Creating a Map for Point of Attack 2
Using the Transparent Square Grid Symbol Set

Introduction

The purpose of this tutorial is to introduce users of HPS Simulations Point of Attack Il (POA2) to
the craft of creating a scanmap for use in that program. This is done using map and symbol
editor components of the HPS Simulations Aide de Camp Il program. There are several types of
scanmaps that can be made and used by POA2, but this tutorial will focus only on one — the type
used in the Albuquerque map using the Transparent Square Grid Symbol set provided with
POA2.

The signature feature of maps created using the Transparent Square Grid Symbol Set is that they
use the scanned image of the actual map or photograph (i.e., the topographic map or aerial
photos used as the base) in all zoom levels with almost no “hand painted” artwork. As with the
example POA2 Albuquerque map, you see the same image at increasing degrees of
magnification as you increase the zoom level.

In contrast, other symbol sets contain varying degrees of artwork that depict the map instead.
The Horizontal Hex Summer Symbol Set also included with POA2 shows the scanned map image
at zoom levels 1 and 2 and then switched to a painted artwork mode in zoom 3. The Alternate
Symbol Set created by Don Maddox uses “hand-painted” artwork at all zoom levels.

Each symbol set has it's own advantages and disadvantages, and not only to the user of POA2,
but also to the mapmaker. Creating maps with the Transparent Square Grid Symbol Set is a cost
effective method of crafting accurate scanned image maps with the minimum amount of time and
effort. But do not be mistaken — creating any map for use in POA is an extremely demanding
task requiring focus, attention to detail, determination, patience, and many hours of hard work.
These are needed because the maps contain a great deal of data necessary for a program as
sophisticated as POA2 to realistically simulate real world events.

Tools of the Trade

Graphic Editors

You must have an installed third party image/graphic/paint/photo editing utility program published
by, or similar to those published by Corel, JASC, or Adobe. The utilities provided by Microsoft
Windows such as Paint, Photo Edit, or those included in MS Word, for example, are inferior
programs and do not have the capabilities needed to accomplish the editing required.

Furthermore, you must be familiar with the functions and use of the graphic program you have
installed. If you do not use it regularly, take the time to read the manual and experiment with all
aspects of the program. This tutorial assumes you understand the common functions involved
with image editing. Understand how to select, copy, paste, and crop. Get very familiar with the
resizing function and the various types of resampling methods available in your graphic editor, as
this will have a major impact on the quality of your map image. If you are splicing several scans
into single map, you will need to be adept with the use of the selection and/or layer deformation,
painting and cloning functions. You will also need to completely understand how to adjust
gamma, saturation, brightness, contrast, and sharpness level.



HPS Aide de Camp Il

You will be using two components of Aide de Camp 2 (ADC2), the map and the symbol editors.
This tutorial will walk you through the various functions of each of these utilities as they are
needed. Please do take the time to thoroughly read the ADC2 documentation on the use of these
tools. While it may not make a lot of sense immediately, having at least familiarized yourself in
this manner will make understanding the tutorial that much faster and easier.

HPS Point of Attack Il

The maps you make, and the symbol set they are based on, are linked to the POA2 database.
This tutorial will explain how to ensure your map will work properly in POA2 using the POA2
Editor. Be sure to read Appendix B in the Point of Attack Manual, which is an excellent starting
point for understanding the map-making process.

Scanner

Obviously, you need a scanner to create the scanned image if you are copying from a paper
source. Given the hundreds of models available and the wide range of pricing, it is impossible for
me to say much about scanners. However, if you not happy with the look of your scanmap, your
hardware may be the culprit. In essence, scanners are commodities — you basically get what you
pay for. Inexpensive (and older technology) scanners may create irreparable distortion in both
image shape and color. This usually isn’t noticeable when scanning photos or paperwork, but
can result in an inferior map image with a color shift from one end of the map to the other. It can
be maddeningly critical when you are attempting to stitch images together or when rescaling the
image to work in POA2.

The Map

The map you see on your POA screen is not a unitary entity. While there is a single *.map file for
every map created in ADC2, it contains little data which is actually displayed. The map is
composed of many different elements which the *.map file pulls together and organizes so that
ADC2 and POA2 can use the data and display the components in the correct location and in the
proper order.

The map you see displayed is composed of layers containing the following elements, in the
normal order in which you see them if you were looking down through each:

Placename Text
Grid Overlay
Attribute Symbols
Placename Symbols
Hexlines

Hexsides
Secondary Symbols
Primary Symbols
Elevation Datum
Scanmap Image

(Note that you can change the display order of these elements (except for the scanmap image),
so that they displayed in different orders, but this is unnecessary when creating a scanmap using
the Transparent Square Grid Symbol Set).

Consider the *.map file to be a structure on which these elements are attached. The ADC2 and
POAZ2 programs take this structure and its elements and creates a matrix — either square, offset



square, or hexagonal — which POA2 uses to provide useable graphic display for the player and
useable data for the movement, line of sight, combat effect and other routines.

Description of Map Elements:

Scanmap Image is ADC2/POA readable graphic. ADC2 is limited to using Windows BMP files,
while POA2 can use either BMP or JPEG format files. ADC2/POA2 does not enlarge or reduce
images on the fly and instead displays the map at three different levels of magnification,
described as Zoom 1, 2, and 3, with Zoom 3 being the highest level of magnification. Itis
important to note that each Zoom Level has its own Scanmap image. In practical terms this
means that you will be doing several things 3 times when you are crafting your map. The
scanmap images are stored in files *-L1.BMP, *-L2.BMP, and *-L3.BMP.

Primary, Secondary, Attribute, and Placename Symbols. Symbols are square sections of a BMP
file. ADC2 and POAZ2 take these sections and create tiles used to populate the map matrix.

Each symbol tile can be used as many times as called for by the map file. This means you can
create one symbol to represent multiple instances of the same feature on the map.

Symbols are not only important in regards to what they display graphically (which isn’t much in
the type of scanmap we’re discussing, as the symbols are transparent, after all) but that they also
define the type of natural and man-made features located in the square, which the POA2 engine
uses. This is accomplished in POA2 by linking the map’s symbol set to POA2’s Terrain Effects
Chart (TEC).

The terms Primary, Secondary, etc are the legacy of the HPS Aide de Camp | program from the
mid-1990’s. With the ability to change the display order of the map elements, the names have
less importance than they did then. One interesting legacy is the Placename Symbol is that you
could attach a symbol to a hex or square when placing text on the map, which was important
because the number of attribute symbols was limited. That limitation is now gone.

In any case, the symbols could just as easily now be named 1,2 and 3. What is important to
remember is that in POA2:

1. The Primary Symbol is reserved for displaying the symbols used to show the elevation in
POA2.

2. The Secondary Symbol is reserved to define the majority type of ground terrain in the square
(e.g. open field, meadow, sand, swamp, etc)

3. Attribute Symbols are used to define additional natural and man-made features that are
located on the terrain defined by the Secondary Symbol. Attribute Symbols include woods,
orchards, buildings, permanent fortifications, etc.

Symbols are maintained in a Symbol Set, which is composed of several different types of files.
The *.set file contains critical data which brings the other file data into proper sequence and
maintains the actual text names of the various symbols located within the larger symbol BMP
files.

Terrain symbols are maintained in three BMP files labeled *-t1.bmp, *-t2.bmp, and *-t3.bmp with
each ‘t’ number referring to the zoom level of the symbols contained in the file.

Unit/Piece symbols are maintained in three BMP files labeled *-u1.bmp, *-u2.bmp, and *-u3.bmp
with each ‘U’ number referring to the zoom level of the symbols contained in the file.



Mask symbols are maintained in three BMP files labeled *-m1.bmp, *-m2.bmp, and *-u3.bmp with
each ‘m’ number referring to the zoom level of the symbols contained in the file. The mask
symbol files contain the images necessary to create transparent symbols for both terrain and
unit/piece symbols.

Hexsides: A line of definable width and color stored in the .map file, which is drawn between the
boundary edges of the map’s tiles. A square grid map can also have a ‘hex’ side, despite the fact
it has four, not six sides to each tile. Hexsides can be linked to the POA2 Terrain Effect Chart
(TEC) so that unit movement, sighting, and fire are affected in the simulation. Typical examples
include a stream, narrow ditch, or wall. Note that in simulation terms hexsides only affect
movement, sighting, or fire that occurs across the line. For example, a unit can move across a
stream hexside from one side to the other (which will probably slow down it's rate of movement),
but it cannot sit in the middle of a stream or move in the stream. Hexside data is maintained in
the actual *.map file.

Hexlines: A line of definable width and color stored in the .map file that is drawn between the
geometric center of the map’s tiles. A square grid map can also have a ‘hex’ line, despite the fact
it has four, not six sides to each tile. Hexlines can be linked to the POA2 Terrain Effect Chart
(TEC) so that there is a special relationship between two adjacent squares. This is normally used
to depict roads, trails and other terrain features that affect movement. Hexlines only affect units
moving along them from one square to the next, and do not affect sighting or fire. Hexline data is
maintained in the actual *.map file.

Grid Overlay: The visible tracing of the map matrix that POA2 uses to define the location of
terrain and unit symbols. The Grid Overlay is a one pixel wide edge around a transparent
symbol. When crafting a scanmap with the Transparent Square Grid symbol set it will of course
be square, but it can also be a hexagon when using other symbol sets.

Placename Text: Text used to describe a specific location, limited to 24 characters. This data is
stored in the actual map file. Placenames have no effect in the POA2 simulation engine.

Symbol Sets
You will need to download the Working Transparent Square Grid Symbol Set file from the HPS
Simulations website (www.hpssims.com) in order to create a scanmap.
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The Working
Transparent Square
Grid Symbol Set is not
totally transparent so
that you can visually
identify the terrain in
each square when
creating the map.

Terrain types are
coded with small
colored symbols.

When the map is completed, it will be linked back to the normal transparent square grid symbol
set.

The Basics of Scaling

One of the more difficult concepts for many people to understand is the relationship between the
scale of the paper map, the scale of the scanned image of that map, and the scale of the
scanmap image used on POA2.

First you have to understand and be able to differentiate between the different uses of the word
“scale.” The common definition of a map and scale is:

A map is a scaled graphic representation of a portion of the earth's surface. The scale of the map
permits the user to convert distance on the map to distance on the ground or vice versa. The
ability to determine distance on a map, as well as on the earth's surface, is an important factor in
planning and executing military missions.

The numerical scale of a map indicates the relationship of distance measured on a map and the
corresponding distance on the ground. This scale is usually written as a fraction and is called the
representative fraction (RF). The RF is always written with the map distance as 1 and is
independent of any unit of measure. (It could be yards, meters, inches, and so forth) An RF of
1/50,000 or 1:50,000 means that one unit of measure on the map is equal to 50,000 units of the
same measure on the ground.

In POA2, scale is defined differently — 100 meters per square or hexagon. The scale can be
changed in the game, 10 meters, 500 meters, 1000 meters — whatever. But this will always be in
relation to the game map grid (square or hex), not a real world unit of measurement. This is
further complicated by the fact that ADC2/POAZ2 uses three levels of magnification — Zoom Levels
1-3. While the scale remains the same for all zoom levels (one grid equals 100 meters across,
for example), the actual size of the grid displayed on the monitor changes depending on the zoom
level. The size of each grid at each zoom level is set when the symbol set linked to the map is
created, and is dimensioned in pixels across the symbol tile. Graphically the computer displays
images on the monitor using colored dots called pixels. Pixels are not uniform in dimension —



their size is determined by the monitor resolution set by the user of the computer, but can also
varied based on the monitor manufacturer specifications. The sizes of the grid in the POA2
symbol sets by Zoom Level, in pixels are:

Zoom 1 10 Pixels
Zoom 2 20 Pixels
Zoom 3 70 Pixels

These are important to know when you do the math to calculate the image size for each zoom
level when you resample (resize) the scanned images.

Note that you always create the initial image in Zoom 3 and resize down to the other zoom level.
You should never resize larger because the image quality will be terrible. For the most part this
eliminates the possibility of using images downloaded off the Internet, as they will not be large
enough to use as zoom 2 or 3 images and will usually result in blurry, indistinct, and amateur-
looking maps.

In order to scale the scanned map to match the map scale in POAZ2, it is necessary to have
known distances on the map. Just knowing the map scale is not enough — you have to be able to
determine the number of pixels for a given distance on the map.

