Adding a custom map in COI.
Close Combat Cross of Iron is extremely versatile in its standard options for customization. It is quite easy to add a custom map. 
How to add a custom map that was designed to work with COI or CC3:
Select the map of your choice and all of its 6 map files and place them in the map folder: Close Combat\Close Combat III\Maps
That is all there is to it!
Caveat: the map must be coded to work with the same elements file as in COI.
For a Close Combat map library go to the download section of http://www.closecombat.org/ . Requires a log in.
How to add a map from one of the other stock games:
You can add maps from one of the other games from the Close Combat Series:
CC2, CC4, CC5, Wacht Am Rhein, Last Stand Arnhem, The Longest Day, Close Combat Modern Tactics.
However, these maps need to be converted on 2 points to work with COI: the elements file and possibly map dimensions. 
How to convert a map to COI:
Firstly, COI maps may not exceed 2880 pixels along either axis. If it exceeds 2880 pixels then it needs to be shrunk first. To verify the dimensions you do the following:
Get the tool CC2Tools v5.02. Download it here: http://www.closecombatseries.net/CCS/modules.php… 
Open the app. Go to : Map-Convert / Shrink/ Expand/ Rotate.
Select tab ‘Convert/Shrink’ . You may skip point ‘1’ here. At “2:” click “Select file” and select the txt file of the map of your choice. At 3 and 4 you see the map’s dimensions expressed in elevation tiles (3) and deployment tiles (4). 
2880 pixels corresponds with 24 deployment tiles. 
If the dimensions on either axis are max 24 tiles then no shrinking is required.
If on either axis the 24 deployment tiles are exceeded then the map has to be shrunk along that axis. To shrink it to 24 deployment tiles simply select the number in the dropdown field of the axis you need shrunk. You will notice that the number of elevation tiles is automatically updated.
Now, changing the dimensions by only adjusting the number of deployments tiles at point 4 reduces the map on right side of the horizontal axis and on the top side of the vertical axis. This may not be convenient. If you want to shrink the map from the other direction then you have to do this under step ‘3’ by reducing the elevation tiles, which requires a bit more planning.
Example of how I do it: I export the bgm file to jpg. Open in PSP/Photoshop/Gimp , add a grid of 120x120 pixels and simply count the number of tiles to determine where to crop the map. 
My map’s size is 3840x3240
On the Convert/Shrink tab I find this:
3: Elevation tiles: (40x40)
horizontal left = 1 ; right = 96
Vertical top = 1 ; bottom = 81
4: Deployment tiles (120x120)
horizontal = 32 ; vertical = 27.
To cut the map at the bottom of the vertical axis from 27 to 24 deployment tiles, change 81 into 72 (3 deployment tiles correspond with 9 elevation tiles (81-9=72) . To cut the map from the top change 1 into 10 (1+9=10). It is possible to decrease both sides at the same time, for instance 1 tile at the top and 2 tiles at the bottom. 
The same principle applies to the horizontal axis. 
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From the start:
Start at ‘1’ to select the correct elements conversion table. Click on the ‘Select Terrain-Elements Translation table’ dropdown menu and select ‘select external table’. Then go to the elements translation tables folder of CC2Tools v5.02: CC2Tools v5.02\ElementsTranslationtables and select the appropriate file. The tool comes standard with a number of files but it is possible to create your own as I have done. 
So, if your map is a CC5 map select CC5toCOI.txt. This speaks for itself. Leave ‘Input file format’ on ‘autodetect’. Then select the appropriate Output file format.
At 2 Select your map’s text file
At 3 or 4 Change horizontal and/or vertical elevation tiles.
After that follow the steps below
• Click Shrink – save the file under a new name.
• Click Shrink LOS – select the LOS file - save the file under a new name.
• Click BGMap - select the BGM file - save the file under a new name.
• Click MMMap - select the BGM file again - save the file under a new name with .mmm extension.
• Click OVMap - select the BGM file again - save the file under a new name with .ovm extension.
• Click Roof… - select the rfm file - save the file under a new name.
All 6 files (btd files are excluded because they are not used in COI) must be named identical. See stock maps as an example. Do not use more than 8 characters. 
So, the tool does most of the work for you. Just make sure to save the files properly. 
Don’t be discouraged if this tutorial makes converting maps seem complicated. It is more tedious than complicated and it only requires a bit of discipline if you want to convert maps. Imagine the work involved when converting a complete mod of 44 odd maps…

Hope this helps,
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