NOTE: THIS GUIDE IS BASED ONLY ON SINGLEPLAYER MISSION
EDITING AND SCRIPTING. KNOWN Al AND SIMILAR BUGS
ENCOUNTERED WITH DEDICATED SERVERS ARE NOTED HERE,
HOWEVER NO GUIDELINES ON CREATING A MISSION FOR ONLINE
GAMEPLAY, OR ADAPTING ONE ARE FOUND IN THIS MANUAL
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The interface

To enter the Editor, run ArmA Il and select Singleplayer > Editor

From there you have the following options: "
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Image 1.0 — Editor view with Units (F1) selected

048

Mission field Here you select the mission editing modes — Mission se

Intel field Here you select the mission name, description, ti itions

Units (F1) Using the Units option you can place,

Groups (F2) Usi roups option you and chains d

Triggers ith the Triggers opti d edit trigg

ints (F4) When i i , move an its and groups
ynchronize (F5) , you can ce simultaneous exe
Markers (F6) and enable ks and objegctives (see

M : E

issi
iting
HE CLEAR O
xtures These option
With the Exit option you ex
Map The Map view is what you , wide
roads are marked by yellowish- nces
and other objects.
Controlling the Map view
Zooming Use the mouse
Moving To move around , pr
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Adding and editing units
Add units by selecting the Units (F1) option from the side menu (see image
unit position. Edit them by double-clicking an already placed unit.

Insert unit ‘
Side:
Faction: [ O coosin |
cisss: TR wnie:
Cahtiok SO o Formation |
CITISN Unknown | Name: |
Vehicle lock: [T skill:

Initialization:

|

Description: [

Health/armor Azimut:
Fuel

Ammunition

Probability of presence:

Condition of presence: |true

L IO
B

Placement radius: [0

0K Cancel

Image 1.1 - Placing a unit ‘ o .

-

4

In this example, we are placing a BLUFOR United States Armored M1A2 T with the Player as comma
and In Formation. Explanation follows: - _ o
Side field Here you select a side for your unit — BLUFOR: western forces — ‘good gl

guys’ INDEPENDENT: Independent forces, can be neutral and can be allies to one sic

objects

Faction field This is what you’ll use to determine the army the

BLUFOR ARMIES USMC, CDF, US NOTE: DLC FACI

T THE INITIALIZATION FIEL

ame field Very important field
Skill field Sets the skill of the un
Health/Armor, Fuel and Ammu
ammunition it has at the start of

Azimut This is used to determine
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Adding and editing waypoints

Add waypoints by selecting the Waypoints (F4) option from the side menu, ¢
clicking on the map at the desired waypoint position. Edit them by double

Insert waypoint ‘

Select type:
Waypoint order:
Description:
Combat mode:
Formation:
Speed:

Behavior:
Placement radius:

Completion radius:

LIETINT W LITELE Position #1

Timeout Min: Mid: Max:
Condition:

On Act.:

Script:

Never show Show in cadet mode Always show

Effects 0K Cancel

Image 1.2 — Placing a Move waypoint. Note that in t} lected the tank from the las o

-

4

Select type field This is where you select the type of the waypoint. A list of waypoint types and function
and also in your game manual , = _ » T
Waypoint order Select the order in which the waypaoil executed. ;
Example A waypoint with a 0 order will be executed first, waypoint 1 will be
Description A description of the waypoint. It will be shown under the we 1t
Combat mode The ROE (rules of engagement) for the unit/s. ‘ .
Example: Never fire will force the units not to ope
upon. Open fire will allow them to shoot. E
i jective. e
etermines the formationiin v
ed Selection of the sp
Example ' ‘
normally (in vill race to their ob

MULTIPLE UNITS WHEN USING
Timeout The amount of time tha
On Act.(ivation) A piece of code
Script Only available for Scripted-t
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LIST OF WAYPOINT TYPES

Move The group will move to this point or object

Destroy This waypoint type works best when it is attached to a object.
waypoint is placed upon, irrespective of the target object's side
Get In The exact effect this waypoint type has depends on whether it is placed if
vehicle object. There are many possible combinations of circumstances, each
Seek & Destroy It does not matter if this waypoint type is placed spatially or o ‘obje
waypoint will remain fixed at the objects initial position as displayed in the mission edltor
Join When this waypoint type is attached to a unit, the group will move to the position of that unit, the
unit s group, irrespective of side or ranks.

-

opposite in each situation
Get Out The group will move to the waypoint, then disembark from any vehicles it's members are in
the closest "H pad" object within 500m of the waypoint.
Cycle This waypoint type will change the group's active waypoint to the nearest waypoint other t}
waypoint. /
Load The group will move to the waypoint (spatial or object), then any soldiers on fog
possesses. They will get into the vehicles as cargo where possible, \
Unload The group will move to the waypoint (spatial or object), then M its
disembark. Units in crew positions will not disembark. NG DICA
WILL HOVER TOO HIGH TO SAFELY DISEMBARK. - gl
Transport Unload The group will move to the wayj
spaces of the original group's vehicles will disemba
WITH AN Al PLAYER. ALSO, IF THE Al LEADER IS N 0
WITH UNLOAD WILL OCCUR. /
Hold This waypoint type will cause the group will mc /' aSwitch type trigge
script command will move the group from the wayp
Sentry The group will move to the waypoint and hold pos
which side that belongs to, and that they are capable of attacklng
Guard This waypoint works in conjunction with the 'Guarded by" triggertype, and it is covered o
Talk Is used in combination with the Effects button at t tom of the Waypoints Dialo ‘
given Voice phrase, complete with lip movements. '
Scripted This waypoint type will execute the script file that is in the
Support A group with a current waypoint of this type will move to
support for another group that requests relevant suppor
MEDIC, REFUEL, AND LAR ASSETS CAN DO
Get In Nearest oup will only ove to
aces, that are withi
NTER EMPTY VEHI
Dismissed This
be dismisset d if the group

UE AS

S € ugh about an enemy
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LIST OF FORMATION TYPES

No Change The group will continue under with it's current formation. ’ S ..
Column The group will line up in a single file behind unit 1, five meters
Staggered Column The group will form into two columns separated by a width @
five meters behind the left, unit 1 leads the left column.
Wedge The group will form into a wedge shape, with unit 1 at the forward po

-

leader, all odd units on the left.
Echelon L(eft) The group will form into a line behind and to the left of unit 1. Each unit is five meters bel
than the previous unit.

