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Attention To Detail

Rollcage. 

Level Editor.
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Version 11.

Rollcage Level Editor. V. 11

1. A tour of all the buttons.

Main Track Editing Screen.
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When the Editor first loads this is the screen that you will be presented with. In the centre of the screen is the track spline and above that is the side on view of the track. Down the left-hand side of the screen you will find all your buttons and the text along the top of the screen is for various bits of information. The buttons and a brief description of their functions follows:

Note: Most buttons have a duel function depending on whether they are selected with the left or right mouse button.

PROFILE MODE

This will take you to the Profile Editing screen.  

PROFILE SET +- A

By right clicking on this button the profile set currently selected will advance. i.e. From ‘A’ to ’B’. Left clicking has the opposite effect.

PATH NUM 0

This allows you to place path points as opposed to track points or branch points. The ‘0’ means that it is off. By right clicking on this button the path number increases, left clicking decreases. Will be discussed further later.

SCALE&MIR MD

Left clicking lets you input a scale number to scale the main spline by. An input of –1 will mirror the track and all buildings. Right clicking this button will let you mirror all of the models independently of the spline.

GRID TRK

This will process the level and show you an overhead view of the track.

ZOOM
‘Z’ on keyboard

When this button is selected–highlighted–you can zoom into or out of the track. Left clicking zooms in. Right clicking zooms out. The cursor position defines where you will zoom. Don’t forget to deselect the zoom button when you are happy to continue.

AUTO GRID
‘G’ on keyboard

This gives you a permanent GRID TRK. However, it updates only occasionally.

DETAILS
‘D’ on keyboard

This is used in conjunction with other buttons to provide more information on various things. For example, object info, control point status. Discussed further later.  

SIDE VW U/D

This moves the side view up or down.

SIDE VIEW F

Clicking on this changes the direction from which the side view comes from. Forward, Left, Back, Right.

PROCESS O/P
‘O’ on keyboard

When you are ready to compile your track design this is the button to press. You will be asked for a file name. Pressing ‘ESC’ during the compilation will exit the process.

PALMA

This is not a button. It shows the currently selected model.

MODEL +- A
‘+’ &  ‘-’  on keyboard

This is the model selector. The model position letter will change and so will the model name in the button position above it. This button and the display button above it will change from time to time depending on the function of the next button.

PLACE MODEL
‘P’ & ‘<’ ‘>’ on keyboard

Left clicking this button selects it. You may then place models on the track. Right clicking this button changes the things that you can place on the track:

PLACE LIGHT

Lets you place lights on the track.

PLACE FOG

Lets you place fog whisps on the track.

PLACE START

Lets you place the start position for the cars.

PLACE PICKUP

Lets you place pickups on the track.

PLACE AI PNT

Lets you place the points that the computer controlled cars will follow.

NUMBERS

Lets you place check point numbers.

CAMERA

Lets you place camera positions used for cool replays.

SECRET

Lets you place secret areas that the AI refers to.

PLACE FLARE

Lets you place lens flares all over the place.

DELETE STUFF

Delete all of the currently selected things from the track, fogs, pickups, flares etc. A confirmation will stop you doing something stupid.

APPLY PROPS

Use this to change properties of sections of track.

STRAIGHT

Makes the section a straight. 1=YES : 2=NO.

STRAIGHT V

Makes the section a straight vertically only. 1=YES : 2=NO.

STRAIGHT H

Makes the section a straight horizontally only. 1=YES : 2=NO.

LOCKED

Used to lock a section in place.

LOAD LEVEL
‘L’ on keyboard

Loads a previously saved level. Right click to load a choice of AI, objects or lights.

ALT SELECT
‘A’ on keyboard

Used for setting visibility and will be discussed in more depth later. It is similar in function to the next button

SELECT SCT
‘S’ on keyboard

Used to select a section of the track and gather information about that section. Left click over the section to select it–turns purple. Right click to find out which PSET is applied to it etc. 

APPLY PSET

Applies the currently selected Profile Set to the currently selected section of track.

DEL SCT

Deletes the currently selected sections of track.

LIGHT INTS

Used to define a light intensity slpine.

JOIN SCT

For joining two sections together.

GRID

Snap-to grid.

