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Hello my friends and might I say,

Oh lordy lordy.... It is a task that you don’t know the magnitude of yet (
Here is what I hope will be a resource for those interested in importing a new strategic map into 

Close Combat 4.

I do not conclude that this is the only method; it is just how I managed to do it and my experiences with importing one.

It is not intended to be done for those with no knowledge of the game. But I will try and do my best.
I combined what I did and what the original read me file from stratedit says to create this file. Anything from the original read me file is in Italic. I also included what I hope to be tips for the user.
The tools I used were GadgetMunger, StratEditFinal, both made by The Blood and Mafi’s RTB Tool.

You will have to import your new strategic map using “ALL” the default playing maps from CCIV, stratedit does not recognize a new map or a new Index.mpi file or your new BTD’s

Because of that I made a complete print out of each original CCIV map with a 120X120 grid to aid me when doing

the BTD’s.I still have these and can add it in a separate download but it is pretty huge 34.8MB.The file is called BGMJpegs. Or you could use this plug-in for PS and create them yourself. http://www.users.cloud9.net/~gparet/photoshop/  (thanks to GI Jones for the plug-in advice)
I also made a print out of my strategic map to include all the Index #’s, the new town names and the original town names as well as all the new connections.*
*Tip: The original town names “MUST” be aligned with the original index #’s

I.E. If you new strategic map has Caen at Index000 then write down Hotton on that same area on your printed out strategic map this will help you immensely when importing the new map connections for your new strategic map. 
And I made an Excel file with all my top/left coordinates for both the map filters and the arrows. I will upload that too.

*Tip: I suggest using the default folder of CCIV when editing as it appears to me StratEdit had given me some error messages when I used another folder.

When I used the default folder I received none. I also recommend this as it seemed to run better for me within the default folder when beta testing.
I did not use the save patch file option within stratedit,I did it all in one sitting.

I DO NOT suggest you to import all your files at once as I did, if the program crashes for whatever reason you will be very unhappy.
If you do use the save patch option you will have to be minded the program will not let you save anything till what you have edited all lines up properly.I can not explain this with one small sentence you will have to see it for yourself to understand.

When importing your files use the tool StratEdit first then use the RTB Tool last.

There are 43 towns on the strategic map and each one needs 12 new map filters, that’s 516 new images

Plus you will need a new debrief screen strategic map that’s 43 maps times 3 = 129 new images

Then theirs 81 arrows times 6 = 486 new images.

And that’s just to get a new strategic map.

( Good Luck 

You might be thinking that sounds cheesy I don’t need to create all that extra work (print this print that),but trust me, when you get to where you’re ready to use StratEdit you will see how much it helps. StratEdit is a very good very smart tool and won’t let you make to many errors but it is without a doubt like using one big massive jigsaw puzzle with no visual cues. The only error that StratEdit will let you do is if you manage to create only say 78 or 79 connections, it will not tell you it needs to be 81 and the game will crash (at least that was my experience)
I like GadgetMunger over the RTB Tool for extracting the ScrnGadg file just because it allows me to see 

all the files at once in Photoshop.But the RTB Tool is nice in that it leaves all the images in neat folders and leaves them on your hard drive after importing them into the ScrnGadg for more future editing.
StratEdit will do all you’re importing of the graphics locations (after they have been recompiled in the scrngadg file), change your BTD’s, and assigns your arrows for the connections

And lastly will apply all your map connections.*
*Tip: There are 81 map connections so plan your new strategic map well. Remember CC counts “zero” as a number so when you look at the original files they are listed from zero to 80 thus making 81.
The RTB Tool will change your diamonds on the scenario editor screen and do the strategic map on the debrief screen.

Save the XY coordinates for your debrief screen so you can move the maps (maps for the debrief screen) it will be much easier when you use the RTB Tool, rather than clicking and dragging them.
To change the roll over text on the Scenario Editor screen after I relocated the diamonds *I made a new sehlp text file with the button provided in the RTB Tool (Export as SEHLP.TXT).I then opened that new file and changed the town names to correspond with my new town names as the RTB Tool uses the default CCIV names, then save the file and overwrite the existing sehlp file.
*Tip: Make sure you align your entire new diamond placement to correspond with the original Index #’s I don’t suggest you getting sloppy and mix them all up.

