STEP ONE

So you have decided to make a map for RMTH3!  Here is the best place to begin especially if you have no map making experience.
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First you will need to open the editor and select the ENGINE you wish to make a map for.  Since you are making a map for RMTH3 you will click on RMTH3.  Now you will be prompted to locate the     .CAT file for RMTH3.   It will look like  this:
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     Once you locate it and click it you will be prompted to locate the “resource root” for this catalog.  Just follow it through and again locate the HOME folder inside the RMTH3 file.  Then highlight the HOME folder and the editor will begin to open.
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  Along the way there will be a few “error” messages that will pop up.  The pop up will say “skipping” so just click OK for they are not important. This is what they look like:
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 Do this EVERY time an error message pops up.  After a few moments the editor will open all the way. This is what it will look like:

Now before you start to make your very own new map it is a GREAT idea to open an existing map and look at EVERYTHING about it.  This will familiarize you with what you need to do for a new map and what things will look like once your map is complete.  To open an existing map go to the upper left corner of the editor and click on FILE.  Then click OPEN and then select a map.  The maps are located in the RMTH3\HOME\MAPS folder.  They will look like this     MapName.gmx          Just highlight the map you wish to look at and then click OPEN and the map will load into the editor.
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  On a couple maps you will get an error message at this stage but again just OK through them if and when they appear.

You should now have a map open in front of you.  The first thing you will want to do here is look at the MAP PROPERTIES.  To do this go to the upper left corner again and click on OPTIONS.  Then click   EDIT MAP PROPERTIES.

It should look like this once you do that:
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Once you look at this part of it and feel like you under stand it fairly well you are ready to begin a map of your own!

Just repeat the same instructions for opening the editor….or if you still have it open just go to FILE and click NEW and it will give you a clear editor screen.

STEP TWO
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Now you have the editor open.  You will need to import a DEM file.  This will contain your terrain such as mountains, hills, valleys, ETC.    You got a DEM file with these instructions and it is ready to use.  Go to FILE   then click IMPORT then click USGS DEM.
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  It should look like this once you get select it:  

Now click LOAD DEM and then you need to select the DEM (depending on where you downloaded it to).  Once you do this click on IMPORT and your terrain is now ready.

At this point I would go to FILE and click SAVE AS then give your map a name even if it is just temporary.  It should look like the existing maps    MapName.gmx       Then continue on.  From now on whenever you do something big to your map you will want to go to FILE and click SAVE (not save as) and it will save the most updated changes.

I repeat again SAVE OFTEN!  I can’t tell you how many times I have lost a map when the computer blinks or I click the wrong thing and it does something it’s not supposed to.  And then I had to start all over again.

Once you have your terrain (DEM) imported the rest can be done in any order but this is how I generally do it.

First I edit the map properties.  As above click on OPTIONS and then click EDIT MAP PROPERTIES.

Once the map properties screen pops up just click on DELETE until ALL the things there are gone this way you can enter only what is required.  There are a few extras in there that do nothing and will only make things more difficult. 

Here is a general idea of what you will type in for each needed property:

NAME                                        VALUE                     

MapName                                 your maps name goes here

MapDesc                                    your maps description goes here

MapX                                   **this is the left-right coordinate for

                                              Your map on the locator map in the game

MapY                                     top-bottom coordinate 

                                             These will both be numbers**

MapBackground                    Default:[Sky_Background:AL_Clear]

                                                **This is one of many backgrounds but this is                        

                                                    The format to use**

MapRandom                                500          **(ALWAYS put 500)**

MapSoundLoop00                   Ambient:as-wildlifeloop01”1:365:0

                                                **There are windloops also you must use the 0 

                                                    Then the number(1-9 for wildlifeloops and 

                                                      1-3 for windloops) so in place of the 01 

                                                   above you can put 02 or 03 etc and in place 

                                                   of wildlifeloop it could be windloop**

MapShot                                      name.bmp       **this is the photo that will 

