
Flexmap Builder Tutorial 
 

 Welcome to the Flexmap Builder tutorial.  In this tutorial you will learn how to create and edit your own maps.  You 
will also learn how to easily import your own textures to create any kind of environment you can imagine. 
 
Create a New Map 
   The first step is to create a new File.  Click on the ñNEWò icon on the top left side of the toolbar. 

 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 

Select a name for you map and choose an appropriate size.  You can also create a description for your map in 
this box. 
   The first thing you will need to do is create a base feature for your map.  The base feature is a starting point for 
the map as a whole.  It can be the most dominant feature or simply the bottom layer of feature (more on layers later). 
   Select the ñCreate Base Featureò button. 

 
Feature Properties window 

  
 



This is the ñFeature Propertiesò Window.  It allows you to adjust the defensive and movement values for 
the terrain.  For this example weôll use the ñGrasslandò texture for our base feature. 

Name the feature ñGrasslandò and Load the corresponding image by clicking on the ñLoadò button.  For 
this example weôll use the images (or textures) that come with the basic mapmaker.  More information on 
creating your own textures will be discussed later.  Find the image named ñGrasslandò in the Flexmap/Textures 
Directory.  Once selected, the image will show up in the properties window. 

 
The next step is to adjust the values for the terrain.  All features in the map will affect the units crossing 

it in a variety of ways.  Each value is represented by a percentage (%). 

 Defense ï This value represents the terrainôs natural defensive value.  Although it has little 
actual effect on the campaign itôs a good way to represent how much terrain to use when a 
battle is played here.  The % can be considered a positive attribute. 

 Line of Sight Cost ï This represents how dense or how hard a feature is to see through.  Any 
unit in this terrain is considered to be ñsmallerò when it comes to being detected.  How much 
smaller depends on the %.  For example, a Tank unit (size 10) sitting in a forest (-50%) would 
be considered a size 5 and therefore harder to spot (for more on unit size see ñCampaign 
Builderò).  A good general rule of thumb would be, the higher the negative percentage, the 
easier it is to hide in a given terrain feature. 

 Move Cost ï This value represents how difficult the terrain is to cross.  The percentage here 
modifies a unitôs maximum speed across a terrain feature.  For example, an infantry unit whose 
max speed is 6 MPH is crossing terrain with a Move cost of -50%. 

 Move Class ï This value further modifies the movement class specific to the different types of 
movement that can be assigned to a unit.  When this option is changed you can see how it 
affects the various unit movement types in the chart below.   

 
Covering Feature ï A feature can be marked as ñcoveringò by selecting the option box.  When a feature is 
marked as covering, it will add its values to the feature it sits on. 
 
 Once you have created the values for the terrain feature you can add a description.  This text will 
appear in the battle resolver in campaigner so itôs easy to know what kind of terrain the battle will be fought 
over.  

 

 
 



 
 
Once you have added all of the terrain properties that are needed you can now start adding them to 

your map.  Since the task of creating all the features is tedious and time consuming Iôll usually save the empty 
map as its own file. You can go back afterwards and change the size, name and other details afterwards when 
you create a fresh map. 

 

 
 

 Here is your new map.  As you can see all of my features are created and Iôm ready to begin.  One 
important thing to remember is that the features are all on their own layer.  Meaning, they are all stacked on 
top of one another.  Features at the top of the feature picker list will be on the bottom and features below them 
will appear above them.  So, for example; if I create some scrubland terrain then overlap it with foothills, the 
foothills will hide the feature of the scrubland.   
 
Placing Features 
 Letôs place some terrain so you can get a better idea.  
  

 Select ñScrublandsò in the feature picker. 

 Click on the ñDrawò button in the upper left corner. 
 
Once youôve selected the ñDrawò button youôll see other buttons become active.  This means you can now 

place them. 

 Select the ñFeatò button (short for ñfeatureò) 

 Click on a point in the map window. 

 Once you have finished click on the ñCloseò button.  This will close the shape of the terrain feature 
youôve just created.  

 
 



 
 

 
  
 Take a moment to place a few more ñScrublandò features to your map.  I tend to use quite a few points 
in this process to make the feature look as natural as possible. 
 

 


