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Welcome to Ballistic and to the wonderful world of Myth Mapmaking. Contained in this
document will be some basic instructions for the use and operation of your new Myth IlI
world making tool. If you are seeking more detailed information on how to go about
making things with this tool and how it can be used to maximize your experience then
we encourage you to visit our mapmaker support forum located at:

http://www.flyingflip.com/forum

Be sure to read through this document so that you fully understand the nature of this tool
and it’s restrictions. There’s some nice legalese at the end so you’ll want to make sure
you're aware of it before you go trashing the system folder of your computer.

While this document is designed to be an informative introduction to some basic features
of Ballistic, it is not a comprehensive guide to all of it's features and functions. For that
we ask you to visit our web site at FlyingFlip.com.

Installing Ballistic v1.01

Installation is pretty simple. First, take the application file and place it in the same folder
as your Myth IIl application folder. Ballistic needs to be able to access your local,
plugins, and tags folder in order to work — so make sure it’s in a place where it can
traverse these directories.

After this take the ballistic.tag file and place this into your Myth Il plugins folder. This
tag contains important information for Ballistic including models and other graphics
needed to provide feedback for various kinds of markers. If you don’t know what a
marker is, then please see the forum link located near the top of this document.

Special Linux Instructions:
To install Ballistic for Linux, you will need to decompress the tar-gzip archive
using a command similar to:

tar —xvzf ballistic_linux.tgz

Some systems will allow you to simply double click the gzip package and that
should work equally as well. You will need to make sure the Ballistic binary has a
permission set of 755. You can do this by issuing the following command.

chmod 755 Ballistic

Starting Ballistic v1.01

To launch Ballistic, double click on the icon. Pretty simple. If you’ve done everything right
you will get a window with a listing of all the tag groups in Myth Ill. Click the + sign next
to each folder to expand the list of tags. Double clicking on any tag will open the tag
selected.



If you get an “untitled window” on launch then Ballistic was unable to find your tag
folders for Myth Ill. Please re-install the application in the proper place, quit and try
again.

Special Linux Instructions:

Once the permissions on the Ballistic Linux binary are set to 755, you should be
able to double click the application icon and start the application. If you are going
to use the double click method to launch, you must make sure your “tags” and
“plugins” are in your home directory. This is also where all files will be saved. We
are working to correct this in a future revision of Ballistic.

If you wish to store Ballistic within your base Myth Ill installation, you will need to
place the binary within your Myth 11l install folder and then start the application
from the command line (using terminal).

cd /path/to/myth/install
.IBallistic

Basic Commands

Everything in Ballistic can be done with relative ease. Use the mouse and keyboard to
interact with the various dialog screens. When browsing the mesh grid, you can use the
following keyboard commands to navigate the terrain:

W - Forward
S — Backward
A — Left

D — Right

Q — Orbit Counterclockwise

E — Orbit Clockwise

C—-Zoom In

V — Zoom Out

R — Pitch Camera Down

F — Pitch Camera Up

T — Toggle through the list of tools

There are also two specialty keys.

F1 — Set the render mesh height to that of the physical mesh.

F2 — Set the physical mesh height to that of the render mesh.

F3 — Auto set terrain type for media.
This automatically sets the terrain type under media placed on your map. This
should save you time having to manually set the terrain type/height under media



Brush Control Keys
You can control brush parameters (for the pull and smooth tools) using key commands
as well. These are:

> — increase brush size
< — decrease brush size
[ — decrease brush softness
] — increase brush softness

You can expand and retract the size of the mesh window by clicking and resizing the
overall window. While it will not greatly expand the viewable terrain, it will allow for
greater detail in browsing your created worlds.

Mesh & Unit Selection Commands

There are some additional commands you can use to select mesh polys and units in the
Ballistic tool. Option clicking on any unit will select all of those units for a particular team.
This is useful for repositioning a group of units. You can also use the “Band Markers”
tool by clicking the appropriate radio button on the left side of the mesh viewer to select
markers. Hold down the shift key to select specific groups while clicking and dragging to
select.

