1. BGT/Worldmap/Worldmap.tra Changes

a. Changed “Beregost Wilderness” to “Badlands”

b. Changed “Basilisk Monument” to “Mutamin’s Garden”

c. Changed “Bridge to Baldur’s Gate” to “Wyrm’s Crossing” (As per placard on the bridge)

d. Changed “South of Wyrm’s Crossing” to “Ankheg Farms”

e. Changed “Cloakwood 1” to “Cloakwood Lodge”

f. Changed “Cloakwood 2” to “Cloakwood Spiders”

g. Changed “Cloakwood 3” to “Cloakwood Druids”

h. Changed “Cloakwood 4” to “Cloakwood Wyverns”

2. BP-BGT_Worldmap/Worldmap.tra Changes
a. Changed “Beregost Wilderness” to “Badlands”

b. Changed “Basilisk Monument” to “Mutamin’s Garden”

c. Changed “Bridge to Baldur’s Gate” to “Wyrm’s Crossing” (As per placard on the bridge)

d. Changed “South of Wyrm’s Crossing” to “Ankheg Farms”

e. Changed “Cloakwood 1” to “Cloakwood Lodge”

f. Changed “Cloakwood 2” to “Cloakwood Spiders”

g. Changed “Cloakwood 3” to “Cloakwood Druids”

h. Changed “Cloakwood 4” to “Cloakwood Wyverns”

3. Areas.tbl Changes

a. Changed all “Flag” settings that were set at 2 to 4, except for AR6526 which is set to 11.

b. Adjusted Gullykin, Badlands, Beregost, and Temple of Lathander locations slightly for spatial clarity.

c. Changed the name column to match .tra files
4. BGT Area Script Changes Added to the Worldmap.tp2
// Proper Area Visibility

