Landmark & Location editor for

RedBaron3D

LMedit @ /vidaud/cxoffice/RedBaron3d/drive.

Please note :

All editing happens in memory.

Only when you save your changes to the template
files ( Indmrks#.mif and brigade#.mbf ) they will
show up next time you reload this map.

RRA/RedBaron3D/data/multi/

dat files.rb.vol v Indmrksd v
.
e [ marktiies idata
(@ Griaor
O Coarse grid
mif v
() Fine grid

GridiD: F 5-4 NOT 55 4 Ver 15 Hor 13
Long / Latt: 48.529345 3.057967

D Load bgrnd
View Lo file
Lo02xxex. dat
Rotation (in deg)

Elevation (in ft)

(] Atied or_German

x0y0 wi1520h 1336
schoxafter

Save bitMap [ Highlight ail

TED XY :4179855 1190196
X 1342 Y 636img wid 0 hgt 0

Load this map

mapchoice itemindex

- lofname

E<=>W
Ne=>5
Edit Landmark
Add Landmark | |activate | deactivate LM's
[:] Grid info Tile selection.
o - R ()<~ @
4000 D inc_lo O Ingrid
[Jinc Lt _name () Exgrid
[ inc_coords
[ mark_hidden [ inc_actonty
[esviie

Save LM info to text file

LM and object filtering

Quit

Start
here...

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 Indmrks#.dat or
brigade#.dat file to

A Indmrks*.mlf or
brigade#.mbf

In a working folder.

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

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




Grid is used to select landmarks,
Optionally filter on type of Im
allowed,

And save it as a custom landmark
file.

See slides on that

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)

LM Editor /vidaud/cxoffice/RedBaron3d/drive_c/SIERRA/RedBaro

|
|
|
’,_

fdatasmulti//LMdefault/indmrks0.mif

Choose & load map here

Turn grid off/coarse/fine

Turn mark tiles on/off

Choose mif (Indmrks#) or mbf (brigade#)
Displays :

LM info

Grid tile ID and selected (NOT/TRUE)
longitude/lattitude

LMdefault ~ Indmrksd v Load this map
4island jpg
e Omanctes  [er: =
QCna-se grid it G TL‘;:; T
@ fire g lesis it
GridiD: D 1-2NOT 31 2 Ver 10 Hor 2 ot
Long / Latt: 48712231 2.851985
C aero 1 Aero la N
E ser0 2 Aero b [[Jiwadbgma ~ Change here: . .
TS . Edit landmark (also for moving it
E:::::::: Loozxoccdat 10020008 | 10020008 dat on map..)
E eero6 Aero3b Rotation (in deg) 54 and:
E city 7 Village 1b Elevation (in ft) 4 . H
2l i Lo file : type new name, hit tab
¢ susalyd Supply Ts Germ / allied
‘Select " 35 _castessessiona Ne=>s Rotation of Im
location: Elevation
'Here, of click Latt. and Long
on‘may 52 Edit Landmark Add Im
E suppl Sup, b .
 cupply 17 Supply 20 addtanamark | | pe-activate Lanamarc De-activate Im
E supply 18 Supply 3b 3 - v
E supply 19 Supely 4 Output text files with landmark info
E supply 20 Supply 5b Of mal | . f
€ supply21 Supply 6b [[)eridinfo Tile selection p, plain or csv for
Zoom +/- [EEEEETERRTEE| | ) o e @or spreadsheet use.
2027 incio () ngrid
Oinctmname | O exoid Filter the info it.
O Use for :
rk_hidder _acton . P
%:‘:ﬁ: N Target list for rb2server.ini
[ e Save as csv, load in spreadsheet
Save LM info to text file ..
LM and object filtering E:C
11 C
2 %655y 0 w1520 h1336
x 655y 0 w1520 h 1336 =after
‘ Save bitMap | (m)Highigntan ngh|lght all icons
i Save picture of map
TED XY :2585183 3343908
X 1444 Y 308 img wid 4000 hgt 3000 Quit