                                                     Show up in the game when your map is

                                                      Selected on the locator map in the game

                                                       Just take a screen shot on your new map 

                                                      And then open it in MS-paint.  The shot 

                                                        Needs to be 170 pixels horizontal and 

                                                         154 vertical.   The name is usually just 

                                                        the name of your map with .bmp as the 

                                                         extension.**

LoadImages                     load screen1:load animal%200:load animal%200

                                               **where animal is typed above just type in the 

                                                animal name you want to show up.  If you want

                                                    the black bear type bear….if you want the

                                                    moose type moose.  NOW the %200 may be

                      


be different for different maps. It is a 







of 1000% so if you have 5 animals






on your map each animals % would be 200






ETC

Pop00-AnimalAIAOne                       18:15:1:365    or 15:12:1:365 or

                                                          7:5:1:365   **these numbers are the 

                                                           density of each animal.  For each 

                                                          animal it would continue 

                                                      Pop01-AnimalAIAOne  ETC ETC   If you

                                                       Put 18:15:1:365 for each animal’s value 

                                                     The map will bog down when it is played 

                                                      Because there are too many animals

With all of these under the NAME column it is VERY important that they are type EXACTLY as above.  They are case AND space sensitive so where ever it is capitalized or lower case and where ever there’s a space DO just that.  When you create a new property just clik new and it will appear in the left side of the box.  Do this for each property.

Now with this done SAVE it again and then you can start putting in textures.  These are what the ground looks like…..snow, grass, leaves, rock, etc.

To do this go to the left side middle of the editor and click on DRAW.  A list will appear that will include elevation; tree type, density, and age; and texture.
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Just click on texture and it will pop another list below the first one with ALL the textures  Just select which texture you want and then go to the part of the screen with the grid.  Now you “paint” your textures in.  Make sure your cursor is not on DRAG or it will only move the map around and not put anything on it.  Now you can cover your whole map with different textures.  Mind you there are transition textures so it looks natural without straight line between the different textures.  This comes with practice.  At the bottom of the textures list on the editor itself(not part of the list) is a slider.  All the way to the left only paints one grid square at a time.  The further right it goes the bigger area it covers at one time.  

You can also put water on your map.  To do this go to DRAW then click on ELEVATION WITH WATER.  You will want to place water on the darker colors of elevation in order to keep from there being a steep incline near the water.  Now there will be 2 sliders.  The top one controls how much of an elevation change you will have.  In the middle makes no change…left makes it lower…..right makes it higher. The bottom slider is the number of grid squares it does at one time.  Left is just one the further right the more area it covers. Now these changes are abrupt and it’s difficult to make more mountains but just slide it all the way to the left to make water.  Once you get good enough with the editor you can make the water shallower than that though.
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Now you can do trees. Click on tree type one. There is an AUTO GENERATE TREE tool that will put your trees and their densities and ages in automatically.  Now there are a total of 8 different tree types, Ages and, densities.  SO go to TOOLS then click AUTO GENERATE TREES.  It will look like this:

Just go to number of major staring points and type 300.  On the left is a tree list so just double click on the trees you want.  The more you want of a particular tree double click it more often.  Once you are done click ok on the right and it will begin to grow your trees.  After a few seconds it will finish.

Now can change the densities and make open areas or make more dense forests.  You will want to remove the tree densities from areas with water or you will have trees in your water!  To change tree density just click on tree density 1 then the 2 sliders appear beneath that.  These sliders are the same ones as on the tool bar pictured above.  The top one controls how much density.  Left all the way makes less dense and right makes it more dense.  Middle = no changes.  The bottom slider is the number of grid squares it covers.  SO to remove trees from water move your big square over the area of water then put the top slider all the way left.  The bottom slider’s positions will depend on how much area you need to remove.  The just paint the area like you did with the textures.  NOW you are probably realizing that this takes some time once you have all the trees and their densities on the map.  BUT just do it for tree density 1.  THEN go to FILE then EXPORT then click BMP. Then it will let you export the picture of the tree density and it is best to name it treedensity.bmp   then just put it in the HOME folder.  NOW go to tree density 2 and click FILE then IMPORT.  Then click BMP (or bitmap) then import the picture you just exported and it will make it look just like tree density 1.  You can do this for ALL the tree densities. You can do the same thing for tree ages.  Truthfully it is better to have NO tree ages and only densities up through 5.  To clear the others you can EXPORT and picture of the tree density BEFORE you use the tree tool.  Then just IMPORT it for the remaining tree densities and all the tree ages.  This will make the map file size smaller and quicker to upload or download plus it will be easier to hunt on.

