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1 Introduction 
Map Maker is designed to allow a novice user to make professional looking maps while also allowing more 
advanced users to take advantage of powerful functions. Map Maker is not an atlas – that is to say, unlike 
Google Earth, for instance, it does not come with built-in maps. It is more like a word processor where you, 
the user, starts with a blank sheet. That said, you can create base maps for your data in a variety of simple 
ways, such as by buying ready-made digital base maps, scanning your own paper maps, using aerial 
photography, or using public domain on-line data. Map Maker can import data in a variety of common 
formats, such as scanned images in TIF, JPG, BMP, ECW and other formats, and vector data as Shape files 
(*.SHP), DXF, TAB, GML, KML, OSM, GPX and others.  

1.1 Layers 

In Map Maker a map is made up of layers. Each layer consists of one or more files – for instance you might 
have half a dozen TIF files to make up a layer to act as a base map. There can be any number of layers. Each 
layer can only contain one file type and all the files in one layer must be in the same file directory (folder).  

1.2 The live layer 

On top of all the layers there is an additional layer known as the “live layer”. This is where new “objects” are 
drawn – objects being polygons, lines, points, and text. The live layer is also where the geometry (the shape) 
of existing objects can be edited and where objects can be deleted. 

1.3 Attribute data 

In Map Maker vector objects (polygons, line, points, and text) are stored in Map Maker Drawing files (*.DRA). 
Each vector object can have “attribute data” associated with it. Attribute data is any kind of non-spatial data 
such as text and numbers. This data can be stored as part of the DRA file or in an external database or 
spreadsheet such as Excel, MS Access, MySQL, SQL server, CSV files, and more. Objects can also be linked to 
documents, images, web sites, or third party programs. Note that bitmap (or raster) data cannot have attribute 
data associated with it. 

1.4 Styles 

The appearance of an object , such as a polygon, on the screen or the printed page depends on two things: its 
geometry (i.e. its shape) and the “style” used to render the object. A “style” is a bundle of graphic 
specifications such as line thickness and colour, fill pattern, the font for any caption etc which taken together 
determine how an object drawn with that style will appear. Each style has an identification number and is 
stored as part of a style set. Each object has a “style number” associated with it and that number is used to 
select the corresponding style from the style set. If need be, the “style number” can be determined by some 
attribute data value so that the style used (and thus the appearance) will be governed by the data values 
associated with the object. For example, if your data table specified that a given polygon was planted with oak 
trees then the polygon would be drawn with a corresponding style, but if the data was changed to specify 
Beech trees then a different style would be selected. A style set is also used to specify such things as the design 
of legends (keys). 

1.5 Page layout and printing 

In Map Maker you have a choice of two views: “Map” and “Page”. The “Map” view is the one that you will 
mostly be using when creating or interrogating the map. The “Page” view allows you to determine how the 
map will look on the printed page (or as an exported bitmap image or PDF file). In the “Page” view you can 
specify the page size and orientation and add additional “map furniture” such as north points, title panels, 
scale bars, and the like. The scale of the map and its position within its “frame” can be adjusted in the page 
view. 
 
You can specify a page size that is bigger than that supported by your printer. When you come to print, Map 
Maker will generate a set of sheets which can be joined to form a large map. 
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1.6 Latitude and longitude data 

Each map has a “projection” associated with it. A projection specifies how latitude and longitude coordinates 
in degrees are converted into X and Y ordinates in metres (or feet) on a square grid. Many users will only ever 
use one projection, such as most users in England, Scotland and Wales who will probably only ever use the 
Ordnance Survey National Grid (the default projection in Map Maker). Such users can specify their own 
default projection under “Preferences” and this will then be used for all new maps. For people who work in 
several countries, or in large countries where several projection systems are required, the map projection 
needs to be specified for each map.  
 
If you use data from a GPS device then this data will be in raw latitude and longitude coordinates. If added as 
a layer then this will be displayed using the projection system for the map. 

1.7 The project file 

The specification for a map, including the number and type of layers, the files in each layer, the style sets 
used, the external data tables and attachments referred to, the projection, the live layer, gazetteers, and the 
page layout is stored in a “project file”, which has a “GEO” file extension. A GEO file is simply a text file that 
lists the components of the project. When you start a new map you are creating a new project. When you 
want to open an existing map then you open a project file. 

1.8 Utilities 

The above topics discuss the elements that make up a project. In practice you will probably often have tasks 
which relate to preparing data prior to its use in a project or in exporting data for use with other programs. 
Map Maker contains a number of utilities to help with this. These include importing and exporting vector data 
and calibrating bitmap images. 

1.9 Map Maker Pro and Map Maker Gratis 

“Map Maker Pro” and “Map Maker Gratis” are one and the same program, but when being used as “Gratis” 
some of the more advanced features are disabled. When you first download Map Maker it will operate in its 
full “Pro” configuration. After 30 days, unless a licence has been purchased and entered, the program will 
switch to the “Gratis” mode. You can go on using the “Gratis” version indefinitely for free. 
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2 Layers 
You can start a new map simply by starting to draw objects onto the blank screen. However, most people 
most of the time will have some kind of base map data which they want to use as a background to their own 
new data. 
 
If the Map Maker screen is not already blank then click on File – Clear (Create blank project). 
 
Click on File – Add layer. A file picker dialogue appears. A drop-down box offers a range of options for the 

file type. Some of these file types are vector1 formats while the others are bitmap formats2.  Choose the file 

type3 that you want, navigate to the directory4 where your data is, and choose one or more files for your layer. 
Click OK.  
 
If you are creating the first layer then Map Maker will set the scale and the location (the centre coordinates of 
the map) so that the full extent of your layer is visible on the screen. If there are already layers present then the 
scale and location will not be changed unless the extent of your new layer does not intersect with the extent 
of the current view, in which case the scale and location are adjusted. 
 
After the new layer has been displayed the Project Manager will be displayed. The Project Manager 
consists of various tabbed pages and groups of pages which together describe the components of the current 
project. Much of the time in Map Maker the word “project” can be used interchangeably with “map”. Each 
project contains one map so when you start a new map you start a new project. However, a project is more 
than just the map. It also contains information about such things as page layout, the projection used, links to 
databases etc. 

2.1 Layer set-up 

 
When a layer is added the Layer set-up group of pages for the new layer is selected in the Project Manager. 

2.1-A Layer set-up: Visibility 

If you select a bitmap file type (e.g. BMP, TIF, JPG) then the Visibility page of the Layer set-up is initially 
selected. 

                                                
1 A “vector” format is one which consists of objects (typically points, lines and polygon) which are defined by the coordinates of their vertices. The 

advantages of vector data are that it is the same irrespective of scale; and because it consists of objects rather than simply an image which means 
that attribute data can be attached to objects. 
2 Bitmaps are also sometimes known as “raster images”. A bitmap almost always consists of a rectangular grid of square pixels, each of one colour. 

Generally each pixel is recorded by 1, 8, or 24 “bits” of data – there are other less common options. A 1-bit bitmap is monochrome, only consisting 
of black or white pixels. An 8-bit bitmap can have up to 256 colours or 256 shades of gray. A 24-bit bitmap can display over 16 million colours.  
Some people reserve the term “bitmap” just for 1-bit (monochrome) bitmaps, using “raster” to refer to bitmaps with more colours. However, we use 
“bitmap” to refer to all types of bitmaps. 
3 One of the file formats available (not in Gratis) is the “MMweb” format which allows you to use files on a web site. For details see the appendix on 

MMweb files. 
4 Directories are also commonly called “folders” and generally the terms are interchangeable, however not all folders are directories so we choose to 

use the term directory as a category in a file storage catalogue. 
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There may be circumstances where you temporarily want to hide a layer, is so then you can tick the Hide 

layer tick box5. 
 
All forms of map data, whether vector or bitmap, only looks sensible within a certain range of scales. For 
instance, if you had a layer showing the layout of your garden it would not be helpful to have that data visible 
on a map of the world. Similarly a layer that is designed to show national coastlines at a scale of millions will 

look crude and be of little use at larger scales6. If you only intend to be using your map at one scale, or within 
a limited range of scales, then you may want your layer to always be visible but the Visibility page allows you 
to specify drop-in and drop-out scales. If the current scale is larger than the top value (i.e. in the illustrated 
example if the current scale were, say, 1:1000) then the layer would be hidden. Similarly if the scale were 
equal to or less than the bottom value (say, 1:15,000,000 in the example) then the layer would also be 
hidden. Using this feature you can create a map in which different layers are used at different scales. 
 