LM Editor vidaud/cxoffice/RedBaron3d/drive_c/SIERI

Folder name where template set lives ‘

‘ File Name of map

3D/data/multi//LMdefault/indmrkso.mlf

‘ Lndmrks (mlf)
brigade map (m

bf)

LMdefault v Indmrksd ~
gridsel -
marktiles Reck:

() Gridort Ll
O Coarse grid Long :
mif v e
@ Fregid Elev.:
Rota.:

GridID: F 3-9NOT 53 9 Ver 17 Hor 6
Long / Latt: 48.659051 3.016136

Load this map
4islandjpg
]

'side :Central
Type :08 aero

48.7256317138671875
2.88713192030758381
14.88
0.88

Name :Aero 3a

Load the map

[) Load bgma v
View Lo file ~
10020007 dat — ~
p— = 5 Select 1 or more (shift or ctrl + click )
ste Object(s) as new .

eyl SRR Copy , de- or re- activate
Cohew 2 E<=aW
C supply De-activate Object(s) .
ol || o - Note: blank,delete options change the
oo e — default Im files from redbaron.
G 5| | Delete objects) physically I Great for making custom maps..
C supply rsfsuppry oar 0T
C supply 15 Supply 53 1 Edit Landmark . .
E suaply 16 Suppy b In mmp this probably results in only
§ winits, | | Rt seeing what you have in common with
€ supply 19 Supply 40 the server, unless the server has the
s o N same custom landmark file as your

Save bitMap

TED XY :3857082 2717615

[ inc_recnr
[Jincte

[ inc_LM_name
[ inc_coords

[] mark_nidden

[Jesvrie

(@) or
(D) ngria
O Ex grid

D inc_actonly

[ Atlied_or_German

Save LM info to text file

LM and object filtering

x704y 0 w1520 h 1336
%704y 0 w1520 h 1336 =after

@ Highlight all

X 1905 ¥ 535 img wid 4000 hgt 3000

Quit

game

Use with caution




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

Folder name where template set lives ‘

‘ File Name of map

71:C city 71 germ artills

7

72 germ artills

Load the map

LM editor @ /vidaud/cxoffice/RedBaron3|‘drive_c/SIERRA/RedBaron3D/a. “a/multi/LM_RFSv5-stdfm-stdplanes/Indmrksd. mif

Lndmrks (mlf)
brigade map (mb
LM_RFSVS-stafm-staplan v Indmrks4 v Load this map n v
Zislandjpg
pekdect Reck : 73
geion s e
() Coarse grid [M)jregmaps 1 ong : 4a.se64087182617188
i Latt : 2.75086000800000008
() Fine grid [ Maric sub-tites 2320 T

GridiD: D 3-4 NOT 33 4 Ver 9 Hor 7
Uy 97

C city 54 germ artill

C city 55 balloon trier

E city 56 allbaloon

E factory 57 big fact2

E city 58 altanks1

E city 59 alltanks2

E city 60 albaloon2

E ciy 61 allartin

E city 62 all AAT

C city 63 gem art+tanks1
G city 64 germ A42

C city 65 germ balloon2
C city 66 gem artil2

C city 67 germ artii3

C city 68 germ artild

C oty 69 germ AA3

C city 70 germ belloon3
C city 71 germ artils

C city 72 ger artilf

]

4000

Save bitMap

TED XY :2343048 2438112

Rota. : 7.08
Name :germ artill?

Long / Latt: 48.635302 2.820672
E\ Load bgrd
View Lo file
Lo02:exxx.dat 10020101 dat
Rotation (in deg)

Elevation (in ft)

E<=>W
Ne=>5
Edit Landmark.
Add Landmark De-activate Landmark
0 0

[ Jeridinto | Thle selection

(@) oft
inc_recnr =
-
() Ingrid
[Jincio Ot
=
.\) Ex grid

[ inc_Lm_name
[ inc_cooras

[) mark_hidden [ inc_actonty
[Jesvtie

[] Atied_or_German

6
@Cahbrale map

Save LM info to text file
0:0:0

LM and object filtering

%1553y 843 w 1464 h 1312 a6

%1553y B43 w 1464 h 1312 =afte

10

M) Highlight an

X 2676 Y 1256 img wid 4000 hgt 3000 Quit

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.




