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A small tutorial on Targets [ Tardata editing using some of my tools.

vou will need:
scenario or default files to work on:

targets. dat
tardata.dat

although I don't show editing them here

I assume wou also have suitable coded files that go along with them:
griddata.dat

airfield. dat

frontline. dat

gaw. tm

etc.

this is only to assure your edits will be seen in Eaw.
If wou are using default Eaw as a start you don't need to extract those files for this tutorial.

Thi=s tutorial assumes wou are editing files based on default Eaw / or made by the standard way of
coding Eaw.

some scenarios files could be coded in such a way, or by tools that use non-standard methods.

I do not discuss those details, but in most cases they still can be edited by my method, as long
as you know which Targets.dat record # for the base to use
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From my website www.raf-roy.com

Tools wou will need:

EAwkSwilb, html I
TZoTiTM

TeaTools2vZ; specitically

TsOM (TarsetDataMaker) and the
alt-TsoM-tiles

TSETAdZ
BaseGridrPack:
BasecridTiles
BaseqridTool
and if you don't have it, my new program:
Tarcenter

(TarCenter s now dncluded in the TeaTools2wi.zip
but if downloaded that prior to June 1,2007 it was not)
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I show here how to edit a base record for an existing airbase.
I will be keeping the objects that already exist there, and adding new objects.

To do this with the system I use, we will use my TarCenter program to center the base so we can
use my other tools to place objects successtully.

For this tutorial I just ha?pen to show edits I am making to Daw.

Thus if wou are using default Eaw to follow a1ung wou may get a bit confused by my pictures of
the base "Paderborn" compared to paderborn of default Eaw.

Just dgnore the differences.

paw files for our purﬁnse will work fine, as Daw happens to use default EAw 'base record’
Tocations as far as the hase records in Targets.dat, Tcodes, etc. are concerned.

(it wou are curious To see the real names of bases of default compared to Daw named, remove tThe
Tile tarnames.str from the Daw files ;0

TO sTart:

vou will need to know the Targets.dat record # in decimal form, of the base wou wish to edit.
{its just the Tcode converted to decimal number]

and just to be redundant (1ol!} also the TCode
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Go into EAw for a look in at the base you wish to edit.Just a guick look so you are familiar with
the Tayout, no need for details, we will back scon to map and fix it anyway.
Take a screenshot for your reference.

If wou don't know the exact Eaw world x and ¥ of the Targets.dat base record, use TCoLiTM to find
it

PUt the targets.dat in the TColiTM folder and run Jt.
enter the hase Tcode as hexidecimal number (Tcodes in EAwk3wdb.htm]l are all hexidecimal)

TZoLiTM giwves the »,¥ and TM (Eaw world / Terrain Tiles location map) address.

next;

using TarcCenter:
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'Q,ﬁ —
a If > FF enter as below example: ﬁ
— Anklam Tcode: 129 —
Or 14,
O

o |

@F:

; Ok Cancel | -
Ei; :

|Paderborn |DD |2|::1 |2136-2143 |1408-14:

show in the background i= the Eawk3wdb.htm]l file with paderborn listed
oo is the Tcode

Tcodes are just hexidecimal number form of refering to the Targets.dat bhase record #

1




P usingmyTools.txt - Notepad =12 x|
File Edit Formakt Wiew Help

next;

using TarCenter:

Place your Targets.dat and Tardata.dat in the TarcCenter program's folder.

Fun Tarcenter and enter the Base Record # as a decimal number

F¥I; this is simply the Tcode converted to decimal; J.e. take for dnstance Paderborn, Tcode of DD
o0 coverted to decimal number s 221.50 you would enter 221 at the prompting of TarCenter

L oo am’

MOw when done T

Place them in E

drke The new Targets.ddt and Tardatd.dat oUuT or The TarienterQutput
Al
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and just to be redundant (1ol1!) also the TCode

If wou don't know the exact Eaw world = and v of the

Targets.dat base record, use TCoLiTM to find Jt:

Put the targets.dat din the TColi™ folder and run it.
enter the hasze Tcode as hexidecimal number (Tcodes in
Eawik3wdb. htm] are all hexidecimal)

TCoLiTM gives the x,v and ™M (EAw world / Terrain Tiles
Tocation map) address.