Obviously, using a military topographic map with a grid is the best, as it provides both a horizontal
and vertical reference when resizing the image. Many civilian maps also are printed with some
sort of a grid, but be sure you check to see if it matches the scale of the map. Often the grid
printed on the map is only there to help readers locate streets and locales, and has nothing to do
with the scale of the map.

In this case, or in the case of maps without a grid, you will need to use the graphic scale (A
graphic scale is the ruler printed on the map and is used to convert distances on the map to
actual ground distances) — not the greatest second choice. You only get a horizontal reference if
you use a graphic scale — there’s no way to check the vertical aspect of your image, leaving you
with some vertical distortion of scale. So, don’t forget to scan the scale bars even if that portion
of the map that has the graphic scale isn’t part of the final scanmap image you want. And of
course be sure to scan it at the same resolution as the rest of the map — and keep it in the middle
of the scanner window to keep distortion to a minimum.

Basic Scanning Procedures and Tips

Warm up your scanner by performing a full scan. If you compare your very first and second scan
of the same map you will often see a distinct difference in hue, saturation, and brightness.
Performing a warm-up scan should eliminate this.

You need to scan at a high resolution. The map tutorial was scanned at 200 pixels per inch —it's
a 1:10,000 scale map. If you are using a 1:50,000 scale map you will need to scan at a minimum
of 450 dpi. This will give you enough pixel material to work with when enhancing the image and
resizing it to match the POA2 scales.



Sample of 1:50,000 scale map scanned at 450
dpi.

It is better for you to control the resizing of the image than attempt to determine the exact
resolution to set the scanner, as there is almost always a little variation in the scanner. If you the
check the properties of your scanned image using your image editor you may see resolutions up
to plus or minus 1.5%. This distortion could have a big effect on your map if you attempt to
simply set the resolution to match the scale — which is why | will not explain how to use that
method!

All but the most expensive scanners will introduce distortion along the edges of the scan — the
truest scan is right down the middle of the scanners glass window. You will want to crop off at
least an inch off the sides of the image, so plan ahead when determining the area of the map you
are scanning. If you have a larger map area than your scanner, then you’ll have to scan
individual areas of the map and stitch them together. Be sure to be generous in the overlap when
you scan these pieces to allow for cropping off the distorted edges while still having enough map
image to overlap onto the adjacent scan.

If you end up with an image with severe color shift, even after the scanner has been warmed up,
try shutting your scanner down completely and starting over. If the problem persists, try scanning
at the higher resolution. Make sure your map is held very firmly against the scanner window.
Remove the scanner lid and use books to flatten the map. Try placing a white sheet of paper on
top of the back of the map before you place the books. This can eliminate shadowing and will
result in a brighter image.

Select the slowest scan mode available in your scanner software by selecting what is usually
named “Printed Material” “Magazine” or “Color Art Magazine” in the type of original
material/media option of the program. Do not select the Photograph mode. Using the slower
scan mode eliminates Moiré Pattern Noise and will produce a clear image with vibrant color.

Of course you want to select your scanner’s True Color mode, but leave all adjustable settings
like brightness, hue, saturation, etc set to zero. If these need to be adjusted to create the best
image, then it is best for you to decide (rather than the scanner program) what adjustments
should be made — adjustments made when using your image editor.

Save your image as a Windows BMP file, not an OS/2 BMP file if your scanner software has that
option. While POA2 can now use JPEG images, ADC2 cannot. So until the map is completed,
you must work with BMP files. You will want to experiment with improving the quality of your
image — sharpening is given, but you may also want to adjust gamma and/or brightness levels.
Just be sure to do it initially to your zoom 3 whole image scan before you create the scanmap.



Scanmap Creation Walk Thru
In this section | will go through the actual steps used in crafting a scanmap, and will be explaining
in more detail the application of the basic information provided above.

The Map.

| have selected a Soviet military topographic map of Sana’a, the capital of Yemen. In addition to
the potential offered by the ability to simulate combat in a typical Middle-Eastern urban
environment it is a map which will provide plenty of detail for use in POA2.



Note the map has grid lines, which will help greatly when resizing the map image to the proper
scale.

The scale of the map is 1:10,000. Examining the graphic scale and map, | note that grid printed
on the map is 500 meter squares. The contour interval is 20 meters — important to know when
editing the map elevations.
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Given the physical size of the map, | plan on scanning only the main part of the city. This is
primarily due to the fact that my scanner has only 8.5”x 14” scanning capability. If | did the entire
map, | would end up stitching over 20 images together. Stitching is demanding work, and the
more images you are working with, the more difficult it becomes to get them all to fit together.

Unlike me, ADC2 and POAZ2 could handle making a map this size. The entire map would be
about 7600 squares. The Fort Irwin map in POA2 has over 11,000 hexes. The Albuquerque map
has over 33,000. Each square or hex contains at a minimum, elevation and secondary symbol
data that you will have to manually input. If the square contains a lot of varying terrain — buildings
with trees, roads, ditches, etc — you will also have to enter each one of these elements. It takes a
lot of time; so unless you got a lot of spare time, select the smallest map, or area on a map, which
enables you to simulate what you want. Force size and weapon range will play a part in
determining how large a map you should make.

Scan, stitch, and modify the map image

Using the basic scanning procedures listed above, | scan the center part of the map in five
sections.

Note that I've named the BMP files sequentially C1-C5. Use whatever works for you, but make
easy to keep the images in sequence. Of course if your map is small enough, you may only have
one image.

You can see that | overlapped the areas | scanned a good deal so that | could trim off the edges
to eliminate potential distortion. Despite my best efforts to align the map while scanning, it's
impossible to scan multiple images and have them all perfectly square. | used the



Deform/straighten tool in Paint Shop Pro 8 to easily rotate the images so the grid lines were
square. | then stitched the pieces together by copying each individual image into it's own layer on
a large canvas. Some of the layers still required additional skewing distortion to match the
adjacent images — more evidence that scanning inherently introduces distortion. Once all the
images were aligned, | merged the layers and saved the image as a large single BMP file:

Note the uneven lower edge of the stitched image resulting from aligning, rotating, and distorting
process need to match up the individual images.

On the image above, it is hard to see some of the image irregularities introduced during scanning.
| used the Cloning Tool in my graphic editor, along with some cutting and pasting from similar but
better looking parts of the map, to clean up the map image. It doesn’t need to be absolutely
perfect since the image is going to be resized anyway. Plus, the eye often doesn’t catch minor
imperfects in a large, busy image.
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| held off doing any other touch up on the map image because | knew | was going to be
resampling it to a smaller size, following which additional touch up would be required. It is best to
perform touch-up and other adjustments as few times as possible. In other words, attempt to
keep your image as close to the original scan as possible. Every time you adjust the sharpness,
brightness, or gamma of your image, the more your graphic utility is interpreting and changing the
image. Do this too much and you will lose clarity as the program anti-aliases away the fine detail
of your map.



| then cropped the map image to even up the edges:

Resize the Image to work with POA2

The next step is resizing the image so that scale of the image matches the scale of the POA2
square grid.

If you've been following along, you know that:

1. The POA2 scanmap is made using the Zoom 3 image, resampling down in size to Zoom
levels 2 and 1.

2. The Zoom 3 grid is 70 pixels across.

3. The POAZ2 scale is 100 meters across each grid.

4. The grid on the Sana’a map is 500 meters across (and up, too)

Therefore:

1. Each 500 meter grid square on the map will be five 100 meter squares across in POA2.

2. Since each square grid in POA2 has 70 pixels across, and you have 5 POA2 squares for every
one map grid square, one grid square on the map should measure 350 pixels across (from side to
side and top to bottom) since 70 pixels X 5 squares equals 350.

Well let's see how close the image is to 350 pixels per square. | like using the Crop Tool in the
graphic editors | have to measure because | can drag and relocate the crop box lines multiple
times without ill effect, and the program gives me a constant readout in pixels of the crop box
dimensions. (Note that you never actually crop the image!)



YA ehancerion s @ @ N [4R B L B e L =lEI -2
: -l;';éd-;hl ﬁ.ﬂ‘l‘g“l‘ll A T .R:SII'-I.II;H[ : o e oo reckang

: Britxe ]_Speli_hlpr'ral'ze ;gLeﬁj Tops _'--: -Bn'lboml Snap
A = = | e R rmam.um, [ P YW

mp @ 150% {Background)

s érag ko drav crop rectangle. Richb-dlick to dear.

You can see the width and the height of the grid are 401 pixels across and 394 pixels high. |
checked this on several grid squares and the majority matched these dimensions. A few were off
by one pixel — mostly in the vertical dimension.



Double-check your work by selecting a larger area to measure:
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There are 14 grid squares across, and 5600 / 14 = 400
There are 6 grid squares vertically, and 2367 / 6 = 394.5
So the measurement of the single grid square was apparently close enough.

To determine what size | needed to resize the map, | simple determine the ratio of what the
image is (410 x 394) to what | want it to be (350 x 350).

Width: 350 /401 = .8728179
Height: 350 /394 = .8883248

Use these ratios to resize the entire image. Your graphic editor resize tool probably has the
option of decreasing the size of images using a percent — don’t use it. Instead, do the math
yourself and enter the new image size in pixels.

Image Width 6389 pixels X .8728179 = 5576.43
Image Height 2703 pixels X .8883248 = 2401.14

If you use the percent tool which rounds to 87% and 89% in this case, the width of the dimension
would 18 pixels to small. The height would be 4 pixels too large.

Note that you must turn off the tool’s “lock aspect ratio” - or whatever it might be called in your
utility. If the tool is set to maintain the aspect ratio, when you change one dimension of the



image, the other will automatically change at the same ratio (1:1) in order to prevent distortion.

our case though, we must decrease the width relatively more.
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Your graphic utility should have some “Resample” option — or at least an option to anti-alias the
image when it is resized. If you don’t have an anti-alias option, the image will be resized by
shifting pixels rather than blending the pixels. This frequently results in a damaging loss of detail,
especially with thin, narrow lines, which can simply disappear in the process as the pixels
composing them are lost in the resizing process. Considering all the data on a map that is
composed of lines — roads, contour lines, streams, fence lines, etc, this is definitely not an option.
If your image editor has resampling options, read the program documentation and experiment to
find which provides the cleanest anti-aliasing algorithms. In Paint Shop Pro 8, either Bilinear or
Weighted Average work best. Your program may have others or have different names for these
resample options.



Having completed the resizing of the entire image, it's a good idea to double-check your work.
The grid square is now 350 x 350 pixels, and your image is what it will look like in Zoom 3 in
POA2.
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Finally, you will want to make any adjusts to the image quality at this point, as this image will
serve as a basis for the Zoom 1 and 2 images. You may want to adjust gamma or brightness. |
definitely recommend using the ‘Sharpen’ or ‘Clarify’ tool of your image editor. | used the
‘Unsharp Mask’ tool in PSP8, which despite its name is a great tool for making the map less
blurry without a loss of color or detail. Once you are satisfied, be sure to backup your image.



Slicing the Map

Now that I've got my map image put together, resized and looking good, I'm going to slice it into
pieces again. This may sound ridiculous, especially since the scanmap included with POA2 are
single images, but there’s a good reason. The maps created for POA2 were made long before
the program was completed and they worked fine — and still do. But POA2 is a huge,
complicated program with heavy demands on your computer system, and these large single BMP
scanmaps don’t help. And, while it is true that POA2 now has the ability to use JPEG format files
(I'll discuss when to convert them), they don’t help as much as one might think. Consider the
JPG image photo of the entire map at the beginning of this section. It has a file size of 608 KB.
However, when read and in memory, it uses 7860 KB of RAM.

Therefore, in order to make POAZ2 run faster and smoother, especially for those without bleeding
edge computers, the best thing to do is to cut the scanmap into smaller chunks that POA2 (and
ADC?2) can ‘digest’ more easily. How small should these pieces be? There is no definite
answer, other than smaller is better. However, in general, pieces sized 4-9 MB in size as BMP
files work great. Slices 10-15 MB in size are okay, but not as helpful. It all really depends on the
computer processor, operating system, type of video card, and how much RAM the system has.

