required.

However, if you want to appoint the deploy template separately, use the function Typed
Template (see below).

The attribute to the player (The parameter isdefault)
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Every reinforcement point can be assigned by default as belonging to the player from the
beginning of the mission. To do it in map properties in the setting reinforcement points for the
player in the lineisDefault enter true. Then the reinforcement point will belong to the player
from the beginning of the mission.

The point with IsDefault = true is available to the player when starting the map, even if the
key building does not belong to him. After the first capture the point will work in ausua way.

Important note: Asarule, on multiplayer maps only one reinforcement point initially belongs
to the player (i.e. the parameter isDefault istrue).

5-05-9 Typed Template

Typed Template is used when the map designer is not satisfied with
Common_DeployTemplate for some reasons. Assigning Typed Template for the
reinforcement point is not necessary.

To assign Typed Template press the button Typed Templates.



Thelist Typed Template will be displayed for this reinforcement point. Press Add to add a
new template.

Typed templates

Add Remove

I Type Add Typed Template ]
Type  |RT_ARTILLERY bt
Template || E]

[ aF. ,][ Cancel ]

| ak, || Cancel |

In the window displayed choose the type and reinforcement respawn template for this
reinforcement.

Y ou can choose several typed templates for this reinforcement point, if you need to.

5-06 Key Building

As most reinforcements points on the map do not usually belong to the player from the
beginning of the mission, it is necessary to capture them and transfer for the player’s control.
Therefore, the mechanism of capturing them is needed.

In B2 game capturing new reinforcements happen by capturing key buildings.

To createalink akey building + reinforcement point you will need three elements:
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1 Key building 2 Flag 3 Reinforcement point
5-06-1 Deploying a key building

To create akey building you need to deploy one of the buildings available in the tab map
objects in the section objects of the tool window on the filter buildings (except the object

“Pig").

Now you need to deploy a special object - flag - which will be captured by different players.
To do it in the tab map objects choose the filter flags (objects filter group). Choose the first
(blue) flag from the list and put it next to the building, which will be the key one.

(I) Deployment of the flag at the great distance from the key

building, it islinked with, may cause problems when setting the
map balance.

The map will look like this:




5-06-2 Linking the key building with the flag
To link the key building and the flag, captured which the player will get the control of the key
building, you should enter the value of the flag LinkID parameter in the line LinkWith.

I.e. —we see the value of the flag LinklD and enter it in the line LinkWith in the properties of
the building linked with it.
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If everything has been done correctly, these two objects will be visually connected with an
orange line on the map.

This key building created in that way should be assigned as a bonus object in the map
properties.

5-06-3 Assigning a bonus obj ect

To complete the creation of the link “key building + reinforcement point”, you should specify
the key building in the map properties as a bonus object and add reinforcement points
connected with this object.
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To do it find the line Player BonusObjects in the map properties.

Add the bonus object
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The information on the bonus object will be as follows:
The values of the parameters of the bonus object are the following:

Linkld —to enter the value of the parameter Linkld of the key building (which was
created before).

PlayerBonuses — to enter the reinforcement points, one for each side, reinforcement
points, linked with this key building (see below).

Storage —is chosen to indicate if this key building an ammunition depot or not.

Setting Player bonuses

To give the players control of the reinforcement point when they capture this bonus object
you need to specify for every player PointlD of the reinforcement point, which the player will
take over.

In the line Pointl D you should enter the ordinal number of the reinforcement point of this
side. If you do not want to give the player control of the reinforcement point — leave the value
of thisfield -1.

Note, that for every side you can add only one reinforcement point linked with this bonus
object.

To complete the creation of the bonus object enter the LinklD and specify if this building an
ammunition depot or not.

If everything has been done correctly, you have the bonus object ready, after capturing it the
sideswill get control of the fixed reinforcement points.

5-07 - Unit Start Commands

To make the map active at the beginning of the mission (for example, to build entrenchments,
attack with the allies forces or the enemy forces, show some events etc.) you can set start
commands to the units. For every unit you can appoint several commands, which it will
execute according to the queue.

The player can take back the control of the units, which are executing start commands. The
same istrue for the computer opponent’ s units, which were transferred to Al General’s
control.

Important note: If the start commands are assigned to the computer opponent’s units, it is
recommended not to give these unitsto Al Genera’s control.

5-07-1 Assigning start commands
Start commands can be assigned only to the units already deployed on the map.
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To assign start commands switch to the tab Unit Start Commands in the section Gameplay of
the Tool window.

Select the unit, to which a start command will be assigned (you cannot assign the start
command to the unit without selecting the unit).

Press the button Add for adding the command.

Mew command
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Attack object
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Parameter;

Build bridge
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Capture artillemy

Change movement mode
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In the window displayed in the list-box type select the command you want to assign to this
unit.

Mew command
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If the command presumes the target or the point on the map (for example — attack unit or
move to point) —without closing the window of assigning start command left-click on the
map surface and point the target or the destination point on the map. The target or destination
coordinates will be displayed in the field Target of the start command window.

After that confirm the assigning the command pressing the button OK.



5-07-2 Thelist of assigned start commands

All assigned start commands appear in the list in the same tab. Y ou can see both all assigned
commands and commands for every unit (you should select the unit, whose commands you
would like to see).

Thelist includes start commands for the units of all sides participating on the map. Y ou
cannot see start commands of the units of only one side.

When choosing the command in the start command list you can see the destination point or
the target of this command.

Y ou can vary the queue of the start commands both in the general list and in the command list
of the unit. To do it use the buttons Up and Down.

For deleting a command from the queue use the button del ete.

5-08 — Al General

Al Genera isthe enemy’s artificial intelligence, which is capable to fulfill a number of tasks
and to work with the definite zones of attention. Al General uses the same means and
possibilities, which the map designer assigns it with the help of scripting and map editor
functions.

The map editor function “Al General” isthe main and the most commonly used tool for
forming and setting the basic actions of the computer opponent in the single player game.

(I Only the computer enemy can possess Al General, i.e. neither the
player nor hisallies, not to mention the neutrals, can possess Al
General.

5-09 Al General’sfunctions

5-09-1 Al General’sabilities

Al General can call the reinforcements and manage the units, which are under its command,
estimate the situation on the map, check the state of the attention zones, defend itself and
attack.

At the same time Al General can manage artillery, air force, mobile combat and auxiliary
units, but it cannot use infantry, antitank artillery, ships and recon aircraft.

Al General can repair mobile combat units and resupply their ammunition.

5-09-2 Map estimation

Al General can estimate the situation on the map. For that the entire map is divided into
relative squares and for each in real time the level of the potential danger is estimated, based
on the total cost of the ground-based troops or enemy’ s artillery init. The aircraft are not
taken into account when considering the danger for the squares (in case there are enemy
bombers/attack aircraft on the map, Al General awaystriesto call fighters).

(I Al General can discover enemy troops and artillery as the player —
“visually” for all types of the unitsand also “ by ear” for the heavy
artillery.



The cost of every unit is estimated on the basis of the default “price” for al units of these
combat arms, and also the unit’s quality itself. For example, let us consider a medium tank
M4A1 Sherman. The default price for all medium tanksis 70, the multiplier of Sherman’s
quality is1.

Accordingly, the price of the tank Sherman is 70 points. So, if there are 10 tanks Shermanin
one square, the danger level for this square will be estimated by Al Genera as 700 points.

(I the information on the cost of all unitsisin the file consts.cfg, in the
folder <Blitzkrieg2>\Data\Profiles.

Al General makes the decision what to do with every square taking into consideration the
danger level, set to every square. The decisions are made with the definite periodicity, in
equal periods of time.

There are two main levels of danger:

Thefirst oneislow danger. This category includes those squares, in which the number of the
discovered enemy troops was not very big (total cost up to 300 points). Having discovered
such sguares Al General tries to direct the long-range bombardment at them.

The second one is high danger. The average number of the enemy troops (total cost from 300
points). First the air force is sent, and then the art bombardment starts.

Mainly, the tactical decisions on the ground-based troops are made by Al General on the basis
of the specific zones, assigned by the map-designer at the stage of designing a map. For
details see below (Chapter Setting Ai General).

In the presence of several danger squares General aways chooses the square with top priority
and starts to processit. The square is considered to be processed after all the possible actions
were performed for it: the air force was sent and the bombardment was accomplished, at that

the duration of one bombardment is regulated by a constant (see the file consts.cfg).

The estimation of the map is made by General with the definite recurrence. At the same time
at the end of every cycle General “forgets’ about the levels of danger for every square. Itis
done with the purpose of avoiding endless processing of the squares by General on the basis
of the stale data.

5-09-3 Reinfor cements query

Al Genera can call any available reinforcements anytime, when it has such an opportunity,
also, General checks every second call —if thereisaquery for the air force call, and, if there
issuch aquery, it calls the corresponding air force instead of the ground-based troops.

General can call any types of reinforcements, at the same time it can use only tanks, self-
propelled guns and aircraft (bombers, attack planes and fighters). Accordingly — General
cannot use infantry, artillery and so on, although it can call them.

Therefore, it isrecommended to assign for Al Genera as reinforcements only those he can
make use of — tanks, self-propelled guns and aircraft.

On every map the maximum available number of callsis established for the General, after
having used up which, General cannot accomplish reinforcements calls (equal to the
restricting the number of the callsin the missions for one player or in B2 campaigns).



At the sasmetimeit is recommended to restrict also the maximum of the number of Al
General’ s units on the map. To do it put the appropriate value in the field MaxMobileTanks.

