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Disclaimer

RevEngEd2 is a double purpose editor. First, iegrates almost all the functionality
provided by DC|ED, making you able you to modify B& files in likely ways. Second, it's a
much more user friendly editor for new occupatiassions.

This guide contains several levels of informati8ome paragraphs are intended for expert
modders only and can be skipped by a casual userjugh want to use RevEngEd 2. Therefore,
advanced information iswritten in blue.

Also, some images could be out of date, slightlgnged after the release of this document,
but you should be able to identify the informattbey contain with ease.



Glossary

Archive: a set of directories extracted from .DTA fileshadden, which you should already
have. If you're not familiar with this concept, phke see
http://malgolan.altervista.org/Guide/index.php?pdef@l5-extractor.php

Block type: the number associated to objects (specificatrmhaefinition) inside .bin files.
Specification types are (for example) 6 = dummées, models, 11 = volumes. Definitions
types are (for example) 3 = soldiers, 4 = vehicddss zones.

Definition: inside .bin files, the object specific informatistored inside the second part of
the file (the block starting with 0x21 OXAE for &® who used to edit .bin files with hex
editors)

G-Map (or game map): the three-dimensional terrain where you can veatdund while in
play.

H& D main folder: the directory where your Hidden & Dangerous h&alled. Usually,
“C:\ C:\Program Files\lllusion Softworks\Hidden &angerous 2\”.

Library: the folder inside RevEngEd2 that contains adfsbinary fragments, along with
some icons.

M-Map: the aerial map you can see by holding M key whilglay, usually in a drawn
style, showing your position, location of flags;.et

Maps ar chive: the folder where you’ve extracted all .BMP, .TG&#¢. from MAPS.DTA
Mission archive: the folder where you've extracted all mission -$oider from
MISSION.DTA or SABRE.DTA. Each of them contains el files, like actors.bin,
scene2.bin, scene.4ds, map.4ds, etc.

Mission: a playable multiplayer map, be it occupationgechyes, co-op or deathmatch.
Mission folder: the directory representing a map, containing ¢vdes, like actors.bin,
scene2.bin, scene.4ds, map.4ds, etc.

Occupation mission: a mission where two human teams fight for contfoeverakzones
identified byflags.

Specification: inside .bin files, the object information storiedthe first part of file, such
position, rotation, model, sector, etc. (the blstkrting with 0x10 0x40 for those who used
to edit .bin files with hex editors).




Requirements

- JavaJRE 1.6 or above.
You can check your version of java by openingradconsole and typingva —version

AWINDOWS\system 3 2\cmd. exe

Microsoft Windows XP [Uersione 5.1.26H8]
(C> Copyright 1985-2881 Microsoft Corp.

¥ :“>java —version
j i "1.6.8_12"

Java HotSpot<THM> Client UM <huild 11.2-h81, mixed mode, sharing)
LR




Configuration

Download “H&D2 RevEngEd 2.rar” fromhttp://malgolan.altervista.organd un-rar it
wherever you want.

Copy the new MODELS and MAPS provided (you findnthimside theNew Components/
folder) into your H&D2 main folder.

Make sure that “Start” link points toyour installation foldeiHeD2-Revenged2\dist\HeD2-
Revenged2.jar”. If not so, please set it propenl¢f aunch “Start”.

At first start, you'll be prompted a warning messsig
Warning y &

o Some general properties are without value

Set them to enable "Project’ tab

Press ok and let’s have a look a the next frame:

2 H&D2 RevEngEd'2

Changes will be effective on next start up only!

Set.Main MAPS directory, Auto Back-Up Create Logs

Set alternative MAPS directorny, Ask for saving project Ask for saving mission

inectory, uto-check on loading
Set MISSIONS direct ™ Auto-check on loadi

When loading a .binfile: o pothing

This is theGeneralstab andred valueshave to be set before continue. Click on relative

buttons to chose a folder for each of them.

- Main MAPS directory: this is where .BMP are retrieved, when loadedteagures.
Usually, you'll set this folder as the “MAPS” foldénside the H&D2 main directory.
For example: “C:\Program Files\lllusion Softworkgitlen & Dangerous 2\MAPS”.

- Alternative MAPS directory: if a .BMP is not found in main MAPS directory, tisen
searched within this one. Usually, is set to the R#A archive extracted from
MAPS.DTA.

-  MISSION directory: this is where all mission folders loaded by H&lIDe astored.
Usually, is set to the “MISSIONS” folder inside thi&D2 main directory. For example:
“C:\Program Files\lllusion Softworks\Hidden & Darrgas 2\MISSIONS".

When these three directories are properly setwatale appears, called “Project”. You have
to set these folders only the first time you sRevVEngEd2.