TWEAKS & PICS
@ on the keyboard

Used for setting various parameters including the viewing distances and MIP levels etc. Right clicking lets you save out a graphic representation of the track.

LOOP START

Set this to ‘1’ then the next control point that you click will become the loop join point.

LOAD AI

Loads in an AI file called BESTPATH.PTS. Set this to ‘1’ and the file will be loaded during processing. 

KEEP LR AI LINKS

Left click to input the profiles you want in the currently selected slot of 

TRACK DIRECTION

Set this to ‘1’ to reverse the track direction. 

STOP-GO TYPE
Make an AI point a Stop-Go type. Not used.

NIGHT-TIME

Set this to ‘1’ to not display the sun texture and flares. 

PSX & PC MIP DISTANCES

You can fine tune the MIP distances here. 800,1600,3200,10000 are ideal. Higher values are better. 

BOX GRID ON/OFF

‘1’ to have the grid displayed when you click on GRID TRK 
MAX DIAGONAL

This value determines when the Max Diagonal warning will kick in. 200 is a safe figure. 

PSX & PC SMART MIP VALS

This supplants the ‘1 by 2’ command. It helps stop the track buckling. 2,5,25 are typical values. The lower the better.

POLY USAGE CAP

Put a cap on the poly usage. This will dynamically lower MIP distances were the poly use exceeds this number. 

SHOW HI POLY USAGE

Number from 1 to 8 the hi poly usage. Level needs to be processed after setting this to ‘1’ 

PSX & PC MIP TEX STEPS

Adjust the scaling that the MIP textures use. Range 2 to 4.

GRID SCALE

 This is the scale that BOX GRID uses.

IGNORE 1 BY 2 SET

Just what it says on the box. With Smart Mipping being an improvement over this method it is included for compatibility reasons.

SEG SMOOTHING

 Does some funky stuff to smooth out the ends of segments.

SEG END MATCHING

MIP match the ends of segments. 

VRAM FITTING STEP

Range 1 to 4. Spends varying amounts of time during processing to better fit the textures together and thus save VRAM. 1 is the most complicated, 4 the least. 

CLOUD SUBDN THRESH

Set the threshold that the clouds must reach before subdividing. 

FOG PALETTES ON/OFF

Do you want Fog palettes generated?

BATTENBURG FILTER

Default is on. This determines whether a battenburg is created by averaging the parent – default. Or picking one of the colours from either parents. 

BATTENBURG MATCHING

Call a routine during processing that tries to save VRAM by seeing if any battenburgs are contained within others and then removing them.

GLOBAL VERTEX SNAP

Any vertexes that are within 5 units will be snapped together. 

WIRE-FRAME MODE

Process a level in a Tron like Wire-Frame mode. 

OBJECT MEMORY ADJ

Jiggle about with memory allocations between free memory and object memory. 0 Don’t do owt. -xxx Move memory from object to free. +xxx  Move memory from free to object. xxx is memory in 32 byte chunks.

VRAM WIDTH 320/512

Set definition low (320), or high (512).

DEFN LIGHT

Defines the colour–RGB values–and size a light will be when placed on the track using PLACE LIGHT.

AMBIENT/UNCP

Defines the overall ambience of the track. The BASE RGB for shadows and then the RGB for overall light and then three co-ordinates for the direction this light comes from. Right clicking lets you unclamp all objects in the world.

SAVE LEVEL

Go on guess. Right click to save a choice of AI, objects or lights.

SET VISIB

Sets the visibility.

WHISP FlSmTh

Sets the fog wisps, smoke and thruster size and intensity and the lens flares colour-RGB.

FG/SKY/BG/HZ

Sets the FoG colour, SKY colour, BackGround colour and the HoriZon height and depth.

O/P REPORT

Displays a report after the track has been compiled with PROCESS O/P.

DEFN CLOUDS

Defines the clouds.

SHOW CLOUDS

Shows where the clouds will be graphically.

PSX GAME OP

The output level will be for the PSX-Playstation. Left clicking will make the output suitable for the PC. This can also be set loading up with the –v switch. From DOS type ‘lvled’ to see a list of options.

3D MODEL M0

To view the currently selected model in the 3D viewer mode. Right clicking will cycle through the MIP versions you want to display (M0, M1, M2). Pressing ‘H’ on the keyboard will change the mode:

H mode

For displaying a specific Hull. Right clicking cycles through them.