For this tutorial, | will take my Zoom 3 image, which is 5576 pixels wide and 2401 pixels high,
sized at 38.3 MB, and cut it into 4 almost equal pieces. | use the Crop Tool because | can specify
the exact size of the final image. After | crop a section, | save it to another name (in this case
NW, NE, SW, and SE), then ‘Undo’ the crop until | am back at the original full image, and then
repeat the process for another quadrant.

Nw E: BT n i |.. i NE
B R o
2788 pixels ; .. ; Jr 8 “""- ‘ 27848 pixels j
ng ; “wl 5 y. ! w \_._-._I.: i F
; & e N
& e g It
V4 a ; 5
- SWh 3 5 : SE
Resulting in:
Mame = Size | Tvpe
rSﬂsana city ME.brmp 9,802 kB Bitmap Image
rEi"lsana city MW brnp 9,802 KB Bitmap Image
rEﬂsana city SE.bmp 9,810 KE Bitmap Image
rSi"lsana city S, bmp 9,810 KE Bitmap Image




Creating the Scanmap using ADC2 Mapeditor

As mentioned above, it is a good idea to slice up the scanmap into smaller pieces, even though
POA2 can handle large single BMP scanmaps. The ADC2 Mapeditor, however, is designed to
require the user to make scanmaps with numerous very small BMP files. This is because ADC2
was designed in 1996 for use on much less capable computers using Windows 95.

If | were to attempt to

i 'T'—:-:.':"fr.-'.!s;-i,. = =] 3
create a scanmap T —— SR . D._LJEFJ
using the sliced Sana I sa x [_. h mapshee!, When sheets overlap. th I-st I
. B LEF | pozsdinns lof each mapsheel, en sheels ovelap. e la
images, ADC2 would defined in the list will ke diavn on top. Position: can be adjusted in the Map Editar,
give me this error % | 7 | B F
message, and would
prevent me from ] 1] JAS anahsana ciy MW beap (2783, 12000
Continuing. 29 0 J:ASanahsana chy ME.bmp (2788, 1:200)

il = |t
27
The bitmap sidch (] For zoom 3 wil be over 2750 pixels and the bitmap can not be crested,
- Phaase adjust your sizefzoom vakes,
-

Aclual Hex/Ged Dimensans [n piselsl ) = =70 Y¥=70
Taotal Playing Area Dimensions [in Hexes):  Width (%)= |92 -] Height [r)= I:‘ﬁ 3:

Delots Mapshest Budd Mapsheet | Cancel | Conbnue ‘

N
d The mapsheets/dimensans aie for Zoom Level 3 Bilmeps wil be created sulematizaliy jor the other leves,

- R e e e T N L R T RE FLIE ER T LIS

In addition to the
dimensional imitation of =
ADC?2, it also has a file

size limitation. If | play by ' The bitmnap For 2oom 3 wil ks over 4,176 ME in size and cannot be crested.
the old ADC2 rules, would £) Fleass adjst yoir sizefz2oam vahes,

need to slice up my
scanmap image into 10
pieces instead of four.

While | certainly could cut up the Sana image into 10 pieces, it's a lot more work. You have to
figure out what dimensions to use and keep the file size under 4 MB, as the 2730 pixel limit on
the dimension is only the maximum. If | were to use a 2730 x 2730 pixel slice the file would be
over 7 MB in size. There is additional work in positioning the pieces back together in the map.

Fortunately, there’s a pretty easy work around. I'll create a false scanmap using BMP files the
Mapeditor can handle and then replace the BMP files with the actual Sana BMP images.




First, | zip the Sana BMP files. You can backup them up as you desire or relocate them to

another folder.

Mame =

Size | Tvpe

gﬁlsana city ME.bmp
gﬂlsana city MW, brop

9,802 KB Bitmap Image
9,802 KB Bitmap Image
Q,810KE EBitmap Image
,810KE Bitmap Image

23,687 KE  WinZip File

Next | open each of the BMP files using my image editor and resize all of them to 1% of original

size.

Mare =

Size | Type

rl;ﬂsana city ME.bmp
rl;ﬂsana city My, bmp
rl;ﬂsana ciby SE.bmp

Ssar

5dana slices. Zip

.- ]ADC 2 Map/Board Editor

File Map Board Symbols  Place

Sawe Mapf/Board
Sawe MapfBoard s, .,

Exxit

2 kB Bitmap Image
2 kB Bitmap Image
2 kB Bitmap Image
2 kB Bitmap Image

23,687 KB WinZip File

Now | begin the actual process of creating the
scanmap, opening the ADC2 Mapboard Editor

and selecting Create New Mapboard.

Create a New Map/Board

—Symbol Set (Mot Used for Scanned-Maps)
[Mone Selected)

Crientation:

) Wertical Hex ) Grid
 Hotizontal Hex € Grid Gffset Calumn
1 ADE [ Hex ) Grid Orffset Row

apBoard Size (Mot used for Scanned Maps)

ZI Rovws: 35 II Cols: B5_="TOTET Emee, 2275

( Use ScannedMam Cancel | Ok |

about the mapboard size at the moment.

Select ‘Use Scanned Map’. No need to worry



[F1Background Board Utility ATDE DE CAMP 2 (HPS Similations)

r BMP File{s) To Use For the Board ~ Bitmap Is Zoom Level
Select and Position the BMP Mapzheet
(2 File{z] individually [Fecommandead) | " Zoom 1 " Zoom 2 + Zoom 3

| CaLE L= | Sedect the oo [evel for wiich the bitmig should be
= s = - shown &btz nomia size, The dizplay sze: Nesgize
| |a|n:|‘c Bimap OMLY: Chek the Change Bullon to pick | e b s ur?:ll;.b:-nl e

: J Hote: - The masimum bitmap 2z is imited b 4.1 7600
| Changs “wiidth Heghl: | pioals and 2720 pikels m sither the % or ' direction

| Zoom Scale f Hex Display Sizes

Zoom - Zoom 2 - Zoom 3 waluss et the sima [ pivels] of & ey’ for each zoom level Adjusting thess
e [coupled wikth Zoam Level. shave] also chenge the plagng area dimensions

ap/Board Dimensions (hexes]: width: |'| =] Height: 1 =

GridfHex Layout and Orientation

7 Difzet Celumn " Diizel Row
]

Hote:: Large bitmaps may degrade execulion speed -
dependng onhow mucks Béd iz avalable on your spesten.

The Background Board
Utility establishes the size
and type of matrix the
map will be composed of.

Select and Position the
BMP Mapsheet Files
Individually should be
checked by default.

As mentioned when
constructing the Sana
scanmap image, it is best
to work from a Zoom 3
image and resize
downward.

Set the size of the ‘hex’ —
this case, a square grid
really. It must be 10-20-
70 or the Transparent
Square Grid Symbol set
will not work. Do not
bother with the Mapboard
Dimensions at this point
because the data will
have to be reentered.
Check Square Grid so
that the map matrix
matches the Transparent
Symbol Set.



~ BMFP File{s) To Use For the Board

= Select and Position the BMP Mapsheet
Filefz] in

~

=,

When you click

Continue you will be
prompted to select a
BMP File. Select the
file that will be in the

ol

-

i+ Zoom 3
hp shiould be

= of the athar
foem i value,

=] & @ ok -

upper left hand

iSirqla Eilmag

Change

S
[ =

= Gnd/Hex

o4 176,00

corner of the map
i dieclion

first. This makes
positioning the map
slices easier later.

Flepame:  fsanacity Ko/ bmp

& Sgume

OE, I

Save ashype [Wwindows Bilmap Fles [ EMF)

=] Cancel I

| B

Male: Lage bilmaps may degrade sreculion speed -
depending or how mitssh FAM i avalable anyour sestam.

Set the & [hariz) and*f [vert] pozitions for sach rla‘pqhnt When sheals overdap, the last
defined in the list will be drawn on top. Positions can be adusted in the Map Editor.

ol xif

Bitmap Fie M ame

|

JW5anahzana cip MW g (28,

12]

Actual HexGrd Dimensions [in prests) :
Total Plaging #Area Dimensions [in Hexes):  Width [X}= |1 _[? Height [1]= |1

Delete Mapzhae: Add Mapsheat |

MaTd Y=70

Canesl

The mapsheelzdimarnsion: are for 2eom Level 3 Bilmaps wil be created sutomaticaly for the othar levels:

Now use the Add Mapsheet Button, and continue selecting. Add map slice BMP files in the order
from upper left corner to upper right corner, and then from lower left to lower right. If you have a

large base map image, which you slice up

into multiple rows, always select from left to right from



top row down to the bottom row. After entering each of the four Sana mapsheet images | am
viewing:

. IBackground Boord Utiity. AIDEDE CAMPE (HIFS SEnwulstinns)) i x{H
=181 x|
Set the X [horiz] and % [wert] pozitions for each mapsheet When shests overlap. the last
defined in the list wall be drawn on top. Pozitions can be adjusted in the Map E ditor, ]I
20N Bilrap Fle Nere =

n JhGanatzana che MW bep (23, 12]
a 1 JMSanatzana che ME b [23.12)

n JMSanatzana che SWbmp [23,12]

1] JhSanatzana chp SE.bmp (23, 12)

=

Aciual HewdGid Dimensons I_'m phsls]: ®X=T0 Y=70
Total Playing Area Dimensions [in Hexes):  Width [X)= |1 _E:; Height [v}= [1 _:ﬂ
==

Delete Mapsheet Cancel | Corfire |

Tha mapshests diranzicns ana forZoom Lavat 3 Bilmapes wil be created automaticaly for the: ather bewels.

The next step is to enter the horizontal and vertical positions of each map slice, putting the map
back together again when viewed in ADC2 and POA2. But first it's necessary to understand how
the X,Y coordinate position works in ADC2. The X, Y coordinate locations are measured in
pixels.

Y (Positive)

X (Negative) X (Positive) X (Positive)

Y (Negative) Y (Positive)
What You Learned in School How It Works in ADC2



Taking another look at how | sliced up the Sana mapscan image, | am reminded that the NW and
NE BMP files are 2788 x 1200 pixels in dimension. The SW and SE are 2788 x 1201 pixels.

n
[T}
2
NW o 2 ; MNE
S g ik ) ¥ i
i, o - T 2
1 - e ;
e “ht !
2788 pixels : RSN 2788 pixels
O ey -
el | ] _|,.'-:. R S 5
. SN R _ SE
: gty il F

The X, Y position used in the Mapboard Editor locates the image based on the upper left corner
of the image. Knowing this and the dimensions of each BMP file | determine that:

The NW section position can be left at 0,0 because the upper left corner is also the upper left
corner of the entire map.

The NE section upper left corner is the next pixel after the NW section ends. The NW section is
2788 pixels wide, so the NE section starts at pixel 2789. The vertical position remains 0, since
the BMP file is in the same vertical position as the NW one — at the top, which is 0.

The SW section is positioned horizontally like the NW, so the X value remains zero. In the
horizontal position, we know the NW section is 1200 pixels in height, so the SW section starts at
pixel 1201. The height of the SW (1201 pixels) section is immaterial.

The SE section is positions horizontally the same as the NW section, so the X value is 2789
pixels. Vertically it is positioned like the SW section, so the Y value is 1201.



~-10] x|
-lolxi|

Set the X [horiz] and Y [vert] positions for each mapsheet. When sheets overlap. the last
defined in the list will be drawn on top. Positions can be adjusted in the Map Editor.

_15et Up Base Mapsheets Using Bitmap Files

X ‘ y ‘ Bitmap File Name ‘d
0 0 J:ASanahzana city Nw bmp (28, 12)
27es i] JAS anahzana city ME.bmp [28.12)
o 1201 JAS anahsana city SWbrp (28, 12) I

2789 |12E|1 J:\Sanahsana city SE.bmp [28, 12

A

Actual Hew/Grid Dimensions [in pikelz) . = =70 Y =70
{ Total Playing Area Dimensions [in Hexes):  Width [X)= |73 = Height [¥])= |3=ﬂ 3:

Delete Mapzheet Add Mapsheet Cancel

Contirue |

d The mapsheetz/dimensions are for Zoom Level 3 Bitmaps will be created automatically for the other levels.