1 If not so, you could miss the java requiremenjarfiles could be not associated with java.exgomr machine.
2 If you're not familiar with this concept, pleasave a look at
http://malgolan.altervista.org/Guide/index.php?p=e@15-extractor.php




Before going on td’rojectschapter, go back to “Generals” tab and have a &idke other
values. These are customizable options, and madifiem will take effecbnly on the next start-
up of RevEngEd2. They are:

Auto Back-up: if set, whenever RevEngEd 2 is started, a new bhpds made inside the
“missionBack-ups” folder. A folder is created, callegear month day — hour mintite
andactors.bin scene2.birandmap.4dgthe only files RevEngEd 2 modifies) are copied
into it.
Create Logs. if set, whenever RevEngEd 2 is started, somenjiait files
(actors.bin.txt scene2.bin.txandmap.4ds.tjtare created inside the mission folder. You
can open those files with a text editor, to seecthrent of relative files, displayed in a
user-friendlier way than binary files.
Ask for saving project: if set, whenever RevEngEd 2 is closed, you'reedsk you want
to save the project (s€&xojectschapter).
Ask for saving mission: if set, whenever RevEngEd 2 is closed, you'reedsk you
want to save current mission filescf{ors.bin scene2.birandmap.4d¥
Auto-check on loading: if set, whenever a mission is loadextcupationchecks are
automatically launched (s€ccupation Checkshapter)
When loading a .bin file: if set to “order blocks alphabetically”, whenewemission is
loaded, its specification and definitions blockbjéets) are orderedccording to a few
criteria:

o First, by block type.

0 Then,zonehave precedence ovesspawns

0 Then, alphabetically.



Projects

To any modified mission is associateg@raject Projectsare files handled by RevEngEd 2
and used to store information that can’t be coethimside mission files. This information is
provided by the user only when working on a occpamission (se&ain Tabchapter for further
information).

Yet, to work on any kind of mission, you've to ciea proper project first.



Set up

Choose a mission from your archive and copy itdeghe MISSION folder of the H&D2
main directory. You can also create sub-foldergdeshe MISSION folder. For this example, I'll
take co_libyel (thanks tohdmasterfor extracting data fronSabre SquadronDTAs) from my
archive and copy its content insidd&D2 main foldekMISSIONS\MIKA\LIBYE_A\".

Then, overwrite map.4dsandloader.4dswith the ones provided along with RevEngEd 2.
This is a crucial operation, but only if you plam dse the advanced functionality of this editor
(Main Tab chapter). If you want to use the DC|BkIfunctionality and nothing more, you can
leave whatever version of files are inside the mrsolder.

You may also want to retrieve the M-Map picture @og@y it to the main MAPS folder. If
the picture is made by 2 or more pieces, you hawedate a new single .BMP image from them.



Creating a new project

Go toProjectstab and have a look:
"% 1&D2 RevEngEd 2

Generals

Create New Project. | Load Project | | Save Project | Save as...

Current Project:

Serssion Folder A Mission directory, containing map.4ds, actors.bin & scene2.hin

Set Z-Depth Image game = * grayscale +

re-venge {r-vnj)

trv. revenged, reveng-ing, reveng-es
1. To inflict punishment in return for {injury or insult).

2. To seek or take vengeance for (oneself or another person); avenge.

Many buttons are disables, exceptdoeate newandload projectones. And since you have
never created one by now, breate newand enter a name of your choice. The first timg'lyeave
the project, a file callegour_project.prjwill be created inside th&aved\folder of the editor.
You'll be able to load it whenever you want by thad projectbutton.

Now, you have to associate a mission folder to pincgect. To do this, hit th8et Mission
Folder and select the previously created LIBYA A diregtad¥ote that the directory thus selected
must be placethside the MISSION folder set iBeneralstab.

Sayyesto the pop-up (which basically asks if you wantrétoad all mission files). Two
more tabs will appear and buttons will now open up:



"% H&D2 RevEngEd 2

Generals Projatt ' Main ; Trees

Create New Project | Lload Project Save Prl:l_jEl;:‘l "

Current Project: D:'H&D2 RevEngEd 2'SavediLibye.prj

Se,t-,Misip_n_Ep_lger_ B A Mission directory, containing map.4ds, actors.bin & scene2.hin

MIKA'LIBYE_A

| _set Z.Depth Image. * grayscale +

re'wenge (r-wnj)
tr.v. revenged, reveng-ing, reveng-es m

1. To inflict punishment in return for (injury or insult).

2. To seek or take vengeance for (oneself or another person); avenge.

You can’t, from now on, create or load other prtgedo do so, you'll have to restart
RevENgEd 2. Instead, you can do several othershing

- Save Project: will save current projects parameters to projgui) file.

