CommandoEditor Tutorial. V1.0

By Ecraser.

ecraser@ecraser.net
Please don’t copy, write your own!

And sorry for my bad English, I did my best (
With this tutorial you can learn how to make buildings work and stuff with PTs and more!

Part 1

Open the Commando Editor, and the window ‘Choose mod package’ will appear. (See picture below)
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When you open the editor for the first time there is no list of mod packages. Click on the ‘New…’ button, and give your package a name (in this tutorial: City Flying 2). Then select the modname out of the list and click 
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The editor will now open. (Continue with part 2)

Part 2

The editor is now opened, but when making a level the first thing to do is adding the terrain to put stuff on it. If you want to add your own terrain you’ve made with Renx read Part 2.1., if you want to edit an official map go to Part 2.2.

2.1

To import your own terrain that you have made with Renx make sure the .w3d file you have exported with Renx is in the map of your modpackage, the default directory is: program files/Renegade Public Tools/LevelEdit/<map of package>.

Then go back to the CommandoEditor and click on this button: 
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The window ‘Edit object’ will open, fill in a name for your terrain. but if your .w3d file is named ‘test.w3d’ for example, you don’t have to fill in exactly the same name. Give it a simple name so you don’t have to search for hours in the library. You don’t have to fill in the fields ‘ID’ and ‘Comments’.
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Now click the ‘Settings’ tab.

Click on this button: 
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A window will open, you can now pick the .w3d file of your terrain, select it and click ‘open’ (The screenshot says ‘openen’, because my windows is installed in Dutch ( ).
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After you opened the file you will return back to the Settings tab, click on 
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, and your file is imported to the library (Importing takes a while, so be patience when it’s loading after you clicked 
[image: image9.png]


 ).

2.2

Allrighty then, it’s time to load up the terrain where you want to put stuff on.

In this tutorial I use the map City_Flying. In the right menu of the editor you see a treemenu, click on the + of the ‘Terrain’ map.
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If you have added your own terrain by following the steps of Part 2.1 you must see your terrain in this list.

But I use the official map City_Flying so I open the subtree ‘Levels – Multi Player’.

Then I open the subtree ‘C&C_Map_City 0325f’

If you did it right you see this:
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Select one of the files that are in the red square ( the best is to start with ‘C&C_Map_City 0325f - Terrain’ ).

Then hit 
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 while the terrainfile is selected.

Your computer is loading now…

When it’s done loading you see the terrain in the big screen, now do the same to the other files in the red square.

You only have to load so many files with official maps, but when you made your own .w3d file, you only have to load one file (.

Time to do the mainstuff… make the buildings work!

(Continue with Part 3)

Part 3

Ok, here we go… making the buildings work… and the tib. field!

First of all, I don’t make more pics of the treemenu (to compres the file eheh), I do it like this: namefile>namefile>namefile, understood?

Settings:

First we do the background settings (to make it evening, afternoon, rainy, snowy etc.)

Go to the upper menu and do the same as in the picture.
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3.1

Click ‘Background Settings…’, a window with tabs will open, well, you don’t need help with this. It’s very easy with background settings…

After you’re done with these settings do the same as you did before (see pic 3.1), but now click ‘Level Settings’. A window will open, tick the box ‘Allow Flying Vehicles’, if you want Flying vehicles in your map.

Then click ok.

Now enable ‘Drop to ground’
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Let start the real work!
Tiberium field:

In the menutree go to: Object>Script Zone>CnC>Tiberium Field

Then you see two files, the Nod field, and the GDI’s.

Ok we start with the GDI Tiberium field:

Use the Numpad to move through your map, (TIP!: hold the Ctrl key to go faster).

Move to the tiberium field of GDI.

Select ‘Tiberium_Field_GDI’ from the treemenu and click 
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.

A green cube will appear, drag it into the Tiberium field, you can see there are black dots on the corners of the cube, you can drag these to make the cube bigger and smaller, make it medium size. See picture below.
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This is the GDI field, do the same with the Nod field, but now select ‘Tiberium_Field_Nod’ and then click 
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.