PRINT @1011

ACTION_IF

  FILE_EXISTS_IN_GAME ~AR6526.ARE~

THEN BEGIN

    EXTEND_TOP    ~ARA100.BCS~   ~BP-BGT_Worldmap/BAF/BGT/ARA100.BAF~

    EXTEND_TOP    ~AR3100.BCS~   ~BP-BGT_Worldmap/BAF/BGT/AR3100.BAF~

    EXTEND_TOP    ~AR3200.BCS~   ~BP-BGT_Worldmap/BAF/BGT/AR3200.BAF~

    EXTEND_TOP    ~AR3300.BCS~   ~BP-BGT_Worldmap/BAF/BGT/AR3300.BAF~

    EXTEND_TOP    ~AR3498.BCS~   ~BP-BGT_Worldmap/BAF/BGT/AR3498.BAF~

    EXTEND_TOP    ~AR3499.BCS~   ~BP-BGT_Worldmap/BAF/BGT/AR3499.BAF~

    EXTEND_TOP    ~AR3700.BCS~   ~BP-BGT_Worldmap/BAF/BGT/AR3700.BAF~

    EXTEND_TOP    ~AR3800.BCS~   ~BP-BGT_Worldmap/BAF/BGT/AR3800.BAF~

    EXTEND_TOP    ~AR3900.BCS~   ~BP-BGT_Worldmap/BAF/BGT/AR3900.BAF~

    EXTEND_TOP    ~AR4200.BCS~   ~BP-BGT_Worldmap/BAF/BGT/AR4200.BAF~

    EXTEND_TOP    ~AR4300.BCS~   ~BP-BGT_Worldmap/BAF/BGT/AR4300.BAF~

    EXTEND_TOP    ~AR4400.BCS~   ~BP-BGT_Worldmap/BAF/BGT/AR4400.BAF~

    EXTEND_TOP    ~AR6600.BCS~   ~BP-BGT_Worldmap/BAF/BGT/AR6600.BAF~

    EXTEND_TOP    ~AR6700.BCS~   ~BP-BGT_Worldmap/BAF/BGT/AR6700.BAF~

    EXTEND_TOP    ~AR6704.BCS~   ~BP-BGT_Worldmap/BAF/BGT/AR6704.BAF~

    EXTEND_TOP    ~AR6757.BCS~   ~BP-BGT_Worldmap/BAF/BGT/AR6757.BAF~

    EXTEND_TOP    ~AR6800.BCS~   ~BP-BGT_Worldmap/BAF/BGT/AR6800.BAF~

    EXTEND_TOP    ~AR6801.BCS~   ~BP-BGT_Worldmap/BAF/BGT/AR6801.BAF~

    EXTEND_TOP    ~AR6900.BCS~   ~BP-BGT_Worldmap/BAF/BGT/AR6900.BAF~

    EXTEND_TOP    ~AR7000.BCS~   ~BP-BGT_Worldmap/BAF/BGT/AR7000.BAF~

    EXTEND_TOP    ~AR7100.BCS~   ~BP-BGT_Worldmap/BAF/BGT/AR7100.BAF~

    EXTEND_TOP    ~AR7800.BCS~   ~BP-BGT_Worldmap/BAF/BGT/AR7800.BAF~

    EXTEND_TOP    ~AR7900.BCS~   ~BP-BGT_Worldmap/BAF/BGT/AR7900.BAF~

    EXTEND_TOP    ~AR8300.BCS~   ~BP-BGT_Worldmap/BAF/BGT/AR8300.BAF~

    EXTEND_TOP    ~AR8400.BCS~   ~BP-BGT_Worldmap/BAF/BGT/AR8400.BAF~

    EXTEND_TOP    ~AR8500.BCS~   ~BP-BGT_Worldmap/BAF/BGT/AR8500.BAF~

    EXTEND_TOP    ~AR8800.BCS~   ~BP-BGT_Worldmap/BAF/BGT/AR8800.BAF~

    EXTEND_TOP    ~AR8900.BCS~   ~BP-BGT_Worldmap/BAF/BGT/AR8900.BAF~

    EXTEND_TOP    ~AR9000.BCS~   ~BP-BGT_Worldmap/BAF/BGT/AR9000.BAF~

    EXTEND_TOP    ~AR9300.BCS~   ~BP-BGT_Worldmap/BAF/BGT/AR9300.BAF~

    EXTEND_TOP    ~AR9500.BCS~   ~BP-BGT_Worldmap/BAF/BGT/AR9500.BAF~

    EXTEND_TOP    ~AR9600.BCS~   ~BP-BGT_Worldmap/BAF/BGT/AR9600.BAF~

    EXTEND_TOP    ~AR9700.BCS~   ~BP-BGT_Worldmap/BAF/BGT/AR9700.BAF~

    EXTEND_TOP    ~AR9799.BCS~   ~BP-BGT_Worldmap/BAF/BGT/AR9799.BAF~

    EXTEND_TOP    ~AR9900.BCS~   ~BP-BGT_Worldmap/BAF/BGT/AR9900.BAF~

COPY_EXISTING ~TRANZIG.BCS~          ~override~

  REPLACE_BCS_BLOCK ~BP-BGT_Worldmap/BCS/BGT/oTRANZIG.BCS~  ~BP-BGT_Worldmap/BCS/BGT/nTRANZIG.BCS~

BUT_ONLY_IF_IT_CHANGES

COPY_EXISTING ~AR6752.BCS~          ~override~

  REPLACE_BCS_BLOCK ~BP-BGT_Worldmap/BCS/BGT/oAR6752.BCS~  ~BP-BGT_Worldmap/BCS/BGT/nAR6752.BCS~

BUT_ONLY_IF_IT_CHANGES

COPY_EXISTING ~AR8701.BCS~          ~override~

  REPLACE_BCS_BLOCK ~BP-BGT_Worldmap/BCS/BGT/oAR8701.BCS~  ~BP-BGT_Worldmap/BCS/BGT/nAR8701.BCS~

BUT_ONLY_IF_IT_CHANGES

END
5. Tutu Area Script Changes Added to the Worldmap.tp2

a. Added DSotSC, NTotSC & Bonehill areas to the Tutu “New Areas” table to eliminate “out of bounds .wmp reads during Tutu worldmap install due to .tp2 not recognizing those area names. Set all flags to 0 with the exception of SoBH areas which are all set to 4. This allows installation of inter-modular links from Tutu areas to DSotSC & NTotSC areas to pro-actively prepare for the time when DSotSC and NTotSC are made compatible with Tutu.

b. Added Bonehill links to end of Tutu area links table to allow for Worldmap to be used with Tutu compatible SoBH.

c. Shamelessly borrowed BG2 Fixpack code to assign area scripts to the Tutu areas that did not have them assigned previously.

d. Provided for proper Tutu area visibility as per following EXTEND_TOP of area .bcs’s.