- Saveas...: will save current project to a different namedject file.

- Savel: will save to file all modifies done to currentssion actors.bin scene2.birand

map.4d}

- Set Z-Depth Image: seeZ-Depthchapter.

- Main Tab: seeMain Tabchapter.

- TreesTab: seeTrees Talchapter.



Z-Depth

This functionality is one of the most complex, angleds 3ds max to work. It's not a
necessary step to use RevEngEd 2, but it will gagea lot of works!

First, load the current missioscene.4dsnto 3ds max by using hdmaster great stript
Create aarget cameraand place it so that it frames the needed podfanap from high above3e
sure to change its property frqmarspectiveo orthogonal

In rendering window (Rendering > Render > Commean},width and height with theame
ratio as the .BMP used as background (geMap chapter). For example, if the .BMP is 400x300,
you can set rendering width and height to 1200x900.

Add a newz-depthrendering element (Rendering > Render > Rendené&iiés). Set Z-min
and Z-max so that they wrap the area of the scenewant to use. For example, if the camera is at
a height of 100, and the scenery of this map raf@es O (ground) to 20 (highest building), you
can set Z-min to 80 (distance between the camedanearest building) and Z-max to 110 (10
below groundan edge to tell ground apart from hgles
Render the scene from camera. You should obtairetong like this:

® http://www.hidden-and-dangerous.net/board/index/omic,2003.0.html




With a graphic software, crop and translate thiagemto overlap perfectly the background .BMP.
Here I've removed opacity to the above layer sméke clear what task is required in this step:

Save the images .jpgwherever you want, then click @et Z-Depth Imagkutton and load
it. A file named after your project, but with extgon .jpg, will be copied inside th&aved/
directory of the editor.

Now open théZ-Depth calculator.xIs” provided with/New Components\Vith the graphic
software, measure the grey value (0 — 255) of alé®ations, and measure the height of the same
location in 3ds max.

To achieve this second task, you can follow thésess(in 3ds max):

- Create a new object and calfatyP.

- MoverayP above the location you want to measure

- Execute the following max script:
sel ect $*
plant = ray [$rayP. pos.x, $rayP.pos.y, $rayP.pos.z][0,0,-1]
for obj in selection do (

i f(obj !'= $rayP)then(
intersection = intersectray obj plant
if intersection != undefined then (

print intersection.pos.z

)



)
)
desel ect $*

All the intersections found by a ray shot from tieatre ofrayP, directed downwards will
be prompted.

Report some pair of heights (pixel colour and ottdiscript) to the excel sheet, as | did:

Map Zna z-tepth in-game
pixel colour height
Ground g5 5 ]
South wall 188 .5 121
Building, north of plaza 16E 5 953
Building, south of plaza 12548 47

14

12 y=0,1175%- 10,048 /’
10 /

60 Gl 100 120 140 160 180 200

If you have been precise, all red squares will lignad. Also, the line equation will be
displayed. In my example, 0.1175 is the gradient -d19.048 is the intercept. Copy these values in
theProjecttab:



= H&DZ RevEngEd 2

Generals JETHS Main Trees

ite New Project Load Projec Save Project

Current Project: D:\Personale'Projects'H&D2 RevEngEd 2'Saved\Libye.prj

Ll i e A Mission directory, containing map.4ds, actors.bin & scene2.bin

MIKALIBYE_A

Set Z-Depth Image. game =0.1175 * grayscale + -10.048

Libye.pri.jpg

re-venge (r-vnj)

tr.v. resvenged, reveng-ing, reveng-es m

1. To inflict punishment in return for (injury or insult).

2. To seek or take vengeance for (oneself or another perso

If you've done all these steps accurately, yougk great benefits in many layers of Main
Tabchapter.



Project file structure

Let’s now look inside a .prj file and see what spednformation is stored there and how
it's composed. It will be particularly handful whgou decide to copy a part of a project to another
one. By now, these concept could be obscure tolyaiyou can return to this chapter after you've
achieved some familiarity with the editor.

