| ZGM ARMA 2 MAP MAKING TUTORIAL
STEP 1: ACQUIRE, CONVERT AND IMPORT A REAL LIFE HEIGHTMAP

Get a DEM (Diqgital Elevation Model) of your desired area on the planet. You can
find these files anywhere on the web. However, personally, | recommend a NASA
website from the ASTER project, as the data from this project has a fairly high
resolution and its totally free of charge. To get a better resolution, you have to pay
quite a lot. The acquisition of the data is easy to understand. You have just to go
through the registering process and the rest is self-explanatory: select your desired
area and download the data for it...

Welcome

l W= lele] 12 (=1l Thank you for visiting ASTER GDEM Explorer.

Guidelines Have Any Comments?

You could customize ASTER GDEM (30m) * by three steps:  pon't hesitate to contact us and let us

know your suggestions and comments. 3
v

Step 1: Define the area of interest using "define area by
name” by clicking Q o= , dragging a rectangle or

*  polygon by clicking = or P , or inputting coordinates by Demonstration

it
clicking® " . Go through a Demonstration to learn how
Step 2: Click Log In and sign on using your WIST/ECHO to use ASTER GDEM Explorer.

account. -
* ASTER GDEM is a product of METT
Step 3: Click i3, specify data name, projection, format 210 NASA.

and other output setting, then submit the request.

)| Step4: Preview and download I the output data.

| @ cose |

ASTER GDEM EXPLORER 1

ASTER GDEM EXPLORER 2
ASTER GDEM (Engian) PEEH)

Logeed in by ZeroG1981 logout

@ ASTER GDEM search system has 4 methads for tile sslection. You can sslect tiles with ore of the following methods.

- Select tiles directly
- Select tiles by polygon
- Select tiles by shapefile
- Select tiles by coordinates
@ If you want to reset or resslect, please click Clear hutton.

@ After selecting tiles, click Next button,

How—to (Select tiles directly)

@ Map can ke scrolled and zoomed by cursor.

Zooming is possible both by mouse and scale bar on the top of the map.
When clicking (4 Grid] button, tiles will appear.

1+ @

Select tiles directly Select files by polygon Select tiles by shapefile Select tiles by coordinate

Select target tiles directly.



http://en.wikipedia.org/wiki/Digital_elevation_model
http://en.wikipedia.org/wiki/Advanced_Spaceborne_Thermal_Emission_and_Reflection_Radiometer
http://demex.cr.usgs.gov/DEMEX/
http://www.gdem.aster.ersdac.or.jp/search.jsp
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You will most likely get "SILC TIFF" files after the download, which are named:
ASTGTM_NXXEXX_dem, depending on your desired area. Dump the "_num" files,
you don't need them for the heightmap. For the conversion of these DEM-TIFFS to a
Visitor-readable format, | recommend GLOBAL MAPPER. In this tutorial, | use
version 11:

Execute Global Mapper, in main screen click OPEN YOUR OWN DATA FILES. Select all
downloaded tiles (if you should have more than 1) and the program will automatically merge
them. After that, the screen with the DEM will look like this:

Fle Edt m Tools Search GPS Help |
eloelaEx| alawle] [k 2lE

838m

750m

Om

11164300 (GEO (WGSB4) - (108725854356, 520563800210) 32 UPD 5706005



http://www.globalmapper.com/
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Go to TOOLS > CONFIGURATION > PROJECTION and select UTM or
MERCATOR

General | Vector Display | Area Styles | Line Styles |
Poirt Styles I Vertical Options I Shader Options ~ Projection

Projection: Load From File... |
| saveTofie. |
ZFone: Init From EPSG... |

|32 (F°E - 12°E - Notthem Hemisphere) |

Datum:

|w(3534 ;l Add Datum.. |

Planar Units:

|METERS -l

Parameters:
Attribute | Walue |
CENTRAL MERIDIAM SCALE FACT... 0.933600000
CENTRAL MERIDIAN 9.00000000
ORIGIM LATITUDE 0.00000000
FALSE EASTING {m) 500000
FALSE NORTHING {m) 0

ITI Cancel | Apply | Help |

If you did it properly, the merged DEM should look somewhat like this now:
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Now you need to select a map area from this raw DEM. To do this select the DIGITIZER tool
(pen icon):

5 Global Mapper v
File Edit View Teols Search GP5 Help

o|B|o|m|E |4 | a|e (@] a]| B|5|m|@|c| ]2 R Frdmse (8 ] £[o]]
&lt £l6|tl4]e] 4146 Llel < RhER| sG]l |

Then do a rightclick right on the DEM, in the appearing context menu you select CREATE
AREA SHAPES, then CREATE RECTANGULAR/SQUARE AREA (SPECIFY
COORDINATES). The following dialog opens up:

Select Bounds of Fi

Feature Bounds l

" Al Loaded Data

{« Al Data Visible On Screen Draw a Box...