Base ¥ (Col.)is 517
¥ (Linelis 112
eaw.km bile # is 72197

] 4 |

Paderborn iDIJ iED i2136—2143 h408—1451 i

|
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prior to using TarCenter a guick FyI:
It will ask wou to enter the Targets.dat record # as a decimal number:
This is simply the Tcode converted to decimal; i.e. take for dinstance Paderborn,

Tcode of DD:
0D converted to decimal number 9s 221.

T Rk

Edit Wiew Help 77| o4 |§

| ; 221, E op o

" Hex & Dec O Oct  Bin (¢ Degreez ¢ Badians Aads ’T_’?E

B Calculator - =10 x| EIE

Edit  View Help 1] E F

| ™ s[5
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using TarcCenter:

Place your Targets.dat and Tardata.dat in the TarcCenter program's folder.

Fun Tarcenter and enter the Base Record # as a decimal number

Enter Targets.dat records

Use decimal number: 0 to [usually] 301

|221]

Ok

Cancel

{50 you would enter 221 at the prompting of Tarcenter
program if wou are going to use paderbornd

Mow when done take the new Targets.dat and Tardata.dat out of the TarCenteroutput folder.

Place them i1n Eaw.




P untitled - Motepad =10] x|

File Edit Faormak Wiew Help

TarCenter, what does it do?

It aligns the base record center EAw world =,¥ to the Eaw world Eaw.tm tile grid,
and it recalculates the chjects in Tardata accordingly.

what_wyou should see if_wyou go into EAw s no changes at all.That is all the objects at the hase
are Jocated the same place in the world.
I know it seems odd.

Just understand it needs to be done or the Targets.dat and Tardata.dat coordinates won't align
correctly to use my editing system.

(also amy object in the Eaw world can be aligned and found this way and later tools may be
developed to exploit this with Eaw_TTD object placements,like farms, trees, etc.)

{{notes for advanced editors; the tardata edits are made directly to the tardata record
coordinates where the record exists already, the block 45 not moved to the bottom of tardatal

i
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Just understand it needs to be done or the Targets.dat and Tardata.dat coordinates won't align
correctly to use my editing system.

(also amy object in the Eaw world can be aligned and found this way and later tools may he
developed to exploit this with EAwW_TTD object placements,like farms, trees, etc.)

=l

=

Ir ~ TRHIULLYYD FILLU T Ol 1 aOn TiIsyen 3 - —II_II AI

before
arCentering

after
arCentering

no difference is visible but the tardata grid is now
@ | =1 & | » jcorrectly aligned to the EAW World.. Suffice to say that
any object can be located by EAW world X,Y math now

= T =

i1 2datCH
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when working next step you realize why wou needed to know the Eaw world », v

E wytmaddy.gif - Windows Picture and Fax Yiewer = |EI|5|

and just to be redundant (1ol!) also the TCode

If yvou don't know the exact Eaw world x and ¥ of the
Targets.dat base record, use TCoLiTM to find dit:

PUT the targets.dat in the TColiTM folder and run it.
enter the base Tcode as hexidecimal number (Tcodes in
Eawk3wdb. htm]1 are all hexidecimal)

TCoOLiTM giwves the x,v and ™ (Eaw world / Terrain Tiles
location map) address.

Base ¥ (Col.)is 517 J
¥ iLine)is 112
eaw. tm tile # is 72197

(84 |

Paderborm DD 20 2136-2145  |1408-1451 7

DO | =2 e F | LPLPLlann Xt HE|l@®
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next step is:
Using BasecridTool;

enter the = then ¥ of the hase.

bgx.gif (379x207x128) - L¥ic FrotDiae =10x] bgy.gif (361x195x16) - L¥iew Pro 1.D/32 =101 x|
File: Edt Retouch Help File Edt Retouch Help
boce v cooramate
enter column enter Line
K17 112
Ok Cancel Ok Cancel | -J

Take the new eaw.tm out of the 'done' folder.

