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 stepisto createanew Fi | e . Click on

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).
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Select a name for you map and choose an appropriate size. You can also create a description for your map in

he



This is the #F&amdow.rltallowsryaupoedjustithe detensive and movement values for
the terrain. For this example wedll use the AGrassl

Namethef eat ure fAGrassl ando and Lbhyadi thkiengoonespendlLoc
this example weobl | use the images (or textures) that
creating your own textures will be discussed later. Findthei mage named fAGrassl ando in
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 (%).

e Defensei Thi s value represents t he tA#houghitihasditde nat ur
actual effect on the campaign itbdbs a good way
battle is played here. The % can be considered a positive attribute.

e Line of Sight Costi This represents how dense or how hard a feature is to see through. Any
unit in this terrain is considered to be fismal
smaller depends on the %. For example, a Tank unit (size 10) sitting in a forest (-50%) would
be considered a size 5 and therefore hardertospot( f or mor e on unit si ze
Buil der o) . A good general rule of thune would
easier it is to hide in a given terrain feature.

e Move Costi This value represents how difficult the terrain is to cross. The percentage here
modifies a unit@ 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%.

e Move Class i 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 Featurei A f eature can be marked as fAcoveringo by se
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 campaignher so itds e
over.
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™ Covering Feature

Short Description

[Grassland

Open, flat plains covered by short and medium grasses.




Once you have added all of the terrain properties that are needed you can now start adding them to
yourmap. Si nce the task of c¢creating all the features is t
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 al/l of my f
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 | create some scrubland terrain then overlap it with foothills, the
foothills will hide the feature of the scrubland.

Placing Features
Letdbs place some terrain so you can get a better

e Select ASc tur .
e Click on t the upper 1l eft corn
Once youdve selected the ADrawd butt onmeamsyodtahnowe e o
place them.
e Select the AFeato button (short for Afeatureod)
e Click on a point in the map window.
e Once you have finished click on the
youdve just created.
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