" Lat/Lon {Degrees)
North |53 |1.5525 West

South |0 10.0625 East

(" Global Projection (UTM - meters)

=

Marth |55?2?53.5£1£:1 0

West

South |0 570178.8165161 East

" Comer w/ Size - Global Projection (UTM - meters)

North |55?2?53.5£1£:1 0 West

Width

" MGRS (Military Grid Reference System) Bounds
Top Left (31 U DU 04313 73692

570178.8165161 Height |58?2?53.8£1i31

|32 N PF 16370 00000 Bottom Right

Reset to Last Exported Bounds ‘

oK |  Cancel | ‘ Help ‘

You go for CORNER w/ Size - Global Projection (UTM - meters). Now you have to decide
how big your ARMA2 map shall be and enter the according values in the Width and Height
field. Note that this has to be an exponentiation of 2. | recommend one of these values:

5120x5120 (~25km?)
10240x10240 (~100km2)
20480x20480 (~400km?)

For a comparison: Chernarus is 15x15km i.e. 225km?, while Takistan is 13x13km i.e.
160kmz2. Most user maps out there (that have been released yet) are either way 5x5km or
10x10km in size. Note that the larger the land mass is, the more it has to be filled with
objects. That means more work for you, a later release date and more CPU load. Find a
good balance here and remember: you don't work several months on a map just for yourself,
you work for users that want to play on it.
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When you close this dialog, a naming dialog appears. Name the square area the way you
want. The screen should look like this:

What you want to do now is to move that square to the area we want to have it. At first, you
unhide the so-called vertices of the square. Do a rightclick and in the context menu, select
the bottom option SHOW AREA AND LINE VERTICES. Now you can move the square
where ever you want it to by selecting the whole square with the mouse and left click, then a
right click and selecting MOVE AREA FEATURE from the context menu:

Edit Area Feature

Move Area Feature (Ctrl+Shift+M)

Shift (Offset) Area Feature

Rotate/Scale Selected Feature(s)

Delete Area Feature

Make Selected Area an Island in Another Area
Restore Original Shape of the Area

Generate Path Profile Along Line
Add/Update the Measure Attributes of Selected Feature(s)

Display Feature Measurements...

Measure Volume (Cut-and-Fill)

Calculate Elevation Stats for Selected Area(s)...

Add Attributes to Selected Areas from Points

Simplify (Reduce) Vertices of Selected Line/Area Feature(s)
Smooth Selected Line/Area Feature(s)

To get a better idea where your selection is located in real life, click on DOWNLOAD
ONLINE DATA (globe icon):

Eait Wiew  lools  Search LHF>  Help

&| M |m|| | Gz»l@»lﬁslfhl Q[s|=|R|A|E] )
é f:'[}uwnload Cfr1||r1v.=_~Da’caV35 f;_ IE%}: éﬁ {{ ’ ‘:’aﬁl

I I_l_'_ll-.,_,..-'||_| I:I:II:I
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In the upcoming dialog, | recommend you select OPEN STREET MAPS. Your screen then:

1
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Now select your desired area by moving the square into according position. For exporting the
underlying height data into a visitor-readable format, you have to keep the square area
selected, go to FILE, then EXPORT RASTER AND ELEVATION DATA and the EXPORT

XYZ GRID. The following dialog will open up:

Options lGridding ] Coordinate Offzet/Scale ] Export Eaundsk
Coordinate Separator \
" Comma () " Semicolon ()
St T
— " Fixed Wicth
Resalution
Keamds: |10 meters
L—F
— Y-mds: |10 meters

if you wish to change the ground units that the
resolution is specified in, you need to change the
cument projection by going to Config-=Projection.

