Stratmap guide for Pitf / GtC                                       v.1.0  -   8.May 2020

[image: ][image: ]How to make a strategic map for Panthers in the fog and Gateway to Caen.
Required tools:
Microsoft Excel or similar spreadsheet program.
Photoshop or Gimp -This tutorial is written with Photoshop in mind.
CCMunger.exe – Matrix developed tool to manipulate graphics archives of PITF/GTC.
Adobe Bridge - or other batch renaming program.

Included with the tutorial:
PS and Excel templates: 
Stratmap.psd
De-briefmap.psd
Arrows_template.psd
MDstrategic -Red ring placement template.psd

Provided Photoshop actions and scripts: *Provided*
1. Save stratareas – action. (This is saving one area.)
2. Stratarea repeating actn. (This one is for repeating the “Save stratareas” base action)
3. Save de-brief gadg Blueforce-color and markers -action.
4. Save de-brief gadg Redforce-color and markers -action.
5. Save de-brief gadg Split-color and markers -action.
6. Arrows Base action (This is saving one arrow)
7. Save arrows repeating actn (This one is for repeating the base action)
8. Export Layer Coordinates – Script.
9. Export Layer coordinates x+y+width+height – Script. -This outputs layer names as well, providing easy overview of the exported data, but causing the need for cleaning the data in excel before they can be copied to stratmap.txt.
10. Export Layer coordinates x+y+width+height -no layernames – Script – Same as above but without outputting layer names. Use this if you know what you are looking at.



Required skills:
Basic Photoshop skills – You don’t have to be a graphics artist, but you need to be able to run scripts and actions. Also you need to be able to edit parts of an action to fit your specific needs, based on number of stratmap areas in your project. This editing is as simple as copying and pasting or deleting parts of the reating actions.
MAKE BACKUPS You need to make backups and save often. – Its nothing more frustrating in modding than to have to do the same work twice because you lost the work through a crash or a personal error.


Images and files needed for a functioning stratmap:
All images need to be 32.bit, .tga (uncompressed)
Pure white is: Red 255 Green 255 Blue 255 (RGB) or Hex: ffffff

strategicmap.tga – (No specific size limitation) 
Main base graphic of your strategic map – goes in CCimages.pix. 
STRAMAPAREAXX_000.tga – (No specific size) 
Stratmap areas symbolize the tactical battle maps positions in the bigger picture.
STRAARROWXX_000.tga – (No specific size) 
Arrows are used to show battlegroup movement between connected stratmap areas.
STRAFRONTLINEXX_000.tga – (No specific size) 
Front line marker used between Stratmap areas to visualize forward line of own troops.
STR_PANEL_TOP_RIGHT_000.TGA – (239x111) 
Overview stratmap for the strategic maneuver phase. – The image you use here might need to be stretched out to fill the frame/space, depending on the shape and dimensions of your stratmap.
STR_PANEL_TOP_RIGHT_001.TGA – (239x32) 
Lower part of above overview stratmap.
STRMINIMAP_000.tga – (226x96)
Small version of the strat for overview on the campaign maneuver screen – This gadget is overlayed on the STR_PANEL_TOP_RIGHT_000.TGA.
Medium_Campaign_Map_000 - (1024x478)
This is the Debrief map where de-brief stratmap gadgets are placed in the OPS/Campaign part of the debrief screen.
MDSTRATEGIC_000.tga - (PITF: 396x189; GtC: 309x335)
This map is available during pre-battle briefings. By “MAP” and “Overview” buttons. The MDREDRING will indicate where the next battle is taking place. 
DESTRATMAPXX_000-002.tga – (No specific size, but all areas must fit within boundaries of the Medium_Campaign_Map (1024x478)).
Map areas for the de-brief map to visualize what side controls the area. – 3 of each are required. Blueforce, redforce and contested. 
MDREDRING_000.tga – (11x11)
Marker for the MDSTRATEGIC map that indicate where the upcoming battle is located on the strategic map. This map is available during pre-battle briefings. By “MAP” and “Overview” buttons.

Sizes and positions of some of the above graphics can be changed by editing the Data/Base/GUI.Txt file. The measurements given are those of stock PIFT.

