
 

An introduction to the map editor 
By: Crockett  

Foreword

 

This document is not intended to be a definitive guide to working with the map editor 
nor is it intended to be read from start to finish in one sitting, it is intended to 
introduce the basics of map editing to a new mapper.   

The editor screen

 

See fig0 below, this is the screen you will see when no maps are loaded, let s look at 
the interface. 

 

New map = starts a new map 
Load map = Loads a map 
Save map = Saves map to your base/map folder 
Set defaults = set item defaults (easier to use spacebar) 
Build map (Ignore this, it is not necessary to build your map) 
Run map = starts the game with your map loaded, not always a good idea! 
Quit = Exit the program 
Neighbourhoods (ignore this) 
Settings = Allows you to see what your map would look like at different times of day 
and different weather.  



Getting started

 
Before sitting down to do some editing, have a think to yourself about what it is you 
want to achieve, do you simply want to add a road, a new city or several new cities? 
Either way, having a think about what you want to do will help immensely as you will 
have an idea in mind of where to start. 
BASIC EDITOR COMMANDS 
Rather than using the mouse to select commands from the menus, it is much easier 
and quicker to use the letters assigned for each command. These are: 
E = New item 
R = rotate 
C = camera view 
H = height 
M = move item 
P = Item properties 
D = delete item 
Spacebar = set defaults 
1 = Road 
2 = Prefab 
3 = Drawable building 
4 = Model  

Nodes

 

The most fundamental thing you need to understand is about nodes and how you use 
them, there are 2 types of node you will come across most often and these are found at 
either end of a piece of road or building. There will usually be one red operator 
node and one green expander node (see fig1 below). So let s have a look in more 
detail about these nodes. 

 

(Fig1  Nodes)   



 
RED 
The red node or operator node as I have labeled it, allows you to gain access to the 
road s properties. For example, you ve drawn a section of road but want to change 
something about it, what you do is press P  item properties should appear on the 
lower right of the screen. Once this is showing, click the red node and the road s 
properties screen will appear. You cannot add a new section of road to this node.  

GREEN 
This node allows you to create a new road piece and will automatically join on to your 
existing piece, to do this, press E followed by 1 to indicate you wish to add a new 
item and that item is a road. Now, click the green node and move your mouse away 
from the green node, you will notice a red line (see fig2 below) this line indicates 
which direction the new road piece will point to. When you are happy with the 
direction of the red line, click the left mouse button again, you will see a new road 
section appear and the green node you clicked originally will turn to white, which 
indicates a new red node. Add another piece to the road and the white node will turn 
red. 

 

(Fig2  adding a new road piece)  

Connecting roads together

  

Sometimes, you will want to connect two strips of road together, the thing to 
remember is to ensure not to make a like for like connection (eg connecting green 
nodes to green nodes and red to red) If you try to connect a new piece of road to an 
existing road, never try to connect red nodes together, to successfully connect two 
roads, connect red to green or green to red. Occasionally it is not possible to connect 
red to green or green to red. You may find that you have to connect green to green. If 
the editor is happy for you to connect two green nodes together, the roads will meet 



perfectly, if any kind of resistance is encountered, you will have to use a prefab to 
connect these roads together, (see fig 3). We will discuss prefabs in the next section. 

 

Fig3  Connecting nodes  

Road Properties

  

Now, let s have a look at the road properties screen which you get by pressing P 
and clicking on a road s red node. You will notice that the majority of this screen is 
divided into two identical parts; this is to enable you to change the look, land width 
etc for either side of the road. It is always a good idea to set the road properties before 
you actually draw the road to save time searching for nodes and making changes 
afterwards (you do this by pressing E

 

followed by 1 followed by the spacebar. 
Now let s have a more detailed look at that screen. (see fig4) 

 

Fig4  road properties window  

TOP LEFT  drop down boxes 
Road type: The type of road you are creating/have created, click the arrow to the 

right of this box to select a different road type 



Road shader: The look of the road, asphalt is the default used in most areas of the 
game 

Center shader:  The look of the centre strip of the road, usually either asphalt or 
grass 

Distance type:  Never really used this much,  have a play with this option.  