In the OPTIONS tab, select SPACE under COORDINATE SEPARATOR and under
RESOLUTION 10 meters both for X and Y axis. In EXPORT BOUNDS tab, select the bottom
option CROP TO SELECTED AREA FEATURES. After clicking OK, a dialog to save the

*.xyz file will appear.

Now we want to import that *.xyz file into VISITOR 3. In the main window, click on
PROJECT, then OPEN and in the following dialog you select *.xyz file and select the file you
saved with GLOBAL MAPPER.

Project View Tools
/ I_:] ﬁ| j

Help

& KIQI* Eld| @ [e ol 4w a0
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] 22 o [ (] oS



http://community.bistudio.com/wiki/ArmA_2_Terrain_Tutorial
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Depending on the file size, it might take some seconds now. Then the following dialog
appears:

Source data size Align

Width  [20430 m {» BottomLeft
Height [20420 m " ToplLeft

Wwanted size

Square size (100 m

Now you see that VISITOR 3 exactly recognized the values we entered in GLOBAL
MAPPER; press OK. The result after some few more seconds and a zoomout:
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The import is done! Now to convince yourself that everything worked properly:

GLOBAL MAPPER ASTER DGEM

VISITOR 3 AFTER XYZ IMPORT

GLOBAL MAPPER OPEN STREET MAPS
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STEP 2: ACQUIRE AND IMPORT REAL LIFE SATMAPS

After you have done the heightmap, you now need satellite textures that will be
drawn by the game in bigger distances, i.e. on the horizon, while a HALO jump or
flight in a plane. Note that a too detailed satellite map might look crappy in game,
because you don't have all the infrastructure objects available to place them on the
2D real life images. So | recommend you either way to choose simple satellite maps
(i.e. desert or little infrastructure) or simply use the original satellite images as a mask
background mask for placing objects in VISITOR 3 or the ARMA 2 3D-editor. The
tutorial will focus on this topic later on.

To get maps with a high detail level for free, you have to download them from a
source like GOOGLE, YAHOO, BING or OPEN STREET. These images are
watermarked for copyright issues, but as you never choose the maximum detail, that
won't harm you while in game. You also don't want to download thousands of tiles
and stitch them together manually. There is a clever software that does the job for us!
You need another third-party program now. It is called UNIVERSAL MAPS
DOWNLOADER.

!ﬂ Universal Maps Downloader 6.23 C=nien

File Options Misc Teols Help

Task name: |my_new_task.urnd Cpen task ...

[log window]

-

/VMEDS type: |Google Street Maps j
Zoomlevel: [E—— — )
-

Left Longitude: Right Longitude:
Top Latitude: Bottom Latitude:

Path to save: |c: \umdtask

. 1
Threads count: |3 =

Download images from Google Maps, Yahoo Maps, Bing Maps, OpenStreetMap!

The next steps are quite simple:

1.Enter a TASK NAME of your choice.

2.Select the desired MAPS TYPE. They have different benefits. For example, street
maps are for sure nothing you would like to walk on in game..but for placing roads,
large forests or place names, it will be of great help. Also some providers host satellite
images that have been taken in the wintertime. This will make it easier for you to
define where needle or leaf trees should be placed or hidden objects in the forest are
located. Also interesting are hybrid maps.

3. For the ZOOM LEVEL, | recommend you not to take the maximum resolution.
Otherwise, the merged image will get far too big to handle with other tools like
PHOTOSHOP or VISITOR on a normal users' PC. If you create a 20x20km map, |
recommend you a zoom level that creates about 12100 tiles, which will be 17 in case
of Google Satellite Maps. That's enough to work with, though you have to cut away
exceeding tiles later on almost for sure. | experienced that zoom level 19 delivers an
image that fits exactly, but requires a powerful CPU and lots of RAM to handle it in
PS.


http://www.softonpc.com/umd/
http://www.softonpc.com/umd/
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4. For the COORDINATES you have to get back to GLOBAL MAPPER and look for
the top left and bottom right corner vertice of the square you created in step 1. Select
one vertice with a left click, then right click to open up the context menu and press
SET POSITION OF SELECTED VERTICES. The following dialog will appear:

" Global Projection [UTH - meters]
# Coordinate: |4922EE.351 923323

Cancel |

Y Coordinate: |Eenun?a.4952?naz

{* Geographic Coordinates [Latitude/Longitude)
Latitude: |52.35092652° N

A
e o R R P

Longitude: |B.88545??5° E

-
.