The Opacity of a layer can be set for both bitmap and vector layers, though it is more usual to do so for 
bitmap layers. By default the opacity is set to 100%, which in the case of a bitmap layer means that nothing 
beneath the files in the layer (i.e. other layers) will be visible. It may be that you need to see things in layers 
below or it may simply be that you want the layer to be paler. It is common, for instance, that when using a 
layer of aerial photography the colours can visually overwhelm anything drawn on top. The Opacity slider 
can be used to make such a layer less intrusive. 

2.1-B Layer set-up: Files 

A layer can contain any number of files so long as they are all of the same file type and are all in the same 
directory. The Files page simply lists all the files in the layer. 

2.1-C Layer set-up: Style 

The appearance of the Style page depends on whether the layer is a bitmap layer or a vector layer. The 
options for a bitmap layer are limited. If the bitmap layer consists of monochrome bitmaps (1-bit bitmaps) then 
you can use the Foreground colour button to specify the colour used to display the “black” pixels of the 
bitmap. White pixels will always be white. 
 

                                                
5 If the layer is a vector layer there is an additional tick-box – “Hide layer objects but not labels”, this is for when you want a layer just consisting of 

labels. 
6 The use of the terms “large scale” and “small scale” can be confusing. If you have two maps, one at a scale of 1 to 100, and another at a scale of 1 

to 10,000 then the 1 to 10,000 map is described as being at a smaller scale than the 1 to 100 map. This may seem counter-intuitive since clearly 
10,000 is large than 100, yet really the scale of the “10,000” map is 1/10,000 of full size while the 1 to 100 map is 1/100 of full size – 
1/10,000 being smaller than 1/100. 
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If the bitmaps are colour bitmaps (e.g. 8 or 24-bit bitmaps) you can tick the Grey scale tick box so that the 
layer is displayed as greys. If the White areas transparent box is ticked then all white pixels will be 

transparent allowing layers below to be seen7.  
 
For vector layers the Style tab encompasses many more options: 

2.1-D Layer set-up: Styles – Style set 

 

 
 
Every vector layer has a “style set” associated with it. The style definitions contained in the style set combined 
with the style number associated with each object determines the appearance of that object. Every project has  
a “project style set” which is created when the project is created8 and is stored in the project file (*.geo). By 
default a new vector layer will use the project style set. In a simple project it is quite possible that all your 
vector layers will just use the project style set. But the Style set page also gives you the option to Use a style 

set file. Typically this will be a Map Maker Style file (*.MMstyles), however you can also choose to use the 
project style set of another project (*.geo) or use a style set embedded in a Map Maker Drawing file (*.dra). 

2.1-E Layer set-up: Styles – Choice of style 

Having chosen the style set you can use the Choice of style page to determine how the style for an object is 
selected. 

                                                
7 When making white pixels transparent on a colour bitmap a certain caution is required. Only pixels which are 100% white will become 

transparent, often in colour images with white areas the border between colour and white contains pixels which are nearly white. These will not be 
transparent, so if there is data behind there can be the effect of an almost white halo around the coloured areas. 
8 The contents of the style set used for all new projects can be edited by going to “File – Preferences – New project options – Default style set”. 

Remember that editing this style set will not affect existing projects, only future ones. 
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Each object in a DRA file has a style number associated with it. By default the Use internal style numbers 
option is selected, meaning – for instance – if a particular polygon had the style number “4” then the style 
definition in the style set with the ID of “4”would be used.  
 
If you prefer you can Apply one style to every object in the layer. Particularly when doing background layers 
this can be the easiest option. For instance, if you have a layer containing polygons showing forestry you 
might want to apply one polygon style to all of the polygons9. 
 
Where a layer consists of just one DRA file then attribute data can also be used to select a style. A DRA file 
can contain attribute data and may also be linked to an external database. You can opt to choose the style 
number from a data field or else choose the style name from a data field.  
 

2.1-F Layer set-up: Styles – Modify style 

As well as specifying how styles are chosen you can also manipulate certain key properties of the styles of 
polygons, lines, and points: 
 

 
 

                                                
9 A style definition applies to one object type – such as polygons. If you apply one style to the layer then only the objects that are of the type 

identified by the style are drawn using that style. Other object types will be drawn using the style indicated by their internal style number. 
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For instance, for polygons you can modify the fill colour or, where relevant, modify the spacing between 
hatch lines. In this example the fill colour has been modified: 
 

 
 

You can specify a Fixed value. the advantage of this over choosing  a single style on the Choice of style page 
is that you do not need to go to the bother of defining a style you simply choose a colour. 
 
The remaining two options both use a data value associated with a polygon to specify a point along a colour 
“range”. A colour range is a spectrum of colours where a data value is set for the two ends of the spectrum – 
e.g. they might be zero and 100 for a range that was designed to represent a percentage value.  If, in that case, 
a particular polygon had a data value of 40% then the colour used would be that found 40% of the way along 
the spectrum.  
 
Colour ranges can be specified as part of a style set (see the section on style editing). If your style set includes 
ranges then they are listed under the Use pre-defined colour range option. Alternatively you can use the 
Define a simple range option to choose a minimum and maximum value and a colour associated with each.  
 
Similar options apply for modifying the hatch spacing and for similar properties of lines and points. 
 
The Modify style options are not available in Map Maker Gratis 

 

2.1-G Layer set-up: Style – Labels – Choice of label 

Every polygon, line, and point object in a vector layer may have a label. By default the content of the label is 
set to “none”. Using the Choice of label page you can choose from a range of other options: 
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 None: this simply hides all the labels. 

 Default caption: the caption10 stored with each object in the DRA file – which may be blank. 

 Area: If the object is a polygon then the area is used using the area units specified in the Units page of 
the Project Manager. 

 Line length: If the object is a line or a polygon then the line length (or polygon boundary length) is 
displayed using the linear units specified in the Units page of the Project Manager. 

 Style name: The name of the style used by the object is used as the caption. 

 Coordinate: The XY coordinates of the objects “seed point”11 is displayed. 
 Ordnance Survey grid ref: If your maps projection is the UK National Grid then you have options to 

display the grid reference of the seed point using, 10, 8, 6 or 4 numbers – the 4 number option is 
known as the “field number”. 

 Object type: The caption becomes “polygon”, “line” or “point”. 
 Z. Every object has a “z” value, or altitude”, in metres associated with it. This can be used as the 

caption. 
 Map Maker 3 object ID. In earlier versions of Map Maker an object ID in the form of a short string 

was used to link objects to records in databases. This is no longer required but is retained here for 
compatibility with data generated in earlier versions of Map Maker12. 

 Data value: If your layer consists of one DRA file and it contains attribute data fields and/or is linked 
to an external data table then you can choose a data value to use as the caption. 

 
By default the object’s label is rendered using the style associated with the object. However, using the Label 

style option drop-down box you can choose from two other options:  
 Apply one label style to all objects in the layer. It may well be that different styles used in the layer 

have different label styles, so you can use this option to impose one label style on all the labels. When 
this option is selected the Label style page is enabled where you can edit the properties of the label. 

 Use a split circle with the area below. This is a style of label favoured by foresters but which can 
have its uses in other applications. 

 

                                                
10 In Map Maker we use “label” to encompass all aspects of the object label, such as the font, the colour, the background – if any - and the text 

content of the label which we call the “caption”. Where we use the word “caption” we are just referring to the text not to its appearance. 
11 The seed point of a polygon is a point guaranteed to be inside the polygon. For a line object the seed point is its mid point. For a point object the 

seed point is simply the point itself. 
12 The Map Maker 3 object ID is not shown in a data table view of DRA file, or in the data entry panel used by the “Data” tool unless under “File – 

Preferences – General” the “Show MM3 Object ID as attribute” option is ticked. 
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The caption is displayed in the top half of the circle, while in the bottom half the area in hectares is 
shown. With this option the Label style page is enabled and there you can set the size of the circle and 
the background colour for both the top and bottom halves of the circle. 
 