TOP RIGHT  3 radio buttons 
Road: Indicates you are creating/have created a road that doesn t have sidewalks (or 

pavements if you are a brit!) for example, a city approach road, Highway 
etc.ect.. 

City road:  Indicates you are creating/have created a road for a city with 
pavements/sidewalks, NB, when you click this option, the sidewalk drop down 
boxes lower down the screen will be enabled. 

Terrain:  Indicates you are creating/have created a strip of land (or sea) you will only 
really use this when you wish to add a river to a city or to create an extended 
landscape 

Note: only one of these 3 modes can be in operation at any given time.  

TOP RIGHT - 7 check boxes 
Half road step: Never used this personally, have a play with this one 
No speed signs: Creates a piece of road that has no speed limit  I think!! 
Show in ui map: (ticked by default) enables the gamer to see the road in the map 

view. 
No traffic:  Indicates a section of road that no AI traffic can travel across 
No Boundary: When ticked, removes the red boundary grid from the road 
No random sign: Indicates a section of road where random signs cannot be placed. 
Cracks: Never used this, have a play with this option.  

More than one of these options can be in operation at any given time.  

CENTRE SCREEN  Road options 
Road Height offset: default is 0.00000 change this if you want the road to be a 

particular height. 
Shift models: Flips or inverts the position of models. 
Model dist.: If you have selected a model from the drop down box, this will 

determine the space between models, eg, you ve made a bridge and have 
selected t shaped pillar from the model field, setting the model dist to 40.000 
will indicate that you want a space of 40 units between models. 

Model offset: default is 0.0000 which is smack bang in the middle of the road, if you 
want the model in any other position, alter this field, move to or leave set at 
none if you don t want any models on your road. 

Model: allows you to select a model to appear on your road, if you are wanting to 
include signs or lights on your road, there is an easier way to do this as I will 
reveal later. 

Invert railing: does the same as shift model. 
Railing offset: same as model offset 
Railing: click the arrow to the right of this to select a type of railing for your road (eg 

crash barrier) move to or leave set at none if you don t want any railing on the 
road. 



Terrain shader: allows you to set the look for the terrain that will be created with 
your road. 

Quadcount: Setting this field to 1 or above will create terrain with your road. As a 
rule of thumb, 7 is good for highways, 6 for prefabs and 5 for city roads, 
setting this to 0 will not create terrain on the side of the road that the 0 is on. 
For example, the left quadcount set at 5 and the right at 0 would create terrain 
only on one side of the road. 

Profile coef.: Never used this, maybe one to have a play with. 
Terrain profile: Sets the style of terrain from plain (flat) valley (hilly) experiment 

with this one. 
Vegetation: Determines whether the terrain will just be land or whether there will be 

trees on it, have a play with this. 
Sidewalk: allows you to set a style or pattern for the pavement. Will only become 

enabled when city road is selected at the top. 
Noise power and transition I have never used. 
Sidewalk size: Determines how wide the pavement will be, as a rule of thumb, 8 is 
OK.  

BOTTOM OF SCREEN  5 BUTTONS  

OK: Accept changes and return to the editor 
Use as defaults: Sets your selections as default for any new road created. 
Reset stamps: Never used. 
Edit signs: Remember when I was wittering on about there being an easier way to 
add signs and lights to your roads? Well this is it. Clicking the edit signs button will 
open another window (see fig5) we will discuss this in a moment. 
Cancel: forgets changes and returns to the editor.  

 

Fig5  Sign properties 



Right, you ve clicked the edit signs button and this window opens, if all you want to 
do is add a light to your road, simply click add as I have done here, and a new sign 
entry is created, as signified by sign#00, now, simply click the arrow to the right of 
the model box and scroll down till you find the lamp type you want, then simply click 
close! If you want this lamp to appear on all the roads you create, click set as defaults. 
All signs that are available in the game are listed in the model box and the middle 
portion of this window is used in conjunction with highway navigation signs.  

Prefabs

  

Take a look at fig6 below, these are the 5 prefabs you ll use the most. Let s look at 
them in more detail. 