" MGRS [Military Grid Feference System) Coordinates
|32 LI MWD 92266 00076

L
,-,". =Ty

‘L
Pl

o
ety

‘L
.

"l
et

When selecting GEOGRAPHIC COORDINATES, you can simply copy the LAT/LONG values
and paste them into UNIVERSAL MAPS DOWNLOADER. Do this for the top left and bottom
right vertice of your square. Watch the correct values for LAT/LONG:

nj Universal Maps Dowi

File Options Misc Tools Help

I [log window] -

Task name: |my_new_task.umd Open task ...

Maps type: |Google Satellite Maps ﬂ

Zoom level: —F 18

......................

Left Longitude:|8.88645775  Right Longitude: |3. 18636337

/ Top Latitude: |53 35092652 Bottom Latitude: 52, 16670717
Path to save: |C:\umdtask

=l

Threads count: |3 =

] [}

Download images from Google Maps, Yahoo Maps, Bing Maps, OpenStreetMap!

Now you just have to set your PATH TO SAVE. The THREADS COUNT determines how
many connections are uphold to the map provider. Increase this value if you don't want to
wait until 12100 files have been downloaded. However, note that especially GOOGLE might
block your IP when you download maps with too many threads at the same time. Then you
would have to wait for unblock. A good way to avoid this blockade is to reduce the threads
count. It doesn't take too long after all, the result is just awesome and in the end you need
patience in mapmaking anyhow. Press START. After the download process is finished, you
should go for TOOLS and then RE-DOWNLOAD FAILED IMAGES. When you download
12100 files, there might be some which don't get transferred properly.

10
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Then stay in the TOOLS section and select MAP COMBINER. After selecting the project
name and folder, your 12100 files get merged to one big satellite image

i g

Open up the image in a powerful editor like PHOTOSHOP. Now compare the map edges
carefully, if they end on the same spots like your defined 20x20km square does in GLOBAL
MAPPER, using the OPEN STREET MAP view there. Most likely, the big downloaded file
from UMD will be a little too big because the maptiles do not end on the spots you defined of
course. How could anyone have known your square selection when cutting the tiles for the
map server? So just cut away the stuff that's not meant to be there and you are good to go.
As stated before, if you used zoom level 19 in the downloading process, your image should
fit almost exactly.

After that, split the image in the middle and save the both halves as *.bmp files.

11
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Go back to VISITOR 3. In the dialog box on the right select BACKGROUND IMAGES. Press
NEW IMAGE.

Mew image |

In the following dialog, choose your desired name and select one of the two previously saved
files. Choose the bottom image file first and fill in these settings (in case your map is
20x20km): |

Create background image

Name: | SAT2
BMP File

| \=at2.bmp J

Placement
X o m  width [20480 W m
Yy |o m  Height | 19740 El: m
Transparency |80 3: sy v Visible

o]

For being able to align it to the height map properly later on, choose a fairly high
TRANSPARENCY between 60-80%. Then click OK. Do it for the top image file in the same
way, setting PLACEMENT X=0 and PLACEMENT Y=10240.

Visitor3 Personal

Project Edit View Tools Window Scripts Help

Dl ! 2l K = Iﬁl_@;l_"l_l_l

Bl ||

2

sl S ek

‘.\
After that, you should activate ELEVATION GRAY SCALE, SHOW CONTOURS (and
SHOW SHADOWS). Switch the right dialog to something else than BACKGROUND

IMAGES.

Mew image |

12
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If you did everything properly, your VISITOR 3 screen should look like this:

If the satellite image should be off, you can easily adjust it by zooming in, selecting
BACKGROUND IMAGE in the right dialog and align mountain contours to mountain images
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STEP 3: CREATE FOREST MASKS AND ROAD MASKS

Besides real life elevation data and satellite maps, there is other information available
for free on the internet: shapefiles. They will allow us to place vegetation in almost its
exact real life amount and position within almost no time!

Go for the GEOFACTORY homepage and download the OPEN STREET MAPS
content for your desired area...

