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Sudden Strike 2 Briefing Editor Manual

1.  The First Step 

The first step to provide a Briefings is that generate to a bit-map file of the map from the Sudden Strike 2 maps & mission editor. 
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In the menu border of the Sudden Strike 2 maps & mission editor?Karte? select then the menu option?Bitmap generate? select. 
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The editor is to be scaled able the picture of the map, as evident in the screen SHOT. The scaling factors are enough from 1:1 to 1:16. The scaling factor for its map one should adapt according to requirements after a first load test in the Briefing editor. 

TIP:

 The map stores it for the Briefing to use wants as * jpg and loads it afterwards into a picture working on program e.g. the photo editor from Microsoft. Change the size of the picture on 779 X 389, are the unit in pixels. Adapt to requirements accordingly. 

2. Get the bitmap for the background
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Background load? select and the desired bit-map file select.
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To the shop the whole should look then in such a way (map 256x256 scaling 1:16) 

Next the individual menus are appropriately presented. But will not determine like you soon are this many. 

3. Die Menüs des Editors

· Das Datei Menü (The file menu)
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Sequenz speichern (Sequence store) ( Hereby you store the animation sequence provided by you. (*.kfs)

Sequenz laden (Sequence load)         ( Hereby load you one of you provided to work on animation sequence. 

Hintergrund laden  (Background load )     ( See above! 

Beenden (Terminate )
( ohne Worte (
· Das Bearbeiten Menü (The Working menu?)
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Form hinzufügen (Add form)( Here can do you from the Sudden the Strike 1 Briefings admitted tanks bombs or airplanes to load. 

These are moved then later by animation over the map. Moving is only possible if a Keyframe were defined (KEYFRAME 0). 
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The two small white circles show to that the tank as momentarily?Aktive form? is selected. Through and hold with the left mouse button can you click size and adjustment change. Through and hold to the left mouse button into the form can you these click move. 
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Form löschen (Delete form) ( only the momentarily?Aktive form deletes. 

Form kopieren (copy) ( copies the momentarily?Aktive form?. Caution! The copied form finds it hardly visible in the upper left corner of the editor window. 

· Das Animation Menü
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Animieren  (animate)  ( The provided courses of motion to run off one behind the other leave. 

Animation stoppen  (stop)   ( Bewegungsablauf beenden.
Keyframe hinzufügen (add keyframe) ( Fügt einer Form ein Keyframe zu

Keyframe löschen (delete keyframe)      ( löscht ein Keyframe 

Keyframe bearbeietn ( A menu opens to works on the Keyframes 

Nächster Keyframe    ( Animation um einen Keyframe weiter schalten

Vorheriger Keyframe (Previous)( Animation um einen Keyframe zurück schalten

Animation rendern     ( Öffnet das Render Menü

Weitere Details siehe Kapitel ‚Keyframes’ und ‚Animation rendern’ dort wird dann auch die Bedeutung der Keyframes erleutert.

· Die Werkzeugleiste
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           1    2    3    4    5    6    7    8    9   10              11

zu 1. Switch between existing forms

zu 2. Add form

zu 3.Delete form

zu 4. . Form copy

zu 5. The line weight of the form can be changed here. VERY MUCH IMPORTANT! 

zu 6. Change colour

zu 7. 1 or 0 indicates alpha factor. 1à form visibly; 0 à form not visibly. This necessarily if the form to last the Briefings flashing is or simply around the form to out or fade in. 

zu 8. Keyframe add

zu 9. Keyframe delete

zu 10. Keyframes work on

zu 11. Animation steer (self-describing) 

4. Keyframes 

Was sind Keyframes ?

Keyframes are several key pictures of a form. All movements of an arrow e.g. are Keyframes of the arrow. On the basis these Keyframes and whose numbers it later identified assigned in the global process and/or. You must each point of movement and/or the object in each place on the map, which can be moved, where it move is as Keyframe durchnummeriert to store. Each form has your own Keyframes with 0 to begin in each case. 

