TABuilder 


Version 1.00














A Quick Tour





Firstly, i'll run through some of the features of TABuilder





Coastal Desginer - just draw an outline of a coast


Smooth Minimap


Resource Locater


Object Generation


Undo for Pasting Sections


Save UFO file


Autotiler - makes coastline editing a lot easier


3D Preview 


3D Height Editing


Shows Object Pictures instead of numbers


Flood Fill


Compatible with Annihilator Terrain Archives


Open a map direct from HPI and UFO files


Map Resize


No duplication of tiles posible 


Copying and Pasting of map areas - including height information.


Saving and Loading of copied areas.


Importing of multiple bitmaps onto one map.


Random Tile placement - use a Copied areas as the selection of tiles.


Load and Save objects to/from other maps.


Load and Save Tilesets to/from other maps.


Overlay Height editing - see if your matching it up to the tile.


Multiple Brush Sizes


Map Compression - edit the compression tolerance.


Placing of player starting locations, and editing of key Map information.


Dockable Control Panel.





Some Tips


Adding nodock=1 to the tab.ini file in the windows directory will stop it docking 


When using height overlay try setting the land color to black, when you edit the height of a map with water on it'll be easier to see if the land is above water 





Coastline Designer


To draw a coast you first need to open or create a map and then load in the special autotiler archive called 'Green Planet.aut' via the Load AutoTiler Archive button on the main toolbar.  Click on the 'CO' button to open the


coastline designer, a reduced map should appear on the left hand side.





You need to select a starting section for your coastline, to indicate which side the water/land is on. So scroll through the list until you find one, click on in it and a red box should outline it.





Once this has been done you can click on the draw coastline button and draw a series of lines on the reduced map, double click to finish.  Once you've finished click on the generate coast button and a coastline will be generated for you.





Save UFO


This option allows you to create .UFO files like Cavedog do when they distriubute their maps.  To test the map you just copy it into the cavedog\totala


directory. 








Resource Locater





The resource locater allows you to find objects that may be difficult to find, eg metal.  If you've got a huge map, you don't want be hunting around for a resource.  You can now highlight an type of object, which then appears on the minimap as colored dots.








Autotiler





The autotiler was designed so you can bypass the tricky tile matching process, terrain archives did this to a point but actually placing the sections together was still difficult.  You use the autotiler by first loading in a autotile archive 


(two are including with TABuilder) by clicking on the 





�





button.  Then go to the autotile section using the tabs at the bottom of the main map view.  Click on an area of the map and a list of possible starting


points is show on the right.  The mouse instantly goes to the top of the list


click on one and the section is pasted.  You should now have some red blobs


surrounding the section.  Move the mouse over the red blobs and it shows


you what section(s) it will paste if you click on the blob.  If theres just one section in the list when you click on the blob then it will instantly paste it, however it theres more than 1 it will move the mouse to the list so you can pick one.  Just keep doing this till your finished.  Right Clicking Undos the last section you placed on the autotiler.











Control Panel Functions





Load, Create, Save Map





�





To load a map click on the top icon and select the .tnt file.





To create a map click on the middle icon, enter the information it requests.  


	Note: Only the top line of information is needed to create the map, the reset is used to generate the .ota which Total Annihilation uses.





To save a map click on the bottom icon and select a filename.





Regenerate Minimap, Edit/Load Objects, Load Tiles, Import Bitmap





�





Regenerate minimap - use this if the minimap dosn't look the way  you think it should, TABuilder keeps track of the alterations you do and should automatically update the minimap anyway.





Edit/Load objects - Edit the current objects you have on a map and add or delete them allows you to also select a map from which you want to take some objects from.





Load tiles - Select a map from which you want to take some tiles from.





Import Bitmap - Select a bitmap which will be added to your paste board.








Map Information, Save Objects, Save Tiles





�





Map Information - Brings up a box showing all the information help in .ota file.





Save Objects - Saves all the objects currently loaded into a .tnt file which contains


just objects.





Save Tiles - Saves all the tiles currently loaded into a .tnt file which contains


just tiles.





Load Sections, Save Sections, Clear Sections





�





Load sections - Loads sections of maps which have been previously copied and saved.





Note: I've included a sample sections with this zip.








Save sections - Saves the sections of maps which you currently have in your paste board area.





Clear sections - Clears the paste board.





Compress Map - Select a map to compress.





Paint Brush Size





�


Use the buttons to increase/decrease the size of the paint brush, the brush size is used for all editing be it tile, object or height editing.








Copying and Pasting





This is perhaps the most useful function of TABuilder it will allow you to copy and paste sections from any map to any map regardless of what tileset the destination map is using.  It will also copy the height information for the copied block - but not


the object information.  





To copy an area from an open map first make sure your in Map Editing Mode and then click on the section an Area to Paste Board button on the bottom Right of the map editor.


�





Now move you mouse to the top left point of the area you want to copy and click once, your mouse point should change to a cross.  Move your mouse to the bottom right point and click again.





eg.


�


A small picture of the section you have copied should appear in the top right area of the map editor


�


The red square around the selection indicates this is your currently selected section, as you have only copied one section it automatically selects it.  To change you selection simply click on the alternative.





Importing a Bitmap


�


You can import a bitmap with or without a bitmap as height information.  If you do include a bitmap with height information make sure the bitmap is 1/16 the size of the main bitmap.  eg. if the main bitmap was 3200x3200 pixels the the heigh bitmap would have to be 200x200.  TABuilder can only import .pcx files at present, however most programs save as .pcx including Paint.





Once you have selected your bitmap(s) to import click on import.  When complete the bitmap should be added to your paste board, you can add to the map the same as any other section. 





note: When importing bitmaps make sure that the palette of the bitmap matches Total Annihilations.  I've included 3 files to help you convert the palette, if you've got paintshop pro then just load the palette file 'psptapal.pal' into PSP and use error diffusion dithering.  I've also included a 'mstapal.pal' for other programs, and lastly a 'tapal.pcx' which you can extract the palette out.





Have fun....





David Dunscombe 


March 1998





Mail:


tabuilder@stddd.globalnet.co.uk





Web:


www.users.globalnet.co.uk/~stddd





Thanks go to 





Joe D - for the cool HPIUTIL.DLL which i use to get stuff from the HPI files


	and also for the description of the GAF file format which all the 


	object pictures are located.  Go to his site at





	http://www.jump.net/~joed/ta/index.html





Kinboat + Richie and the rest of Hot Lizard Software - Thanks for ATA format description,


now that TME(cavedogs editor) is due very soon ;), it'll be a good idea that we have some standards in the 3rd party editors and the ATA terrain format is currently the best cut/paste archive format.





Smitt and Blackthorn for some nice ideas and finding all those bugs.





Cavedog - For one cool game....		
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