 
 

If there is more than one polygon with the same caption (the top half of the circle) then the polygons with the 
same caption are treated as a group. The polygon with the largest area has the split circle label and shows the 
total area of all of the polygons in the group. The other polygons display just the caption in an elliptical panel. 

 
 

2.1-H Layer set-up: Data 

The Data pages are only available when the layer consists of a single DRA file. The Attributes page displays 
a table with one record for each object in the file. The first three columns are always the object type, style 

number, and the default caption, where the object type column is read-only13.   
 

                                                
13 In addition you can have columns for the Z attribute and the Map Maker 3 object ID. These will only be displayed if the options are ticked under 

“File – Preferences – General”. 
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To the right of the caption column there can be any number of columns for data attributes. To add a data 
attribute column click on the top left cell in the table (in the illustration here the one that says “152 records”). 
This opens a menu – click on Add column. The New column dialogue box appears: 
 

 
 

Enter a name for the column – it cannot be blank or the same as another column. Use the Data type drop-
down box to choose a data type. Optionally, you can specify a Default value which will be the initial data 
value for all new records. Click OK and the new column is added to right of the last column. 
 
Clicking on the header of your new column, or any other column, displays a menu: 
 

 
 
One of the menu options is Edit pick list. Using this you can create a pick list associated with the column. 
When there is a pick list the user can choose from values that are in that list so making data entry speedier and 
more reliable. 
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Clicking on Set all values to displays a small dialogue box: 
 

 
 
You can simply specify a fixed value by typing into the Value field or else you can choose a predefined Value 

type from the drop-down box: 

 Serial number 
 Area in m2 
 Area in hectares 
 length in metres 

 
If, for instance, you choose the “area in hectares” option the Value field is set to “[#hectares]” which is an 
instruction to Map Maker to set each row to the area in hectares for each polygon – other object types will be 
set to zero. If you want to be more adventurous you can create a formula using values from other fields or 
fixed numbers. For instance, if you wanted the area in square kilometres you could set Value to: 
 

[#hectares]/100 

 
A value from another field is identified by the field name in square brackets. Suppose you had another column 
called “Population” you might set the Value to: 
 

[Population]/[#hectares] 

 
..which gives you the population density expressed as population per hectare. Or you might do: 
 

2.47105*[#hectares] 

 
..which gives you the area in acres.  
 
Using the Filter option in one or more columns enables you to see in the table only those records that 
conform to the filter. If you then use Set all values to in any of the columns then only the values in the 
selected records will be set. 

2.1-I Layer set-up: Data – External data link 

You can choose to link your DRA file to an external database. Retrieving data from an external table will 
always be slower than using internal data fields so where you can use internal data it is recommended. Click 
on the Choose database button to pick your database. The formats available are DBF, CSV, MS Access (MDB 

and AccDB), Excel (XLS and XLSX), MySQL, and MS Server14. Where there is more than one table in the 
database you can pick the relevant table from the Tables in external database drop-down box. 
 

                                                
14 The use of MS Access and Excel formats requires that Access and Excel are installed on your machine. Similarly using MySQL requires that 

MySQL is running and configured under “File – Preferences – Data servers”. The same applies to MS Server. 
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The columns of the internal data table and of the external data table are listed below. In order to link the 
external data to the DRA file there needs to be a column in the external data containing unique values which 
correspond with identical values in the internal data. You should select these columns from the two lists. 
 
If you now return to the Attributes page the data table now shows the external data for those records which 
have the corresponding external data. Where there is no external data the external fields are left blank. 
 

 
 
For the blank records the external link column displays Create record. Clicking on this will add a new record 
to the external database with the correct link value entered in the external link column. 
 
External data links are not available in Map Maker Gratis 

2.1-J Layer set-up: Data – Click options 

The Click options page determines what happens when you click on one or more objects using the Data 
tool. For details see below for the Data tool in the Tools section.  

2.1-K Layer set-up: Mask 

Both vector and bitmap layers can use a “mask”. A mask is a DRA file containing one or more polygons. 
When the layer is drawn the areas which fall inside the mask’s polygons are treated in one way, while the 
areas outside those polygons are treated in another way. In both cases you can set the Percentage tint. The 
default value is 100% meaning that objects are drawn normally. If you set the value to something lower then 
everything will appear paler. So, typically, you might have a mask of polygons defining the boundaries of an 
estate where everything outside of the boundaries is shown as pale while everything within is shown at 100%. 
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An additional option is to render everything inside, or outside, the mask in greyscale.  
 

 
 
 
Masks are not available in Map Maker Gratis 
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3 Styles 
A “style” is a bundle of graphic specifications such as line thickness and colour, fill pattern, the font for 
captions etc which taken together determine how an object drawn with that style will appear. Each style is 
part of a style set. A style set can be stored in a Map Maker style file15 (*.MMstyle) or embedded in a Map 
Maker DRA file. In addition, every project has a “project style set” which is stored in the project file (*.geo). 
There is also a “default style set” that is copied to become the project style set for a new project. 
 
To create a style file or to edit a style set in an existing style file, DRA file, or project file, go to Utilities – 

Style utilities – Create or edit a style set. To edit the project style set open the Project Manager and click 
on the Style set tab. To edit the system’s default style set go to File – Preferences – New project options – 

Default styles. In all these cases you will see the style set editor: 

3.1 Style list 

 
 
The right-hand side shows a list of the styles in the style set. For each style the list shows a preview of the style 
with its name alongside.  Optionally, a style can have a description. In the example above the first style, 
“land”, has a description: “Forestry Commission property”, which appears in grey beneath the name. In 
addition each style can optionally be assigned a user-defined “category”. If a category is used then it appears 
in grey on the right.  Every style has an “id” which is a number which is unique within the style set. This 
number is automatically assigned by Map Maker and appears at the bottom right of each style in the list16. 
 
Each style applies to just one object type: polygon, line, point, or text object17. Using the “show” tick boxes on 
the left you can choose whether to show the styles for all of the four object types or just one or some. Using 
the “sort” tick boxes you can determine how the list is displayed. If none of the “sort” boxes is ticked then the 
styles are listed in the order in which they appear in the file. Using the “sort” boxes does not alter the order of 
styles in the file, simply how they are displayed in the list. 
 

                                                
15 A style file is an ASCII text file which means that more adventurous users can edit the file manually or use third party software to generate styles. 
16 The ids for polygon styles fall in the range 0 to 9,999. Ids for line styles are in the range 10,000 to 19,999.Point styles are 20,000 to 29,999. 

And text styles are 30,000 to 39,999.  
17 People who have used Map Maker Pro 3.5 and earlier should note that this is different from the earlier system where every style contained 

definitions for all object types. 

description 
name 

category 

id 
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Clicking on the style list allows you to select one or more styles18. If only one style is selected then the Move 

up and Move down buttons are enabled. Using these moves a style either up or down one place in the list. 
Unlike the sorting mentioned above this is a permanent change that alters the order of the styles in the file. 
Alternatively, with one or more styles selected you can use the Copy selection and the Cut selection 
buttons, followed by the Paste button to move or duplicate groups of styles. 
 
Clicking on the New style button displays a menu inviting you to choose been styles for a polygon, line, point 
or text object. If a style is currently selected in the style list then the menu also offers the option to duplicate 
the currently selected style. 

3.2 Edit style 

Using the New style button to create a new style or selecting any style on the list enables the Edit tab at the 
top. The pages under the Edit tab allows you to change the settings of the currently selected style. The Edit 
tab will not be enabled if more than one style is selected. 

3.2-A Edit style – Basics 

Irrespective of the object type (polygon, line, point, or text) of the style, the first page contains basic 
information about the style. The Style name cannot be blank nor can two styles for the same object type have 
the same name within the same style set. 
 

 
 
Optionally, you can give a style a Description. The description can be useful to clarify to yourself and co-
workers what the style is meant to be used for, it will also appear by default in any legend that includes the 
style.  You can also specify a Category. Assigning a category can be useful when sorting and editing a large 
style set. 
 
