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Welcome to Version 1.1!





This file contains information to help you use MapUtility 1.1


Important to read this to know how to use MapUtility properly.
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A. Using MapUtility 1.1





This is the lastest version of the MapUtility program that I began coding July 1999 and finished in September 1999.  It is fairly streamlined, with not too many bells & whistles and not many functions, but it is good at converting game map formats.





Using it is fairly straightfoward.  Right now there are two main operations the program does... you can "Open to Convert" a map file or "Save As" a map file.  Other operations like "New" and "Print" are displayed in the menu but are not implemented - yet.





You can load any map format listed in Open and save any map format in any order... it doesn't matter.  You can resize maps from the same game if you want.  When you "Save As" you are prompted to enter a horizontal and vertical size for the output map.  It tells you what constitutes a legal size for that game map and won't save an illegal sized map.





Civilization: Call to Power


A note about Civilization: Call to Power maps.  Saving or loading of a CTP map entails using a tab-delimited text file.  Once you save a CTP map using MapUtility (and you need to save it in the directory where the CTP program is - most likely c:\program files\civilization-call to power\ctp_program\ctp), you will need import it into CallToPower.  You will need to run CTP and load a map or create a new map the same size as the file you created using MapUtility.  Then hit the single quote key ( ' )


to bring up the chat box and then enter  /importmap filename  where filename is the name of the file you saved using MapUtility.





Similarly, to be able to load a CTP map into MapUtility, you will need to export the map.  You bring up the chat box in CTP with the map loaded that you wish to use in MapUtility.  Then enter /exportmap filename.  A tab-delimited text version of the CTP map will be created in the CTP directory (where you would place files for importing).


Just go to that directory to open it when you use MapUtility





Railroad Tycoon II


Currently, Railroad Tycoon II maps are saved with ocean painted with the mountain brush.  To change the mountain brush to oceans, in the Railroad Tycoon II editor, use FillTerrain and Ocean as the brush.  Select All and Match as options.  Then select a square that should be ocean and click on it to fill.  All squares that should be ocean will be made into ocean.





World Shape


When saving to Alpha Centauri or Civilization II, make sure to set the world shape if it is not set right.  (Which might not happen if you save from a map format that doesn't have world shapes)














B. Changes and fixes from version 1.0








The 3-letter filename extension is attached to filename after you save a file as a type


Rivers are plotted far better


You can save a map as a PCX file


Green, yellow & brown color PCX files can be loaded (makes for easier use of NOAA site terrain maps)


Civilization: Call To Power has been added


Fixed a small memory leak


Included 2 files need to make RRT2 maps... (hadn't realized it but they had need to be put in the zip file for version 1.0)

















C. Supported File Formats





Civilization II maps


Sid Meier's Alpha Centauri maps


Railroad Tycoon II maps


Civilization: Call to Power maps in tab-delimited text form


256-color palette PCX files in grey scale


256-color palette PCX files in color (green,yellow,brown like on a map atlas or on the NOAA site)





The accepted format of grey PCX files is 256-color palette,  with greyscale colors.  Pure black (RGB=0,0,0) is ocean, and pure white (RGB=255,255,255) is the highest mountain.  Needless to say, most elevations only a little above sea level, say like 50 meters, will be extremely dark, almost black on the PCX bitmap.





There is a good government NOAA site with elevation maps of regions and continents all over the world.  They use colors in shades of green, yellow, brown, etc,  for different elevations.














D. A few websites for getting maps





	NOAA (graphic files of elevation maps of all over the world)


http://www.ngdc.noaa.gov/seg/topo/globegal.shtml





	Civilization II


http://apolyton.net/civ2/


http://www.sidgames.com/civ/links.cfm


http://www.cyberaddiction.com


http://www.lilback.com/civilization





	Sid Meier's Alpha Centauri


http://civilization.gamestats.com/smac








	Railroad Tycoon II


http://www.cyberrail.net/rt2





	General Site (has links for more than one game MapUtility supports)


http://www.sidgames.com


http://apolyton.net/





	My Website - which was not up when version 1.0 came out but is up now.  It will have the most recent updates to MapUtility.


http://members.aol.com/amflin/myhomepage/index.html














E. Limitations





Railroad Tycoon II maps are larger than SMAC or CivII maps, and therefore produce better results converting to SMAC & CivII, than from them.  (Converting from CivII maps to RRT2 maps, you end up with fairly obvious diamond-shaped squares of the same terrain type & elevation - something I make take care of in a future version with some sort of rounding and smoothing algorithms)





Currently, you can only save a Railroad Tycoon II map as a 500hX500v map.  This is because of problems I've had with generated maps of different sizes.  I hope to work this out eventually.  But you can OPEN a RRT2 map of any size, and then resize it bigger to 500x500 if you want.  Also, currently rivers will not save to a RRT2 map - yet.