Overview of the process:
1. Choose base stratmap image
2. Make strategicmap
a) Create strategic map areas
b) Create arrows
c) Create frontline markers
d) Input data to Stratmap.txt file
3. Make debrief map
a) Copy and scale down stratmap and areas.
b) Input data to Stratmap.txt file
c) Add colour and icons to debrief map areas.
4. Create other gadgets.
Detailed steps:
Stratmap:
1. Base image: Make or find a suitable base image for your stratmap. This is the strategicmap.tga

2. Strat areas: On top of the stratmap image make stratmap areas with pure white – Areas need to be “solid” without anti-aliasing causing soft edges. Each area on a separate layer. Each area touching, but not overlapping its connected neighboring areas.
A tip in PS is to ctrl click the “new layer” button – this creates a layer below the current layer and takes care of correct numbering with low numbers at the top of the stack. Group these layers in a folder named “Strat areas”.

3. Center marker: This point does not need to be the excact center of the stratmap area. To collect the strat areas “center” points around which the control markers and support missions, BGs etc are grouped: Make one new layer for each area and mark the approximate center with a 1 pixel pencil. Group these layers in a folder named “Centers”. It can be helpful to check each area for clearance with a gadget template like the one supplied. 

4. Arrows: – Each connection needs a pair of arrows. Each on its own image, so the pair of arrow images needs to share the X/Y measurements and coordinates (in stratmap.txt). Each arrow is drawn on its own layer and the layer size is made to encompass both arrows in the pair by using a shape layer.
   [image: ]           [image: ]
Left: Bounding box in black – this is a square shape on its own layer. 
Right: Example of how it looks when saved. The arrows are saved with the whole bounding box as boundary, but with one arrow at a time. 

Arrows should be drawn in pure white as they will get a colour overlay ingame. Shadows are encouraged, and they can be black. Using an adjustment-layer and “drop shadow” is a quick way to add shadows. The adjustment-layer can be quickly copied to all arrow layers.
Draw your arrows with this in mind– well, you don’t have to freehand draw them. – You can download arrow graphics as custom shapes and adjust them to your purpose. [image: ]
Downloaded free arrow shapes in PS
Choose shape tool and pick “custom shapes” – pick your arrow style from the drop down menu. 
Make a new folder “ARROWS_000” and create one arrow shape. Copy this layer (Ctr+J) so there is one layer for each connection on your strat map. Adapt and edit the arrows so each one fit its connection. 
[image: ]
[bookmark: _GoBack]Picture: I placed one center gadget template on each area, then designed my arrows – this ensures there won’t be a conflict between the different graphics. My first set -Arrow_000 has got a red colour overlay – This is temporary and will be removed later. It was done while drawing the second set of arrows to easier see what connections I had left to do for the second set of arrows. (Arrow_001).  

The ARROWS_000 folder should now contain all arrows for one direction.
Copy this folder and rename the copy “ARROWS_001” – In this folder move, flip and rotate the arrows so they point the opposite direction. When satisfied with the placement of arrows in both folders:  
Turn visibility ON for both arrow layer groups and all arrows.
Make a Layer group, below the arrow groups, titled “BOUNDS”  
Pick the “Rectangle tool” set to “Shape” but with no fill and no stroke.       [image: ]
Rectangle tool settings for the bounding boxes.

Draw out one rectangle, on its own layer, around each pair of arrows, encompassing both arrows and shadows. There should be one rectangle layer for each connection on your stratmap – all contained within the “BOUNDS” layer group.
Connection 0 should be the top layer of the group. The X/Y dimensions and position coordinates of the rectangle layers is input to the stratmap.txt under the heading: “# Coordinates (x,y,width,height) on the strat map screen for each arrow gadget”. This will be done in step 11.