By default all dimensions regarding a style - such as line width, font height, symbol size, and hatch spacing – 
are specified as their size on paper (or the screen), typically in millimetres. However, you can tick the box 
Dimensions as measurements on the ground which will mean that the appearance of the object will be 
different at different scales. 
 
If the style is for polygons then you have the option Rectangular preview in legends. By default this option is 
selected but you may feel that some features, such as non-man made features, would be better represented by 
an oval patch in a legend. Similarly for lines there is the option Straight line preview in legends. When this 
is not selected the line is represented in legends with a wavy line. 

                                                
18 In keeping with normal Windows practice, a simple left-click selects just the style clicked on and de-selects any previous selection. Ctrl + click 

selects the style and adds it to the current selection, or else if the style is already selected then it removes it from the selection. Shift + click selects 
the style clicked on and all the styles between it and the last style clicked on. 
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Any style can be “based on” another style in the same style set which is of the same object type19.  The Style 

based on drop-down box lets you pick a style. By default this is set to “unclassified”. The advantage of 
“inheriting” properties in this way is that any change in one style is reflected in all the other styles which are 
based on it. By editing the properties of a style you supersede the corresponding property in the style which 
the style is based on – in other words if you base your style on a style with a line width of 0.2mm then you 
can still set the line width to be 0.3mm. By clicking on the button Revert to “based on” you can set all the 
properties – excluding  the name and the description – back to those of the style which it is based on. 

3.2-B Edit style – Fill 

Where the style is for polygons a Fill tab is displayed with various pages: 

3.2-B-a Edit style – Fill – Type 
The Type page not only defines the fill type but also a couple of options that apply to any fill type. 
 

 
 
The Fill type drop-down box is by default set to “solid”. Values available are empty, solid, various hatches, 
symbols, and dots. Where the fill type is not “empty” then you can set the Fill colour – where the fill type is 
not “solid” then the same button is labelled Background colour. 
 

 
 
 
The colour picker dialogue box provides several routes to specifying a colour. The Selected colour is a 
combination of a colour and an Intensity. When the intensity is 100% then the selected colour is the full 
value of the colour, when it is 0% it is white. Intermediate percentages specify various levels of paleness. 

                                                
19 Style “A” cannot be based on style “B” if style “B” is already based on style “A” or some other style which is based on style “A”. In other words, you 

cannot have circular references. 
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You can select one of the pre-defined colours by clicking on any colour in the colour palette on the left, or 
you can use the three slider bars on the right (Red, Green, and Blue) to set the colour mix. 
 
If you plan on using one colour in several styles you can use the Save colour to file button and then 
subsequently use the Load saved colour to reapply the saved colour. the Load saved colour button can also 
be used to apply a colour saved by the “Colour measure tool” (see the section on Tools). 
 
Click OK to apply the selected colour. Having chosen a colour you can also set the Opacity of the fill using 
the slider control, 0% is totally transparent, 100% is opaque. 
 
A polygon can have a Coloured edge band. This option is selected by making the Edge width greater than 
zero. The band can be either inside the polygon or outside. In the examples below the fill style for the middle 
polygon has the Outside of polygon tick box ticked. 
 

 
 
The styles for the left and middle polygons have the Graded edge box ticked while the right polygon does 
not. 
 
As with the fill colour the edge band can have its Opacity set. 
 
Note that polygons with edge bands should be used sparingly, since they slow down the drawing process. 
This particularly applies to edge bands with the Graded edge option selected. 
 
In addition you can specify an Overlay fill style. This uses a second fill style to draw over the top of the fill. 
This enables advanced users to create a range of special effects as well as making it easier and quicker to 
standardize  common attributes. You might for instance have a range of fill styles representing different land 
uses, and you might want to represent discontinued use by overlaying hatch lines. The Overlay fill style can 
be used to select a standard hatch. 

3.2-B-b Edit style – Fill – Hatch 
If you have chosen one of the hatch fills the Hatch page is enabled. 
 

 
 
The Line type for a hatch line can be solid, dashed, dots, dot dash, or dot dot dash. By choosing the Use two 

hatch lines alternately option you can create elaborate hatch fills.  
 
The colour of a hatch line can be set to be an Automatic colour. This means that the colour is set to a 
percentage value that defines a colour between the background fill colour and black. If the Automatic colour 
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is set to zero (the default) then the Line colour button is enabled and you can specify a colour in the normal 
way. 

3.2-B-c Edit style – Fill – Symbol 
If you specified the fill type as “symbols” then the Symbol page is enabled.  
 

 
 
You can choose a symbol from the Symbol type drop-down box. The symbols available are a set of pre-
defined symbols plus any “custom symbols” that you may have defined in the style set (see below for custom 
symbols). You can specify the Symbol colour and Size. You can also specify the symbol Spacing and the 
Randomness of spacing. By default the Randomness of spacing is set to zero percent in which case the 
symbols are positioned on a regular triangular grid. By choosing a higher value you can make the distribution 
of symbols more random creating a more “natural” feel. 
 
You can choose to Use two symbols alternately. In this example symbols for deciduous and coniferous trees 
are both chosen to create a mixed woodland fill. 
 
If the Symbols spill out box is ticked then rather than clipping symbols to the polygon boundary any symbols 
close to the boundary that would have been clipped will be drawn complete. This is the sort of thing that one 
might use for a fill that is being used to specify an area of rocks or trees without a border line. 

3.2-C Edit style – Line 

If the style is for a polygon or a line then the Line tab will be available. In the case of a polygon the line style 
applies to the polygon’s boundary. 

3.2-C-a Edit style – Line - Type 
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The Line type can be: none, solid, dashed, dots, dot dash, dot dot dash, or symbols. Optionally you tick the 
With background line box. The background line sits underneath the line that you have specified. If, as in the 
above example, the Extra width is set to 2mm this means that with a Line width of 0.8mm the total width is 
2.8mm. If the Line width were decreased to 0.1mm then the overall width would also decrease to 2.1mm. 

3.2-C-b Edit style –Line – Left and Right 

You can specify that the left and/or right edge of the line has its own line. Typically this might be used as the 
edge of a road. In the example illustrated below the left20 edge has a black dot line. 
 

 
 
In addition, you can specify a Special effect for the left and/or right edge of the line. There are various options 
available, such as the “embankment” symbol shown in the example above. By setting the Randomness slider 
you can make the effect appear less mechanical. 
 
Special effects should be used sparingly since they slow down drawing. 

3.2-C-c Edit style –Line – Centre 

Similarly, you can specify an extra line to follow the same line as the main line. Typically you would use this 
to indicate the centre line of something like a road. 
 

 
 

3.2-C-d Edit style – Line - Symbols 
If you chose “symbols” as your line type then the Symbols tab is enabled. 
 

                                                
20 Polygons are always arranged so that the vertices proceed in a clockwise direction, so “left” of a polygon boundary means outside of the polygon. 

Holes in polygons are always anti-clockwise so “left” of the line will be inside the hole. 
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The Symbol type drop-down box lets you pick from a standard set of pre-defined symbols as well as any 
custom symbols which may be defined in your style set. As with symbols for fills you can Use two symbols 

alternately. 
 
There are three options for the Symbol orientation: 
 

 Upright. The symbol is always drawn upright irrespective of the direction of the line. 
 Vertical axis follows line. The vertical axis of each symbol is rotated so that it points in the same 

direction of the line at the point where the symbol is located. 
 Horizontal axis follows line. The vertical axis of each symbol is rotated so that it points at right-

angles to the direction of the line at the point where the symbol is located. 
 
On the Symbol type list there are two special “pre-defined symbols”: the bitmap symbol and the font symbol. 
 

 
 
If “bitmap symbol” is selected then you can assign a bitmap image to the symbol. If the image is a 
monochrome (1 bit) bitmap then you can use the Symbol colour button to assign a colour to use instead of 
the default black. Once you choose a bitmap file then a copy of the bitmap is stored in the style set, so when 
transferring the style set to another computer there is no need to also transfer the bitmap file. Also having 
chosen it once for one symbol you can then choose it again for use in another symbol from the drop-down 
Choose bitmap box. Bitmap symbols should be used with care: do not use them too much and do not 
choose large bitmaps since this will slow down the program. 
 
