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A Quick Tour





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





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.





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, 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.





Load objects - 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 Grabs, Save Grabs, Clear Grabs, Compress Map





�





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





Note: I've included some sample grabs with this zip.








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





Clear Grabs - 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 Grab 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 Grab 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 grab, as you have only copied one grab 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 grab. 





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.





Thats about all I have time to explain about, I will add more documentation at a later date.  In the meantime just experiment with the features :)





Have fun....
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