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Introduction

First of all, mapping in Cities Xl is not easy! Sadly the developers haven’t published
anything for mapping. But the modding community created their own tools.

Programs

Here is a list of programs you will need (There are several ways to a map, some
programs can be replaced some not):

1. World Machine
This program allows you to do the basic mapping with some great features. You
can use another program too, if you find the right one. Criterions here (linken)

2. Photoshop
You will need the DDS Plugin for editing and saving the files. There is a way with
GIMP butyet I haven’tgotthe solution. Paint.net is not useable for that process.
You can use it for the preview image too. (PS link is just a trial version)

3. Cities X1 MapEditor + Update
With this program you combine the files you created before to one map.

4. Hxd
This is a basic Hex Editor you need for the UIM implementation.

5. Editor

For the UIM implementation.

Okeanos Pack

Okeanos Unpack

Cities Xl Pak/Unpak

Cologne

0N
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http://world-machine.com/download.php?page=basic
http://www.photoshopsupport.com/photoshop-cs5/free-trial/photoshop-cs5-free-trial.html
http://developer.nvidia.com/nvidia-texture-tools-adobe-photoshop
http://www.2shared.com/file/NSjJxeQf/CitiesXL-MAP-Editor.html
http://www.2shared.com/file/geZzTYhR/CitiesXL-MAP-Editor_Update-190.html
http://mh-nexus.de/en/hxd/
http://www.veryicon.com/icon/png/System/Windows%207/Windows%207%20editor.png
https://alex24.googlecode.com/files/cxlPackager.exe
http://alex24.googlecode.com/files/cxlUnpack.exe
http://www.generation-city.com/citiesxl/pakunpak/English.html
http://xlnation.net/content/cologne-germany-first-costum-map-uim-implementation

First Step

Download all the programs and start the World Machine.
Basically it should look like that picture on the bottom:

File  Edt Views Devices Help & Web

asainE @ EEEE000

# Taols % Favarites | Macros | 18 Generator | ) Output | 23 Combiner | 1 Fier | L Natural | &d Selector | £ Converter | 5 Parameter | K3 Flow Control

Main Extenis

i Default Warld i
1This s the starting World Maching warl, contaned withn startp.tmd, |

fcustomize it io your lking!

03ME. Middle-Buttan s

As you can see there is already something created. You have to deleted the devices

Devices

They are the essential things for the World Machine. These fields in the back are just for
a better view. You can delete them if you want, I recommend to keep them up.

How to add Devices?

# Tools " Favaorites | W Macros | Generator | =1 0ulpul| Cumhinerl [ Filter | L] Natural | e Seleclurl Converter | Parameter | Flow Cuntrul“

21 ) [ (2

On this bar you can find several devices

For mapping in cxl you will need:
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1. Generators
A Generator produces the terrain.
a. Layout Generator,
you can use shapes to make the terrain (boxes, polygons, circles, lines)
b. Perlin Noise,
a good generator, set the settings by double clicking the device.
c¢. Advanced Perlin
d. Constant,
creates a flat terrain.
e. Gradiant
f. Radial Grad,
creates one special shape in the mid of the map.
g. Voronoi,
a special generator
h. Color Generator
File Input,
pretty useful, import a heightmap (example) or other files.

i
I

2. Filters
They filter the terrain of the generators.

3. Naturals
In the category “Natural” you can find tools like erosion and snow.

4. Output
These devices put out the files you need for the mapping tool.

5. Converters
Here you will just need the Normal-Map Maker.

6. Macros
Macros are small tools. You will only need the Basic Coverage macro.

©Alexander Oberroither


http://upload.wikimedia.org/wikipedia/commons/thumb/5/57/Heightmap.png/200px-Heightmap.png

Example

This should be the result

Filters
These madify the terrain.

sults of your creation out of

their format and export

Terrain Creation

I choosed 2 Layout Generators. 1 for the coastand 1 for the hills. Double click 1 layout
generator. On the top you can see such icons:

With the first you can getback to the Device View, with the second you can get to the
Layout View, and the fourth is a 3d view.

If you double clicked it you get such a screen:

verview | Layout Generator | Layout Generator

(Selected Device is nof current Layout))

:
Shape Lt

Shape Propertie:

sh
5] 5]

Shape Lirary
[~
@ cee
WA rolvoon
e

7.36 km

You might have to zoom outa bit to see this box.

