The AnlagenProjekt for Anno 1503

AnlagenProjekt (c) Dieter Robert Kohler

Due to too much work, this file is no longer upated regularly. (Autotranslate the German file ifrequired..)

Preparations

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

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

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

The zip-file should contain the following files::

<Subdirectory> Deutsch : required text file AmainStrings.txt
Struktur_der_Anlagen.odf
Manual in German

<Subdirectory> Englisch : required text file AMainStrings.txt
Manual in English.

AnlagenProjekt.exe: The program to create the textures and more

Index-Files

FORSCHTYPE.txt

IDENTIFIERS.txt'

INFRAMIN.txt

PRODTYPE.txt'

WARE.txt

One of the AMainStrings.txt files defines the program's language. It should be copied into the same directory as AnlagenProjekt.exe.

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

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

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

What does AnlagenProjekt do?
At present, the program can only extract the textures from the system data file Anlagen.addon as bitmaps.

All textures exist in three versions, corresponding to the three zoom levels in the game. All bitmap resolutions can be extracted, including
shadow and special elements (animations like smoke,fore xample).

The format of the bitmaps is the same as the ground texture bitmaps,an image with a color palette of 256 entries.
The bitmaps are images of the plants, rocks, buildings, etc, as well as some shadow textures.

The final goal of the project is to add one‘s own/modified textures to the system file Anlagen.addon.

Such a program already existed many years ago. Unfortunately all sources (and most of the information about the structure of the
Anagen.addon file) was lost.

This project is an attempt to recreate a new version. This is an enormuously tedious work



The main window

The button ,,Open Anlagen.addon” loads the system file Anlagen-addon.addon. As this is a very large file, this may take a few seconds. The
contents of the file is shown at left.

