1. Play with the Bot-Maps:
I had to change a lot of things in the TV-Classes, but to keep the original game clean for online playing I have made custom classes in my BaseBotsSTS.pkg.

1.1 Copy the files into your \Tribes Vengeance folder

To play with the bots on my maps you only need to install the TRIBESai mod:

Download the mod and unzip it into into your Tribes folder eg: C:\Games\TribesVengeance\

Download the map you want and unzip it also into your Tribes folder

2. To add Bots to a map:

The best way to make a map with bots is to use my MP-TemplateBots map.

In this map you can find the AI-Configuration-Console, a set of 15 Bots per team, the AISquads, all the scripts, airborneNodes, etc.

Information: Team 01 (Imperial setup at the moment), Team 02 – (BloodEagle at the moment)
- Open the map you want to make bot-enabled, open the actors browser, select all actors use the copy-function.

- Open my MP-TemplateBots.tvm and paste all your actors in the map

- Built all

Inventory Stations:

- Add new Inventories: Inventory stations (cant be copied – so you have to add new)
AI-SpawnPoints

Check the AI-Spawnpoints and define the teams for each spawnpoint

Change the team-armor eg: BaseBotsSTS.SpammerHI means an heavy imperial spammer

BaseBotsSTS.DuelistMP means an medium Phoenix duelist

-Change Scripts:

Vehicles:

Enable/disable the VehicleSpawnScript that you want to have on your map eg: 01Pod1SpawnScript is the script that spawn the Pod1 of the team 01 and define the location where the vehicle should spawn (x,y,z).

You have also to set the team of the Vehicle in the script.
Delete the team and ownerbase of all vehicleSpawnPoints to deactivate them because the script sqawns the vehicle and not the spawnpoint – the spawnpoint should only be the place.
FlagGrabbers:

The script for the FlagGrabbers work like this: if the enemies flag is picked up the script “asks” all FlagGrabber of your team (there are 3): Do you have the flag?

If “yes” the flagGrabber gets a new goal to bring the flag home

All you have to do is to check the script and maybe change the flag-type
Have a look on the scripts of Team01 and team02 and you will understand what I mean
- Pathing:

So now we need the pathing for the bots.

Open the level properties and set the pathing=true

Then use the 2 builting path functions and you can see the red path on the map. To complete the network you have to set outdoor and indoor nodes and rebuild the path
Make also road nodes = placesOutdoorNodes with the property road=true, they are needed for the ground vehicles.
Make airborne nodes for the flying vehicles

- AISpawnPoints:

Change the position of the spawnpoints as you want but make sure, that there is a path so that the bots can go away

Important Nodes:

For bot offence:

There are defines AttackNodes on the map to tell the bot where to go and attack
Team 01 (for Team 02 chance the prefix 01 to 02)
Outside near Team02 base:

01AttackNode1

01AttackNode2
01AttackNode3

01AttackNode4
(not linked atm)
01AttackNode5
(not linked atm)
01AttackNode6
(not linked atm)
01AttackNode7
(near enemies generator=02Gen1 to attack)

For bot defence:

Near Team01 FlagStand:

01FlagNode 
(on Flag exactly)

01DefendNode1 
(beside flagstand)

01DefendNode2
(beside flagstand other side)

01DefendNode3
(beside flagstand)

01DefendNode4
(beside flagstand)

For repair goals:

Near items to repair:

01RepSens1Node
01RepSens1Node
01RepTurret1Node
01RepTurret2Node
For vehicle air offence:

01AttackAirborneNode1

01AttackAirborneNode2

01AttackAirborneNode3

01AttackAirborneNode4

01AttackAirborneNode5

01AttackAirborneNode6

For vehicle ground offence:

Set the property “road=true” to create an road-path

01AttackGroundNode1

01AttackGroundNode2

01AttackGroundNode3

01AttackGroundNode4

01AttackGroundNode5

add also placedOutdoorNodes with the “road=true” setting to define the useable roads for the vehicles

Important items that have to be renamed:
Team01:

01Flag

01FlagStand

01Gen1

01Sens1

01Turret1

01Turret2

Team02:

02Flag

02FlagStand

02Gen1

02Sens1

02Turret1

02Turret2

Edit Goals of the Turrets:
After renaming the Turrets to 01Turret1, 01Turret2, 02Turret1, 02Turret1 you have to add a goal

to each turret.

Open properties and go to AI

Add the goal GunnerGuardGoal and define Target=All
That’s it
You have to do a lot of testing about the pathing – there are problems for the bots if you have a path from an building to the terrain – test test test test – and make new/better pathes
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