©Alexander Oberroither



Leftclick - select something
Right click - navigate
Mouse wheel - zoom in or out, rotate camera

Here you can change between the generators:

Overview | Layout Generabor | | ayout Generator
You have to activate the Brush Properties

Shape Properties Brush

Rl |2 =i

>

Default Value (Height)
Opadty (Strength)
Falloff Distance

Effect Falloff Type

-l
d =~

Falloff Profile Curve Edit

Shape Breakup Participation

As you can see there are several options, just experiment a bit. The height of the water
ingame depends on the .lvl file you choose.

Now choose a box, with the same height, from the shape library and putit over the white
box atevery layout generator (= the are you will export). This is optional.

Btw. I changed my coasterosion to a thermal erosion, because it's smoothing better

©Alexander Oberroither 6



163 m

[ used polygon for the hills with a small falloff distance

©Alexander Oberroither 7



Here [ used lines for the rivers and a polygon for the sea/lake.

With the erosion you just have to experiment or choose a preset.

©Alexander Oberroither 8



If you want to see the result of the erosion and the generators in full quality select the
overlay view device and click the yellow button:

@9

and choose the 3D view

©Alexander Oberroither



Output settings
In the next step you set the settings of the output devices.

Overlay View, is a preview device

Height Output, for the heightmap creation
1st Bitmap Output, for the colormap

2nd Bitmap Output, for the shadowmap

You can rename the devices if you want.

Height Output

double click it...

Set a path and as name “heightmap”, select
RAW-FP32 and tick the 1stand the 3rd,

Filename:  C:A\Jsershles\Documents\world Machine Da

Uze absaolute path for zetting filename Set
Participate when building tiled worlds
Save the file every time the world machine iz built

write output to dizk!

File: Format

Liows Precizion [Shit] High Precizion [16hbit+]

0 TGA () Temagen

) Raw ) Leveller

(7 BMP 1 PNG

_ ) Povrap-TGA

(0 Mull Qutput ) REWE
@ Ralw-FP32
(BT [WTP farmat)
() PG [ASCI)
() TIFF [16kit]
(T HFZ

o] o)

©Alexander Oberroither



Device Ongin Center|| Set. Home Space Presets. ..

# = : |@| i:..Ei Save || Delete

xxxxxx

[ Specify Output File... ]
File Name |C:'||,Users'||,.nlex’-,Du[:uments\Wurld Machine Dn

File Format | BMP [8bits{channel) -
Qutput File on every Build

Participate in Tiled Builds
Blend Across Tiles

| Write output to disk! |
I 0K “ Cancel ‘ I Help ‘

Set a path and the name “colormap” and tick the 1st “Output File on every Build”, like at
the heightmap it will save the outputfile on every Build if you click the green button.

Do the same on the last bitmap generator, just with the name “shadowmap”

©Alexander Oberroither
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Filters

Here you can set the color of the map. Double click the device!

Device Origin Center || Set Home Space Preszetz... 5 zaved presets available
® v -

Rock

Sand _

Vegetation | |

Erosion [

Height Cutoff N, 0.42188
Slope Cutoff G 0.70313

Lighting []
Invert Height Cover ||
Enter Macru..] [ 0K ][ Cancel ] [ Help ]

[ took a preset: Pacific northewest

Lighting should not be selected!

Export

©Alexander Oberroither 12



Select the “World extens and Resolution” icon

|E}\

and remove the tick at Resolution.. it will change to 512x512

Render Extents and Mormal Build Resolution |Genem| Satupl

Render Extents store world location,

Main Exterts | [ [ New Edent.. ] [ Delete ] regolution, and tiled building information.
Location MNormal Build Resolution

-y 800km  B.00km Resolution Rln| 512x 512

Upper-Right Coordinate _ U
Custom |

Width: 8.0 km Detail Scale: 15,625 m/pixel
Height: 8.00 km
[ Locked Memory Usage
[ Allow non-square extents [[] Conserve Memany Est. Memory Req'd: 36 MB

Memory per Heightfield: 1 MB

Lower-Left Coordinate
Om Om

[ oKk || Abbrechen

Now build it with the green button and open the path to the files

You should have 3 files now:

[rs| colormap
heightmap.r32

p:| shadowmap

©Alexander Oberroither 13



Photoshop

Now you have to do some photoshopping and make some new pics for the ressources,...