Before continuing it is time to calculate and enter the dimension of the mapboard in hexes
(squares). Recall the overall image of Sana after resizing to the proper scale was:

Image Width 6389 pixels X .8728179 = 5576.43
Image Height 2703 pixels X .8883248 = 2401.14

To calculate the number of squares, simply divide by the size of the grid square, 70 pixels.
(Remember everything is being done in Zoom 3 at this point)

Mapboard width = 5576 / 70 = 79.65
Mapboard height = 2401 /70 = 34.3

I round down in order to trim off partial squares and enter the dimensions (79 and 34) in the
Mapeditor.



Clicking Continue, | am presented with this screen. Notice that the Mapeditor is changing the
name of my BMP file to work with ADC2 and defaults to keeping the mapboard files in current
folder.

! _ IBackground Board Utility AIDE DE CAMP 2 (HPS Simulations, o ] [

_ ]5et Up Base Mapsheets Using Bitmap Files - 0] x|

Select Folder/Directory for Generated Mapsheeks 7 = overlap. the last
the Map Editor.

Save ir: | 3 Sana
' 3

sana city NE.bmp
sana city MW, bmp
sana city SE.bmp
sana city S, bmp

File name: zana city Nw/-L1.bm k. I
Save as tpe ['Windows Bitmap Files [F.BMP) j Caneel |

[ -
Actual Hew/Grid Dimensions [in pigels] : # =70 Y =70

Total Playing Area Dimensions [in Hexes):  Width [X)= |73 _I Height [¥)= |34| 3:

[elete Mapshest Add Mapsheet | Cancel Continue

The mapzheetz/dimenzions are for Zoom Level: 3 Bitmaps will be created automatically for the other lewvels.




The Mapeditor then processes all four images creating files for all three zoom levels along with a
new symbol set, leaving you with this window:

! _ ]Background Board Utility AIDE DECAMP 2 (HPS Simulation: i =] 3]
Select Name for Symbol Files 2=

Save in: I@ Sana j - I:j( -

L evel

Zoom 2 * Zoom 3

or which the bitmap should be
The display sizes of the other

=d (up or down) fram this value,
map size iz limited to 4,176,000
in either the ¥ or Y direction

h zoom level. Adusting these
be the playing area dimensions.

File namme: I f I&I =] Height: |1 =

Save az bype: |ADC Symbal Set Files (% 5ET) j Cancel |

% Square Grid €~ Difset Column " Difzet Fow = Hex Column = HexRow

Mote: Large bitmaps may degrade execution speed -
depending on hiow much Rak iz available on your system.

The file name NewSet is the default, but | recommend changing it to something else. | use
‘Temporary’ because this symbol set is in fact only a placeholder and will shortly be eliminated.



! _ JBackground Board Utility AIDE DE CAMP 2 (HPS Simulation o ] 1 i
Select Mame for symbol Files 2]
. level ——
Save_in:l@ Sana j - ¥ Ef-
Zoom 2 % Zoom 3

ar which the bitmap hould be
The dizplay sizes of the other

ed [up or daown) from this value.

map zize is limited to 4,176,00
in either the = ar direction

b zoom level, Adjusting these
0 the playing area dimenszsions.

File name: — |Temporary ﬂl = Height:[1 =

Save a3 type: [ADE Symbol Set Files [*SET) | Cancel |

(% Square Grid " Dffset Column ™ Dffzet Fow = Hex Column " Hex Row

Mote: Large bitmaps may degrade execution speed - )
depending on how much RAM is available on your system. Cancel Continue L

== — |

After entering the symbol set name and ‘selecting’ see this message appears. No action
necessary so | click OK.



! (t JBackgruund Board Utility AIDE DE CA

v Select and Posi

~ BMP File(s) To Use For the Board Bitmap Is Zoom Lewvel

ition the BMP Mapsheet

File[s] individually [Recommended] " Zoom 1 " Zoom 2
-0R - Select the zoom level for which the bitmap should be

ISingIe Bitmap OMLY;

- Zoom Scale /

Zoorn 1 - Zoom 2 -

r Grid/Hex Layc

Change | idth: Height:

Click, the Change Button to pick

Mew Symbol Set Created

L] A new symbaol has been creaked for this map, which contains

y a single blank terrain symbol, You should save the map now
and return to the symbaol editor module to edit the symbol
set For the terrain bypes vou plan to use with this map.

zhown at its normal size. The dizplay zsizes of the other

zoom levels can be scaled [up or dowvn) fram this value.

Mote: The maximum bitmap size is limited to 417600
pixels and 2730 pikels in either the = o'y’ direction

(ol x|

{* Zoom 3

Adjusting these
area dimensions.

eight: |1 E

* Square Grid

e LOTLmrY PTER O

= Hex Row

Mote: Large bitmaps may degrade execution speed -
depending on how much BAM is available on pour system.

The Mapeditor then opens up, totally blank except for the four white images which are the
reduced size place-holder BMP files | used to create the scanmap.

‘Board Editor: new

. ]ADC 2 Map/

File Map Board Symbols  PlaceMames Hexlines HexSides Elewvations

=]

IR

Mapsheets

é_/"'



i jADl: 2 Map/Board Editor: n Before we convert them to real images, save the mapboard.
File Map Board Symbols  Placeh

Cpen Map/Board
Create Mew Map/Board

Save Map/Eoard
ve Map/Board As. ..

| call the map Sana

2|

Savejn:ll;i' Sana j - £k E5-

File name: ISana Save I
S ave az lype: I;'-‘«DE Map Files j Cancel |

i

By opening the Sana folder, you can see the Temporary Symbol Set and all the components of
the map described earlier.



I'll now replace the replace the tiny, false scanmap images with the actual files.

ame | Size | Type =
Sana, ML LKE ML File

|®) Temporary. SET LKE SET File
Sana.map 16KE MAP Fils

=] B LKE LSTFile
@Temporarv—US.BMP 1 KB Bitmap Image
@Temporarv—UZ.BMP 1 KE Bitmap Image
@Temporarv—Ul .EMP 1 KE Bitmap Image
@Temporary-TS.BMP 10KE Bitrmap Image
@Temporary-TZ.BMP 1 KB Bitmap Image
@Temporarv—ﬂ BMP 1 KB Bitmap Image
'Sg Temparary-M3.BMP 3 KB Eitmap Image
@Temporarv—MZ.BMP 1 KE Bitmap Image
@Temporarv—l‘ﬂl .BMP 1 KE Bitmap Image
gﬂsana ity SW-L3, BMP 2KB Bitmap Image
gi'lsana ciby SW-LZ2 BMP 1 KB Bitmap Image
gglsana ciky SW-L1.BMP 1 KB Bitmap Image
'Sglsana city S brip 2KB Eitmap Image
gﬂsana city SE-L3.BMP 2KE Bitmap Image
gﬂsana city SE-L2 . BEMP 1 KE Bitmap Image
gﬁlsana city SE-L1.BMP 1 KE Bitmap Image
gi'lsana city SE.bmp 2KEB Eitmap Image
gi'lsana ciby MW-L3.EMP 2KEB Eitmap Image
'Sglsana city MW-L2.EMP 1 KB Bitmap Image
'Sglsana city MW-L1.EMP 1 KB Bitmap Image
gﬂsana city MW, bmp 2 KE Bitmap Image
gﬂsana city ME-L3.BMP 2 KE Bitmap Image
gﬂsana ity ME-LZ,BMP 1 KE Bitmap Image
gi'lsana ciby ME-L1.EMP 1 KB Bitmap Image
'Sglsana city ME.bmp 2KB Eitmap Image

First | unzip the original four Sana image slices.



Marme I Size I Type -

[=sana, swL ; 1KB SMLFile
|®)Temporary.sET LKE SETFile

= sana.map 16KE MAP File

|#) syrvals.lst 1KE LST File

ey "

B Temparary-L13.BMP 1KE Bitmap Image
B Temparary-Uz2.BMP 1KE Bitmap Image
Bl Temporary P Imag:
@Temporary-Ul.BMP 1KE Bitmap Image
@Temporary—TS.BMP 10KE  Bitmap Image
@Temporary-TZ.BMP 1KE Bitmap Image
S Temporary-T1.BMP 1 KB Bitmap Image
=1

@Temporary-MS.BMP S3KE Bitmap Image
S Temparary-M2,BMP 1 KB Bitmap Image
gl

@Temporary-Ml.BMP 1KE Bitmap Image
S sana city SW-L3,.BMP 2KB Bitmap Image
gl

B]sana city Sw-L2.BMP 1KB Bitmap Image
S sana city SW-L1,BMP 1 KB Bitmap Image
gl

gﬁlsana city S, brmp F 9,510KE  Bitmap Image
S sana city SE-L3.BMP 2KB Bitmap Image
gl

& ]sana city SE-Lz.BMP 1KB Bitmap Image
S sana city SE-L1.BMP 1 KB Bitmap Image
gl

gﬁlsana city SE.bmp h 9,510KE  Bitmap Image
& sana ciky MW-L3.BMP 2KE Bitmap Image
gl

B]sana city Nw-Lz BMP 1KB Bitmap Image
& sana ciky MW-L1.BMP 1KE Bitmap Image
gl

gglsana city MW, brnp %‘— 9,802 KE  Bitmap Image
B]sana city NE-L3.BMP 2KE Bitmap Image
B]sana city ME-LZ,BMP 1KB Bitmap Image
& sana ciky ME-L1.BMP 1KE Bitmap Image
gl

'gglsana ity NE.bmp% 9,802 KB Bitmap Image

Next, using my image editor to avoid typing, | ‘save as’ the original Sana slice as the appropriate
L1, L2 and L3 files. For example, | save the ‘sana city SW.bmp’ file as ‘sana city SW-L1.BMP’,
‘sana city SW-L2.BMP’, and ‘sana city SW-L3.BMP’. | do the same for each quadrant image.



MNarme Size | Tvpe -
&l5ana, SML LKE  SML File

|®] Temporary, SET 1KE SETFile
Sana.map 16 KB MAP File

| ] symvals.Ist 1KE LSTFile

Pl .

2] Temporary-U3,BMP 1 KB EBitmap Image
@TEI‘HDDHW-UE.BMP 1 KB Bitmap Image
@TEI‘HDDHW-UI.BMP 1 KB Bitmap Image
rl;i'lTem|:u:|r.5|r3.f-T3.Eil"-“IF‘ 10KE EBitmap Image
rlSg'lTem|:u:|r.5|r',.f-T2.E!I"-'1F‘ 1 KB Bitmap Image
rlgg'lTen'u:u:nrar',.f-Tl.EH"-'1F‘ 1 KB Bitmap Image
rlgﬂTn3m|:u:|rar*;.-'-r'-'13.E!MF' 3 KB Bitmap Image
rlgi'lTn3m|:u:|rar*;.-'-r'-'12.Eir'-'1F' 1 kKB Bitmap Image
rlgﬂTE!m|:n:nr-3|r~;.=-r'-“l1.Br'-“IP 1 KE Bitmap Image
8] sana city SW-L3.BMP 9,310KE  Bitmap Image
2] sana city SW-LZ.BMP 9,310KE  Bitmap Image
] sana city SW-L1.BMP 9,310KE  Bitmap Image
rlgg'lsana city S, brp 9,810 KE  Bitmap Image
BE]sana city SE-L3.EMP 9,810KE  Bitmap Image
Sk]sana city SE-L2, EMP 9,310KE  Bitmap Image
Sk]sana city SE-L1,EMP 9,310KE  Bitmap Image
rlgﬂsana city SE.bmp Q,810KE  Bitmap Image
] sana city Miw-L3.BMP 9,302 KB Bitmap Image
&) sana city Mi-L2.BMP 9,802 KB Bitmap Image
&) sana city Mw-L1.BMP 9,302 KB Bitmap Image
rlgg'lsana ciky My brip 9,802 KB Bitmap Image
BE]sana city NE-L3.BMP 9,802 KE  Bitmap Image
k] sana city NE-LZ BMP 9,302 KB Bitmap Image
k] sana city NE-L1.BMP 9,802 KB Bitmap Image
rlgﬂsana city ME.bmp 9,802 KB Bitmap Image



This results in the zoom 1 and zoom 2 images being identical to the zoom 3 one, and creates a
messed-up map if you reopen the mapeditor at this point.