A limitation regarding Alpha Centauri maps is that SMAC maps created using MapUtility and then edited in the SMAC map editor will lose a lot of their terrain types due to how SMAC handles arid, moist and rainy land types. (arid is desert, moist is plains and rainy is grassland)  But the rives and coastiles should be okay.  Forest and jungles will also be preseved.  The only thing you have to watch is a mountain range along the coast that is right across from another coast.  (For example Morocco's mountains right across the water from Spain.) No limitation of course in loading a SMAC map and saving as something else.

















F. Future Plans





I plan to incorporate graphics into MapUtility so the map is displayed when you load it, and future versions will have multiple document interfaces... (Ability to switch between loaded maps.)   Also planned is printing maps, and creating them from scratch and editing maps.


The menu options of New, Print and other ones not currently useable will be supported.  The toolbar items will also be supported in the future.





A help file is also planned, probably for version 1.2.





Also... I will have an option that will allow you to recalculate hills & mountains squares by changing the values that sets a given elevation to be a mountain or hill.  This comes into play when converting a map like Railroad Tycoon II into something like CivII.  Different maps in RRT2 have different degrees of elevation and won't always produce accurate hills & mountains in CivII.  Going from RRT2 to CivII, I made maps of Korea & Britain... Korea was chock full of hills but Britain had hardly any even in Scotland and Wales.  This won't matter once I allow the user to adjust the elevation settings.





Game formats I hope to incorporate in the future, among others are "Age of Empires",  "Age of Kings" and "Imperialism II" and "Panzer General II".





Also adding more error checking routines and verifying files built in.  This first little version of the program will give basic error messages, like out of memory, or bad files, bad  map dimensions, etc...  Its not airtight yet in the sense that NOTHING you can do will make it crash...  But it won't write to the harddrive to save any data or maps unless a load is successful, so you shouldn't have any funny stuff happen on your harddrive, even IF you make it crash, which it shouldn't in the first place if you use valid game maps.





Also plan to add the capacity for using Starting locations, Civilization II save & scenario files, and cities.  (e.g. you can load a Railroad Tycoon II map with cities on it and save it as a Civilization II scenario file with the same cities on it, or in the case of "AOE", Town Centers in those spots.)





Many other ideas also planned for future versions of MapUtility...

















G. Advanced MapUtility (for registered users)





I am working on a more Advanced MapUtility (which will be programmed concurrently with the regular, posted freeware MapUtility) which registered users will receive.


Here are a few ideas of what is planned for it:





 It will have full graphics display when you load a map, functions like copying, cutting and pasting parts of a map and will save a portion of a map (useful if you have a map, say of Europe and Middle East and North Africa and you want to make a map of just Europe). 





It will also have rounding of the terrain types (will be useful when creating a large map from a smaller map),  and smoothing elevations (useful when creating a map that has actual elevations-Alpha Centauri, Railroad Tycoon II  from a map that doesn't-Civ II, C:CTP).





It will also allow you to alter the values used to calculate whether a tile is mountain, hill or flat land type, so if you load a map will high elevations, you can alter the values so you don't end up with a map that is almost all hills and mountains.





Even better, the advanced utility will be able to do a "fill" function like paint programs.  There are more functions planned for the Advanced MapUtility.











H. Registration





Registering is simple.  To register, send $5 cash or check and your name and email address  to





C.A. Flinchbaugh


4 Fallridge Court Apt B


Baltimore, MD  21244





Registration means you will be emailed the newer versions of the Advanced MapUtility as they are programmed and updates also...  Also any ideas you have or bugs that might exist will get first priority.