For example, if the number of General’s available callsis 20 and there are no restrictions,
Genaral will spend all the available calls one after another. But if the number of the aready
called reinforcements on the map is restricted by ten (MaxMobileTanks = 10), General will
call, for example, 5 hisreinforcements by 2 tanks and after that it will wait for the change of
the number of the units, which are aready on the map.
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Troopsin the called reinforcement get into the reserve, from which they can be called to
fulfill some task. All the reserve troops are directed by Al General to the reserve build up
zones. (For more details about different zones, assigned by map-designers when setting Al
General, see below).

The query for the air force call is made in two cases: if thereis a square with the danger level
needed (bombers/attack aircraft are called), or, if the enemy bomberg/attack aircraft were
detected on the map — fighters.

Called aircraft can fly in swarm mode from the respawn point to the target point, therefore,
the air force respawn point for the computer is better to be placed close to the ground-based
troops respawn point.

(1) In the swarm mode air force attack all the targets on its way.

It is necessary to minimize the duration of the flight above the player’ sterritory; otherwise, on
the way there can be some targets unknown to the General before, which will distract the
called aircraft from their main task, what will decrease efficiency of General’s actions.

For example —if the Al General’s air force respawn point is located in the place easy to reach
by the enemy — coming air force can be easily engaged in the fight, and, thereby, it will
diverted from the fulfillment of its main task.

Important note: When calling air force, General does not process the presence of the player’s
antiaircraft artillery on the map.

5-09-4 Attention zones
Attention zones are the zones set in the map editor, demanding Al General’s attention
according to the coefficient of significance.



The attention zone is the universal zone either for the attack or defense. Each attention zone
has the constant starting significance coefficient by default. This coefficient defines priority of
the zone under other equal conditions. The actual coefficient of significance of the zoneis
assessed on the basis of the starting significance coefficient minus amount of all values of
Genera’ s units in the zone plus amount of all values of Player’s unitsin the zone multiplied
by two (the multiplier “*2” isused by Al General for creating the decisive advantage in the
zone).

If the significance coefficient of the zone is higher than the amount of al Genera unitsin the
zone, General will send additional forces to the zone in the presence of spare forces
(reinforcements calls or units asreserve), at that the actual amount of the forces to be sent will
be equal: (The zone's starting significance coefficient — General’s amount of forces) +
amount of Player’sforces*2(the coefficient of the desired advantage), where <the
coefficient of the desired advantage> signifies the number of the times General’ s forces must
exceed Player’ sforcesto provide the guaranteed victory.

For example: we have the attention zone with the significance coefficient 1000. In this zone
there are General’ s forces of the amount 200 and Player’ s forces of the amount 1000. On the
basis of calculations (1000-200)+1000* 2 General will try to send forces of the amount 2800
to this zone.

In case General actions processing the zone turned out to be ineffective (General troops were
destroyed), General launches a new attack. In case General’ s actions processing the zone
turned out to be effective (all enemy’ s troops were destroyed in the zone), the amount of
forces equal to the zone' s starting coefficient remainsin the zone, and others are called to the
reserve zone.

Reserve zone is the zone where General builds up surplus of the called ground-based forces
(which are not required at the moment). This zone type does not possess the starting
significance coefficient, also, General’s or Player’ s forces presence in this zone is not taken
into account, i.e. General will react at the enemy forces presence in the zone as at the usual
squares of the map. If General has several reserve zones, spare forces will be distributed
among them evenly.

With the certain periodicity General definesif thereisaquery for the help from some
attention zone. If so, General defines the reserve forces nearest to it and sends them to the
corresponding zone. At the same time, reserve forces can be as called reinforcement, as well
as forces which were initially on the map and assigned as mobile reinforcements.

If there is the query from several attention zones simultaneously, first General processes the
guery from the attention zone with the higher actual significance coefficient.

If General possesses forces to satisfy queries only from one zone, all reserve forces will be
sent to that zone, and the rest zones will be ignored until the next estimation of priorities.

In case al the actions to the attention zones are accomplished and Al General has spare units,
it can launch an attack at the nearest bonus object (key building) or, if enemy’sunits are
detected, launch an attack at them.



5-09-5 Units management

Besides units management during attack, defense and reserve, Al Genera has an ability to
repair mobile combat units and resupply them. For that the General must have units with
appropriate abilities in the mobile reinforcements. When it is necessary to repair or resupply
any of General’ s units, one of the support units will be selected and sent to fulfill the
corresponding task.

The fact that General has no ability to manage absolutely all units of the specific combatant is
especially worth mentioning. Al General can manage only those units which are given to it as
mobile reinforcements, called as reinforcements or passed to it with the help of the script (for
details see mobile reinforcements).

(I) All the units called by Al General as reinforcements automatically
get under its control.

5-10 Al General tool assignment

The Al General setting tool in the editor simplifies setting the tasks, the most often used for
scripting actions of computer opponent’s Al General: Zone defense, Zone attack and Units
(mobile combat units) management. In the editor there is a function of setting Al General
exactly for facilitation of scripting these actions of the computer opponent.

Al General setting consists of the following steps:
- Assigning the units managed by Al General from the very beginning of the game
(moabile reinforcement)
- Attention zones settings and defining
- Reserve zones defining

For Al General setting open the tab Al General in the section Gameplay on Tools window.

Before you start setting Al General make sure that you have chosen the appropriate side. Al
General cannot belong to Player, his Allies or Neutrals.

(DIn single player missions the player’s opponent is the side, which has DiplomacySde = 1.
Accordingly, the player with DiplomacySde =1 can have Al General.

[0]
[1]
T = Lamera
== general
By mobileScrptDs
By parcels
Ma=tdobileT ank s 20
i Fartylnfo ScenanohPartyD ependentinfoh G amehl....
ReinforcementPoints
Reinforcement T ppes
il [ efaultH ank,

DiplornacySide




When setting Al General make sure that the player chosen is not the Player’ s opponent.

Chjects
Gameplay
[ oo T
mobileScriptIDs add

5-10-1 Mobile reinfor cement
Mobile reinforcements are the units which are under Al General command or are transferred
to its command.

All together there are three ways or transferring unitsto Al General control: Mobile
reinforcements Tool in the map editor, scripting and calling reinforcements by Al General
itself during the game.

5-10-2 M obile reinfor cements assigning with the help of the map editor
Mobile reinforcements are assigned by putting their ScriptlD in the list MobileScriptI Ds on
the tab Al General in the section Gameplay Tools Window.

Feirforzerment Poivtz Stat Cameras Al General |Unit St Commands |

acript |

Y ou can put mobile reinforcements in thislist both before placing objects on the map and
afterwards. But in any case al units planned to be transferred to the General must have
ScriptID, different from the value “-1".

All operations of placing units on the map and assigning Scriptld to them must be performed
with the help of the tab Objects, section Objects of the tools window.

To add script group to the list of General’ s mobile reinforcements press the button Add to the
right of mobileScriptIDsin the upper part of the tab Al general.

Player: 1 w
mobileScriptIDs add
# 1D

In the opened window Mobile Reinforcements enter ScriptID of the corresponding unit or the
script group.



The line with the sequence number of mobile reinforcements transferred to General appearsin
thelist of mobile reinforcements.

5-10-3 Transferring unitsfor General’s control using scripts

Besides assigning mobile reinforcements with the help of map editor, when the units being
transferred for General’ s control are already on the map, there is the possibility to transfer
units for General’ s command using script.

But at the same time Scriptl D of all units planned to be transferred for Genera’s control must
be registered in the section Mobile reinforcements of the map editor.

For more details about transferring units for General’ s command see Section Scripts.

5-11 Zones assigned with the map editor
With the help of the map editor it is possible to assign and set attention and reserve zones for
Al General.

On every map there must be placed at |east one attention and one reserve zones, so that Al
General could be in command of the transferred to it or called as reinforcements units.

Important note: Maps without attention zones and reserve zones can oper ate incorrectly for
Al General! For example —when calling reinforcements and in the absence of calls for their
usage Al General will not know what to do with them.

5-11-1 Assigning and setting attention zones

Attention zones are universal zones, used for assigning Al General such tasks as defense and
attack. In principle there is no difference between the zones, designed for defense or attack,
thisdivision is absolutely relative. Al General performs the same actions for attention zones
assigned both for defense and attack, so their difference is only in the degree of availability
and initial filling with the General’ s or enemy’ s forces.

Accordingly —if you want to assign defense zone for General — provide Al General with the
possibility to fill it with the forces before the enemy forces arrive. And the attack zone must
beinitially placed on the enemy’ s territory and filled with the forces, hostile to Al General.

The whole process of assigning and setting attention zones is divided into four stages:
1. Placing attention zone on the map
2. Defining zone type
3. Defining zone' s significance coefficient (if it is a Defense zone)
4. Assigning preferable positions within the zone for occupying them
with the forces

5-11-2 Placing attention zone on the map

Parcels add

# P| Posit.. I.. Tvpe




To place Al Generd’ s attention zone on the map in the bottom part of Al Genera tab press
the button Add to the right of the heading Parcels.

The red contour of the future zone will appear on the map automatically, provided with two
guiding points —in the center and on the border. With the help of them it is possible to move
and change the size of the attention zone as during placing units or other objects on the map.

5-11-3 Defining zone type and significance coefficient
After placing the zone on the map it is necessary to define its type. Zones without the definite
type remain red. Attention and reserve zones are green and yellow correspondingly.

For that double left-click on the corresponding line in the column Type.

Parcels i fidd “DEIEI:EJ
# | Points | Position | Importance | Twpe |
0 0 F09, 3363 1700.00 EPATCH DEFENCE
1 (o |1 0,00 EPATCH UMENDWN

In the opened window it is necessary to choose the zone type. By default the new zones are
defined as unknown. All zones of thistype are not identified or processed by Al General. For
defining Al General’ s attention zone choose zone type defense.

