click in chunk: put terrain tile into chunk

<-Chunk->
' <=Find->

Select chunk to be edited
Find chunk on map, and Goto that location.

click on "T=xx": enter full-screen tileset window
click on map coordinates (xxx,xxx): enter map window

R: recover chunk from a temporary file in the art\temp directory..

OBJECT WINDOW
Sched: go to the NPC Schedule Window.

Num: xxx click on 3-digit number tc
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Qual — Quallty oI ivem (reyjuowws number, spell type, or

Quan

Amt

upper byte of 16-bit Amount).
Quantity of item (0-~255), or NPC number of object’s owner.
16-bit Amount: combination of Qual and Quan.

Click on name (yellow=PC, purple=NPC): change NPC name.

FLOAT:
EXIT:

NPC

move object to the top of the list.
exit. Shift-clicking on EXIT will move the map to the location of
the new object.

SCHEDULE WINDOW

Keybcard commands (others disabled):
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