L JHPS Simulations <ADC-Z Map/Board Editor = Sana.map
File Map Board Symbols  PlaceMames  Hexlines HexSides Elewvations MapSheets Preferences Tools Help

== R

OR8Y [ [ (CAN T~
B A= M
V' -9552 / i
f 'l
v E = ¥ _,-'
= A W
. X - >
E N
2389
-f_.-'/ 2 = 5 - ‘\. 5
/ Sl '-.\.
/rl .
P -

Before | fix that, though, | want to change the symbol set from the temporary one to the working
transparent square grid symbol set. This is accomplished using the Tools Menu in the
Mapeditor.

stions  MapShests Preferences | Tools Help

Zhange Syvmbol Set

Re-Size Map (AddiTrim)

u v Bl
: \ futa-Place Symbols For Hexlines I _
- i Ny ]

Buko-Place Symbols For Elevations

- | -
\a® ~ = J
(7 ! | » Copy Hexlines From Another Map




| locate the working transparent square grid symbol set and select it.

S T A U TR T D 3 T = FOALTER 3 TS Ak G 0T [ L o PO e S

2l
:L Lok in; I I Transparent j = % ER-
: m kransparent square grid.sek
; working transparent square grid,sek
'!
File name: Iwnrking transparent square grid. set Open I
Filez of twpe: I,-“.'-.DE Sumbal Sets j Cancel L-‘
g

Now the map is covered with ‘Fire 1° symbols. This is because the first symbol (symbol number
0) in the transparent square grid symbol set is ‘Fire 1’. The first symbol in the symbol set created
by the Mapeditor (the one | named “Temporary’) is always a blank symbol. Replacing the symbol
sets replaces the symbols in the same order, thus the fiery looking map.



i IHPS Simulations <ADC-Z Map/Board Editor= Sana.map

File' Map Board Symbols  PlaceMames Hexlines HexSides Elevations MapSheets Preferences Tools Help
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This is easily fixed by using the Map Board i : B 5
Symbol Tool, Fill Primary Mapboard Symbol. | Map Board Symbols PlaceMames  HexLinn
Place Primary Map/Board Symbol
Place Secondary Map/Board Symbol

Fill Prirnaty Map/Board Svyrnbaol

Fill Secondary Map/Board Symbol

Clear/Reset Primary Swmbols
Clear/Reset Secondary Svmbols
Clear/Reset Attribute Symbols

Randomize Map Tiles




1ol [N o' IET W LT T Sl 1 HPS Simulations <ADC-2 Map/Board Editor > Sana.map
the Blank* symbol and -

Fil = = h
click OK. == . ]Map/Board Symbols 1 x| i
-y |

-
Trench IP 3 x| \
Mine &7 \

IR

Mine &P
Wire [T anglefoat] .
Log Hurdles

Abatiz

Tetrahedron | Blankt
Dragonz Teeth :
Lanes Clear | Cancel | o4,

Grid

H.

N

Llnal L

A\

— J [~ Randomize Selectian
Open

Meadow

Plowed Field

Degzert

Raugh

Dezert Rough

Rocky ,

Rocky Desert LI |

- ————

X

&f

T

Confirm the change by clicking YES.



N

\F?

Next | select link the “Overlay Symbol,” i.e., the Grid Symbol which can be turned on or off in
POA2. ltis needed during construction so that one can locate where symbols, hexsides and
hexlines are added.

tions MapSheets | preferences Tools  Help

Seleck Map/Eoard Overlay Symbol
Map @verbaiis: OfFf

= East Scroll is OFf g
- i Flace Marmes are Cn ¥

Save Map Position is OFF 3
Set Table Calar e
Set Hok Hex Color =g

2

Set Drawing Order of Map Ikems
Tu:uggle MMap Items Diraisn k
1K "I‘h =
s nd l...:h- -

N , ¢ s Add HexSide Mode is Map
u
-

]
Y|

- "




_ ]HPs Simulations <ADC-Z Map/Board Editor=

Sana.map

Trench IP 3

o |Mine AT

Mine AP

Wwiire | Tanglefoat)]
Log Hurdles
Ahatiz
Tetrahedron

350\ [piaric

== |Open

Meadow
Plowed Field
Dezert

W |Fiough

Drezert Rough
Rocky
Rockw Desert

- Dragons Teeth
Lanes

Gricl

Clear I Cancel I Qk

_I ™ Fandomize Selection

PREN—Sae] |

I

pa= =

| locate and select “Grid” and click
OK.



EE - opserving the map in zoom 3

i Elevations MapSheets Preferences Tools Help because the images have been
scaled to work in zoom 3, it is clear
that 500 meter grid square on the
image of the paper map is scaled
properly because it has five 100
meter POA2 squares both
horizontally and vertically.
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Now it’s time to resize all the L2 and L1 BMP files so they are the correct size, instead of being
the same as the L3 zoom 3 BMP files. Recall again that the transparent square grid symbol set
has a grid size of:

Zoom 1 10 Pixels
Zoom 2 20 Pixels
Zoom 3 70 Pixels

Doing the math | will resize the zoom 1 and 2 BMP files in accordance with their relationship to
the zoom 3 BMP files.

So for Zoom 1 10 Pixels /70 Pixels = .1428571 x L3 BMP file dimensions
And for Zoom 2 20 Pixels / 70 Pixels = .2857142 x L3 BMP file dimensions

Using my graphics editor and these ratios | resize L1 and L2 BMPs for all four quadrants (NW,
NE, SW, SE) resulting in the following. Note that when resizing the L1 and L2 BMPs it is
acceptable to turn on the maintain aspect ratio function in the resize tool. Use the same



resampling method used when you resized the original scanned image to zoom 3 scale at the

start.
File Name

sana city NW-L1.BMP
sana city NW-L2.BMP
sana city NW-L3.BMP

sana city NE-L1.BMP
sana city NE-L2.BMP
sana city NE-L3.BMP

sana city SW-L1.BMP
sana city SW-L2.BMP
sana city SW-L3.BMP

sana city SE-L1.BMP
sana city SE-L2.BMP
sana city SE-L3.BMP

Current
Dimension
2788 X 1200
2788 X 1200
2788 X 1200

2788 X 1200
2788 X 1200
2788 X 1200

2788 X 1201
2788 X 1201
2788 X 1201

2788 X 1201
2788 X 1201
2788 X 1201

Ratio

1428571
.2857142
1

1428571
.2857142
1

1428571
.2857142
1

1428571
.2857142
1

Resized

398 X 171
796 X 343
2788 X 1200

398 X 171
796 X 343
2788 X 1200

398 X 171
796 X 343
2788 X 1201

398 X 171
796 X 343
2788 X 1201

Upon completion of resizing | edit all the images with an Unsharpen Mask. You should edit and
adjust the images as needed to make them as clear and readable as possible. The zoom 1 can
be a challenge given the magnitude of the reduction, and you may need to try a different

resampling algorithm if the results are unacceptable.

When you reopen the map, it will look close, but not quite right.

Zoom 1

4 JHPS Simulations <ADC-2Z Map/Board Editor> sana temp.map

File Map Board Symbols  PlaceMames Hexlines HexSides Elewations MapSheets Preferences  Tools

Help
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These irregularities are the seams of where the quadrant slices of the maps are overlapping each
other because they are not correctly positioned. To begin correcting this, open the Adjust Base
Maps tool.

Zlevations | MapSheets Preferences Tools Help
addimModify Mapsheets

&diust Base Maps
Pre-v2.08 Hex Lavouk

25

£

.'f ':J:

The Adjust Base Map Positions allows for the repositioning of my map quadrant slices in all three
zoom levels. You need to do this manually because the Mapeditor does the best job it can in
positioning the map sheets, but often does not get it quite right. Note that the X and Y values are
in pixels.



| P ] ) ] A o |
[ JAdjust Base Map Positions

= -

Set the new X [honzontal] and ¥ [verbical) valuez lor each Zoom Level lor the Baze Maps
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=101 %

bt
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Shest Info

il | Delete

[« when enlenng & new walue, sulomaticaly updale other zoom posilions based on the map/ond size ralios

Fedraw

KZooml | Y.Zoom1 [HZoom2 | Y:Zoom? | X Zoom3 | V-Zewm3 | |}
g, [ERECHNW Hn 0 0 0 0 B
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By highlighting any of the data boxes in a row and clicking on ‘Sheet Info’ the size of the image

and its location on the map can be easily ascertained.

L} _IAdiusl: Base Map Positions

| Set the new X [honzontal) and Y [vertical] values for each Zoom Level for the Base Maps

¥ Zoom 1 ' Zoom 1 ¥ Zoom 2 . Zoom 2 ¥ Zoom 3 | > Zoom 3 |
sana city N Mapsheet Orientation Info x|
" | zana city ME
The mapsheet: sana city 5W has the following dimensions:
zana city S 04
o SE Zoom 1) BMP Size=398 x 171 pixels  Extent=(0, 172} to (398, 343) b4
sana city Zoom 2: BMP Size=796 x 343 pixels  Extent=(0, 344 to (796, 637)

B Zoom 3 BMP Size=2788 x 1201 pixels

Extent=i0, 1204} to (2758, 2405)

[ “#hen entering a new value, automatically update other zoom positions based on the rmapdgnd size ratios.

Add Delete Sheet [nfo

R edraw Cancel | Ok |

|

=T IR

Before entering any values, uncheck the Auto Update of Other Zoom Positions option.

Knowing the width of the NW and SW images, 398 pixels in zoom 1 and 796 pixels in zoom 2
enables me to locate the NE and SE sections to the left of them starting at pixel 398 and 796
respectively. This is a bit counterintuitive as it is logical that one would start them at pixels 399



and 797 — the next pixel beyond the NW and SW map images. But the first X and Y pixels on the
map are not 1 and 1 - they are 0 and 0. While it may be a bit confusing, it actually is easier since
you simple place the mapsheet images using the adjacent images dimensions ascertained using
the sheet info or the by remembering the dimensions used when you resized the images to zoom
1 and 2. By checking the Sheet Info on all the images | enter the values as shown.

;:’_ N ] | L | | T R | | A | &5 L MO Do AT -4, | [T | | | | | W | |
f-%_" Ll J.hdiu'l.t Fase Map Potilions ‘_im_ﬁ O
s
':f,‘ Set the new X [hoiizontal] and Y [vestical] values for each Zoom Level for the Base Maps
-
F." - - - - ———— r - =
i K Zoom1 | Y'Zoom1 |XZoom2 |Y:Zoom2 | XZoom3 | ¥ Zoom3 |
% sana ciy N/ 0 n ] 0 0 28
% |sana ciy NE 38 0 736 o 2788 0 A
w3 |sana chy SW 0 1M 0 M3 0 1200 i
e - H-
Ifh sana cily SE i 17 796 343 are8 1200 |
- 4
et L
+
!_:-_: ™ [when entenng a new value; automabcally update other zooen positicns based on lhe mapv'gnd size raties) il
0k | ik
S e

I To better understand the positioning process

MapSheets | Preferences Tools Help you might want to experiment by entering
incorrect values into the Adjust Base Map

Positions matrix. To make it easy to spot the

. gaps between the map images, change the

By East Scroll is OFF Table Color to something which will contrast
the map images,

Select Map/Board Cverlay Symbol
Map Cwverlay is: OFF

Flace Mames are On
Save Map Position is OFF

.
Set Table Color i
*

Sef Hot Hex Color

Add HexSide Mode is Map

“Set Drawing Order af Map Items
Toggle Map Items Drawn |l

L i,
& T s pa oy 1L e e MR e e gt
e AR AN A TR AR e




¥ (" JAdjust Base Map Positions =10} =]
L: Set the new X (honzontal] and Y [vertical] values for each Zoom Level for the Base Maps

i

- |mena cily B o 0 0 o 0 o

< |sena il HE D EEG 0 736 0 2786 0

sahiacily S o 172 245 0 121

0
sana cily SE 298 i 45 2708 1211

W et entening 2 rew value, automaticall update other 2o pozilices based onthe mapdgid s=e ratins

Ao | [relete | Shest Info |

Cancel [ 0] |

By entering an incorrect Y Value (346 instead of 343) for the Zoom 2 positions of the SW and SE
images, I've opened up a 3 pixel wide gap between the map images. When repositioning the
images, use the Redraw button to apply the changes in the positions. You may need to
experiment with scrolling the map around before opening Adjust Base Maps and repositioning the
Adjust Base Map Positions Window when it is open to see the changes.



| now have a completed scanmap ready to accept elevation and terrain data.