Project prj files are plain-text, and you can open them witly text editor. This is how
looks myLibyel.prjafter a little working on the mission:

@ UltraFdit-32 - [D:\Personale\Projects\HED? RevEngEd 2\Saved\Libye. pri]

_.-ﬂEiIe Modifica Cerca Progetto  Yisualizza Formato Colonna  Macro  Avanzate  Finestra Guida = 5]

NEOH S8 5 2 @ B @ ket m S HENIN Ahads SO
= |ibye.pri
L O D e D L G 7 e L o L Pt

1 info Labels are for reference purpose only. Order of these entries is relewvant!

z Mission subpath  YHIKAVLIBYE 4

2 Num zones 5

4 Coords Z11HG87#-Z0.56H# 121,995 A3 69#315#69.21#-3. 6240811583158 -73.72#-3.62FL8369#34#66.295150. 1841
5 Z-Depth truse 0.1175 -10.045

& Flag deltas 0.0#7.0#0.0£0.040.0#2.0&0.0#0.040.0&0.0#0.0H#0.0&0.0#0.0#0.0

7 Show dummies true

& Coord adjust 0#0

< ] ?
B EsEEddettttgamzBr o 5 &8 & L8

|5 @ =54 B

Per la Guida, premere F1 Rgl, Cal. 1,0 LIMT® Mod: 08/09/2011 17.39.45 Dimensione File: 367 IS

First line is just a header, and you can ignor&dallowing lines contains various information, and
their order is significant:

- Line 2: the mission sub-path, relative to the MISSIONJ&al set inGeneralstab, which
containsactors.bin scene2.birandmap.4dgalong with all others files).

- Line 3: the last saved number pbnesautomatically created by ti@ccupation Checks
Layer.

- Line 4: it's a list of pairs of pairs, which links severgame coordinates with pixel
coordinates. Each pair is separated by an ‘&’ a@isdouilt like this: pixel coordinate X #
pixel coordinate Y # game coordinate X # game coate Z # A (for active) or | (for
inactive). These coordinate are generated byQberdinateslayer and are used to
display three-dimensional objects over a bi-dimemai image (map) in proper position.

- Line 5: true tells that az-depthmap has been loaded, and is followed by two nusnhber
representing thgradientandinterceptof the equation used to convert pixel color into
game coordinates height.

- Line 6: it's a list of triplets, each separated by a ‘&ach triplet contains 3 values,
which represents the shift (along x, y and z axb)the flagpole relative to the
correspondentone It's used to allow a flagpole to be moved awagnirthe very
position of azone In this example, the flagpole faonelis 7.0 higher than theone
itself, while second flagpole is 9.0 away alongisa

- Line7: if true, dummy models of soldiers are displayeglace of respawns, to help the
user to check their positions (otherwise invisible)

- Line 8: the user can adjusts (pixel by pixel) the coamths system calculated by
Coordinatedayer. User variations are stored inside theseviaoes.



Trees Tab

DC|ED modders should be familiar with this tab:

= H&D? RevEngEd 2

Gelerals Project Main

SceneZ.bin Map.4ds

- f actors.bin
= [ Specifications block
- @ Models

B supply_fotak
E
K opei2 Marne
W Panzer 1A Opelt
B rebrik
I 1a_N3_Zebrik_
B kulasek
& m_mapa_3
B m_mapa_2 X
B m_mapa_4
W wall_o1 Rotation
W wall_02 0.0 88.350006
W wall_03 X Y
K wall 05
K wall_06
| passerelia
B scala_01
W scala_02

Type
9

1.0
X

I Radio
+ (i@ Dummies
- @ Definitions block 21.55427 0.099999964 27.008564
+ fim MG 42/ guns
+ W Ladders

Additionals

+ fm Vehicles
B Mission Maps Primary sector
B Crates and Walls
= Players
- [® Zones Madel
i zonet la_OpelAfK
K zonez
K zone3
| zones
B zones
& Radio

I’'m not going to explain it in detail, and it's deiun-useful to those who wants to develop
new occupationmissions. You can right-click the tree, see whoplions are displayed and modify
the values contained in the textboxes on the &eftau like. Additionally, you can type CTRL+D to
delete selected object.

| want to point out jusbne important thinghere: this tab can be used to delete those gbject
present in the starting mission (i.e. the one fthenarchive) which may cause some malfunctioning
to occupation, like wrong named zones, playersooidentifying these objects is not an easy task
and won't be covered by this guide. You can ledra proper occupation structure in the
Occupation Checkshapter and then check and correct anomalies tsayees Tab

In addition to all DC|ED functionality, RevEngEd tPees can handle correctly the
definitions. If you export a specification, it'srcespondent definition is saved as well (to a fdef
in the same directory). And when you import a sfpeation, a definition is searched in the same
directory (and automatically loaded if found). Samly, if you delete a specification, its
correspondent definition is also deleted, and so on

Moreover, RevEngEd 2 trees handle correctly the logiunts and rotations (which DC|ED
didn’t).



Main Tab

This is the core of the editor and allows you tonipalate occupationmission in a user-
friendlier way. It's composed of several parts, edtayers which can be activated by icons on the
right. At first, just theOccupation Checks enabled, because the other ones rely on nartegra
information that are checked by the first layere Tawers are:

- E Occupation Checks

M-Map

Coordinates
Black/Blue areas
Zones

Respawns

- Actors



Occupation Checks layer

This layer analyzeactors.bin scene2.binand map.4dsfiles and try to fix them, so that

they're su

itable for an occupation mission. It uats® severahaming conventiongvhich are not

needed by H&D2 but are essential to this editor.

