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by Lee Rowland, Trials HD level designer for RedLynx

So you want to create a track for Trials HD using the in-game editor? There's

no reason your track can't be as good as those already in the game! After all,
the guys at RedLynx used the very same editor to create all the in-game tracks.

This guide points out some of the basic functions of the editor for the novice
track builder, while giving some useful inside tips that may help your track stand
out from the rest.

3-2-1-Go!

When you open the editor for the very first time, it will be set to Simple Mode.
Although this allows you to make very simple tracks, it will not be sufficient to
create something more complex. You will need to switch to Advanced Mode. Do
this by pressing the 'Start' button and selecting the 'Switch to Advanced Mode'
option. Note that when you press the 'B' button to return to the editor, it now
says 'Advanced Mode' in the top right of the screen.

Always note that the white line running throughout the level is the Driving Line
and is where the player's bike will ride. Anything crossing this line has to be
driven over. You can move the driving line by hovering over the Start
Checkpoint (the metal pole with three lights) and pressing the 'A’" button.

Now with the Left Stick you can move it left and right within the track and also
towards and away from the camera. The Right Stick also allows you to move it
left and right but also up and down within the track. Remember, the point where



you place the Start Checkpoint is also the point where the player will begin your
track, so make sure it isn't inside an object or floating in mid-air!

Object Categories

Pressing any direction on the D-Pad while nothing is selected in the editor will
bring up the object categories. Here, objects are arranged in categories and you
can browse through them with the left stick until you find an object you wish to
place in your track.

Press 'A' on any object you wish and you will now return to the track layout with
the chosen object ready for placement. The Left Stick adjusts its horizontal
position and also moves it away from the camera and towards it. The Right
Stick also adjusts its horizontal position, but also its height. Clicking the Right
Stick will snap the object to the driving line, the 'LB' button rotates the object at
90 degree intervals and the 'RB' button allows you to alter the axis you wish to
rotate the object on.

The Left and Right Triggers ('LT' and 'RT") allow you to freely rotate the object
to any angle you require. Remember to look at the handy menu at the bottom of
the screen for all the button settings. If you would like to select multiple objects
at the same time, hold down the 'LB' button as you select each object.

You can place objects inside others and partially inside wall blocks. However,
by pressing the 'Back’ button, you can switch physics on for the entire track so
every object now possesses its physical boundaries. This allows you to place
an object exactly on top of or next to others just by moving it until it is stopped.
Note that when you press the 'Back’ button, the 'Pause’ icon () at the top left of
the screen changes to a 'Play' icon (). Press the button again to switch track
physics off.

Object Parameters

By selecting an object with the 'A" button and then pressing 'Up' on the D-Pad,
you bring up the Object Properties Menu. Here, you can switch physics on so
that when the track is played, the object will drop or react to any solid surface it
touches. Note that Explosive objects must have their physics enabled in order
to explode when impacted.

You can also lock an object to the driving line from here. This only applies to
physics enabled objects and will spring the object on to the driving line when
approached.

You can also glue an object to one or more other objects from here. When
selecting the 'Glue to Object’ option you will be able to select any other object
you wish to glue it to. A thin white line will indicate which objects are glued
together.

Note that physics must be applied to all glued objects for them to take effect
and can produce some unforeseen results. To unglue an object simply repeat
the process above.



Checkpoints

Checkpoints should be placed after every difficult obstacle or on easier tracks,
at fair positions which prevent beginner players having to constantly replay the
same section. Many players may stop playing a track out of frustration if they
have to continuously repeat the same section due to poor checkpoint placement.

When placing a checkpoint, take note of the white line ‘triangle’ projecting from
it. The bike must cross any part within these lines to activate the checkpoint.
Checkpoints are also good to use as a way of tempting the player past a difficult
section. If a player can see the next checkpoint is within reach, they may keep
trying to get to it. This can also been perceived as a reward for a player passing
a difficult obstacle.

Lighting

Pressing the 'Start’ button and selecting Track Settings allows you to alter all
kinds of light effects within your track. 'Sunlight Direction’ gives you two options
to alter the direction of the sun coming through the windows. 'Sunlight Color’
allows you to change the brightness and color of the sun; 'Ambient Color' allows
you to subtly alter the color of the whole level; and 'Dust Color' allows you to
alter the color of the fog in the track. Note that increasing the 'Dustiness’ slider
at the bottom of the Track Settings menu to a higher level can sometimes
improve the frame rate on tracks with a lot of explosives or physics enabled
objects. But remember not to make a track too dark so the player cannot clearly
see the route ahead at all times!

Explosives

Explosives come in various types and blast sizes. The smallest is the Dynamite
Box and the largest is the Big Bomb. The red sphere surrounding an Explosive
object while placing it indicates its blast radius.

When you place one of these explosives into your track, they will explode for
one of three reasons. The first is if the rider or bike simply touches any part of
the explosive with reasonable force. However, by touching them very lightly or
driving over them slowly, the rider can pass by without detonating them. The
second reason is if they are dropped from a height. However, dropping from a
small height may not detonate the explosive.

The final way an explosive can explode is via a Trigger. When modifying the
Trigger Properties Menu, simply select the 'Explode/Break’ tab before selecting
the explosives you wish to detonate when the Trigger is activated.