Open Anlagen. addon [:4Anno] 503G FXE stractoranlagen. addon, addon

1416

D [Tiex |Tie¥ |GFX sting Tille Sting |Pal0 |Pal |Palz |Shadow | ~

1327 3 3 Richtstatte_snimyRichtstattell_001.tga  Richtstattel2 180

1330 6 a KapelentDoml1sDoml1_01.tga Dam 151

1335 4 3 Wirtshasuzerw/intshaus01_01 tga Wirtshaus01 0 152

1336 4 4 Grozseswinshaus01\Grosseswinshausl Grozsseswirtshaus0l 0 183 0

1337 |4 4 MedicushMedicuz01_01.tga Medicus11 154

1339 3 3 GenchthGenchtol_01.tga Gericht01 0 155

1341 1 1 Brunnend14%Bunnend]_01 tga Brnnenl 1586

1342 1 1 Brunnen_GrobhBrunnen01_01.tga Brunnenl2 0 187

1346 |4 4 Flogterschuleklein' Flozterschulekleindl_ | KlosterSchule 0 168

1347 |4 4 FlosterschulehKlosterschule01_01tga | KlosterSchule [(Gross) ] ] 159

1350 3 3 Feuenwehr Stufe2\Feusnsehi01_01 tga | Feuenwehi02 160

1376 7 g Theater\Theater0l_01.tga Theater01 161

1377 |5 3 Badehaus\BadeHaus01_01.tga B adeHaus01 0 162 163

1378 5 5 Bibliathek\Bibliothek 11 _01.tga Bibliathekod 164

1373 &8 8 UniverzitathUni01_01 tga Universitat01 165

1380 4 7 SchlozshS chlozsH auptteild1_071.tga SchlozsHauptteilll 16E

1381 |2 4 SchlozshS chlozsFlugel1_01.tga SchlozsFlugell 16E

1382 4 4 SchiogshS chlogsEckiurm1_07.tga SchiogsEckTurm01 16E

1383 2 4 SchiosshS chlozsBogenelement01_07.tg: SchlogsB ogenelement(1 166

1384 2 4 Zierobjecte\Schlogsteill2_01.tga SchlogsB ogenelementD2 167

1385 4 4 Zierobjecte\Schlozstelll_071 tga SchlozzsHaupttell2 168

1386 3 3 PavillionPavilion01_01.tga P arillion 0 163

1387 4 1 ZierobjectehSchlosstorl1_01.tga SchlossTarld 170

1388 5 3 ZierobjecteFeldhemrenhalle01_01tga | Feldherrenhalle 171

1389 3 3 ZierobjectehLdwenpartal01_01.tga Liwenpartal 172

1390 |2 2 Fierobjecte\Reiterstandbild01_01.tga Reiterstandbild 173

1391 |2 2 Zierobjecte'Venusbrunnenl1_01 tga Wenusbrunnen 174

1392 14 4 Schlozs\S chiogstells_01.tga SchlozskE ckiugeld 0 16E

1393 2 2 Zierobjecte'Ziergarten1_01.tga Ziergartenl 175

1394 1 1 Zierobjecte! Prunkflaggell_001.tga Prunkflagge01 176

1395 1 1 Zierobjecte\ Prunkflaggell_001.tga Prunkflagge01 176

1400 2 2

1401 2 2

1402 2 2

1403 2 2

1404 2 2

1405 2 2

1406 2 2

1407 2 2

1408 4 2

1409 2 2

1410 1 1 Ruinenit arktstandesMarktstand1_01.t Ruine Marktstand0l 140

412 4 4

1413 4 4 b arkthaupt01 sk.ontord3_kin_01.tga Damagedk.ontor03 0 177 108

1414 4 3 F arkthaupt0l sk arkthaupt_kin_01_01.tc| DamagedMarkthaupt0l 0 109 178

1415 4 4 F arkthaupt0l YK ontar_hin_01_01.tga Damagedk.ontarll 0 109 178
4 3 M arkthaupt0l WMarkthaupt_hin_02_071.tc| DamagediM ark thaupt02 173 109

Clicking onto the table displays the selected texture at right with its associated color palette in the Palette tab at right.

Most textures contain four bitmaps, one for each direction of view. Some simple textures look identical in every direction (small trees, fiields), so
there is only one bitmap. Some textures contain an entire growth sequence.

Some textures do not possess a bitmap in the system file. These are either unused textures or system textures (sea surface, for example), that
are stored in some other location.



Color Palettes

Color palettes IAddltlonaI effects] Information about the zelected element] SEttlngs] BGruppen.dat]

The table lists all color palettes in the file.

