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1. Provide a new Mod
In order to be able to provide own missions, first a new "Mod" must be provided. This happens in the editor under the menu option "Modifications". Here one selects "Create a new mod...” in order to put on a new Mod.

[image: image1.wmf]
Fig. 0

All changes, which are made in this Mod, are to be found later automatically in the Mod listing under "Mods", defined now. The name of the Mod is entered in the following window. Now the Mod must be only loaded.
2. Work on from 3D-Objects
In Emergency 4 all model data of the objects, houses, persons and vehicles in binary form are stored. This causes that as soon as one would like to work on models the respective "v3o" - model file with the function "Unpack file..." (See Abb. 0) into the ASCII format unpacked will must. In the following dialogue those must file which can be unpacked will indicate. The unpacked file lies thereafter in the same listing and possesses the same file name.
Subsequently, the file can be worked on with a text editor.
After editing the ASCII file must be converted again into the binary form. For this the function "luggage file is used..." in the Modifications menu. In opening the dialogue the file, which can be packed, must be indicated. The packed file is again in the same listing with same file name.
3. Terrain Edit

3.1. Soil textures adjust

It consists both the possibility of importing particularly provided soil textures into the editor and the possibility of using prefabricated soil textures of the play missions.
3.1.1. Prefabricated soil texture load
Under "Edit/terrain" (function key F2) prefabricated soil textures can how
Follows to be loaded:
- Floor / Load texture (s. Abb. 1.1.1)

- Right: Double-click on maps
- Links: e.g.. "m01.eft" mark
- On OK ONE click
[image: image2.wmf]
Fig. 1.1.1

3.1.2. Own: soil texture provide
In order a user-defined soil texture, which one provided best with the help of a photo working on program to be able to import into the editor the following conventions must be kept:
- The extents of the provided texture must have a multiple of 512 pixels in the width and in the height old to become:
- The texture must be present in the un-compressed TGA format (24Bit)
- The texture may not be larger than 8192 x 8192 pixels
- Yardstick: A meter corresponds 12.5 pixels. Therefore the maximum size a map is 655,36m².
- Provided soil texture can be imported as follows in the "Edit/terrain" - mode (function key F2):
- Floor -> Import texture

- Right: Listing, in which the TGA texture selects (e.g. "map" is)
- Left: TGA file, e.g.. "Mark example.tga",
- On OK ONE click (s. fig. 1.1.2a)
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Fig. 1.1.2a
· Listing and file name of the converted EFT file (EFT = EMERGENCY Floor Texture) select, e.g.. To "click map/test" 

- On OK ONE (s. Fig. 1.1.2b)
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Fig. 1.1.2b

The file is now put down under "Maps/test.eft". The imported texture is always tiled in the editor for technical reasons

Represented and centrically in the surface the available the map centers.

3.2. Heights in the terrain edit
One can paint the heights of courses on the map as black-and-white elevator picture as in a picture working on program in the "Edit/Terrain" mode (function key F2) on the soil. Under "Edit/show height map" one can be able to be indicated the results on an elevator map. The screen opinion (function key F11) is helpful for the more exact representation of the differences in height (s. Fig. 1,2).
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Fig. 1.2

3.2.1. Terrain-Brushes

With the terrain Brushes (s. Fig. 1.2.1) one can paint heights of courses with pressed left mouse button held on the terrain. One paints heights with the Button "Raise" and with the Button "Lower" the depths. With the function "set" can be set with pressed left mouse button held the height, which one paints on the terrain, to a completely determined value; with the right mouse button the current elevator value can be queried. The function "soft one" is comparable with a soft draughtsman: Thus one can smooth edges. The strength and size of the Brushes can be stopped in the terrain window for all four functions.

[image: image6.wmf]
Fig. 1.2.1

3.2.2. Masks provide
With the "Edit Masks" mode masks can be provided, in order to exclude certain ranges from the elevator editing (s. Fig. 1.2.2). If a new mask were provided and defined, the "Edit Masks" mode must be deactivated only again, in order to be able to continue with the elevator editing.
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Fit. 1.2.2

4. Scene edits
In the "Scene" mode (function key F1) will all objects (and/or prototypes), which in the scene are platziert can, to be represented and their basic characteristics and instance characteristics to be edited. Renewed pressing of the F1-Taste hides the appearing prototype window again. Note: Only in the "Scene" mode copying and inserting (Copy & paste) are also "+ C" and "Strg + p" possible for Strg (s.  Fig. 2.2b).
4.1. General information:

