Using an old area to make a new one. Using IETME and DLTCEP.
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By the end of this tutorial vou should know how to:

s Take BIF'd areas and extract them as .are, tis, bmp, etc. files.
* Remove data from the areas to get them readv for vour mod.
o Link areas together

Before you start the tutorial, vou should have:

« DITCEP
« [ETME

I'm writing this tutorial because I couldn't find one that covered just what I wanted. Since I figured this out by playing with things on mv own, ['d say that this 15 a very simple tutorial. But, I'm writing 1t so someone else can skip the work that I had to redo. Hope it helps someone!
Anywho, let's begin:

I. Getting Started
The first thing we want to do 1s find out what areas we'll be using. For this tutorial we will be using the De'Arnize Hold (AR1304 to AR1307). Load up IETME and we'll move on to...

II. Area Settings and Extraction
First thing we need to do is set IETME to the right mode. To do this. go to "File"->"Create new/Switch to Area editing”
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|| File | Edit Grid About
|| Mew Ctrl-M
Open Ctrl-0
Save Ctrl-5
I| Create new,/Switch to Area editing
Discard Map and switch to area editing
Exit Ctrl-X

Once we're in the nght mode, we need to open the area. To do this, we go to "File" -="0Open Onginal Area from Game".
B IE Tileset Map Editor v2.2.2 by Theo de Morée

[File] Preferences  View Auxiliary Maps  Worldmap  Delete everything in this area

Open Area Ctrl-0O
Open Criginal Area from Game Ctrl-P
Save Area Ctrl-5
Save to game (BIF) Ctrl-B
Switch to Map Editor

Exit Ctrl-X

Bl b e |

Next, we'll click in the list of areas, and tvpe in "AR1304". Be sure to uncheck 'show example’ if 1t 1s checked, or vou'll be presented with annoying messages. Select "Open” when "AR1304" 15 selected.
A message will say, "Starting extraction of area files"” if the area 1s stored as a BIF. Click "OK" to that box, and the next.
You should be presented with vour area in the main viewport. Yay!

Alnight, before we set this up to extract, we need to make sure the map 1s looking for new files, rather than old files. So, we need to change some properties. Click on the "Area Properties” box.
Y Ity

[ Creatures [ Entrances
[ Ambientz [ Info/Trggers
[ Animations[ Map Motes
[ Containerz[ “Wallgroups
[ Spawns [ Height Req.
[ Light Req. [ Search Req.

Area Properties | Song F'ru:uperties|

Slern Intermintinn |

There are two sections we want to check on. First, 1s the "General Information” area. If vou want to change the weather of the area, vou can do so in the four weather boxes. More importantly, we want to change the "Associated WED" and "Associated Script” fields. Since we are not using a
script, we can set it to blank. The WED, however, should match the filename - in this case we're naming the area from "AR1304" to "TARMYO1".
Another thing to mention, for outside areas, 1s the four exits in the "Other Area Refs". I believe this 1s mainly for BG1 maps, but 1t could be used for BG2 areas. In this case, we'll leave them all blank.
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This should take care of everything we need to do in [ETME. But, let's make sure all of our files are labeled right. To export this map, go to "File"-="Save Area". In this case, we'll save 1t to the desktop. Navigate to the desktop. make a new folder, and save the map as "armv(01 are".
[ETME will update vou of the progress. Just click "OK" through the dialogs until 1t 1s done. At any choices you need to make, just hit "Yes".

When IETME 15 done with the exports, let's check if yvou have all the files. Make sure you have the same files and file names as shown:

Mame Date modified Type Size
|| armyll.are /1872008 2:55 PM ARE File 11 KB
T ARMYOL 3/18/2008 3:57 PM OS5 File 217 KB
|| army0l.tis 3/18/2008 3:55 PM TIS File 24 456 KB
|| ARMY01.wed 3/18/2008 3:55 PM WED File 112 KB
'HARM‘?'UIHT 3/18/2008 3:58 PM BMP File 51 KB
; 'EARM‘?'UILM 31872008 3:58 PM BMP File 102 KB
ﬁhRM‘r‘UlSR 3/18/2008 3:58 PM BMP File 51 KB

Everything look good? Yes? Good! No? Well .. post what's up and mavbe someone can help. Moving on. .

ITI. Repeat
Now... when working with manyv areas it tends to be better to export them all at first, so we can get things going. So before we get working in DLTCEP, we should get all the areas exported. So, just load up AR1305, AR1306, and AR1307 and do just what vou did to AR1304. Keep the naming
up, so ARMYO01/ARMY02/ARMY03 . etc.

Done?

How about now?
Good. Moving on...

IV. Get DLTCEP Ready
If vour files match mine, and everything ends up looking fine, then copv the files vou just made into vour override folder.
Close down IETME, and punch up DLTCEP If vou haven't setup the program, search for a tutorial on how to do so.