/nfs/Pub ndmrks4.mlf

Show grid
If Markfiles is on :
Fine: Shift + click turns sub-

blocks on and off

| LM_RFSyS-stafm-stdplan v+ | [Indmrksd < || oaathismap | [mr o
Ll 4islandjpg
@ardon (M]ipeomass  gece + 115
side :Entence
O Coarse grid D Mark sub-tiles o0 10
() Fine gria. Long : 48
AT T T
GridID: C 4-4 NOT 2 4 4 Ver 6 Hor 10 Elev.: .88

xly 6710

E cty97 allcamp?

E city 98 alicamp3

© city 99 gem camp1
C city 100 gemm camp2
| C city 101 germ camp3
E city 102 allcamp4
| E city 103 allcamp5

© ity 104 gem AA8
| C city 105 germ A9

Rota.: 180,80
Long / Latt: 48.590077 2.768344

[ [EECT U E— %
[View Lo file B
Lo02occdat - 1o020105.dat
Rotation (in deg) 170 v

Elevation (in ft)

86964988708496 E<=>W

Coarse: shift + click turns
big grid (RB) blocks on and
off

(can also be done with
rightclick popup menu, see
below)

Goto last Selected
Focus selected
Activate LM

Deactivate LM

Copy LM
Paste LM

Paste LM as New

Big blocks >
Clear blocks
Save blocks
Load blocks

Save Landmarks template

Save Landmark file

Save filtered Landmark file

Load cus!

Select box color

ety 166
| ¢ ety 107 germ aa11

© city 108 germ AA12

| © city 109 gemman camp4

| C city 110 german camp5

| ¢ ety 111 german camps

| € e 112 alled tank basel

| € aero 113 geman tank base1
| E city 114 alied camp 2

[ rackLm
oo G
4000

Ne=>S

Edit Lanamark |

Add Landmark | | De-activate Landmark
— —

[eridinia Tl selection-
A @
[Jincio (Ongria
[ inc 1M name (e
[ inc_coords

mark_hidden inc_actonly

Omarciasen (e
[ esvrie

(] Atied_or_German [ cattorate map
Save LM info to text filg

LM and object filtering

loX 1935 loY 1641 | sbX 1352 sbY 1313 | Lft 712 Rht 1992

mX 2386 mY 1637 | d2x 1935 d2y 1641 | vd2x 1935 vdZy 1643

%1352y 1313 w 1280 h 900 =after
drawn 43 i

TED XY :1937628 19054
X 2386 Y 1637 imgW 4000 imgH 3000

Save bitMap

@ Highlight all _—

You can also manipulate
Indmrks 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)

Sauve filters (not yet)

Load any Indmrks file for this
map....




Click here to view/edit the ihih i
location file (loxxttss.dat) of the With the copy list,
selected location. (orange box)

You can do whatever you like

Load background is of limited with the copied landmarks.

use, only on island it works a bit.. . .

It does not zoom properly in the Rightclick f?r the poPlfP m?nu.
LM Editor /vidaud/cxoffice/RedBaron3d/drive_c/SIERRA/RedBaron3D/data/multi//LMdefault/indmrks0.mif LO editor and SIOWS th’n S dOWn Zgjléggn s(ghengt’or?::mlitllesf? Cellcgk)

LMdefault Indmirkg Load this map
4 island.jpg .
(W mores \ e 3 Please_z note: _
Ture oo sers changing the default Indmrk files
i aetsmadsonsanor l.e: the order and type of the
GridID: E3-3 NOT 4 3 3 Ver 14 Hor 8 Rt ¢ : Indmrk ObJeCtS in th map,
Long / Latt: 48611727 2.941004 makes the Indmrk custom.
C sernlAerola e.g.
£ =nzdanlh ik : Island map has 51 objects.
L : S | Ve one f -
© sero 4 Ao Do not change them, add your
5 - 002xxxx.dat ~s  10020008.dat . .
—_— 2 ! He - S5 ; objects after that position, unless
. ; 2 it (1 78 you wish to change the default.