This eaw.tm is only used for my method of wiewing and mapping the base you will editVIts not a
scenario file.

CHMow making sure wou backed up or moved out your real eaw.tm from Eaw)

EWace this special eaw.tm in wyour EAw folder along with the 16 appropriate BaseGrid Tiles i.e.
n&1CTY.ter — bnSRASS.Ter, ete.)
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Mow the next step ;

G0 Thto EAw.

Mow wou should see all the Basearid Tiles ingame, and all else surrounding s water.
This Erid is the normal Tardata editing area we use to place ohjects.It is the same grid system
used by TSDM (TarsSetDataMaker)

(It corresponds to the illustrations also shown by Moggy in his techtardata.htm webpage about
tardata matters.It 1s possible, as he says to have objects placed that use a greater range than
just this grid area, but more on that later.. for my system, I use only this areal

while ingame , take a screen shot of the following method:
et above the center of the tile you wish to edit.
or dnstance; tile 1l.with arientaion of north at the top.
get the tile edges in the screen shot as close to screenshot edges wou can.

Its hard to take a screen shot this way and stil11 show all the objects so wou might want to make
2 screenies, the second on just a <lose up for reference.

vou will use these screenshots as a guide to draw from in next step.

|
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preeditgrid.bmp {(640x480x256) - L¥iew Pro 1.D/32
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next; designing the base: -]

open the Tile you wish to edit in Tsbm folder (i.e. tile 11 or whatever one) in M§ "Paint” or
whatewver graphics editing program you wish.

Mow open also your screen shot you just made.vou will use that scresnshot guide To draw on

appropriate tile (in this case Tile 11).0raw your airfield: I find easiest to use simple
drawing,

here I show I use white to mark| a conventional Eaw airfield runway area |

L
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to mark obj

B untitled - Notepad
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next;

vYou are ready to design your new hase,

make a simple one.

one draw back is if wou use most m§ "Paint” colors with my green tiles it does not show well in
T=OM.

For most bhases I easi1g just use white to mark object with different shapes/ssizes, and remember
what I intend them to be.

There i= usually some change I wish to make during edits.

S0 keep them =imple and allow enough space from existing objects..

especially on your first tries!
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well in this case I wanted a lot of one object; mainly sStukas!..

hehe wou will see them Tater:

ik

stukas on runway

stukas
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next;
we are ready to use TSDM TarsSetDataMaker program
but first find in the tarsetbMreadme folder the file: atmodlistl.txt which has a decimal T1ist for

tmod object numbers.
wrrite them down somewhere, and review them.

when using TSDM its inconvenient but you are advised not To minimize the window when it is
running, so you have to hawve all you materials/numbers ready in your mind Cor on your map)
al=o prior to using TsDM fFirst set your taskbar properties to hide taskbar.

vou will need to be dn 800 x 600 desktop resolution only.

Because TSDM requires fullscreen at that resolution to work accurately.
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F

after TsDM program launch, choose the tile button for the tile area to edit,in this case 1:"|'Ielil_|_l

il

L = S =L L [ =3

ZCWET - TarSetDataMaker.exe

Press Button 1-16 to select Tile
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R T |

Mow we see the tilell we made in TarsSethDataMaker:

Press backspace to start 'editing mode'.

R

“TUWBT - TorSetDataMaker e
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R T |

Yes

to stay on the tile (you have th do this every time wou want to place an object)

||

gl

s i
T | e ——— I
e = =

? Stay on this Tika?

-t

Ly b ; !
T ek Tile Edit Select

Tile 11

Line to edit is 1
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Pg up (page up button on your keyboard) sets the tmod object decimal system number.

||

A

Enter the Tmod# in decimal

Tile 11 Backspace; Mouse Home; Refresh  Pg UP; Tmod

Line to editis 1

ESC: Exit
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pg dn (page down) sets the object orientation (the direction the object will face in game. O -]
faces north, 64 west, 128 south, 192 east, and all numbers in between.
woU mUst use numbers 0-255 only!