Echelon R(ight) Same as Echelon L(eft), except the formation will be to the right.

Vee Similar to Wedge, but inversed. Each unit stands five meters in front of and further to the left o
Line The group will form a line perpendicular to the facing of unit 1. Each man stands five meters apa
Delta This formation will form into three columns behind the formation leader. The outside colu
behind the middle column and 2.5 meters to either side. A
Column (compact) This formation is the same as Column, except only 2.5 meters beWc

LIST OF BEHAVIOR TYPES , R

No Change The group will continue to behave in it's @
Careless Careless behaviour will cause the group
Compact Column like formation, where each unit
Soldiers will carry their weapons in safe position (rif
enemy targets (unless they have wounded legs), b ode do not switch
to a more alert mode if enemies are encountered. A ver possible
Safe Similar to Careless, except the group will chang enemy unit.
Aware This is the default behaviour mode. The group will ) oldiers generally stan
and making some occasional efforts to use cover when available. Most unit prefer to travel along

will travel in convoy irrespective of their current formation type. Trackedvehicles will not use he ‘
any surface with no preference given to staying on ro un ill not use lights. Wher r
area, troops will disembark from any of their group's wheeled transport vehicles (tru

carrying out special maneuvers, making stronger use of available cover.
Combat This behaviour mode will result in a much higher combat p:
using bounding maneuvers, and will normally keep crouchec
cover, choosing to spe me time crawling when i
as a scout. No vehieles will use hea 'ht‘s nig
more ca manner. ,

Stealth mode will
possible, spending muct
send scouts
0

Ire on
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To add a trigger select the Triggers (F3) option and then double-click the des

Insert trigger

Axis a Axis b
O T —— Rectangle

Present Not present
Detected hy BLUFOR Detected by OPFOR

Detected by Indesendent Detected by Civilians
Countdown Timeout

Min: [0 ] Mid: [0 ] Max: [0 ]

e |
Name: [ ] Textal | |

Condition

this ‘

On Dea. [ ]

0n Act.

Effects 0K Cancel

Image 1.3 — Adding a trigger. Note the map is now g /-v

Axis a and Axis b fields Settings for the width and length'of the trigg a circle, make them equal
Angle The angle of the trigger. Works similar as Azimut in unit selection.
Ellipse/Rectangle and Once/Repeatedly Select the shape of the trig ger, and how many times car
Activation This is the condition for the activation. A list of activation types is on the
Present/Not present The absolute setting for the condition.

Present = |s and

Not present = Is Not

Example: A trigger with the condition Activation B

enterit’s are

R/OPFOR/Independen
mple: A trigger wi ~

-

forces think (o r S
Countdown/Tim

t fields The Nam

ondition field You can also set
On Act.(ivation) Same as with
On Dea.(ctivation) Same as On
Effects Same as with Waypoints
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LIST OF ACTIVATION TYPES

None - The trigger can still be activated when the Condition string returns tr
<side> - Which of the sides will activate the trigger when any unit of that side )
conditions below. A
Radio <letter> - The trigger will be activated by a radio command availa o all '

Activation of radio triggers can be limited to specific players using the setRad
NOT MAKE USE OF ANY OF THE SIX CONDITIONS, AND THEY DO NOT WAIT F
Seized by <side> - Will activate when the seizing size is deemed to be in control of the a

<side> option, meaning only units known to the Detected By side will be considered by the seized by calc
easily create some interesting area domination effects. For example, a Seized by BLUFOR trigger using the
option will activate when BLUFOR think they have seized the area, while the same trigger using Dete
activate when OPFOR think BLUFOR have seized the area. The Not Present option inverts the triggers |
Not Seized by <side>). E
Vehicle - This option is only available if the trigger is linked to an unit, vehicle or object. Only tha entity
trigger when it satisfies whichever of the six condition is used
Whole Group - This option is only available if the trigger is linked to @
entire group satisfy whichever of the six conditions is being usedss
Group Leader - This option is only available if the trigge
group leader satisfies whichever of the six condition
Any Group Member - Again, this option only availa
unit in the unit's group satisfies whichever of the si

.

——

LIST OF TRIGGER TYPES

None - The trigger will have no other effects other t block:This is the default.
Guarded by (side) - The trigger's centre point will defi /1 rigger is group linked to
be moved to that object's initial position during mission initialization Guardedtriggers do not activa
points. Groups who are in Guard waypoint induced guard mo | move to the first placed i

unguarded guard point. If an enemy unit is detected b on the guarding group's

that is guarding the lowest priority guard point will leave their guard point to atta
they are not capable of damaging the detected object. Also the norma
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Adding and editing groups
Add groups by selecting the Groups (F2) option from the side menu and dou
This tool can also be used to set a hierarchy irrespective of ranks using pres

Setting hierarchies using the Groups (F2) tool: Follower 2 Fo
NOTE: IN CASE OF SETTING HIERARCHIES, WHEN YOU CHANGE THE U

Insert group

side
e ITTCE—— 7

Hame

0K Cancel

Image 1.4 — Placing a group. | have not erased either my tank, waypoint o trigger in order to sho ho
Ny . .
Side field Same as with placing Units (see Units, page 3)
Faction field Same as with placing Units (see units, page 3)
Type Select the type of your group
Infantry Men
Motorized Infantry Men and two cars

e Defines the specif
Azimut Same as.

