Imap2 Palette Editor:

This is a quick and fast description of the Palette Editor and AutoColor additions to Imap2.  The best way to see how it works is to fiddle with it.

CAUTION:  This program will now replace your .pcx file palette so BACKUP YOUR FILES!!!

The Palette Editor:

This stand-alone program must be in the imap folder to run.  It comes with a default palette that can be used to autocolor maps already.  The objective is to get 24 colors into the palette that will look good on the map.  Remember, Imap2’s Autocolor will color your map from the bottom up with the colors you put here in the palette.

The method of editing is a little clumsy I know but I think you’ll get the hang of it.

SO, to use the palette editor, start it up and:

You see 24 buttons and 24 colors on the left and a 16 X 16 matrix of the actual palette colors on the right.

To change a color, select the button next to the color you want to change, then slide the sliders up or down on the little color setter window until you get the color you want.  You can watch the color change on the bottom of the screen when you let go of the slider.

When you click OK on that slider thingy, it will close, the color you set will show up on the left next to the button, and the palette will be redrawn.

That’s about it.  You fiddle around with this until you get something that looks sorta like what you want to use on your map and DON’T FORGET TO SAVE before you hit Close.

What to do next:

If you already have a map you want to try out, then import it using Imap, switch to Imap2 and select AutoColor.  Be sure to use Import And Extract.  If you followed the instructions on the web page, you should have completely removed the contents of the imap\bases and imap\pictures before you unzipped it.

If you don’t have a map, use the game to create an automap and copy all the files in there (you should know how to do that by now).

If you don’t want to do either, then Import and Extract the file ‘checker.idf’ that I put in the Imap\data\maps folder for you.  It’s already a pretty good map I think and I made it entirely using Imap and Imap2.  ENTIRELY, I didn’t touch one file except to copy the new checker.idf into the game folder.

Imap2 AutoColor:

When you select the AutoColor feature, expect things to slow down a lot (that means I don’t want to hear about speeding it up).

The first thing that will happen is that AutoColor will use the current palette in the \bases directory to colorize the map.  It may not look good at all if you used your own or an automap so don’t panic.

Next, the AutoColor Control Panel fills out and you see these things:

· A graph on the left.  This is a color distribution graph of your map.  It is gotten by counting how many of each elevation is in the map.  You can use it to see where to put the colors or to change them more gradually.

· Some colors next some buttons.  These probably do NOT agree with the palette you just created yet though.

· Eight buttons defining the eight layers that autocolor will use to ‘paint’ the map.

The best way to use it is to select the buttons one at a time from the bottom up.  Notice that there are three colors bordered by a green line next to each button.

Select the ‘Base’ button and you will see:

· The same 16 X 16 grid of color you designed in the Palette Editor (except maybe some of the colors on the lower right.. I’ll fix that later).

· Three buttons labled Low, Mid and High.

· Possibly some tiny words in the grid that say things like ‘Base Low’, ‘Base High’, etc.

You are supposed to now select a color on the grid, then select a button (Low, Mid, High).  Three things happen.

1. The color you selected gets tiny words that describe what you assigned.

2. The color you selected gets put in the box over the button you selected.

3. The color you selected gets put on the AutoColor Paint Console in the position you selected (Low, Mid, High).

So, now your objective is to assign ALL 24 colors to the eight layers.

So, select Base, set three colors, close the layer editor, select Mud, set three colors and so on until you get something that looks pretty good.  Remember, all these colors will be painted on the map according to the elevation of the map.  Watch the peaks on the graph and try not to change the colors too much when they cross there.

Each time you make a change to the colors, the map will be redrawn so you can see the effect on the map right away.  Remember, the map you are looking at now is 4 times smaller than the ingame map.

When you are ready, select Accept and sit back a while.

Autocolor will scan the map and expand one of the 2 colors you assigned into a 4 X 4 grid.  This is because AutoColor needs to expand the 256 * 256 elevation map into the .pcx file which is 4 times larger.  As it does so, it will choose some random colors from the palette next to the one you set.  This gives the map a little texture even if the real textures aren’t right. (1.more on that later too).

The other pictures you will see forming on the screen are the Day, Morning and Night versions… AutoColor is creating them at the same time!!!  (2.More about how to control that later too).

OK, when it’s done, there are three new .pcx files in the data\maps\<yourmap> folder.  The main game .pcx and the three smlmap….. .pcx files.  You can go and look at them now if you want.

***NEXT***

 YOU MUST GO BACK TO IMAP AND EXPORT YOUR MAP.

First Export the map, then wrap it.  Any other method will not work!!!

On more about stuff…

1).  Autocolor also now reads in and modifies the .scn files (ALL three of them).  Whether it works or not, AutoColor will put the eight layers in the .scn files with all the proper little numbers even if they aren’t exactly lined up.  It ALSO puts in a number for the texture files but I haven’t noticed that that works.  This is one reason you need to go back to Imap and EXPORT.

2).  The color taint for the two Morning and Day maps are made by using the colors you put in the ‘Ambient’ setting in the ‘Scenario Editor’.  You can tint these two maps anyway you want.  AutoColor simply averages every color on the map (RGB to RGB) with the ‘Ambient’ colors and changes the palette in the .pcx file.  So you can put a reddish color in there for morning and a bluish one there for night or get weird if you like.

This is the first release of Imap2 with Autocolor.  There are also quite a few more changes to Imap but none you will notice.  Mostly just to get Autocolor to work with the ‘Export’.

I hope it works for you.  I’ve been making some really neat maps with it….