# mode

For displaying the collision shape.

KEYBOARD

When highlighted, finer control can be gained when positioning models.

BRANCH
‘B’ & ‘C’ on keyboard

Highlight to place branch points on the track and create alternate routes. Left click to place or manoeuvre branch one (‘B’ on the keyboard). Right click to place or manoeuvre branch two (‘C’ on the keyboard).

SHOW AI 0

Left click to show the AI path. Right click to hide the AI points. There are more advanced filtering techniques that will be discussed later. So it is best to keep the AI points visible.

EXIT
‘ESC’ on keyboard

Exits to DOS with a confirmation.

The Profile And Profile-Set Editing Screen

This is the screen that you get to when you click on the PROFILE MODE button on the main track design screen.

In the centre of the screen is the currently selected profile. At the bottom are its textures. The numbers above each strip of textures corresponds to the numbers on the profile.

At the top of the screen is the profile and profile set–PSET–information lines.

PROFILE: A

This tells you which profile is currently on view. Below this is information on which PSETS contain this profile. 

SET>A

This tells you the currently selected PSET and which profiles are assigned to it. Further information includes the rate of fade in and out and the z step. Discussed later. All four lines apply to the PSET.

On the left of the screen are two columns of buttons. These are:

Column One:

MAIN MENU

Takes you back to the track-editing screen.

ZOOM

Functions in the same way as in the track editor.

FLIP

Flips the profile.

DEL/INS PRF

Delete the currently viewed profile and rearrange all the others in the list. Right click to insert a profile into the currently viewed profile position.

BOXABLE

If the profile is defined as BOXABLE then collision will be applied to it and the car will recognise it as a valid piece of drivable track. UNBOXABLE is the opposite and is used mainly for scenery. Left click to toggle between the two. This is applied to PSETs.

TEX Lt Rt
‘Delete’ & ‘Page Down’ on keyboard

Moves the texture strip LEFT or RIGHT. Left click moves it left etc.

SCALE 1.000

Scales the Profile by the amount specified.

PROFILE +-
‘K’ & ‘L’ on keyboard

Cycles through all the profiles.

MOTTLED

Gives the profile a nice shadowy effect. UNMOTTLED doesn’t. Right click to toggle between them. This is applied to PSETs.

MIRROR H & MIRROR V

When building a profile these buttons will mirror either Horizontally or Vertically the section to the left of the centre line or below it.

CPY PROF

Copy the currently displayed profile into the next available empty slot.

SEL PROF

Select the currently displayed profile to be the next item in the currently displayed PSET.

DESEL ALL

Clear the currently selected PSET of all profiles. A confirmation stops you being a silly billy.

PRF SET +-
‘I’ & ‘O’ on keyboard

Cycles through the PSETs.

EVERT PR

Click on this to turn the profile over, yet keeping its shape.

PSET FADE +-

Sets the fade rate of the currently displayed PSET. There are two variables to set: FADE IN and FADE OUT. This function basically describes how a PSET will behave when it merges into another one.

PRF ZSTEP+-

Sets the 3D step into the screen for the currently displayed profile.

GRID

Sets up a snap-to grid. 20 is quite useful and 80 is the texture standard.

RES PROF

Resets the profile currently displayed to a standard straight line made of sixteen points. A confirmation saves heartache.

PROF U/D

Moves the profile UP or DOWN in space as opposed to just moving the display of the profile.

PROF L/R

As above but LEFT or RIGHT.

PROF AMBI

Sets the ambient lighting of the currently displayed profile. This will override any ambient lighting defined for the track as a whole and will be profile specific. The position variables will change the position of the light for the entire track, however.

The following buttons apply to the textures:

DEPTH 8

Sets the colour depth of the textures for the currently displayed profile, 8 bit or 4 bit. 4 bit mainly used for scenery.

SET ALL TEX

Reset all the textures in the currently displayed profile to the currently selected texture.

MIR TEXT

Mirror the currently selected texture

ORI TEXT 0

Orientates the texture currently selected. 4 possible orientations or 8 with mirroring.

SEL TEXT

Select texture. Right click to enter the Battenburg texture selection screen. Left click to see the individual textures in all their finery.

FIND TEXT

Finds a texture by name.