In the following line set the zone' s significance coefficient. This coefficient will be basic for
estimation of the total cost of the forces, which General should bring to this zone. If the
zone' s significance coefficient is not set (i.e. equal to 0), Al General will direct itsforcesto
this zone only in the case, when the enemy’ s forces are detected.



Parcel type: EPATCH_DEFEMCE Lfﬂ
Imnpartarce: 450.000000

J[ Cancel J

5-11-4 Assigning preferable positions within the zone

Within the zone it is possible to assign several positions, which are the most suitable for
placing Al Genera’sforces according to the map designer.

These positions do not restrict the quantity of Al General’s units, which can be sent to the
current zone, they are of arecommended character. The quantity of units, which Al Genera
will send to the zone, will be estimated on the basis of the zone' s significance coefficient.

To assign a position right-click within the existing attention zone. Y ou will also be able to
define direction, in which the Al General’ s unit, occupied this position, will be oriented.



(on picture—Unit Positions)

Reserve zones differ from attention zones by three things: Al General reacts at the presence in
the reserve zones enemy’ s forces in the same way as at the other map squares; for reserve
zones significance coefficient is not considered and the color of the zone on the map surface
isyellow.

For assigning areserve zone it is necessary to do the same actions as for assigning an
attention zone, but choose reinforcements type.

(DAIl Al General parameters set with the help of visual tools are
reflected in the map properties in the corresponding field.

Besides units under Al General command or managed with the script, there are units, which
the map designer placed as belonging to the same side, but did not transfer them to Al
General command and does not use them in the script.

Such units are completely effective and possess enough intelligence, which allows to attack
the enemy and pursue them within the borders of a certain zone.

The possibility not to transfer units for the Al General’s command is set for map designers.

After completing all operations on setting and assigning attention and reserve zones the Al
Genera’slist of the zones will be asfollows:



Parcels | add || Delete|

# Poinkts Position Importance Tvpe

1] 3 4550, 23027 450,00 EPATCH_DEFEMCE

1 7 2122, 6038 1700,00 EFATCH_DEFEMCE

2 1] 6505, 2665 0.00 EPATCH_REINFORCE
3 2 o4, 5FS5 0,00 EPATCH_REIMFORCE
4 2 G529, 922 a70.00 EFATCH_DEFEMCE

@6 6 @ )

The columns are:

1 — Zone number

2 — The number of units positionsin this zone

3 — Zone coordinates on the map

4 — Zone value (the total cost of the units, which will be counted by Al General — how many
units to send here)

5 —Zonetype (DEFENCE, REINFORCE umn UNKNOWN)

5-12 Making script

Script and writing it isthe invisible part of an iceberg when working on missions for asingle
player game. All you want to seein missions as events, sides’ actions, objectives, given to the
user, or even the victory or defeat is described with the script.

Important Note: For creating a multiplayer map scripting is NOT needed,

Using script in B2 editor you can do practically everything — place / remove the objects, plan
attacks and different events on the map, define the victory and defeat conditions and the so
called triggers — events launching the chain of the other events.

As compared to writing script for B1, when all work, in fact, was done in the text file, B2
editor has the special script editor, which makes scripting missions easier — the new editor
highlights script syntax, reports on the function having been typed incorrectly and displays the
list of functions available after typing several first letters.

Important Note: All script functions are case sensitive.

B2 scripts are based on the modified language LUA (link to the www.lua.org). So, if you
aready know this language, writing scripts for B2 will be much easier.

Important Note: This manual cannot cover all information on scripting for B2, so only the
main information isrepresented in it. To learn more — visit B2 official site and forum.



5-13 Writing and editing the script

%S Property & Walue
EH Seazon SE&SOM_SUMMER
EH DayTime DaY_MORMING

By PlayerBonusObjects

ScriptFileR ef Scenano/Campaigns/GER/Cha...

kirnikd ap Scenano\CampaignzGERCha...

Description

£EATON
da time

-2

zone schipt

To run the script editor and start writing a script for your mission, find the line ScriptFileRef

in map properties (Maplnfo).

Create anew script or open one of the ready ones (as atemplate).

ustom',GER1.3%script.lua - Script Editor

1549 Cbijective ¥
160 1
161 function Objectivel)

162 ObjectiveChanged(0, 1):

163 StartThread( CompleteQbjectiwvel )

164 end:

165

166 function Completelbjectiwvel()

167 while 1 do

168 i Wait{ 1 J;

169 i if IsSomeBodviAliwe ( 0 ., 6000 ) > 0 then

170 ‘ ‘ CObhijectiwveChanged (0, 2):

171 i i StartThreadi{ Repair ): ]
172 i i StartThread( Ohjectiwvel

173 : : brealk

174 i end ;

175 end ;

176 end:

<

|

The script editor with the script loaded looks like this

All further information on scripting missions you can find in Appendix - Script Functions or

at the official forum of the game.

5-14 Script Areas

When creating single player missions script areas are used almost in all cases when scripting

events and objectives of the user.



5-14-1 Creating script areas

Script
Scripk area bype:
(#=i1cirde () Rectangle
| Delete || Select |
Area name | Type | A
Zasada circle b
oS circle
301 circle gj
Script Areaz  |Script bowies I

To create a script area, open the tab Script Areas in the section Script on the Tools toolbar.
Choose the areatype —acircle or the rectangle.

Left-click on the map to mark the centre of the future script area (alittle red circle will be
displayed on this place).

After that set the radius (if the type of the marked areais acircle) or the distance from the
centre to the GOrNEX or the area (if it is arectangle).

Two red circles will be displayed on the map, connected with aline, and you will be offered
to give anameto the new area.



Script
Scripk area bvpe:
rT-} (cCircle (%) Rectangle
Area name Tvpe N
W5 circle
ITF circle
7, ¢ GRAMTL circle
esm GRANTZ circle
GRAMTS circle
GRAMNTH circle
BN circle
kes0l circle
tes0z rect
v
Script Areaz  |Soript Mowvies

(1624.1, 1547.56), [25, 24]

Y ou can give a name to this area both in figures and in letters. At that, if you are creating
several script areas, you should give them unique names to use them when scripting missions.

After creating a script areaits name and type is displayed in the list in the same tab.

There are two buttons above the list Delete and Select. Using them you can delete a areafrom
thelist or find it on the map quickly.

5-14-2 Moving the area and changing its sizes
After placing the area it can be moved as any other object on the map or its sizes can be
changed.

Y ou can do it with two control pointsin the centre and border of the area.

5-15 - Objectives
When creating a single player map one of the key momentsis giving current objectivesto the
user during the mission.

Creating and setting the objectives, given to the user in the game, consists of the two main
stages:

1. Creating and setting an objective in map properties (Mapl nfo) — the parameter
Objectives.

2. Describing the functions of this objective in the script (ScriptfileRef in the map
properties).

5-15-1 Creating Objectivesin the map properties

Eﬁ Froperty @ Walue Description
+- & ScrpthMovies

MIEZI0N MUsIc

huzichin SoundandMuzichzamehgerhSo..



Find the parameter Objectives in the map properties.

By FinalPositions final win/loose camera points
= Objectives mizgion objectives
(0]
]
& [2]
[3]

Add one or two objectives

Choose the objective you will fill and left-click in the column Vaue of the corresponding
line.

=B echives migzion objectives
(e
Type:
M ame:; |F'rimarh1_h-1issiu::n[l|::ieu:tive |[ Add Type ]
Mus b
L4 . : >
[ ]Export object after creation [ ak. l [ Cancel ]

Browse <MissionObjective = Object Link

Objects: Properties:
MizsionDbjective v| "= Property B vae
" MName A HeaderFileRef
=21 GER1.0 EriefingFileF ef
[A ohjld.xdb DescriptionFileR f
[ objil.xdb By MapPositions
& obil2.xdb — Experience a0
Primary_MizzionDbjective. sdb
[C1 GER11
1 GER1.2
01 GER1.3 p | R
l;l @EE‘P} L |l3LlStl:IITII".GEH1.DI".PfiI'I'IElf_lr'_MiSSiDnDbiECtiVE.Hdb

Current Selection:  MizsionObjective: custormGER 1. 0hPrimary_MiszsionDbjective sdb

Previous Selection: MizsionObjective: ScenanotCampaigns\GER\Chapter2WGER 2. 0MPriman_MizsionObjective. xdb

-

Now you should set objectives parameters. Switch to object properties. The list of the
parameters to set will be displayed.

HeaderFileRef and DescriptionFileRef
These parameters usually specify the objective name and its description, they arefilled as
usual. BriefingFileRef —is not used.



I sPrimary
This parameter definesiif this objectiveis of top-priority. At present this parameter must
aways be true, as the value false is not used.

MapPosition

To display markers, indicating the place of buildings, on the map you should add these
markers to the parameters group MapPosition. Add as many markers as you need.

After that you should assign coordinates to every marker, which will define its position on the
map and minimap. Coordinates are typed according to the place of the object on the map or
approximate coordinates of the region. To get to know the coordinates point the cursor on the
place you need in the editor and the mouse cursor coordinates will be displayed in the right
bottom corner of the editor —in the status bar.

Properties:
v | %5 Property & Value
~ HeaderFileR ef custom/GERT.0/0bj02_header. bat
BriefingFil=F ef
DezcriptionFileR ef custom/GERT.0/obj02_description. bt
=g MapPositions
== 0
¥
y 1276
Experience a0
L4 *

+ |customdGERT 4okl xdb

obj02. zdb
gnztGERMChapter2hGERZ 04Primany_MizsionObjective. xdb

[ ak. ][ Cancel ]

Experience

Using this parameter you can define how much experience the player will get after fulfilling
this objective within the campaign. When creating maps for the single player game or
multiplayer —it does not matter.

5-15-2 Describing objective functionality in the script
To make the objective function it must be fully described in the script with the other available
commands (For details see Appendix - Script Functions)

The main functions needed for making this objective work are GiveObjective and
CompleteObjective.