Just select a number X abnesfor your mission, then cliclstart button to launch several
checks (remember to overwrite map.4ds and loaderédexplained ivet Upchapter).Manual
operations requested to the user are displayestlin r

Act

ors.bin

- Warning about definitions with missing specificatio

Delete allsoldier objects.
If a playerobject does not exists, creates it.
o Only the first time checks are done for a certaiission, all player objects
should be deleted manually witlnee Talbefore doing the checks.
Makes sure that aloneobjects fromzone01to zoneOXexist and delete alonesfrom
zoneX+1to zone30 Checks also that everpneNhas N-1 as capture order byte.
o Check withTree Tahthat otherzoneobjects do not exist. If you find some, delete
them. For example, a zone callBdne(capital letter) would survive the checks
and cause troubles.

Scene2.bin

Ma

Warning about definitions with missing specificatio

Makes sure that all models frobh flagpole_01to D_flagpole_0X exist and delete all
models fromD_flagpole_X+1toD_flagpole_ 30

Makes sure that all models froth gerflag_01to d_gerflag_0X exist and delete all
models fromd_gerflag_X+1tod_gerflag_30

Makes sure that all models frooh gbflag_0l1to d_gbflag_0X exist and delete all
models frond_gbflag_X+1tod_gbflag_30

Makes sure that all models fradn neutralflag01to d_neutralflagOX exist and delete all
models fromd_neutralflagX+1tod_neutralflag30

Makes sure that all dummies fromonelspawrto zoneXspawrexist and delete all
models fronzoneX+1spawmo zone30spawn

For eachzoneXspawnmakes sure that all dummies fra@X_01to zOX_16exist and
checks that they have sector equalztmeXspawnAlso deleted all dummies from
zX+1 01 to z30_16.

0 Check with Tree Tab that other respawn dummiesad@xist. If you find some,
delete them. Check also that every respawartier its relative spawn zone. If
you find respawns before their relative spawn zaletete them ande-launch
checks.

For each valid respawn, creates a soldier modetiwhill be used to show respawns
positions in game (seBespawnschapter). Deletes also soldier models associated t
deleted spawn zones.

p.4ds

Checks that aelectzon@bject exists at level zero.

Checks that aenterobject exists at level zero.

Checks that anapaobject exists as child aenter

Makes sure that all objects fromonelto zoneXexist as child oimapa If some are
missing, it creates them, along with their threeildcln: alliedX, axisX and
zone_disabledX

Delete all objects fromoneX+1to zone3Qalong with their children).



You can see a log of done operations and otherdare now active:

2 HRD2 RevEngEd 2

Generals

one2' number changed to 1

> object 'zone3" added

> object ‘zoned” added

> object 'zones" added

on HV01_069

jon found for defi
onfound for

jon found for definition HV01_083

For eaclzoneN, these objects should exist; moreover, they have precisely named and
they have to be in these relationships with eablkrot

<<specrr <<dwuay Specr> < <oy >
zoneN [ »| zoneNspawn [€ P zoneN
<<defs> <<polygonss
zoneN axisN
+oapture order byte = N-1 <<durmy  specx> <<model speck: <<polygons:>
+ref = d gerflag N 2N_01 «— *Soldier alliedN
et =i ghzlag N +zector = zonelspaim
+ref = d neutralflagh L2
Y =<po lygor=>-
<<dunmy Specr: <<model specsr zonefdisabledN
ZN_16 <—>»| *Soldier
+zector = zonelspaim
<<model speck> <<model spec:>
\b D_gbflag_N D_flagpole N

<<model specr>
\) D_gerflag_N

<<model specr>
\) D_neutralflagN

Every similar object which does not correspondrte of thezonesshould be deleted.



M-Map layer

This layer is used to adapt the m-map containgddermap.4ds provided with the editor (the
one you used to overwrite the original map.4ds).
First, click onimport button and select theiginal map.4ds:

= H&D2 RevEngEd 2

Project

zoom pix:
v 1 coords:
12345

WARNING: RevEngEd2 makes several assumptions about the map.4ds structure,
It's recommended to use pemwirmT - o S =5
Apri

Lag

Cercain: (@& co_lihye1

B toader.ads
B
B scene.dds

Nome file: map.A4ds

Tipo file: 4DS files

RevEngEd 2 will import scale, position, vertices;. drom the original map.4ds to the
map.4ds located in the current mission folder. Thisecessary to synchronize the m-map with the
three-dimensional in game environment. You caredeg of changes then:



" HaD? RevEngEd 2

coords:

WARNING: RevEngEd2 makes several assumptions about the map.4ds structure.
It's recommended to use map.4ds from Normandy2_mp_zone a

Log

WAP_LIB_A.BMP

Select File

Actual map;
ap: "‘center’ rota

0.00266

0.07 0.0
ion is 0.0 -0.07 0.0

g hox is

Then, search the original .BMP used as backgroondhe m-map, and copy it from your
archive to the main MAPS folder. If the backgrousdplit into 2 or more files, reassemble them
into a unique .BMP. For example, if the backgrois@ side-by-side 400x600 .BMPs, you'll have
to produce a single 800x600 BMP.