Clut ‘ D | Entry |Body ‘ Mame | clFuchsia | ~
32 1 '3 1088 Farbtabelen'S chilfgraz01.PCx ok
1126 2 1150 2182 Farbtabelen'Graserl PCx ok,
2216 3 2240 3272 Farbtabellen\Laubbauml pex ak
3308 4 3332 4364 Farbtabelen'l aubbaumB otbuchell pes ok
4403 5 4432 5464 Farbtabellen'S chilfgras02 PCx ok
5502 5 5526 6558 Farbtabellen'Palmel1.PCx ok
E531 7 EE15 TE4T FarbtabellenPalme01.PCx ok
TEA0 8 704 8736 FarbtabelenSteppenbaeume0. PCx ok
arey 3 gam 9833 Farbtabellen'Steppenbasumell . PCx ok
9374 10 9398 10930  FarbtabellenhSteppenbasumell. PCX ok
10971 1 10995 12027 FarbtabelenhSteppenbaumell PCx ok
12067 12 12091 13123 FarbtabelertKakteend1.PCx ok
13188 13 13182 14214 FarbtabellenKakteend1.PCx ok
14243 14 14273 15305 Farbtabeler’\BuschSueddl.PCx ok
15342 15 15366 16398 Farbtabeller’\BuschSueddl.PCx ok
16435 18 16459 17491 Farbtabelen\Unterwazserpflanzendl. PC< ak
17538 17 17562 18594  FarbtabelenhSteppengras01 pex ok
18633 18 18657 19683 FarbtabellentSteppengras0l.pox ok
19728 19 19752 20784  Farbtabellen'Alas01.pox ok
20818 20 20840 21872 FarbtabellenhTemitenhiigell.PCx ok
2m3 2 21937 22969 FarbtabelenMadelB Sumel.PCx ok
23007 22 23031 24063 Farbtabellent\Klima\klima PCx ok
24100 23 24124 25156 Farbtabelen\wiffspleilvwitfspfeildl. PO ok
25206 24 25229 | 26261 Farbtabelen'PionierHaus01. PO ok
26300 25 26324 27356 Farbtabelen'PioniereH aus03 PCx ok,
27396 26 27420 28452 FarbtabellenhEflectehFleinerR auchBO1. PCX ok,
2850 27 20525 | 29857 Farbtabellen’\PioniereH aus04. PC ok
23537 28 23621 30653 Farbtabelen'PioniereH aus05 PCX ok,
30693 29 077 31749 Farbtabellen'Pioniere\Pioniell2 pcx ok
3793 30 3817 32843 Farbtabelen\Pioniere\Pioniel] pex ok
32893 kil 3297 33943 FarbtabelentSiedler\Siedler0d_07.pex ok
33995 32 34019 35051 Farbtabelen\SiedlerHaus05_01.PCH ok
3|093 33 35117 36149 Farbtabelen\SiedlerD6_01.PCx ok
36187 M 36211 37243 FarbtabelentSiedlerSiedlerI1_01. pox ok
arzes 3 73 38345  Farbtabellen\Siedler\Siedlerhaus03_01.pex ok
38395 36 38419 39451 Farbtabellen'SiedlersSiedlernenl1_01.pox ok
39500 ar 39524 40556 Farbtabelen\SiedlertSiedler02_071.pox ok
40602 38 40626 41658  FarbtabellenFachwerkhdusersBilingerHausl .PC:| ok
171 iz 41735 42767 Farbtabelen'FachwerkhiusertFachwerkHaus02, | ok
42822 40 42846 43878 Farbtabellen\BlirgerH aus05.PCX, ok
43916 4 43340 44372 FarbtabellenBuergerH aus06_01.PCx ok
45014 42 45038 46070 Farbtabellen'Fachwerkhduser\Fachwerk03_01.P | ok
46124 43 46148 47180 Farbtabelen\Fachwerkhduzert\Fachwerk Gruppell| ok
47237 44 47261 48293 Farbtabelen'BurgersBuergerl1_01.pcx ok
48338 45 48362 43334 Farbtabellen'Biiger\Buergerl2_01.pcx ok
49439 48 49463 B0495  Farbtabellen\Fachwerkhduzer\HauzGruppeld_01) ok v

Selected Color Caolor under Cursaor

Transparency colar

& clFuchsia 1

" User

" clBlack 1]
Murnber of palettes 441

Creating calor table info

Save al palettes

Save all palettes saves all color palettes into a subdirectory Cluts of the path defined in the settings tab.
These indivudual palettes are used when the Anlagen.addon file was dissected into its indivudual elements and a new version of the file is
reassembled,with altered or additional elements in it.



Additional Effects

Color palettes  Additional effects ] Infarmation about the zelected element] Settings] Debug info

1D of elemente | Title of element | GFX Name Title Mame

R05 Fionierhaus03 EffekteikleinerR auchBrauch-b0E0.tga KleinerR auchB 01
513 Pionierhaus07 EffektehkleinerR auchB'rauch-b0ED tga FleinerR auchB 01
R26 SiederHausz11 EffekteikleinerR auchB'rauch-b0E0.tga KleinerR auchB 01
f45 B ?rgerhaus06 EffekteikleinerR auchBrauch-b0E0.tga KleinerR auchB 01
BE0 Kaufleutel EffektehG anzkleinerR auch01 syrauch-a0E0.kaa GanzkleinerR auchB 01
BE1 Kaufleuted2 EffekteikleinerR auchB'rauch-b0E0.tga KleinerR auchB 01
BEY Kaufleut=03 EffekteikleinerR auchBrauch-b0E0.tga KleinerR auchB 01
s Anztokratenls EffektehkleinerR auchB'rauch-b0ED tga FleinerR auchB 01
an Halzf ?lerll HaolzfallerHolzstapel _001 .tga HolzStapelid
803 I amorsteinmetz b armorsteinmetzibd armorsteine0l_007 . tga I amorsteine

204 Steinmetz01 Steinmetz“SteinmetzSteined1_001 tga Steinmetz5teinell
1002 windmuehle02 “windmuehlerduehle0l tga windmuehlell
1004 B 7chker Effekt_H ausrauchlSmokell_007.tga Rauchl1