Selecting objects and the movements of the camera function to equivalent to the play. Additionally to the normal player opinion there is the "Free fly cam" mode. The "break" - key of the keyboard activates and/or deactivates this. With the arrow keys of the keyboard and the mouse one can move there freely in the area. With the left mouse button objects are selected, platziert or shifted. The key "alto" in combination with the left mouse button shifts the object in the scene (depending upon in prototypes stopped "Placement" method) also in the ZAchse upward or down. The right mouse button rotates the objects around the Z-axis. In combination with the switching or control key can be rotated the object also along the world axles X and Y.
4.2. Prototype

So-called "prototype Objects," Vehicles are "," person "and" Houses "and the moreover one into different" Groups "divided" into the classes ". In a prototype all relevant attitudes and characteristics, which an object/a car/a person/a house can have, are pre-defined. Each prototype, which is platziert into the scene, has automatically these pre-defined characteristics. These can be changed with the Button "Edit" (s. Fig. 2.2a) or an identical clone (with the Button "clone") can be put on, with which one can amend then the attitudes, without changing the original prototypes. If an attitude is changed here, then the pertinent prototypes file changes (in the listing of prototype). Attention, which is prototype attitudes all map-independently and should therefore only with extreme caution are edited!
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Fig. 2.2a

Some these characteristics can be overwritten however also by the "Properties" in the border at the lower edge of the screen (s. Fig. 2.2b). These then exclusively apply to the selected/edited object in the scene as instance characteristic. These instance characteristics are stored (contrary to the prototype characteristics) also in the map. Some of it can be activated even exclusively in the instances (e.g. person paths; s. 7. paths).
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Fig. 2.2b

4.2.1. Physics editing
The Button "Edit/Edit Physics" leads to the "Physics editor” that serves to stop physics geometry of the prototypes. Edited geometry is used for physics, if the hook is activated with "Always use physics geometry". If this is deactivated, the Mesh structure of the object is used (s. Fig. 2.2.1). Physics geometry is likewise used for the Route finder (with cars and persons to be moved) as blockade object, if the hook with "rout collision" is activated. SHIFTS, Strg, alto and space in combination with the left and right mouse button simplify direct editing in the preview window.
[image: image10.wmf]
Fig. 2.2.1

4.2.2. Children editing
Each prototypes can be attached additional objects (Children), which can be switched on or off in the instance characteristics also separately. The Children serves exclusively to produce optical modifications e.g. from a building to without having to provide equal completely new Model and/or completely new prototypes. The Button "Edit/Edit Children" leads to this Children editor. Open houses (in the play: accessible buildings with interior arrangement) and Vehicles (in the play: all vehicles) possess extended Children editors for doors, wheels, Jump pads, roofs, house mechanism etc.
4.2.3. Fire object editing
Each prototype, which is to burn to be able, has its own fire editing. This is to be found under "Edit/Edit Fire Objects". Here material, fire marks and fire effects of the prototypes can be edited (s. Fig. 2.2.3). Pressed the right mouse button held changes the radiation radius (range of the energy radiation), shift key + right mouse button the core of the fire (the core burns hottest). "Small Effects" are represented with beginning of fire, "the stage fully burning Large Effects" in.
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Fig. 2.2.3

4.2.4. Light editing
"Edit/Edit Lights" can be assigned to each prototype in form, color, and intensity etc. different lights with the function, which can be in or switched off in the instance characteristics separately.
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4.3. Hide/Show-Function
With the Hide/show-Function on the left of down at the edge of screen most diverse additional information or object categories can be indicated and/or hidden additionally (s. Fig. 2.3).
[image: image14.wmf]
Fig. 2.3
5. DetailPolygon

Into the "DetailPolygon" mode (function key SHIFT key + F4) different rank OF the terrain with additional textures CAN occupied, which acres very many more detailierter, as those OF the normally terrain of textures (s. Fig. 3). Thesis detailed textures May overlap RK wants. Textures even provided for this May possess alpha channels (ton rule it itself into the listings "Textures\Detailpoly \"). It gives the following mode modes:
-The mode "dazzle" sets the selected texture with a simple alpha process (Border) on the terrain texture
-The mode "Modulate" darkens the terrain texture with the selected texture
- The mode "detail" darkens all color worth fewer than 127 and lightens all over 127.
Closed polygon describes always a surface (type "Closed"), open always a line path (type "open").
[image: image15.wmf]
Fig. 3