// Proper Area Visibility

PRINT @1015

ACTION_IF

  FILE_EXISTS_IN_GAME ~FW2626.ARE~

THEN BEGIN

    EXTEND_TOP    ~_AR0800.BCS~   ~BP-BGT_Worldmap/BAF/Tutu/_AR0800.BAF~

    EXTEND_TOP    ~_AR0900.BCS~   ~BP-BGT_Worldmap/BAF/Tutu/_AR0900.BAF~

    EXTEND_TOP    ~_AR1400.BCS~   ~BP-BGT_Worldmap/BAF/Tutu/_AR1400.BAF~

    EXTEND_TOP    ~FW1600.BCS~   ~BP-BGT_Worldmap/BAF/Tutu/_AR1600.BAF~

    EXTEND_TOP    ~_AR1700.BCS~   ~BP-BGT_Worldmap/BAF/Tutu/_AR1700.BAF~

    EXTEND_TOP    ~_AR2100.BCS~   ~BP-BGT_Worldmap/BAF/Tutu/_AR2100.BAF~

    EXTEND_TOP    ~FW2200.BCS~   ~BP-BGT_Worldmap/BAF/Tutu/_AR2200.BAF~

    EXTEND_TOP    ~_AR2300.BCS~   ~BP-BGT_Worldmap/BAF/Tutu/_AR2300.BAF~

    EXTEND_TOP    ~_AR2301.BCS~   ~BP-BGT_Worldmap/BAF/Tutu/_AR2301.BAF~

    EXTEND_TOP    ~_AR2400.BCS~   ~BP-BGT_Worldmap/BAF/Tutu/_AR2400.BAF~

    EXTEND_TOP    ~_AR2700.BCS~   ~BP-BGT_Worldmap/BAF/Tutu/_AR2700.BAF~

    EXTEND_TOP    ~_AR2800.BCS~   ~BP-BGT_Worldmap/BAF/Tutu/_AR2800.BAF~

    EXTEND_TOP    ~_AR2900.BCS~   ~BP-BGT_Worldmap/BAF/Tutu/_AR2900.BAF~

    EXTEND_TOP    ~FW3200.BCS~   ~BP-BGT_Worldmap/BAF/Tutu/_AR3200.BAF~

    EXTEND_TOP    ~_AR3300.BCS~   ~BP-BGT_Worldmap/BAF/Tutu/_AR3300.BAF~

    EXTEND_TOP    ~_AR3304.BCS~   ~BP-BGT_Worldmap/BAF/Tutu/_AR3304.BAF~

    EXTEND_TOP    ~FW3357.BCS~   ~BP-BGT_Worldmap/BAF/Tutu/_AR3357.BAF~

    EXTEND_TOP    ~FW3400.BCS~   ~BP-BGT_Worldmap/BAF/Tutu/_AR3400.BAF~

    EXTEND_TOP    ~FW3600.BCS~   ~BP-BGT_Worldmap/BAF/Tutu/_AR3600.BAF~

    EXTEND_TOP    ~FW3700.BCS~   ~BP-BGT_Worldmap/BAF/Tutu/_AR3700.BAF~

    EXTEND_TOP    ~FW3800.BCS~   ~BP-BGT_Worldmap/BAF/Tutu/_AR3800.BAF~

    EXTEND_TOP    ~FW3900.BCS~   ~BP-BGT_Worldmap/BAF/Tutu/_AR3900.BAF~

    EXTEND_TOP    ~FW4000.BCS~   ~BP-BGT_Worldmap/BAF/Tutu/_AR4000.BAF~

    EXTEND_TOP    ~_AR4100.BCS~   ~BP-BGT_Worldmap/BAF/Tutu/_AR4100.BAF~

    EXTEND_TOP    ~FW4200.BCS~   ~BP-BGT_Worldmap/BAF/Tutu/_AR4200.BAF~

    EXTEND_TOP    ~FW4300.BCS~   ~BP-BGT_Worldmap/BAF/Tutu/_AR4300.BAF~

    EXTEND_TOP    ~FW4400.BCS~   ~BP-BGT_Worldmap/BAF/Tutu/_AR4400.BAF~

    EXTEND_TOP    ~FW4600.BCS~   ~BP-BGT_Worldmap/BAF/Tutu/_AR4600.BAF~