To describe the objective functionality you often need to use either objects ScriptID, which
are mentioned in the objective description or script zones TextID, set with the editor.

For studying script commands and the rules of describing script events see Chapters 5-12
Making Script and Appendix - Script Function of this manual and visit the official forum of
Blitzkrieg 2.



Chapter 6
6-01 Hyper screenshot
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Every mission always starts with loading a hyper screenshot, which displays the entire map
without mechunits and squads. It allows to use the idle time while the map data are being
|oaded.

6-01-1 Creating a hyper screenshot
To create a hyper screenshot you should fulfill the following actionsin order (preferably on
the ready map):

1. Run Blitskrieg 2 game.

2. Inthe main menu open the console with the key tilde (~).

3. Inthe console displayed type the command “map” (in lower-case without quotes) in
the command line and the path to your map, beginning with the folder, which isthe
first after the folder Data. Y ou will get something like “map
CustomMissions\MyTestM ap-003\mapinfo.xdb”. The full way to thismap isas
follows: “ C:\b2\data\CustomMissions\My T estM ap-003\mapinfo.xdb”.

4. Press Enter and loading your map will begin. If you have not made your own hyper
screenshot for your game, the map will be loaded with the standard hyper
screenshot.

5. After loading the map (it isloaded as any other mission in the game), call up the
console again.



6. Inthe command linetype “pwl_prepare 90" — this command will automatically
display the map and set the camerain the coordinates needed to start creating a
hyper screenshot. Note: You can set any angle, but 0, 90, 180, 270 are
recommended. After that you should not move the mouse, rotate the map or move
the camera over the map — it will break the camera setting for creating a hyper
screenshot.

(I Hypershot is created with taking a screenshots of the entire map.
Usually it takes from several seconds to several minutes (depending on
the size of the map and you computer’ s processing speed)

Hide the console, pressing the key tilde (~).

Press the keys Left Shift + Left Control + Print Screen to start the process of
creating a hyper screenshot.

9. Theresult will be saved in the folder <Brlitzkrieg2>\Data\ScreenShots as “ mapshot-
2005.05.24-13.48.42.tga” —i.e. the name of the screenshot, the time and date of its
creation.

© N

6-01-2 Processing and adjusting the hyper screenshot
To integrate you hyper screenshot in your map successfully you should accomplish
severa operations on the image in the raster editor (for example, Adobe Photoshop®).

1. Runtheraster editor and open the file of the hyper screenshot you created.
(I Note — the hyper screenshot created has very large measurements
and takes much space. For normal integration in the map it must be
made smaller and adjusted to the certain parameters.

2. Create two templates (new files) in the raster editor: one with the measurements
1024 by 768 pixels and the other 1024 by 1024 pixels.

(I The texture of the hyperscreenshot must be 1024 by 1024 and
Blitskrieg 2 game interface is 1024 by 768 pixels. |.e. the part of the
screenshot to be seen is 1024 by 768 pixels.




3. Todisplay your screenshot correctly in the game you should adjust the hyper
screenshot to the measurements 1024 by 768, having placed it on the texture of 1024 by
1024 pixels.

4. Having decreased the measurements and adjusted the screenshot to the templ ate,
saveit in tgaformat as, for example, Gipershot-MyTestMap-003.tga in the folder with
your map or the folder data\UI\L oadingPictures\.

6-01-3 Integration of the hyper screenshot in the map

Thus, the hyper screenshot for your map has been created. Now you should integrate it
in the map.

Take the following stepsto do it:

1. Run Blitskrieg 2 map editor, switch to the map.

— S Ve I el [T P L A I TR TR YTy TN [T TR R TR TRy [y

LocalizedDezcriptionFileRef  CustomAGERT.7/description. st migzion zhort dezcription

E] LoadingDezcriptionFileR ef Cuztom/GERT.1/LoadingDescrn...  mizzion long description...
LoadingPFicture pl picture
Scripthd ovies
g FinalPositions final windloose camera ...
B Obiectives mizzion objectives

2. Find the line LoadingPicture in the map properties.



6.

3. Click inthe column Valueto display the field for choosing thefile.

=2 VPV ap

Create Mew <Texture> Object

Type:

LoadingPictull  pame: |MyMissiDnF'wI_Te:-:ture |[ Add Type ]
B SciptMovies

B FinalPositions [ ] Expart object after creation
fy Objectives

Aswe are creating a new map — you should create an XDB file, in which the texture
with the hyper screenshot for your map will be saved.

4. Create anew filefor the hyper screenshot.

5. Inthewindow displayed enter the file name (for example, “MyMissionPwl”) and
press OK. If you press the button “Add type”, the file type will be added automatically
to your file name (in this case it is* Texture).

(I pwl stands for Please Wait Loading.

=] Lucdigedmaiier isre (R T e ol O I - [ [ 1 THESIUC rdie
LocalizedDescrptionFileRef  CustomAGERT.1/description. bt mizzion short description
LoadingD ezcriptionFileR ef Cuztom/GERT.1/LoadingDescrni...  mizzion long description...

Loading : J digzionPwl..  pwl picture
Scripthd ovies
g FinalPositions final windloose camera ...
+--B= Mhirrtives mizzinn nhiechves

Now the path to the file in your map folder is displayed in the window of choosing
the file with hyper screenshot texture. We need to export the texture (hyper
screenshot), created before, to thisfile.

Press the button with the ellipsis located after the path to the file with the hyper
screenshot to do it.

Froperties:
| = Property B Value Description
Srchame zource file name
EQ Tvpe REGULAR temture type: TEXTURE_ZD - for particles and small interface textures, RE. .
EJ ConwversionType COMNYERT_ORDINARY
BEA AddTuma i AkdD

In the window displayed you will see the path to the file with the texture (the field
ScrName) and the list of parameters (their setting will be described below).

(1) The hyper screenshot is the certain type of textures, which requires
the number of parameters, so do not forget to set them correctly.

Froperties:
= Property & Value Description
Srch ame UI/LoadingPictures/GER_1.0tga  zource file name

ER Type REGULAR testure twpe: TERTURE_2D - for particles and small interface texture
Ef ConwversionType COMNYERT_ORDIMNARY

LT El I O] )



7. Choose the path to the file with the texture.

Properties:

] % Property & Value Description
Srchame UI/LoadingPictures/GER_1.0tga  source file name
ER Type REGULAR testure type: TERTURE_2D - for particles and small interface texture
Ef ConversionType COMVERT_ORDIMARY
ER AddiType CLAMP
ER Format TF_B832
MappingSize n
Mhdipz 1 nurnber of mip-map levels to generate [0 - generate as many az poss
Gain 0
InstantLoad brue
Flip™’ falze Do we need flip texture vertically? [rmosty for particles)
Jze53TC falze |Jze optimized S3TC ar Direct compresszor

8. Set the parameters according to the pointed template (these parameters are needed to

display thistextures type correctly).

Browse <Texture>= Object Link

Objects: Properties;

Texture V| % Froperty @ Walue
Y MName ” SrcMame UI/LoadingFic
=21 GER1.0 B Tupe REGULAR

[ 00 _minimap_texture.xdb B ConversionTppe COMVERT_OF
ER &ddiType CLAMP
1 GER11 | N Select Bd Format TF_g888
1 GER1.2 a2 List References. .,
(1 GER1.3
[C1 GER1.4 1 Mews Folder MappingSize 0
[ CustomnMissions | 7y New Object NMips 1
(23 Editar Gain 1]
[Z1 Fences Mew Foot Folder |ﬂ_3taﬂt|-ﬂad true
D Fantz Mew Rook ObjEEt Fhl:'Y falze
21 Maps - ze53TC falze
21 Mines X cut

9. Now, WITHOUT CLOSING the window with parameters of hyper screenshot
textures, choose the file name, where the hyper screenshot is saved and call up the

commands list with right-click.

. g 1 e TR RETTES

=E |

Current Selection;  Tesxtu

Previous Selection: Test ~5 Expart

Set Empty ¥ Force Export

Hierarchical Exoork r

L |Eustu:um'xl3EH'I Ohpwlpicture xdb

10. Choose the item Export



«(Textureexported successfully
Object name: Test\TestM aps\APostnikov\T est-001\pwlipicturel.xdb
Sour ce file name: UI\L oadingPictures\test-001-pwl.tga/)»

11. If everything has been done correctly, you will see the notice in the Log window that
the texture has been successfully exported, otherwise you will have to make sure that
everything is correct and repeat the hyper screenshot integration.

6-01-4 Testing hyper screenshot

If everything has been done correctly, you will see the hyper screenshot when loading
your map.

6-02 MINIMAP

Compiled with 2.5.0.5 {prerelease) granny version (.h),

Using granny Z.dll of version #.5.0.5,

Texture exported successfully
Cbject name: Custorm™3ERL.1MOL_minimap_texture,xdb
Source file name: Maps/Game/GER/Chapterl/01/minimap.tga

The minimap texture is created automatically when saving the current map, which isnoted in
the Log Window.

6-03 Music
Music accompaniment is one of the most important parts of the atmosphere or the so called
“spirits’ of the map or the mission.

In B2 map editor you can use the opportunity to create playlists for this map.

For every mission there must be two playlists - #0 - Adventure Playlist, which can be heard,
when the player does not take part in the battle, and #1 — Combat Playlist, which sounds
during the operations with the participation of the player.

When creating new mapsit is better to use playlists aready made up by the developers.
However, if you want to create a map with your own music accompaniment — read the
following instructions:

The basic sequence of actions when creating the list MapMusic is the following:

1. Createand edit thelist MapMusic
a. Add playliststo thelist

2. Createand edit the playlist

Create and edit the composition in the list StillOrder
a. Choose the music track
i. Choose the music file in wav, ogg, mp3 format
b. Choose Fadeln parameters
i. . Choose the file with Fadeln or create your own one
c. Choose FadeOut parameters



i. . Choose the file with FadeOut or create your own one
d. Choose the play mode

i. Choose the file with play parameters or create your own one
e. Set the pauses before and after playing the composition.