5. Control Of forms

Examples:

· Insert new form

· Keyframe add on select and number assigned (first Keyframe 0). Only then the form can be moved at all! Each new form necessarily over to be moved to be able the Keyframe 0
· Form to the desired place on the map where they induce to appear are and new Keyframe to add
· Now the form piece for piece in small distances move and in each case a Keyframe define and store. 

· The Keyframes should lie extremely close together otherwise the course of motion with the Briefing there is so fast, which does not recognize anybody which it actually suggest wants. Minimum around an object to move approx.. 20-25 Keyframes! Everything else looks like nothing 

Screenshot:
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With the form arrow have you the possibility the movement more comfortably to steer. If you an arrow as form insert appear in the right upper corner a control field with sliding controls. These serve for to the change of geometry as well as length of the arrow. 


The automatic controllers (from above downward) 1 the thickness of the arrow body, automatic controller 2 the size of the head of the arrow, automatic controller 3 steers is the really interesting with this steers it the length of the arrow. If the automatic controller 3 completely right is has the arrow the maximum length (picture above) is it completely left has the arrow the minimum length (picture down). 


In this way can you comfortably the course of the arrow piece for piece change and in each case a Keyframe store. Geometry as well as the adjustment of the arrow are controlled as with the other forms via the small white circles. Automatic controller 4 steers the length of the head of the arrow. Automatic controller 5 the angle of the head of the arrow. Automatic controller 6 serves also the change of the length of the head of the arrow whereby this then also the angle of the length accordingly adapts. 

Unfortunately the other forms cannot be moved in this way. If a tank, a parachute, bombs or a warship want to move you so must you the form with the mouse to the desired places on the map shift and Keyframes store. This can become a very lengthy thing! Around a Briefing to provide is not sufficient a form naturally. Therefore it is to be steered necessarily several forms logically. 

An expiration in addition is described in the following. 

You want that the player at the beginning of your mission an area conquers this is it graphically indicated to get. 

Proceeding by a concrete example: 

The following is to be achieved. At the beginning of the Briefings an arrow at the edge of the map appears, this is on a defense region to then move. It has these reached is it to be faded out, the color of the zone is to be changed and a new arrow is on a second defense region to move. The second arrow has the second region reached is also these the color to change and the arrow is to be faded out. 

Around the example to reconstruct the following forms are necessary: 

2 arrows

2 defense regions  ( in the following with VR shortened 
When the four forms, (in each case Keyframe 0 assigned) then insert first adapt position and size. Afterwards the whole can look then in such a way. 



Switch button

Now on the first VR and these switch a Keyframe assigned (1). To the second VR and also these change a Keyframe assigned (1). Now to the first arrow (long arrow) switch and its course of motion store. The number of used Keyframes hangs from the length those the arrow to have is! Next to the second arrow (small arrow) switch and its course of motion store. Its numbering begins with on the last number of the first arrow the following (Bsp: Last number arrow 1 = 21; first number second arrow = 22) 

Now one only the different Keyframes mixing must. In addition one selects the Button 

 ‚Keyframes bearbeiten’.

The editor presents itself you then as follows: 

D

The four white circle belong to to 2 the arrow over the alpha factor (= 0) are faded out. Now it is somewhat complicated. 

The sliding control in the menu Keyframes shows now the entire operational sequence i.e. all Frames Animation.Die Frames works on in the expiration to arrow the 2 will belong with the lines over and under the automatic controller represented. These are the Keyframes of the form arrow 2 in the global process. In this menu can your also still Keyframes add, delete and completely importantly to move! Now start the animation and before it is terminated to continue and Keyframes work on the menu open. With the sliding control one can accomplish the whole operational sequence piece for piece. 

Now back to the actual production of the Briefings.

The first arrow begins with Frame zero at the edge of map. The arrow has its max. Length has it the Frame number 21, it is then in the center of the first VR. Thus the first VR lasts to the arrow movement remains faded in its second Keyframe (1) pushed on the last Keyframe arrow of the 1 thus on 21. To the first VR switch, Keyframes work on select then the Button a moving select and the editor indicate the following on: 


Now select and with OK ONE confirm those to shifting Keyframes. visibly remains now the VR starts the animation during the arrow movement. 