Triggers

Triggers are points that can be placed anywhere in a track that when the rider

or a physics enabled object passes through it, affects another designated object
within the track. Triggers are in the Tools Objects Category and come in three
sizes; 2 meters, 4 meters and 8 meters but all work in exactly the same way. As
long as the rider, bike or a moving object passes through any part of the Trigger,
including the edges, it will be activated.



When placing a Trigger pressing 'Up' on the D-Pad brings up the Trigger
Properties Menu. From here you can select what this Trigger will activate when
passed through. Simply select the tab you wish to activate and then select the
'‘Select Objects' option. You can now select the objects which will be affected by
the Trigger. Note that a thin white line connects any objects you select to be
affected by the Trigger. Also be aware that you may need to use more than one
Trigger to create a more complex event that involves multiple effects.

If you would like the Trigger to switch an effect off of an object, for example
switching off a light, then simply place the Trigger as described above, but do
not select any of the effects tabs in the Trigger Properties Menu before clicking
on the 'Select Objects' option.

Shortcuts: Intentional & Unintentional

Remember to test your track from every Checkpoint to make sure that it is still
possible to complete. A badly placed checkpoint can sometimes make progress
through a track impossible. Also, be sure to check that you haven't left some
unintentional shortcuts in your track. Are there points where the player can drop
under the driving line and maybe progress unhindered? Does an Afterburner
pickup allow a player to unintentionally skip entire sections? Similarly, if a player
uses a different bike to what you are testing with, or has excessive speed, can
they perform larger jumps than intended or slip through gaps to avoid
obstacles? A simple tip is to place explosives or objects to block off areas you
do not want players to venture.

However, some shortcuts are a good reward for expert players. Just make sure
they are difficult to perform and/or provide a minimal improvement to a track
time. This also applies to tracks with multiple routes. If one route is clearly the
fastest, then everybody will ignore the slower route, rendering it irrelevant.

Game Cameras

Game Cameras can be used to focus the game camera on a specific area or to
add dramatic effect. Simply place a Game Camera as you would any other
object. While selected, you can press 'Up' on the D-Pad to bring up the Camera
Settings Menu. Here, you can adjust the 'Camera’s Range' (the point where the
player will come into view of the camera), its 'Field of View' (alters how wide or
tight the lens is) and also check the view the Game Camera will create when
playing the track. Game Cameras should be used sparingly as they can make
many obstacles unintentionally more difficult. Play test your track to see if the
Game Camera adds to your track or simply makes it more awkward.

Play Testing

Always do lots of play testing of your track. Test every obstacle numerous times
and from every possible checkpoint to see if it is always fair and possible to
complete. Remember, just because you can pass an extremely difficult obstacle,
doesn't mean everybody else can! Also, make sure it is always clear what the
player has to do to pass an obstacle. Remember to use Signs if you need to
explain something or give help to the player.



The best advice for play testing your track is to ask somebody you know to test
it for you. They can give you invaluable feedback on how to improve your track
and point out problems you may not have recognized.

Most players use the Phoenix 250cc or Scorpion 250cc bikes to play Trials HD
so you should test that it can be completed with either or both of these bikes.
The other slower bikes are primarily for the Beginner, Easy and some Medium
tracks, so if your track falls into those categories you will need to test with those
bikes also.

Also note that a slower bike can sometimes provide a faster time on some

tracks! To select which bike you wish to test your track with, press the 'Start'
button and select '‘Choose Bike'.

10 Further Tips

Wall Blocks

You can select the background wall blocks by selecting them with the 'A" button.
Alternatively, you can press the 'Y' button to add an extra block or the 'X' button
to delete one.

Decoration & Floating Objects

Remember to decorate your track. This can be anything of your choice but be
careful not to use anything offensive or include words. Also, if the driving line is
above the ground, place some visual supports so nothing appears to be floating
in mid-air. Think of how it would be held up if it was a real world structure.

Lights

There are many types of lights you can place in your track and all but the Walll
Lamp 1 generate real time shadows. This can affect the frame rate, so use
them sparingly.

Hinges

You can create rotating and swinging objects by using the 'Free Rotation Hinge'
and 'Limited Rotation Hinge' found in the Tools Category. Glue a none physics
enabled object to one side of either of these and a physics enabled object to the
other to create the desired movement.

Room Complexity bar

At the top left of the screen is the Room Complexity bar. This indicates how
many objects can be placed in any one area but does not affect other areas
within the track. When the bar is full, no more objects can be placed in that

vicinity.

Memory saving tips

If your track uses too many objects, when you try to save it you will get the
"Track is Too Big' message. Before you can save your track, you will
unfortunately need to remove some objects. The most memory hungry objects



are lights, physics enabled objects and explosives so if possible, adjust these
first.

Lag / Frame Rate

Lights, large empty backgrounds, complex structures and physics objects can
sometimes lower the frame rate. Try altering any of these to improve the frame
rate. All tracks should run at a steady frame rate and never drop.

Difficulty

A track can be any difficulty, but should always be fair to the player. A large
majority of players avoid very difficult tracks out of frustration, so the easier your
track is, the more people will play it!

Fun Factor and Originality

It may sound obvious, but remember to make your track fun to play! There is no
point making an amazing looking track, only for it to be no fun to play. Also, try
to create unique obstacles or visual styles so your track is memorable.

Finish Line
The finish line should be clearly marked. Try adding a checkered 'Metal Finish
Line' from the Decorations Category to make it stand out.
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