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Preparations


Before you can use the new GFXExtractor, some preparations have to be done.


System requirements

This version of the GFXExtractor is compiled for 64bit-systems, in particular the Anno1503-History Edition. 

Create a directory where the GFXExtractor should reside. (The software does not need any Registry-settings). At best the files should reside in  the same directory as the MapEditor/ AnlagenProjekt. If you have an older version of the GFXExtractor, remove those files. 

The zip-file should contain the following files::

<Subdirectory> Deutsch  :	required text file TMainStrings.txt
			Manual in German
<Subdirectory> Englisch : 	required text file TMainStrings.txt
			Manual in English.

[bookmark: __DdeLink__884_3230251432]GFXExtractor.exe:	The program to create the ground textures and more

One of the TMainStrings.txt files defines the program‘s language. It should be copied into the same directory as GFXExtractor.exe.


The text file TMainStrings.txt should never be changed (except correcting spelling errors), as it is required for controlling the program. (The text file for the Mapeditor is called MainStrings.txt, the text file for the AnlagenProjekt is called AMainStrings.txt, so all three programs can coexist in the same directory).

With the first start of the program, an ini-file GFXExtractor.ini is created. This text filec ontains  some paths to various subdirectorys which are used regularly (for example the path to the island data, etc).


This program is one of several Anno-projects, which are worked on from time to time. Hence the software contains many options which are (not yet) implemented.

Introduction to the new GFXExtactor

What does the new version do tthe old version doesn‘t?

First of all, the program can extract all ground textures from the system file Felder.tex, exactly as the old version. The ground textures are bitmaps of size 256*256 pixels with an 8bit color palette (256colors).

Ground textures are needed for people who want to create their own islands. If that is not of your interest, then your interest in the GFXExtractor is vaning fast and the remaining 99% of the manual probably are interesting to read, but not relevant for playing Anno1503.

For the few remaining readers, the new GFXExtractor opens up the possibility to create new islands with new ground textures and incorporate those islands into the Anno1503 system.

For this purpose, the new ground textures are incorporated into the system file Felder.tex. The file must be altered in a way without Anno1503 knowing it, or at least not complaining about it.  The changes performed by the GFXExtractor do these modifications seamlessly as first tests have proven.



Basic problems when playing with modified system files

If you play with any modified system file, the same two problems always occur. For the system file Felder.tex this means:


1. What happens when you play with the original Felder.tex file, but with a map that contains islands with new textures?

- Maybe Anno1503 crashes, most likely the new islands look riddled with holes where the new textures are located. 


2. What happens when you play with a modified Felder.tex file, but with a map that contains original islands?

- Anno1503 starts and runs normally. There are no problems in this case.


At this time, the system file Felder.tex can be modified in two ways: 

Modification Version 1 frees two unused textures only which were never used.

Modification Version 2 additionally frees all textures which are duplicates . To do this, all islands that contain unnecessary duplicate texture IDs  are modified  (an erroneous northern islandis corrected as well)). Modifying the islands has no influence on the correct functioning of Anno1503, however the modified Felder.tex file must be used after the modification at all times. 
At this time,version 2 is not enabled as there are enough free slots available for new textures.

The original version of the system file Felder.tex contains a lot of garbage. The file in the History edition still is identical to the first version of Anno1503 and has never been “cleaned up“. This is not likely to happen ever so the modifications performed by the GFXExtractor are reasonably “future proof“.  



The white elephant in the room

Making your own ground textures creates a basic problem. What happens if several people create their own islands andground textures, independent of one another? 

In this case we have a number of modified Felder.tex files, all containing different textures . When playing a new map, the correct Felder.tex would have to be copied into the Anno1503 game directory. This would be rather tedious.

The modifications performed by the GFXExtractor to the file Felder.tex allow for a limited “version control“, but requires some „central command structure“.


Possible solutions to the chaos

It is very likely that only a very small number of people are going to create new ground textures. This is one step above creating an own island, as the new ground textures have to seamlessly join the existing ground textures. Otherwise,ugly graphic errors may show up where old and new ground textures meet. To prevent this from happening, ,quite some extra work will have to be put into the design.


The few creators could be coordinated via www.Annozone.de.

As an example,it would be possible to provide a Felder.tex file which contains a list of placehiolder texture-IDs. These unique IDs could be assigned to interested parties in advance. ..

As there doesn‘t yet exist a single new ground texture, the problem is not urgent at this time. (And the number of active modders has become rather tiny over the decades).




The main window

On the left is a list of all textures contained in the system file Felder.tex.
Below the list there are several settings for various data paths. When starting  the GFXExtractors the first time, all data paths point to the same directory where the program resides. Changes to these data paths are saved in an ini-file so the program remembers the paths. 

The first thing to do is loading the file Felder.tex.

[image: ]
The screen shot shows one of the two unused textures in the original Felder.tex file.

All ground textures are listed in a table on the left. A click into the table shows the selected texture and its color palette. .

„Extract ground textures“ saves the textures as bitmaps into the directory specified by the setting „Path to texture bitmaps“. 
The name of the subdirectory should be GFXImages.

At this time, the color palettes are not saved separately, so the directory set by “Location of color palettes“ is empty.



Using the button “Upgrade Felder.tex to Version 1“, the file is expanded to make room for additional textures. Anno1503 does not see, or not care about the changes.

In principle, the system file Felder.tex can be modified further to Version 2. This would require changes to many islands (duplicate entries for textures are straightened out and a few more textures are removed). At this time, this option is not activated as there is sufficient room avaialble for more textures, before taking these more drastic measures.

The Texture statistics window

This part of the program GFXExtractor has informational purposes only.

[image: ]

The list on the left contains all islands foundin the directory (and its subdirectries) \Islands. You can check which texture IDs iexist in a particular  island or in all islands .

At right there is a list giving an overview of unused textures in Felder.tex.


























The  Palette statistics window

This part of the program GFXExtractor has informational purposes only.


[image: ]
The first tab sheet displays the color palettes used by Anno1503. These palettes cannot be removed/altered.

The second tab sheet displays the color palettes used by new textures (and is probably empty at this time). 










The NewTexture/Palette window

In this part of the program, new textures can be added to the system file Felder.tex.

[image: ]

Using the button “Filename of the new texture“, the texture is loaded and displayed as a 256*256 bitmap, and enlarged by a factor of 2 (there is a lot of empty space available..).

The color palette of the texture is shown at bottom left. 

The bitmap for the texture must be of size 256*256 pixels with an 8bit color palette. If that is not the case, a free program like IrfanView can be used to scale the bitmap to the right size/colorspace.

In principle you can use an existing color palette for the new texture (if there is a suitable one), which can be tested chosing a color palette with the “Use existing palette“button.

A new unique ID for the texture is automagically allocated.
A suitable name should be given to the new texture that describes its purpose.

Ebenfalls sollte ein Besitzername angegeben werden für die limitierte Versionskontrolle (die Originaltexturen stammen alle von MaxDesign).

Usijg the button „Insert new ground texture into Felder.tex“ inserts the new texture into the system file.





The Check and adjust island window

This part of the program can be used to visualize an island (2D map).

[image: ]
The textures that are used are loaded and the island is displayed as a simple 2D model. The display can be switched to see the height profile or the fertility distribution.

A tthis time, only mines and mning sites are included in the island display.
No further changes can be performed. The options in the editor tab currently have no function.

Zooming in and out is possible by changing the value for “Tilesize“
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