Now to put the animals in their respective areas.  You can choose where the animals will show up and approximately how many will be in each group.
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Go to the left side and click on  the population tool.  You can move your map around and put populations anywhere you like.  To do this just click INSERT on your keyboard and a small circle will appear.  Double click on the circle and this will show up:

Just decide which animal you want the population to be.  The RADIUS is HOW big an area it will cover. Then min and max are the minimum and maximum number of animals that will show up in the game.  Predators are good for min of 2 max of 3 and herd animals generally anywhere from 4-10 respectively.  Once you fill these in click ok.  Now the number of populations and total number of animals will depend on the numbers you used in the MAP PROPERTIES earlier so if you try to put 100 moose on your map they won’t show up and your map will bog down.

You can only put populations in for the animals you included in the MAP PROPERTIES.

Now the animals have to eat!  So you can place zones.  To place a zone you need to go on the map where you want the zone to be.  Now hold down CTRL and Z at the same time and left click your mouse once.  Now release the CTRL and Z and move your mouse over some a left click again.  After doing the left click once or twice after releasing the CTRL Z a red line should appear.  Now every time you move you mouse and left click it will make another line.  This is how you make the shape of your zone.  Once you are done sizing and shaping you zone right click and this will appear:
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Click yes then this will appear:

Now there are several types of zones you can put on your map.  Such as food, water(for swimming), and pronghorn territories for maps with pronghorns on them.

Here are what you need to put in for the zone properties:

For a food zone::

Zone name                                   Type                                 Value
   Food0   (don’t cap)                  Type                                  Food

                                                  ZoneSpecies               Moose, Elk, etc.

For a water zone::

Zone name                                    Type                                 Value
Water0      (don’t cap)                 Type                               Water

                                                   ZoneSpecies              Moose, Elk, etc.

For a pronghorn territory::

Zone name                                   Type                                  Value
Pronghorn area0                        Type                                    Territory

                                                   ZoneSpecies                      Pronghorn

                                                  AffectRadius                         50 (any number











To size the 











Area)

For adding dead sheep::

Zone name



Type



Value
Carnfood0     


Type



Carrion






ZoneSpecies

   BrownBear, etc.





Model                Model_Animal:Carrion:Carrion_Dall         

                                                                                (or Bighorn)

Now for the zones the underlined items are the fields in the zone properties box that you need to fill in.  As you see for some of the ZONE NAMES it says NOT capitalize  them…..this is true for ALL zone names for EVERY zone you make.  Now the other fields MUST be capitalized just as shown above or they will not work.    You will also see a field in the box that says expansion flags…….these are ALWAYS 0.  Now once you are in the properties box for you zone….and you are finished with the first property (Type     Food)  Click NEW and then you can do the next property for the zone.

For adding the MapShot which is the picture that will show up when you select your map on the location map in the game.  To do this go into your map like you are going to hunt.  Then find the spot where you want to take a screenshot of and do that.  Then exit the game and open the screen shot.  The MapShot needs to be 171X154 Pixels to be the proper size for the box in the game.  So select the are you want and copy and paste it into MS-PAINT or whatever paint program you use.  It needs to be in .bmp format to work.  Then just name it exactly as you did in the MAP PROPERTIES and place it in the MAPS folder so it will work in the game.

The next set of instructions will include directions on how to make your own DEM files and the web site you need to get them from.
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