Before vou get going, make sure vou have set the settings to not open things in read-only.
e DLTC Editor Pro V7.1 1176108 KBytes free

=l ﬁ
File Edit Search Check Extraction Bif Sound Tools | Settings | Help |

Reload chitn | [ Search Edit Logging g
[terms | Cpells | ltems ¥  Progressbar
Fieload game data R
ead only
el el Creatures | Stores | Creature Use DialogF
Reload vanables | Scripts | Dialags | Script Change settings
Reload effects Areas | Effects | Lreas Save settings
Ewvent log: ! | r
Then, let's open up the areas we made.
[tems | Spellz | [temsz | Spells |
Felnad game data
Felost dblag Creatures | Stores | Creatures | Stores |
Feload variables | Scripts | Dialogs | Scripts | Dialogs |
Reload effects Areas | Effects | Areas | Effects |
Event log:

V. Editing Out Your Area
Next few things are very simple:

Open up vour area. If it doesn't show up, make sure vou copied over vour files, then restart DLTCEP.

ARDEM1
AROHOS i

|arm_l,IEI'I Search nest
[v Resolve names [v Preview
| | Ok | Cancel |

So, what we want to do now is edit out anvthing we don't want. In areas yvou'll see traps and info regions. Select a relevant area (such as a modded region below) and select delete.

General ] Actors | Regions lSpawns ] Entrances ] Containe

Region name Region type
1. Tran 13062 (2 Travel -|/3 2 Travel
1. Tran1306a (2 Travel) — Trap

2. Tran1307a (2 Travel)
3. Tran1307b (2 Trawvel)
4. Tran1304sta (2 Travel)
5. Tran1304stb (2 Trawvel)
6. Tran1306b (2 Travel)
7. Tran1306c (2 Travel

8. Elderbenylrfo (1 Info)

Launch poirt

ations ] Varables & notes ] Maps ]
1364 2900 Add region
Detection Remowv

% - Remowve region
0 : Invisible trap g

The same thing applies to actors, spawns, and containers 1f you want.
Gereral Actors | Hegions] Spawns] Ertrances ] Cortainers ] Ambierts ] Doors ] Animations ] Varables &notes] Maps ]

Actaor Creature
[1. Captain Aral] ~] /1 KPCAPTO2  Browse| | Embedit|  Addactor |
Position Destination Cvemide scripts & dialog

2441 [1794  [2441 [1794  Stayin plan:e| Didog  oreshfilds| o | Clarfieds nniibiseied
Fields S o |

[1 |0 South |

Direction
Remove all |

VI. Let's Keep Things Clean
Ok, s0 we now have an area that is clean of actors, spawns, notes, and maybe containers. But, we still need to change some things to make life easier on us. In this step, we'll be using the naming methods [ use. You are, of course, free to come up with vour own.

First, let's switch to the "Entrances” tab. This part 1s a bit annoving, but it helps a lot in the long run. What we want to do 1s make sure all of our entrances have proper names so that when we go and do our travel regions, we wont get lost.

To do this, we simply need to select an entrance from the list, and click "Set Entrance” to get an 1dea of where 1t 1s being used.

General ] Actars ] Regions ] Spawns | Entrances lCorrtainers ] Ambients ] Doors ] Animations ] Varables & notes ] Maps ]

Entrance

2. Exit1307a ~| /8 Add entrance
Position Face k26 28 (xZm

739 638 [14 Southeast ~| 0 B 0 Remove entrance

Paste entrance

Set entrance

_ Addentance |
Remove entance|
_Paste enance |
_ S enrance |

: : /8

. From Ammy(4 Marth
. From Ammy(4 Librany
. From Bottom

. From Tap

. From Ammy(3 Secret
. From Ammy(3 Left

. From Ammy(i3 Right
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NOTE: To rename something in DLTCEE vou need to first vemove the index number. You can't just erase "right” off of something - vou need to erase "vight" and "8. " as well or it wont updare.

VIL Do It Again... Again.
The same things that vou did in steps V and VI need to be redone for vour other areas: ARMY02 to ARMY0T.

VIII. The Doors.
Alnght, so we've got it all working for us in terms of names_ and all of the content for the areas i1s purged of old game references. All we have left to do, 1s link the areas together.

Because we've named our entrances, this should be easy. Select the "regions” tab again, go to vour "travel” regions, and change the data.

So, from:
— Travel tigger

Destination  [3R1304 Erowse
Entrance

[EXIT13045TA |
[ Patyrequired [ MNPCcantpass
To:

— Travel tigger

Destination  [aR MY Browse

Entrance
=]

|FHO|"-"| ARMYO1 LEFT
[ Patyrequired [ MNPCcantpass

All vou need to do now iz go through the areas vou made, and link all the travel regions to the entrances vou renamed. Simple!
Be sure to test vour maps by using CLUAConso le:MoveToArea("ARMY(O1") ; thoroughly!

IX. The End.

And_ I believe that 15 all. T hope this was of some use to some one. Just a small tutorial with as many images as [ thought would help. If vou get lost, keep trving. If it was easy enough for me to learn, vou can do it too. @

X. A Note.
I'd love to do more tutorials, if others have anv requests. It would give me an opportunity to do more research into things, and play around so I can be able to write. Anvwho. Let me know via PM if anvone wants anvthing.

This post has been edited by Michael: 10 July 2009 - 04:43 PM
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