You’re done with the Tiberium fields.

Making work the: Powerplants, AGT, Obelisk, Hand and Barracks:

First, why only these buildings first:

To make these buildings work is very easy, but making work the Weapon Factory, Airstrip  and  Refineries is a bit harder.

We start with the PPs:

Go to the treemenu and then go to: Buildings>Powerplant

Move the camera through your map to the GDI PP, select ‘mp_GDI_Power_Plant’ from the library and click on 
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.

A blue small house will appear, drag it into the powerplant, make sure it is hitting the walls, check the picture below:
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You’re done with the GDI PP, do the same with the Nod PP, but now select ‘mp_Nod_Power_Plant’ out of the treemenu.

Do the same with the Hand of Nod and the Barracks, choose the right controllers from the menu, so don’t place the controller ‘mp_Nod_Power_Plant’ into the barracks!

It’s the same with the Obelisk and AGT, but here you have to place them on one spot to make them work. 

-Obelisk: on the top, in the red christal.

-AGT: on the highest point of the AGT, on the roof in the middle.

Making work the Refineries:

We start with the Nod Refinery,

Move your camera through your level to the Nod Refinery.

In the treemenu go to: Buildings>Refinery

Select ‘mp_Nod_Refinery’ out of the treemenu and hit 
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.

A blue small house will appear, place it into the Nodlogo above the door where the Harvester drop it’s Tiberium.
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Then, press Ctrl+P (While still selecting the small blue house).

You are dragging a red car with your mouse right now, place it at the Tiberium Drop-Off hedge.

Like this:
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The Tiberium Refinery on the Nod side is done!

Do the same with the GDI Refinery, but now with the ‘mp_GDI_Refinery’ controller.

The Airstrip and the Weapons Factory:

Follow the pictures how to place the controllers and other things:
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	Place the controller ‘mp_Nod_Airstrip’ here
	Place the controller ‘mp_GDI_War_Factory’ here.


Now press Ctrl+Shift+T so the doors get invisible (only in editor).

Go to the treemenu and go to: object>script zone>cnc and select Vehicle_Construction, and click on 
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. Then drag them like you did with the Tiberium Field. Do the same as the picture below.

NOTE: You don’t need to place different fields, this is one field and work on both sides.
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Waypaths:

In the treemenu go to Waypath.

Select ‘Vehicle Waypath Innate’ and hit 
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.

Now your mousepoint is holding a green thing, click it inside the orange box on the Nod airstrip, now click somewhere outside the orange box near the airstrip.

Hit escape to stop dragging. This is a waypath, the vehicles you buy automaticly follow this path.

You can also make one for flying units.

TIP!: Make a waypath from out the orange box into the green box (tiberium field), the Harvester will follow it and harvest Tiberium automaticly!
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Do the same with the GDI weaponsfactory!

Part 4 (The Purchase Terminals)

Adding Purchase Terminals is very easy. 

In the treemenu go to: Object>Simple>CnC Objects

Let’s start with the whole GDI base, select from the treemenu ‘pct_zone_GDI’ and click 
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.

But hUh?!? I don’t see anything, that’s what I thought the first time, but just click somewhere untill you see the white cube when you select something. Do this careful, this thing is invisible,  if you loose it you place a Purchase Terminal in the middle of the field (.

So it’s wise if you click on the ‘MAKE’ button when you are inside a building.

Use the keyarrows to move the PT carefully on it’s right place. You already see the PTs (if not, press Ctrl+Shift+T), but you have to put an invisible trigger in it.
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Do this on every PT in the GDI base, and in the Nod base place ‘pct_zone_nod’ at every PT.

GOOD LUCK!

This was a Tutorial made by Ecraser, for questions E-mail me on: ecraser@ecraser.nl?subject=tutorial 

Please don’t copy this tutorial or it’s pictures, because I worked hard on it.

You can put it on your website but mention me as the Author.

Thanks and have fun!
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