Texture Editor Manual








1.0) What Is It?


The Texture Editor (TE) is the tool which assigns attributes to textures like roughness, heigh variations and influence factors to the driving physics.





1.1) Tutorial


Load one of the provided textureimages. If a *.tat file exists for the texture image it will be loaded as well. You can select each texture by its name in the scroll box (the image will appear for verification). 


Now just modify any parameter and save the TAT file. Note that when changing height parameters you have to click in the table window on the right to define the areas you want the parameter to take effect within the texture.





1.2) The Texture Window


After loading an image as textures you can rename each single one for easy identification later. the name has no effect on any part of the game. Double click the name to rename a texture. When selecting a texture its image will appear in the middle window for verification. 





1.3) The LOD 4 Color


The "LOD 4 color" is a small rectangle. Here you can change the color the texture will have when it appears very far away in the flat plane. This is sometimes necessary when the object on top of a texture (like the ones under buildings) should be seen instead of the texture is sits upon.





1.4) Automatic Link


"Automatic Link" defines the first texture in a pattern which can be linked automatically by the scenario editor. Note: only the first needs to be checkmarked. In order to link textures like roads and rivers a certain order needs to be maintained. Refer to the sample image for that order.





1.5) Height Parameters


"Height" is a parameter which can change height variations within a texture. "Plain" is no modification, "random1" to "random3" are different scales in randomization to make the landscape less plain. "+1, +2, -1, -2" are relative height modifiers. Each of those height modifiers can be assigned to each 16x16 section of a texture. just select a height modifier and select the square of the texture in the right hand table window. Note that the modifier is written in the lower left corner of each cell of the table.


example: You want a river texture which slightly depresses the river flowing straight through a texture from top to bottom. You want to limit this to the center of the texture. Select -1 and set the center two rows to this height by clicking into each one. Another way would be to set the left and right row to -1 and the center rows to -2 for a more dramatic effect.





1.6) Ground Classes


Below the texture names a selection set of ground classes is visible. Each texture can be assigned to a groundclass. This is neccessary because the AI can't really know what a texture is like. A groundclass tells the AI on the point what each tetxure resembles.


Note: Current Groundclasses are not final, finalization expected when pathfinders are implemented. Groundclasses canbe changed at any time without penalty.





1.7) Sinking & Braking Factor


Each tile can be given a sinking and braking factor. Sinking means how much a tank will sink into the ground (for mud, river and water). Braking factor is a factor to be used in the physic modell of units how difficult it is to traverse the texture. 0 means no modification (street), 15 means high (rocks, deep mud).





