Landscape Editor Manual
1.0) Tutorial

1.1) Load Heightmap

Load the height and scan files for the scenario you wish to edit with „Load“ and select „Heightmap“ from the filetype popup.

1.2) Distribute Textures

Activate the map generator in the windows menu and open the texture dialog in the window menu as well. Now you can select any texture and put them into the map generator display by clicking in any square. Those placed textures will be distributed depending on slope: leftmost is min, right one is max slope depending on the numeric setting beside the line (see example). 

The upper 3 lines and the lower 3 lines can be separately distributed among different heights with the slider. Clarification: The upper 3 lines will be distributed to heights LOWER than the slider setting, the bottom ones to heights higher than the setting.

The best default setting is:

1st line: all green

2nd line: slight green modification

3rd line: rough (can’t be climbed)

Repeat for the bottom 3 lines. Set the degree of the angle to: 10/20/30 for both the upper and lower section. This setting should be the default and looks best for most normandy scenarios.

1.3) Road Net

Now use the Road tool to create your road net using the scan as a guide (switch between scenario and scan with D key). Guidlines for roads:

· Graphics of roads can be changed or edited afterwards

· Roads can be drawn into landscape using the „Disp“ toggle

· You can add and move nodes of roads at any time

· You can link roads from any nodes

Rules for roads: 

· ALL roads MUST be part of one net, meaning that any road the AI needs to use need to be connected to each other.

· Roads can be horizontal, vertical and 45° only

· Don’t use roads to create rivers, otherwise tanks will drive on those ;)

· Do NOT place roads on ground textures which have steep slopes (see map generator)

1.4) Checking Road Net

Now the road net needs to be checked BEFORE you place any other objects. The following problems might occur:

· Roads are along slopes, ie. The Tank would tumble over

· Roads are too steep and tanks can’t drive up

· Roads are crossing a rocky formation and jiggle/zig zagg

In order to correct these just move the road slithly off. It DOESN’T matter that the maps do not resemble the historcial maps anymore, playbility takes precedence here.

To check the roads define a player platoon (uncheck all variations to do so) and give that one 4 wingman as well. Place your platoon to a starting position you like and click on „Game(Temp)“ and the game will start.

1.5) Vegetation

Now use existing Objectblocks (Load with filetype ObjBlocks) or create new ones and put all trees and plants you need in them. Place them where needed (scan shows most woods). Some guidelines:

· Woods should NOT have trees on all squares, if you need to then on border of woods only

· Occasional trees in a flat landscape makes it look far better

· Vary treetypes within woods to prevent „computer graphics“ look

· Trees block AI driven vehicles, so do NOT create a maze or vehicles will be lost

· Shadows and building floors will now be placed qutomatically!

1.6) Farmfields

Now use the texture draw tool to add special textures to the surface like fields, sea, water or craters. If you place farmfields which will be sourounded by hedgerows (bocage) take note that they move one half square in the real game (use ground switch to preview).

1.7) Buildings

Now add buildings to the Objblocks (or use existing ones) and place them. You can rotate buildings but some rules apply:

· Buildings must NOT overlap into another square (ie. Rotate only objects smaller than 10x10 meters)

· You can place partly destroyed buildings by adding another object: aa=fine, ab=shabby, ac=destroyed, ad=ruin

Multi Object buildings need special care. You can’t rotate them, ie. They work only for one side. Also they need to be placed with care that they fit each other. The object loader and the sliders should be able to adjust any discrepancies.

1.8) Final touches and tips

Now you can add some misc. objects to make the landscape look better. The following section details tips and hints on various objects and gives methods how to setup things faster.

1.8.a) Hedgerows

Hedgerows are vertical/horizontal only. You might have trouble setting the various types randomly enough to make it look natural. To do so check all vertical ones and rename the group to „HedgeV“, apply the same to horizontal. Now you can switch to one of those selections and draw all horizontal hedges first, then draw all verticals (let them cross and erase each other, doesnt matter now).

After doing so use the crossections and corners to finalize them. This is the quickest method.

Note: Do not place hedgerows on steep slopes, they will hang in the air otherwise. Better leave a gap in them.

1.8.b) Houses

When placing houses variantion is important, but also style. Most villages had one „color“ of houses only. Use the various housetypes we have to design a specific style in a small village or town. When finished add the famous „exception“ to the rule: place a different style of house in or next to the village to remove the computer graphics look.

· You can rotate small houses  little to make them less square. 

· Use small pathes to set some houses back from the road.

· Use „FenceAll“ and colored grass to create gardens

· Use ab/ac/ad ruins to create a destroyed village, use black & craters to add surface destruction

1.8.c) Trees

Trees are random enough to make various woods. Do not use small trees in woods because they tend to grow different in nature: small on the edge, large in the center. If you create plantages use the same small tree but add 2-3 object blocks with the tree rotated slightly. Never place trees on slopes, check the „ign.“ Options in the objtexture field.

· Place occasional large trees in farmfields to make the landscape more natural

· Place some trees along roads to create alleys

· Place trees between buildings (medium/small only) to add green to villages

· Verify heavy woods for silly looking areas, drive to each major wood you create

1.8.d) Surface Textures

We added the „mud“ surface to be the one underneath villages or farms. Use that. Ist flat as well so we don’t encounter problems with floating houses.

Guidelines to Landscape Editing: Normandy

Woods

Woods should use the trees depending on density. Lets categorize three densities:

· Low: use all trees, use large distances between them but occasionally use patches of adjacent trees

· Medium: same as above, only narrower distances

· Dense: Use 1 square distance maximum, occasionally place them adjacent, circle the woods with one line of trees around it, leave occasional blanks to make a natural feel

Villages

Place houses 1-2 spaces appart, some adjacent. DONT spread houses over large areas wizth more than 2-3 spaces because the feel of a village gets lost. Use the borwn „mud“ as underground. When finished with the buildings use fences (and the gardentiles) for backyards, gardens, parks. Place some trees between buildings, rarely use the large ones (Lbaum1-3), use the medium ones more often. Use large ones only to mark special spots like towncenter, parks etc.

Use plants to create orchards or place trees along roads to create alleys.

Example: Numeric setting is 10, so texture distribution will be:


1st  texture up to 1.6 degrees slope


2nd texture up to 3.2 degrees slope


3rd texture up to 4.8 degrees slope


4th texture up to 6.4 degrees slope


5th texture up to 8.0 degrees slope


6th texture up to 9.6 degrees slope