Duplicate both Arrows folders and “Bounds” into the “Arrows_template.psd”. 
Merge the arrow layers inside “ARROWS_000” folder. Before merging you should check that none of your bounding boxes or arrows is overlapping with each other. – Normally you will have overlap if you didn’t think about it when you drew the arrows and boxes, and sometimes it’s still unavoidable. I had overlap so selected each of the 3 components (Both arrows and their bounding box) and moved them to a free space on the canvas. (Don’t worry we will grab the X/Y and coordinate data from the main stratmap.psd file.) 
 [image: ]
Ctrl-left click this merged layer to select all, then go to “Channels” – New channel and fill with pure white.
The channels panel should look like in this image: [image: ]
Now select the bottom Background layer, run the “Save arrows” action. Your layers should look like in the below picture: (I removed some of my boxes to get everything in the picture.)
[image: ]
When the action is completed and successfully saved all your Arrows_000, go to Channels and delete the Alpha channel.  Then it’s a matter of repeating the process for the other set of arrows: merge the arrow layers in “ARROWS_001” folder. Ctrl-left click this merged layer to select all, then go to “Channels” – New channel and fill with pure white.
Run the “Save arrows action again.

5. Frontline markers: Exactly same concept and process as with the arrows. – However these are optional and could be replaced by 1 pixel placeholders. If this is your choice entries still need to be made in stratmap.txt – Each map connection needs 1 entry. Group any layers in folders named “STRAFRONTLINE_000” and “STRAFRONTLINE_001” and run the “Save arrows” action as you did with the arrows.

6. Extract values: Use provided PS-script to save out X,Y dimensions and coordinate values of all layers in the Stratmap.psd.
7. Renaming: Rename all files to correct naming convention by using batch rename in Adobe Bridge or any free batch rename program.

8. Make mod folder: The mod folder is a folder you make in the game root directory – for my install it’s for example C:\Matrix Games\Close Combat Gateway to Caen\MAPCONTOURS. 
In this folder you put your modified files with the same file structure as the main game. 
You also need to create a shortcut from the game .Exe file and update the shortcuts target and start entries so it corresponds with your game folder.
One of my mods looks like this example:
Target: "C:\Matrix Games\Close Combat Gateway to Caen\CCE.exe" /D MAPCONTOURS
Start: "C:\Matrix Games\Close Combat Gateway to Caen\MAPCONTOURS" 
Use this shortcut to start the game with the modified files.

9. Pack the files: Unpack pix file and overwrite the existing stratmap.tga with yours. Repack.
Unpack the Scrngadg file and input all your edited files, overwrite when prompted. Repack.
Put both of these new files in the mod folder inside the game directory. 

10. Input data values: Use Excel to edit the exported text data and extract what is needed. Write some excel tip here – supply also a stratmap mini workbook Input it to stratmap.txt within Excel – this makes it easy to keep count of entries and spot any errors.
Save the stratmap.txt from Excel as tab de-limited file. Create a  “MAPS” folder in the mod folder and put it there.

11. Test: You should now test the stratmap to see if it is to your liking or if there are some errors you need to correct them before continuing. – Testing at this stage is necessary because the Stratmap.psd will be used as a base for the debrief map and other smaller map-gadgets.




Debrief map:
1. Prepare: Make a copy of the Stratmap.psd with all the stratmap areas. – Arrows, and frontline markers can be deleted from the copy. 

2.  Scaling de-brief areas: Scale the image including stratmap areas to fit within: 1024x478pixels using the “nearest neighbor” interpolation setting. – This ensures that stratmap areas (from now on they will be de-brief map areas) stay solid, without anti-aliased edges.  

3. Scaling stratmap / saving image: Import your base stratmap image - stratmap.tga - The one you also placed in the CCimages.pix file. – Scale this image to match the dimensions of the stratmap image you scaled in step2. 
But this time use the “Bicubic automatic” interpolation setting for the scaling operation to keep the image as sharp as possible. – Save this map image as Medium_Campaign_Map (1024x478). – Delete the stratmap image that was scaled with “nearest neighbor” in step 2. So there is just one high quality stratmap image in the layer stack of the .psd.

4. Extract values: Use provided PS-script to save out X,Y and coordinates values of all layers.

5. Input data values: As per step 10 in the stratmap part of this guide.

6. Colouring areas: In the “Area colour” folder of  De-briefmap.psd there is a colour layer for Blueforce and Redforce. Each should be filled with a different colour, and the contested areas get some kind of mix with squares, stripes, a third colour or whatever you prefer. Set the blend mode and opacity for something that suit your de-brief map design. [image: ]   
You can set the design of the contested areas by filling the “Split colour” layer with a solid colour, set the layer fill to 0%, and then add a pattern overlay using adjustment layers. With patterns you can make stripes, checkerboards and other designs easily.
Do not change the folder name of “Area colour” or the layer names within: “Blueforce colour”, “Redforce colour” and “Split colour”. If this is done - the Photoshop saving action will not work, as it references these layer names specifically.