Colormap
Open the colormap with photoshop.
(I will edit the color of the seafloor a bit)

Save it as .dds and remove the tick from alpha channels

Metzwerk
" Dateiname: colormap.dds -
Format: [DSDEDDS {.005;”.005) -
Save Options
Save: As a Copy Notes
& ["] Alpha Channels Spot Colors
Layers

Save it as DXT1 | 1 bit alpha and No MIP maps

DXT1 ARGE 4 bpp | 1 bit alpha + | sae | | Cancel

MIP Map Generation
2D Testure v (71 Generate MIP maps
[ MIP M ap Filtering... ] [ S harpening... ] () Use Existing MIP maps Al v

@ Mo MIP maps
[ Image Optionz... ] [Nnrmal b ap Settings...]
[ Fading MIF maps... ] [ Yrike Config,.. ] [ — ] [ D Freview ]

Read Config...
[ i ] [ Refresh Preview ] [ Fresiew Options. .. ]
[ 5ave Flipped Yertically Erafi
rofiles

[ Set Profile Directory ]

S NVIDIA.

Comments to SOEFeedbackE@nyidia. com <no prafile loaded:

- Load Frafile

©Alexander Oberroither
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Shadowmap

The shadowmap is one of the reasons why it’s difficult to edit the files in gimp or

paintnet

Arrange »
Workspace »

Extensions r

Actions Alt+F9
v Adjustments
Animation
Brush F5
Brush Presets
Character
Clone Source
¥ Color F&
Histogram
History
Info F8
Layer Comps
Layers F7
Masks
Mavigator
Motes
Paragraph
Paths
Styles
Swatches
Tool Presets

v Options
v Tools

1 colermap.brp

v 2 shadowmap.bmp

©Alexander Oberroither

Load the image and activate “channels”

CHAMMELS

Ctri+2

Ctri+3

Ctri+4

Ctri+5

-

Now select only the green channel and copy it to the Alpha

1. Afterwards select the green and the blue channel and
overdraw them with black.

CHAMMELS

Ctrl+2
Ctri+3

Ctrl+4

Ctri+5

15



Save it as .dds with the name “shadowmap” and with alpha channels.

-
Metzwerk
Dateiname: shadowmap.dds -
Fomat: | D3D/DDS (.DDS;".DDS) v
Save Options
Save: [] As a Copy Motes
[¥] Alpha Channels Spot Colors
Layers
Colar: Use Proof Setup: Waorking CMYK

ICC Profile: sRGB IEC61966-2.1

Thurnbnail Use Lower Case Extension

Save it as DXT5 | interpolated alpha and No MIP maps

DXTS LRGE & bpp | interpolated alpha [ Save ] [ Cancel

MIF Map Generation
2D Texture T (7 Generate MIP maps
[ MIF tap Filtering... ] [ Sharpening... ] () Use Existing MIP maps Al v

@ Mo MIP maps
[ Image Optionz. .. ] [Nu:urmal Map Settings...]
[ Fading MIFP maps... ] [ Write Config... ] [ 2D Froviow ] [ 3D Previen ]

Read Config...
[ _ ] [ R efresh Preview ] [ Presview Optionz... ]
[ 5 ave Flipped Yertically Brafil
rofiles

S NVIDIA.

Comments to SOKFeedback@nvidia com

©Alexander Oberroither

[ Set Prafile Director ] S ave Prafile

- Load Prafile

<no prafile lnaded:
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If you are a bit confused of the shadowmap, take a look on this pic:

©Alexander Oberroither
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Ressources

Open the colormap again and create a new layer

Fill the new layer black and turn down the fill

=D

You have to flip canvas horizontal all ressources maps

Auto Tone Shift+Ctrl+L
Auto Contrast Alt+Shift+Ctrl+ L
Auto Celor Shift+Ctrl+B

Image Size... A+ Chrl+1
Canvas Size... Alt+Ctrl+C
Image Rotation

Crop

Trim..

Reveal All

Duplicate...
Apply Image... Flip Canvas Vertical
Calculations...

Variables
Apply Data 5et...

Trap..

©Alexander Oberroither



Here is an example for a roadlink map:

100 9% Fill and Save it via FILE- SAVE FOR WEB & DEVICES — SAVE

©Alexander Oberroither
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Map Editor
Importing

Now you have to open the map editor.

Heightmap
) Colormap
) Shadowmap
RBGmap
Citylink-Highway

~) Citylink-Rail

) Citylink-Road o T
Citylink-Sea 'r . b "«/

~ ) Resources-Agriculture {_‘. o —‘K“‘ﬁ“-\“ o
Resources-Environment
Resources-Oil
Resources-Snow
Resources-Water

) Resources-Beach

Texture description

Click the arrow and import the all the files. The RGB Map you can get here.