Do not forget and think wou are using degrees,

because if wou enter a number ower 255 the
program will unfortunate % -» crash!
1

The object tmod number wi stay in effect until wou change it.so0 will the orientation.

i

Eamt=arr—

s-===z
Set Direction decimal [0-255)

{128

Tile 11 Backspace; Mouse Home: Refresh  Pg UP: Tmod

Line to edit is 1 ESC; Exit ;I
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: B3

here, at each marked place where you place the mouse cursor, use 'Backspace" will then set the
object.

think of backspace as 'enter', so to speak. L
atter you use backspace you see the number appear.it is done. By

FTUWET - TarSetDataMakoer.exe = _il:ll'_{]

Tile 11 Backspace; Mouse Home; Refresh Pg U Tmod Pg DN Line to edit is 1 ESC: Exit ;I
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tsdmviews9.jpg (640x480x16.7 million) - L¥iew Pro 1.D/32
File Edit Retouch Help
THWAT - TarSetDataMakerene

e e el P e -
P N ——— Tk ¥
dF k‘ e L T —

H W T e
O e .

Tile 11 Backspace; Mouse Home: Refresh Pg UP: Tmod

Line to edit is 1

ESC; Exit
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next you use always "backspace' to enter the program 'editing mode' Toop agadn. -]

The =zequence wou will get used to:
¥ on tile,
a

backspace, enter 'yes'(you can use enter on keyboard to answer this) sta
ct tmod or direction do so, if not just place mouse cursor where —
=

then if you want to change obje
it is done, repeat as needed.
=T

wou want and press 'backspace

s ----—=:=EF_?"I
..g-----l-"'_"“".—".--_ ‘"F
| 9
ST Ep e e

3‘) Sty on this Tis?

o

Tile 11 Line to edit is 2
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if =0, during edit mode press ome” key to refresh, it will redraw the Tines.

The caveat 15 that unfurtunate1¥ due to program bugs the red markers may go away
. 1t 1= a bad flaw, but the workaround is keep the mouse on the last ohject, use keyhoard to

o0.k. or whatever,that waﬁ vou need only move to the next tiny square.
start from one part of the map and place objects there muvinﬁ around to other areas as you go,
g

in this case I placed all the stukas at the top, then the ot

sometimes you may Tind the ovelayed grid lines disaapear or the new red marker gets in the way, |

rareas.Last was the runway Dnes|d:J

= |

Home: Refresh  Pg UP; Tmoed Pg DN; Motat Line to edit is 1 ESC; Exit

Tile 11 Backspace; Mouse




[

Lalnibic bl et NS sl e e

File Edit Format Wiew Help

If something is not what wou wanted Tike tmod # or a s1ight x,vw change,
edit that by hand in a hex editor Tater.
once you get used to it, it 1s easier then make a whole new .dax for 1 mistake or misplacement.

Mow wou are done, after the last edit, do 'backspace’ "wyes" one more time, then "esc" or escape
button on your keyboard to exit the program.
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1ol

now ywou have the edit.dax the program just made in the editz folder.

Mext TSetAdd?:

place it in the TsetaddZ folder with your Targets.dat and your Tardata.dat

run TSetadd?
select the .dax

B I

i
File name:  [pader-1-edit. dax Open |

Files of type: I * daw j Cancel

Select .dax M 2| x|
Look in: | 9 TSethdd? x| = B F B

@Dutputs @'200?-05-31-1?-11-2Eitargets.u:lat r:l Tz
@ 2007-05-30-21-45-55t ardata. dat bisseledit.dax = b
@EDD? 05-30-21-45-55kargets. dak jeveredit dax £ T3
@EDD? -05-30-23-21-47tardata.dat .pader 1-edit.dax HRE
|§'2EIEI? -05-30-23-21-47targets . dat @'Tardata dat |2 w
@EDD? -05-31-17-11-28tardata.dat .:-E,'Targets dat | we
l |
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enter tThe targets.dat base record decimal number

Ci.e.example 221 for paderborn)

R

Base to edit

Which base record
[i.e first record in targets.dat is 0
last may be 3017)

|221

Ok Cancel




I . usingmyTools.tst - Notepad

File Edit Formakt Miew Help

_

choose "ves" to keep existing ohjects.
it s done.

