How to create/insert your own maps or someone else's 
By Phipps


Some experience with UIBuilder and/or XML recommended...
Works best when you already have something to work with, like this map.xml file
http://www.eq2interface.com/forums/...ttachmentid=715
found at 
http://www.eq2interface.com/forums/...7&page=16&pp=20

internal zone name:
log off in a zone. Check Cache\ioplans for last edited file.
Goto vpk folder and find closest named file. That is the internal zone name.

this goes in as an imagestyle's name under 
MainHUD.Map.MapStyles

so you would have MainHUD.Map.MapStyles.internalzonename

-----------------------------------------------------------------------------------------------------------

Enter zonerect property for the ImageStyle...


zonerect:
-W,N,-E,S (NOTE: Negate the W and E coords.)

to find coords, go in game to NSEW extremities and write them down! Then put then into this formula -W,N,-E,S

this goes in as a property for MainHUD.Map.MapStyles.internalzonename

------------------------------------------------------------------------------------------------------------

Point to Image:
then put an ImageFrame named ImageFrame inside that ImageStyle. Name the ImageFrame the internal zone name. 

Enter object properties for ImageFrame 
source: DDS of map(blank for multi floored maps) and 
sourcerect: 0,0,436,506 (must be that exact value)

------------------------------------------------------------------------------------------------------------

map:

Open ,map_blank.dds. Paste the map into it as a LAYER. Make it as big as you can, as long as it fits in the map page. Save it as DX1 format (smallest filesize) AND psd format (retains layers for changes that it might need later). 

Then go into game and take Screenshots at NSEW extremities with map up. This is so you can see where position the northernmost spot on your map. Same goes for other directions. 

Cut/Paste the arrow at those locs into photoshop as layers. 

"Free Transoform" the full zone layer to match those locations where the arrow sits at the extremities.
------------------------------------------------------------------------------------------------------------

icons:
copy paste a different zone's icons page. Icon page can be found at
MainHUD.Map.MapPage.Icons


Rename icons page to your maps internal zone name. Drop in the icons, move em around, add tooltips, add pathfindlocation.
------------------------------------------------------------------------------------------------------------


for multi leveled zones:
The trick is in the icons page.

Make the default map map_clear.dds.  Put the maps inside the icons page, separated by more pages. Put buttons to hide current map/icons 
folder, and show next floor's map/icons folder. Do this with an OnPress property.

OnPress example use for this button:
Onpress:Parent.QM_Map_Stormhold1.Visible=true Parent.QM_Map_Stormhold2.Visible=false Parent.QM_Map_Stormhold3.Visible=false
For Multi-Page zones (i.e. Antonica)

Split the map up so different parts are on different pages, this way you can get the whole map on there with more detail (not shrunken so much that you can’t see anything on one page).

Find the zonerect for each page of your map. The NW/SE corners of that individual page determine it’s zonerect.

Two new object properties are introduced. Availablerect, and availablepriority.

Availablerect determines which area that particular page will allow the cursor to be in. If the cursor gets out of that rectangular area, the map will change.
Availablepriority determines which map has priority over the other. A map with availablepriority 0 means if the cursor is in that map’s availablrect, then it will switch to this map.

Thus, if a map with availablepriority 1 shares the same availablerect as map 0, then map 0 will be shown.
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This is a graphical representation of finding your availablerect’s

The yellow map’s available properties look like

Availablerect: -175,118, -75,-150

Availablepriority: 0

Blue:

Availablerect: -75, 118, 75, -150

Availablepriority: 1

green:

availablerect: 75, 118, 210, -150

availablepriority: 2

if you are in yellow’s availablerect, yellow will be show.

If you are in blue’s availablerect, blue will be show, unless you are in the western section, where yellow will be shown.

If you are in green’s availablerect, blue will be show, unless you are in the western section, where blue will be shown.
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this is the zonerect property. This has no effect on which page shows. It only positions the arrow in the correct location.

Yellow’s zonerect: -175,118,-25,-150

Blue: -95,118,95,-150

Green: 25,118,210,-150

------------------------------------------------------------------------------------------------------------
Creating Map from Scratch

get mapper.xml http://naikrovek.org/index.php?p=7#comments
get activeperl installer http://www.perl.com/download.csp
get inkscape http://inkscape.org/download.php

run around hitting /loc along all the walls and major objects/bodies of water in game.
type
/emote start new map line
to start a new line. This way you can "raise the pen" until you hit /loc again.
I recommend making a hotkey for both "/loc" and "/emote start new map line"

open cmd

type 
perl "c:\mapper.xml" "c:\logfile.txt" > "c:\map.svg"

use the "paranthesis" if pathname has a space.

where c:\mapper.xml is obvious.
C:\logfile.txt is your logfile...
and C:\map.svg is the output file to be opened in Inkscape.

open the map.svg with Inkscape.
Export the image.

make it pretty.