Create and choose the composition in the list RandomOrder (the samefor the
list StillOrder)
f. Indicate the weight of the composition, which affects the frequency this
composition is played with in the list RandomOrder

Choose Fadel n parameters
g. Choose the file with Fadeln parameters or create your own one

Choose Fadel n parameters
h. Choose the file with FadeOut parameters or create your own one

6-04 Creating the playlist for the map
Find the field Music in the table Maplnfo.

B Scripttovies

By FinalPositions final win/looze camera ...
B Objectives mizzion objectives
SoundéndtuzichGamehgerhch..  mizzion music
B bMuszichwin SounddnduszichEamehgertSo...
M uszicLogt Soundandtuzich@amehgerhSo..

Create anew playlist and open it for editing

Browse <MapMusic> Object Link

Objects: Properties:
b aphuisic V| E}E Froperty @ Walue
= Mame A |=-B Plaplists
=21 Soundindtusic (] SoundAndhus
=[] Game 1] Soundtndtdus
1 GB
=21 ger
=21 chapter
=21 GER1.0
davmugic_b aphtuzic. 2db
A nightmusic_Maphusic.xdb
[Z1 GER1.1
C1 GER1.2
[C1 GER1.3
[C1 GER1.4
[ Chapter_MapMuszic.xdb

Now create two playlists. The playlist #0 will be played in Adventure Mode and #1 —in
Combat Mode.
(1) If you create more than two playlists all the rest, except #0 &
#1, will beignored.



After creating playlists open one of them for editing.

Properties:
Eﬁ Property @ Walue Description
=B Stilldrder
[o] SounddndiduszichG amehGerma. ..
1] S ounddndbd uzichG ametComm. .
[2] SoundandiduzichE amehComm...
—I- B RandamOrder
=& (0]
Compo...  SounddndbdusichG amehComn...
Woeight [ Composition with more weight will be chozen more often
SRIEH 1]
Compo...  SounddndbdusichG amehComn...
Woeight [ Composition with more weight will be chozen more often
=& (2]
Compo...  SounddndbdusichG amehComn...
Woeight [ Composition with more weight will be chozen more often
Fadeln Other'FadehGamehinztant_fad...  whale playlizt may be faded in
FadeOut OtherFade\Gamehingtant_fad...  whole playlist may be faded out

In any playlist you can create the files list, which will be played in the order given, and also
thefileslist, which will be played randomly, taking into account their significance. Such lists
are named StillOrder and RandomOrder.

These lists are played as follows — first the list StillOrder is aways played (compositions are
played in the sequence they are set in the editor), and then, if there is a composition in the list
RandomOrder, the list RandomOrder is always played (compositions will be chosen
randomly). Accordingly —if there is no composition in the list RandomOrder, the list
StillOrder will be played again.

StillOrder
Choose and set music compositions

RandomOrder
Choose and set music compositions. Remember to set the weight of every composition.

(I The field Weight isresponsible for the choice of the
compositions (The more the value Weight is, the more often this
composition will be chosen).

Fadeln
Indicate Fadeln parameters, to make the volume increase smoothly at the beginning of the
composition.

FadeOut
Indicate FadeOut parameters, to make the volume decrease smoothly at the end of the
composition.
) The parameters Fadeln and FadeOut ought to be set for
every playlist and composition. It allows to achieve a
smooth crossover between compositions and playlists.



6-05 Setting a composition with the music
(kapTHMHKA ¢ IKPAHOM HACTPOHKHN KOMIO3UIIMH)
Having opened the screen of setting a composition, you will see the following parameters:

Track
Choosing the music file on the disc. The format of the files supported — wav, ogg, mp3.

Fadeln u FadeOut

Choosing the parameters of changing music during the fixed time at the beginning and at the

end of the composition.
(I Fade — changing the music volume during the fixed period
of time. Fade depends on the two main parameters — the final
set volume of the composition and the time interval, when the
fixed change of the volume happens. FadeVolume and
FadeTime, accordingly.

PlayTime
This parameter sets the time and parameters of playing the composition. Y ou can play the
composition the fixed number of times or repeat the composition during the period of time.

PlayPauseAfter
Choosing the duration of the pause after playing every composition.

6-06 Script Movie

The special mini editor of script moviesisintegrated in B2 map editor. Using it you can set
the sequence of keyframes and set the corresponding position of the camera.

(I All data on the camera position are displayed and may be
edited in the field ScriptMovies in map properties.
Running script moviesis possible only with script functions and commands.

6-06-1 Creating a script movie
To create a script movie for playing during the mission open the tab Script Movies of the
section Script in Tools Window.

b Ny | Script |
Script Camera Lisk:
ID | Position FOy T Pitch ~

4 6296 1 2153 1 2443 26 46 37
=) 6469 ;7340 2914 26 45 40
3] ad04 ; F7a9 . 915 26 -29 32
K 2034 : 3003 : 304 26 -133 14

Script Areas Script Movies

||||||||||||||I||||||'|||||||||I‘38.5?94|F|"I|.‘|I.'|..I|
|J | J Speedin w| Movie:| 0w | k| mm EE




The panel of the keyframes editor and their list will be displayed.

6-06-2 The keyframe editor
The keyframe editor allows to:
- add or remove movies for this mission / map

To add or remove the movie for the current map / mission use the buttons plus or
minus. All moviesfor the current mission are displayed in the list next to these
buttons.

- switch between movies being edited
To switch between movies use the list-box.

- set themovie stime-keeping in seconds

To set the time-keeping of the current movie in seconds press the button of settings
and enter the number of seconds.

- add keyframes on the movie' stimeline
To add a keyframe on the timeline of the movie choose the right point with left-click
(the blue label appears on the right place), then right-click on the blue label and
choose the item Insert Key in the menu displayed.

- edit keyframes properties

To edit keyframe properties first left-click on it to select it, so that the frame number
will be displayed, then right-click on it and choose the item needed in the menu

displayed.

- assign the position and orientation of the camera for ketframes
To assign the new position and the orientation of the camerafor the keyframe choose
the keyframe on the timeline, after that set and orient the camera over the map as you
need it. Right-click on the keyframe and choose the item Save Key. The keyframe
parameters must change.

Before saving the camera parameters for the keyframe make sure that the user will see
it on the screen as you planned.

- edit the speed of playing the moviein the editor;
Y ou can change the speed of playing the movie in the editor with the list-box Speed.

- check the zone visible to the user;
To watch the movie asit will be seen by the user in the game — switch the game screen
proportions mode.

(1) the game screen proportions mode wor ks regardless of the
tool you are using — Script Movie, Terrain, Objects etc.



- scroll the moviestimeling;

Use the dlider to scroll the Movies timeline (on the left under the timeline) to see the
part of the movie needed.

- editing zoom of the movietimeline

To edit the zooming of the timeline use the slider (on the right under the timeline)

6-06-3 Keyframes|list
Thislist contains the keyframes and their parameters. Editing thislist is recommended only to
the experience users.

APPENDIX

Chapter 04-5 - Script Functions

To create asingle player mission you should use the script and, therefore script alot of events
and conditions in the game.

It isimpossible to use the script functions without the knowledge and skills.

In this chapter the main script functions used in B2 are described, what are they used for and,
if it is necessary, an example.

After studying the example of using functionsit is easy to create your own script for asingle
player mission.

All script functions can be divided into three groups:
Get, Set and Miscellaneous.

Functions Get allow to get the objects parameters, quantitative and qualitative values of
different game models.

Functions Set allow to set the objects’ parameters, quantitative and qualitative values of
different game models.

Functions Miscellaneous are auxillary, realized in the general script (automatically attached
to any map).

Some functions use constants, you can find the list after the functions (ccsuika).



Get

GetAmmo

GetAmmo (UniquelD)

Returns the quantity of units' ammo with Uniquel D viathe list. The number of elementsin
the list corresponds to the quantity of the weapons. It is not the fact that the first parameter
will be primary_ammo ;)

The order of the ammo returned corresponds to the order of the weapons in platforms.

primary_ammo, secondary_ammo = GetAmmo ( 191 );

GetDifficultyLevel

GetDifficultyLevel()
Returns the current level of difficulty. Returns O, 1, 2 —easy (very easy), medium, difficult

GetFGlobalVar

GetFGlobalVar ( ,0)

Returns the value of the global variable with the name 'strGlobaVarName'. If the variable
does not exist, it is created with the value 0.0000. GetFGlobalVar uses the parameter with the
floating point.

GetFGlobalVar ( ,0)==0.1

GetFrontDir

GetFrontDir ( UniquelD)
Get the unit’ s direction with Uniquel D. The result will vary from [ 0, 65535 ].

dir = GetFrontDir ( 181 );

GetGameTime

GetGameTime ()
Returns the current time in N seconds from the beginning of the mission.

time = GetGameTime ( );

GetlGlobalVar

GetlGlobalVar ( ,0)
Returns the value of the global variable with the name 'strGlobalVarName'. If the variable
does not exist, it is created with the value 0. Getl Global Var uses the integer parameter.

GetlGlobalVar ( ,0)==2



GetNAMmMo

GetNAmmo ( ScriptID )
Returns the quantity of units ammo with ScriptlD viathe list. Returns the generalized
primary ammo and secondary ammo.

primary_ammo, secondary_ammo = GetNAmmo ( 101 );

GetNMinesInScriptArea

GetNMinesInScriptArea ( )
Returns the quantity of minesin the script area with the name 'ScriptAreaName'.

