http://xmlspawner.15.forumer.com/index.php?showtopic=7
	ArteGordon
	Posted: December 27, 2005 12:11 pm 






	[image: image2.png]




God of XMLSpawner
[image: image3.png]




 INCLUDEPICTURE "http://xmlspawner.15.forumer.com/style_images/set_sandstorm.tar/pip.gif" \* MERGEFORMATINET [image: image4.png]




 INCLUDEPICTURE "http://xmlspawner.15.forumer.com/style_images/set_sandstorm.tar/pip.gif" \* MERGEFORMATINET [image: image5.png]




 INCLUDEPICTURE "http://xmlspawner.15.forumer.com/style_images/set_sandstorm.tar/pip.gif" \* MERGEFORMATINET [image: image6.png]




 INCLUDEPICTURE "http://xmlspawner.15.forumer.com/style_images/set_sandstorm.tar/pip.gif" \* MERGEFORMATINET [image: image7.png]




Group: Admin
Posts: 2,899
Member No.: 2
Joined: December 26, 2005


[image: image8.png]



	If you would like to import maps that have been saved in either the .map or .msf file formats, here are some step-by-step instructions

1) unzip the package like Neruns Distro
2) find the directory containing the .map files (e.g. Data/Monsters)
3) while ingame, type the command "[xmlimportmap Data/Monsters"

that will instantly read all of the spawner definitions in all .map files under the Data/Monsters directory and load them as xmlspawners.

For .msf map files (for example from SirSly's AllSpawns), do exactly the same thing except use the [xmlimportmsf command instead of [xmlimportmap and give the path including the .msf file itself (it doesnt handle subdirectories).


note that you can also use SpawnEditor2 to import maps.

1) open the Files menu, and select "Import .map file"
2) select a .map file from the file browser
3) repeat for other .map files that you want to import

(same procedure for .msf, just use the "Import .msf file" option)

4) Once you have loaded in your converted .map or .msf files, you can save them out to XML by hitting the 'Save' button in the spawner selection panel in the main editor window.
5) You can then load this XML file while ingame by using the "[xmlload filename" command.

You can also send the converted spawners directly to a live server if you have the TransferServer installed by just hitting the 'Send to Server' button while in SpawnEditor2
Also note, if you sent them and then decided that you wanted to 'unsend' them, you can just right click that button and select 'Unload spawners from server' instead. 



--------------------

[image: image9.png]\ ARTEGORDOV

WwW. XM SPAWNERFAN.COM %





	
	







	Xarlon
	Posted: April 30, 2007 09:26 pm 






	

Advanced Member
[image: image13.png]




 INCLUDEPICTURE "http://xmlspawner.15.forumer.com/style_images/set_sandstorm.tar/pip.gif" \* MERGEFORMATINET [image: image14.png]




 INCLUDEPICTURE "http://xmlspawner.15.forumer.com/style_images/set_sandstorm.tar/pip.gif" \* MERGEFORMATINET [image: image15.png]




Group: Members
Posts: 63
Member No.: 283
Joined: September 05, 2006


[image: image16.png]



	*bangs head on desk*

omg I wish I had known about this earlier... I made a second shard on my comp for the sole purpose of adding nerun's spawners and fully spawning the world, then I edited the export command on that shard to do both Spawners and PremiumSpawners.... 

It worked great, but it was way more work than I would have had to do if I had simply found this post before messing with it. 
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	i'm using SpawnEditor2...when I use the "import map" command, no matter which map i select from nerun's distro, nothing happens. anybody having this problem before