6. Decals

Decals are textures which planar on the terrain to be platziert. Since they can possess a higher picture resolution than the soil texture, they are suitable particularly well for the representation of road, markings, road intakes or pit cover and make themselves further graphic elaboration for the map possible. The Decals dialogue shows the Decal textures the available in the right list to (s. illustration 4) the left list indicates the Decals already loaded. The texture selected in the dialogue can be loaded then on the terrain. Already in the map existing Decals can be selected by clicking with the left mouse button (red dyed). With the left mouse button the selected Decal texture is movable and rotate with the right mouse button. A size scaling is possible over the "Width" - and "Height" values. The creation of own Decal textures is possible, in addition those, in as dds format stored files, must be copied into the sub list "\textures\decals \" the Emergency 4 of Mod listing. In this listing as many as desired files can be put on.
[image: image16.wmf]
Fig. 4
7. Paths
Paths (function key F7) are usually used for moving civilians and civil vehicles. Those in the Scene mode (s.2. scene edit) set passenger and car can under "Properties" (s. fig. 2.2b)/"Edit Traits" (s. Fig. 5a) a standard path already edited assigned get.
[image: image17.png]Hlocked
Usable
isFlesing

x visible
[ Portable

Rolet Civiian v
Function:
7 Normal

) Gazer
) Hostage
7 Taxuser
) Bus user

Traits Editor

Standard Pathi person Central +

ez

Escapz Pathi | none -

Equpment:

Nore -

et [ 100

e

e [ioo[]

Resson -
= |

lood pudde

Iy e rain: (<] 2.00
Contam e rain: <] 2.00
MeccateLfe Gain: (<] 10.00

Contamination
) atoric
| Eiolagical
| Chemical

Resitonce
Type | vaue |
Firo
shot 00
Energy (s
Dowring 00
ot —

3

Message Pool
_Noe.
2 Default pocl

) Custom poal

»

e ) |

Cancel





Fig. 5b

If the path is of type "forward" or "Backward", then the person runs and/or drives off the car the defined path and at the end of the path is deleted. If it is posed on "loop" or "Ping-Pong", then it goes all the time in a circle and or back and forth: (s. Fig. 5b). A normal speed for persons lies between 1,7 and 2,0. The speed for cars should lie between 6 and 9. The paths are always run off/driven off on the right side (blue line).
[image: image18.wmf]
Abb. 5b
8. Roads
The road editing in the "Streets" mode (function key shift key + F7) is necessary for the Route finder of the employment vehicles. Everywhere, where vehicles are to be able to use roads, a road must be edited. The roads must always devote a coherent road system 

(s. Fig. 6). One drives, as always with the paths, on the right side (blue lines).
[image: image19.wmf]
Fig. 6

9. Spawn scores
There Spawn scores (function key F9) is to set persons or cars with an adjusted interval on paths. The person or auto’s groups can be arranged per Spawn score and provided with probabilities (s. Fig. 7).
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Fig. 7

10. Map characteristics
Into the "map of properties" (function key shift key + F9) can be specified lighting effect, weather effects and camera initial position. In addition different attitudes essential for a map are made here, which are now described in the following one (s. Fig. 8).
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Fig. 8

10.1. In and points of exit
Under "Edit Entries/Exits" the in and points of exit of land air and vessels are set (s. Fig. 8).
10.2. Level borders
With the Button "Edit Boundaries" are set the level borders (s. Fig. 8). One can activate and deactivate these with "Map/Cam bounds" in the function border at the lower edge of screen for trying the borders out.
10.3. Starting map
Under "Edit In game map" must be edited all executable journeys of the starting map (s. Fig. 8).
10.4. Mission evaluation/budget u.ae.
The Button "Edit scoring table" opens a table, in which the evaluation of the mission can be edited.
10.5. Camera positions
The camera positions receptacle under "Camera locations" are needed exclusively for descriptive Cut scenes.
11. Water
In the "Liquid" mode (function key F4) waters are platziert, which can look also different depending upon selected Shader Effect. It is possible to provide waters with a bevel. If a river or a lake will drive on in addition, with boats to be able is, waters should be always flat and with virtual objects (see fig. 10), which are posed on "Shallow Water" or "Deep Water",
Provided its.
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Fig. 9