If you choose Font symbol as the Symbol type then you can assign characters from any font on your system 
to be a symbol. Use the Font drop-down box to select the font then either type in one or more characters in 
the Character(s) fields, or else click on the red “A” button next to the Character(s) field to select a character 
from a listing of the font. 
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Note that when a Font symbol is used the Size defines the sides of the square that can enclose the symbol. 
So in the example above the 8mm size specifies the total width of the symbol “”, which is made up of 
two characters. 
 
If you are sending your map to someone else then they will need the font you have selected loaded on their 
system or it will not display correctly. 
 

3.2-D Edit style – Label  

All styles, except styles for Text objects21, can have a label definition to specify how captions are displayed. 
The label definition consists of several pages: 

3.2-D-a Edit style – Label – Font 

You can choose from any “TrueType” or “OpenType” font on your system. Keep in mind that if you are 
preparing a map that may be displayed on somebody else’s computer then the fonts used need to be installed 
on that computer.  
 

 
 
The traditional way of defining font sizes can produce surprising results where fonts with the same notional 
size appear to have very different sizes. When using text on a map the visual size of the text is, we believe, 
more important than the theoretical type-size. So in Map Maker we define a font’s height to be the height of a 
capital letter specifically a capital "A". This is also why though you can opt to use points for paper dimensions, 
including font size, we do not recommend it since defining a font size to be 10 points in Map Maker will not 
necessarily look the same as a 10 point text elsewhere (see the appendix on font sizes). 

3.2-D-b Edit style – Label – Panel 
A label can have, or have not, a panel behind the caption. These two pages – Background and Border – 
allow you to specify the appearance of the panel. 
 

                                                
21 Text objects do not have labels since the object’s caption is displayed as text. An object label stays the same size irrespective of scale, while a Text 

object, like other objects, has a size on the ground so when you zoom out it appears smaller. 
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3.2-D-c Edit style – Label – Location 

This page lets you set the horizontal and vertical justification of the label relative to the label’s location 
point22. You can also choose to un-tick the Show label tick box which will mean any object drawn with this 
style will not display its caption. 

3.2-D-d Edit style – Label – Arrow 

A label can have an “arrow” associated with it23. This can be useful where you have several objects close 
together and you want to move the labels so as not to obscure the objects or to clash with other labels. By 
default the arrow tip is in the same position as the label’s location point. When the arrow tip falls within the 
label then the arrow is not shown. Using the Edit tool you can drag the arrow tip to a point outside of the label 
at which point the arrow becomes visible (see below for editing labels). 
 
You can choose from several options in the Arrow type drop-down box, as well as specifying size and 
colour. 
 

 

3.2-D-e Edit style – Label – Symbol 

A label can have a symbol associated with it. This can be a useful way of associating a symbol with a 
polygon. You can use any of the pre-defined symbols or any custom symbols which may be in your style set. 
 

                                                
22 The label’s “location point” is an invisible reference point. For a line object it is, by default, the mid-point of the line. For a point object it sits a 

distance vertically below the point, the distance being determined by the size of the symbol associated with the point. For a polygon the default 
location point coincides with its “seed point” which is a point guaranteed to be inside the polygon. The position of the label location point can be 
changed using the Edit tool. 
23 The ability of all labels to have arrows means that the “arrow objects” used in earlier versions of Map Maker are no longer necessary and have been 

dropped in this version. 
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3.3 Custom symbols 

Style sets may contain custom symbols. To use a custom symbol it must be selected as the symbol for a style. 

3.3-A Custom symbols - Symbol set 

The Symbol set page lists all of the pre-defined symbols and any custom symbols. The custom symbols are at 
the top of the list. Pre-defined symbols cannot be deleted but they can be copied, using the Copy symbol 
button, for use as the basis for a new custom symbol. Alternatively, you can click on New symbol to create a 
symbol which is initially blank. 
 

 
 
When a custom symbol is selected in the list, then the Edit page is enabled. 

3.3-B Custom symbols – Edit 
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In this example a “target” symbol has been created consisting of two “elements” – both circles. By ticking the 
Fade editor box, at the bottom, the elements can be shown in grey which makes it easier to see and edit the 
positioning boxes. In the illustration above the first element – the outer circle – is selected. This is indicated 
both by the red positioning box in the editing window and also by the preview on the right which shows the 
selected element in red. Using the buttons on the right the selected element can be deleted, duplicated or 
moved up or down the stack of elements.  
 
By default, the colour of an element is set to “no colour”. For instance, above the Line colour button has a 
colour patch of gray lines which indicates “no colour”. Having no colour means that if you subsequently 
assign this symbol to a style and you set the symbol colour to red, then all of the “no colour” elements will be 
drawn in red. Conversely, if you set the line colour of an element to, say, green, then that element will always 
be drawn in green even if the symbol colour has been set to red. 
 
The red cross in the centre of the editing window indicates the insertion point for the symbol. So if you 
wanted to create a symbol where its insertion point was at the bottom of the symbol, which you might do for a 
pylon for instance, then you would draw the symbol above this red cross. 
 
Using the Edit tool to drag the edges of the selected positioning box (the red box) allows you to resize 
elements. Dragging the top right corner of the positioning box enables you to revolve the element. 
 
By using the Symbol tool you can create a custom symbol which is a composite of other symbols, including 
other custom symbols. 
 
The Image tool allows you to add a bitmap image from a BMP or JPG file. This should be used sparingly and 
the images that you use should not be too large or they will slow down redrawing.  
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When using an image you can set it to be Transparent and choose which colour to make transparent. Using 
transparency is not always as satisfactory as you might wish because in the example above, for instance, if you 
set white as the transparent colour you would find that when the symbol was reduced in size at the interface 
between the red and white areas there will be pixels which are nearly white, not pure white, and so will not 
be transparent. With an image consisting of pure colours, such as this, you can tick then Suppress colour 

dithering box, this gets over this problem but can result in images which appear less clear (more pixelated) 
when reproduced at a small size. 
 
Custom symbols are not available in Map Maker Gratis 

3.4 Ranges 

In Map Maker “ranges” are used to assign colours to data values. A style set can contain definitions of ranges. 

3.4-A Ranges – Ranges 

This page displays a list of the ranges in the style set. Select a range from the list to enable the Edit page. 
 

 

3.4-B Ranges – Edit 

When you use the New range button to create a new range the range consists of one “band”. A “band” is 
defined by a minimum data value and, where there is just one band, by the Top data value of the range. You 
can create additional bands by dividing an existing band. 
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For each band there is a choice of three Band types:  
 one colour only. You choose one colour for the band meaning that any data value that falls within the 

band’s scope will be displayed using that colour. 
 colour range. You define a Minimum colour and a Maximum colour for the range – as in band B in 

the illustration below. A data value at the two extremes of the band will be shown with one of those 
colours while a data value in between will result in a colour on the spectrum between the two. 

 continuous colour range. If you have more than two bands and you select “continuous colour range” 
for any band other than the top one then the Maximum colour for the band is automatically set to the 
Minimum colour of the band above ensuring a smooth continuous spectrum. 

 

 
 
The values on the left show the values for the “current band”. The current band can either be selected from 
the Current band drop-down box, or else by clicking on the right-hand preview. The dividing value between 
adjacent bands can either be set numerically in the Minimum value of band box, or else you can drag the 
dividing line with the mouse. 
 
Optionally, each band can be given a caption. The caption is included in the legend. 

3.4-C Ranges – Range legend 

If you are using a range to show data values it is probable that you will want to include a legend to explain the 
display. The Range legend page enables you to generate a legend: 
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If your colour range is designed to illustrate altitude you can tick the Show as terrain box which will result in 
a legend that indicates physical terrain: 

 

 
 

Ranges are not available in Map Maker Gratis 

3.5 Legends 

Style sets can contain specifications for legends. The Style legends page lists the legends in the style set. Click 
on the one you want to edit and the Edit page is enabled. 
 

 
 
On the Edit page use the New legend item button, along with Delete legend item and the up and down 
arrows to select and organise the styles that you wish to include on the legend. The styles which you have 
selected are shown in the lower right-hand list. Click on an item to select it, you can then edit the Item 

caption and, if desired, the Item sub-caption. 
 