1005 Wweber02 Effect_HausrauchD44Smokeld_007.tga FleinerR auchB 01
1006 Bogenmacher EffectH auzrauch03%Smaokel3_001 tga KleinerR auchB 01
1008 T abalkverarbeiterl E ffectH auzrauch03sSmokel3_007.tga KleinerR auchB 01
1009 F?iberei EffectH ausrauch03Smokel3_007.tga FleinerR auchB 01
iz B Pchzenmacherd Effect_Hausrauchl44Smokeld_001.tga KleinerR auchB 01
1013 Rumbrennersiil E ffectH auzrauch03sSmokel3_007.tga KleinerR auchB 01
1014 Brauereill Effekt_Hausrauch14Smokell_007.Lga Rauchll

17 Erzzchmelzell Erzschmelzel14E rzSchmelze01_01_001.tga Erzzschmelzell
1018 Fleizcher0l E ffectH auzrauch03sSmokel3_007.tga KleinerR auchB 01
1019 Schmiedd Schmied\Schmied_007.tga Schmiednim01
1020 Kleinet/erft Flaggen1Flaggell_001.taa Flagged1

1021 Grogeetaferft Flaggen14Flagge0l_001.tga Flaggel1

1022 Saline EffectH ausrauch03Smokel3_007.tga Hausrauch03
1023 KleinerGerber Effect_Hausrauchl44Smokeld_001.tga KleinerR auchB 01
1027 Schreider E ffectH auzrauch03sSmokel3_007.tga KleinerR auch 01
1028 Trangiedere Effect_HausrauchD44Smokeld_007.tga KleinerR auch 01
1029 Ruestungsbau Effect_Hausrauchl44Smokeld_001.tga KleinerR auch 02
1034 GrogzeErzechmelzel Effect_Hausrauchl24Smokel2_007.tga Rauchl1

1035 K. ?hlerdl Effect_HausrauchD44Smokeld_007.tga FleinerR auchi2
1036 “wiaffenschmiedd2 Effekt_Hausrauchl14Smokell_001.tga Fauchll

1037 “wiaffenschmieddl Effect_Hausrauchl44Smokeld_007.tga KleinerR auchB 01
1038 K.anonenGiesserll Effect_Hausrauchl24Smokel2_001.tga Rauchll

1216 TiefeE rzmined TiefeE rzmine! TiefeErzMine01_001.tga TiefeErzmine01_001
1217 TiefeErzrmineSusdil TiefeErzminetTiefeErzmineSLid01_001.tga TiefeErzmineSueddl
130 I arkthaupt01 Flaggen1.Flaggell_001.tga Flaggel1

1302 Kontor(1 Flaggen1Flaggell_001.taa Flagged1

1303 b ark thaupt02 Flaggen14Flagge0l_001.tga Flaggel1

1304 Kontor02 Flaggen1.Flaggell_001.tga Flaggel1

1305 tarkthaupt03 Flaggen1Flaggell_001.taa Flagged1

1308 Kontor03 Flaggen14Flagge0l_001.tga Flaggel1

1377 BadeHaus01 Badehausz'Poold1_007.tga Poolll

1413 [Damagedk.ontorl3 Flaggen1“Flaggell_001.taa Flagged1

1414 [ramagedtd ark thauptOl Flaggen(14Flagge01_001.tga Flagge(1

Some elements contain additional bitmaps (Smoking chimneys, for example).

These additional Elements are listed in this table, with the connection where they appear in the main elements.

Some elements contain additional shadow bitmaps.

These additional Elements are listed in the Shadows table, with the connection where they appear in the main elements.