GetNMinesInScriptArea ( )>2

GetNScriptUnitsinArea
GetNScriptUnitsinArea ( ScriptID, 'ScriptAreaName',

countPlanesAsUnits )
Returns the quantity of units of the ScriptID group in the area'ScriptAreaName' taking
aircraft into account ( countPlanesAsUnits: 0 —to count aircraft, 1 —not to count aircraft )

num_defenders = GetNScriptUnitsinArea ( 100, , 1)
GetNScriptUnitsinArea
GetNScriptUnitsinArea ( ScriptiD, X, Y, Radius ,

countPlanesAsUnits )

Returns the quantity of units of the ScriptlD group in the circle with the centrein X, Radius Y
taking aircraft into account ( countPlanesAsUnits: O — to count aircraft, 1 — not to count
aircraft)

a = GetNScriptUnitsinArea ( 102, 4020, 3445, 500, 0);

GetNUnitsInArea
GetNUnitsInArea ( nPlayer, , countPlanesAsUnits )

Returns the quantity of units of the nPlayer in the 'ScriptAreaName' taking aircraft into
account ( countPlanesAsUnits: 0 —to count aircraft, 1 —not to count aircraft )

retreat.n = GetNUnitsInArea ( 1, ,0);

GetNUnitsIinArea ( nPlayer, X, Y, Radius , countPlanesAsUnits )
Returns the quantity of units of nPlayer in the area with parameters X, Y, Radiustaking
aircraft into account ( countPlanesAsUnits: 0 —to count aircraft, 1 — not to count aircraft )

num_with_air = GetNUnitsInArea ( 0, 4000, 6500, 700, 1);



GetNUnitsInCircle

GetNUnitsInCircle ( nPlayer, X, Y, Radius)
Returns the quantity of units of nPlayer in the circle with the center ( X, Y, ) of the fixed
Radius.

n = GetNUnitsInCircle ( 2, 200, 11000, 1100 );

GetNUnitsInParty

GetNUnitsInParty ( nPlayer )
Returns the quantity of units of the nPlayer. Infantry are counted individually (one squad =
the number of units in the squad).

our_units = GetNUnitsInParty ( 0 );

GetNUnitsInPlayerUF

GetNUnitsInPlayerUF ( nPlayer )

Multiplayer:

Returns the quantity of units of the nPlayer. Infantry are counted in squads (one squad = one
unit).

unit_first_players = GetNUnitsIinPlayerUF ( 1);

GetNUnitsInScriptGroup

GetNUnitsInScriptGroup ( ScriptlD [, iPlayer ])

Returns the number of the unitsin the script group ScriptlD. Using the optional parameter
nPlayer you can get the number of the units in the script group ScriptID of nPlayer. The
second parameter is used when guns are included in the script group (if all the gun crew is
killed, the gun becomes neutral). Units are deleted from the script group after death, but
pillboxes are not. I.e. you cannot check with this function if the pillbox isin operation or not.

a = GetNUnitsInScriptGroup ( 102, 1);

GetObjectHPs

GetObjectHPs ( UniquelD)
Get HP of the object or the unit with Uniquel D. If there is not such object (unit) on the map,
returns O.

unit_HP = GetObjectHPs ( 278);

GetObjectList

GetObjectList ( ScriptlD)
Returnsthe list of Uniquel D objects and units of the script group ScriptID.

array = GetArray ( GetObjectList (101 ) );



GetPassangers

GetPassangers ( UniquelD, nPlayer )
Returns the list of Uniquel D passengers of nPlayer in the unit or building with the preset
UniquelD.

array = GetArray ( GetPassangers (181, 1));

GetReinforcementCallsLeft

GetReinforcementCallsLeft ( nPlayer )
Get the number of the available reinforcements calls of nPlayer.

GetReinforcementCallsLeft (0) ==0

GetScriptAreaParams

GetScriptAreaParams ( )

Returns the parameters of the script area with the name 'ScriptAreaName'. For the rectangular
areareturns the center coordinates (x, y) and halves of the length and width (halflength,
halfwidth). For the round area returns the center coordinates (X, y) and the radius (Radius).

X, Y, halflength, halfwidth = GetScriptAreaParams ( );
X, Y, radius = GetScriptAreaParams ( );

GetSGlobalVar

GetSGlobalVar ( ,0)
Returns the value of the global variable with the name 'strGlobalVarName'. If this variable
does not exist, it is created with the value 0. GetSGlobalVar uses the string parameter.

GetSGlobalVvar ( ,0)==

GetUnitListInArea
GetUnitListinArea ( nPlayer, :

countPlanesAsUnits )
Returns the Uniquel D units of nPlayer list in the area with the name 'ScriptAreaName'’. To get
the array use the function GetUnitListinAreaArray () or call the function via GetArray ().

a = GetUnitListInArea ( O, );

GetUnitListInArea

GetUnitListinArea ( nPlayer, X, Y, Radius, countPlanesAsUnits )
Returns the Uniguel D units of nPlayer list in the area with the center in (X,Y) and the Radius.
To get the array use the function GetUnitListinAreaArray () or call the function via GetArray

().
a = GetUnitListInArea ( 0, 1000, 2000, 350) ;



GetUnitListOfPlayer

GetUnitListOfPlayer ( nPlayer )
Get thelist of all nPlayer’ s units.

all_units = GetUnitListOfPlayer ( 0 );

GetUnitRPGStats

GetUnitRPGStats ( UniquelD)

Get the unit states' list:

unittype —if the mechunit - 1, if thesquad - O,

id from the base in the resource tab MechUnitRPGStats,

unitclass—the unit’stype (if itisLight_Tank - 22, if HEAVY_AA_GUN - 1 etc.),

see al so the sections mech types and squad types in the tab Definitions of this document,
price —the price of the unit, for the squad it is the price of al soldiers,

maxhp — maximum number of HP,

weight — the weight

towing force — the towing force of the unit, if it cannot tow — 0.

array = GetArray ( GetUnitRPGStats (171) );

GetUnitState

GetUnitState ( UniquelD )
Get Uniquel D unit’s state.
STATE_REST =1,
STATE_REST_BUILDING =8,
STATE_REST_ENTRENCHMENT =9
STATE_IN_TRANSPORT = 3;
STATE_SWARM = 11;
STATE_MOVE = 32;
STATE_SUPPRESS FIRE = 34;
STATE_TOWED = 24;
STATE_UNIT_ATTACK =21;

GetUnitState (171) ~=1

IsAlive

IsAlive (UniquelD)
Returns 1 if theunit isalive and if it is dead or absent — 0

IsAlive (171) ==

Isimmobilized

Isimmobilized ( UniquelD )
Returns 1 if the unit isimmobilized, otherwise — 0.



IsPlayerPresent

IsPlayerPresent( nPlayer )
If the player is present in the current session.
For multiplayer.

IsReinforcementAvailable

IsReinforcementAvailable ( nPlayer )
Returns 1 if nPlayer has available reinforcements types and reinforcements points even
though the call isimpossible for the reason of rechargetime.

IsReinforcementAvailable (0) ==1

IsSomeBodyAlive

IsSomeBodyAlive ( nPlayer, ScriptiD )

Returns 1 if nPlayer has at least one alive unit with the preset ScriptID or in the building with
the preset ScriptlD there is someone alive or at least one object with the preset ScriptID is not
destroyed.

IsSomeBodyAlive (1, 1111 ) ==1

IsSomeUnitinArea
IsSomeUnitinArea ( nPlayer, :

countPlanesAsUnits )
Returns 1 if nPlayer has at least one unit including aircraft in the script area'ScriptAreaName'
if countPlanesAsUnits—1 .

IsSomeUnitinArea ( O, ,1)~=1

IsSomeUnitinParty

IsSomeUnitinParty ( nParty )
Returns 1 if the side nParty has at least one unit.

IsSomeUnitinParty (2 ) ==

IsSomePlayerUnit

IsSomePlayerUnit( nPlayer )
Returns true if the player has at least one unit.

IsUnitInArea ( nPlayer, , UniquelD)
If nPlayer's Uniquel D unit isin the area 'ScriptAreaName'.

IsUnitInArea ( O, ,171)~=1



IsUnitinArea

IsUnitinArea ( nPlayer, X, Y, Radius, UniquelD )
If nPlayer's Uniquel D unit isin the circle with parameters X, Y, Radius.

IsUnitinArea (1, 1700, 3600, 700, 171) ==

IsUnitNearScriptObject

IsUnitNearScriptObject ( nPlayer, ScriptID, Radius )
If nPlayer's Uniquel D unit isin the Radius from the object with ScriptID.

IsUnitNearScriptObject ( 0, 100, 500 )

ObjectGetCoord

ObjectGetCoord ( UniquelD)
Get the object’s or Uniquel D unit’s coordinates (former GetObjCoord). J17ist maccakupos
TEXHHUKH KOOPAWHATHI HE TCKYIIHUE, IOMOEMY 3TO KOOPAWHATHI TOYKHU IMOCAIKH.

X, Yy = ObjectGetCoord ( 171)

Randomint

Randomint (n)
Returns the random integer from theinterval [ O; n ).

Randomint (2)==1
Trace

Trace ( [, params, ...])
Derives the formatted string 'strText'. As optional parameters variables with floating points
can be used. For debugging.

Trace ( , 2,3);

Set
AddlronMan

AddlronMan (iScriptiD)
Disables Al General to supply units with the script group iScriptlD.

ChangeFormation

ChangeFormation ( ScriptlD, nFormation )
Switches the squad with the script group ScriptlD to nFormation.

0 - Default
1- March

2 - Defensive
3 - Offensive



ChangePlayer

ChangePlayer ( UniquelD, nPlayer )
Give the Uniquel D unit to nPLayer.