\ Name Last modified Size Description
A Parent Directory -
C3  africa/ 06-Dec-2010 11:03 -
03 asiz/ 06-Dec-2010 11:03 -
E} australia-oceania/ 06-Dec-2010 06:50 -
E} central-america/ 06-Dec-2010 07:42 -
C3 europes 06-Dec-2010 11:03 -
ﬁa north-america/ 06-Dec-2010 02:00 -
E} south-america/ 06-Dec-2010 06:47 -

Download only files ending on "shp.zip". Unpack them after download and keep all
files beginning with "natural™ and "roads™:

MName / Date modified Type Size

| || natural.dbf / 28.11.2010 07:03 DEF File 1.990 KB
|| natural.prj 28.11.201007:03 PRI File 1KE
|| natural.shp 28.11.2010 07:03 SHP File 10.293 KB
|| natural.shx 28.11.2010 07:03 SHX File 210 KB
|| roads.dbf 28.11.201007:03 DBF File 44.260 KB
|| roads.prj 28.11.2010 07:03 PRI File 1KE
|| roads.shp 28.11.201007:03 SHP File 70641 KB
|| roads.shx 28.11.2010 07:03 SHX File 3.651 KB

Open your project in GLOBAL MAPPER again. Then > FILE > OPEN DATA FILES
> natural.shp and roads.shp. The program will import the shapefiles for the whole
area. Then go to TOOLS > CONTROL CENTER and deactivate the DEM, OPEN
STREET MAP and roads.shp layers. The overlay control center window should look
like this now: |

oo ==

Currently Opened Owverlaps [Right Click on Overlap Mames for Maore O ptionz]
<ASTETM_MNSZED0S_dem. tif> SILC TIFF

D OpenStreethd ap.org Global Street Maps

natural. shp ﬁ

D roads. shp
I1zer Created Features

Metadata... | I:Ipticuns...| Show Overday |  Cloze Overlay

14



http://en.wikipedia.org/wiki/Shapefiles
http://download.geofabrik.de/osm/
http://www.openstreetmap.org/
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If you've done it properly, your GM screen should look like this now:

&

What you see basically now are lines from natural spaces in your desired area
(forests, rivers, lakes, ponds), based on the material of OPEN STREET MAPS.
However, this form of display doesn't suit the creation of a proper forest mask. You
need to remove the nametags and the vertices. To do this, go to TOOLS >
CONFIGURE > VECTOR DISPLAY. Then uncheck the option "DRAW FEATURE

LABELS": ==

Paint Styles ] Vertical Options ] Shader Cptions ] Projection ]
General Vector Display l Area Styles I Line Styles I

Render Select From Fitter

¥ Areas v Areas Areas..
¥ Lines W Lines Lines...
I+ Foints [+ Points Poirts...

Vector Map Detail
Less J Mare

Vector Layer Ordering During Draw
Order Vector Features by Type Before Layer Order.
(* Vector Data Will Always Draw on Top of Loaded
Raster Layers (This is the Default Setting).

Order Vector Features by Layer Order First, Then
" Type Within a Layer. This Allows Raster Layers to
QOveray Vector Data.

Render Area and Line Vertices (Shift+V)
[ Always Render Vertices for Selected Features
[ Render Dots at Line Endpoints
[1Render Deleted Features
Draw Feature Labels
[ Always Display All Labels
[ Render Line Direction Arow
[|Hide Extra Label Text Displayed Under Road lcons

Lo | »

This will remove the nametags. To remove the vertices, simply click right into the
screen and press HIDE AREA AND LINE VERTICES.

15
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Your screen should look like this now:

=
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Now you need to export the areas into a picture format. First, though, click into your
beforehand created square to define the area which is to be exported. When it is
crossed out, go for FILE > EXPORT RASTER AND ELEVATION DATA > EXPORT
BMP. In the following dialog under GENERAL tab, enter "1" in both sample spacing
fields and activate the CONVERT TO GRAYSCALE checkbox. In the EXPORT
BOUNDS tab, select OP TO SELECTED AREA FEATURES.

