Editing in the Ratbag games, Powerslide, DTR, DTRSC, Leadfoot, and DTR2 is similar from game to game, but there are some unique things in each game as well.  This can be looked at in a few different levels or editing.  There are the basics of adding skins, I would consider that level one of the editing for the game.  There is enough around the internet about this; I am not going to focus on it.  Level two of the editing, I still will not focus on.  This would be more of the basics of track editing such as tex editing and basic DE2 editing.  This is going to be focused on the advanced DE2, ALPHA, AI, LT, and advanced physics.  I will release this in different parts so I can spend time with it, and so I don’t overwhelm anyone with one huge editing guide.
In order to do advanced DE2 editing which I will focus on in the first part of this, you need to have the original DE2 editor, version 1.03 which I have provided with this.  I only wish I had the name of the original maker of this to give him credit.  At this time it is being passed around the internet as a free piece of software.  You also need to have a copy of MS Excel, the group of macros I am providing with this, and Rhino 3d (or a professional 3d editor that reads the .raw file format.)  The do wish to protect the property and rights of the macros that were created for use in Excel.  These were developed by Tony Senese of www.nosenseyet.com.   I did ask for permission to teach people about these, and I ask that these are not posted as public property.  If you wish to ask questions, you can email me, and I will do my best to answer based on the amount of time I can devote to this, but please do not expect Tony to be able to answer these.  Part of the agreement when I asked him if I could share these was a promise from me not to direct people to him with questions.  

Prepping Your Editing
First thing you need to do is make sure you have unpacked the data files and have access to the DE2 files of one of the RATBAG games.  If you are editing any of the first four, you can edit these directly as they are.  If you wish to edit a DTR2 track file, you must download a copy of the converted DE2 files.  There is an unrecognized light source in the new DE2 files, and the DE2 editor will not read these.  Paul Byrnes has converted these to a readable format for the current DE2 editor.  These can be downloaded at www.bhmotorsports.com, or soon at www.dirtwizard.net.  Once you think you are ready to edit, do one last thing.  Make a FULL COPY of the track folder and all of it’s contents to your tracks directory in the game.  When you do this, to make things easy, rename the folder to the track you are going to make.  Don’t forget you also need to rename the LT (laptracking) file, ALP (alpha) file, and the DE2 file.  At this time delete the DO2, and DA2 if they exist.  These files will be recreated when the game is started.  All they are is an optimized version of the DE2 and the ALP files to assist the game in processing the graphics faster and more efficiently.  I recommend any time you make changes you delete these and let the game recreate them.  Three other things that need to be changed, these are lines in the track.str file.  The very first line is asking what the DE2 file is called that the str is going to read from.  

de2 filename = terrehaute.de2

This needs to be changed to 

de2 filename = test_track.de2 
The next two lines are a little farther down, they are asking about what the track is going to be named, and will look like this.

[display names]

english = Terre Haute

french = Terre Haute

german = Terre Haute

italian = Terre Haute

spanish = Terre Haute

[short display names]

english = Terre Haute

french = Terre Haute

german = Terre Haute

italian = Terre Haute

spanish = Terre Haute

Simply delete all the ones except the “ENGLISH” line.  Then rename these to look like this.

[display names]

english = Test Track

[short display names]

english = Test Track
Ok, in order for us to stay on the same page with this, lets all work on the same project.  I want you to take a copy of Terrehaute and put it in the games directory.  We will call this track “Test_Track”, so rename the folder and all the above listed files to reflect this name.  Once you have done this, it is just a matter of setting up a few other things such as file associations so you can double click on the DE2 file to open it (this just saves time).  If you have not done this already, simply double click the test_track.de2 file and browse for your DE2 editor to associate this file type with.
After you have opened the DE2 file, you will see a mass of dots on your screen.  On the left there is a column that has a list of objects.  If you double click an object it will show a list of polygons, by double clicking this you will open a list of corresponding vertices.  Like I said, this is more of an advanced editing guide, so I will not get too far into this, but I will give you this small education.  An object is just what it says, an object.  This could be a hauler, stands, section of tracksurface, or other things.  All objects are made up of a set amount of polygons but is different from object to object.  Each polygon is made up of  three up of thee verts.  A polygon in a DE2 file is a triangle.  There are different types of 3d programming, but the programmers here chose this format.  To be 3d or three dimensional, you need to have three views or movements to a vert, height, width and depth.  Based on the view you are seeing will determine the movement that is seen.  One thing though that remains the same no matter what view you are seeing is that Y always means height or altitude.  So if you double click on a vert, you will see a box come up that says edit vertex.  If you are viewing this from a top view, X would be like east and west if you are looking at a map.  Z would be like north and south.  So if you change these coordinates, you would see movment.  If you change the Y coordinate, you will not see movement from an above view.  

Ok, I went farther into the basics than what I wanted to so lets move on to the advanced part. 

The Advanced Stuff
I am only moving on, because as I stated before, the basics of DE2 editing could be a book in it’s self.  I figure if you are reading this, you have already played around in that area, and have made a few tracks or cars.  Lets still focus on the track we are making together “Test_Track”.

Open the DE2 file and follow me.  I am going to use a series of pictures to illustrate this.  Rather than just try to explain it, this should rather easy to follow.
Go to file, then export.  When the export box comes up you need to choose if you want to export the object you have highlighted on the left column, or by unchecking the box at the bottom of the export window, you will export the ENTIRE track (or car, depending on what you are editing.).  There are times when you are doing detail work, or for instance when you are changing banking you only want to export select objects to convert.
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Once you have done this, choose a place you want to save these files. Save the file as Whole_track or something that allows you to remember that the file is the entire track. It will save it as a CSV file to be opened in Excel.  