Exporting

Save the map projectand exportthe map if you finished importing.
Select the path and do not press ok.

—Choose your Qutput

* Finished data structure  { Patch file
Target: |C:\Users\Alex'\Desktop'del2 |
Replace: I= |

ok | cancel |

©Alexander Oberroither


https://alex24.googlecode.com/files/RGBmap.dds

Now it's getting a bit complicating

You need your whole CXL unpacked, use the unpacker for this (if you haven’tdone it
before)

Go to the path:
data\level

... and select one .Ivl you think that would fit to your map (water level, terrain texture
and trees). If you don’tknow which .lvl file it is ingame go to:

data\interface\ddstexture\maps

... copy the .lvl file to your folder you made for the new map with the same path:
data\level

Uncompress the copied .lvl file via using the Cities XL Pak/Unpak program from
generation-city.

Uncompress a Pak / Patch / Lvl / Sol file

[ Source file ] {C \Users\Alex\Desktop\del 2\data\level \grassycanyonriver_01.Ivl ]

[ Destination folder ”C:\Users\Nex\Desldop\delZ\data\level

[ Uncompress ] 7 q‘ G ALLO
{Caty

Open the gamedata file you got now with the HxD tool and search for the lvl name

Example:
[ took “GrassyCanyonRiver_01"
... and searched for “grassy”

V- ra = sy Canyon
Eiver 01 MELLaiC
ydelr>. .<Material
e Iype="meStrin
I"...Flag="0">Da
za/GEfx/Landscape
‘Materials/Grass
yCanyonBRiver Mat
J1.xml</Material

These are the only two results you need. Replace them with your map name, but with
exactly the same length of letters!

Afterwards save it and open the Cities XL Pak/Unpak program again.
Click on TooLS - CREATE A LVL FILE

...take exactly the same name like in the gamedata file for the filename of the new .lvl.

©Alexander Oberroither 21



Example:
DeltaDeltaDeltaDe 01

.. click on create

ﬂ;;;

Open the map editor again and fill in the space at “Replace” with the level name and
create it.

That was a part of the UIM implementation

©Alexander Oberroither 22



Finishing the UIM implementation

Open the Cologne map with the okeanos packager and extract
mapmgr_colognecologneco_01.lua to exactly the same path in your map folder.

File  Extras

- 5 = & | < New Entry

Full Mame Length (Unp... Q
data/gfwlandscapeayers/colognecologneco_01_Sim_SeaSide png 4 456
data/gfwlandscapeayers/colognecologneco_01_sim_snow png 3.562
data/ghwlandscapeAayers/colognecologneco_01_sim_gembeach_beach png 4 456
data/ghwlandscapeAayers/colognecologneco_01_sim_oils png 3562
data/ghxlandscapelayers/colognecologneco_01_sim_water.png 4456

data/design/script/siminfo/zmaps/mapmgr_colognecologneco_01lua

dataevel/colognecologneco_07 vl Extract ...
data/gfwlandscape/materals. colognecologneco_mat (1 xml Replace ...
data/gfwlandscapescolognecologneco_01 land
data/gheandscapeAayers/colognecologneco_01_sim_cibdinkinterciy_high, Delete
data/ofx Aandscane Aavers icoloonecoloonecn 111 sim cihdinkintercite mil on

4 | m Properties
25 | ChlUsershAlex Downloads\XL_Mation_Alex24_Cologne_ 1.0 (1).patch

open the .lua with the editor and replace everything with your map and delete this:

5219*52*5554J,,
pe"] = "AGRI_O"
.?5469?08442688,

53333313

"

alasaas's

As you might have mentioned, there are some new maps like: ["Sim_Fishing"], ...
.. you can make them manually.

--["Sim_Oils"], “--“ means that it is deactivated.

©Alexander Oberroither



Afterwards you have to copy and rename the original material file for the map. Go to:
data\gfx\landscape\materials

...and copy the material file to your folder and rename it.

If you want you can add a preview image too.
data\interface\ddstexture\maps

And the translations
data\localization \ *language*

Now open the packager and create a .patch
... click on “new entry” and selectall the files in your map folder.

Your map should be finished, if you have some further questions contact me on
XLnation.com

©Alexander Oberroither 24