 
 
Use the Preview page to see how the finished legend will appear. 
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Having defined a legend, to place it on the map go to the Page view and use the Furniture tool to create a 
legend panel (see below under Tools). 
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4 Tools 

4.1 Pan 

The Pan tool enables you to reposition the map. If you click – drag – release then the map is dragged and 
redrawn in the new position. If you click and release, without dragging, then the map is redrawn centred on 
the location where you clicked24. If you hold the shift key down when you click then the scale is doubled 
(zoomed out). 

4.2 Zoom 

The Zoom tool enables you to reposition and re-scale the map. Click and drag to draw a box. As you drag 

Map Maker calculates the nearest sensible scale25 that would maximize the size of the box you have drawn, 
keeping it all on the screen.  It then draws a second box around your box showing what the extent of the 
screen would be and  indicating what the scale would be. Release the mouse button and the map is drawn to 
this new scale and position. 

 
If you click and release without dragging then the map is redrawn centred on the spot where you clicked and 
at half the scale (zoomed in). If you hold the shift key down when you click, or else right-click, then the scale 
is doubled (zoomed out). 

4.3 Tape 

Use the Tape tool to measure distance, areas, and angles. Click and release to start the tape. Move the cursor 
and click and release to place vertices (changes of direction) in the tape. As you move the cursor the distance 
from the first point along the line of the tape is displayed. To clear the tape right-click, or press the Escape 
key. To delete the last vertex press the Back-space or Delete key. 
 
If there are three of more vertices and you then click again over the start of the tape then the area of the 
enclosed space is displayed and then the tape is cleared. 
 

 
If you hold down the Ctrl key when you make the first click then the tape operates in “pencil mode”. This 
means that as you move the cursor vertices are automatically inserted without any need to click. To finish, 
click a second time or place the cursor over the first vertex. 

                                                
24 If you change your mind, you can go to Navigate – Go to previous view to reverse the operation 
25 By “sensible scale” we mean 1, 1.25, 1.5, 2, 2.5, 3, 4, 5 6, 7, 7.5, 8, or 9 multiplied by 10 to any power. 
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The units used to show the distance are those selected in the Project manager under Units – Displayed 

units. 
 
On the tools column, under the Tape button, there is a button labelled Show options. Click on this to show 
the tape options: 

 
 
If you tick the Show bearing of each link box then each segment of the tape is shown with its angle relative 
to grid north. 
 
With the Use “star” tape measure option selected the tool behaves in a different way. When you click the 
cursor to place a vertex rather than creating a new vertex in a continuous line the Tape shows the distance 
from each vertex to the current cursor position. 
 

 
In this illustration the Show bearing of each link option has also been selected. 
 
If you tick the Show right-angle guides box then, as you draw the tape, guide-lines are displayed both 
around the last vertex and around the current position of the cursor: 

 
 
As you move the cursor, if the cursor falls close to any of the three guide lines from the last vertex then the 
cursor snaps to that guide line. The guide lines that emanate from the cursor position are there to help you line 
yourself up with any other existing features on the map. 
 
The Show proximity to live layer objects option gives a continuous display of the distance from the cursor 
to the nearest point on any nearby objects. 
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The options for the Tape tool are not available in Map Maker Gratis 

 

4.4 Data 

The Data tool is primarily designed to interrogate and edit the data associated with vector objects in both the 
live layer and any other vector layers. Clicking on the right-hand edge of the Data tool button displays a menu 
listing the current vector layers: 
 

 
 
Once you have chosen a layer – the live layer is the default  - then the Data tool can be used in several ways 
to select objects from that layer: 
 

 Click. To select a single object click on it. 
 Click down – drag – release. This draws a rectangular area, any object that falls within the box is 

selected.  
 Click down with the right mouse button – drag – release. This draws a circular area centred on 

the spot where you clicked. Any selectable object that falls within the circle is selected. 
 Hold down the Ctrl key – click – add more clicks to draw a polygon. This behaves like the 

Polygon tool so that you can draw a polygonal area, any selectable objects that fall within the 

polygon are selected26. As with the polygon tool to finish the polygon either click over the first vertex 
or right-click. 

 Hold down the Alt key – click – add more clicks to draw a line. This behaves like the Line tool so 
that you can draw a line of one or more segments. Right-click to finish the line. Any objects that fall 
along the line are selected27. 

 
With any of these options, if you hold down the Shift key when you first click then the selected objects will 
be added to the already selected objects. Or, if an object that you select was already selected then it will 
become  de-selected. 
 

                                                
26 You can release the Ctrl key after the first click. 
27 You can release the Alt key after the first click. 
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The way that the Data tool operates for each layer is configured by the Layer set up: Data – Click options 
page of the Project manager. 
 

 
 
The On click with “Data” tool drop down box offers several options: 

 Display attribute data 

 Display Access form 
 Open a file 
 Launch external application 
 Open web page 

 
If your DRA file has no internal data fields and is not linked to an external database then only the first option is 
available. 
 
In Map Maker Gratis only the first option is available. 

4.4-A Data - option: Display attribute data 

When you select an object or objects with the Data tool a window is displayed which shows the internal data 
associated with the selected object or objects, and where relevant any external data. 

 

 
 

In this example the Data tool has selected 30 objects in a layer called “stands”. Using the arrow buttons at the 
top you can navigate through the selected objects. 
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The first field in the data record indicates the object type (polygon, line, point, or text). This value cannot be 
altered. There follows the style number and the caption28. If the layer has any internal data fields these are 

listed next – in this example “species code”, “year”, “species”, and “test”. If the layer is linked to an external 
data table the fields from that table follow. As discussed above under “Layer set up: Data – External data link”, 
to link an object to a record in an external data table there must be an internal data field that contains a value 
which corresponds with the same value in a specified field in the external data table. In this example the 
internal field “caption” is linked to the external data field “stand id”.  
 
If there is no corresponding external data record then a Create record button is displayed: 
 

 
 
Clicking on Create record adds a row to the external  table and initializes it with the value of the link. 

4.4-B Data – option: Display Access form.  

If your layer is linked to an MS Access database which contains forms then you can choose to display the 
Access form filled with the data for the corresponding objects. Note that in Access you should edit the Form’s 
properties so that “Pop-up” is set to “yes” and “Modal” is set to “no”. 
 
When you first click on a layer linked to Access there may be a short delay since Access needs to load up in 
the background. 

4.4-C Data – option: Open a file.  

You can choose that when you click on an object a file will open – e.g. a document, image or video. For this 
to operate the file type of the chosen file must be associated with some program on your computer. For 
instance if you choose a PDF file then you must have Adobe Acrobat, or similar, installed. With this option 
you can only select one object at a time. So if the hit-able layer has this option selected the Data tool options 
for selecting in a rectangle, circle, polygon, or along a line are disabled – you can only click on an object. If, 
in Layer set-up, you select this option then you have to specify which data field contains the name of the file 
that you want displayed. 

4.4-D Data – option: Launch external application.  

This is similar to the above option except that the file type has to be a program – an .EXE file. As above only 
one object can be selected. When you click on the object the program will be launched. To do this either the 
full path of the application must be contained in one of your internal or external data fields, or you must 
specify a Command line prefix and choose a data field as a suffix which taken together create a complete 
path. Using this second option you can, for instance, use the Command line prefix to specify one EXE file 

                                                
28 If under “File – Preferences – General” you select the options “Show z attribute” and/or “Show MM3 object ID as attribute” then these values will 

appear below the “caption” field. 
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which will be used by all the objects in the layer and then use the data field to specify a command line 
parameter which is different for each object. 

4.4-E Data – option: Open web page.  

Similarly you can specify the URL of a web page which will be opened when you click on the object. You can 
specify a URL prefix as well as a data field. For instance you might specify a prefix like 
“http://www.mapmaker.com/datatest.php?id=” and then choose a data field containing an “id” which will be 
sent as a parameter to your web page. When you click on the object the specified web page will be displayed 
in your browser. 

4.5 Picker 

The Picker tool provides a rapid way to assign styles and data values  to existing objects. The objects can be 
in the “live layer” or any other vector layer. When you select the Picker tool a Palette window opens: 
 

                    
 
The Layer drop-down box lists the “live layer” and any other vector layers in the project. Choose the layer 
that you are interested in and the style set for that layer is displayed. If you select a polygon style, for instance, 
you can then drag it and “drop” it onto a polygon on the map. The style will be applied to the polygon. 
 