BMP Export Options BMP Export Options
General | Gridding | Beport Bounds | General | Grdding Export Bounds |
Sample Spacing " Al Loaded Data
Xads: 1 TReE " Al Data Visible On Screen Diraw a Box. .
~
Yais: [T metew Lat/Lon (Degrees)
R7 RETR E o7R
v Aways Generate Square Pixels North |“'“" b West
If you wish to change the ground units that the 50,3125 9.4775
spacing is specified in, you need to change the South . East

current projection by going to Corfig-+Projection. ¢ Global Projection (Mercatar - meters)

Click Here to Calculate Spacing in Other Units... |

North |E%EEEF2.8‘I3%CE 652855.4176553 West

TR (i South [6468985.885498 [1053508.035241 Eagt
Lower, Higher,
Smaller Larger " Comer w/ Size - Global Projection (Mercator - meters)
¥ Convert to Grayscale Nortn [6862872.913805 [§52855 4176553 West
[ Generate World File — —
[ Generdts Projection (FRJ) Fie Wicth [Z006526175860 Height [293887 0253062

[ Generate ERS (ERMapper Header) File
[ Generate TAB (Maplinfo) File T
[~ Save Map Layout {Scale/Margins/Grid/Legend/etc ) Top Left |"I U FU 34304 24015
-

[ Interpolate to Fil Small Gaps in Data

* MGRS (Miitary Grid Reference System) Bounds

|32 LU NA 33019 74320 Bottom Right
* Cropto Selected Area Feature(s)

Reset to Last Exported Bounds

0K |  Cancel Help oK | Cancel Help |

16
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Press OK and set desired directory and filename. Then open up the file in
PHOTOSHOP or a similar program:

|

Now fill all the forest areas with black color, using the paint bucket. Delete the river areas

for now. After this, INVERT the whole picture:

The picture is ready now to be used with WORLD TOOLS. However, | myself prefer a higher
level of detail, which requires some more steps. If you don't want to be so picky, read on at
page 20.

17
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The free shapefiles from open street maps are really good and save you a lot of time.
However, they are a little reduced in detail when it comes to vegetation, as they are
representing only larger forest areas. To improve the detail level of the forest mask,

copy the layer and put it onto Rhe satellite image, after this reduce fill rate to
about 50%:




W
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Export the optimized forest layer again into a new clear black image:

Now you have a forest mask, according to the satellite map. Now you can add
different colors to parts of the white areas, to create different kind of forests later
on and make it look like real woods. For this, you could use winter satellite images of
your desired area (YAHOO maps, as stated before) to learn where pinales are

located. If you want it easy though, save the image as MONOCHROME
BLACK/WHITE.

19
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However, there is still something to do: the roads and paths through the forest
have to be cut out! Where does one get these? Through the shapefile you
downloaded previously and the export command of GM. You could also just use this
mask and delete the space for the roads after placement later on, but that will cost a
lot of time and why shouldn't we use an easier method if its available for free?! Go to
your project in GM, go to TOOLS > CONTROL CENTER deactivate natural.shp

layer and activate roads.shp layer instead.
L=l [HIIJ1] T T
i Overlay Control Center —nn=n

Currently Dpened Owverlaps (Right Click on Overlay Mames for Maore Options)

|
User Created Features
Metadata... | Dptions...| ShovaerIay| CIoseDverIa}l|

Now you need to export the lines into a picture format, as you did it with the natural
areas; it works the same way. Click into your beforehand created square to define the
area which is to be exported. When it is crossed out, go for FILE > EXPORT
RASTER AND ELEVATION DATA > EXPORT BMP. In the following dialog under
GENERAL tab, enter "1" in both sample spacing fields and activate the CONVERT
TO GRAYSCALE cHeckbox. In the EXPORT BOUNDS tab, select CROP TO
SELECTED AREA/FEATURES.

Genersl | Gridding | Export Bounds |

e oo S

General | Griddng Evpert Bounds |

" Al Loaded Data

" Al Data Visible On Screen Draw a Bax...

' Lat/Lon (Degrees)
Noth [52 5625 5875 West
South [503125 54375 Esst

Sample Spacing

Xais: |1 meters
Yaus: [1 meters
[ Aways Generste Squars Pixsls

f you wish to change the ground units that the
spacing is specified in, you need to change the
curent projection by going to Config->Projection.

