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Hello, assuming you've read the readme.txt, and installed the PathFinder Plugin, you


should now extract the zip file pftutor.zip's contents into a folder called 'pftutor' which is included in this zip. After youve done that, load the file pftutor.jed into Jed. You should see a basic 2 sector level. The 2 things are walkplayer and a bartender, which will be our actor to control. Now choose PathFinder from the plugins menu in Jed. 





In PathFinder, first click the 'New Orders' button located to the right of thing manager. A larger window opens up. This is the orders window, where we will create his path and other stuff. What we want to do, is make Bartender walk in a complete circle around the room. The frames are already set, so you dont need to worry about that part. 





First we need to set the conditions which will trigger bartender to start moving. Click the ratio button 'Player enters sector'. In the box below the option buttons, which is now labeled 'Sector', type the number 1, and the click the 'Set' button. At the top of the orders window, it should say:





	* Start cog when player enters sector 1...





Also, the Effects area has now been enabled for us to use. First we want Bartender to move to his second frame, which is actually Frame 1. His home frame would be frame 0. Under effects, click the option button 'Move actor to frame'. The two input boxes below the options are used for setting perameters. This is where the thing manager comes in. In the thing manager, use the scroll bar to select Thing 1(Bartender), and then back in the orders window, hit the small 'T' button next to the left perameter box. Just so you know, it will enter the number of the thing currently selected in the thing manager into the box. You don't have to use this, but its always there. Next, in the rightmost box labeled 'Frame', enter the value 1. Now click the Add button to the right of that. If you followed the instructions correctly so far, the orders list should now read:





	* Start cog when player enters sector 1...


	1 - Move thing 1 to frame 1





This means that order 1 would be Moving thing 1 to frame 1. A little later on, we will need to know the order Numbers.





The two boxes you just inputted values into don't get erased, and therefor, you can simply change one perameter and add it. Now change the right text box from the value 1 to 2, and click Add. Now repeat this process, but change the values from 2 to 3, and 3 to 0. Dont forget to click add in between. If you did it right, the orders list should look like this:





	* Start cog when player enters sector 1...


	1 - Move thing 1 to frame 1


	2 - Move thing 1 to frame 2


	3 - Move thing 1 to frame 3


	4 - Move thing 1 to frame 0





These orders by themselves would work fine, and Bartender would walk around in a complete circle around the room when you enter the sector, but we want it so that Bartender does it continuously. To do this, you must now click the option button labeled 'Jump to order'. Once you click it, the perameter boxes below get changed from Thing and Frame, to Order # and Unused. In the box 'Order #', input the value 1, and click Add. A new order is added to the list, so it should now read:





	* Start cog when player enters sector 1...


	1 - Move thing 1 to frame 1


	2 - Move thing 1 to frame 2


	3 - Move thing 1 to frame 3


	4 - Move thing 1 to frame 0


	5 - Jump to Order 1





Believe it or not, but Jump to Order command is an order in itself. So in this case if you were to tell Bartender to Jump to Order 5, it would to that forever, but thats stupid. If you think about it for a minute, you can see that once Bartender gets told to Jump to Order 1, he is already back at his home frame, so he can trek back to frame 1, then 2....





Now that we've given Bartender some orders, we are ready to trasnlate the orders into a Cog file. In the center-right box of the orders window labeled 'Cog Filename', you can give the file a unique name, which you'll need to do if using more than one orders set in your level. For now lets just leave it dontcare.cog. Now we must choose a place to save the cog in. Jed requires a project directory for your projects, if you want to import new resources, youll need to create a project directory for your project. If you extracted the pftutor.zip into the a folder pftutor, you already created a project directory. Under that folder, we need to create a new folder called \cog, where we will store  our new cog to control Bartender. Click the '...' button next to the Cog Filename box. This will open up the path selector window. In the path select box, choose the pftutor folder you made when extracting the pftutor.zip. Since we need to create a new cog directory under pftutor, click the 'New' button under the path selector. This will prompt you for the new folder's name. Enter 'cog' and click ok. Hit ok on the path selector window.





Ok, now its time to create the new cog. Click the 'Close' button in the orders window since we are done giving orders. Back in the main window, you can click the 'Refresh Orders' button to view the current orders. Now click the 'Generate...' button to create the cog. If the creation of the cog was successful, a message box will appear saying so.





Now back in Jed, press F7 to open the Cog Manager. Click the button 'Add cog'. In the cog picker, choose the cog\ option on the list on the left. On the big list, the file dontcare.cog should appear, if you specified the project directory and created the new folder correctly. Choose dontcare.cog from the list and click ok.





The cog will be added to your level, and now we have to set some perameters. Yes, yes, I know we set them back in pathfinder, but due to the way Jed is made, it doesnt allow things to be automatically set. It works with Ints though. They should be already set. So in the perameter section of the cog manager, change all the thing values of -1 to 1. Hit the 'Refresh' button. Close the cog manager.





Yaaaay! Time for the fun part, testing the level! From Jed's file menu, choose Save JKL and Test. In JK, go to single player, new game, and click ok. In the level, walk into the big sector. If you followed the steps correctly, Bartender should walk in complete circles around the room. Notice that if you damage him, he will run away, and discontinue his path.





Your finished!





Now have fun with the plugin. Try it out on stormtroopers, droids, anything you want. And be sure to look out for more plugins i may create!





	- BigBosskMan