In this example, the background for libyel co-opnigpa_I1.bmp. I've copied it into main
MAPS folder and renamed to MAP_LIB_A.BMP. Yes, yman rename it, and it's a useful thing to
do if you plan to alter the background image andta keep the original one.

Select the new .BMP by ti&elect Filebutton.



Coordinates layer

If all went well in M-Map layers, you should sebdackground realized by the chosen .BMP.
In this layer, you have to tell RevEngEd 2 howrtmslate game coordinates to pixel coordinates.

Follow these steps:

- Click on the maptast clickon the left will be set to the location of yourcgl in pixels.

- Type the correspondent in game values inGaene coordsext boxed

- Hit Insert

You need to enter more than one coordinate; mavedgmates equal a more accurate output.
In my example, I've inserted four of them:

g; H&D2 RevEngEd 2
e Troe T
zoom pix: 286, 232 m

coords: 21.0 [9.45] 42.01

Adjoust co inates: X: n! i ﬂ!
B

Last click: 48, 158
game coords:

-20.88 121,99
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If the number of coordinates inserted is sufficieghbse green crosses will appear. The blue
circles represent the location you've inserted. giteen crosses represent those points, re-projected
using the calculated grid. Optimum is when all sessare perfectly centred on circles.

You can delete a pair of coordinate by clicking tektive button on the right. Or, you can
disable one by un-checking it. A disabled paimgisared by all grid calculations, but is not lostlan
you can re-activate it whenever you want.

How to know in game coordinates?

This is probably the question rose to you mind wirgimg to follow the three-step insert.
You've basically three ways.

“ See below, to learn how to know these values.



1) Old school: by using theTrees Tabyou can create a new, visible, object at a
precise location. For example, a ladder with sgakh= 10.0 (very high in the
sky) at game coords = 0.0 0.0. Then, enter in H&ID&A load this mission. Walk
around to search the ladder and look at the m-maletermine where it is. Now
go back to RevEngEd 2 and you have a pair of coatds to set. Click on the
map where you saw the big ladder and type 0.0Thi3. method is complex and
inaccurate, and should be avoided if others optewasavailable.

2) 3ds max: load thescene.4ddile of this mission into 3ds max, by using theisic
realized byhdmastet. 3ds max coordinates are equals to game coorsinsoe
you have only to look at scene loaded and transgosge easily identifiable
point.

3) Reusing: find some one who already did the work, and capg$te the right row
directly into the project file. Seleroject file structurechapter. | mean to publish
good coordinate strings on my web sitettp://malgolan.altervista.orjy for this
very purpose.

The next steps will be a lot easier if this ondase with accuracy!

® http://www.hidden-and-dangerous.net/board/index/oipic,2003.0.html




Black/Blue areas layer

Here you can adjust those black and blue areablerisih m-map, which change colour
when a zone changes owner:

< 1&D2 RevEngEd 2

Project

pix: 438, 113

coords: 0.272, 0.139

Snap to.Grid

grid: 0.01

At the top, choose theoneto want to work on: only the vertices of thatne will be
movable. The activeoneis displayed in red, while other ones in blue.

You can drag vertices one by one, or all of therorae by dragging the white circle. If you
drag one of the corners of the little rectanglethed rectangle will be moved (it's the surface vehe
the texture of the little flag is applied).

You can snap vertices to the grid, by activating $map to Gridbutton. You can also
change the grid size by inserting a new value utig®rbutton (minimum is 0.01).

Zone circles (which you click so select respawnejare automatically moved by tAenes
layer.

The green and cyan circles are useless to you.giden one indicates the position of the
centerobject, while the cyan one the position of thepaobject.



The Control Panel

In the top left corner of thBlain Tabthere is a little display, labelledontrol. Here you can
find general purpose functionalities, which canhimden or shown according to the current layer.
When all of them are displayed, you see somethkegthis:

iZontrol

Zoom pix: 114, 107 m

coords: -73.89 [11.92] 110.73

Adjoust coordinates: X: ﬂ ! ﬂ !

