Multiplayer Maps spec

By ZuiljiN

ZuiljiN@hotmail.com

Heys Guyz

I found alots of things on hw2 mapping when i worked on my converter...and i think its time to share those infos 
Map Commands 

? is for parameters i didnt tested or i dont know whats its do

Starting Points 
addPoint("StartPosition", {PosX, PosZ, PosY}, {RotX, RotZ, RotY}) 
Defaults: addPoint("StartPos0", {0.0, 0.0, 0.0}, {0.0, 0.0, 0.0}) 

; where StartPosition is StartPos0, StartPos1, StartPos2, StartPos3, StartPos4, StartPos5 
; PosX, PosZ, PosY are positions 
; RotX, RotZ, RotY is rotation angle of the mothership 

Asteroids 
addAsteroid("AsteroidType", {PosX, PosZ, PosY}, RU, ?, ?, ?, ?) 
Defaults: addAsteroid("Asteroid_3", {0.0, 0.0, 0.0}, 0, 0, 0, 0, 0) 

; where AsteroidType is Asteroid_1, Asteroid_2, Asteroid_3, or Asteroid_4 (Asteroid_1 are the smallest and Asteroid_4 are the big ones) 
; PosX, PosZ, PosY are positions 
; RU is the amount of RU 

Dust Clouds 
addDustCloud("?", "DustCloudType", {PosX, PosZ, PosY}, {R, G, B, ?}, ?, Size) 
Defaults: addDustCloud("polySurface1", "DustCloud_NoRes", {0.0, 0.0, 0.0}, {1, 1, 1, 1}, 0.0, 0.0) 

; where ? is.... 
; where DustCloudType is dustcloud_0, dustcloud_nores, dustcloud_nores2, dustcloud_nores2_m05, dustcloud_nores3, dustcloud_nores3_m05, dustcloud_nores_m05, dustcloud_nores_nocharge or dustcloud_teal
; PosX, PosZ, PosY are positions 
; R, G, B is is the RGB code(0=0 1=255) 
; ? i think its the RGB multiplier 
; ? is... 
; Size is the dust cloud size 

Clouds 
addCloud("?", "CloudType", {PosX, PosZ, PosY}, {R, G, B, ?}, ?, Size) 
Defaults: addCloud("polySurface1", "Cloud_NoRes", {0.0, 0.0, 0.0}, {1, 1, 1, 1}, 0.0, 0.0) 

; where ? is.... 
; where CloudType is cloud_0, cloud_nores, cloud_nores2, cloud_nores3
; PosX, PosZ, PosY are positions 
; R, G, B is is the RGB code(0=0 1=255) 
; ? i think its the RGB multiplier 
; ? is... 
; Size is the cloud size 


Nebulae 
addNebula("?", "NebulaType", {PosX, PoxZ, PosY}, {R, G, B, ?}, ?, Size) 
Default: addNebula("Nebula4_OLD1", "M11_Bentusi_Radiation", {0.0, 0.0, 0.0}, {1, 1, 1, 1}, 0.0, 0.0) 

; where ? is.... 
; where NebulaType is m05_dustcloud_nebula, m05_nebualdustcloud_nores, m05_nebualdustcloud_nores2, m05_nebualdustcloud_nores3, m07_foundry_radiation, m08_nodamage_radiation, m11_bentusi_debris, m11_bentusi_radiation, mp_bentusi_radiation, nebula01_cream, nebula01_teal, nebula_0, nebula_hiding and radiation
; PosX, PosZ, PosY are positions 
; R, G, B is is the RGB code(0=0 1=255) 
; ? i think its the RGB multiplier 
; ? is... 
; Size is the nebula size 

World Bounds 
setWorldBoundsInner({PosX, PosZ, PosY}, {SizeX, SizeZ, SizeY}) 
Defaults: setWorldBoundsInner({0.0, 0.0, 0.0}, {0.0, 0.0, 0.0}) 

; PosX, PosZ, PosY are positions 
; SizeX, SizeZ, SizeY are bounds size 

Pebbles 
addPebble("PebbleType", {PosX, PosZ, PosY}, ?, ?, ?) 
Defaults: addPebble("Pebble_0", {0.0, 0.0, 0.0}, 0, 0, 0) 

; where PebbleType is pebble_0, pebble_1, pebble_2, pebble_3 
; PosX, PosZ, PosY are positions 

Sensors Manager Camera 
setSensorsManagerCameraDistances(MinDistance, MaxDistance) 
Defaults: setSensorsManagerCameraDistances(0.0, 0.0) 

; Maximum and minimum distance view in the sensors manager 

Background 
loadBackground("Background") 
Defaults: loadBackground("m01") 

; where Background is black, white, m01, m02, m03, m04, m05, m06, m07, m08, m09, m10, m11, m12, m13, m14 or m15 

Music 
setDefaultMusic("Music") 
Defaults: setDefaultMusic("Data:sound/music/ambient/amb_01") 

; You got some choices here...amb_01, amb_02, amb_03, amb_04, amb_05, amb_06, amb_07, amb_08, amb_09, amb_10, amb_11, amb_12, amb_13 and amb_14 are in the ambient folder 
battle_01, battle_04, battle_04_alt, battle_06, battle_keeper, battle_movers, planet_killers, Battle_sajuuk and bentus_arrival in the battle folder 

Shadow Colour 
setLevelShadowColour(R, G, B, ?) 
Defaults: setLevelShadowColour(0, 0, 0, 1) 

; R, G, B is the RGB code(0=0 1=255) 

Nebula, Cloud and Dust Cloud Ambient 
setDustCloudAmbient({R, G, B, ?})
Defaults: setDustCloudAmbient({0.0, 0.0, 0.0, 1})
setCloudAmbient({R, G, B, ?})
Defaults: setCloudAmbient({0.0, 0.0, 0.0, 1})
setNebulaAmbient({R, G, B, ?})
Defaults: setNebulaAmbient({0.0, 0.0, 0.0, 1})

; R, G, B is the RGB code(0=0 1=255)
