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Ok, now for the tutorial on naval units. Other than the aforementioned worldbox changes, they are
just like any other vehicle. The boats (including naval transports) are set up as tracked vehicles
(with invisible wheels). The submarines need to be set up as VTOL vehicles so the can move up
and down in the water. The only other setting required is to set the "type" as appropriate (either
Boat or Sub depending on what you are making). Everything else is as normal for vehicles.

As for scripts, both boats and subs require SH_CustomCollisionGroup with a setting of 20 aka
"naval unit".

Units that can come onto the beach but not onto land more generally (i.e. naval transports) need a
setting of 21 aka "beaching unit".

For the water surface in the naval logic, you need to make the actual visible water surface a
separate mesh. You need 2 meshes, one facing up for the top surface (which will dictate how low
into the water boats will go) and one facing down for the bottom surface (which will dictate how
high up subs will go) and is what people in submarines see when they are underwater. They need
"physical" collision ticked and nothing else (technically they dont need to be 2 separate meshes
but the example | am working from has them as 2 separate meshes). Export this as terrain. In
leveledit, you need to make this as a tile with StaticPhys, "IsNonOccluder" ticked, "water surface"
collision and "default" visibility mode and place it in your level.

Next up, you need a blocker around the edge of the water (this will limit where naval vehicles can
go). This should also be "physical” collision only and should be hidden so it cant be seen.
In-game, its the same as the water surface (StaticPhys etc) except that it needs either collision
group "water edge (allow)" (if you want to allow soldiers and normal vehicles into the water) or
"water edge (block)" (if you want to block soldiers and normal vehicles from entering the water).

Finally, if you have any vehicles with "beaching unit" set on them, you need another blocker
further in (just like the water edge) with "beach edge" collision group.

This concludes the tutorial on collision detection and how to use it to build boats, submarines,
naval transports, amphibious units and hover units.

Anyone with questions on all this stuff (or if you are having problems getting it working), feel free
to post here or hit me up on IRC/IM.

A tutorial for Naval Factories is on my todo list and will be done soon.
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