1]
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Selecting the M1A2 Tusk Tank that
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Synchronizing

Synchronize waypoints with other waypoints and triggers with other trigger

side menu, selecting the waypoint/trigger to synchronize and drag-an
be synchronized

’ / X Mission

I . / P g V4 | =
— ] :

®

ging the marker to the

Mission

Image 1.5 — Synchronizing a trig
waypoint to mark the synchroniz
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To add modules, select the Modules (F7) and double-click on the map to plac

Modules

Name ]

Initialization ‘

Description | z
2

Probability of presence

Condition of presence

r
[true ‘

0K Cancel

Image 2.0 — Placing an Ambient Civilians Module

Unit Use this to select the type of the module. A list of modules is on the next pag
Name field Here type in the name to be used in codes and scripts . A
Init This is where you’ll insert codes to be executed on the missi

Description A description for the module

Condition of pre Same as with,placing Uni

Ve i

/, issi0
INTEL {:5
N\ 9:20 00
Sat, Oct 11

Image 2.01 — A placed Ambient CM/I
NOTE: SOME MODULES HAVE TO
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The init field and coding / Air vehicles control - height

The Initialization field and coding is probably something you’ll be using a lg
times, and there probably won’t be a mission in which you won’t use i

Edit unit

HLLHN BLUFOR

Faction: (TR Rank
Class: [ Unit
Control: Special: [T
info sge: [T TR Name: [

Initialization: [this flylnHeight 40

Description:

Health/armor Azimut A

Fuel [0

Ammunition

Probability of presence

Condition of presence: [true

Placement radius: 0

OK Cancel -

Image 2.2 — Placing an AH-64D Apache helicopter with the Setting Fof 40 meters
An explanation of this situation follows —

This helicopter has a Flying Special setting. That means it will fly on spawn
In it’s initialization field is a piece of code:
this flyInHeight value where this marks the object the cor | ap
the integer value (number) for the height \
That means that the t ariable marks theobject €
The game provi ssistance by s ing thi al 4
pter flylnHeight heig d dbject the cod a helicopter, and t
to the command fly | sht value whii oW, high the choppe

Almost all e
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Air vehicles control - landing

Let’s control some helicopters...

h|m do that? It's quite simple actually, here are the steps to do it. NOTE;

’ ?o

Edit unit

' Side:
Faction:
Class:

(CLLCIEN Player as pilot
Info age:
Vehicle lock:

Description:

Health/armor ¢
Fuel ¢

Ammunition ¢

AH-64D
this flyinHeight 0]

&‘i

066

Probability of presence: ¢
Condition of presence:

Placement radius:

Rank:
Unit:
Special:
LELCH

Skill: €

Initialization: |this flylnHeight 40

068

XO‘

NS

-

Insert unit

' Side:
Faction:
Class:

Control:
Info age:
Vehicle lock:

Initialization:

Description:

Health/armor ¢
Fuel ¢

Ammunition ¢

1066

Image 2.32 — Then, create a hellpad Empty >0

Probability of presence: ¢

N

Placement radius:

Rank:
Unit:
Special:
LELCH

Skill: €

Cancel

068

P

7

Image 2.31 - First, name your hellcopter unit “helicopter”, so you can command it from the waypomt s On Act code box

, /R4
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let’s say, for example, you need a helicopter to land somewhere. How on earth do you make
THE HELI’S FLYINHEIGHT TO 85, RECOMMENDED

| Mission |
INTEL (ﬁ,f

9:20 00

Sat, Oct 11
Units (F1)
Groups (F2)
Triggers (F3)
Waypoints (F4)
Synchronize (F5)
Markers (F6!
Modules (F7)

Load
Merge
Save
Clear.

IDs
Textures t
? .

Preview

Exit

INTEL Vf‘f’ -

9:20 00
Sat, Oct 11
Units (F1)
Groups (F2)
Triggers (F3)
Waypoints (F4)
Synchronize (F5)

Markers (F6)
Modules (F7)

Load
Merge
Save
Clear.

IDs
Textures

Preview

Exit
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INTEL %

9:20 00
Sat, Oct 11 '

LN —
i {Invisible)

Units (F1)
Groups (F2)
Triggers (F3)
Waypoints (F4)
Synchronize (F5)
Markers (F6'
Modules (F7)
Load
Merge
Save
Clear

IDs
Textures 4
Preview L

Exit

Image 2.33 — A complete helicopter/helipad setup

Insert waypoint

select type: [T
Waypoint order: [

Description: [ |

Combat mode:
Formation:
Speed:

Behavior:
Placement radius:

Completion radius:

Timeout Min: Mid: Max:
Condition: ‘
On Act.: ‘
Script: | ‘
-
Never show Show in cadet mode Always show
Effects - (O ) Cancel

Image 2.34 — Creating a Move \

So what the hell have | just done ‘ - ‘ - \\‘

helicopter land “land”, of: - N

The helicopter variable is
the helicopter touches da
allow him to remain with the rotors tu
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Air vehicles control — sum up and results

There, we’ve set up our settings as follows:
AH-64D:
Name: helicopter g—
Init: this flylnHeight 40 NOTE: FOR TROOP LANDINGS, USE 85, HERE | USED 40 BECAU:
Special: Flying .
Waypoint 0:
Type: Move
On Act.: helicopter land “land”

And here are screenshots of the results \

- ) - » ur e - " 3 - ¥y
= g g g - = g g g
-

L) @6 0| Ay
S LR RLLY LT (LU T R LU L

age 2.4 — The helicopter is (1) n he
N
o

'((Z)perfor ] &_, C

L)
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Ever been frustrated by the fact you can’t customize the gear for a unit in a

Insert unit

s 7 1
Info sge: [CET TSN o | ——

VELTERUTIS Default Skill:

Initialization: |removeAllWeapons this; this addWeapon "M9SD"; this addMagazine ‘

*15Rnd_9x19_M9SD*

Health/armor Azimut:
Fuel 4258
Ammunition

Probability of presence:

Description:

Condition of presence: [true ‘

Placement radius: [0 ]

(0]¢ Cancel

Image 2.5 — Placing a Rifleman armed only with his I\
An explanation of these factors is like this: - o
removeAllWeapons this; this addWeapon ”M9SD" th|s addMaga 15Rnd_9x19_M9SD”

or in the Editor’s help boxes: removeAllWeapons unit; uni eapon weapon; unit add

The removeAllWeapons command is used to strip t it’s weapons to make room |
The addWeapon command adds another weapon to the current gear, and is followe assname ir
The addMagazine command works in a similar way as the previous one, b it g u

NOTE: EVEN IF THE UNIT’S WEAPON DOES NOT USE MAGAZINES (A CKE: G.), 'I;HE COMMAND IS

Image 2.51 — Here you see the rest
ammunition for the current weapol




Page |18

//\ Bohemia _
\/Interactive
Boarding vehicles

Boarding vehicles is not tough in-game, but when you want to place units inside some vehicle’s cargo space it might get a bit
nasty... and brutal. So, in order to explain how it works, we could use an,image first.

067 .