- Zoom: change the zoom of map. Note that bhee/black areadayer uses a different
coordinate system, so zoom can affect it diffegentl

- Pix: pixel coordinate of current cursor position. Téesoordinates refer to the
background .BMP and are zoom independent.

- Coords: if blue/black areaslayer is selected, these coordinates refer toctsor
position relatively to the object of map.4ds. Ifiet layers are selected, these coordinates
refer to the cursor position relatively to in ganmordinates. If a z-depth map has been
loaded, also height is shown, within brackets.

- Save this button save the information aétors.bin scene2.birmandmap.4ddo file.

- Z-Depth: this button enables/disables the view of the gttdénage loaded iRrojects
tab.

- On Ground: if this toggle button is activated, when an objscdragged in map, its
height is automatically set according to the z-deptage loaded. If a valid z-depth map
has not been loaded, is impossible to activatebiliton.

- Set: the changes you make to the values displayedeaneft column text boxes are not
validated until this button is pressetlyou modify them and then change layer or drag
an object without hitting set, those changes at lo

- Adjust coordinates: it may happen that the grid calculated by @Gmordinateslayer is
not so precise. If you feel that objects shouldlisplayed a little more to the left rather
than upwards, you can adjust their position byrgtthe plus and minus buttons. You'll
see immediately the effects on map.



Zones layer

Here you can adjusbnquest zoneshe core obccupationgame-play:

HED? RevEngEd 2

Proen T
oom pix: 269,218 m

coords: 11.9[8.51] 49.3

3237
70
00

Zone3

449
70
0.0

You can simply drag the circle where you want tacpl the zone of conquesione
flagpole flags will be all automatically moved. You can also agprecise position for it by using
the text boxes on the left. If so, remember tahétSetbutton when you are done, these changes
will be lost

Height ofzoness displayed as a vertical black line and candienstwo ways: you can digit
it manually in the text boxes on the left or youn cctivate theédn groundbutton (for this second
option, a valid z-depth map is required).

Try to activate bothz-Depthand On Groundbutton and drag a circle around the map.
You'll see that its height will vary according toettone of z-depth map:
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Project

pix: 178, 187

T S coords: -38.6 [12.98] 61

12345
zDepth | On Ground | set |

Adjoust coordinates: x: I =z FHH

zone3
4.9
70

Radius ofcapture zoness also displayed; it corresponds to actual in g@awone of capture.
You can adjust it by editing the second line ofttbgxes on the left (and hittinget button as
always):

% HRDZ RevEngkd 2
N l:lmnls:.--‘lﬂ.‘ﬁﬁ[-llﬂ] 109.63
w;mn On Ground | set |
Adjoust coordinates: x: [ = HH
E




Distances between subsequent zones of captureutomatically displayed. This should
help you judge how far flagpoles are. Subsequem¢ézan capture order are also linked by a line, to
help visualizing the path from one headquarteh&dther.

You can simply change the initial owner of a certaone, by clicking the respectivg _
andO buttons on the left.

In some situations, you would want to have flagpale away from the actual zone of
capture. For example, when the flag is set higbethink at Normandy2, where the allied home
flag is leaning over the balcony of the bank.

The third line of text boxes on the left expresaatelta (on X, Y and Z) that will be added
to the flagpole (and its flags) from the zone poaitin this example, the flagpole of zonel will be
5.0 eastern and 9.0 higher from the zonel of cagtuhint line is also drawn):

= H8DZ RevEngEd 2

! co
12345

zDepth | OnGround | ser |
Adjoust coordinates: x: [N z N

Finally, by right-clicking a zone in map, you cdelete it or swap it for another zone.
When you do such operations, all involved objeot$ parameters are automatically updated!
Instead, if you want t@dd one or more zone of capture, you just have to go back to
Occupation Checkkayer, set a different number of zones (from exanifom 5 to 7) and hiStart
All existent objects will be left untouched, whitew objects will be created, accordingly to the
occupation structure.

In this example, I've deleted zone4 and then siidtie checks with 5 zones again:
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Respawns layer

Number of respawns per zone is fixed (16) and yau set them with this layer. You can
visualize respawns for only one zone at a time, youa can switch between various zones by
clicking the buttons at the top. In this example looking at respawns for zone1l:

EX VI On Ground,| | set |
Adjoust coordinates: x: [ = NI

_1_S0l_000
006 1486
_1_So0l_045
4842
_1_Sol_080
3633 005 3191
20104 _1.S0l_135
5416 006 39.14
20105 _1_Sol_180
6162 828 4732
201_06 _1_Sol_225
5416 006 982
201_07 _1_Sol_270
1367 005 35.87

20108 _1.S0l_315
47.66 557

201_09
5333 006

01_10
431 005

01_11 _1_instr_090
4739 04 05

201_12 _1_Instr_135

Like for zones, X and Z position is displayed dibgcon map, while Y position is
represented by a black vertical line.

