NOTE: View in Wordpad with  VIEW->OPTIONS->WRAP TO WINDOW  at fullscreen





NOTE2: I'm certain that with the advent of ZDoom version 1.23 that this will be much better explained and any mistakes in this clarified (most everything that is correct in this is due to the diligence of Nigel Rowand who thru exhaustive testing told me where I had erred in my logic; I am deeply indebted to him) in the documentation that will accompany it but until then here is what I used to make splash3.wad; maybe someone will find it  useful.








// Splashes (Define a Splash; choose sprites, sounds, and define action of flying pieces)





splash Water


{


	smallclass		WaterSplash       (small sprite; used for things with mass less than 10)


	smallclip		12			(how much the small class (small sprite) is clipped


	smallsound		world/drip        (sound for smallclass (small sprite; used for things with mass less than 10) 								 define in sndinfo.lmp) 





	baseclass		WaterSplashBase   (main Sprite


	chunkclass		WaterSplash       (fly pieces/smoke)


	chunkxvelshift	8                 (movement of chunkclass)


	chunkyvelshift	8                 (          "           )


	chunkzvelshift	8                 (          "           )


	chunkbasezvel	2                 (          "           )


	sound			world/watersplash (sound for main splash; define in sndinfo.lmp)


}





// Terrain types (define a terrain; assign a splash to a terrain)





terrain Water


{


	splash		Water (assigns "splash Water" as splash sound and sprites)


	footclip		10    (see * below)


	liquid			(?)


}





 * Determines how much the feet of a monster or player are clipped to simulate depth in normal floors with defined flats (flats listed between ifdoom and endif with a terrain type assigned; usually liquids to simulate depth)





// Floor -> terrain mappings (assign a terrain type to a floor; must add a "ifdoom" section and list floors for doom between "ifdoom and "endif" in order to see splashes and hear splash sounds in Doom)





ifdoom


floor FWATER1 Water


floor FWATER2 Water


floor FWATER3 Water


floor FWATER4 Water


endif




















   Above is an excerpt from the terrain.lmp defining a terrain called "Water". Terrain "Water" is assigned a splash called "Water" and it is here (in the Splash section) that the definitions for sprites and sounds are done. This terrain "Water" is then attached to flat FWATER1 in the "Floor -> terrain mappings" section in a new section you must make starting with "ifdoom" and ending with "endif". Between "ifdoom" and "endif" list ALL flats that you wish to attach a terrain definition to in Doom or Doom2( that includes all graphics if it is a animated flat); NOTE --> for pwads with custom flats you would simply add the name of the custom flat into the list with the terrain name you wish to use with it between ifdoom and endif. 


    The terrain.lmp is cumulative therefore all you need to do is make a terrain.lmp with your changes and add it to a wad. The splash graphic is composed of 2 sprites; a main sprite which is the splash and another which is flying pieces or smoke. You can mix and match main sprites and chunks sprites as well as sounds; you can make your own splash definitions for terrain types and sounds (which is what I've done here). To try to make the Heretic and Hexen sprites look proper with the Doom liquids I changed around some of the sprite graphics (there are 6 different liquids in Doom and only three splash graphics composed of 6 sprites in Heretic and Hexen). As well, starting with ZDoom 1.23 beta 29 there are 2 new sprites composed of a main and chunks sprite each that Randy added specifically for Doom.


    The names of the sprite graphics are:





Sprite           Graphics Names       


WaterSplash -     SPSHA0 thru SPSHD0


WaterSplashBase - SPSHE0 thru SPSHK0


LavaSplash -      LVASA0 thru LVASF0


LavaSmoke -       LVASG0 thru LVASK0


SludgeChunk -     SLDGA0 thru SLDGD0


SludgeSplash -    SLDGE0 thru SLDGH0


BloodSplash -     BSPHA0 thru BSPHD0   <------- New with 1.23beta29


BloodSplashBase - BSPHE0 thru BSPHK0   <------- New with 1.23beta29


SlimeChunk -      SLIMA0 thru SLIMD0   <------- New with 1.23beta29 (used as invisible sprite to make Hot work properly)