1
Edit unit .
LILTEN BLUFOR | Mission |

Frctor: [N Rank INTEL
Class: LIS HMMWVY Terminal %

(CTICIEN Non Playable Special:

9:20 00

Info age: Name: ee Sat Oct 11
Vehicle lock: Skill: € >

Units (F1)
Initialization: Groups (F2)
Triggers (F3)
Waypoints (F4)
Synchronize (F5)
Markers (F6'

Description: Maodules (F7)

Healthfarmor ¢ > imut: Load
Fuel ¢ > Merge

Ammunition > Save

Clear
Probability of presence: ¢

Condition of presence: IDs
Textures !
-
Placement radius: A I
Preview
Continue
Exit

Edit unit

SILCEN BLUFOR

U

Faction: Rank: INTEL
Class: [LIIE Rifleman ?\%}
Control: Special: 9:20 00
Info age: Name: Sat .UEt 1
Vehicle lock: Skill: € >
Units (F1)
Initialization: |this movelnCargo humve Groups (F2)
Triggers (F3)
Waypoints (F4)
Synchronize (F5)
Description: m:;‘\‘ﬁ;: [[;g}
Health/armor T Load
Fuel ¢ | Merge
Ammunition ¢ - Save

Clear
Probability of presence: ¢

I
Condition of presence: IDs
Textures

Placement radius: .
Preview

Continue
Exit

5

067

Image 2.6 — Placing a Rifleman unit inside a HMMMYV Terminal car‘

. . . . - S ‘ . 4
Give your desired vehicle a name. | exam 3 .- then
el e

field: this movelnCargo vehicle. You also u : nGunn ‘
» .
” T
-

-

-
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To select a mission editing mode, click on the Mission field in the side menu
and Outro win/lose modes

I S N R
R T
AN

2|

ﬁ

J

Mission

Mission

Intro

Outro - win

Qutro - loose
d eb 9

Y

290 199

o

/.

=
T

[e=4

X”
sl

176
031 032 033 \134 035 036 037

Image 2.7 — Selecting the Intro editing mode. If you
map called MBG_Vietnam

B )

042 | om 0

,gﬂﬁé, don’t worry — it’s

A LIST OF EDITING MODES
Mission In this editing mode, you edit your Mission, during which the player char
Intro In this editing mode, you edit your Intro, during which the player ch mostly is a
Outro Outros are the same thing as the Intro, but are played aft ‘ o types
Outro — win This Outro type is the type played af mpleted enough tasks)

Outro —lose T

Outro type is the type ion (did accomplish enough ob
.Y : .

»

In ord reate cutscenes for Intr d se scripts | text files that will
i € next section
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Camera scripting

In the Intro and Outro modes you will want to create cutscenes to familiarize
showing off, but in any case you will need some extra text files and a bit,e

In your mission’s Intro or Outro mode, create a unit NOTE: YO

In that unit’s Init field (here we go again), type this exec “camera.sqs”

1.
2.

Edit unit
side: EETTIE
Faction: Rank:
csss: I unie: TR i
controt: | TNV speciat: [P i
LITRITEN Unknown | Name: [ ] |
Vehicle tock: [[STTIIS skill: |
s 1)
Initialization: ISNEXECicamerats sy ’ at
Description: | ]

Health/armor
Fuel

Azimut:
101.64
Ammunition

Probability of presence:

Condition of presence: |true ‘

Placement radius: [0 ]

0K Cancel

3. Preview the mission. You will notice that you are not playing the playe . That is correct — you're “p

e
gy x

\

Image 2.8 — Placing a unit with the
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4. Use this table of camera controls to move the camera around, and WMﬁ pies;the Ll\xg

ARMA || CAMERA.SQS CONTROLS

Movement W, A, S, D camera movement  Q, Z increase/decrease height  Shift+WASD fast moving
Zooming and tilting/panning Num +, Num - zoom in/out Num 4, 6 pan left/right Num 8, 2 tilt up/down
Other controls F target nearest unit L toggle crosshair Del floating mode on/off
ArmaA ll: OA only controls N swap between normal 1-9 select post-processing for ~ Mousewheel up/down
vision/NV/TI WB/TI BW camera modify focal lenght
5. Then use Alt+Tab to minimize the game, open Notepad and use Ctrl+V to paste the camera %

6. You can go back into the game, or further edit the script, and when happy save it as All files —

" sceneintro - Notepad

File Edit Format View Help
titlecut [" ","BLACK IN",1]

_camera = "camera" camcreate [0,0,0]
_camera cameraeffect ["internal", "back"]

;=== 17:56:37

_camera camPrepareTarget [98774.93,29030.26,-14429.71]
_camera camPreparepPos [3826.70,1091.87,39.24]

_camera camPrepareFov 0.700

_camera camCommitPrepared 0

@camCommitted _camera

~5

j=== 21:33:03

camera camPrepareTarget [98774.93,29030.26,-14429.71]
camera camPreparepPos [3826.70,1091.87,39.24]

camera camPrepareFov 0.100

_camera camCommitPrepared 5

@camcommitted _camera

i

~2

;=== 21:35:52

_camera camPrepareTarget aps

_camera camPreparePos [3865.84,1217.61,20.52]
_camera camPrepareFov 0.150

_camera camCommitPrepared 0

@camCommitted _camera

~5

;=== 21:48:34
_camera camPrepareTarget hueyl

_camera camPreparePos [3945.43,1173.19,0.45]
_camera camPrepareFov 0.105

_camera camCommitPrepared O

@camCommitted _camera

~20

=== 17:56:37

camera camPrepareTarget [98774.93,29030.26,-14429.71]
camera camPreparepPos [3826.70,1091.87,39.24]

camera camPrepareFov 0.700

camera camCommitPrepared O

&3 "’Fj A o =t e LB
Image 2.81 — A finished scene script, called “sceneintro.sqs” in my case

How to use the ArmA Il .sus scripting language?
titlecut [* ","BLACK IN",1]
_camera = "camera" create [0,0,0]
_cameraca ect ["internal", *back

.

is the beginning

eFOV 0.700
ommitPrepared

ommitted _camera
This is what you will paste from
L

This is the command that says to game

When you save the script, you wills 0 ma
You will see the effects of my “sceneintro.sqs
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~Scene.sus” demonstration video

(>

Video 1 - In this video you could see the Intro part of my mission. lt‘took me only a'couple of hours to create and fine-tuneitsSoss
- ¥

it shouldn't take any more time from you, except when creating more complex'stuff. You can also hear the background musi
customized (see section 3, chapter 2: Custom Background Music). For those who want to know what song that was, it's ,Fortunate aﬂ,-

by Creedence Clearwater Revival

-
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Practical use of triggers and syncing