You could e.g, keep the 51 first
objects for compatibility with a

& ‘ = normal MMP server, and copy
Tj ; y the same 51 objects (to position
i | Edit Landmark o i 52 and higher) and delete, move,
r_; 4 ; = i e | _ ) Add Landmarkc vate Landmark change them as you wish.
. 5 If your server has that changed
. - e e LR  cas - R S S v o ! landmark file, with the 51 first
Y E Flal et il .. Ape o oo geetiensmler [ e objects hidden,
& ik 1 T incto Then only pilots with your
& C acro 3 Aero 2a (8] e landmark4.dat would see your
= HER : B | ] AT DG : Clear list f - alternate version additions/
oy i Y ¥ F # : el k_hidden [ inc_actoniy
b changes etc.
Paste to selected
delot) e A“normal” pilot would see an
Save LM info to text file empty map.
o8 1 | LM 2 abject fitering In a “normal” server, a pilot with
o i ‘ R TR your custom map , would just
. X655y 0 w1520 01336 =after see the “normal” map, since the
0 o i e s, nil 8 it st o Ak’ 51 default objects are in the
i rw g1l i <2 : _ custom map.
5 Save bitMap |!\ Highlight all
u: ] L T i - 7 e 1 TED XY :3274933 2160297

X 1694 Y 737 img wid 4000 hgt 3000




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.

[ Manuat file

# evoex:

10000 10000

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.

loview

current LOAle: /i X Didataimuitil el Editing / moving objects OFF

-918 y: -1316 rot: 6.6 LoID 9 2 Hangar, Large fr:175x117 v

Save to jpg

Xy 5240 4868 slack 10

@ Rotate x,y [0C of obj with LM rota

[ show scale

Manual LM rota 4 obj
(] Manual rotate LM

A
0 E] Follow active object
45 |
20 Center N
135
180
i [ show icons
315
360
Load custom gfx
%:5240 y:4868 Ft:x 1008 Ft:y 554 20

draw 64 total 63 100.00 %
draw/nodraw
SChar pos

Object list in this LO

23.8 % magx 4.20

509502
509502
509502
509502
509502
509502
509502
509502
509502
509502
503502

Bangar, Large ft

Hangar, Large ft
mangar, Large ft
Hangar, Large ft
Hangar, Large ft
Bangar, Large ft
Hangar, Large ft
Hangar, Large ft
Hangar, Large ft
Hangar, Large ft

Bangar, Large ft

—— 84

LO Work list

Man LO rotation of copied worklist V objects

[ rotate active

lomove is used for o
paste and move jobs

—

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 + whe=el: rotate on itself. N »

Ty

Copy object to worklist

Start moving 1 object (shift key + mouse]
Stop moving 1 object

Cancel move selected

Worklist Copy + Move selected
Object list Move selected
Confirm move (obj or worklist)

Cancel move (obj or worklist)

Keep cur obj centered

Hide obj in game

Enable rotation

Clear selected

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

RItRrA1

Rotate object

save LO to txt

Cancel edit

Save LO object

Choose Io file manually

Double click here to reload |
Double click in list to load

10010000.dat
16010100.dat
10010200.dat
10010300.dat
10010400.dat
10010500.dat
10010600.dat

10010800.dat

12010900.dat

T Tist E\Efts\)

or
Add object, positions to the center (0.0)

$06:500:
$06:301:
$06:502:
$06:503:
$06:304;
$06:505:
$06:306:
$06:307:
$06:508:
$06:509:
S06:50A:
$06:308:
S06:50C,

AA Truck ft:7x21

Truck 1 f:7x19

Truck 2 f:7x19

Staff Car ft:6x14

Ambulance ft:7x19

Train, 2 end Engines ft:18x61
Train, Normal Engine ft:18x78
Train, Gray Boxcar ft:12x44
Train, Brown Boxcar ft:12x44
Train, Coal Car ft:16x39
Train, Passenger Car ft:12x44
X Soldier_Allied ft:2x3

Train, Flat Car fi12x42

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.