The Pull Grid and Smooth/Unsmooth can be used to alter displacement meshes. With
these you can set the size of your brush and then click on the mesh. With the mouse
down, move the mouse up or down to alter the size of the displacement. You can also
use the Band Grid tool to select specific mesh polys or drag select a region. To drag the
selected polys to a particular height you must click on a line intersection point on the
selected grid. You can change the grid you want to select by changing the appropriate
“Click” selection on the left side of the mesh window.

Some Basic Tidbits

There are just a few other things to keep in mind. Anytime you make a change to a tag
or a setting you will need to click the apply button. You cannot make changes to
foundation tags or patches. If you want to make changes to foundation or patch tags you
must create a new tag window and drag the tag you wish to change from the original
window to the new one.

Keep in mind that Mapmaking is not only an art, but a science. Myth Il v1.3 will be
supporting unit set plugins which is a first in terms of Myth Ill gameplay. You are invited
and encouraged to participate in our Mapmaking support discussions on the
FlyingFlip.com web site. You can get there by referencing the info on the first page of
this document.
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EULA - SOFTWARE PRODUCT LICENSE

This FLYINGFLIP End-User License Agreement ("EULA") is a legal agreement between
you ("you") and FLYINGFLIP for Ballistic v1.0. By installing, copying, or otherwise using
Ballistic v1.0, you agree to be bound by the terms of this EULA. Ballistic v1.0 is
protected by copyright laws and international copyright treaties, as well as other
intellectual property laws and treaties. Ballistic v1.0 is licensed, not sold, and ALL
SOFTWARE IS PROVIDED "AS IS."

1. GRANT OF LICENSE: This EULA grants you the following rights:

- Installation and Use: You may install and use an unlimited number of copies of Ballistic
v1.0. Any copies of Ballistic v1.0 which this License authorizes you to make are subject
to this EULA.

- Reproduction and Distribution: You may not reproduce and distribute copies of Ballistic
v1.0 without the express written concent of FLYINGFLIP.

2. DESCRIPTION OF OTHER RIGHTS AND LIMITATIONS:

- Support Services: FLYINGFLIP will not provide you with support services ("Support
Services") related to Ballistic v1.0.

- Termination: Without prejudice to any other rights of FLYINGFLIP 's your rights under
this EULA will terminate automatically without notice from FLYINGFLIP if you fail to
comply with any term(s) of this EULA. In such event you must destroy all copies of
Ballistic v1.0 and any related materials.

3. COPYRIGHT: All right, title and interest in and to Ballistic v1.0 (including the
copyrights in Ballistic v1.0 and including, but not limited to, any images, photographs,
animations, video, audio, music, and text incorporated into Ballistic v1.0), the
accompanying printed materials (if any), and any copies of Ballistic v1.0 are owned by
FLYINGFLIP. Ballistic v1.0 is protected by copyright laws and international treaty
provisions. Except as permitted by applicable law and this License, you may not modify,
rent, lease, loan, sublicense, or create derivative works from Ballistic v1.0 without
express written consent of FLYINGFLIP.

4. Disclaimer of Warranty on Software. You expressly acknowledge and agree that use
of Ballistic v1.0 is at your sole risk. Ballistic v1.0 is provided "AS IS" and without warranty