You’ve heard enough about all this in theory, but you have to put it into prac
you will need to synchronize them. This enables you (in combinations with triggers) to crea ,
essentialy Move type waypoints, but in-game are displayed with a WAIT message under the marker. He

Create a trigger and set it to OPFOR and with Present conditions
Create a player unit and a Move waypoint about 5 meters from it
Create another Move waypoint somewhere else and synchronize that waypoint with the trigge
Create an OPFOR unit and set a Move waypoint for it inside the trigger’s are of effect
Preview the mission

o G

&

You will probably notice that you first had to Wait at the first waypoint until the OPFOR unit came up to the
then your other waypoint got online. Try another example of practical synchronizatw S3
somewhere and when that, two guys join them. How do we make i re the steps

Create two Men, one a player, rank Private, one no WP
Create two Move waypoints for them -
Create two more Men, one rank Private, on
Create two Move waypoints for them, too
Synchronize their first waypoint with the fir

Preview the mission

A~

Sk (= Y Y =

Notice that the “waiting” group (the second one) wi hes their second objective.
then begin to move out to whatever their objective is &

89

(= - -~ *
P =itk e
\ INTEL It
(wt waypoint — Group 1 N
- i Thy, Jul 29
\ Units (F1)

Groups (F2)
Triggers (F3)

Waypoints (F4)
Synchronize (F5)

\ = = ‘ Markers (F6'
& = First waypoint — Group 2 Maduie (57
Load
Merge
Save
Clear

IDs
Textures

Preview
Continue
(3114

.~

0

of

Image 3 — Here you can see the ed
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As you’ve seen in Video 1 on page 22, it is possible to insert custom music a
some more supporting text files

1. Inside your mission folder, create a new text file
2. Inthat text file, type

class CfgMusic
{

tracks[]={yourmusicname };

class yourmusicname

{

name = "yourmusicname"; //The Name seen in the Editor
sound[] = {"\music\yourmusicname.ogg", db+0, 1.0};

b

This will make your music track
NOTE: THE EDITOR ONLY ACCEPTS .OGG FILES (you
Effects box of triggers and waypoints under the na
code (the 7 line in the code above).

In order for this to work properly, you will need a

@- 1.+ Libraries » Documents » AmA2 » missions » 00Riverlines.MBG_nam » ~ [ %2 ||| Search GoRivertines.MBG_nam )

Organize [ Open  Sharewith v E-mail  Bum  Newfolder =y A @

¢ Favorites Documents library Arrange by:  Folder v
B Desktop 00Riverlines.MBG_nam
& Downloads Name ° Date modified Type Size
] Recent Places
[ 1 music 28122010.11:26 _ File folder |
& Libraries | 1] description 26122010.1917  EXTFile 1Kk8|
) Documents L] mission.sqm 28122010.19:40  SQMFile 128
& Music |4 sceneintro 2812.2010.18:22 5QS File 2KB
= Pictures
B videos
& Homegroup
™ Computer

&, Local Disk (C)
s Roko 10006 (E)

€ Network

HR . @& % % a0 2

Image 3. & My mission folder (C

3. Save that file as file type


www.formatoz.com
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~ %

INTEL ‘Q ‘

8:3000
Thu, Jul 29
Units (F1)
Groups (F2)
Triggers (F3)
Waypoints (F4)
Synchronize (F5)

Markers (F6'
Modules (F7

Load
Merge
Save

Clear

IDs A
Textures

Preview

Exit
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What have we done in that image? This is the correct process for enabling predefinec

Firstly, create an enemy unit to be destroyed by CAS and a friendly A '
Create a Move waypoint for that unit to Wait on that position e i -
Then create a waypoint for the same unit to Destroy the enem »
Last but not least, create a trigger (see below) to issue the order, and

= PP

Predefined CAS trigger settings

Activation Radio <letter> Example: Radio Alpha
Name Close Air Support

Type Switch

Effect > Anonymus > Radio (18 s) Just for an extra effect. You can make your own custom sounds using
with custom tracks, only adapted for sounds, like this:

class CfgSounds

{

sounds[] = {yoursoundname};

class yoursoundname

{

name = "yoursoundname.ogg "; // The Name seen i
sound[] = {\sound\ yoursoundname, 1, 1.0};
titles[] = {};

b

How to use predefined CAS triggers in-game

1. Open the Map by pressing the M button
2. Select the Close Air Support option on the Radi
3. Wait for destruction of the target -

NOTE: THIS TECHNIQUE MAY OR MAY NOT WORK IN AL
EDITOR; NO LASER TARGET MARKING OR SIMILAR

use this code in


Roko
Typewritten Text
If you don't want your air asset to be hurt by incoming ground fire as it performs close air support actions,
use this code in it's initialization field
	this addEventHandler ["HandleDamage", {false}];
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Image 3.21 — This is how prede ,‘
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Calling in Artillery/CAS on marked targets

To enable calling in CAS and Artillery on laser designated targets, make sure
see classnames at the end of the manual) to your player, and do this:

1. Create a SecOp manager Module and name that module
2. Synchronize the SOP manager to your player unit
3. Also, if you don’t want HQ to give you Secondary Objectives, type this in the Init field of the SOM

this setVariable [“settings”, [[], true, nil, nil, false]];

SecOp will be always activated for this mission

Create a trigger near the player unit
Set Activation Radio <letter>, enable Repeadetly NOTi
Condition Present »
Select Timeout, type None, text Close Air S

Write this down in the On Act. field

P

g9 5= G0 =

[["tactical_airstrike"], player] call BIS_SOM_addSu

9. Preview the mission

Calling in CAS and Artillery in-game and marking targets

Open the Map to view the Radio -
Select Close Air Support
Use the Command mode (key: SPACE) to locate Communicz tic
You can now use the SOFLAM to mark targets (CAS) o

R

1. Createan A
ENOI

gger. Use t ‘
e this down in the

[["artillery_barrage"], player, [

7. Preview the mission

Ly
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Commands exist to allow you to customize module behavior. The most impo

e ==

Artillery module -

If there are large obstructions in the way of your artillery shells, you will find t
the shells directly over their targets after the TOF (Time of Flight) has elapsed

