FlexMap Builder Quick Map Tutorial

This document outlines a very simple way of making functional, excellent looking maps. Even if
@2dz F NByQil LI NI A Odzf I N & 32 2 Ratured of MdxNlap §6 fhakgdnd S Y I LJa X

you already haveah Y 3S 2F (GKS YI L) 82dz2QR ftA{1S= &adzOK a | al
can assign terrain values to it and use it in your campajgisdzQf £ ySSR | o6 O]l ANR dzy R
tutorial.

Tutorial

First, you need a background image to use as yap.fhis should be a full map, and you need
to know the dimensions of the image so you can tell FlexMap how big the map should be. For the
tutorial, | grabbed a satellite image from the internet. The satellite image | used is of a North American
city with about 120 pixels per miléf you grab a map from the internet, you can usually see a scale bar
on the bottom to show how many miles it iBhe campaign | am making is a 28mmfisamall unit
action game, so this scale should do well. You could definiggythis map in a 6mm game as well, with
lots of fastpaced action.
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The original map is 700x425 pixels. You will need to know this so you do not tile the background image.
2 SQfft gl yi 202425 oriesiNowitRat wie Save anr background image, we can start.



Open FlexMap
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where we can begin to set up our map. | have set the name of the map aasitk# dimensions
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™ Covering Feature

Short Description
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file dialog will open, and you can navigate to wherever youdagearr background image. Once you do
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Create Mew Map File

Thiz iz our zatellite backaground image. 'ou
can wiite whatever you'd like in here, to

describe the terrain, or pou can leave it
blank.

Create Baze
Feature

[Mate: You MUST
create a baze
Feature far your new
map)
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Terrain
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movement value percents in the center of the window have changed. You can experiment with different
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Once the river feature is created, you can begin drawing it on the map. Select the feature River
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river feature! When making terrain that is transparent, you can toggle the boundaries of all terrain
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you can use some other color, such as yellow or blue as the texture, and then change it to transparent
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help. You can then move the vertices or delete the feature. After | finished with the river, this is what my
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At this point, we also notice that the majority of the map is suburban. So, to save ourselves from
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the changes | made to make it suburban.
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™ Covening Feature
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Fural farmland and some clusters of homeas. Sparse trees and fairly level.
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™ Cowvering Feature

IUrban

Many buildings and streets.
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Now, use the same methodology to draw the urban areas. Really, one major one stands out,
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the order of the features so that the water is not covered up.
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Feature Z Order

To change this, youINE a & GKS GSRAGE
LINS&da GKS R26Y FFNNRGX dzy At

YSydz AGSYZ IyR aSt Soi
NAGBSNI gAftft 0SS a2y G2LX 27

AG A& 2y GKS oz2iGd2Y0
0KS dzNBlFy FSIGdzZNBx 2dzai

We haveone more terrain type to add: Forest. Follow the same procedure as before and this
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