Cmd

Cmd ( nAction, ScriptlD [, dispersion, params, ...])

Gives the command to nAction unit with the script group ScriptlD. The parameters must be
listed with commas. The commands, using coordinates, must contain the parameter
dispersion. Cmd stands for GiveCommand. The command is given to the unit immediately.

Cmd ( 3, 1001, 50, 2756, 9678 ); Cmd ( ACT_ENTER, 200, 350 );

Cmd ( nAction, ScriptID, dispersion, scriptarea)
The commands Cmd, QCmd, UnitCmd, UnitQCmd can be given the name of the script zone
instead of the coordinates.

Cmd (ACT_SWARM, 1001, 50, "defencel" )

DamageObject

DamageObject ( UniquelD, Damage )

Damage the object or the Uniquel D unit. If Damage = 0, destroy the object. If negative, heal
the object.

LandReinforcementFromMap
LandReinforcementFromMap ( nPlayer, , hPositionlD,

ScriptiD)

Land the reinforcement with 'ReinfName’ in the point nPositionl D for nPlayer.
nPositionlID - ID ReinforcementPoint in the map’ s properties.

'ReinfName’ — the name of the reinforcement in the map’s propertiesin the array
ScriptReinforcementsTextlD

ObjectiveChanged

ObjectiveChanged ( ObjNum, nState );

Changes the state of the building (objective) with the number ObjNum in nState. nState can
be:

0 — hide the building (delete from the list)

1 — surrender the building

2 —the objective is executed

3 —the objectiveisfailed



QCmd, GiveQCommand

QCmd, GiveQCommand

( nAction, ScriptID [, dispersion, params, ...])

Adds the command nAction to the command list of the unit with the script group ScriptID.
The necessary parameters must be listed with commas. QCmd stands for GiveQCommand.
The function GiveQCommand can be queued, for example, for putting intermediate points of
the way the unit will move. At the beginning of the queue there must be the function
GiveCommand to give the command to the unit immediately.

QCmd ( 3, 200, 50, 1700, 2530 ),
QCmd ( 3, 200, 50, 1700, 2530 );
QCmd (ACT_ENTER, 200, 350 );

RemoveScriptGroup

RemoveScriptGroup ( ScriptID );
Remove the group from the map with the prescribed ScriptlD

SCStartMovie

SCStartMovie ( nMovielD, [ D

Start playing the movie with the number nMoviel D (begins with 0). As the second parameter
— the name of the callback function, which is called when transmitting to the next movie key.
The parameter of the callback function — Int, specifies the current key number. The function is
called with the parameter value 1 at the moment when the movie ends.

SCStopMovie

SCStopMovie ()
Reset the camerato the position before executing the command SCRunTime, SCRunSpeed or

SCStartMovie.

SCReset

SCReset ()
Slide the camera (by default in 1 second) from the current position to the nearest position
possible in the game.

SetAmmo

SetAmmo ( UniquelD, Ammol, Ammo2)
Set ammo for the Uniquel D unit.

SetFGlobalVar

SetFGlobalVar ( , fvar)
Sets the value of the global variable with the name 'strGlobal VarName'. SetFGlobalVar uses
the parameter with the floating point.



SetlGlobalVar

SetlGlobalVar ( , 1IVar)
Sets the value of the global variable with the name 'strGlobalVarName'. SetFGlobal Var uses
the integer parameter.

SetlGlobalVar ( .. objnum, 3);

SetSGlobalVar

SetSGlobalVar ( : )
Sets the value of the global variable with the name 'strGlobal VarName'. SetFGlobalVar uses
the string parameter.

Sleep
Sleep (N)

Pause N segments of game time. 20 segments = 1 second.

StartThread

StartThread ( funcname, [params, ...] )
Runs the function funcname in the separate thread.
Params are the input parameters for the function funcname.

SwitchSquadLightFX

SwitchSquadLightFX ( ScriptID, nState )
Switch on the light for the group ScriptlD (nState = 1) or off (nState = 0).

SwitchUnitLightFX

SwitchUnitLightFX ( UniquelD, nState )
Switch on the light for the object Uniquel D (nState = 1) or off (nState = 0).

SwitchWeather

SwitchWeather (iState)
Switch on the weather, when iState = 1, off —when iState = 0.

SwitchWeatherAutomatic

SwitchWeatherAutomatic ( iState )
Enables random automatic switching the weather, when iState = 1, disables —when i State = 0.

UnitCmd

UnitCmd ( nAction, UniquelD, [, dispersion, params ... | )
Give the command for immediate execution. UnitCmd and Cmd differ in the fact that in the
first function objects and units' Uniquel D are used. In the second one - ScriptlID.

UnitQCmd
UnitQCmd ( nAction, UniquelD, [, dispersion, params ...] )
Put on awaiting list.



UnitRemove

UnitRemove ( UniquelD )
Remove the unit from the map (former DeleteReinforcement).

ViewZone

ViewZone ( , NParam )
When nParam = 1, opens the fog in the script zone area 'strScriptAreaName'. When nParam =
0, closes the fog.

Win

Win ( nParty )

Single:

The victory for the player with the number nParty.

Miscellaneous

ChangePlayerForScriptGroup

ChangePlayerForScriptGroup ( ScriptlD, nPlayer )
Changes the player for al ScriptID units to the value appointed in the nPlayer.

CmdArray

CmdArray ( nAction, array [, params ... ])

Individual Cmd for array of units.

The functions CmdArray, QCmdArray use the array of the unitsinstead of scriptlD
(uniquel D).

CmdArrayDisp

CmdArrayDisp ( nAction, array [, dispersion, params ... ])
Individual Cmd for units array with some coordinates dispersion.

DamageScriptObject

DamageScriptObject ( ScriptlD, nDam )
Damage all objectsin script group.

GetArray

GetArray ( ...)
Returns the arguments array. The array contains the property .n —the number of the elements

inthelist. It isused, for example, in GetUnitListinAreaArray () and GetObjectListArray ().
num_units = GetArray( GetObjectList( 100 ) ).n

GetNUnitsInArray

GetNUnitsInArray (array )
Returns the number of the alive unitsin the array.



GetObjectListArray

GetObjectListArray ( ScriptlD )
Returns the Scriptl D objects array.

GetPassangersArray

GetPassangersArray ( UniquelD, Player )
Returns the Uniquel D unit passengers array

GetUnitsByParam

GetUnitsByParam ( array, paramtype, param )
Returns the units array from the array with the parameter paramtype where param isits value.

See the tab definitions.

light_tanks = GetUnitsByParam( units, PT_CLASS, CLASS LIGHT _TANK)

QCmdArray

QCmdArray ( nAction, array [, params ... ])
Individual QCmd for the array of units.

QCmdArrayDisp

QCmdArrayDisp ( nAction, array [, dispersion, params ... ])
Individual QCmd for the units array with some coordinates dispersion.

RemoveScriptGroup

RemoveScriptGroup ( ScriptiD )
Removes all unitsin script group from the map.

Wait
Wait (N)
Delay in N seconds. Runs the function Sleep (N * 20).

Trigger

Trigger ( chechkfunction, execfunction, [cicled, latency] )
Checkfunction — the checking function, execfunction — the function executed on the
condition, cicled —if the check is cycled, latency — how often to check; returns the unique
trigger number; if the checkfunction returns the value STOPTHISTRIGGER, the trigger
stops.

Every second the checkfunction isrun, if it returns the nonzero value, the execfunction is run.

KillTrigger

KillTrigger (nTrigger )
Stop the trigger nTrigger.



Constants

Constants are used in the functions Cmd, QCmd, UnitCmd, UnitQCmd,
GetUnitsByParam:

move to point
ACT_MOVE=0;

Cmd (ACT_MOVE, ScriptlD , Disp, X, Y ) —the script group is moving to the point

attack unit
ACT_ATTACKUNIT =1,

Cmd (ACT_ATTACKUNIT, ScriptlD1 , ScriptlD2 ) —the script group ScriptlD1 attacks one
unit from the script group ScriptlD2

attack non-unit object
ACT_ATTACKOBJECT =2;

Cmd (ACT_ATTACKOBJECT, ScriptID1, ScriptlD2) - the script group ScriptlD1 attacks
one script object from the script group ScriptiD2

swarm to point
ACT_SWARM = 3;

Cmd ( ACT_SWARM, ScriptlD , Disp, X, Y ) —the script group is swarming at the point.

load units / attach for towing
ACT _LOAD =4;

Cmd (ACT_LOAD, ScriptlD1, ScriptiD2 ) — the script group ScriptID1 isloaded in one unit
of the script group ScriptlD2 or starts to tow it, if the unit from the group ScriptiD1 is atrack.

unload units / detach from towing to point
ACT_UNLOAD =5;

Cmd ( ACT_UNLOAD, ScriptlD , Disp, X, Y ) —the script group unload/detach in the point.

enter to building/trench
ACT_ENTER =6;

Cmd ( ACT_ENTER, ScriptID1 , ScriptlD2 ) — the script group ScriptlD1 enters one building
from the script group ScriptID2.



leave building/trench to point
ACT_LEAVE=T,

Cmd (ACT_LEAVE, ScriptlD , Disp, X, Y ) —the units with the appointed ScriptID |eave the
building and move to the point.

rotate to point
ACT_ROTATE=8;

Cmd (ACT_ROTATE, ScriptlD , Disp, X, Y ) — rotate the script group ScriptID to the
direction of the point.

stop all actions
ACT _STOP=9;

Cmd (ACT_STORP, ScriptlD ) —cancel al the actions of the units of the script group
ScriptID.

change formation 0,1,2,3
ACT_PARADE = 10;

Cmd ( ACT_PARADE, ScriptID , nFormation )
Out of order. Try via ChangeFormation ().

place mine to point
ACT_PLACE_MINE = 11;