[_battery, true] call BIS_ARTY_F_SetShellSpawn;

When using Virtual Artillery, you will want to select the type of the vehicle (default is M119). Write this i
VirtArty module

[_virtualPiece, "desiredvehicle"] call BIS_ARTY_F_SetVirtualGun;

ALICE module

In order to set the towns in which the civilians spawn, use this code. The array (after “t
([bis_loc_acityc_cityname]), position and radius ([position this, de ¢

this setvariable ["townlist",[bis_loc_acityc_cityname
If you want to place an Init code for each civilian s
[bis_loc_acityc_kozlovka,"ALICE_civilianinit",[{_y©
And in order to determine the civilian population, w

BIS_alice_mainscope setvariable ["civilianCount","rot

where %1 is the no. of doors 500 meters away from the location .+

If you are using Ambient Combat, create an init.sqf in your missi

waitUntil {!isNil {BIS getVariable "initDone

waitUntil {!(isnil "BI
[1, BIS_ACM1]
[BIS_AC

VI1] call BIS
d_patrol”, 1, BIS_A
air_patrol", 0, BIS_ACM1
[BIS_ACM1, ["TK_INS_Gro
"TK_INS_MotorizedGroup"

b
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Write this down in the Init field of a unit or On Act. field of a trigger/waypoir - e

-

[player,halojumpheight] exec "ca\air2\halo\data\Scripts\HALO_init.

—

and if deploying from an aircraft, write this down into the aircraft’s Init field e

this setpos [getpos this select 0, getpos this select 1,(getpos this select 2) +ha|ojumb'heght] < this fl Heig
where player can also be the name of an Al unit that will deploy the chute at 200 meters.

NOTE: IF DEPLOYING FROM AN AIRCRAFT, THERE IS A HIGH POSSIBILITY THAT THE UNITS WILL ISSUE A “BOARD THAT ‘
AIRPLANE” ORDER ON EXIT. CREATE A TRIGGER TO SWITCH THEM BACK TO THEIR ORIGINAL OBJEC
UNITS WILL PERFORM UNEXPECTED MANOUVRES WHILE IN FLIGHT, AND BE PREPARED TO USE WASD W 'W

r

Edit unit

Side —
CTE—

Skill

Initialization: [[player,1000] exec “ca\air2\halo\data\Scripts\HALO_init.sqs";
[unit1,1000] exec "ca\air2\halo\data\Scripts\HALO_init.sqs"; »
[unit2,1000] exec "ca\air2\halo\data\Scripts\HALO_init.sqs"; »

Health/armor Azimut

Fuel 18.580

Placement radius: [0

oK Cancel

age 3.5 — A HALO script € - ) ( N

Ve i
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AttachTo and SetPos commands

These are the commands you will hear a lot of talking about, and also one of
you to select an exact (x (east-west), y (south-north), z (height)) position
(creating an AC-130) (attachTo)

setPos command
There are three types of using the setPos command

1. offsetting

objectl setPos [ getPos desiredobject select 0, getPos desiredobject select 1, (getPos desiredobje

this changes the Z position of the objectl unit to the Z position of desiredobject, plus offset

2. selecting

objectl setpos [ getPos desiredobject select 0, getPos desiredg

P——

this changes the Z position of the objectl unit to va ‘

3. attaching
NOTE: THIS IS NOT THE SAME TYPE OF ATTACHING v’_»- PO,
ANOTHER OBJECT, BUT DOES NOT PHYSICHALLY CONNE(
object1 setPos (getPos desiredobject) —

this changes the position of object1 to the position of desiredobject

Example of offsetti
player setF

ing
etPos [ 50, getPos play

this sets the X position of the pl

Example of attaching
player setPos [getPos object1]

‘ ]
th

this sets the position of the player e
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attachTo command
This command may seem to be simpler to use, but it has an instance of the s

offset box ([value, value, value]) to gain some interesting effects. You can
object relative to the attached-to object’s heading

objectl attachTo [desiredobject,[ value, value, value]];

NOTE: THE POSITION ARRAY WORKS SAME AS IN THE SETPOS COMMAND (NG

this attaches objectl to desiredobject at positions X = value, Y = value, Z = value relative to the position o

detach command

objectl can be detached from desiredobject using the detach command like this

detach objectl

NOTE: WHEN USING THE ATTACHTO COMMAND YOU V
OUT THE CORRECT OFFSET FOR PLACEMENT OF THE

— The setPos comma

We can see in Image 3.6 that the
it looked like

player setPos [getPos player sele

that way the player was spawned @
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Edit unit

LU CEN BLUFOR

o Aok TR
closs: | ETTTIN o,
Conteo: | PN Specio: |NZTTITR
info sge: [TTCTR e — ‘
venict tock: [T st
Initialization: [obj2 attachTo [obj1, [0, 0, O]] ‘
Description: [ ]
Health/armor Azimut:
Fuel 185.74

Ammunition

Probability of presence:

Condition of presence: |true

Placement radius: [0

oK Cancel
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In order to have a complete mission, you’ll need a briefing. To create a briefi

- init.sqf
- briefing.sqf

Initsuf
In init.sqf, type

execVM "briefing.sqf";
if(true) exitWith ();

this executes the briefing.sqf file once the mission is ran

Briefing.suf
The easier way to create briefings is to download A2B Editor (avail
all the information you need (it creates templates to edit). T

The diary entries the campaign missions have are a
-  Briefing .
- Situation
- Mission
- Execution
- Support

In order to add them into A2B, use the Create Diary Record buttol
[ AZB Editor = = |

File Edit Records Functions Comments Extras Help

~Records———————————————— ~ Preview code windo: ]

Create Diary Record I // Created in A2B Editor by EMST m
( 5
Create Task createDiaryRecord
Remove Task Name of the unit:
|player
Set Task Description Sl s
Set Task Destination Name of the section:
¥ Enabled

|Elriefir|g

SetilEamERt ez Example: Basic information, Recon etc,
Set Task Sate Description:

We've got Razor Team pushing the enemy forces back to Feruz Abad. Now is »

~Functions—————————————— stragglers in that area and provide support for ground troops later on as

they push higher towards the Mine.|
Task Hirt v push g !
Task Status
Current Task.