Click Here to Calculate Spacing in Other Units... ‘

Image Quaity/Size (100%)
Lower, Higher,
Smaller Larger

¥ Convett to Grayscale

[ Generste World File

I~ Generste Projection (PRJ) File

[~ Generste ERS (ERMapper Header) Fils

" MGRS (Miitary Grid Reference System) Bounds

[~ Generate TAB (Mapirfa} File R
31 U FU 94304 24015
[ Save Map Layout (Scale/Margins/Grid/Legend/etc) Top Left |31 1FU 240
- 32UNA33019 74320 Bottom Right
I Interpolate to Fil Small Gaps in Dt
¥ Cropto Selected Area Featurels)
Reset to Last Exported Bounds
0K Cancel Help 0K Cancel Help |
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Press OK and set desired directory and filename. Then open up the file in

PHOTOSHOP or a similar program;

TR

Now select the road network and copy it. Paste it onto the optimized forest

mask:

21


http://www.adobe.com/products/photoshop/family/

4| ZGM ARMA 2 MAP MAKING TUTORIAL

As you can see, you now have a forest with roads and paths. | advise you to enlarge
the paths a little though, because after tree placement the plants can be quite
narrow to the road, which might make it difficult for Al to drive on it. Best way to
enlarge the paths is selection of the black area, redefinition of the edge, feather
enlargement and then, painting the selection in black. How much you really have
to enlarge the paths cdn only be seen later on in the ingame 3D editor or Visitor.
However, the forest mask can be changed easily later on for adjustments.

STEP 4: PLACE FORESTS

For the next step, you need the community program WORLD TOOLS by Shezan74.

-, WorldTools

File Fence Generator  Forest Generator ~ About

. B
ey

f
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Go to FILE > NEW PROJECT. Here you can add a background image if you have
and want one. In the actual version, the image is limited to 5120x5120px. For the
forest placement process, this is not necessary. Just define the final size of your
map. Project Properties

Satellite image management

‘ Load Backaround image ‘

‘ (Clear Background image ‘

Project informations

Preview Bitmap size 5120
Word size multiplier 1
Final world size (mt) B120

Next press FOREST GENERATOR:

Forest generator =]

Forest mask management Hide empty colors

e 3 Zoom
- o -
@\ [
o J

} BExqort
Remap
Rt fglai to

‘ Load Forest mask ‘

‘ Clear Forest mask ‘

P

=~ Available colors

Color count f Meters per pixel 1

By clic king on LOAD FOREST MASK\you select the mask created in STEP 3. After
a short] import process, you press ANALYZE IMAGE. After a short process, the
progragn counts the amount of colors and its total percentage on the whole
mask. If you just used black/white and saved the file monochromatic, you should get
only two different shades. Accordingly different results you will get, if you use the
"color" method | described.
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Next, you have to define trees for the colors. Do a rightclick on one of the colors and
click ADD OBJECT TYPE.

E"_*‘.; Available colors
i JI Color [4=255, R=0, G=0, B=0] [0 ° )

: Color [A=255, R 255 13—255 E 253 [0 .-i] [23 ﬂ1  of totzl M

Add object type

Copy objects

Paste objects

Apply to nearby colors
Remaove all objects

Rescale percentages to 100%
Generate this color only

Export color objects

Import color objects

I
Now, select the CWTREES. You can choose a tree from the library now that

will be placed whergy¥er your selected color appears.
Add object

B

Known objects

Trees ~] (AL -]

Trees —= Willow (Export tem name: ca'plants2\tree’t_salix2s)
Trees —= Spruce stub (Export item name: ca'plants2'tree’t_stub_picea)
Trees —= Spruce (Export item name: ca'plants2'tree’t_piceals)
Trees —= Spruce (Export item name: ca'plants2\tree’t_piceals)
Trees —= Spruce (Export item name: ca'plants2\tree't_piceadf)
Trees —= Rowan (Export tem name: ca'plants2tree’t_sorbus2s)
Trees —= Populus (Export tem name: ca'plants2'tree’t_populus3s)
Trees —= Fine (Export tem name: ca'plants2tree’t_pinuss )
Trees —= Fine (Export item name: ca'plantsZ'tree’t_pinusn1s)
Trees —> Pine (Export tem name: ca'\plants2'tree’t_pinusnZs)
Trees —= Pear (Export item name: ca“plants2\tree’t_pyrus2s)

Placement probability 0
o \ Q

N

N
You even can define how often a certain tree will be placed to create a mixed
forest. Afterwards, gofback to main menu and define the colors' PLACEME

Lo | »

Chernarus has got 1/5 million objects on it and gets laggy after a long

wise. A forest too d¢nse is not needed. But you can surely experi here like you

want. Click on SIMULATION to see how many trees actually be placed.
PR TRE SR Maximum obj per pixel Placement probability [] Hide empty colors
Sq Meters/Pocel 1 2 Zoom