Like for zones, you can simply drag respawn where want them, and have their height
automatically set iOn Groundbutton is active.

You can also set their coordinates manually, bggithhe text boxes on the left. In this case,
make sure to hit thBetbutton after you're doner changes will be losivhen you change layer or
drag the correspondent item in map.

If you click onBurstbutton, then each click on map will place a respavycling from 1 to
16. If On Groundis active, each respawn is placed at height détedrby z-depth map, otherwise,
each respawn is placed at height typed insidétinst heightext box.

The soldier dummies

On the left, you can see a name associated to regplawn. It's the name of the soldier
models automatically added by RevEngEd 2. For examespawrz01_02is associated to solder
model_1 Sol 045When you move a respawn, its associated sokli&so automatically moved.

You can show/hide these models in game, by aatigatieShow dummiegggle button. If
this button is active, ghost soldier models arenshexactly where you have placed respawns, so
you can check in game that everything is ok (hat there are no floating respawns or overlapping
with buildings). If you deactivate it, soldier mdsl@re placed 100.0 below ground.



Every soldier model is also rotated by a precisglearto ease in game identification. For
example, 1 Sol 045s rotated 45°, while 1_Instr_135is rotated 135°. Moreovegol are brown
dressed, whilénstr are yellow/green dressed.

That's how angles are related to map:

00

90° 270°

180°



Actors layer

This layer is used to add, move and remove allrahtors, like ammo crates, walls, ladders,
vehicles and so on. Look at it:
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Adjoust coorcinates: x: [N ~ HHE

Scal 677 10.0
Rot 00 0.0
wil_art01

wil_art01 Primary sector

| _Ren TR

Trasl 5604  -0.06

Scal 486 100

Rot 00 0.0

wil_arto1 Primary sector

WM passercia

Trasl 507 0.5
Scal 1.0 1.9
Rot 0.0 -90.0
m_zebr 27 01  Primary sector
W scalaoz
asl 507 005
18
-90.0
m_zebr_27_01  Primary sector

T Radio
T 9

S .
Rot 0.0 80.0
m_prist_a03h__ sector Object135 e g

Dragging of objects works exactly like fabnesandrespawns At the left you have usual
text boxes to manually insert values (remembeitt&é&twhen done), and here you have translation
(first line), scaling (second line) and euleriatatmn (third line). You have also a button to nerea
(Ren and a button to deletX

At the top, instead, you have a several buttonsh emrresponding to a definition type
(categories). Some might have an icon (if you hadr cursor over, a hint text will be displayed),
some might have a text description.

If you click one of them, they will be replaced &yist of actors:
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Project

pix: 268, 135

coords: 11.48 [11.8]95.3

|
13

ZDepth

Adioust coordinates: x: [IE =z FE

100
00
Primary sector

wall_05
-32.05 0.05
Scal 2266  10.0
Rot 0.0 179.3
wil_art01 Primary sector

wall_06
006 4528
10.0 1.0
0.0 0.0
Primary sector

m_zebr_27 01 Primary sector

EEN scaao02

Trasl 507 005

Scal 10 18

Rot 0.0 ‘500
m_zebr_27_01  Primary sector

You can go back to categories by clicking the oeaaigow.

These actors are loaded directly from thérary/ folder of RevEngEd 2. If you put a
specification and a definition inside this foldean@ optionally an image), it isutomatically
categorized and displayeabove (you'll have to restart RevEngEd 2 touglpecHication and
definition must have matching names, and theirresiters must be respectively .dnc and .def. If an
icon is present, must be 100x100, have matchingertam and .jpg extension.

Trees Talexportautomatically creates suitable files Library.

To add a new actor, just click on its icon andkciic map. You'll be asked a name and the
actor (along with its definition) will be automaity created. Only if you add a w3l2 clicks are
required, and the wall will extends exactly frone first click to the second.

To determine if an actor is a wall, RevEngEd 2 bakits model. If it starts witivll_ then
it's a wall, otherwise not. Keep this in mind, dy plan to add new wall models to library.

® Walls are nothing but empty stretched crates nétiv textures.



Errors and Exceptions

Unexpected events are not perfectly handled, sm é@rror message pops ups, it's better to
exit without saving to avoid files corruption!

Deterministic errors happen because of at leastéasons:

1) Bugs: if you find some, please notify me bttp://malgolan.altervista.org

2) Wrong occupation structure: for example, if you mess up with the Trees Tdbraf
checks are done, and you delete important pieamd&®REd 2 could act as those pieces
are present and results of unhandled errors.




