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Before We Begin

Thanks for downloading the Rivet Wars Scenario Editor Pack!
This pack includes the following:

This helpful Guide!

A set of tiles which can be used to create maps for your own scenarios

A set of tiles representing Units from the Game

Some useful tiles for creating battle reports including unit movement and attack
Some example maps to get you started

A Template Scenario Document

Blank Allied, Blight and Neutral Unit Cards to create your own Units!

1 Blank Secret Mission and Action Cards!
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| must take a moment to say thank you to Ted Terranova for openly and quickly sharing
RivetWarsa ssetsf or t hi s pr o) e omé morethdre & couldh leavepexpdcted ; h e 6 s
made sure the Rivet Wars Community  has access to the highest quality art ~ work so

projects like this can thrive! | t 6s f ant athetcieator ssgendi hisgprecious time

making sure we all get the best from Rivet Wars!

I f you have any questions, ¢o0mmen thesita® tocantatcpr ov e n
me at: me<AT>tehill<kDOT> net or on the CoolMiniOrNot Forum, my username is: Decar

Enough talk!

LET6S GET I N THE FI GHT!

- Tom Hill
- March 2014



http://www.rivetwars.com/

Map EDITOR

The Map Editoris made up of the following Tiles:

1 Basic Map Tileset with all 18 reversible tiles
1 Marker Tileset with Strat  egic Objective, Bunkers, etc..
1 Three Unit Tilesets, for Allied, Blight and Neutral Units
o All the Units from Eastern Front, Second Wave, Spearhead, War Room, Heavy
Metal and Battle of Brighton
1 A Tileset for marking the Map with Territory or Arrows
1 A Tileset for marking the Map with Points of Interest

There are plenty ofappl i cati ons for managi ng t i Tiledwhictsis wed
available for free on multiple platforms from the following URL.:

http://www.mapeditor.org/

Unpacking the Editor

Youdl need to unpack the Editor which contai ns all of the useful resources. It & worth
unpacking the ZIP file intoa  designate folder so you can find it again later. Some people
have reported problems creating the dir ectories when unpac king the ZIP in Windows 7.

If you find this, t ry to unpack the ZIP to the desktop and manually movin g the files to
their new home. & committed to making improvements to the editor so please contact

me if you need an y assistance!



http://www.mapeditor.org/

Creating a New MAP

The Scenario Editor comes with an empty 3x3 Template for you to get started
open the file with  Tiled and it should look like this:
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Layering

Tiled assigns tiles to layers.  Your map will be made up of various layers you can use to
-tiles, bunkersorunits . Make sure y Mapdv e

overlay elements, such as map
selected; this is the bottom  -most layer :
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The Template Map comes with pre  -created layers, but you can add and remove them as

you need. Select a tile and paint it on the grid.

Z
Xor Y

)ther useful commaQ(_js can be found here:

https://github.com/bjorn/tiled/wiki/Keyboard - Shortcuts


https://github.com/bjorn/tiled/wiki/Keyboard-Shortcuts

Placing Terrain Elements

Make sure youboveearkeeslbe d taeptikervijse you might remove a map tile!

Mines, Tank Traps, Bunkers and Objective can be found in the Markers Tile Set.
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Adding Territory

Make sure the Territory Layer is selected. Territory is a little harder to add; there are
some translucent green and red tiles in the arrow tile set. The three tiles can be used to
draw corners,e dges and centres of territories. Donot
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Adding Deployment Zones

Make sure you use a layer above Territory ; otherwise the emblems will appear
un derneath or worse replace the territory . The Blight and Allied emblems can be found
in the Marker tile set.
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Placing Units

The Scenario Editor also has tile  sets for Units . These can be placed like any other tile.
You can use the mouse to select multiple tiles to make placing larger units much easier!




