Monster Properties // Desert Fox 
	Introduction


Have you ever seen one of those levels people make where there is a Skaarj guarding the sheild belt or something? Ever wonder how people do that? If you know how to do that, have you ever wanted the monsters in your level to be different thatn the ones the game comes with? Have you ever wanted to add ambient life; such as small fish to a lake in your level? Search no further! You have found the answer right here. I assume that you know how to use the editor and the classes browser. If you don't you should probably read the tutorial "A First Room (for dummies)". 

How to add monsters to your level


First, you have to know how to add monsters to your level in the first place. Boot up the editor and subtract a cube that is something like 2000x2000x2000. Yes, you are going to need that much room for this entire tutorial, but don't think this is going to be the longest tutorial in the world! You'll see why you need that much room in the "Monster Properties" section. 

Now, to add monsters to your level, open up the classes browser and expand these directories (don't add anything yet, just expand the heirarchies): Actor-> Pawn-> ScriptedPawn. 
You will notice the names of many mosters from Unreal 1 listed here. Skaarj, Titan, Brute, Slith, etc. Yes, you can add these to your level. Doing so can improve challenge in a level. I think (if it applies to your level) adding a Mercenary Elite to your assault level is better than adding one of those stupid automated guns that cannot be killed, but it dosn't always apply to the level. Anyway. For now, expand the "Skaarj" heirarchy, then expand the "Skaarj Waarior" one, and select "Skaarj Berserker". Add one of these in the middle of your room. A Skaarj will appear. You will be happy, I will be happy, and the Skaarj will be happy when it kills you in the level. Now that you know how to add monsters, lets go on to the monster properties section! 

Monster Properties



I'm going to start with some really basic stuff that involves no more than changing a few values, then I'm going to go to some more advanced stuff that is annoying to do, but pays off in gameplay. So here we go! 

Open the SKaarj Berserker's advanced properties. I'm first going to show you how to do an effect that you have no doubt seen if you have ever played with the "fatboy" mutator. It is very easy to do within the editor, so it is a good thing to start out with. Once in the advanced props, expand the "Display" catagory. Under this catagory is a tag called "Fatness". Click on it and a little slide appears which you can set the value with. Drag the slide all the way to the end, and you will notice you're Skaarj change in the 3D view. The result: 
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A very fat Skaarj. You can play around with the slide to your liking, seeing as how the incredibly fat skaarj we have here looks poor for gameplay. Encase you are wondering, the standard fatness value for a normal person is 128. In the case of the Skaarj Berserker, it is 150 for some reason. So set it back to 150, because we don't need the skaarj to be incredibly fat for this next part...
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Now, we move on to an equally easy thing to do, but it can be slightly useful, in some cases...probably. Well, maybe not, but you should know it anyway! If you wish to make scenery that looks larger than normal, or even just make the icons of your lights look larger, you should read this because it can be applied to everything. 

Open up your Skaarj's advanced props again, and go back under display. There is another thing under the display menu called "DrawScale". This can be used to make things larger than they actually are. When you resize the drawscale of something, it dosn't just change how large it looks, but it also automatically resizes the bounding box, which means your monster wont clip through your maps geometry. If you understood anything I just said, my hat goes off to you, but if you know what I mean, it can be a pain. 

Lets set the drawscale to 3.00000 in this example. When you set it, your Skaarj will become larger in the 3D view, but it will also be half-in half-outside your room. Just move it using one of the 2D views to that the bottoms of it's feet are touching the bottom of the brush. This can get annoying to do every time you reize something, but unless you want it to look like crap, and not be able to move out of the position it is already in, you should do this. In the picture to your left, I have put an un-textured player model in front of the Skaarj so you can get an idea of how much it resizes the model. 
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Now, when you resize a Monster DrawScale 5.000000 as I have done in the picture to the left, it will not look right when it moves because it will seem to move at 1/5 the speed it normally moves at. So, we need to open the "Movement" heirarchy in the advanced props, and multiply all the values relevant to movement speed by 5. I have circled them in the picture, and have them written below: 

AccelRate -- So that it speeds up at the correct rate 
AirSpeed -- So that it moves faster when jumping/falling 
Ground Speed -- Duh, so it runs faster 
JumpZ -- It can jump correctly in proportion to its height. I.E. It can jump more than 2 feet off the ground :) 
Mass -- This makes it so that it makes the ground shake when it falls and dies, thats all I can figure out that mass dose though 
WaterSpeed -- Duh, it moves faster in the water. 
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While we are in the area of Display properties, I would like to adress that you can also change the skins of things in the editor. To demonstrate this, I went to the "Skin" tag under the display menu, found a random texture from the texture toolbar, and hit the "use" button next to the input field for the Skin tag. The result, Skaarj turnes grey, and we are done with the Monster Properties section of this tutorial! 