I.E. Because Hotton is 000 and your new map is Caen keep them together, The RTB Tool does “NOT” label these diamonds the same as the original Index #’s so create another printed picture and write all the #’s  that the RTB Tool has given them in so you don’t get lost. Or use a screen shot. “BUT KEEP EVERYTHING ALIGNED”. 
If you are using Photoshop MAKE SURE that all of your tools have the Anti-Aliased checkbox empty.... this prevents it from making

Selections nice and dithered to the place you will inevitably paste them. You need images that are exact in nature with NO
Semi-transparent pixels.

First off take that love sketch of yours and REFINE IT if it isn’t already nice and Purdy. I went through three versions of my

sketch before I had it all laid out correctly. Make sure your final version has NO TEXT (unless you see it as aesthetically
pleasing to have penciled in markers on the stratmap ( 

From this refined sketch you will need to scan it and make a raw image file. 

I did this using my Twain32 Scanner and Photoshop... Importing the file in any other format than a high quality Uncompressed

format is a major mistake you will regret later.

I myself did not do this.

I did mine all within PS,If you open the file CCImages.pix with GadgetMunger and extract the files it will turn them into16bitTGA’s,using the strategicscreen 16bitTGA I created my strategic map over the area that is the actual strategic  map.
Tip: Allow yourself enough room at the top of the strategic map to be able to view the town names/BG names when playing, this should also eliminate any problems with the viewing of the supply icon graphic should one of those maps be used as one. The supply Icon graphic seems to always be located just above and slightly to the left of where the eventual BG icon gets placed; it is 5 pixels above the BG Icon. Also be mindful of where the calendar is located unless you plan on relocating that with the RTB Tool (A feature I have not tried yet)
Also it should be noted that no matter what you’re new strategic map looks like the strategicscreen map in the CCImages file needs to be your shaded/unused version just as the original file. When I experimented with not doing just that I never saw the shaded/unused map filter applied (Filter #002)

To me it seems this filter just isn’t applied in game in the same manner as the others, why I don’t know, but again this was only my first attempt, your results may vary. Your strategic map only takes life AFTER the occupied filters have been applied during a grand campaign.
After your map is finished, you will need to use Photoshop's selection tool. I actually preferred to do it Freehand with the Lasso

tool at about 200X magnification (to prevent out of bounds selections). Select one Strategic location at a time. For instance if

you were using the normal CC4 map, you would select the outside edge of the border surrounding Hotton.

Once you have that area selected to your liking, you must then use the 'Info' window and some guidebars to define where the top
and most left point of the selection lies. Also you will need the width and height of this new image

                                                  “RECORD THIS INFORMATION IN SOME FASHION”. 
Be sure to leave at least a 20 pixel buffer from the very top of your new strategic map to where you first start to cut out your new town selections. This will allow you to be able to view the text that’s displayed during a GC and will allow the red flaming battle X’s to appear properly as well as the supply Icon . It was my experience when I didn’t allow for this that the game would crash.
Hit cut then file new ($) and paste it into a new image. (Adobe usually modifies the new image size such that it is the exact same size as your selection.* 
*Tip: Save your selection at least 5 times: 1 to be used for creating an Allied filter, 1 for German, 1 for contested, 1 for the shaded/non-use and 1 for a backup
When viewing the STRMAP filters there are 4 filters for each manner of the game I.E. 1 set for playing as the Allies

1 set for when you play as Germans and 1 set for contested.
The manner in which they work for a grand campaign and Operations in game is as follows.

STRMAP00A_000 is your base image displayed for an Allied controlled map

STRMAP00A_001 is the images displayed when you mouse over and click on a map town. 
STRMAP00A_002 is the shaded non-used image that is displayed for when the user is playing an Operation

STRMAP00A_003 is the highlighted mouse over.
The A in STRMAP00A stands for Allies

The G in STRMAP00G is for Germans and 

The X in STRMAP00X is for contested. (See image provided for the original town of Hotton)
It may be possible to get creative with the filters 001 and 003 but not 002, in my first attempt I had tried to eliminate the 001 and 003 filters by making them white (which a true white does not show in CC) but I did not like the results. Granted it was a little sloppy on my part.
[image: image2.jpg]//-’i
'

