The Delicate Art of Teaming Actors, “Spawn Sphere”, and Other Knick-Knacks
A Tutorial Joint by Cinderkarst
This tutorial assumes that you have a basic understanding of the editor and how to use all the basic menus and brushes. In other words, I will not tell you how subtraction and addition brushes interact. I will not teach you about lighting. Go somewhere else for that.

So, you have a great idea for a map and a grasp on TribesEd. You have your spectacular bases all made up and textured, static meshes in all the applicable places, and the terrain painstakingly smoothed and tweaked. But now, the time has come to place your base actors for the different teams. You place an inventory, and then it hits you…

Wait, how the hell do you put them on to a team? What the hell do I do to make the Spawn Arrays work? What is this BaseInfo crap? It’s like the editor’s speaking Aramaic! I believe a mighty WTF is in order.

Don’t despair! I’m here to help.

Making the Team

First and foremost, it is important that you establish what teams are playing on this particular map. Then, open your Actor Browser and from there open the Game Classes package. You’ll see “TeamInfo” actors for the three houses as well as two for character classes from the single-player mode. Let’s pick TeamInfoBeagle, and minimize the browser.
Using your Real Time viewport (the one that shows what the map looks like in-game), scroll over to one of your bases and right-click somewhere on the structure (usually the floor). From the right-click menu, go to Add and select Add TeamInfoBeagle Here.
“Wait, nothing happened!”

Yes, something DID happen. It’s just that Irrational decided not to throw a sprite icon in for TeamInfos. We now need to go to Edit and from there Search for Actors. In there, you’ll find TeamInfoBeagle1. You’ll need this name later for assigning objects to a certain team. This object contains all the information for each team, from what vehicle skins they use to how territory they control is highlighted. If you were ever to create a new faction, you’d probably be spending a lot of time in here.
But I digress.

All Your Base Info
Now that we have a team established, let’s add some base objects into the mix!

Before you start plopping crap down here and there, you must first create a BaseInfo. Go back to the Actor Browser and open the BaseObjectClasses package. Click on BaseInfoDefault, minimize, click on the very same floor, Add, and Add BaseInfoDefault Here.
“Son of a…!”

Yeah, I know. No sprite represents this either. Go back to the Search for Actors window and find BaseInfoDefault1. Select it and click the Edit Properties button. You’ll will be confronted by scary words and confusing boxes that will be all explained with time. Do not make the same mistake I did and attack your monitor out of fear. Instead, find the field Label and change it to “BaseInfoBeagleA” so you have an easier time deciphering what it is later. 

Now, a few rows down you’ll find the Team field. Chances are, your TeamInfo from before will not show up in the drop down box. So, you’ll have to type out ”TeamInfoBeagle1” by hand. If it sticks (that is, doesn’t disappear once you select another field), you’re in business.
BaseInfo is, basically, the “SimGroup” of Tribes: Vengeance. For those of you not in the know, you can have multiple BaseInfos for a single team. Each one will have its own power sources and assets completely independent of each other. Trust me, this is kind of exciting. If it doesn’t thrill you, just pretend you didn’t read this paragraph. It’s probably a bit too late to say I’m sorry anyway.
The Lego Segment
Time to build a frigging base!
Head back to the Actor Browser and expand the BasePowerSource selection. Grab the BasePowerGenerator that appears directly below it. Add that to the map like you added the BaseInfos and TeamInfos before it. Then open its Properties and find the field ownerBase. Select it and type “BaseInfoBeagleA” into the field. This will assign it to that BaseInfo, and will therefore automatically become a part of the team. You can also tweak the health of the generator and other variables here if you so wish.
Now, for an Inventory Station! Go to the Actor Browser again, expand the BaseInventoryStation selection and take one of the options presented to you (they’re all very self-explanatory). Sit that down where you like and open up its properties. The trick with Vengeance inventories is that you pretty much set all of the teaming variables and stuff from the “Pillar” portion of the actor. Therefore, you have to click on it to set the ownerBase to “BaseInfoBeagleA”.
I could go on ad nausea about every single base object, but essentially they all work in the same way as these two. 

“What if I don’t want power to ever go down?”

Don’t add a generator. Everything in that BaseInfo will then be self-powered.

”What if I don’t assign an Inventory to a team?”
It can be used by anyone from any team.
Anyway, on to probably the most tedious part of the whole event…

Spawn Arrays and Other Godless Machinations

The workings of the Spawn Tower and spawn point aren’t that hard, but trying to learn how they all interact can be a task indeed. But this is why I’m here.

First, let’s place our Spawn Tower. Again, head to the Actor Browser and this time find BaseSpawnTower. Place it on the map wherever you’d like, and open up its Properties. Assign it to the usual “BaseInfoBeagleA”. Change the Label field to “STBeagle1” or something that you’ll remember easily.
And here comes the exciting, almost orgasmic task of placing about twelve spawn points! Right-click, open up the Add menu, and Place Multiplayer Start Here. Once you have that done, select them all, and crack open the Properties menu. Set bSinglePlayer to “False”, since this isn’t a single player map. Set BaseInfo to you-know-what (I’m getting tired of typing it out) and set TeamInfo to “TeamInfoBeagle1”. 

Next, click on the field CombatRole and select “CombatRoleMedium” from the drop-down menu. This makes the player spawn in medium with the usual spawn armament. You can make guys spawn in light or without weapons if you so like.
Now, open Search for Actors back up (under Edit on the top bar, remember) and find BaseInfoDefault1 (our buddy BaseInfoBeagleA’s proper name). Click Edit Properties, and look for the SpawnArray field. Put the name you put in the Label field from earlier in here.  Now, that Array is assigned to this BaseInfo.
Game Types and Cap Limits: The Bloodletting

We’ve got all the bases working correctly; every little aspect of our map has been double checked. How the hell do you assign game types and other assorted info?
Open up the Search for Actors window once again, and find the field DefaultGameType. Set this to whatever you like, but for right now just set it to GameClasses.ModeCTF. It essentially tells the game that if all else fails; this map is a CTF map.  Now, look at all the gray headers below and find “Level Summary”. Expand it and you’ll find a few different items you’ll want to fill out.

Author is where you put your name, obviously.

IdealPlayerCountMax/Min is meaningless right now, but there might be some script that cycles maps depending on player counts someday. Fill this out to taste.

SupportedModes basically describes what different modes the map plays. Click on the little arrow that appears when you select this field, then click Add. Cycle through until you find your flavor of game type and select that. You can do this as many times as you need.
Tangent: If you want an object to show up only during one game type, go into that actor’s properties and down to the Filter header. Find the exclusiveToGameInfo field and put in the game type for which you want the actor to appear.
SupportedModesScoreLimits is just what it sounds like. Each added field corresponds to the game type with the same number. Thus, a ScoreLimit [0] would go with the Game Type [0].

Title is the name of your map as you’d like it to show up on the load screen.

That’s about it for now. I’ll add more information to this document as I think of it or it’s requested. If you have something YOU would like to add, email it to me at cinder@def-rangers.org. You will be credited for any contribution. It doesn’t matter how elementary or advanced, every little bit helps! Contribute to our young community. :-)