Example: Our recon ebserved following.., stc,

Comments
’7 Add note Add comment Function:
Add marker | Add line break. | Add picture | ‘

AR Edifnl‘ Control
a ’V Create ﬂl ‘

g = | —_—

e

ArmA2 Briefing Editor by EMSI

Image 3.7 — Adding a Briefing dic

10
After that you have to change an
Those are the markers you’ve set L e Ed
so that you can determine whether issio


http://www.armaholic.com/page.php?id=7092
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Add markers into A2B by using the Add marker button in the createDiaryRecord
[ A28 Editor i

File Edit Records Functions Comments Extras Help

rRecords———————————— ~ Preview code windo ]
// Created in A2B Editor by EMSIplayer -

| Create Diary Record

Create Task
reate | asl createDiaryRecord

Femave Task Name of the unit:

|player
Excampla: playar

E Set Task Desciiption

-
Set Task Destination Mame of the Add marker
i v Enabled
Set Curent Task |Elr|afmg Name of the marker: 4
E ple: Basic | I
et Task State Description: Excample: nemyBase
we" t . hi
. th: :iegrﬁy:g; Text assigned to the marker: PLSIING I8
- Functiors Abad</markel E marker
Task Hirt | name=""gemi i hasto
destroy any st] | troops
later
Task Status | name.
Current Task | Example: here is the enemy base
- Control
- Comments ——————————————————— Exampla: Our rag
Cancel
Add note | Add comment | ~ Functions
.
A2B Editor
< ~ Conrol
“
- 4 Create | Cancel |

' = .

ArmA2 Briefing Editor by EMSI

Image 3.71 — The Add marker dialogue

To successfully add the marker, you will have to inp
placed any markers in the mission, now would be
the A2B editor under Name of the marker: type yo

a hame. The

[ A28 Editor > . =

File Edit Records Functions Comments Extras Help

rRecords———————— [~ Preview code windo
/] Created in A2E Editor by EMSIplayer 5

| Create Diary Record

Create Task [
reate [ asl createDiaryRecord

Remave Task Name of the unit:

|playar
Example: player

Set Tazk Description

Set Task Destination Name of the section:

IEIr\eflng |w Enabled

Exampla: Basic information, Racon =te.

Set Current Task

Set Task State Description:

We've got <marker name=""razorTeam"">Razor Team</marker= pushing =«
the enemy forces back to <marker name=""feruzfbad"" =Feruz
! Abad</marker= . Now is time to strike from the air. The AH-64D <marker
Task Hint | name=""geminiSquadron"">Gemini Squadron=</marker> squadron has to
destroy any stragglers in that area and provide support for ground troops
v T ask Status | later on as they push higher towards the <marker

name=""mine"">Mine</marker= |

r~ Functions

Curent Task |

~Comments——————————————————— Example: Our recon observed following... etc.

Add note | Add comment |

r~ Function

Add marker | Add line break | Add picture |

A2B Editor

r~ Control
L

I\ Create | Cancel |
' -

ArmAZ Briefing Editor by EMSI

Image 3.72 — The Briefing entry

In order to keep things organizec
line break button
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After creating all of your diary entries, add Tasks by pressing the Create Tas
that have to be completed in order to end the mission in victory. '
In the createSimpleTask dialogue under Name of the task: write the n i -
under Task assigned to the unit: type player and under Short descript i
or less

Then press the Set Task Description dialogue to further describe the task. Rep
title under Title of the task: and a long description under Description of the task: and a waypoint des
description of the task:

After completing all that you have to associate the task to a marker, and you’ll do it by using the Set Task
Fill in the form for the Name and then in the Marker name: field type the name from the marker’s Name f
and press the Set button once more

To finalize the process, click Set Current Task, under Name of the unit: type player and under ta
name (recommended: obj1)

Then you have to save the briefing.sqdf file. Do it by selecting File
mission folder. (Documents = ArmA 2 - missions 2 YourMissi

-~
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File Edit Records Functions Comments Extras Help
—Records — Preview code window
Create Diary Record | /{ Created in A2B Editor by EMSI = M
Create T azk I
i
Remove Task | L
Set Tazk Description | N
N -
Set Task Destination | createSimpleTask
| Set Current Task | Name of the task: Task assigned to the unit:
objl player
I Set Task State | I I
Exampla: tskl, taskObj1, objl Example: playar
. Short description of the task:
— Functions -
- |Destruv enemy forces in Feruz Abad
Task Hirt |
Example: Primary task: Seize Guglowva
Task Statuz | Control
Creat [ |
Current Task | ’7 e anee
—
— Comments

Add note | Add comment |

A2R Editor.

r
®
» ¥
i \ = =
] »
File not saved yet
ArmA2 Briefing Editor by EMSI [ NUM [ CAPS [ INS
= w

i A28 Editor 4 l E=nre

File Edit Records Functions

—Records

Create Diary Record

Create T ask

Remave Task

Set Task Description

Set Task Destination

Set Current Task

| Set Task State
— Functions
Taszk Hint |
Task Status |
Current Task |
— Comments—————————————————
fl Add note | Add comrnent |

A2R Editor.

Comments Extras  Help

— Preview code windo

/{ Created in A2B Editor by EMSI -
objl = player createSimpleTask ["Clear Feruz Abad"];

obji setSimpleTaskDescription ["Destroy all enemy forces inside the town of <marker name=""feruzAbad""=Feruz Abad</ma
objl setSimpleTaskDestination (getMarkerPos "feruzabad");

A
®
» B g
i \ = -
< I | 3
I File not saved yet
ArmAZ2 Briefing Editor by EMSI [ NUM [ CAPS [ INS
— — —

Image 3.73 — Creating a task
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5 Current task: Vantage Point |

o Kill Hvi's ol 3 p \ Capt Roko, 1-1-A 1 8

o 7 - > = - iy e
& Map ~ [ission Thu, May 28, 4:25 g
Tasks @ Friendly forces Move into position and eliminate two officers. IMPORTANT: Locate known

4 Notes E Enemy forces B Evacuate immediately after elimination. vantage points on your map 3
. Units ﬂ Recon and get into your sniping {
& CBA | positions after dismounting the @

e = T "C P s = helicopter - check your map |
SO N R - e
K TR . el Ko (7

S

v ikl
T { X\ :
\_‘j) ,,_\\ N\® e U

o0 [ NS SO SRR, Ve e Nl

This is how the Map view of a mission with a comple

(837 )\ 038 ' 039 040 |

Vantage Point

7 INTEL %

4:2500
Thu, May 28
7@ Units (F1)
Groups (F2)
Triggers (F3)
Waypoints (F4)
Synchronize (F5)
Markers (F6'
Modules (F7
Load
Merge
Save
Clear ‘
Ds =
Textures