The second column contains the following:

LEN SNAP

Snap the profile to equally lengthened sections.

INSERT

When highlighted it is possible to insert battenburgs into the texture editing strip rather than just overlaying them.

INPUT PSET
‘#’ on keyboard

Brings out a pop-up menu with the following options:

PROFILES

Left click to input the profiles you want in the currently selected slot of the currently selected PSET. You can make a slot current by left clicking on it. (The four lines at the top of the screen.)

MOTTLING

Left click to change various parameters that effect the mottling of a PSET.

BOXABILITY

Is this PSET boxable or not. (1 for YES, 0 for NO)

L BARRIER

Do you want this PSET to have a left ‘out of world’ barrier? (1 for YES, 0 for NO).

R BARRIER

Do you want this PSET to have a right ‘out of world’ barrier? (1 for YES, 0 for NO).

ONE SHOT

Only run through the PSET once. Do not loop around. (1 for YES, 0 for NO).

END SECT

Similar to ONE SHOT but doesn’t stop. The section will run through the PSET once and then fill the rest of the section with the next PSET. (1 for YES, 0 for NO).

HALF PROFS

Give the compiler to permission to use half profiles. (1 for YES, 0 for NO). 

SPL INTERP

Merge two PSETs together smoothly. Used in conjunction with the FADE command. (1 for YES, 0 for NO).

MUL OF 8

This will force a segment to be a multiple of eight. (1 for YES, 0 for NO).

NEW SEG

Force this PSET to be a new segment. (1 for YES, 0 for NO).

ONE BY TWO

Set this to divide polys into two. Makes sections MIP nicely but increases the poly pool. (1 for YES, 0 for NO).

MT SEG END

MIP match segment ends so that gaps and breaks are avoided. (1 for YES, 0 for NO).

TUN/REVERB

Set the tunnel properties and reverb characteristics of a section. Usually automatic but sometimes needed.

SNAP LIMIT

The limit that needs to be reached before two points, which are occupying the same space, will separate.

BARRIER OS

This allows you to offset the out-of-world barrier.

ROTATE PRF

This is used to rotate the profile. Only works on closed loops i.e. tunnels.

IN SET +-
‘<’ & ‘>’ on keyboard

This is very similar to PROFILE +- except that it only cycles through the profiles that are in the PSET currently displayed.

LOAD PRFS

Load profiles or PSETs.

SAVE PRFS

Save profiles or PSETs. You are given the choice. P for the current profile or S for the current PSET.

PURGE

Delete all unused profiles and PSETs, then rearrange the lists and close up gaps. Used to help tidy up a track.

2. Your first track

Setting Up The Editor

First of all you will need to tell the editor a number of things before you can start using it. These are contained in separate files and accessed when executing LVLED.EXE. 

The editor needs to know:

1. Which graphic textures to use. Contained in a .MBG file.

2. A list of models etc. Contained in a .MED file:

Which models to use, i.e. Cars, Buildings. .MDL files.

Destruction data. Contained in .RDX & .TYP files(optional)

3. Which format to process for (PSX, PC HIGH, PC LOW etc.). Set with the switch –V.

4. Various input and output paths. Switches –P -O 

A HELP screen will be displayed if you type LVLED without any parameters.

A typical LVLED.EXE line could be:

LVLED GSTYLE.MBG MDLLIST.MED –v 1 –p WORKING >OUTPUT

Where GSTYLE.MBG is the graphics style to use. Currently Neoto, Saphire, Outworld or Harpoon Islands.

MDLLIST.MED is the file that contains the entire model data and paths etc. Most of the models for a level are contained in that levels MDLS directory.

-v 1 sets the editor up to process PC levels.

-p WORKING tells the editor which directory to LOAD and SAVE levels from.(.LEV files.)

>OUTPUT pipes error information to a file called OUTPUT.

Designing A Track. The Basics

In this section you will learn how to design a basic track and take it to the processing level. Adding models and AI Paths as well as learning the raw principles behind the editor.

Once the editor has loaded and you are presented with the track-editing screen you are ready to begin.

First of all select LOAD LEVEL and enter NEW at the prompt.

You will see a straight track made of two yellow sections and three blue control points. Above that you will see a dot. This is the side perspective. Click on SIDE VIEW F to change the position of this perspective. On one of the sections will be a # symbol, this is a start position. There will also be a yellow ( symbol; this is the position of your viewpoint.

