How to use a new Worldmap without having to start a New Game
Minimum Requirements:
a) Near Infinity and a working knowledge of how to use it. 





b) A saved dialog.tlk from just before installing your previous Worldmap.

c) If you biffed your override directory after installing your previous Worldmap, a saved copy of your chitin.key from before your biffing routine.

1. Download Near Infinity from http://www.idi.ntnu.no/~joh/ni/download.html . 
2. Place a copy of the NearInfinity.jar in your BGII-SoA directory.

3. Download Java for your PC from http://www.java.com . Click on “Get it Now” once you’re at the page to install it on your computer.
4. Download Worldmap v6 series to the directory where you save your downloaded mod archives.

5. Copy the Worldmap v6 rar archive to your BGII-SoA directory, then right-click and “extract here” to extract the rar archive and prepare it for installation.

6. Start your current game with your last save and make a list of all the areas you can see, and whether you have already visited them yet or not. This will be very important. Quit your game.
7. Open your BGII-SoA\BP-BGT_Worldmap\Near Infinity Patch with windows explorer, and copy the NearInfinity.bat file over into your main BGII-SoA directory.
8. Go to your BGII-SoA directory and double-click on NearInfinity.bat and your NI will be up and running. Click “X” in the corner to close out for now.

9. Uninstall any mods you’ve previously installed after Worldmap and the current Worldmap in reverse order. (use a Copy of your WeiDU.log to refer to, not your existing WeiDU.log because if you have mods installed after Worldmap and forget to close your WeiDU.log before uninstalling them it won’t update properly and that will cause you problems, guaranteed.)
10. Delete your existing dialog.tlk file and replace it with the dialog.tlk file you have saved from before you previously installed Worldmap. (Do the same with your chitin.key if you biffed your override after installing Worldmap previously.)

11. Install the new version of WM6 into your game.

12. Re-install any other mods that came after WM6 in the same order as before.

13. Copy the worldmap.wmp from your override directory and overwrite the worldmap.wmp that is in your last saved game folder. This new worldmap.wmp will have any updated area locations and names and travel links in it.
14. Open up Near Infinity by double-clicking on your NearInfinity.bat file.

15. You will get a screen that looks like a Windows Explorer screen.

16. Click on the + next to the SAVE folder.

17. Click on the + next to the saved game folder you overwrote the new worldmap.wmp into.

18. Click on WORLDMAP.WMP and after several seconds the right side of your screen will display the worldmap info.

19. Double-click on the attribute called Map entry 0, and after several more seconds a new window will open called Map entry 0 that will list all of your area entries. Dependent upon how many mods you have installed you will have anywhere from 37 to 160 area entries in your worldmap.wmp.
20. As you scroll down through your area entries, the window at the bottom of your screen will display the area information such as it’s X, Y location, Area Name etc, etc.

21. Take the list you made in step #6 above.

22. Locate the 1st area entry that corresponds with the 1st area on your list and double-click that area entry. Another window for that particular area entry will open up.

23. Click on the “Flags” attribute and a list will appear at the bottom of the screen displaying what flags are checked for that area.

24. If the area was visible, but you had not yet traveled to it in your game check the Visible(0), the Unknown(1), and the Can Be Visited(2) boxes for that area entry.
25. If the area was visible, and you had already traveled to that area in your game check the Visible (0), the Can Be Visited (2), and the Has Been Visited (3) boxes for that area entry.

26. Click on the “X” to close that particular area entry window.

27. Repeat steps 21-26 for each of the areas on your list.

28. When you are all done with your modifications to the last area on your list, close the Area entry ## window, then close the Map entry 0 window, then close your Near Infinity window (you should be prompted at this point that there are unsaved changes to the worldmap.wmp and you should select “Save Changes”).

29. Your new Worldmap is now ready to go, and you should be able to play your previously saved game at this point.
30. If you find you have messed up text on your map, it is because of a mismatch where the string references do not line up. You’ll have no choice but to start a new game at this point.