Naturally still the color of the VR is to change as soon as the arrow it reached. In our case this happens with Frame 21 of the global process. If you however simply the color change and the Keyframe under 21 again do not store it not much success will have. Because the editor changes then slowly, as a function of the length of the arrow movement, the color from red to blue. We must insert thus still another Keyframe for the VR 1. The automatic controller simply to Frame 20 adjust to adding click and a further Keyframe for the form store. So that the form has the automatic controller now starting from Frame 21 of the global process the color blue again on Frame 21 to place, color of the form on blue to change, adding click and the Frame 21 overwrite.

If you now the animation start change VR 1 only then the color if arrow 1 in the VR are however then it are faded out! What do? A new Keyframe must ago! Whereupon respect that the form still selected are and their color further blue. Then again a Keyframe for the form add on the last Frame of the global process. Animation start and see there it functioned, the form remains visible and changes the color. 

Further the problem remains that the second VR after the start of the animation disappears immediately. Thus also on the last Frame of the global process shift the Keyframe 1 of VR 2. Now we worry first times about the second arrow. This was faded in during the previous animations always and has itself also moved, we wants however that it so long is faded out to arrow 1 VR 1 reached and the color of VR 1 on blue is changed. Therefore we add also arrow 2 a new Keyframe. To arrow 2 switch, alpha factor select on 0 place, afterwards Keyframes work on select and an adding on select we select as Keyframe number again the 0. 

You now the animation would start would have you the same effect as with the color change only that the form this time by Frame 0 to 22 slowly one fades in. There we that do not want to need we a further Keyframe. We leave the alpha factor on 0 and push the automatic controller onto Frame 21 select Keyframes work on and select again an adding and store the Frame. You start now the animation arrow 2 only visible if arrow 1 the VR 1 reached. 

Naturally also the color is to change for arrow reached by VR 2 on blue if 2 these. In our example this happens if arrow 2 the Frame 35 reached. Around the color fading in effect to avoid we need 2 a further Keyframe for VR. Switch to VR 2 Keyframes work on, an adding and the Frame under number 34 store. Now place the color of VR 2 on blue Keyframes work on, an adding and the Frame under number 35 store. 

Gratulation euer erstes mini Briefing ist fertig!
Nearly!

Because it runs up to now only in the editor. 

6. Animation Rendern

As the first one selects the point animation Rendern in the menu animation. It presents itself us then the following window. 


As the first one selects the path to un compiled 

Mission.

Bsp.: 

G:\Sudden Strike II\editor\maps.src\map.000\mis.000

Now one can determine still over the points of division of as many parts the Briefing to consist is. 

Some the question will ask themselves now which are points of division? If you in Sudden Strike 2 a campaign start see to her in the Briefing this screen: 


Here can you over the four Buttons individual parts of the Briefing explicitly look at. Over the points of division you indicate determines you starting from which Frame global process an individual part develops. 

In our example one could make the following. 

The 1. Part the 1 begins with Frame 0 (cannot be changed) and goes to 21 i.e. up to the point where. Arrow the first VR reaches. With 2. Point of division then as Anfangsframe 21 enter to e.g.. 35 i.e. to the 2. Arrow the 2. VR reaches. So that the whole runs cleanly as last point of division the 35 enters. 

In the map SOURCE file finds it depending upon number of points of division was used the following files: 

part0.dat, part0.off, part1.dat, part1.off, part2.dat, part2. off, part3.dat, part3. off.

Over the Briefing into your mission to merge must place to it only the mission in the map and mission editor as Singleplayer completely and then can their of you masterpiece admire. 

Conclusion:

I hope I could for you a view of the function mode of the Briefing of editor arrange. Now I can wish you only much fun when tinkering and make me happy on many new missions with Briefing. The background picture as well as the sequence file are attached to the manual. It should be so simpler the described to reconstruct.

Annregungen oder Kritik könnt Ihr hier loswerden: Sudden_Lindbergh@gmx.de
Gruß

Lindbergh

(translated to english by mattyb – sorry my German is not that good, so i may have gotten some wrong!)
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