12. Virtual objects
Virtual objects (function key F5) should be edited everywhere there in the map, where ranges only for selected mobile prototypes (vehicles, persons, animals, ships o.ae.) to be accessible are. For each mobile prototype by its terrain characteristics one specifies, on which ranges it may to be moved itself as fast - or evenly also not (S.A. "Specs\terrain.xml"). It should be separated always strictly between water and country. Virtual objects can be put without problems one above the other. Here always priority has closed terrain characteristics. In with "Leave TRACK" characterized areas (s. Fig. 10) to persons and vehicles traces are left. The attitude "Snow Effects" is among other things necessary for the rescue dog. Virtual objects should never lead crosswise by the map, but at the soil lattice after surfaces optimized to be always aligned.
[image: image23.wmf]
Fig. 10

13. Stand-offs
"Waiting POINTS." (Function key Shift key +F3) are used exclusively by "civilians" set on paths (s. 4.). Only exception is the function type "TFMB Landing stage" and "FMB Landing stage". Probability, duration, size, kind and line of sight of the waiting zone can be specially stopped. If the standoff is not on one point of path, the persons hold on the nearest point of path. The left mouse button specifies the position, alto + left mouse button the height, the right mouse button specifies the size of the zone and Strg + right mouse button the direction. Depending upon adjusted function type also a greener circle is visible, which can be changed with shift key + right mouse button in the size.
[image: image24.wmf]
Fig. 11

13.1. Function type "(T) FMB Land stage"
The green circle of this function type specifies the click able range of the TFMB (transport vehicle fire motorboat) and FMB (fire motorboat) on the land and/or water range. The center of the putting on range is exact in the optimal case between water and country. It should show a radius of approx. with the arrow to the water and. 350 have.
[image: image25.wmf]
Fig. 11.1

14. Points of bridge installation
The "Bridge Install POINTS" (function key Umschalttaste+F6) indicates, at which positions the FRGB can install a bridge.
[image: image26.wmf]
Fig. 12

15. Critical points
The "Stopping POINTS" (function key Umschalttaste+F8) is exclusively intended for penalty, taxi and cars holding. In the instance characteristics under "Traits" as "bus user" or a "taxi user" characterized person’s can in or step out here into the vehicles. The "triggers AREA" it should be always so edited that the vehicle paths drive by it through.
[image: image27.wmf]
Fig. 13
16. Sound of background
The "Ambient Polygons" (function key Umschalttaste+F5) specifies, within which defined range, which sound of background, is played.
17. Trigger

"Exclusively trigger" (function key F3) are used in order to release script-steered events. With the left mouse button know, depending upon selected Button in the window "polygon", which is added, moved or deleted points for the trigger range (s. Abb. 15).
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Fig. 15

18. Additional fire objects
Under "Burning Objects" (function key F6) can be set additional fire objects into the map. If in prototypes at the objects of edited fire objects are not sufficient e.g., in order to generate a desired fire process, one can affect the process with these freely platzierbaren fire objects of fires. (s. Illustration 16)
[image: image29.wmf]
Fig. 16

19. Mission conditions
Under "Edit/Mission conditions" can be stopped the following values, which can be positive or negative abort criteria of the mission: (s. illustration 17.)
Name (Script/Editor) Description
Objects = Objects

Persons = Persons Altogether

Civils = Civilians
Squads = Task forces
Drowning = Drowning one
Gangsters = Gangster

Animals = Animals
Vehicles = Vehicles
Squad Vehicles = Employment vehicles
Houses = Houses
Burning Houses = Burning houses
Burnt Houses = Burned down houses
Burning Objects = Burning objects
Burnt Objects = Burned down objects
Burnt Vehicles = Exploded vehicles
Injured Civils = Hurt civilians in Level

Injured Squads = Hurt task forces in Level

Injured Gangsters = Hurt gangster in Level

Injured Persons = Hurt persons altogether in Level

Dead Civils = Dead civilians in Level

Dead Squads = Dead task forces in Level

Dead Gangsters = Dead gangsters in Level

Dead Animals = Dead animals in Level

Dead Persons = Dead persons altogether in Level

Contaminated Civils = Contaminated civilians
Contaminated Squads = Contaminated task forces
Contaminated Animals = Contaminated animals
Contaminated Gangsters = Contaminated gangster
Contaminated Persons = Contaminated persons altogether
Squad deaths = Died task forces altogether
Civil deaths = Died civilians altogether
Animal deaths = Died animals altogether
Gangster deaths = Died gangsters altogether
Person deaths = Died persons altogether
Squad injuries = Hurt task forces altogether
Civil injuries = Hurt civilians altogether
Animal injuries = Hurt animals altogether
Gangster injuries = Hurt gangster altogether
Person injuries = Hurt persons altogether
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Fig.17

