

Assumptions
I am assuming you know how to use triggers, ThingFactories, create a basic skybox and create a new class.

Introduction
Tired of having a bland, lifeless Skybox? Sure, you’ve got some amazing High-Res clouds, but what about something Unique? Lightning and thunder-It’s all been done before. In this tutorial, I am going to teach you to create a Spaceship that will fly across the sky and then explode in Mid-air, creating a lightshow for everyone on the map to see!

Step One:
Okay, first we need to create our spaceship. Since we want a truly epic explosion, we are going to use the Redeemer as a base. So, expand the Class Tree, Expand “Projectile” Select warshell, and create a new projectile under Warshell. Compile the script, and then open the DefaultProperties. Now, under display, where it says “Mesh”, we are going to change this to LodMesh’Botpack.Fighter2M’. Now, Set DrawScale to 0.25 (Remember skybox magnigification? Forget the scale, and you will end up with a small city flying around there!) Now, open the Collision tree, and set our collision to Height 8 by Radius 32. Under Projectile, reduce it’s Max Speed and Speed to 600. Now we have our spaceship, we need to make it fly across the Skybox! In the Skybox, create a ThingFactory. Set Capacity and Maxitems to 1 also make sure to set BFalling as false! Otherwise you will get a sort of bizarre falling spaceship that won’t explode right.. Set the Tag to Cake (Hey, It’s close to dinner time, alright?). Now, create a Spawnpoint with the tag Cake inside the skybox, and make sure it’s well clear of any mountains or W/E, and point it towards the center of the skybox. Make a trigger somewhere in your map with the event Cake. Now, in the center of your skybox, Place a BlockAll Actor (Found under Keypoint) Make sure it is level with the SpawnPoint. Open UT, and try out your map. When you hit your trigger, the following should happen:
1) A spaceship appears and flies across the SkyBox

2) When said spaceship reaches the center of the skybox, for no apparent reason it explodes in a fantastic eruption of fire.

In Practice
So, you’re thinking “WTF? What use is this?” Well, A) it’s shiny special effects to impress players, and B) I like to use it in Monsterhunt. Lets say you want a Defend the Base map. A good example is MH-DefendingMars. However, Defending Mars ends with the player jumping on a little spaceship and flying away, instead of defending the base. With this trigger method, you can set up counters to see how many monsters have been killed, and once enough have died, set of the thingfactory. Replace the BlockAll with a MonsterEnd, set the TriggerType to TT_Shoot, and Tada! A spaceship flies across the sky, and the map has an explosive ending :D


Assumptions:

I am assuming you know how to make a simple TriggerControlled door, as well as set up a creaturefactory and spawnpoint.
Introduction:
Recently, while making an defencive MH Map, I wanted to set it up so the forcefield at the front of the castle could become disabled, allowing the rampaging horde of monsters to break into the castle and slaughter the unfortunate players who didn’t get into the keep fast enough (I know, I’m such a nice guy, LOL) Now, I didn’t want the player to have to go through stupid press-the-button to open and close the door systems, so I went for Trigger Controlled. But then I was left thinking “wait… I know how to lock a TC door OPEN, but what about CLOSED?” Then the answer came to me. It involved Creaturefactories and triggers, and here’s how it works.
First, create your door. Make it however you’d want it, but make it TriggerControlled. Now, set up the trigger, BUT, in the trigger, set the tag to “Beef”. Now, Under “Object” Set IntitialState to OtherTriggerTurnsOff. Now, off outside your map, create a cylinder of radius 128, and height 64. Place a trigger in here with the same event as your door, and adjust the radius so it takes up the entire area of the cylinder. Under Trigger, set bInitiallyActive to FALSE, TriggerType to TT_PawnTriggered, and under Object InitialState OtherTriggerTurnsOn. Now, under events, set it’s tag to Beef. Now create a CreatureFactory to spawn a Mercenary in the same room. Create a spawnpoint. Make the factory and spawn 1 Mercenary, and create a spawnpoint in the same room with the tag Beef. Now, go back to the main area of the map, and place a trigger with the event Beef. Rebuild, test. What should happen:

1) The player walks up to the forcefield, and it opens for the player, but when the player moves away all those nasty monsters are trapped outside.

2) The player sets off a trigger

3) (Behind the scenes) A mercenary is spawned, the trigger at the door is disabled, while another near the mercenary is enabled. The Mercenary triggers the forcefield, and it is forced open. As the merc cannot leave the area, it stays open
4) Ravenous horde of monsters swarms in the gate, player turns around… OH NOES! Player soon discovers the folly of having a fortress with only one exit, as the monsters swarm in and corner them. Players are ripped to shreds, and then the monsters break for coffee. Mercenary gets a payrise, and all is good :D

IN PRACTICE:
See the Intro.