4 IHPS Simulations <ADC-2 Map/Board Editor> Sana.map

File Map Board Symbols  Flaceflames  Hexlines HexSides Elewations MapSheets Preferences Tools Help

oln s fm

Before doing this | delete all the “Temporary” Symbol Set files from the Sana folder, which were
created when, | made the scanmap. | zip the entire folder, rename it with a date, and back it up
on my external hard drive. | recommend saving and backing up your work frequently — it's no fun
doing this stuff twice.

=2 | sana city S b YU KE  BiEmap lmage
%] symvals. st LKE LST File
1KE SET File

1 KB Bitmap Image
1 KB Bitmap Image
S KE Eitmap Image
1 KB Bitmap Image
1 KB Bitmap Image
10KE EBitmap Image
1 KB Bitmap Image
1 KB Bitmap Image
1 KE Bitmap Image
rl;ﬂsana city NE-L3.BMP 9,802 KB Bitmap Image
?ﬁlsana city NwW-L3.BMP 9,802 KB Bitmap Image
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Themes | Desktop | Screan Saver | Appearance  Sellings I

Dell P991 and NYIDIA GeForce3 T 500

&3 GeFoice? T 500 |
Bowibor Troubleshoal

Color Managament ]
Ganesal ] Adaptar ]

|. Aie pau having problenns with vou graphics hardwaie? These
zeilings can help you roubleshaot dsplas-ralzted peoblams.
“Haidware accalerstion

Wanualy confrel the level of acceleraton and perlamance suppked by
your graphics hardwara. Lza the Display Troubleshooter to assid yauin

Die I'I'H{H'g!hﬂ :ham.
o E._..._u.u........................g Ful

Dizable 2l accalerations. Uz thiz setting onlly if yow camputar
fregrantly shops: responding o has olher severe problems.

Hardeiare acceleralan:

[+ | Enabie wwite combiring

Elevations

TIP: When placing
elevation, terrain
symbols, hexsides, and
hexlines, it is necessary
to work in zoom level 3 in
order to be able to see
the map symbols,
contour lines, etc. easily.
This will require a lot of
scrolling around. If
scrolling around is in the
least bit slow or choppy,
turn off the Hardware
Acceleration on your
system. This works
wonders.

At this point, | am ready to begin entering data for all of the locations (the hexes or squares). |
enter the elevation data before placing terrain symbols. The reason is that the terrain symbols,
while small, are not totally transparent and therefore hide some of the map image once placed.

= hana.map

Select Elevations.
HexSides | Elevations MapSheets  Preferenc

Set/Madify Hewx Eleyakion

Fill Map Board Elewvation

Map Elevation Display is; OFf

Werify Elevation Ranges




& Foorr e a
HexSides | Elevations MapSheets Preferences Tools  Help
Egt,l'Mn:ndiF';.f Hex Elesation
Eill Map Board Elewation

Click Map Elevation Display on.
Boxes with ‘0O’ will appear on the
map. These are the elevation
values.

In this case they are very difficult
to read because of the color
scheme.

ar 1 &
A Pa
/ ’

A

5 Elevations MapShests | Preferences Tools Help Change the Table Color to a
Select Map/Board Owverlay Symbol color that will contrast the
Map OverLay is: On black elevation number and

stand out against the map

Fast Scroll is Off -==  colors.
E - Place Mames are On E

Save Map Pasition is QFf

V4

Set Table Color

Set Hot Hesx Colar

y fdd HexSide Mode is Map

Set Drawing Crder of Map Ikems —

Toggle Map Ttems Drawn F
U} __r___ﬁf*"*:sﬁ,d-f ] T~ 2358
- IR ¥
356 iy




531631 6I0HINGINSINGEI0SI1BI1531531531 531531 5316062956265
SHMEMBINEINEINEINEINEIMEM S EITEIM S MM EIBEIME2956266
5316305305305 I05I06I0HI1 6315315931531 5 6I0GI0EI0E 295265
S3MEINGI0AEINSINEINEINEIEIMS5I5I15IMBI06 062962962952 T 5
5316305305305 IS5 INGEINEING I EI15I1EI0E2E62TE2THE2EH 286275
5305305306305 305 305306305 M5 EI0E28 62852665 266286285255
5305305305305 305305305306 3052862652 7T B 2852052 352562 T 5255
5305305305305 305 I05I0B 296286286 2 TH25 KB 256256 225 25KB2TH 256
5305305306306 3063062862862 F52562 TH25 B2 35256206206 2556255
S35 I0E2EH255 295296 28H256 2862 35 28625 KH 225225 206206255255
53062862 TH2TE296 2862862562552 25 286256 2062061962062 452 265
SI0E2E62562562 TH296256B256225 20625625 6B 2061551 565206205205
5295296256235 286256256285 206206 20620620561 TE1 TBATB1 5186

| Elevations Mapshests Freferences Elevation.
SetiModify Hex Eleyation |
Fil Map Board Elevation

T MapElevstion Display &i0n0

| Merify Elevation Ranges
I I

Zoom 2 is not going to be of much use in
entering the elevations, as it is difficult to
discern the topographic data on the map.

However, zoom 2 is a good way
to check for squares that have
not yet had elevation data
entered. Leave the elevations at
‘0’ until you enter the elevation
you want — ‘O’s stand out in a
sea of numbers. It also makes
using the Mapeditor Elevation
Check Tool more effective —
more on that later.

To enter elevation data select Set/Modify Hex



L] o ‘ o ‘ o ‘ o Enter the elevation value.

Elevation: |2355‘ j

Then click on the square you

| | .| want to apply the elevation.

x| You can continue clicking and

the same elevation will be

i placed in the square. You can
: l_ | even ‘X” the Elevation box to
o R get it out of the way and
continue entering elevations on
the map. You will stay in this
MES 59 0 i i i mode until you change the
e Mapeditor tool — so be careful
- about inadvertently clicking on
sa=- the map.

If you make an error simple
enter the correct elevation in
the elevation box and click the
incorrect square. There is no
erase or undo ability.

At first, enter all spot elevations, benchmarks and other known elevations on the map.



|
Tl
|

'\" -
i i i ' rae i 2 e i —_ i [ '
sk ¥ a2
'llr L
' L L ' ' ' ' [ (I
¢ L i i " i i ' ,,rf’
e B e i
| ;
' o |l e mk ' (A ' ' ' i ' l,ﬂ;f '
. - -
: 4Dl - 4 J
[ i T }"'f i s Xazaq ":ﬂ'ﬁ [l [ /'t’/ i '
- I A | 2359 f
i i 1 ',._af."'-' L T i i i i LI i '

Then start filling in the contour lines. Selecting a single contour line and following it is quick and
you don’t have to constantly reenter the elevation value in the Elevation Box. Note you will often
have to think about exactly what elevation you want to place in a square-no matter what the
contour line. Do you use the highest elevation or the lowest elevation in a single hex? Often
terrain features like draws, valleys and saddles can easily be “lost” on the map if you do not
adjust the elevations. So think about what you want to achieve before place an elevation. If you
move too quickly and are not thoughtful you will end up with a bland map without all the elevation
nuances of actual terrain, creating an unrealistic table top arena where there is little cover and
LOS are unrealistically long.



Interpolate elevations to create more natural and smooth terrain. Do NOT simply fill in the same
elevations or you will create unrealistic plateaus where there are none.
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In this example from the Albugquerque map included in POA2, you can see there is very little
totally level terrain, even on an airfield.




Interpolating elevations is critical. This LOS check crosses 6 contour lines with an elevation
change of 89 meters.

hirstrip

_\\ =il su

‘,FI F 5 | !
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And looks like this in a line of sight check because of elevation interpolation.

l LOS Results: OK.  48% Blocked ] x|

LO5 Cross Section

As opposed to this example of a map that did not use interpolated elevations.




AR R | HRye ; gt : o .
Sl LOS Results: FAILED.  Hits Ground Block Pts 1009

: " |LDS Cross Section

Looking at the map you can see that the actual terrain is a very low ridge with a gentle slope. Not

a butte.
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HexSides i_Ei_evaI:inns MapSheets Preference
Set/Modify Hex Elevation

Fill Map Board Elewvation
Map Elevation Display is:0n 7il

b4 Werify Elevation Ranges |

b T e

From the above example you can see
that, unless you are filling in an area of
water, swamp, or dry salt lake, there is
little use for this tool.



error-checking tool.
HexSides | Elevations MapSheets Preferences

SekModify Hesx Elevation
Fill Map Board Elevation

E FE E Map Elevation Display is:0n
] Verify Elevation Ranges

l -

All elevations outside the minimum and maximum elevation you enter will be listed. If you click
on a listed elevation the specific hex or square will have a red box. You can set a different
elevation without having to leave the tool.

I 1 = | [ [
2360
= Thiz utility checks all hex elevations and deterrmines if thep are in
the range between the values specified below. -
Click on hexes in Resultz Bos to jump to them on the map/zet eleyv,
2360 | B
b
E?E ;I IR Find Hexes Dione
| : b anirnunm L —
2360 -| Besults: Set New Eley: |2,35D j
Hex: 336 Elew=2359 -

| |Hex 431 Elev=2543 -
Hewx 486 Elev=2360
g™ Hewx: 489 Elew=2358

] Hex: 557 Eley=2500
e |Hew BE4 Elev=2420 i
Hew: BEE Elew=23E0
I |Hex 634 Elev=2500
Hewx: B36 Elev=2500
E Hex B45 Elew=23E0
Hex 718 Elev=2485

Hew: ¥20 Elew=2400
——  |Hex 721 Elev=2400 —
| Hew: ?23 Elev 23?2

et

i /) THow 754 Elove24n0



Hexsides and Hexlines

Adding hexlines and hexsides is the next process in completing the map.

Important!: Because these map features are linked to the POA2 TEC, it is necessary to ensure
the type and order of the features in the map match what POA2 is expecting. This is made
simple by using the ‘Copy Hexlines From Another Map’ tool, which imports the features from
another map. If you do not do this, and your line definitions do not match what the TEC
“expects”, it can result in unexpected movement and combat effects, and even program access

errors.

Before you import the hexlines you can see that there is no data in the hexline or hexside tools.

“Befintions—————— Line Defintion Neme————— [ * Defnifions—————— —Line Defintion Name

rLime Calor:

Set Colar | .
rLime Style
" Solid (" Dotted (" Dazhed

(" Desh Dot ) Dazh Dot Dot

TBat o 1

rLine Size
Levall Liyal 2 Lewal 3

ﬂ oo ﬂ i} ﬂ oo

rralw Pricrty

Lime Color

St Calar |

—Lime: Style

" Solig " Dotted " Dashed
" DashDot { Dash Dot Dot

LI Sz

Lewvel1 Lewvel2 Leveld

ﬂ i} ﬂ it} ﬂ 2]

—Dirawy Priority

4 I yI Wi} Reset Dravw Priority |

- A | 40 oo Reset Draw Priarity | . - | = |

] ey | Save
l

Select the tool.

MapSheets Preferences | Tools Help
Change Symbaol Set

Re-Size Map (AddiTrin)

Auto-Place Symbols for Hexlings
Auko-Place Symbaols For Elevations

Copy Hexlines From Another Map

Iy | SEVE




You can select any map included with POA2.

A T B Tty )
i 0pen Map File 2)x]
¢ Lack] I'_" Alburguergue j & ck Ea-

'\ File name: IAIbuquerque.MAF’ Open I
Files of type: | ADC Map/Board Files .map] =l Cancel |

:J The following hexline defintions will be added to alrsady existing For this map:
-

River, Stream, Ditch, High Speed Road, Low Speed Road,

Trail, Rl Line, Ford, Hedge, Hedgerow,

Fence, Low Wall, High Wall, Low Embankment, High Embankment,

Small Stream, Treeling, Deep \Water Barrier, Shallow Draft Water Barrilld, Shallow Water Barrier,
&nti-Tank Ditch, Wire {Concerting), Wire (&pron), Large Ditch, Steep Embankment,

ZIFF,

Continue with action?

abort

Save the map.

You can see that the data has been entered.