L 0% f} wx [}

Randomize obj number

to
21811 Mtems ca'plants2'tree't _sal
E‘ 34883 items ca‘plantsPiiree't_sorbyf?s
3892 items ca'plants2\tree’t_ac
12851  items ca'plants2\tree't_fragfinus2s

=~ 9_'“.1 Available co\ors
i~ JJll Color [A=255 =0 [0 %] (71,99% of total)
=-{_| Color [A=255. R=255,G 255 E 255] [1%](28,01% of tetal)
) Willow [53%]
-8 Rowan [84,7%]
@ Japanese Maple [9,5%]
L) Ash[31%]

Object Count: 73437
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Now create the import file by pressing CREATE! After some time, you get the

according summary...

Forest mask management

Load Forest mask

Hide empty colors

4064
= ﬁ Available colors 1
Color [4=255, R=D0, Gi=0, B=0] [0 %] (71,39% of total)

Color [A=255, R=255, G=255, B=255] [1 %] (28.01% of total)
@ Wilow [29.7%]

& Rowan [47.5%]

) Japanese Maple [5,3%]

Ash [17.5%]

36757 items ca'plants2\tree’t_sorbusZs

22973 items ca‘plants2'tree’t_sal?s
items ca'\plants2\tree’t_acerZs

items ca‘plants2\tree’t_fraxinus2s

Now EXPORT SINGLE FILE and select a random filename. Next, open up your map

project in VISITOR 3.

Project Edit View Tools Window Scripts Help

pleld| ! olc| KIaF Bld| @7 vl ilwlals]|

aEs n]ili_l Blo/« Td @E e l_ |_£11||
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Before you can import any object onto your map in Visitor, you need to predefine it
beforehand. To do this, click TOOLS > NATURE OBJECTS. Now browse for the
same tree names in your P:/ drive as they were used in WORLD TOOLS. If there is
a mismatch with/real path or file name, just change the name in Visitor, and the
import will worl¢.

Summa
Nature Obj
36757 items ca'plants2\tree’t_sorbusZs
. . 22973 items ca'\plants2\tree’t_salZs
 Defined Object i ca'plarts2\tree’t_acer?s
B cahplantsPirestt_acerzs —— 13234 tems ca'plants2'tree’t_fraxinus2s

B cat\plants2streeht_frasinus2s

— Object Setting W
File: plants2\treett_sorbusz2s. p3d ? i ﬁe
e |
Mame: |ca\plants2ibest_sorbus2s
—Dra — Randomize object
Outling: @ standard © special: T Ramsmiadns
Color. & standard © special interval - ID =z o+ |5D =2
Marker:  Rectangle ¥ Randomize angle
T EIl : 5 — - s
= Eliipze interval |2D = |2D =
£ o ¥ Fiandomize orientation
interval -I'lED ﬁ“ \[180 ﬁ"
\
AddABrowse... I Delete I Delete unused | ]9 I \Eancel

As you deal with nature objects, add some randomization in size, angle and
orientation for all objects to get a "real looking" forest. Now import the trees; press
SCRIPTS > IMPORT, OBJECTS and enter the filename you chose before. Now
watch Visitor work, fipally :-) \

Evmm Edit View Tools Window Scrigts Help
a8 ! ol &lajF Bli] @[l ilw|a|s \
mlnili_l!ﬁlﬁf_l_l_l_l__r [ @]

oo

P LS
- ca\plants2Atres\_saliz
—caplants2Atree\_sorbL
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After some time, you get a summary message and your project screen should look

||ke th'S B Project Edit View Tools Window Scripts Help
Dle(|| ! 2lc| &[2fF Bl @il ile]al|
Bm s = 2 [TE @7 [ EEOE @ sl

B

If you might say noy: hey, th€re is forest in the jmage but no placed objects on the
bottom of the scrgen,”you are right. Note that Ifused a map from Open Street Maps
for the forest mask and just put the satellite map as background poster into Visitor for
demonstrating the basic principle in this tutorial. So HERE there is missing
something, but in YOUR project it should not ;{P.

Now check the result n BULLDOZER!

As you can see, placement isn't 100% real life location or density, but almost
matching. | guess, that is far enough for the hard work you have done up till now.
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