I'll go through the normal procedure how i got my teleporters to work. First you should know that after using the Teleporter Adder to add chunks to a map, what is required to add a teleporter to a map without one, some handlings cannot be made anymore, since it will mess up your map (injecting stuff, duplicating in Insolence, adding chunks). A proper way of adding chunks can only be done now-a-days by using HEX-editors which is quite complicated. Also adding teleporter to new maps isnt supported with this program I think. 

Ok first you need High6's Teleporter Adder. 
And also you will need a program to locate coordinates with, so you know where the teleporters actually are going to be. The best for doing that will be Entity or GG coordfinder 
________________________________________________________ 


**make sure u have imported whatever you want before adding chunks with this program** 
Adding entrance (you need to add 1 chunk over 1 reflexive) 
Step 1: Open up Lockout.map 

Step 2: Select first reflexive to copy in dropdownbox (reflexive 0) 

Step 3: Amount to add set as 1 

Step 4: Fill in x,y,z coords as 0 (DO NOT SAVE) 

Step 5: Using ENTRANCE TRIGGER for TRIGGER = 7 

step6: Set bind as 9 (bind must be thesame for EXIT) 

WHEN U FILLED IN ALL FIELDS LIKE ABOVE HIT ADD CHUNKS 
***Now you have succesfully added a entrance to a map***without it coords though 
_______________________________________________________ 

Adding exit (you need to add 1 chunk over 1 reflexive again) 
Step 1: Again open up Lockout.map 

Step 2: Select second reflexive to copy in the dropbownbox (reflexive 1) 

Step 3: Amount to add set as 1 

Step 4: Fill in x,y,z coords as 0 (DO NOT SAVE) 

Step 5: Using EXIT TRIGGER for TRIGGER = 8 

step6: Set bind as 9 
WHEN U FILLED IN ALL FIELDS LIKE ABOVE HIT ADD CHUNKS 
***Now you have succesfully added a exit to a map***without it coords though 
_______________________________________________________ 

The next thing you need to do is fill in the newly added teleporterreflexives so you can set entrance and exit coords... 
Step 1: Open up your map in entity, view objective locations. And then you can move exits / entrances. 

**NOTE**You can also use entity to clone chunks on the objective locations BUT you have to have the right IFP for insolence so you can change the cloned values. Entity will clone on the 1st chunk every time you clone.

Step 2: Resign map, FTP. and go to where you have set the entrance coords to see if you truly teleport.. 