VIEWPOINT AND THE 3D VIEWER

You can quickly move the ( symbol by positioning the cursor where you want the viewpoint to be and pressing ‘V’ on the keyboard.

The function keys F1 to F4 will take you to the 3D viewer. F1 gives you the most detail and F4 the least. When in the 3D viewer you will see the track from the position of the ( symbol. The following keys can be used to manoeuvre your way around the 3D viewer:

(((( Arrow Keys

Move UP/DOWN/LEFT/RIGHT

CTRL/ALT

ALT moves the view into the screen. CTRL moves out

DELETE/PAGE DOWN

Look LEFT or RIGHT.

HOME/END

Look UP or DOWN.

INSERT/PAGE UP

Angle track LEFT or RIGHT.

F1 – F4

Change track view complexity.

SPACE

Back to editor.

It is very important that you become used to the 3D viewer so spend some time now familiarising yourself with the controls.

MOVING THE TRACK

Position the cursor over a control point. It will turn from blue to red when it is ready to be moved. Hold down the left mouse button and move the mouse.

For now just move the middle control point to the left a little so that the co-ordinates at the top of the screen read around –4000  -2500.

ADDING AND DELETING CONTROL POINTS

Position the cursor over a yellow section of track and press the right mouse button. A control point will appear that can then be moved into position. You can also right click away from the track to save time.

Right clicking on a control point will delete it.

Add three more control points between the top two control points.

Working from the bottom up, move the first new point to roughly: -02500 –08000 the second to: +03000 –05500 the third to: +08000 +00000 and finally move the original top point to: +01000 +05000.

JOINING THE TRACK

Select JOIN SCT and click on the original point that hasn’t moved yet. The track will now be joined together. The editor will look for the closest point to the one you click and then join the two together. So if the two points are too far apart this may not work. Just bring the points closer together.

Move the control point that is at +01000 +05000 to +04000 +03000

You will see a white point. This is the join point and just indicates where the track joins up. Move it to –02300 +03000

Save your work. Click on SAVE LEVEL and type in a sensible name for your track.

Your track should be vaguely similar to the .LEV file TUT1. You can load this in for comparison in the same way that you loaded the NEW file.

EDITING PROFILES

If you press ‘G’ on the keyboard or click on the GRID TRK button then you will see what the track will look like with the currently assigned profiles. By using the 3D viewer you can see the track in all its boring glory. Obviously something needs to be done.

Now go to the profile mode by clicking on the PROFILE MODE button.

The track is made up of strips that are laid one after the other along the spline that you defined earlier. This is the area that you decide how those strips are going to look. At the moment there is only one strip or profile and this is used for the entire track.

The profile is made up of control points similar to those on the other screen. You move, add and delete them in the same way. A very useful feature is the GRID button. This is the snap to grid, a setting of 40 is quite handy.

TEXTURING THE TRACK

To help you see how the profiles work on the track itself it is a good idea to put some nice textures on them.

Go to the texture selection screen by left clicking on the SEL TEXT button. These are your battenburgs. Select one by left clicking over it. If you right click then you will move to page two.

By selecting a battenburg you will be taken back to the profile editor. You can now assign this to the profile by left clicking somewhere on the texture editor strip at the bottom of the screen. If you right click then the battenburg under the cursor will be deleted. Don’t forget the INSERT button, which is used to insert battenburgs rather than replacing them. Experimentation is best to get the hang of this editor. You can use the texture manipulation buttons as well. 

Make up a fun road or load in the .PRF file TUT1PROF: click on LOAD PRFS and enter the file name.

If you go to the 3D viewer you can get an instant idea of how these textures will look. Just press either of the F1 to F4 keys, you don’t need to go back to the track editor.

CREATING BUMPS

You are now ready to fiddle with the profile. Move some control points around, look at the result in the 3D viewer. Experiment. Add points to the profile, add textures to these.

When you are happy go back to the main track editor:

PROCESSING THE TRACK

During development of Rollcage each track was processed and played literally thousands of times. This was due to the fact that a level can be processed and run on the Playstation or PC within two minutes. This is the true power of the editor. Being able to drive around your track testing ideas within minutes. So, lets do just that.