7. Icons: Place the national icon of Blueforce over each “blueforce” coloured de-brief area, 
a national icon of Redforce over each “redforce” coloured de-brief area and a divided national icon of Blueforce/Redforce over each “Contested” coloured de-brief area. 
Merge the icons down so each of the 3 variations has its own layer with just the icons for each de-brief area. [image: ]
Picture: All national markers on one layer each: Blueforce,Redforce and split.

These layers and their folder need to be named specifically for the PS saving action to work: 
Bluefor symbols layer: “STRAMERICANMARKER_000”
Redfor symbols layer: “STRGERMANMARKER_000”
Contested symbols layer: “STRSPLITBGMARKER_000”
Layers need to be put in a folder named “Markers” as in the De-briefmap.psd. 
The addition of national icons is optional, but recommended for clear visualization and the PS saving action is dependent on the layer naming convention above so even if you don’t add icons, the PS file structure and naming need to be adhered to.

8. Save the images: Run the 3-PS actions “Save all de-brief gadg”: each one corresponding to your de-brief areas colouring scheme/allegiance. PS layer structure and visibility when starting/running each action is as shown in this picture below: 
A PS tip: My layers were originally numbered in the wrong order. This is solved quickly by marking all layers in question then going – Layer menu – Arrange – Reverse.  = Fixed!
[image: ]


9. Renaming: As per step 7 in stratmap section.
10. Pack the files: as per step 9 in stratmap section.
Other gadgets:
From the base stratmap.tga - copy, scale and save out the following graphics gadgets:

STR_PANEL_TOP_RIGHT_000.TGA – (239x111) – The map image might need to be stretched out to fill the frame/space, depending on the shape of your stratmap. - From this image you make a 239x32 selection from the bottom edge and crop. Then save out STR_PANEL_TOP_RIGHT_001.TGA – (239x32). 

STRMINIMAP_000.tga – (226x96) – Is overlayed on STR_PANEL_TOP_RIGHT_000 so should match that with colour and placement. 

MDSTRATEGIC_000.tga - (396x189) – Just make it fit within boundaries of the dimension stated and fill any non-used/blank area with black/other colour or texture.

MDREDRING_000.tga – (11x11) – You can keep this as is or substitute it for your own image.
Use the included “MDstrategic -Red ring placement template.psd” as a guide to place the redring graphic over each area on the MDstrategic. Run the “Export layer coordinates” script. - Enter the coordinates in stratmap.txt under:  
# MAP VIEW screen, overview map, location of red circle. Coords relative to overview map image.

Pack all of the above images in the Scrngadg file as per step 9. In the stratmap section of this guide.





















Conclusion:
Using these guidelines, the actions, scripts, examples and workbook should make most anyone able to create a functioning strategic map for Pift or GtC.  The process and tools could also be adapted and edited to work for WAR/TLD/LSA. 
This is a creative process and there are other ways of doing this than what I have described, but I wanted to make concise guide without too many optional solutions, so as to avoid confusing the person making his first Strategic map. With more experience the creative solutions, alternate ways of doing the artwork or the process itself comes naturally.
The process is not difficult, but it does involve a lot of steps. I have tried to make it as simple and clear as possible – aiming to help you create your first strategic map for these games.
I did definitely did not see the full scope of writing, illustrating, adapting, making and testing the various tools, templates and actions contained within this tutorial when I started it. 
There was set backs but I also found simpler and more effective ways to do some things during the work. That led to changes to the process and the tools/method contained in this document. Most importantly it helped simplify the workflow. 

But I had fun making it and learned some new things in the process. As I believe you will when you make your first strategic map, but there will also be changes, errors and setbacks to handle. 
– Persistence is clearly needed to complete a quality strategic map.

I wish you the best of luck in your modding effort.
SchnelleMeyer
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