$06:50D:
$06:30E:
$06:30F:
$06:$10:

Tank, Large LO13 ! Allied fr:6x
Tank, Large LO13 ! German ft:
Tank, Small LO13 ! Allied ft:7x
Tank, Small LO13 ! German ft:

$06:511:
$07:500:
$07:501:
$07:502:
$07:503;
$07:304:
S07:305:

!usd noshow ft:10x10

X Tank, Large German MMP ft
X Tank, Large Allied MMP fi:8x
X tusd usable (0905!) ft:12x1.
X tusd usable (0905!) ft:12x 1
Observation Tower ft:12x12

X tusd usable (0905!) ft:10x11

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
alot 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.




[ | manual file

10000 10000

Rotate x.y loc of obj with LM rota

[:] Show scale

Manual LM rota 4 obi
| Manual rotate LM

loview
current LOfile: jvidaud/cxoffice/RedBaron3d/drive_c/SIERRA/RedBaron3D/data/multi/LMdefault/lc020008.dat rot: 0

# @ Ve x: -918 y: -1318 rot: 0.0 LoID 9 2 Hangar, Large ft:175x117

xy 5127 5122 slack 10

U Follow active object

Center

[__] show Icons

315

Load custom gfx

x: 4404 y:5252 Ft: x - 2622 Fr: y ‘1109

draw 64 total 63 100.00
draw/nodraw
SChar pos

Object list in this LO

Hangar, Large
Hangar, Large
Hangar, Large
Hangar, Large
Hangar, Large
Barracks
Barracks
Barracks
Barracks
Barracks

Manor House

22.7 % magx 4.40

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

LO Werk list Man LO rotation of copied worklist V objects

OLlolD 92 Hangar, Large ft:175x117
1lolD 92 Hangar, L

3olD 92 Hangar, |  Loadlo*.dat

| rotate active

Save to dat file. o

Del selected

cp selected

Add 2 landmark
lar nmr///

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

Editing / moving _objects OFF

Rotate object

save LO to txt

Cancel edit

Save LO object

Choose lo file manually

Double cl

ick here te reload |

Double click in list to lead

TUUZUTT T
1o020004.dat
12020005.dat
1c020006.dat

1002000

10020

1002000b.dat

1002000c.dat

1002000d.dat

1020100 dat
Change existing object(s) selected in
Object list (leftside)

or

Add object, positions to the center (0,0)

$06:500:
506:501.
506:502:
$06:503:
S06:504
506:505:
506:506:
$06:507.
$06:508:
506:509:
S06:50A:
$06:508B:
S06:50C:
506:500:
506:30E
S06:50F:
$06:510:
806:511:
507:500:
$07:501.
$07:502
507:503:
507:504
$07:$05:

A4 Truck f:7x21

Truck 1 f:7x19

Truck 2 ft:7x19

Staff Car f:6x14

Ambulance ft:7x19

Train, 2 end Engines ft:18x61
Train, Nermal Engine ft:18x78
Train, Gray Boxcar ft:12x44
Train, Brown Boxcar ft:12x44
Train, Coal Car ft:16x39

Train, Passenger Car ft:12x44
X Soldier_Allied ft:2x3

Train, Flat Car ft:12x44

Tank, Large LO13 ! Allied ft:8x
Tank, Large LO13 ! German ft:
Tank, Small LO13 ! Allied ft:7x
Tank, Small LO13 ! German ft:
lusd noshow f:10x10

X Tank, Large German MMP ft
X Tank, Large Allied MMP ft:8x
X lusd usable {0905!