Information about the selected element

Color palettes | Additional effects  Information shout the: selected element | Settingsl Debug info

| EntRY | 1402057

| wemsionz | 1402981

| 1414

EREREE

| PRODTYPE | 1403093
HEAD FPROD3 |

Addresz in File

ward1[ 0
Rurining costs |T
Costs inactive IT

sty O IT

Meeds 1 lﬁ
Meeds 2 |T
Nesds3[ 0
Meeds 4 |T

1403115

|MaRKT

Structure size

Meeds 5 ’T
Single 1 |1_
Singls 2 |17
Single 3 |17
Single 4 IT
Prod! output ’T
Prod? autput ’1_

=

e

Max active figures ’T
Mum used needs ’M
Eyte 7 ,M

Eyte 8 ,M

Eyte 9 ,M

Byte 11 [ 0000000

Byte 12 | 0.000000

Active figures new | 0

| mFRamN [ 0 [urassigned -]
| FORSCHTYPE | 0 [urassigned =]
| weRE | 1403199 [unassigned = [unasigned |
| BaUsAMPLE | 1403289 | Bauway

WALKMASK. | SHOTMASK | DwWNMASK | HIGHMAP |

Addresz in File

Structure size

1403282
36

SCHUSS | FIREPDS | FIRE | AUSPOS | CONPDZ | WPLANE ENTRANCE |

Address in File

1403648

Stucture size

e

1.833333 0500000
21BBEEY 2500000

inunits of 11667 11 3
inunits of L1667 13 15

| DRJECTPOS | 1403433
| COWORS | 1403880 0o s |7
| HOEUSER | 1403708

Regulsr Bitmap | SHADOW | Effects |

[ ewtRy | taowze | 2 [ooooooo [ooooooo | ocooooo
| Boovz | 1403786

| souwpz | 0

| anm | 140338

| GFxpate | 1403360

| TExTURES | 1404060 | 1404228 1404336

| mmE | t4n4me4 | Damagedharkthauptdl

This tab display the bitmaps of the selected element,as well as information about its data structure. The functions of many of parameters are

unknown at this time.




Settings

Caolor Daleltss] Additional effects | Information about the selected element  Settings | BGuppen.dat

Path settings

(¥ Path to directory Gellmages (High resolution] D:vanno] BOING FAE sractor\Gellmages
" Path to directory Gellmages (Medium resolution) [:MAnnol BO3NG FXE sractor\Gellmages
" Path to directory Gellmages [Low resolution) D:\Anno15034G FXE sractor\Gellmages
Path to all single elements in &nlagen.dat D:\dnno1503MGPXE stractorianlagen
Path to BGuppen.dat files D:ABnnol S0MGFXE xhactor

Save [bitmapsize selected in Path settings)

Save all bitmaps ‘

Save Shadow bitmaps only ‘

Save Effects bitmaps only ‘

Create Buildings. tat Just1Ds

Path settings :The paths to the bitmap locations can be set by clicking on a panel.

The bitmaps of the shadow textures are saved into the subdirectory “Schatten“.The bitmaps of the effects textures are saved into the
subdirectory “Effekte”.

The individual elements of the Anlagen.addon file are saved into the directory given by Path to all single elements..
BGruppen-files are saved into a directory given by Path to BGruppen.dat files

;I'he button ,Create Buildings.txt“ writes a text file Buildings.txt that contains the list of textures in a csv format
20,1,1,GrasSued01(Wachs) (corresponds to: ID, Size X, Size Y, Name of the texture)

This list is used in the old Anno1503 island editors.

The button ,Just IDs* writes a simpler text file Buildings.txt that contains the list of textures in the format

20 GrasSued01(Wachs) (corresponds to: ID Name of the texture)

The button “Save all bitmaps* speichert die Bilder aus der Liste im Hauptfenster.

The button “Save shadow bitmaps only* saves the shadow ibitmaps of all elements that define a shadow.

The button “Save effects bitmaps only “ saves the bitmaps in the table Effects.

The setting Path settings definies which zoom factor is used (High, Middle or Low bitmap resolution).

Bitmaps with middle resolution have half the width/height of hires bitmaps. Bitmaps with low resolution have roughly a fourth of the width/height.



BGruppen.dat
The file BGruppen.dat Datei contains all data parameters that define the game behaviouren of Anno1503. Which goods and buildings at which
staqge of the game are required. The prices of things on dfferent islands, how many folks are in a house, etc.

As countless modders and cheaters have found out the hard way, changing the values is the fastest way to destroy the delicate balancing of the
game,or even killing the game entirely. All values arecarefully balanced, and any careless changes can lead to unpredictable results.

The obvious rule is: Modified Bgruppen-files should only be used in endless games, they will most likely brake scenario and campaign maps.