Cmd ( ACT_PLACE_MINE, ScriptIlD , Disp, X, Y ) — place two mines in the point.

clear mines around point

ACT_CLEAR MINE = 12;

hide, wait for enemies and attack

ACT_AMBUSH = 14;

Cmd (ACT_AMBUSH, ScriptlD ) — the units of the script group ScriptlD are
camouflaged/decamouflaged. Only switching on works, i.e. when called up again Ambush
will switch on unlike the action viathe interface.

zeroing in on
ACT_ZEROING = 15;

Cmd ( ACT_ZEROING, ScriptlD , Disp, X, Y ) —zeroing in on the point, which allowsto
shoot at the enemies in the small range from it but more accurate.



bombardment in on
ACT_SUPPRESS = 16;

Cmd ( ACT_SUPPRESS, ScriptID , Disp, X, Y ) —the script group ScriptlD fires the point at
random.

resupply to point
ACT_RESUPPLY =23;

Cmd (ACT_RESUPPLY, ScriptID , Disp, X, Y ) —the script group ScriptlD supplies the
other units in the certain range from the point.

repair to point

ACT_REPAIR = 24;

Cmd ( ACT_REPAIR, ScriptlD , Disp, X, Y ) —the script group ScriptlD repais the other
units in the certain range from the point.

to look in a direction of a point by spyglass

ACT_SPYGLASS = 29;

Cmd ( ACT_SPYGLASS, ScriptlD , Disp, X, Y ) —the script group ScriptlD uses the
spyglassin the direction of the point.
Works only for the unit/units with the spyglass, not for the squads.

take artillery
ACT_ATTACH =31,

Cmd (ACT_ATTACH, ScriptiD1, ScriptID2 ) — one of the units of the script group
ScriptlD1 attaches the artillery from the group ScriptID2.

deploy artillery to point

ACT_DEPLOY =32,

Cmd (ACT_DEPLOY, ScriptlD , Disp, X, Y ) —the script group ScriptID deploys all the
passengers in the point.

follow for unit

ACT_FOLLOW = 39;

Cmd (ACT_FOLLOW, ScriptlD1, ScriptiD2 ) —the units of the script group ScriptiD1
follow one of the units of the script group Script!D2.



entrench self
ACT_ENTRENCH = 45;

Cmd (ACT_ENTRENCH, ScriptlD , nState ) — the units with ScriptlD entrench themselves
(nState: - not entrenched, 1- entrenched).

0 does not work, any nState entrench.
Cxopo mapameTp OTKpYyTST.

hold position
ACT_STAND = 50;

Cmd ( ACT_STAND, ScriptID ) — ScriptID units hold the position.

take gun with infantry
ACT_TAKE_ARTILLERY = 56;

Cmd (ACT_TAKE_ARTILLERY, ScriptID1, ScriptiD2 ) —the infantry of the script group
ScriptI D1 take the gun of the script group ScriptiD2.

patrol
ACT_PATROL =75;

Cmd (ACT_PATROL, ScriptlD, Disp, X, Y); —the units of the script group ScriptlD patrol
the points. There must be several commands. The first one Cmd, the others QCmd.

teleport to transport
ACT_LOAD_NOW = 1001,

Cmd (ACT_LOAD_NOW, ScriptiD1, ScriptlD2 ) —the script group ScriptiD1 teleport into
one of the units of the script group ScriptiD2.

remove
ACT_DISAPPEAR = 1007;

Cmd ( ACT_DISAPPEAR, ScriptlD ) —the script group is removed from the map.
It is comfortable to use as QCmd(), i.e. the unit will disappear after executing the previous
commands.

rotate to vector
ACT_ROTATE_VEC = 1055;

Cmd (ACT_ROTATE_VEC, ScriptlD , Disp, X, Y ) —rotate the group of ScriptlD unitsto
the point, where the unit’ s coordinates are taken as the origin (0,0).
The same as rotate, but the point’ s coordinates are counted relatively unit’s coordinates.



Constants for function GetUnitsByParam

PT_TYPE=1,;
Indicates that the next parameter is the unit type TYPE_INF/TYPE_MECH

PT ID=2;
Indicates that the next parameter isthe unit ID in the base

PT_CLASS=3;
Indicates that the next parameter is the unit class: squad types/mech types

PT_PRICE = 4;
Indicates that the next parameter is Al Price (the unit’svalue for Al)

PT_MAXHP=5;
Indicates that the next parameter is the maximum unit’s hitpoints

PT_WEIGHT = 6;
Indicates that the next parameter is the unit’s weight

PT_TOWFORCE = 7;
Indicates that the next parameter is the towforce equal to the maximum weight of the unit
towed, when towing is possible.

PT_TYPE types
TYPE_INF =0;
TYPE_MECH =1;

squad types (squadtype) — infantry classes
CLASS MAIN_SQUAD = 101;
CLASS MG_SQUAD =102;

CLASS AT_SQUAD = 103;

CLASS ASSAULT_SQUAD = 104;
CLASS_SPECIAL_SQUAD = 105;
CLASS SINGLE_SQUAD = 106;

mech types (unittype) — vehicles classes
CLASS HEAVY_AA_GUN =1,
CLASS LIGHT_AA_GUN =2;
CLASS AA_SPG = 3;

CLASS ANTITANK_GUN = 4;
CLASS ASSAULT_SPG=5;
CLASS FIELD_ARTILLERY = 6;
CLASS HEAVY_MG=17,;

CLASS MLRS=8;

CLASS ENGINEERING_TRUCK =9;
CLASS RESUPPLY_TRUCK = 10;
CLASS TRACTOR =11,

CLASS APC =12,

CLASS AFV =13;



CLASS FIGHTER = 14;

CLASS BOMBER = 15;

CLASS GROUND ATTACK = 16;
CLASS PARADROPPER = 17;
CLASS RECON = 18;

CLASS COAST GUN = 19;
CLASS LANDING_BOAT = 20;
CLASS MORTAR = 21;

CLASS LIGHT TANK =22;
CLASS MEDIUM_TANK = 23;
CLASS HEAVY_TANK = 24;
CLASS TANK_DESTROYER = 25;
CLASS TORPEDO BOAT = 26;
CLASS TRAIN =27;

CLASS SUPER = 28;

For EnablePlayerReinforcement( reinf Type, bEnable)

RT_MAIN_INFANTRY,0
RT_ASSAULT_INFANTRY,1
RT_ELITE INFANTRY,2
RT_ARTILLERY_ANTITANK,
RT_ARTILLERY,
RT_ASSAULT_GUNS,
RT_TANK_DESTROYERS,
RT_ARTILLERY_ROCKET,
RT_LIGHT_TANKS,
RT_TANKS,
RT_HEAVY_TANKS,
RT_LIGHT_AAA,
RT_HEAVY_AAA,
RT_FIGHTERS,
RT_BOMBERS,
RT_GROUND_ATTACK_PLANES, 15
RT_RECON,
RT_PARATROOPS,
RT_ENGINEERING,
RT_HEAVY_ARTILLERY,19



Russian Campaign, Chapter 4, Mission 0: «Capturing Berlin»

Mapsize 12 x 12. Europe. German. Spring. Clear. Hard.

L andscape
Thisisthe map of the center of Berlin. The main streets must correspond to their position on

the sketch (of dark grey) and be wide enough to allow the mechunits groups move aong
them. The other streets and blocks are to discretion of the designer. The light green zones are
mainly parks. The yellow sguares with the letter M are metro stations.

Only the main and the biggest defense centers of the enemy are shown on the map. Generaly,
there must be many fortified points over the entire map. In many places there are destroyed
buildings and bombardment traces.



Description
The Soviet troops are entering Berlin. Their goal isto capture the Reichstag and the
Reichschancellory.

All Berlin is one big defense zone.

At the rear of the player the German elite forces appear from time to time (rise to the surface
from the metro stations scattered over the city).

The enemy shows fierce resistance, using elite forces and heavy mechunits.

Details
When starting the player gets the objective not to alow the enemy to capture their depot and
start location 1.

There are metro stations in the different districts of the city. According to the script, in atime
period, the enemy’s elite infantry appears in different places (goes out) near metro stations
and swarms on the map to the direction of the player’s start location.

After giving objective [1], objective [2] is given —to capture the command post of Berlin
garrison. When this objective isfulfilled, the enemy’ s attacks from the metro stop. Then the
player gets objective [3], if he has not captured any of the bridges earlier. The player is
informed in the briefing that the enemy is going to explode three main bridges over the Spree.
In 10-15 minutes after giving the objective all the bridges on the map, which have not been
captured by the player are destroyed.

Objective [4] is given after fulfilling or failing objective [3] or, in case at |east one player’s
ground unit isin the Reichstag zone.

Y ou should set the attention zone in the Reichstag district in such away, that, if the player has
not fulfilled objective [2], the extra reinforcements start to enter the zone. Inthiscaseit is
much more difficult to fulfill objective [4].

Objective [5] is given after fulfilling objective [4] or if at |east one player’s ground unitisin
the Reichschancellory zone.

According to the script, you there must be severa bombing raids (5-6) of the enemy.

Defeat conditions
The player has no forces and reinforcements.

Winning conditions
Objectives 2, 4 and 5 have been fulfilled.

Objectives

1. Hold the start location and the depot during the mission.

2.  Capture the command post of the German Harrison. (The briefing informs that
after capturing the command post, the German infantry, using communications
and metro stations, will stop attacks).

3. Capture one of the three bridges over the Spree before they are destroyed by the
enemy. (The objectiveis given only if objective 2 isfulfilled and none of the
bridges has not been captured by the player before that). May be failed by the

player.



4.  Capture the Reichstag.
5.  Capture the Reichschancellory.

Authentic map
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Ingame view
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