20. Materials
Under "Edit"/"material" can the characteristics of the materials, which can to be assigned to each fire object and have (without a material no object will ever burn!), are edited. The following parameters are available:
- Name: Name of the material
- Combustion: Worth, which indicates, how much energy receives a material, before it catches fire. The more highly the Combustion, will catch fire the later an object, which possesses this material.
- Burn Time: Average fire duration in seconds. The fire duration can vary, according to whether e.g. the burning object is fired at in the meantime with fire fighting water or not.
- MaxTemp: Maximum temperature, which can achieve the burning object
- Charge Time: Time in seconds, until an object, which began to burn achieves its maximum temperature.
- Cooling: Objects, which possess a Cooling value more largely zero, cooling around this value, if it (Brand) Energy from the outside received. Example: A building stands directly beside small shrubs. The shrubs burn, however not enough energy produces, in order to let the building in flames come up - the Combustion of the building is too high. The building receives energy nevertheless. Now if the shrubs hear to burn on, the building receives thus no more energy, then it cools, if its fire objects with a material are edited, which possesses a Cooling value more largely zero, automatically again off. An object, whose material possesses a Cooling value of zero, does not cool however automatically, it down "stores" the energy already received.
- Resistance: Energy resistance. If an object possesses e.g. a material with a Resistance of 100, and burns beside it an object, which radiates "only" a temperature of 90, then the object is not at all affected with the 100-Resistenz of it - it is resistant.
- Blast Force: Explosion strength/pressure wave. If the value 0 is larger as it the strength working with the explosion is indicated. Here usual values lie between 30 for a simply burning article and 10000 for a bomb explosion.
- Blast Radius: Explosion radius. If the value 0 is larger as this value the efficiency range of the explosion in map units is indicated. The explosion radius decreases within this range from the explosion center exponentially. This value lies usually between 250 units for small explosions and 2500 units for heavy explosions.
- Explode: This control box activated can make the object explode. It exploded as soon as the adjusted Combustion worth is reached. If the control box is deactivated, the object catches to burn on, after the Combustion worth is reached.
21. Shop and memory of maps
In the upper menu border is under "maps" (s. Abb. 19) both shop and storing maps. When storing all map-specific data, it’s stored in an e4m-Datei (EMERGENCY4-Map). Here also the reference to the soil texture with is stored, not however the texture (s. A. 3. Terrain edit).
[image: image31.wmf]
Fig. 19

22. Radar map provide
One needs:

- Screen SHOT from the editor
- Picture working on program
The Screenshots is made as follows:

1. Editor start
2. Map load
3. Hide/show (left down):
- Everything on "Hide." place (except F1, F4 and Ceilings)
- Light out make (down center) with "Lights off"
4. "Shift" + "Enter" to place (in order the time on 12h)
5. Edit - "map Properties" - Light Texture: "Timegradient.tga" adjust, which place "Object Shadow Intensity" on 20 and the "terrain Shadow Intensity" on 40.
Click to OK ONE.
6. The console (function key F10) open, to "set r_clipfar for 99999" enter and with the input key confirm. Console with F10 again close.
7. "Break" press over into the Free fly cam mode to arrive and the camera into the correct position bring (the far over map)
8. Make for screen SHOT (with pressure/print key)
9. Insert in picture working on program screen SHOT
10. In the editor with "break" again out of the Free fly mode out-go
11. The CONSOLE (function key F10), enters "set opens r_clipfar for 32000" and confirm with the input key. Console with F10 again close.
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In the picture working on program:

First the screen SHOT in the size must be adapted. The texture should be downscaled with the maximum extents of either 210 pixels in the width or 150 pixels in the height (proportions to have thereby to be maintained). Now the filter "sharpness" is applied to it. Afterwards the work surface of the picture (with the background colour black 0/0/0) must be determined at 210 x 150 with the anchor in the center. Black strips at the edges develop horizontal or vertically. The work surface of the picture must be increased now again, on 256 x of 256 pixels with the anchor left above. The picture is stored now in the DDS format without MIPmaps and put down into the listing of the pertinent E4M-Datei. The file name should be just as designated as the map name.
FURTHER ASSISTANCE TO THE EDITOR FINDING IT IN OUR FORUM!

http://www.emergency4.de

Much fun with the Modding!
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