A Beginners Guide to Modding (Draft)

Part One — Quick Start Guide

First, download and install Xolotl’s Eschalon Savefile Editor at
http://apocalyptech.com/eschalon/index.phpThere is great information on using the
editor at this website but it is not necessary to understand all of it before following the
steps below.

Start a new Eschalon game and select your character .

Move your character to the map that you want to modify. As soon as you enter that map,
save your game. (You don’t want any enemies killed or treasure taken since that would
show up in your saved game.) Exit the game.

Now you are ready to modify that map. Start the editor by going to Program Files (x86) —
Eschalon Utilities — eschalon_utils.exe (for Windows)

Select the map type that you want to modify (Book I, Il or 111)

Select the saved game slot where you saved .

Select the map that you want to modify. The map should appear in a new window.
The easiest task is to change the landscape. To add a tree, bush, rock, etc:

1. Click on the edit (arrow) icon. Click on the map grid where you wish to place
the tree (rock, bush etc)

2. The map tile window should open.

3. Click on the box next to ‘wall image” and then select the “Trees” tab. Then
select the tree image.

4. Click in the box next to “Barrier Type” and select “Restrict Movement or
Normal Wall”. This will prevent your character from walking through the
tree.

5. Select “OK” on the map tile window and the tree will be placed on the map.

To delete a tree:

Click on the tree.

Change the number in the “Wall Image” box to zero.

3. Change the Barrier Type back to “none” if you want be able to walk through
that space.

4. Select “OK” and the tree will disappear.

(You can also use the erase icon but you have to specify the type of item to

erase)
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http://apocalyptech.com/eschalon/index.php

To change multiple items use the draw (pencil) icon.
To save your changes click on File — Save

Restart the Eschalon game and test your mod. (Do not save in the same slot while testing,
use quicksave or another slot.)

To post the saved game mod:

1. Go to the location of your saved game

a. Bookl: My Documents - Eschalon Book 1 Saved Games — Slot#
(where you saved the game)
b. Books Il & I (Your User name) — App Data — Roaming — Baslisk

Games — Book 2 (3) Saved games — Slot#
2. Highlight the .map and .ent files that you modified.
3. Copy and paste those files to a new folder

4. Zip the files in the new folder and post themto The Drunken Lizard Pub
forum.

Part Two — Adding Entities and Common Objects to a Map

Open the map editor and the map you want to change. Select the Object Tool (next to the
Erase tool). See the selection box below the words “Placing Objects” and select the type
of object or entity that you want to place and click on the map grid where you want to
place the entity or object.

Part Three — Adding Inventory Items to the Map

This is a tricky technique and perhaps someone has a better method.

If you want to place an item (scroll, potion, weapon etc) in a cabinet/chest you must have
the correct name of the item, the description and any associated scripts.

Option A: If you had the item in your inventory in a saved game, start the saved
game, open you inventory and place the item in an available cabinet , chest or
barrel. Save the game in its original slot.

or

Option B: If you must find the item,. Start another saved (or new game) find or
buy the item and place it in an available cabinet, chest or barrel. Save the game.

1. Return to the map editor. Select the saved game slot and map where you saved the
item. Click on the chest/cabinet where you stored the item with the edit (arrow) tool.



The Map Tile screen should appear. Select the objects tab and you will see something
like the window below. Select the copy function for the item.

@ Edit Item Details E{E&

Map Tile (69, 137)

Main Attributes | Entity | Objects

Object Type: | 2 - Container (chests, dressers, etc)
Object #1

== Remove Object

Basic Information

Description [an oak cabinet.

Extra Text ‘

Script: |

Trap: | none

State dosedalo
(if container, door, or switch): b4

Lock Level: IO
Loot Level (0-10): ‘ 1 -

on-Empty: |0

Condition: |200 ZJout of:| 200 z c
Contents (If Container) opy

<

Item 1: Water Skin (no Category specified)

)08

Ttem 2: | # (None) 4
e D
Item 3: | & (None)

Ttem 4: | # (None) 4

2. Close the Map Tile window (not the editor) and go to File — Open — (slot number
where you mod is) — (map name that you want to modify). Click on the cabinet
where you want to put the item and then select the objects tab.

3. You will see a window similar to that above. Click on the arrow next to an empty

item and the cut, copy, past, delete options will appear. Select paste and click the
“OK” button.

4. Save your changes using File — Save.