' ~Defintions——————— ~Line Definition Name——————— " Defintions=—— 7 [ Line Definition Mame
1 |River |River
Stream Stream
Ditch = Ditch 3
~Line Colol s rLine Colar
High Speed Road : : Hih Speed Road
Low Soae Fosd sacor | [ | Low Spesd Road oo | [
Trail Trail
Rail Line: ~Line Style Reil Line e il
Ford & Solid (" Dotted (" Dashed Ford + Solid " Doted (" Dashed
:93“9- (" DashDot (" Dash Dot Dot L d :Zgzzmw (" DashDot (" Dash Dot Dot
edgerow L F {
1 }
Fence Line Size 3 : EB”C\EN - Line Size
ti_o\::\rva::- Level 1 Leval 2 Level 3 : i Hioqu:Waall Lewvel 1 Lewvel 2 Lewvel 3
Igh Vi F o i i i i i
Lo Ermbankment ZI 0 ZI il ZI il 2 4| Lo Embankment ZI ] ZI 0 ZI 0
Hich Embankmerit 1 = | |High Embankment
Small Stream ;I —Draw Priority | Smll Stream | | Draw Priotity
ok Rezet Drasey Priort
v | A I 4 I ,I - Rezet Draw Priority | - | A | 4 I ;I — 3 |
| Deswy | Save | Daone | I ey | Save | Done |




Before entering any hexsides or hexlines check to make sure you are in the map entry mode.

[
pSheets | Preferences Tools Help
Select MapyBoard OverLay Symbol
Map Overlay is: On

Fast Scroll is Off
Flace Mames are Cn
Save Map Position is OFF

71—  Set Table Color —
Set Hot Hex Color

——  Set Drawing Order of Map Ttems —
Togale Map Ttems Drawn 3

L T T T

Hexsides and hexlines use the same list and one could be mistakenly used for another. If you
are not sure use the POA2 Dataview program to determine the correct type.

Ty in A .
“wiire [Concerting) HexSide / Marrow . Add Ma
“Wire [Apron] HexSide / Marrow . Add Mo
Trail HewLine / Marrow Max ‘es
Low Speed Road HesLing / Marrow [GEY Yes
High Speed Foad HesLine / Wide [ Yes
Railroad HexLine / Marrow Max Yes
River Ford HexLine / Marrow Add Mo
River HexSide #Wide Add ({0}
Stream HexSide # Marrow . Add . Mo
Small Strearm HexSide # Marrow . Add ]
Ditch HexSide / Marrow Add Mo
Hedge HexSide # Marrow Add Mo
Hedgerow HexSide / Marrow Add Mo
Fence HexSide # Marrow Add Mo

Open the Hexline tool and select the type you want to add to the map. The line size on the
imported lines is going to be 0 for all zoom levels as we don’t want them to be visible when the
map is used by POA2. However, we need to see them while we are editing, so change the width
to whatever works best for you (1 or greater). Then click save and done.
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Hexlines are entered by clicking on adjacent squares/hexes. If you click on a non-adjacent
square no line will be drawn. This is a useful method of temporarily stopping the process if you
need to zoom, scroll, or start an unconnected hexline on another part of the map. A box will
appear on the map wherever you click.
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Even though roads may look wide, consider their path and make them low speed roads if they are
not relatively straight thoroughfares.
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When drawing roads the important thing is to attempt to match the possible paths from one
square to another. Single lines can represent multiple roads in a single square. No need to worry
about what it looks like, since the lines will not be visible. Given the restraints of working within a
grid, you will have to make decisions on how to use roads (and other hexlines/hexsides also) to
best represent in simulation terms the map terrain. Note this is a very incomplete example, but it
is representative of what needs to be done.
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If you make an error, right click on the square containing the error. You can delete individual
lines or simply clear the entire square of hexlines. Note the order of the hexlines is the first line
added to the square is at the top of the list.

e W A | e W W AW ——

2z
—Primary Terrain —Hex Line
| Blank* Lowy Speed Road
- Lowy Speed Road
Secondary Terrsin

—Aditionsl Attributes

rHex Sides

CIé_gr'HaH_ Clear Section | ClearElement §:

Hewiterns are drawn in the following crder [bottorn ta top): Primary Tenain -
Secondary Temain - Hex Sides - Hex Lines - Hex Attributes [in order entered)

| b T Teee T T W T EE L =

Adding Hexsides is similar to Hexlines. Select the line type you want to place on the map,
increase the line width, and ‘Save’ then ‘Done’ to start adding.
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gexsides 0 g
| - Deefinition —Line Defintion Matme
Fence :I |Sma|| Streatm
Lo Wl
clétr bl =Line Colar
Lowy Embankment
Hioh Ermbankmert =&t Color | -
Treeline —Line Style
Deep Water Barrier " Solid " Dotted {+ Daszhed
Zhallowy Draft Water Bs " DashDot ( Dash Dot Dot
Shallowy Water Barrier
| : ;
_ Arti-Tank Drtn:h e
VB e angeing] Level 1 Level 2 Level 3

Wire [Apron - a0 A
Large Ditch El 2 El 4 El B

Steepn Embankment
Cliff * —Diray Priority

Reset Drawy Priorit |
w | oA ||| Sl
[y | Save | Done |
- = T o a— o — T Y

Use place the mouse cursor in a square slightly toward an edge and shadow band will appear.
Clicking then places the terrain feature on that side of the square. If you make a mistake, simply
place the shadow band over the hexside you want to remove and left click.
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Even more than hexlines, you will have to think about the end effect in POA2 of where you place
the hexlines on the map. As in the case of these High Wall features most will not follow the POA2
mapgrid lines. But by careful placement you can create the desired compartmentalization, which
will create the overall effect of the hexlines.
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You can turn the Map elevation displayPn to assist in placing both hexlines and hexsides.
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Following placement of all hexlines and hexsides, change all the line sizes to 0 to make them
invisible on the final map, click ‘Save’ and ‘Done.’

-
' rDefintions———— ~Line Definition Mame
IRiver
Stream
Ll Line Calot _
High Speed Road '
Low Speed Road Zet Color | - [
Trail
Rail Line —Line Style
Ford % Solid " Dotted (" Dashed
Hedae (" DashDat " Dash Dot Dot L
Hedoerow 5
b
Fence ine Size Ir
L_DW el Lewvel 1 Lewvel 2 Level 3
Higgh vl - -
Lowy Embankment ﬂ o j 0
High Embankmart
=mall Stream ﬂ —Diranvy Priority
v | A | ‘ ‘I ,I -~ Reset Draw Priority |
e | Save | Done | L

Placenames

Placenames are text strings up to 24 characters long, which are visible on the map. These can
be used to identify terrain or other man-made features. When creating a scanmap using the
transparent square grid symbol set much of the important terrain will already be noted on the
printed map image, so there may not be need to use this feature.

Select Placenames Tool

__]HPS Simulations <ADC-2 Map/Board Editor>= Sana.map

File Map Board Symbals | PlaceMames Heslines HexSides Elew:

®




Click on the Square where you want to add a name

- | "> e TEW T "1 | - - ARV T a r 1
. P PlaceNames
—Fomt————————— Lv1 Orientation—— Color

" Courier " Lowver Center

" Firedsys (% Upper Center

M5 Sanzs Serf " Lowver Right

M5 Senf " Upper Right

" Impact " Upper Lett

" Brush Script MT " Laower Left

" Sustem { Center Left

" Times New Boman " Center Right

= Aial " Hex Center

W CopyLlvita23

‘ —Siyle————————— Symbol
" Bold Select Symbol |
[ ltalic
I Underline ‘ (Mone Selected)
—Size —Text

m i’ : Soviet Embassy
Lz | =16
ﬂ i’ 24 |Snviet Embazsy

Mote: Ornentation can be zet indiadually for each I I |
zoom level by clicking the Level 1/2/3 buttons. RIS e BoE

The Placename tool is pretty self-explanatory. The size is the height in pixels and is zoom level
dependent. In this case I've made the zoom 1 level text invisible. The color, font, and style apply
to all zoom levels, but the orientation form is zoom level dependent. You control which zoom
level the orientation form is at by clicking the size box, as is noted on the form. Click ‘Save’
before clicking ‘Done.” You can edit or remove a placename by clicking on the square and editing
as desired or clicking ‘Remove’. If you are trying to edit and the Text Box comes up blank, you've
clicked on the wrong square.



Terrain Symbols

%, HPS Simulations Point OF Attack 2: Defense in Sector |[Scenario 1 (free setup
File Command Staff Officers | Display Freferences Help

“GAME- -MAP DISPLY  Toogle Grid (iF available) Ctrl+E
v Toagle Elevation Shading CErl+E

Bl&| HE
L : ——  Toggle Force TreefInfio Panel Chrl+F
[ Sk =~ 7" Toggle CFf-Map Area Display Chrl+0

Toggle Combat Report Display
Bring Current Location Info ko Top

Shiows Lnits

Show Minesiobstades/Sensars
Show Improved Positions
Show DFJTRP's

Show IFTats

Show Engr Ops

Shows ickory Objective

Map Cverlays b

Display Scenario Description
Display PEEM Messaging [ Scenario Nates

Cormposite Uik Mode
Jurnp To Location

The first step is to set the Primary
Terrain to the proper elevation color
(shading) symbol. In this set, there are
twenty levels ranging from green to
brown.

If you recall, POA reserves the Primary
Symbol for elevation shading. If you
use “real” symbols instead, the user
will have to turn the elevation Shading
option on to see them.

If you recall, in POA2 you can also turn
the terrain tiles on or off.

Setting the Primary terrain to elevation shading symbols results in the elevations being color
coded in zoom 1 and 2, with the lowest elevations in dark green and the highest in dark brown.



k. HPS Simulations Point OF Attack 2: Defense in Sector [Scenario 1 (free set upl.ops]

This depiction of elevation is not produced by POA2, but is an integral part of the map. The
elevations are keyed to terrain symbols in the symbol, and these symbols use the Primary Terrain
layer in the map.

— The Mapeditor does the work. Open the Auto-
Frens| | ods  Hop Place Symbols for Elevations tool.

ange Syl 5ot |

e o R ) e Note these examples are from the Albuquerque
ymbols for Hexnes: map, which has all the elevations already
entered.

Copy Hexdines From Anther Map

Ensure you are placing the elevation symbols in the Primary Terrain layer, and then add the
elevation symbols to the right window in low to high order.
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i Link symbaols And Elevations
Eile

Available Symbols:

Symbols can be added by either double
clicking them, or by highlighting one [or
miore] symbalz and clicking "Add Mow'!,

Selected Symbol List:

Select one [or more] enties and click an
action buttan.

Clear f} Movelip
Clear &Ll & MoveDn

 bddtow |

|Dbstac|e.f'Mine Gai ‘I Elevation 1
Elewation 2

Elewvation & Elevation 3
Elewvation &

Elervation 7
Eleation 3
Elervation 3

Elervation 10
Elervation 11
Elevation 12
Elervation 13
Elevation 14
Elevation 15
Elervation 16
Elervation 17
Eleration 18
Elervation 19
Elevation 20
Radioactive drea
Syztem Uze
Syztem Usze

=l

Mir M ap Elevation: 4918 Elevation Range Per Symbal 1047
Max Map Elewation: 3080

MOTE: Spmbols are matched to elevation
ranges in the order they are listed, lower
elevations [top] to higher [bntturﬁ]

¢ Make Spmbols Primary T errain [replace existing primary terrain in hex]
" Make Symbol: Secondany Terain [replace existing secondany terain in hes). Cancel Update Map How
" Make Spmbols Attributes [add ta attributes alieady in hes- nathing replaced].

The tool reads the elevations you already placed on the map and does the calculations of how
many elevations levels are included in each symbol range. When all 20 elevations are listed in
the correct order in the right window click ‘Update Map Now.’
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e
Filer
Available 5ymbols: Selected Symbol List:
Symbols can be added by either double Select ane [or more] enties and click an
clicking them, or by highlighting one [or action button,
more] symbols and clicking "Add How',
[Clezr 4 hovelln
~ fdd Now Clear ALL & Move Dn
ObstacleMine Gap Elewation 1
: Area Elevation 2
System Lse Elevation 3
System Use Elevation 4
System Use Elevation &
System Use Elervation B
System Lse Eleration 7
System Use Eleration 8
System Lze Eleration 9
System Use Elervation 10
System Lse Elervation 11
System Usze Elervation 12
System Use Elervation 13
Sewer Elervation 14
Tunnel Eleration 15
Large Storm Canal Eleration 16
InfIF 1 Eleration 17
InfIP 2 Elervation 18
InfIP 3 Elevation 19
Inf 1P wicover 1 Elervation 20
Inf IP wicover 2 ll
: o : MOTE: Sumbolz are matched to elevation
m:xh::app?fe\;a;fonr;_ 33153 ElevatiariFiange Fer amoo L ranaes in the order they are listed, lower

elevations [top] to-higher [bottam)

= Make Symbols Primary Tenain [replace existing primary terrain in hex],
" Make Symbolz Siacnnda_ry Terrain [replace existing secondary terrain in hex).
" Make Symbols Attibutes [add to attributes already in hex- hothing replaced).