of any kind and FLYINGFLIP EXPRESSLY DISCLAIMS ALL WARRANTIES, EXPRESS
OR IMPLIED, INCLUDING, BUT NOT LIMITED TO, THE IMPLIED WARRANTIES OF
MERCHANTABILITY AND FITNESS FOR A PARTICULAR PURPOSE. FLYINGFLIP
DOES NOT WARRANT THAT THE FUNCTIONS CONTAINED IN Ballistic v1.0 WILL
MEET YOUR REQUIREMENTS, OR THAT THE OPERATION OF Ballistic v1.0 WILL
BE UNINTERRUPTED OR ERROR-FREE, OR THAT DEFECTS IN Ballistic v1.0 WILL
BE CORRECTED. FURTHERMORE, FLYINGFLIP DOES NOT WARRANT OR MAKE
ANY REPRESENTATIONS REGARDING THE USE OR THE RESULTS OF THE USE
OF Ballistic v1.0 OR RELATED DOCUMENTATION IN TERMS OF THEIR
CORRECTNESS, ACCURACY, RELIABILITY, OR OTHERWISE. NO ORAL OR
WRITTEN INFORMATION OR ADVICE GIVEN BY FLYINGFLIP OR AN AUTHORIZED
REPRESENTATIVE OF FLYINGFLIP'S SHALL CREATE A WARRANTY OR IN ANY
WAY INCREASE THE SCOPE OF THIS WARRANTY. SHOULD Ballistic v1.0 PROVE
DEFECTIVE, YOU (AND NOT FLYINGFLIP OR AN AUTHORIZED REPRESENTATIVE
OF FLYINGFLIP'S) ASSUME THE ENTIRE COST OF ALL NECESSARY SERVICING,
REPAIR OR CORRECTION. SOME JURISDICTIONS DO NOT ALLOW THE
EXCLUSION OF IMPLIED WARRANTIES, SO THE ABOVE EXCLUSION MAY NOT
APPLY TO YOU. THE ENTIRE RISK ARISING OUT OF USE OR PERFORMANCE OF
Ballistic v1.0 REMAINS WITH YOU.

5. Limitation of Liability. UNDER NO CIRCUMSTANCES, INCLUDING NEGLIGENCE,
SHALL FLYINGFLIP OR ITS SUPPLIERS BE LIABLE FOR ANY INCIDENTAL,
SPECIAL, INDIRECT OR CONSEQUENTIAL DAMAGES (INCLUDING, WITHOUT
LIMITATION, DAMAGES FOR LOSS OF BUSINESS PROFITS, BUSINESS
INTERRUPTION, LOSS OF BUSINESS INFORMATION, OR ANY OTHER
PECUNIARY LOSS) ARISING OUT OF OR RELATING TO THIS LICENSE, EVEN IF
FLYINGFLIP HAS BEEN ADVISED OF THE POSSIBILITY OF SUCH DAMAGES.
SOME JURISDICTIONS DO NOT ALLOW THE LIMITATION OF INCIDENTAL OR
CONSEQUENTIAL DAMAGES SO THIS LIMITATION MAY NOT APPLY TO YOU. THE
ENTIRE RISK ARISING OUT OF USE OR PERFORMANCE OF Ballistic v1.0 REMAINS
WITH YOU.

6. Fault Tolerance. Ballistic v1.0 is not fault tolerant and is not designed, manufactured,
or intended for use as on-line control equipment in hazardous environments requiring
fail-safe performance, such as the operation of nuclear facilities, aircraft navigation or
communications systems, air traffic control, direct life support machines, or weapons
systems, in which the failure of Ballistic v1.0 could lead directly to death, personal injury,
or severe physical or environmental damage ("High Risk Activities"). FLYINGFLIP
specifically disclaims any express or implied warranty of fitness for High Risk Activities.

7. MISCELLANEOUS: If for any reason a court of competent jurisdiction finds any
provision, or portion of this EULA, to be unenforceable, the remainder of this EULA shall
continue in full force and effect. This EULA constitutes the entire agreement between the
parties with respect to the use of Ballistic v1.0 and supersedes all prior or
contemporaneous understandings regarding such subject matter. No amendment to or
modification of this EULA will be binding unless in writing and signed by FLYINGFLIP.

8. Products created with this tool may not be sold or included within any shipping or
published product which may include CD’s, DVD'’s, or paid membership web sites
without written approval from FlyingFlip Studios representatives.



Changes Since Version 1.0

- Added key commands to control brush sizes and smoothness

- Automatic terrain type/depth setting for media (water)

- Can set maximum and minimum height/depth for the pull tool allowing for smooth
plateaus. (See forum for information on this)

- Removal of some unused dialogs

- Stability issues under Windows 98SE have been addressed

- Scenery can now be assigned to the proper game type

- You can now specify a negative team number to units and scenery

- Removed bogus text from non-functional drop-downs

Known Issues

- (Linux): Some flashing of control elements on the mesh graphical editor.

- (Linux): Some windows have elements that go outside the available window
space

- (Linux): Some windows do not properly display the bottom of dialog windows.