*****SPECIAL NOTE*****

I assume you know where to put macros for excel when I sent you this.  If not, I will say it can vary based on what version of Windows and Excel you are running.  I am on Windows XP and using Excel from Office 2k3, and my macros go here.  (Make sure you aren’t looking for my user folder, flash2, lol)

C:\Documents and Settings\Flash2\Application Data\Microsoft\Excel\XLSTART
3/2010 Update: If you use Windows Vista, I believe the macros should go in this folder: C:\Users\Your Name\AppData\Roaming\Microsoft\Excel\XLSTART
(Where Your Name is the name you use to log into your computer). If you are trying to find this folder manually, make sure you have hidden files and folders turned on since the folder it is in is hidden.

Ok, now it is time to find the CSV file you just saved, and open it in Excel.  Here is the easy part, just go to tools, macros, and a list will popup of all the available macros you have saved. 
However, if you use a newer version of Excel, the Macros will be located on the “view” tab, and on the far right it should say macros. Double click it to open up the list of macros.

 One in that list should be titled CSV2Raw
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NOW SIMPLY CLICK RUN!!!

Once the Macro is run, the file will look a little different. It will take a couple of minutes to convert the CSV file into raw format. When saving this, remember this IMPORTANT point.  Choose to save this as an (MSDOS) text file.  There are a few to choose from, but make sure you choose that format.
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After it is saved, find that wile one more time, right click on it and rename it from .txt to .raw.  
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After this is done open Rhino, go to file>import (not open).  By importing a file, you can actually import more than one file at a time.  This is useful in the instance you are editing banking or something like that.  You can import numerous objects.  Most tracks are broken down into four or six different objects.  So to make sure you change the banking the exact some on all of them, you would want to import them all at the same time.  Before I get too far into that, let’s step back to the basics here.  Once the object is imported into Rhino, simply click on the object, then 
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After you import the track, you can resize the view, or even zoom in and out with the roller on your mouse

Zoom out to see the whole track
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Click anywhere on the object you wish to work on.  This will highlight that particular object.  If you imported a whole track, the objects are all linked and recognized as one object in Rhino.  The only way they will be separate is if you import separate objects.  Once you do this click on edit, then control points, then turn control points on.  The shortcut to this is to highlight the object and hit f-10
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Once you turn these on, each point will have a little white box around it.  You can now drag the mouse over the points you want to edit (Do not click on them to edit them, but drag a box over the points you want selected) If you accidently select the wrong point, just drag the mouse over it while holding CTRL and it will deselect it. If you want to add more points to your selection, just hold down shift while selecting objects.
Choose a function from the transform menu drop down box.  These are really just about the only functions you can use when editing DTR2 tracks.  There are a lot of other functions in this program, but most are for adding new objects, separating points, and things like that.  IF YOU DO ANY OF THESE, YOU CANNOT REIMPORT BACK TO THE DE2 FILE.  All you are able to do is edit existing points.  There is still no way to add or delete objects to the DE2 files.
Once you choose a function from the list, still do not click a point, you want to actually drag a box around the points you want to edit by holding down the left mouse button.  If you select one you did not mean to, hold ctrl, and drag a box around that one and it will unselect.  Once all are selected, right click to start the function.  

Once you finish editing, you need to turn the control points back off, highlight the object once again and go to file.  Choose to EXPORT.  Make sure you export as a raw file.  

****SPECIAL NOTE****

Make incremental saves as a 3dm file.  This is like using a PSP or PSD file.  You are able to open it back up as is.  DO NOT TRY TO EDIT AN ALREADY SAVED raw file.  For some stupid reason when you try to export it again, it will shut your program down without saving.  So in other words, only ever edit a new raw file you just converted in Excel, or a saved 3dm file.  
Once you save it as a raw file, open Excel and open the newly saved raw file in Excel.  Go back to tools, Macro, Macros, and run the macro called RAW2CSV.  This will now give you a file that is sorted in nine even columns.  Open the corresponding CSV file.  Go back to the raw file you just converted and by selecting three columns at a time starting at the left, copy these to the three coordinate columns in the corresponding CSV.  Save the CSV file in the existing format.

To get it back to the DE2 file you need to go to the DE2 editor with that track opened.  Go to file, IMPORT.  Now, the same as before, if you are doing the whole track make sure you uncheck the box at the bottom of the import window.  Now it will allow you to browse for the newly saved CSV file and you are good to go.  If you are importing a selected object, make sure you choose that object in the menu on the left before you try to import it.

This all sounds harder than it really is, but given the functionality it is worth it.  I can take a file from the DE2 editor, put it in Rhino, and export back to the De2 editor in less than 2 minutes.

The fact that you can only edit individual points in the DE2 editor, versus moving, rotating, scaling, WHOLE OBJECTS etc in Rhino, it is far superior and worth learning.  The best tracks in the game are made in Rhino
One last tip I will give.  When editing a track.  I will move all objects out of the editing field.  Meaning, I will move the sky file, all objects in the pits, the stands, things like that and sort into groups for use at a later time.  It makes it easier to change the track configuration without unneeded points all over the screen. And then just move them back in later
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