Update Map How
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The map will then be automatically filled with

the elevation symbol colors. Select the ‘Toggle

Map Items Drawn” and uncheck Primary
Terrain.




5 | Preferences  Tools Help

Select MapfBoard Overlay Symbol

Map Overlay is: On

Fast Scrall is OFF
Place Names are On
Sawe Map Position is On

Set Table Calor
Set Hok Hex Color

Add HexSide Mode is Map

Set Drawing Order of Map Trems

v Secondary Terrain
v Hexsides

v Hexlines

v FlacenameiCity Symbals
v PlacenamefCity Text

v Atbribukes

—Primary Terrain

IEIevation 4

—Secondsry Terrain

IOpen

—Flace Mame

—

—Hexd Lines

A dditional Attribites

2 Story Light Building

Hex Sides————

Clear He# | Clear Secton Clear Element

T ol PR W LA W T A T O S Y

Hes iterrs are drawn in the fallawing arder [batbarn ba top): Primarg Terain -
Secondary Terrain - Hew Sides - Hex Lines - Hex Attibutes (it order enlered}

—

With the Primary Terrain not drawn, the
scanmap is visible again.

Right Clicking on the map shows the all the
layers.



_-_IHPS Simulations <ADC-Z Map/Board Editor > Next, the Secondary Terrain Sym bols are
File | Map Board Symbols  PlaceMames  Hexlines He p|aced_

Place Primary Map/Board Svmbol

= . LR
Place Secondary Map/Board Symbol . ‘ .

= AR R Note that there is no ‘Place Attribute Mapboard
1 E':: ;”mar;’ MailfBME:d 5;";b°'b | Symbol’ listed — if you add more than one
s B 3econkiclf apboat d e secondary symbol, any addition symbols are
T Cear/Reset Primary Symbols automatically placed in the Attribute Symbol
:‘.__t Cleat/Reset Secondary Symbols L
)" m  Clear/Reset Attribute Symbol ayer.

1 Al winbols

-f" L\ Randomize Map Tiles
A" Vi 7, 4

The first Secondary Terrain symbol you place in a square should represent the majority type of
“ground” which fills the square. These include types such as: Open, Meadow, Plowed Field,
Desert, Rough, Rocky, Rocky Desert, Shallow Water, Shallow Draft Water, Deep Water, Frozen
Water, Glacier, Bog, Swamp, Marsh, Sand/Beach, Sand/Desert, Sand Dunes/Loose, Scrub,
Terraces, City, Town, Village, Crops, and Rice Paddy.

Note that these are purely ground or surface types of terrain. Things such as trees and small
buildings are not included, since they could be cut down, burned, or otherwise removed from the
location, or could be influenced by seasonal effects.




"iacn Tarnan es Sexmlaey = TIP: Stretch the Place Terrain as Secondary
Window as long as you can and place it on one
side of the Mapeditor. This makes finding the
terrain symbol you want easier and eliminates
a lot of scrolling.
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After selecting which terrain symbol type you want to work with, it's simply a matter of making a
determination of whether that type is appropriate for the square and then clicking on it. It's up to
you to analyze the map and select the correct terrain symbol. In some cases it might be
necessary to abstract/modify the terrain a bit because the square grid does not align with the
reality depicted on the map image. For example, I've circled a square | have made open terrain,
even though there is City terrain in the square too, in order to create the open square which
overlaps 2 squares. Making the open area 2 squares wide would make it larger in POA2 than it is
in reality. My version abstracts the open area my shifting it on my map.
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Once the secondary terrain has been entered, place the other terrain types in the square. These

will be placed in the maps Attribute Symbol Layer.
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Attribute Terrain Symbols include Large Storm Canal, Scrub, Orchard, Vineyard, Scattered Trees,
Light Woods, Forest, Jungle, all the various Building Types, and Storage Tanks



° Primary Terrain r—Hex Ling:

IEIe.va.tjqn 1

1 ~Secondary Terrain EEE
i ]
': IOpen EE
i =l
o Place Mame——— i
i E—— &
1 i

—Addtional Attributes

Select |[E¥EWHIE
L 5 :
o\ ey

Clear Hex EI.e'arSec_tl‘onl CIanElementl Exit |

. Hex items are drawn in the following order (bottom to top): Primary Terain - ko)
" Secondary Terrain - Hex Sides - Hex Lines - Hex Attributes (in order entered)
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To correct errors, right
click on the symbol you
want to change and
click ‘Clear Element’. If
you have more than one
incorrect symbol in the
Additional Attributes
Box, you can delete
them all by clicking
‘Clear Section’.
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MEETE x| When you place more secondary terrain in a

square, the terrain symbol simple gets added to
the Attributes list.

Primary Terrain———————————— e Lines

lEIevation 1

—Secondary Terrain

|Onen

rHlecE Name———————

—

—&dditional Attributes——————— ~He Sides

2 Story Medium Buildinos
I Scattered Trees

i Clear He:-; Elear Sectian ClearElement

'_ Hex items. are drawn in the following order [bottom to topl. Primary Terain -
:_ Secondam Tenain - Hex Sides - Hex Lines - Hex Attibutes in order entered)

=T O e — -2} a1

Once all the terrain

symbols are added,  ions MapSheets Prefersnces | Tools Help
all that is left to do t Tools Hi

is to change the

Change Svmbol Set

symbol set since we o ;

don’t want users to | | i Bl B

see all of our :ﬂ 13 g futo-Place Symbols far Hexlines I _

working symbols. - | \ My  Auko-Place Symbols For Elevations ‘j_ " |
ne ' g = "
\‘] . | ,X."-' 1 Copy Hexlines From Another Map
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open R B
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Loak jr; |l.ﬂ Tranzparent :i &= [ £ v-
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E wiorking transparent square grid.set

Relink the map back
to the Transparent
Square Grid.

P W

quat

T A s I |

5 Fil_EﬂmE; |transparent zquare grid. set Open I
Files of lype: I.-’-‘-.DE Symbal Sets ﬂ Cancel |
4

atll .l I e

Finally, make sure all the Map

ltem toggles are checked, so & | Preferences Tools Help

they are visible in POA2. Select Map/Board OverLay Symbal
Map Cwerlay is: On

East Scroll is OFF
Place Mames are On
Save Map Position is Off

Set Table Color
Set Hok Hex Color

Add HexSide Made is Map

Sek Drawing Crder of Map Tkems
Toggle Map Ikemns Draw W EﬁmwTarraH-'
v Secondary Terrain

W Hexlines

v Placename/City Symbols
v Placename]City Text

v Akbributes




Review the map in all
zoom levels to ensure
you so you DO NOT
see this. Remember
to set all hexline and
hexsides to a size of
zero.

Linking the Map to POA2

In order for POA2 to use a map, the map, symbol set, and the POA2 Terrain Effects Charts must
be linked. This link data is stored in an *.ECX file maintained in the map’s folder. Because the
Transparent Square Grid Symbol Set is included with POA2, the more time-consuming aspects
have already been completed.

Open the POA DataView Program.

@ HPS Simulations
[T Inkervideo WinDVD



Open the Terrain Effects Chart.

Use the ‘Link this TEC to a Map’ tool.

[]HPS Simulations: Point of Attack 2 (DataVi ! I [t S
File Edit Help
—Data Tables————— Unit and Force Structures
Temain Effects Chart Mations, Forces, and Groups
Bridge Types Awwards and Medals
ObstacleTvpes 8 Leaders
Atmospheric Conditions TOE

Ammunition Classes

Ammunition ['ata

Cluster/Multiple Munitions

Armor Data

MBEC Protection Systems [MOFP]

Mines [Land+ ater]

Sensors and Detectars

Foint Missle Defense Systems

Decoy Systems

Radar Systems

Laser Systems

Guidarice System Jammers

Advanced/E nergy "Weapons

Improved Positions

Engineering Systems

Gun/Mizzle Launch System |

‘“Weapon Systems | Close |

.L_jTerrain Effects Chart {TEC) Data

File Reports Linkthis TEC toaMap  Mowve Row  ResetC

Enter the general informa each terrain type.

for the LOS x-section displdy.

Gereral Data | Other Effects Clear




Select a map that uses the
Transparent Square Grid Symbol
Set.

Now open the ‘Use This TEC with
Another Map’ tool.

Select the new, unlinked map folder...

Use This TEC With Another Map.

Temnain, hexside and hexline types used by the selected map will be ‘

finked to values in this TEC. s
WEIF Select The Map To Use these Links _ﬂﬁl C

Sym Fi

TECF SeBgE

Laook jn: | 13 Alburquenque

I

Fire 1

Fire 3
Smok
Smaks
Smok
Rubbl

File: narne: |Albuquerque. AP

Bubhl  Files of wpe: |Simulati0n Map Files [* MAF] ﬂ ﬂl
Rubblerrresmr | LRLE IR = = e A
1 _' i g | edlered ] T8 ad i paalinls ava) Healiell by I0C Lipess - . In] !|:|
Teinan, Baasade oo b =% ol by e seleoted was will he
ek el im b TEL. | Gl |
i = e e
Soan Pl {5 Progoens FlhHPS 3 H St 35 prabeal Bt gy !
TEC Fie! } \Fiogram FerHFE OF dack Doy TahiseGiaels | Carieal |
WAF FEATLIRE UEEE TET LIME :"j
Feu 1 . ’
| FEE
Fio 2
Erncka 1
Bk 7 Pt Lirkesd
Erwadm 3 ok Larbimd =
A ubbdesL kgt Aihbde L agiw

Select The Map To Use these Links i ?I XI

Look jn; |kj Maps _ﬂ ] Ei‘ -

© |5 aburquerque |)Kirtland AFE Map 2 sana temp,map
- |3 Bluefiglds |C)Plei Rongal
- 3R Trwin | Puschendorf
| | —JHokok-en-Auge
| ilrag () 5angt'am-ni
© |Skirtland AFE Map 1 sana temp(BACKLUF), MaP
-l | 2l
i
* File name: | Dpen I

Files of type: | Simulation Map Files [ MAP)

j Cancel I

7




..and select the map. EIF)

Look jn: Ilf_"‘iSana ﬂ & £k B

File name:  |Sanamap Open I

Files of lype: | Simulation ap Files [%MAP] =l Cancel |
) P

o

Fain 1 =d gl 1 (== it g e 1 MU 1 AEGYW MUd 1

=1oj x|

You can see thatthe '
correct map, symbol

set, and TEC file are

linked. Termrain, hexzide and hexline types used by the zelected map will be
linked to values in thiz TEC.

— Restore Previous Links For this Map

Map File: J:\Program Files\HPS SimulationsPoint OF &ttack 23MapstSanatSanan | Tave and Exit

Sym File: J:A\Program FileshHFS SimulationziPoint OF Attack 25Symbol SetzhSaqua

TEC File: DAPOAZND ata Tables\Standard TEC Cancel
MAP FEATURE: UISES TEC LINE; -

Fire 1

Fire 2 * Mot Linked *

Fire: 3 * Mot Linked *

Smoke 1 * Mot Linked *

Smoke 2 * Mot Linked *

Smoke 3 * Mot Linked *

Rubble/Light Rubble/Light

The .ECX file has been & 1:\Program Files'HPS Simulations'Point OF Attack 2\ Maps'Sana
created in the Sana

0s

Map folder. File Edit Miew Favorites Tools  Help
= | = --] I i Ve

@ Back \_) I? | y Search || Folders | e |9 x i
Name | Size | Type
[=5ana,ECY 1KE ECKFile

=] 5ana.sML LKE SMLFile

=) sana.map ZLEE MAPFile

| 5ana.EBU LKE EBUFile

Congratulations, you’re Done!

It's been a long road, but when this last step is complete, the map is ready for use in POA2!






