Pontifex Level Editor Manual





How to make levels:





The first step in starting a new level is to select [New Level] from the main menu.  The next screen lets you choose the size of your level; the size X being the size in the direction that the train travels (the length).  It can be between 16 and 1024, with each unit equal to one square on the non-HD grid.  The size Z is the size in the direction perpendicular to the direction of the train on the ground (the width).  It can be between 8 and 256, but I would recommend leaving it at 8 unless you want to make very wide levels.  Most of the game levels are 128x8.  Now select [Make] to make the level.  First off you should set up the width of the level.  Select [4. Width] on the right side of the screen, then left click on the edit view to move the starting point of the bridge, and right click to move the ending point.  The starting point is shown with a green line, and the ending point is shown with a red line.  Once you've set that up, select [1. Land].  You can now left click on the edit view to move the landscape around.  Try clicking just right of the starting point and then move the mouse in a semi-circle to the ending point of your level.  This should create a chasm for your bridge to be built over.  Holding down Ctrl key while editing the landscape will snap the height of the landscape to the grid.  Now switch to [2. Anchor] to put in some anchor points.  Left click on the edit view to add anchor points, and right click to delete them.  Add anchor points on the starting point and ending point of your level.  Now that you’ve set the anchor points, select [3. Water] to move the water level.  You can do this by left clicking on the edit view, the water level will be moved to where you click.  [5.Height] can be used to change the default height of your bridge, The default height will be used in the Normal mode to determine where to build the deck.  Now that you have the basic level set up, you can switch to the Normal or Complex mode to try and make a bridge for your level.  This will help you find out if it is possible to build a successful bridge on your level and then figure out a budget based on the cost of your bridge.  Once you are satisfied with the level, clear the test bridge, switch back to Level mode, and select [Save As].  In this screen you can choose the file name, the name of your level, the number of cars in the train, the number of passes required, the name of the level designer (You), and you can add a personalized description of your level if you so desire.  Finally, select [Save] to finish saving your level.





Other key points:





Editing levels is like editing bridges in Complex mode.  As long as [Symmetry] is on, the anchor points you place will be placed on both planes of the bridge.  If it is off, you can manually move around the planes by using the R and F keys and place anchor points asymmetrically.





When you're in [1.Land] editing mode you can change the editfrwd and editback values.  This will adjust how far in each z-direction the landscape is edited.  For example, if the value of editfrwd and editback are 1 and 0, respectively, you will edit the height of the landscape on both the editing plane and the next plane forward of the editing plane.  





You can also change the texture of the landscape by right clicking. Keep in mind your editfrwd and editback values, because the texture will only be put on the planes between these values.  The texture field is the number of the texture that will be used,  0 being the grass texture used in the game levels.  You can use your own textures by replacing text002.bmp through text007.bmp in the texture directory and selecting textures 2 through 7 in the editor.  





There is also a [Rail] button, which is used to put in the rail texture.  To place the texture, change the editfrwd and editback values to 1 and 0 respectively, and make sure that your editing plane is in the middle of your level.  Now when you select [Rail], you will notice that when you change the texture, the rail will be superimposed over the texture.  The rail will not affect game-play in any way, but it certainly makes your levels look cooler.





We know this is a lot to grasp, but we have confidence that with a little practice, you’ll get the hang of it.  