    EXTEND_TOP    ~FW4700.BCS~   ~BP-BGT_Worldmap/BAF/Tutu/_AR4700.BAF~

    EXTEND_TOP    ~_AR4800.BCS~   ~BP-BGT_Worldmap/BAF/Tutu/_AR4800.BAF~

    EXTEND_TOP    ~_AR4900.BCS~   ~BP-BGT_Worldmap/BAF/Tutu/_AR4900.BAF~

    EXTEND_TOP    ~FW5000.BCS~   ~BP-BGT_Worldmap/BAF/Tutu/_AR5000.BAF~

    EXTEND_TOP    ~FW5200.BCS~   ~BP-BGT_Worldmap/BAF/Tutu/_AR5200.BAF~

    EXTEND_TOP    ~FW5300.BCS~   ~BP-BGT_Worldmap/BAF/Tutu/_AR5300.BAF~

    EXTEND_TOP    ~_AR5400.BCS~   ~BP-BGT_Worldmap/BAF/Tutu/_AR5400.BAF~

COPY_EXISTING ~TRANZIG.BCS~          ~override~

  REPLACE_BCS_BLOCK ~BP-BGT_Worldmap/BCS/Tutu/oTRANZIG.BCS~  ~BP-BGT_Worldmap/BCS/Tutu/nTRANZIG.BCS~

BUT_ONLY_IF_IT_CHANGES

COPY_EXISTING ~_AR3352.BCS~          ~override~

  REPLACE_BCS_BLOCK ~BP-BGT_Worldmap/BCS/Tutu/oFW3352.BCS~  ~BP-BGT_Worldmap/BCS/Tutu/nFW3352.BCS~

BUT_ONLY_IF_IT_CHANGES

COPY_EXISTING ~_AR1901.BCS~          ~override~

  REPLACE_BCS_BLOCK ~BP-BGT_Worldmap/BCS/Tutu/oFW1901.BCS~  ~BP-BGT_Worldmap/BCS/Tutu/nFW1901.BCS~

BUT_ONLY_IF_IT_CHANGES

END

 Proper Area Visibility

PRINT @1014

ACTION_IF

  FILE_EXISTS_IN_GAME ~BH0100.ARE~

THEN BEGIN

COPY ~BP-BGT_Worldmap/ARE/SoBH/BH0200.ARE~          ~override~

COPY ~BP-BGT_Worldmap/ARE/SoBH/BH1400.ARE~          ~override~

COPY ~BP-BGT_Worldmap/BCS/SoBH/BH0200.BCS~          ~override~

COPY ~BP-BGT_Worldmap/BCS/SoBH/BH1400.BCS~          ~override~

    EXTEND_TOP    ~BH0100.BCS~   ~BP-BGT_Worldmap/BAF/SoBH/BH0100.BAF~

    EXTEND_TOP    ~BH1100.BCS~   ~BP-BGT_Worldmap/BAF/SoBH/BH1100.BAF~

END

e. Added entrances to many Tutu areas by once again, shamelessly borrowing Sir Billybob’s “add entrance” code from the NTotSC4BGTWM6.tp2. This eliminates the many CTD’s that were being experienced by links being installed by the worldmap to area entrances that did not exist. I’m sure the size of the .tp2 can be cut way down in size by writing the code to add more than 1 entrance to an area at a time, instead of having to cycle through the code up to 4 times for each area to add 4 entrances.

f. Doubled the travel times so it takes a little longer to get from area to area.