Preview

Exit
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This is a list of ALL used codes in this manual

INIT (UNITS)

helicopter flyInHeight height (see Init field)
helicopter land landing mode — landing modes: “land”, “get out”, “get in” (see Helicopter Control)

removeAllWeapons unit (see Unit gear control)
unit addWeapon weapon
unit addMagazine magazine

unit movelnCargo vehicle (see Boarding vehicles)
unit movelnGunner vehicle
unit movelnDriver vehicle

unit exec script — script is a string value (“script.sqgs
unit exec “camera.sqs” (see Camera scripting)
unit exec “scene.sqs”

SCRIPT
“scene.sqs” contents (for cutscenes):
titlecut [" ","BLACK IN",1]

_camera = "camera" camcreate [0,0,0]
_camera cameraeffect ["internal", "back"]
~[number]
[camerapositioninformationhere]
~[number]

player cameraeffect ["terminate",""back"]
camdestroy _camera

titleCut ["", "BLACK OUT"]; titleFadeOut 4
endMission "END1";

dme

e = "yourmusicname"; //T
sound[] = {"\music\yourmusic
b
b
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“description.ext” contents (for custom sounds): o5 s -

class CfgSounds

{

sounds[] = {yoursoundname};
class yoursoundname

{

name =" yoursoundname.ogg "; //The Name seen in the editor
sound[] = {\sound\ yoursoundname, 1, 1.0};
titles[] = {};

i

“init.sqf” contents (for customized ACM module):
waitUntil {lisNil {BIS_ACM getVariable "initDone"}};

1

b

“init.sqf” contents (for briefings):
execVM "briefing.sqf";

if(true) exitWith ();

waitUntil {BIS_ACM getVariable "initDone"};
spawn {

waitUntil {!(isnil "BIS_fnc_init")};

[1, BIS_ACM1] call BIS_ACM_setIntensityFunc;
[BIS_ACM1, 400, 700] call BIS_ACM_setSpawnDistgz
[["BIS_TK_INS"], BIS_ACM1] call BIS_ACM_setF
[0, 0.7, BIS_ACM1] call BIS_ACM_setSkillFunc
[0.2, 0.5, BIS_ACM1] call BIS_ACM_setAmmo
["ground_patrol", 1, BIS_ACM1] call BIS_ACMg¢
["air_patrol", 0, BIS_ACM1] call BIS_ACM_se
[BIS_ACM1, ["TK_INS_Group", "TK_INS_Patrol'
"TK_INS_MotorizedGroup"]] call BIS_ACM_add

“Technicals",
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INIT (MODULES) A 2
this setVariable [“settings”, [[], true, nil, nil, false]]; (see Calling in Ar / | S ..
[_battery, true] call BIS_ARTY_F_SetShellSpawn; (see Advanced use @
[_virtualPiece, "desiredvehicle"] call BIS_ARTY_F_SetVirtualGun;

this setvariable ["townlist",[bis_loc_acityc_cityname,[position this,desiredr:
[bis_loc_acityc_kozlovka,"ALICE_civilianinit",[{_yourcodehere}]] call bis_fnc_va
BIS_alice_mainscope setvariable ["civilianCount","round (2*sqrt%1)"];

TRIGGERS (ONACT.)

[["tactical_airstrike"], player] call BIS_SOM_addSupportRequestFunc;
[["artillery_barrage"], player, [[]1]] call BIS_SOM_addSupportRequestFunc;

VARIOUS COMMANDS

[player,halojumpheight] exec "ca\air2\halo\data\Scripts\HALO_init.sqs"; (see HALO jumps)
this setpos [getpos this select 0, getpos this select 1,(getpos this select 2) +ha|ojurw; this
objectl setPos [ getPos desiredobject ] (see setPos and attachTo commar .

objectl setpos [ getPos desiredobject select 0, getPos desiredobject
objectl setPos [ getPos desiredobject select 0, getPos desired elect
objectl attachTo [desiredobject,[ value, value, val —

detach objectl
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NOTE: ALTHOUGH ONCE PLANNED, THE CLASSNAMES LISTS HAVE BEEN REMOVED BEC
CONSUMPTION. YOU CAN STILL FIND THEM ON THE INTERNET. THEY MAY
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http://community.bistudio.com/wiki/ArmA 2 Official ArmA 2 wiki
http://community.bistudio.com/wiki/ArmA 2: Operation Arrowhead Offic
http://community.bistudio.com/wiki/Category:ArmA 2: Editing Official ArmA 2 Editing Wlkl
http://community.bistudio.com/wiki/Category:ArmA: Mission Editing Official ArmA Mission Editing
http://community.bistudio.com/wiki/ArmA: Mission Editor Official ArmA Mission Editor wiki
http://www.arma2.com/ Official ArmA 2 webpage

http://www.armaholic.com/ ArmAholic webpage (you can find my manual here)
http://forums.bistudio.com/forumdisplay.php?f=92 Official Bohemia Interactive ArmA 2 Editing

h

Bohemia Interactive Studios (for the game)
PCLIPSE (for the youtube tutorials)
ArmAholic (for being an awesome resource center)
BIS forums (for the knowledge)

BIS wiki (for the knowledge)

ArmAholice (for the knowledge)

AFOF_Murdock (for this manual)

EMSI (for the A2B Editor described in the manual)
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EMSI (for the A2B Editor described in the manual)

Roko
Typewritten Text

Roko
Typewritten Text
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This is an appeal from AFOFMurdock, the creator of this manual, to all i)I those out there who read
this manual and found it useful; and to those who know all this already, hut wanted to see my work:

Please, if you have the time, patience or resources, and think this manual could be expanded, made betiér, etcREINNSNNE
with the further development of this manual by writing your own short chapters or tutorials to he implemeéntetiiinsSnamial:
MS Word (.docx or .doc) format files would be appreciated, but a notepad text (.ixt) file will do just fine. | wilkalso e uiacis
you've noticed some errors or something is missing to PM me or post about it in the armaholic forums:

Thank you,

yours sincerely,
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