The auxiliary window

The auxiliary window hides behind the main window.
It basically is a playground, to look at various data bytes in the system file Anlagen.addon.

Search in file
| |EwTRY A |2400077 ~ 5 41 44 0D 0D 00 00 00 00 00 00 34 00 00 00 01 01 00 00 00 00 00 00 00 00 00 00 03 00 00 00 05 00 I ~
VERSION2 2402451 41 44 00 00 00 OO0 00 00 00 00 34 00 00 00 01 01 00 00 00 00 00 40 00 00 00 00 03 00 00 00 00 00 4
2403663 41 44 00 00 00 00 00 00 00 00 34 00 00 00 01 01 00 00 00 00 00 00 00 00 00 00 03 00 00 00 05 00 4
PRODTYPE 2404842 41 44 00 00 00 00 00 00 00 00 33 00 00 00 01 01 00 00 00 00 00 00 00 00 00 00 03 00 00 00 00 00 -
PROD3 2406249 41 44 00 00 00 00 00 00 00 00 34 00 00 00 01 01 00 00 00 00 00 00 00 00 00 00 03 00 00 00 05 00 1
INFRAMIN 2407708 41 44 00 00 00 00 00 00 00 00 34 00 00 00 01 01 00 00 00 00 00 00 00 00 00 00 03 00 00 00 00 00 4
FORSCHTYPE 2408905 41 44 00 00 00 00 00 00 00 00 34 00 00 00 01 01 00 00 00 00 00 00 00 00 00 00 03 00 00 00 05 00 4
\WARE 2410102 41 44 00 00 00 00 00 00 00 00 34 00 00 00 01 01 00 00 00 00 00 00 00 00 00 00 03 00 00 00 00 00 4
BAUSAMPLE 5411300 41 44 00 00 00 00 00 00 00 00 34 00 00 00 01 01 00 00 00 00 00 00 00 00 00 00 03 00 00 00 05 00 4
41 44 00 00 00 00 00 00 00 00 34 00 00 00 01 01 00 00 00 00 00 00 00 00 00 00 03 00 00 00 00 00 4
m%’_ﬁuﬁg iﬂ%‘igg 41 44 00 00 00 00 00 00 00 00 34 00 00 00 01 01 00 00 00 00 00 00 00 00 00 00 03 00 00 00 05 00 4
ar 41 44 00 00 00 00 00 00 00 00 34 00 00 00 01 01 00 00 00 00 00 00 00 00 00 00 03 00 00 00 00 00 4
OWNMASK 2422409 41 44 00 00 00 00 00 00 00 00 2C 00 00 00 O1 01 00 00 00 OO0 00 00 00 00 00 00 03 00 00 00 00 00 .
HIGHMAP 2423676 41 44 00 00 00 00 00 00 00 00 2C 00 DO 00 01 01 00 00 00 00 00 00 00 00 00 00 O3 00 00 00 00 00 .
FIREPOS 2424881 41 44 00 00 00 00 00 00 Q0 00 34 00 00 00 01 01 00 00 00 00 00 00 00 00 OO0 00 03 00 00 00 05 00 4
OBJECTPOS 2426081 41 44 00 00 00 00 00 00 Q0 00 34 00 00 00 01 01 00 00 00 00 00 00 00 00 0O 00 03 00 00 00 00 00 4
SCHUSS 2427276 41 44 00 00 00 00 00 00 00 00 34 00 00 00 O1 01 00 00 00 00 00 00 00 00 00 00 03 00 00 00 05 00 4
FIRE 2428471 41 44 00 00 00 00 00 00 Q0 00 34 00 00 00 Ol 01 00 00 00 00 00 00 00 00 00 00 03 00 00 00 00 00 4
CONPO2 2429706 41 44 00 00 00 00 00 00 00 00 34 00 00 00 01 01 00 00 00 00 00 00 00 00 00 00 03 00 00 00 05 00 a
\WELANE 2430841 41 44 00 00 00 00 00 00 00 00 34 00 00 00 01 01 00 00 00 00 00 00 00 00 00 00 03 00 00 00 00 00 4
ENTRANCE 2432137 41 44 00 00 00 00 00 00 00 00 34 00 00 00 01 01 00 00 00 00 00 00 00 00 00 00 03 00 00 00 05 00 4
COLORS 2433335 41 44 00 00 00 00 00 00 00 00 34 00 00 00 01 01 00 00 00 00 00 1
HAEUSER 2434702 41 44 00 00 00 00 00 00 00 00 34 00 00 00 01 01 00 00 00 00 00 00 00 00 00 00 03 00 00 00 00 00 1