Conversely, if there is a polygon on the map and you are not sure what style it has, then you can click and 
hold down on the polygon and then drag to the palette and “drop” anywhere on the palette and the style will 
be selected from the list. 
 
Also, if you click and hold down on a polygon and drag to another polygon and drop, then the style of the first 
polygon will be copied to the second polygon. If you then simply click and release on a third, or subsequent, 
polygon, without dragging, then the style of the first polygon will again be applied.  
 
If you tick the Show search options box then you can filter the style list based on either style numbers or 
style names. If, for instance, you enter “land” in the Find field then only those styles which start with “land” 
are listed – if you enter “*land” then all the styles containing “land” in the name are listed. 
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If you select the data tab then the attribute data fields associated with the layer are displayed. These are the 

“default caption” and the “style number” followed by any user-defined data fields29. Next to each field is a 
tick-box. If you tick all or some of the boxes then you can drag the associated values and drop them onto an 
object on the map which then adopts those values. 
 
If you click and hold down on an object on the map and then drag and drop onto the data page then the 
values which are ticked are filled in with the corresponding data values from the object. As with styles above, 
you can also drag data values from one object to another. 

4.6 The drawing tools 

The drawing tools are used to create new objects in the “live layer”. There are four drawing tools: 
 Polygon 
 Line 
 Point 
 Text 

4.7 Polygon 

The Polygon tool is used to draw new polygons in the “live layer”. Click and release to draw the first vertex 
on the boundary of the intended  polygon. Move the cursor and click wherever you want another vertex 
(change of direction). If you make an error you can press the Back-space or Delete key to remove the last 
vertex. Or press Escape to abandon the new boundary entirely. Once you have placed three of more vertices 
you can finish the polygon either with a right click or else by clicking again over the first vertex. 
 
If you hold down the Ctrl key when you make the first click then the line operates in “pencil mode”. This 
means that as you move the cursor vertices are automatically inserted without any need to click. To finish, 
click a second time or place the cursor over the first vertex. 
 
Once you have finished the polygon, a dialogue box appears where you can set the style, the caption, and 
any data attributes which the live layer currently has: 
 

 
 
 
If you draw another polygon that overlaps this first polygon then, by default, the first polygon is trimmed so 
that its boundary follows that of the new polygon: 

                                                
29 User-defined data fields are only available when the layer contains just one DRA file. 
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If you draw a new polygon entirely inside an existing polygon then, by default, the new polygon becomes an 
island within the existing polygon and the existing polygon has a hole created in it that is the size of the 
island: 

 
 
 
Clicking on the Show options button allows you to alter the default behaviour of the Polygon tool: 
 

 

4.7-A Polygon - Options 

The default Drawing mode is “Draw new polygon”. However, you can also use the polygon tool to modify or 
erase existing polygons. With the Drawing mode set to “Modify existing polygon”, then if you start to draw a 
polygon at a point inside another polygon, then when you complete the new polygon the existing polygon 
will be modified to be the combined area of the new and the existing polygons. If there are other polygon that 
fall within the new polygon then they will be trimmed back to the new boundary. 
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If Drawing mode is set to “Use as eraser” then any parts of existing polygons that fill within the new 
polygonal area will be subtracted. 
 

 
 

If the Trim polygons to existing polygons box is ticked then it becomes easy to sub-divide a polygon. If you 
start a new polygon inside an existing polygon then any areas of the new polygon that fall outside of the 
existing polygon are discarded. 
 

 
 
Areas that are inside both the existing polygon and in the new polygon are subtracted from the existing 
polygon. 
 
If the Allow new polygons to overlap box is ticked then polygons are not trimmed. This option should rarely 
be used. Ideally where you want polygons to overlap they should be in different layers since they are probably 
describing different phenomena. When Allow new polygons to overlap is ticked then drawing a polygon 
inside another will not create a hole in the existing polygon. 
 
If Highlight areas where polygons overlap is ticked then overlaps are shown in red. This can be useful 
when trying to tidy up a drawing with poor topology (i.e. there are gaps, overlaps, and duplicates). 
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Selecting the Show polygon style palette option displays a floating window with the project style set’s 
polygon styles. You can drag and drop a style onto any polygon in the live layer. This can be a particularly 
useful option when used in conjunction with the Show dialogue box on new object box. With this option 
un-ticked then the default new object dialogue box described above is not displayed. So if you simply want to 
rapidly draw polygons without worrying about captions and attribute data you can draw uninterrupted and 
when used with the “style palette” you can assign styles as and when you want to. 
 
The option Show cursor buffer zone displays a circle of a specified radius around the cursor. This can be 
useful if you need to position your new polygon relative to other existing objects on the map. 
 

 
The Show right-angle guides option behaves as described above for the Tape tool with the added feature 
that if, when you click to add a vertex, a guide-line radiating from the cursor lies over the first vertex then the 
new vertex will snap to a position such that a line from the new vertex to the first vertex forms a right-angle 
with the previous segment of the line, as shown below. This is useful when drawing buildings and other man-
made artefacts. 
 
 

 

4.7-B Caption rules 

The Caption rules page of the options window allows you to specify the default caption for the next new 
polygon. 

 
 
If you want all new polygons to have the same caption then you can set prefix to that value and leave the 
other values blank. If you tick the apply a serial number box then the value in next number is automatically 
incremented after each new polygon. If you have chosen to have both a prefix and a serial number then they 
will be separated by the value in the first separator drop-down box – the separator can be set to  “none”. 
Similarly, if you have both a serial number and a suffix then they will be separated by the value in the second 
separator box. 

4.7-C Data rules 

If the live layer has internal attribute data fields then you can use the Data rules page to specify initial data 
values for new polygons. The Data fields box lists the available attributes and shows what kind of data each 
attribute is (i.e. string, integer, decimal number, boolean, and date/time).  
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Any attribute can be assigned a fixed initial value. If the attribute is numeric (integer or decimal number) then 
there is also the option to Use a fixed rate per unit of area. The “unit of area” is the area unit that you have 
specified in the Project manager. In the example illustrated above the Fixed rate is specified as 2 per 
hectare, so if the next polygon to be drawn has an area of 1.8 hectares then the calculated “population” value 
will be 3.6. Since the population attribute is an integer field then the value 3.6 has to be rounded to an 
integer. If the Round down fractions box is ticked then the 3.6 value will be rounded down to 3, otherwise it 
will be rounded to 4 - the nearest integer. 
 
In Map Maker Gratis these options are not available for the Polygon tool, nor Line, Point or Text tools.  

4.8 Line  

The Line tool behaves similarly to the Polygon tool. There are fewer tool options but those that there are 
behave in the same way as the equivalent polygon options: 
 

 
 
With the Line, Polygon, and Tape tools you have the option of using them in “pencil” mode. If you hold down 
the Ctrl key when you click to place the first vertex then when you move the cursor additional vertices are 
added automatically without you needing to click – you can release the Ctrl key after the first click. To finish 
the tape, line or polygon click again or else move the cursor so that it is over the first vertex. 

4.9 Point 

Similarly, the Point tool. 

 
 

4.10 Text 

With the Text tool a single click adds a new text object and displays a dialogue box. Edit the Caption field to 
set the contents of the text. When Map Maker creates the new text object it assigns a default Text height that 
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is appropriate to the current scale. You can edit this value along with the justification and the rotation of the 
text. 
 

 
 
 
Alternatively, in the Options dialogue box for the Text tool you can chose to tick the Fixed height for new 

text objects box and then set a value that will be used for all new text objects irrespective of the current 
scale: 
 

 
 

4.11 Edit 

The Edit tool is used to amend objects in the live layer.  

4.11-A Editing polygons 

If you move the cursor so that it is over a line or the boundary of a polygon then a red circle appears if the 
cursor is over a vertex, or a green circle if the cursor is over the line segment between two vertices. In the 
latter case the two vertices are highlighted with small red circles: 
 

 
 
If you now click and drag a new vertex is inserted – unless you were already over a vertex – and the vertex is 
moved: 
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When you release the mouse button the polygon or line is updated. If you move, or insert and move, a vertex 
on a common boundary between two polygons then both polygons are updated. 
 

