.LBMs EDITING

This is a step-by-step manual.

You only will need to follow these instructions to edit your own .lbm files for your SP2/3 games.

The things you need are a SP2/3 CD ROM and a copy of the shareware program PSP.

STEP 01 - lbm files are not installed on your HD when you install the game. The first thing you MUST do is to     search in your CD ROM the folder “Pic” and to copy it in your game’s HD directory (ex.: c:\steel3\Pic).

Once you’ve done it you can read

STEP 02 - You’ve now better prepare a new folder on your desktop called “lbms” or similar, and copy into it the Steel Panthers Palette (.pal file). Now you’re ready for

STEP 03 - Open one image (this means you must open the image you’ve found in the net or scanned and that you wish to transform into a lbm file. Only you and God know where this file is).
STEP 04 – Cut away the parts of the image you don’t need. To do this, click on the square mask symbol in the “select” box of PSP (there is a round mask symbol too but you won’t need it). Move the cursor over you image, 

 left click and drag as you like, then release mouse button. You should now see a “masked” area on your picture.

You can now delete the part of picture which is EXTERNAL to you mask selecting “image” in the menu bar and

Then selectin “crop”. Et voilà, all done. If you don’t like your first selection then point on the image and left

Click once again; you can now repeat your selection.

STEP 05 – lbms are 160x80 images, you MUST create 160(lenght)x80(hight) new ones to let’em work. To do this, click “image” in the menu bar, then click “resample” (N.B.-this doesn’ work with certain file types, if so please click “resize” instead of “resample”.

Now you can see a box. You must check the followings: custom size; mantain axpect ratio. You can see two white

 Boxes with a “X” between them. Write 160 into the left (lenght) one and click “OK”.

You’ve got now a 160xXXX Image. Your task is to create a 160x80 image so:

If  XXX is  =80, you’ve got it! The image is 160x80!

If XXX is >80, you can  resample again the image writing “80” in the left (hight) box.

If XXX is <80 you can select “image”, then “add borders”. Deselect “symmetric” and add the number you need to reach 80 in  the “top” or “bottom” boxes. 

So in all the cases you’ve got an unperfect image, say 140x80 or 160x70 you can add 20 or 10 in order to reach the right lenght. To see what are the current image measures just move the mouse pointer over the image: the

Numbers will be shown to the bootom of PSP window.

STEP 06 – Now you’ve got you image: select “file” and “save” as; select lbm format. Save the image with the name of the original lbm in the folder you prepared before, “lbms”.

Close the image.

STEP 07 – Open the new image you saved into the folder “lbms” and select “colors” then “load palette”. You should find you palette in “lbms” folder. Select it clicking it twice: the colors of the image should lightly change. Select “file” and then “save” (NOT “save as file”). Close the image.

STEP 08 – Copy your new .lbm into the “Pic” directory on your HD. That’s all. Next time you’ll run the game,

you should see the new .lbm instead of the old, ugly one.