STRWAPOOA_000 STRIAPOOA 001

STRWAPOOA_002

STRWAPOOA 003 STRMAPOOG 000 STRIAPOG 001 STRMAPOOG 002 STRMAPOOG 003

W
-

STRIAPOOK D00 STRIAPOOK 001 STRIMAPOOK D02 STRMAPOOK 003





$Tip Keep changing the colors in your background color in Photoshop as when you hit cut, it will apply this color, this way if you loose/forget your top/left, width/height information you will have this as a means for a back up. I did not figure this out until after I had done the first 4 maps hence the top two black and white images are wrong, but it does give you an idea.
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Once you get the short cuts down to applying the necessary filters to create each map filter it will go pretty quick. Try the thread at CSO entitled I’m a Photoshop dumb ass for tips/tricks if need be. http://www.closecombat.org/forums/showthread.php?t=5146 Neil and JimRM2 were of a big help with getting me straight on that part.
When it’s all said and done and you’re ready to use StratEdit this is what the face of the program looks like.
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I had not been able to figure out how to get StratEdit to accept all new town names to correspond with my new strategic map.

Therefore I used the default names the program loads from CCIV.

1) Is the original town name with the Index #’s displayed.

2) The edit button allows one to change his BTD’s and the battle briefing for each town and each side you’re playing as.
3) This is the area that will change the location for your new map filters in game.

4) Here you can add/delete the connections according to your new strategic map.

5) For “each and every” map connection you must assign an arrow graphic to be displayed in game.StratEdit will remember your new arrow dimensions after it has been adjusted once. A very nice feature I thought
When you use the Edit button a new window pops open.
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The Victory Locations are your BTD’s, they are called VL’s in game

Tile X and Tile Y is where that BTD is displayed on the playing map *
Type: Is exactly that, what type of VL is it? A minor objective? A major objective? Or an exit VL?

Base name displays the current map you are editing, I did not try editing this and don’t know what/where the change takes place if any.

Destination: Assign an exit point to your new BTD if it connects to another map.

*Tip: I strongly suggest you keep your new set of BTD’s listed in the same order that that Atomic did them by this I mean start with the lowest X # and the lowest Y # and keep working from left to right and top to bottom. See the Assenois Jpeg in the separate download entitled BGM Jpegs for a clearer example. Do not leave any of the BTD’s as UNUSED within your new list of BTD’s
Keep all those UNUSED BTD’s all at the end of the list as per the originals do. I did follow JimRM2’s suggestion about keeping a 9 mega tile area buffer around each BTD.
I hope to find out more about the BTD’s for CCIV but that will unfortunately be after this release.

The month string "Dec" is in the CCResourceDLL.dll string table, ID #19577.

The day is always the day of the campaign + 16 (hard coded in the game).

Time string is hard coded in CC4.exe.  So about the only thing you can

change is the month.

Hi David,

 

Maybe you can include a guide to import new maps into CC4 in your stratmapguide.


This is how i did it:

 

Example: If i want to change map 19 with name "snowmap" to a new map with mapname "greenmap".

 

IMPORTANT: CC4 can only handle max 8 digits in a mapname.

 

-First rename the snowmap.btd to greenmap.btd in your CC4 maps folder.

 

-Open CC4.exe with "CC4StratEditFinal", you will now see all btd files listed, 
 the *.btd for map 19 will now be the renamed "greenmap.btd" file.

 

-edit the greenmap.btd and input the new victory and exit locations.
 change the name in the "base file name" box from "snowmap" to "greenmap".
 save and exit.

 

-open the index.mpi file with the RTB tool.
 Change the name for map 19 from "snowmap" to "greenmap".
 Save and exit.

 

-Put your "greenmap" files (*.bgm, *.ovm, *.txt, *.mmm, *.rfm) in the CC4 maps directory.

 

-Your new map should now show up in the CC4 game.

 

Greetz

 

Werner

Hi,

 

I did some more reasearch with a hex editor.

 

I've found the offsets for the time (8am,12pm and 4pm) and the "th" after the date number.

 

These can be found at lines 12553e and 12555b.

 

I hope i can find the "16" that is added to the campaign date.

 

David, maybe you can add these lines tou your CC4 editing guide.

 

Greetz

 

Werner

