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Mapping Checklist

Here is a list of things you need to have done before a map is deemed worthy of the title of ‘completed’:


Mapping:
· Geometry

· Texturing

· Lighting

· Caulking unseen faces

· Placing areaportals for doors

· Entities

· Ambient sounds

· Incidental sounds

· Skybox

· Storyline NPCs

· Incidental NPCs

TIPS:
· When making corridors or rooms (especially in Federation maps), don’t make everything too uniform, have the odd scuff mark, broken light or wall panel or floor panel taken out with someone stuck down there fixing something – perfection gets a bit boring, especially if it is in a large, long, straight corridor…

· Don’t make corridors too long and straight – add curves and detours. Junctions, doors, computer panels and Jefferies tube access hatches all break up the monotony of a long corridor.

Scripting:
· Mission objectives

· Mission pingers (objects that are announced in the script to be a mission goal) – they show up on the tricorder map in the top-right

· Incidental sounds

· Animation

· Facial expression (morphing)

· Cinematics

· NPCs non-pushable

· NPC use functions – make them talk back when you use them!

· NPCs non-killable – make it so that you lose the game if you kill one of your own NPCs.

· Player model – are you sure you are who you think you are?

· Trigger frequency – cinematic triggers only working once, for example.

· Archetypes – objects that come up with text on screen, such as ‘Main Computer Control’.

· Fakeplayer function – are you adding unnecessary models to the map? Why not use the Fakeplayer(); function, it automatically spawns a player model where the player is…

TIPS:
· Try to keep your code as neat as possible – declare the functions altogether at the top, along with any includes and variables you may need. Add some comments at the top to specify the geometry name, last edited date, created date, geometry creators, script creators, and the person who last edited the script. Group your functions in logical sections, and do the same with the declarations (the declarations then become a ‘contents page’ for the script file.) Give your functions and variables sensible names.

· Comment everything that is more complicated than a wait( x ); statement. Other people may not necessarily know what you are trying to achieve, especially if the code doesn’t work, and they are trying to add to it, or fix it.

· Group statements into logical groupings within functions, and separate them with blank lines. E.g.

close_door1();


cam_fadeout( 0.1, 0, 0, 0, 1, 0 );


wait( 2 );


$cam1.follow( $cin_cells_cam1_pos3 );


$cam1.cut();


cam_fadein( 1, 0, 0, 0, 1, 0 );


wait( 1 );

Would become (after being commented and sorted):






//Close the door again, just to be tidy






close_door1();






//Fade the camera out






cam_fadeout( 0.1, 0, 0, 0, 1, 0 );






wait( 2 );

//Setup the camera inside the cell room

$cam1.follow( $cin_cells_cam1_pos3 );

$cam1.cut();






cam_fadein( 1, 0, 0, 0, 1, 0 );






wait( 1 );
As you can see, this makes the code a lot more readable.

IF ANYONE ELSE CAN THINK OF ANYTHING TO ADD TO THIS LISTING, PLEASE, FEEL FREE…
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