41 44 00 00 00 00 00 00 00 00 34 00 00 00 01 01 00 00 00 00 00 00 00 00 00 00 03 00 00 00 00 00 1
;EE:,‘; 333;3; 41 44 00 00 00 00 00 00 00 00 34 00 00 00 01 01 00 00 00 00 00 00 00 00 00 01 00 00 00 00 05 00 4
! 41 44 00 00 00 00 00 00 00 00 34 00 00 00 01 01 00 00 00 00 00 00 00 00 00 01 00 00 00 00 0L 00 4
ANIM 2432456 41 44 00 00 00 00 00 00 00 00 34 00 00 00 01 O1 0O 00 00 00 00 00 00 00 00 O1 00 00 00 00 05 00 4
SOUND2 2435710 41 44 00 00 00 00 00 00 00 00 34 00 00 00 01 01 00 00 00 00 00 00 00 00 00 01 00 00 00 00 0L 00 4
GFXDATA 2440881 41 44 00 00 00 00 00 00 00 00 34 00 00 00 01 01 00 00 00 00 00 00 00 00 00 01 00 00 00 00 05 00 4
TEXTURES 2442057 41 44 00 00 00 00 00 00 00 00 34 00 00 00 01 01 00 00 00 00 00 00 00 00 00 01 00 00 00 00 0L 00 4
SHADOW ¥ |aa3226 41 44 00 00 00 00 00 00 00 00 38 00 00 00 01 01 00 00 00 00 00 00 00 00 00 01 0O OO0 00 00 01 00 g
2444440 41 44 00 00 00 00 00 00 00 00 34 00 00 00 01 01 00 00 00 00 00 00 00 00 00 01 00 00 00 00 0L 00 4
HEAD m" 41 44 00 00 00 00 00 00 00 00 30 00 00 00 03 02 00 00 00 00 00 00 00 00 00 00 00 0O 00 00 00 00 o
41 44 00 00 00 00 00 00 Q0 00 30 00 00 0O 04 03 00 00 00 00 00 00 00 00 00 00 00 00 00 00 00 00 0
ﬂ j 41 44 00 00 00 00 00 00 Q0 00 30 00 00 0O 04 03 00 00 00 00 00 00 00 00 00 00 00 00 00 00 00 00 0
= 41 44 00 00 00 00 00 Q0 Q0 00 38 00 00 00 Ol 01 00 00 00 00 00 00 OS5 00 00 88 03 00 00 00 05 00 8 .
Rowwidth |36 = [ Title only : 41 4% 00 00 00 00 00 00 00 00 38 00 00 00 01 01 00 00 00 00 00 00 00 00 00 88 03 00 00 00 00 00 =aD. e .
- 41 44 00 00 00 00 00 00 00 00 38 00 00 00 01 01 00 00 00 00 00 00 05 00 00 00 03 00 00 00 05 00 =aD. B - -
Number rows[32 =] padding [0 = v

The table at left contains all tags that define a texture.
Aclick on a tag list all addresses of the tag in the file. In the example above, the tag “HEAD" is selected.
A click on a number dumps the bytes from this address into the table at right.

At the end of the list of addresses, there is a line “Found xxx“. This is the number of occurencies of the tag.
Clicking onto this line, the list at right shows the first ,Row width* bytes for every occurence of the tag in the file.
This enables a direct comparison of the byte structure for the selected tag in the file.

The setting of “padding” can be used to enter a +/- ofset of the list start.

With a right mouse button click into the right display, the list can be saved to disc..

Using the “?* field,one can search the file for a particular text.
Do not search for a single letter, as the file size of Anlagane.addon is over 200Mbytes.

The debug window is a part of the auxiliary window now. It displays various internal ssettings and is used for debugging only, so there is nothing
interesting to see here.