However, before we do that we need to include a few basics to get the track to run. These are: Checkpoints, Start line, Starting grid, Start Board with movement path and AI points.

First of all CHECKPOINTS. Right click on PLACE MODEL several times until it cycles round to PLACE NUMBER. Then left click to highlight it, ready for placement. Press ‘G’ if AUTO GRID isn’t on already. Now you can see where the track is you can place the first number ‘0’. Right click on the track somewhere, a Zero will appear. This is where the start will be. Left click CP NUMBER +- 00 it will increment by 1. Place this number on the track a little way from the first. Keep placing successive checkpoint numbers on the track until you get back round to zero. Load in Tut1num.lev for an idea of how it should look.

Next the START LINE. Place the 3D Viewpoint over the ‘0’ and then press F3. Manoeuvre your view so that you can see the ‘0’ on the track. Press ‘L’ to look directly down over it. Press ‘F’ to enter ‘FACE MODE’ and then ‘B’ to get to the Battenburg page. Choose the grid texture. Place this on the track by left clicking where you want it. Make sure that it is under the ‘0’ and if you want make it run across the road just place more of them. If you make a mistake you can press ‘R’ for reset mode. Then mop up. Pressing ‘R’ again will get back to set mode. Tut1line.lev will give an example. Just load it in and press F3.

The STARTING GRID is made up of six start points, ‘#’s. So, place six start points behind the start line. One already exists so move that one into position first. Placing them is in the same way as with the numbers above. Just have PLACE START highlighted instead. Tut1grid.lev is your example.

A START BOARD needs to be included with its movement path. Cycle through the PLACE button until it gets to PLACE MODEL. Cycle through the models until you get to HARPOON. You can check that this is the start board model by clicking on 3D MODEL M0. Press SPACE to return.

Place this model on the track over the number zero. Be careful not to delete the number. To help with this press ‘#’ on the keyboard, this is the filtering pop up menu. Click on NUMBER and START to hide them from view. You won’t delete them by mistake now.

Look at the model in place on the track in the 3D view. It’s going to need to be rotated and raised. Back in the main editing screen left click on the object (represented by a letter) while still holding the mouse button rotate it and raise it by using the following keys:

DELETE/PAGE DOWN

Rotate LEFT/RIGHT

HOME/END

RAISE/LOWER

When it sits well above the start line and is facing the right way we need to create a movement path for it and attach the model to that path.

First click on PLACE MODEL to unselect it. Then click on PATH NUM 0. The zero should change to a one. You are now ready to create movement path 1. Movement paths behave in the same way as the main track spline so create a nice looped path for the start board to follow. It doesn’t have to be physically near the start board itself. The game will automatically use the path starting from where you place the model.

When you’re happy you’ll be ready to attach the model to this path. Left click on PLACE MODEL and left click on DETAILS. Then with them both highlighted clicking on the model. Various details about that model will appear. Keep pressing RETURN until you get to PATH:0. Enter ‘1’ and keep pressing RETURN until you get back to the editor. You have now attached the model to path 1. Tut1bord.lev has an example.

Lastly you will need to make an AI Path. This is similar to the checkpoint numbers you have already done. Make sure that PLACE AI PNT is highlighted. Now place AI points (blue dots for path 01) around the track at regular intervals. You don’t need to increment the number as it refers to the entire path not individual points. When done click on SHOW AI to see if they all join up. Tut1AI.lev has an example.

One last thing you need to do is define some flares. This is because the model HARPOON has some flares attached to it and they need to be defined. So, right click on WHISP FlSmTh and press ‘F’ for Flare. Set Flare 8 to Size:36. Say ‘N’ and select the texture that looks like a flare (4th line 3 in from the right.). Then enter Flare R:128, Flare G:128 and Flare B:128 with Intensity Spline:0.

You are now ready to process the track. Click on PROCESS O/P and type in a sensible name for the compiled level. Press return and wait a few seconds.

When this is done exit the editor and you will find that it has output two files a .BLX and a .BGX file. These are the two files needed to run a level. You can now drive on your newly built track by executing the latest .CPE or a current .BAT file.

Designing A Track. Profiles, PSETs & Complex PSETs

As mentioned before the track is made up of strips or profiles. So far you have only dealt with one profile. You can have up to 104 different profiles.