B I

Tardata Option ' W

9 Do wou wish to keep existing objects?
o Do Mok cancell - push N if not,

Yes | Mo | Cancel
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take the new Targets.dat and Tardta.dat from the "outputs' folder.
Place tham Eaw.

G0 into Eaw and look to at your new base.

stukasdone.gif {(640x4801256) - L¥iew Pro 1.D,/32 fut |t

File Edit FRetouch H|:'||:|
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but I like the wiew of the

I forgot the aircraft at this has ake off over here, S5
scrn0004.bmp (640x4804256) - L¥iew Pro 1.D/32 5 EIE['

File Edit Retouch Help

Stukas

i

:

s " P
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stukadz.gif (640x4804256) - L¥iew Pro 1.D/32

Fle Edt Retouch Help
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There is always some small change you wish to make.

to do so easiest just open Tardata in your hex editor, go to the new base record ;it will be
now at the end of Tardata.
KDU will see the Tcode in each object record, look for the tmod number which in hex editor ds a
exidecimal number.
so say Tor example a aaa gun would he instead of decimal 18 in hex it is "12".
to change for another object just replace that number.
ook at the =, and y to alter it.
4argebmuvements of 1/4 tile can be adjusted with the
ast g,
for 5m§§1 movements use the byte bhefore dit,a move of £ in decimal to this byte would he
equivalent to one timy square you see in my TSDM editor.The eaisest way to determine that for
hex is take the hex number cornvert to decimal add 15 reconvert to hex then you have the new
value To put in hex.

for tiny movements lse the byte before that and rarely you might wish even microscopic move with |
the

Tast byte or more likely use hoth those =small bytes together.

to adjust object orientation just change the hex number for the orientation byte those will he
numher 0 - FF (which correspond to decimal 0- 2553.17.e. &4 would be '40' in hex, 128 would he
‘80' , 192 s 'Co', etc.)

use the windows calculator to easily covert.
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more notes: |
if wou have some object that just is in the way and too much hassle to manage it by =mall

mowvement just make some large movement which will move it clear of the crowded base easily and
mayhe change the object tmod, i.e the easiest give some thing Tike x of 04 w 04 or something

and tmod of '12' (aAA gun) , you can never have too many AAA guns Taying around and they are

not much noticed Dutsige the gase..

but they do serve well to waylay an unsuspecting attacker trying to approach or egress from the
base on a strafing run.. hehe!

other ways to make changes without a big hassle of re-editing with TsDM, is just delete the
recard line of 10 bytes for the objects you don't want from the edit.dax then redo the step of
using TsSetadd2.

That s very simple.

edit.dax records for esach objects are juzt 10 hbytes: first 4 are the x, next 4 are the v, than
the tmod number in hex, last is the object orientation in hex.

Delete the whole 10 bytes to remove the object.

Remove the special eaw.tm made with BaseGridTool and the special .ter tiles
and place wour normal eaw.tm and .ter in 1f wanted.
vou now have a new base.

There are many other ways you can use my tools in combination.

If ywou use my BaseviewTM with the large Tsomtiles.zip

then you can wiew the base, dump the tile 1-16 into the TsDM folder and you will have wiews in
TSOM with the same terrain tiles as surround your base.

But in most cases this Grid method I have shown here will suffice for altering bases easiest.

btw: If wou ever need sStukas, they are tmod 24 decimal in Daw, and there are 2 types of them , to
change to desert camo you hawve to adjust the tmod .3dz to point to the other .tpc's!

=5l

RAF_RO
June 2007 J
i
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