X lusd usable (090!
Observation Tower ft:12x12

X lusd usable (0905!) ft:10x1




Choose a type of area selection or not...

Area selection

(@) none

() only in selected area
() only exselected area
() change selected area

(_) change unselected area

Location type filter

|:j railyard (] bridge

() town

company

Save Filtered landmarks file

Obiject type filter spec (inside LOI)

D Hangar large
|| Ambulance

| train browncar
D SP_Lrgtankall

D city/frontposition

[:] Hangar small
|| Aatruck

LM filter : it filters landmark output files
Area selection choices :

none: no influence, Filter spec applies to all landmarks in current ng
in selected area: only show landmarks in the selected blocks in,

Filter spec : only checked types are included.

supply

Reset all

i| factory
Selectall Load Im vs obj csv file
village Unselectall
Invert

Load custom csv

D Barack

[ MG nest German

[:] Observation tower
|| MG nest allied

D Flak german C]F\aka\hed DAmHeryAlhed C]Aml\ary German
D large Tank Allied DlargeTank German D small Tank Allied C]small Tank German
|| staff car || Truck green [ | Truck grey |_| German soldiers
DAHied soldiers [:]Ba\loonalhed [j Balloon german [:]Dbservatmn point
D Cement bunker D Wood bunker D slit Trench D green Tent

D Factory bldg D Shack D Warehouse EJ Farm house

[ Jsamn || Train station bidg [ Jtownbidgt [ town bldg2

D town bldg3 [:] manor house [j Church [:j bridgeroadramp
D bridgeroadcenter D bridgesteelside D bridgecolumn D bridgerailcenter
|| bridgerailramp || train 2 engine [ train 1 engine || train greycar

Choose type of landmarks you wish
to filter

LMedit @ /vidaug

Obj type Location filter check count 5| Mgnestgenma

Please note:

| decided yet

/data/multi/

Object filtering inside Indmrks not implemented. Yet. If and how.. not

|| train coalcar [ Jtrain passcar || trainflatcar
[:] SP_Lrgtankgerm D SP_smltankall [:j 5P m
Flip choice ON execute filter above..
() Flip choice OFF

~
(] color on LELSS
Label2
LMtype_OHjry| airfields railyard railbridge | factory comy town village
Irghang X X X X X X X
smihang X X X X X X X
barack X X X X X X X
obstower X X X X X X X
ambulanc X X X X X X X
aatruck X X X X X X X
X X X X X X X
mgnestallid X X X X X X X
flakgerman X X X X X X X
flakallied X X X X X X X
artillallied X X X X X X X
artillgerm X X X X X X X
Irgtankall X X X X X X
Irgtankger(r X X X X X X X
smitankall X X X X X X X
7 ' X X X X
staffcar X X 3
truckgreen X X X X X X X
truckgrey X X X X X X X
germsold X X X X X X X
allsold X X X X X X X
allball X X X X X X X
germball X X: X X X X X
obspoint X X X X X X X
cembunkef X X X X X X X
woodbunker X X X X X X X
trench X X X X X X X
greentent X X X X X X X
facthldg X : 4 X X X X X
shack X X X X X X X
warehous! X X X X X X X
farmhouse X X X X X X X
barn X X X X X X X
b 1

A Y v O X
Load this map
island jpg
3
entral
8 aero
48.6441450655761719
2.84183144569396973
a877.58
T’ .88
* :Aero 2a
~
10020008.dat
E<=>W
Ne=>§

=rman

De-activate Landmark

Tile selecfom
gy ot

() Ingrid

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

() Ex grid

D inc_actonly

info to text file

‘bject filtering

20h 1336
20h 1336 =after

all

Quit




	Slide 1
	Slide 2
	Slide 3
	Slide 4
	Slide 5
	Slide 6
	Slide 7
	Slide 8
	Slide 9