The profiles are sequenced together in a PSET, which is applied to a specific track section.

CREATING A CLIFF

Reload the editor, your last track should still be there. It was saved as TEMP.LEV when you processed the track.

Go to the profile editor and load in the profile Tutcliff.prf. Copy this by clicking on CPY PROF. You will now be looking at profile B. Move some of the control points on the cliff section of the profile, the upright bit. Use a GRID setting of 10.

You are now going to join these two profiles together in a PSET. Click on INPUT PSET. A pop up menu appears. Click on PROFILES. At the SET: A prompt delete the ‘A’ and type BBBAABABAA. Press return.

What you have done is define the PSET ‘A’ (it is visible at the top of the screen) with 3 lots of profile ‘B’, 2 lots of  ‘A’, a ‘B’, an ‘A’, a ‘B’ and finally 2 more ‘A’s. You could have also typed in 3B2ABAB2A and got the same result. A PSET can contain up to 99 profiles.

Use the 3D viewer to see the result. It may be a good idea to change the textures to something ridiculous on profile ‘B’ just to show up what is going on.

You have now created a bumpy cliff.

MERGING PSETS

So far you have been effecting the entire track when you have changed something. This is because every section of the track has PSET ‘A’ applied to it.

You are now going to create two PSETs and merge them together. First of all, delete everything from PSET ‘A’ and replace it with just profile ‘A’

Now edit profile ‘B’ so that the cliff section is lying flat with the road.

Click once on PRF SET +- so that PSET ‘B’ is displayed at the top of the screen and put profile ‘B’ into that.

So, PSET ‘A’ contains profile ‘A’ and PSET ‘B’ contains profile ‘B’.

Go to the main track editor and click on SELECT SCT to highlight it. Now left click on one of the sections of track, it should turn from yellow to magenta. This section is now selected. Make sure that PRF SET+- has the PSET ‘B’ after it and click on APPLY PSET. If you press ‘G’ on the keyboard you will see how the editor merges between their two PSETS, use the 3D viewer for a better look.

You may notice that the transition between the two PSETs is a little harsh. You can smooth this out by setting the FADE IN and FADE OUT values for the relevant PSETs.

Go to the profile editor and left click on PSET FADE +- while PSET ‘B’ is still current (displayed at the top). Set FADE IN to 0 and FADE OUT to 20. See the difference it has made using GRID TRK and the 3D viewer.

COMPLEX PSETS

As mentioned before you can have up to 99 profiles in one PSET. The way you combine these profiles can be quite complex. In the same way that you faded between two PSETs you can fade within a PSET. Consider the following PSET:

6A12>4Q7~1Da

This means: Six lots of profile ‘A’ followed by four lots of profile ‘Q’, however the transition between them should take12 strips. Then there should be one lot of profile ‘D’ but with a transition between ‘Q’ and ‘D’ lasting for seven strips. Finally one lot of profile ‘a’ should be added in the normal way.

The difference between the symbols > & ~ is that one, the ~, should make the interpolation with a spline (smoother). They are essentially the same though. Experiment to see the differences.

3. Hotkeys

There are quite a few hotkeys and learning them will make building a track a lot easier. They are referred to in the main text but this is for quick reference purposes.

Main Track Editing Screen

‘Z’
ZOOM.
Toggle on/off.

‘G’
AUTO GRID
Toggle on/off.

‘D’
DETAILS
Toggle on/off.

‘O’
PROCESS O/P
Type in output file.

‘+’
MODEL +- A
Cycle forward through models.

‘-’
MODEL +- A
Cycle backward through models.

‘P’
PLACE MODEL
Toggle on/off. For Placement.

‘>’ 
PLACE MODEL
Cycle forward through things to place.

‘<’
PLACE MODEL
Cycle backward through things to place.

‘L’
LOAD LEVEL
Input name of .LEV file to be loaded.

‘A’
ALT SELECT
Toggle on/off.

‘S’
SELECT SCT
Toggle on/off

‘U’
SELECT SCT
Toggle on/off. SELECT SCT must be on.

‘@’
TWEAKS & PICS
Invoke pop up menu. (Shift is not needed for the @ key)

‘B’
BRANCH 1
Toggle on/off.

