
  

Landmark & Location editor for 
RedBaron3D Start 

here...

.

Please note :

All editing happens in memory. 
Only when you save your changes to the template 
files ( lndmrks#.mlf   and brigade#.mbf ) they will 
show up next time you reload this map.

Please note :

Lndmrks#.dat and 
brigade#.dat files that you 
save, can be used in the 
game / game server, but 
will not influence what you 
see here

Make a template file by 
copying a lndmrks#.dat or 
brigade#.dat file to
A lndmrks*.mlf or 
brigade#.mbf 
In a working folder.

A working folder will be 
recognized if it is a 
subfolder of where this 
program resides, AND 
has the *.mlf and *.mbf 
files.

It should also have all lo 
files you might want to view 
and/or edit.



  

Text

Choose & load map here
Turn grid off/coarse/fine
Turn mark tiles on/off
Choose mlf (lndmrks#) or mbf (brigade#)
Displays :
LM info
Grid tile ID and selected (NOT/TRUE)
longitude/lattitude

Note: Grid is same as in game. (yellow) ;
inside (red) it uses numpad numbering:
Click on map to:
Select landmark ( orange box)
Move it if editing landmark
If marktiles ,  Shift+click selects/deselects grid blocks
Right-click for menu (next slide)

789
456
123

7 8 9
4 5 6
1 2 3

Change here:
Edit landmark (also for moving it 
on map..)
and:
Lo file : type new name, hit tab
Germ / allied
Rotation of lm
Elevation
Latt. and Long
Add lm
De-activate lm

Output text files with landmark info
Of map, plain or csv for 
spreadsheet use.

Filter the info it.
Use for :
Target list for rb2server.ini
Save as csv, load in spreadsheet
..
..
Etc
Etc

Highlight all icons
Save picture of map

Select 
location 
Here, or click 
on map...

Grid is used to select landmarks,
Optionally filter on type of lm 
allowed,
And save it as a custom landmark 
file.
See slides on that



  

Select 1 or more (shift or ctrl + click )
Copy , de- or re- activate

Note: blank,delete options change the 
default lm files from redbaron. 
Great for making custom maps.. 

In mmp this probably results in only 
seeing what you have in common with 
the server, unless the server has the 
same custom landmark file as your 
game

Use with caution

Folder name where template set lives File Name of map 

Lndmrks (mlf) 
brigade map (mbf)

Load the map 



  

Folder name where template set lives File Name of map 

Lndmrks (mlf) 
brigade map (mbf)

Load the map 

Calibrate the map :

This shifts the entire map 
pixels up / down and / or left 
right. This is per map, 
individual calibration.
Only shows controls when 
Calibrate map is checked.

Do check with default sierra, 
bridges and aero dromes 
are easiest to check the 
result. Calibrate on objects 
in center of map, there is 
some drift towards the 
edges. Check visual in 
game

Double click on list to SAVE 
the calibration, it is auto-
loaded whenever you load 
the map.

When objects are very close to each other, this list will 
popup. Clicking on one of them will change focused 
object. Clicking somewhere else will make the list 
disappear.

This makes it easy to select the object you want 



  

You can also manipulate 
lndmrks from the map via the  
popup menu

Select box color = color of the 
box around selected item. 
Orange by default.

Big block selection :
Turn on / turn off under cursor
Save/load/clear blocks

Save landmark file : *.dat
Save landmark template : *.mlf 
(or *.mbf for SP use)

Save filters (not yet)

Load any lndmrks file for this 
map….

Show grid 
If Markfiles is on :
Fine: Shift + click turns sub-
blocks on and off
Coarse: shift + click turns 
big grid (RB) blocks on and 
off
(can also be done with 
rightclick popup menu, see 
below)



  

With the copy list, 

You can do whatever you like 
with the copied landmarks.

Rightclick for the popup menu.
You can select, or multi select 
objects.  (shift or ctrl + left click) 

Please note: 
changing the default lndmrk files
I.e: the order and type of the 
lndmrk objects in the map, 
makes the lndmrk custom.
e.g: 
Island map has 51 objects. 
Do not change them, add your 
objects after that position, unless 
you wish to change the default.

You could e.g, keep the 51 first 
objects for compatibility with a 
normal MMP server, and copy 
the same 51 objects (to position 
52 and higher) and delete, move, 
change them as you wish.

If your server has that changed 
landmark file, with the 51 first 
objects hidden, 
Then only pilots with your 
landmark4.dat would see your 
alternate version additions/ 
changes etc.

A “normal” pilot would see an 
empty map.

In a “normal” server, a pilot with 
your custom map , would just 
see the “normal” map, since the 
51 default objects are in the 
custom map.

Click here to view/edit the 
location file (loxxttss.dat) of the 
selected location. (orange box)

Load background is of limited 
use, only on island it works a bit..
It does not zoom properly in the 
LO editor, and slows things down



  

Here you can:
Change selected object(s) (e.g. truck => tank)
Change / Copy / create as new, move around, rotate them 
(themselves or whole group)
And place them where you want.

Ctrl click: select object(s) (they turn yellow) and copy to worklist
Ctrl wheel: zoom in / out
Alt + mouse : Move them, then cancel or confirm
Single object: shift+ mouse, then cancel or confirm.
Single object: alt + wheel: rotate on itself.

Rotate copied 
objects from 
worklist or 
selected 
objects from 
object list
With this 
slider, then 
cancel or 
confirm

LO editor if loaded from 
map, always shows 
objects as in game:
North is top of page.

Always edit with manual 
rotate on 270 degrees.

Please note:

Editing always must be enabled, 
or nothing happens.
This is to prevent unwanted 
changes.

There is two modes  (change 
AND confirm):
== 1 object

== Multiple objects

You must always confirm (or 
cancel), or changes will not be 
effected.

You can add objects here
(always into the center)

If multiple are selected you can 
change them all at once here.

e.g, change all MG nest german 
to allied when reusing a german 
lo file for the allied side… saves 
a lot of time …

NEVER add the SP tanks  to a 
lo02xxxx file. It crashes your 
MMP game. They can ONLY go 
into a lo13xxxx file, for SP use.



  

Load dat file (e.g. a template dat file as a starting point )

Or copy everything, then delete what you want to loose, save and 
load it in editor as a new LO file or overwrite an existing one

Scale. 1000 ft / approx 305 m1
Its not in the lo file.



  

Choose a type of area selection or not…

Scale. 1000 ft / approx 305 m1
Its not in the lo file.

Choose type of landmarks you wish 
to filter

And save to a *.dat or *.mlf file

Please note:
Object filtering inside lndmrks not implemented. Yet. If and how.. not 
decided yet.
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