SlimeSplash -     SLIME0 thru SLIMH0   <------- New with 1.23beta29





Below is a copy of the terrain.lmp in splash3.wad:





splash Water


{


	smallclass		WaterSplash


	smallclip		12


	smallsound		world/drip





	baseclass		WaterSplashBase


	chunkclass		WaterSplash


	chunkxvelshift	8


	chunkyvelshift	8


	chunkzvelshift	8


	chunkbasezvel	2


	sound			world/watersplash


}





splash Blood


{


	smallclass		BloodSplash


	smallclip		12


	smallsound		world/sludgegloop





	baseclass		BloodSplashBase


	chunkclass		BloodSplash


	chunkxvelshift	8


	chunkyvelshift	8


	chunkzvelshift	8


	chunkbasezvel	1


	sound			world/sludgegloop


}





splash Nuke


{


	smallclass		LavaSmoke


	smallclip		12


	smallsound		world/lavasizzle





	baseclass		SlimeSplash


	chunkclass		LavaSmoke


	chunkxvelshift	-1


	chunkyvelshift	-1


	chunkzvelshift	7


	chunkbasezvel	1


	sound			world/lavasizzle


}





splash Lava


{


	smallclass		LavaSmoke


	smallclip		12


	smallsound		world/lavasizzle





	baseclass		LavaSplash


	chunkclass		LavaSmoke


	chunkxvelshift	-1


	chunkyvelshift	-1


	chunkzvelshift	7


	chunkbasezvel	1


	sound			world/lavasizzle


}





splash Slime


{


	smallclass		SludgeChunk


	smallclip		12


	smallsound		world/sludgegloop





	baseclass		SludgeSplash


	chunkclass		SludgeChunk


	chunkxvelshift	8


	chunkyvelshift	8


	chunkzvelshift	8


	chunkbasezvel	1


	sound			world/sludgegloop


}





splash Hot


{


	smallclass		LavaSmoke


	smallclip		12


	smallsound		world/hotsiz





	baseclass		SlimeChunk


	chunkclass		LavaSmoke


	chunkxvelshift	-1


	chunkyvelshift	-1


	chunkzvelshift	7


	chunkbasezvel	1


	sound			world/hotsiz


}





terrain Lava


{


	splash			Lava


	footclip		10


	liquid


}





terrain Blood


{


	splash			Blood


	footclip		10


	liquid


}





terrain Nuke


{


	splash			Nuke


	footclip		10


	liquid


}





terrain Slime


{


	splash			Slime


	footclip		10


	liquid


}





terrain Hot


{


	splash			Hot


	footclip		0


	liquid


}





ifdoom


floor BLOOD1 Blood


floor BLOOD2 Blood


floor BLOOD3 Blood


floor SLIME01 Slime


floor SLIME02 Slime


floor SLIME03 Slime


floor SLIME04 Slime


floor SLIME05 Slime


floor SLIME06 Slime


floor SLIME07 Slime


floor SLIME08 Slime


floor NUKAGE1 Nuke


floor NUKAGE2 Nuke


floor NUKAGE3 Nuke


floor FWATER1 Water


floor FWATER2 Water


floor FWATER3 Water


floor FWATER4 Water


floor LAVA1 Lava


floor LAVA2 Lava


floor LAVA3 Lava


floor LAVA4 Lava


floor RROCK05 Hot


floor RROCK06 Hot


floor RROCK07 Hot


floor RROCK08 Hot


floor SLIME09 Hot


floor SLIME10 Hot


floor SLIME11 Hot


floor SLIME12 Hot


endif





Graphics are modified sprite graphics from Heretic (a great game supported by ZDoom; well worth hunting up) and sounds are from Strife (another great game) and Hexen (yet another great game hopefully fully supported by ZDoom in the near future!?)





Thanx to:  ID Software for DOOM;  Randy Heit for ZDoom and the Terrain.lmp (also for fixing the way splash sounds and sprites worked in Boom-style deepwater and for providing support for this relatively small project); Raven Software for Heretic & Hexen; Nigel Rowand (Enjay) for his taking the time to check this out and give valuable feedback as well as for creating a very handy level for testing splashes in (SplTest2.wad).





PEOPLE ARE FREE TO DO WHAT THEY WANT WITH THIS; I DON'T CARE.





NOTE: Any mistakes in the concepts here are mine; only Randy knows for sure exactly what I've tried to figure out (and with the release of ZDoom 1.23 everyone else will also :-) )





                                               Pete Kempson aka Corwin


                                                    Corwin1001@aol.com