‘C’
BRANCH 2
Toggle on/off.

‘K’
KEYBOARD
Toggle on/off.

‘ESC’
EXIT
Confirm to quit.

‘#’
FILTERING
Invoke pop up menu for filtering display.

((((
MOVE DISPLAY
Move the main display about.

‘W’
SAVE LEVEL
Input name of .LEV file to be saved.

‘F’
AI POINTS
Drop AI point onto the track.

‘H’
3D MODEL
Change the display mode. Cycles through Hulls, Collision.

‘V’
VIEWPOINT
Move the 3D-viewpoint camera to where the mouse is.

‘F12’
SCREEN GRAB
Take a snapshot of the screen.

‘J’
LIGHT OBJECT
Point to the object entered by number. For debugging.

‘F1’ to ‘F4’
3D-VIEW
Go to 3D view. F1 is the most detailed, F4 the least.

The Profile And Profile-Set Editing Screen

‘Delete’
TEX Lt Rt
Move texture strip left.

‘Page Down’
TEX Lt Rt
Move texture strip right.

‘K’
PROFILE +-
Cycle backward through profiles.

‘L’
PROFILE +-
Cycle forward through profiles.

‘I’
PRF SET +-
Cycle backward through profile sets.

‘O’
PRF SET +-
Cycle forward through profile sets.

‘#’
INPUT PSET
Invoke pop up menu for psets.

‘<’
IN SET +-
Cycle backward through in set profiles.

‘>’
IN SET +-
Cycle forward through in set profiles.

‘ESC’
EXIT
Confirm to quit.

((((
MOVE DISPLAY
Move the main display about.

‘Z’
ZOOM
Toggle on/off.

‘F12’
SCREEN GRAB
Take a snapshot of the screen.

‘F1’ to ‘F4’
3D-VIEW
Go to 3D view. F1 is the most detailed, F4 the least.

3D-View Screen

(
UP
Move camera up away from the track.

(
DOWN
Move camera down towards track.

(
LEFT
Side-step camera to the left.

(
RIGHT
Side-step camera to the right.

‘CTRL’
FORWARD
Move camera forward into the screen.

‘ALT’
BACKWARD
Move camera backward out of the screen.

‘End’
ROT. UP
Rotate camera to look up.

‘Home’
ROT. DOWN
Rotate camera to look down.

‘Delete’
ROT. LEFT
Rotate camera to look left.

‘Page Down’
ROT. RIGHT
Rotate camera to look right.

‘Insert’
ROLL LEFT
Roll the camera. Left down.

‘Page Up’
ROLL RIGHT
Roll the camera. Right down.

‘F1’ to ‘F4’
3D DETAIL
F1 is the most detailed view, F4 the least.

‘V’
VERTEX MODE
Manipulate the vertices. (+ cursor)

‘F’
FACE MODE
Modify the face textures. (( cursor)

‘8’
LIGHT MODE
Modify the lighting. (* cursor)

‘G’
GRAB
Grab something. Depends on mode.

‘T’
TEXTURES
Go to the texture page.

‘B’
BATTENBURGS
Go to the battenburg selection page.

‘R’
RESET
Toggle between reset mode and set mode.

‘Z’
ZAP
Deletes various modifications.

‘N’
NORMALISE
Normalise modifications that have been lost.

‘M’
MIRROR TEX.
Mirror the current texture or battenburg.

‘+’
ROTATE TEX.
Rotate the current texture or battenburg clockwise.

‘-’
ROTATE TEX.
Rotate the current texture or battenburg anticlockwise.

‘E’
ENTER CO-ORD
Enter the co-ordinates for vertex snap-to.

‘S’
OFFSET COLMN
Move face modifications by the amount input.

‘P’
VIEW
Rotate camera left by 90°

‘C’
LIGHT TEX
Light up the current texture and go to it.

‘SPACE’
RETURN
Go back to the editing screen last seen.

‘L’
LOOK DOWN
Press this to look directly down at the track.

4. Files & Destruction

.MBG’s And All That

A quick reference to all those nasty files and extensions & directories. 

Models

.GOF
The text file that MAX writes out. Contains a description of the model.

.MDL
The actual model data. Made from running GFXCOMP.EXE on the .GOF.

.MED
A text file which lists the .MDL’s particular track will need.
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