Triggering Monsters


Usually, when you get close enough to a monster or make a sound near it, it will trigger it. But, say you don't think the player will make a sound when they walk by the monster, or the player will never come close enough to it for it to be triggered. Simple answer, use triggers! 
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Say I want this Skaarj (who, as you will notice has it's back turned, so that it won't be set off by sight of the player) to turn and attack the player when the player walks outside of this protective wall. Simple trick that everybody should know. Use a trigger to trigger the Skaarj. 
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Just put a trigger right where you want the Skaarj to be triggered from, and set the trigger's "Event" tag to "SkaarjBerserker", or whatever the tag name of the enemy you have in your map.
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When you set up this trigger, in the 2D views, you should see a line going from your trigger to anything with the tag name "SkaarjBerserker", in this case, it goes to our skaarj. The result: 
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Well, you can figure that out for your self :) Now, we are done with the section on triggering monsters. 

Making Monsters move around

Say you want a monster to walk around in your level, rather than just stand there. This is how...
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First you must set up a network of patrol points. To add patrol points to your level, open up the classes browser, and open the "NavigationPoint" heirarchy. Under this, you will find "PatrolPoint". In this picture, I just made them go in a circle. Now, that's not all, we need to assign the Skaarj to these particular patrol points. We must edit some properties in each patrol point, and in the Skaarj. 
Right click on the first point you want your Skaarj to walk to. Open its advanced props, and open the "PatrolPoint" heirarchy. There is a tag name there called "NextPoint", this should be self explanitory, you put the tag name (the one under the "events" heirarchy) of the next patrol point in this circuit. So, we will need to change the tag name of each patrol point. So make the tag of the first patrol point 1, the next one, 2, the next one 3, and so on. Very origional names here! Now, just set the "NextPoint" tag to the name of the next patrol point. Now, you have to do one two more things before this will work. 

Open the SKaarj's advanced props, open the "Orders" heirarchy. There are two tags here you must change. "Orders" and "OrderTag". Change the "Orders" to (without the quotes) "Patroling". Mind the singular L in "Patroling", otherwise it won't work. Set order tag to the tag name of your first patrol point. Now, there is one more thing to do. 
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Since the patrol points you added are from the NavigationPoint heirarchy, you must do what is called a paths define for them to work. Hit F8 to open the rebuilder. Go under the lighting section and hit the button near the bottom that says "Paths Define". This should only take a second if you have not added any more paths besides the patrol points to your level. In fact, it should take seemingly no time at all. You can check to make sure if your paths were defined my opening the "View" menu in the 3D view, and selecting "Show Paths". If you have no menu bar at the top of your 3D view, click on the upside down triangle in the upper left hand corner of it. All your patrol points should be connected by a Blue Line. If the line is red, it dosn't matter, your Skaarj will still take the same path. If the lines do not connect in a linear path (I.E. one pathnode might connect to two other pathnodes rather than just the next one in the patrol path) it won't make a difference either, the Skaarj will only walk along the path you set in the PatrolPoint props. Rebuild your level and test out your moving Skaarj. Just be careful not to trigger him off, or he attack you :) 

Adding ambient life

This is how you add ambient life to your level such as flies and small fish.

Adding flies, and or fish is EASY. It's just the same as adding a normal enemy to your level, only you have to open a different directory. Open "Pawn-> FlockMasterPawn" and add a "BiterFishSchool" which only works underwater, or a "HorseFlySwarm" which is best on land. A normal "HorseFlySwarm" will follow a player, but a "DeadBodySwarm" (It can be found by expanding "HorseFlySwarm") will stay right where it is. There are other kinds of ambient life you can add that don't come in "Flocks" as the name FlockMasterPawn suggests. 

Open the directory "Pawn-> FlockPawn" (Not "FlockMasterPawn"!) and you will see a few things which you can add. The main things there are "NaliRabbit", and "Bird1", everything else that is there will not work when you put it in the level. Birds, I suggest you add high in the sky, or inside the skybox even if you want. Nali rabbits, you can put wherever you want, although, I havn't seen them very widely used in UT levels. And, that ends my section on Ambient Life! 

Congradulations. You now know how to do just about everything useful involving pawns in the game. Now go make some levels! 