 
 
If the cursor is over a vertex – so that a red circle is shown – then you can delete that vertex by pressing the 
Delete key on the keyboard. 

 
 
 

 
If you click on a polygon and release without dragging – i.e. a simple click – then the polygon is “selected”. A 
yellow line appears around the polygon indicating that it is selected. A dialogue box appears with the basic 
object parameters – this is the same box that appears when you create a new polygon with the Polygon tool. 
You can edit the polygon’s caption, change its style, edit any internal data values, or delete the polygon. 
 

 
 
When an object is selected, if you drag one of its vertices which has the same initial location as vertices in 
one or more other objects then only that vertex is moved – the vertices in the other objects are unchanged. 
 
Once a polygon is selected then using a right-click results in a pop-up menu: 
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Using Cut and Paste allows you to move the polygon to another location. To use Cut and Paste you need to 
think about where you position the cursor when you make the right-click. Typically you might right-click on a 
vertex then select Cut, at which point the selected polygon disappears. You can then right-click on some 
other point, which might be the vertex of another object, and select Paste. The cut polygon reappears so that 
the point on the polygon which you initially right-clicked on is located at the location where you made the 
second right-click. 
 

 
 
In the same way you can use Copy and Paste to copy a polygon and place the copy at a new location.  
 
The Rotate function also require a bit of fore-thought as to where to make the right-click. The point where 
you right-click is the point about which the polygon will be rotated – this could be a vertex but it could 
equally be some point within the polygon or outside of the polygon. Make the right-click to display the menu 
and select Rotate. Now move the cursor to rotate the polygon. To finish - click. 
 
 

 
 
Where you have polygons overlapping other objects (polygons, lines, points, text) then you can use the menu 
to modify the Order in which the objects are drawn. In the example below the selected polygon is sitting at 
the top of a set of 21 objects in the live layer. The yellow polygon can be seen as being behind the blue 
polygon. By clicking on Send to back the selected polygon is moved to the bottom of the pile and so 
becomes behind the yellow polygon.   
 



49 
 

 

4.11-B Editing lines 

In most respects editing line objects is the same as editing polygons. 

4.11-C Editing points 

When you want to edit a point object you can click anywhere on the symbol associated with the point, so in 
this example of a font symbol made up of two characters you can click on any part of the two characters. 
 

 
The dialogue box for a point object is the same as for a polygon or a line except that it has a field where the 
Symbol rotation can be set. You can also rotate a point’s symbol by right-clicking a selected point to display 
the menu and selecting Rotate and then rotating by moving the cursor. 

4.11-D Editing text objects 

By default text objects are defined by two vertices. The first vertex is the “insertion point” for the text. meaning 
that “left justified” text will start at the insertion point and so appear to the right of the insertion point, while 
“right justified” text will end at the insertion point and so appear to the left of the insertion point. The position 
of the second vertex relative to the first vertex defines the rotation of the text. 
 

 
 
When you move the cursor over a text object, with the Edit tool selected, then the text is shown in grey and 
the vertices are displayed in red: 
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If you hold down the Shift key then click and drag you can move the whole text object. As with other objects 
you can drag the vertices, which in the case of a text object changes the angle of the text: 

 
 
You can drag the vertices away from each other. The distance between the two vertices makes no difference 
to the rotation: 

 
 
However, you can set the Horizontal justification to “stretched”, in which case the distance between the 
two vertices defines the extent of the text: 

 
 
With stretched justification you can add additional vertices and drag them to create a curved path for the text: 
 

 
 

4.11-E Editing labels 

A polygon, line, or point can have a caption. If so the caption will be displayed as a label, unless the style has 
the default Show label option turned off. The label can be repositioned by dragging the label box: 
 

 
 
 

At the top-right of the label box there is a yellow square. By dragging this you can rotate the label. 
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At the bottom left of the label box there is another yellow square. Dragging this square allows you to place an 
arrow visually linking the label to a particular point. Drag the square to the place where you want the arrow’s 
tip to be – as in pictures a, b, and c below. 
 
To get rid of an arrow drag the arrow tip back into the label box – as in pictures d, e, and f below. 
 

 

4.11-F Editing multiple objects 

Using the Edit tool you can edit the attributes of several objects of the same type at the same time: 
 

 Select objects in a rectangle. Click, drag, and release to define a box. 
 Select objects in a circle. Right-click, drag, and release to draw a circle. The centre of the circle is 

where you first click. 
 Select objects in a polygon. Ctrl+click to place a vertex, then continue as if drawing any other 

polygon. Right click to finish or click over the first vertex. 
 Select objects along a line. Alt+click to place a vertex, then continue as if drawing any other line. 

Right click to finish. 
 
If your selection area contains objects of various types (e.g. both polygons and points) then Map Maker will 
determine which is the commonest object type in the selected area and then discard the other object types 
from the selection. 
 
Having made a selection you can add to the selection by holding down the Shift key and then making a new 
selection either by clicking on a single object or using any of the four multiple object techniques listed above. 
If any of the objects selected in this second, or subsequent, selection is already selected then that object is 
removed from the selection. 
 
Having made your selection any changes of the objects attributes, such as the caption, the style, or data values 
will be applied to all of the selected objects. 
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4.12 Cutter tool 

The Cutter tool is used to sub-divide existing polygons. To cut a polygon, select the Cutter tool and then 
click on or outside of the boundary of the polygon. Then add additional vertices until the cursor is once again 
on or outside of the polygon, then right click to finish the cutting line. 
 

 
 
The Cutter can also be used to create an island in an existing polygon. Use the Cutter tool just like the 
Polygon tool to create a polygon inside another. It will automatically create a hole in the existing polygon. 
 

 
 
The Cutter tool has options. 

 

4.12-A Options 

If the Discard new islands box is ticked then when you use the cutter to make an island, as described above, 
then the island is thrown away but the hole in the enclosing polygon is retained. 
 
If the Treat new islands as new polygons box is not ticked then an island inherits its style and attributes from 
the polygon which it was cut from. But, if it is ticked then the new island is treated in the same way as a new 
polygon – that is to say the dialogue box for a new polygon is displayed and the default style and caption for a 
new polygon is applied. 

4.12-B Caption rules 

The Caption rules page determine what happens to the captions of the component parts of a cut polygon. 
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If No change is selected then all of the parts of the original polygon inherit the caption of the original 
polygon. 
 
Selecting Blank caption results in all of the parts of the original polygon having a blank caption. 
 
Where you are using the cutter tool to take a small bite out of a large polygon you may well want the large 
residual polygon to retain the caption of the original polygon. You can choose Largest polygon inherits 

caption, others are blank or Largest polygon inherits captions, others as new. If you chose the latter then 
the smaller polygon, or polygons, are assigned new captions using the current caption rules for new polygons 
(see Polygon tool above). 
 
Or, you can assign a Fixed value to the captions of all of the new parts of the original polygon. If you choose 
Fixed value then this can include elements of code. For instance, if you set the fixed value to: 
 

<parent>-<a> 

 
This means that when a polygon with the caption “22” is cut into two parts those parts will be labelled “22-a” 
and “22-b”. Similarly: 
 

<parent>:<#> ..would result in “22:1” and “22:2” 
<parent><A> ..would result in “22A” and “22B” 
<parent>.<i> ..would result in “22.i” and “22.ii” 

  
If the <parent> expression is missing then <a>, <#>, <A>, and <i> can still be used as automatic 
counters but rather than indicating sub-divisions they are simply a serial number for a new object. Note that 
<a>, and <A> are only valid for numbers up to 26 while <i> goes up to 30. 

4.12-C Data rules 

The Data rules page determines how attribute data is assigned to the new parts of the original polygon: 
 

 
 

One Rule available for numeric Data fields (integer and decimal number) is Adjust in proportion to area. 
For instance, suppose you had a polygon with an area of 1,000 square metres with a data value of 200. If you 
then used the cutter to sub-divide the polygon into two polygons with areas of 300 and 700 square metres 
then the data value for the two polygons would be 60 and 140 respectively. 
 
If you tick the Do not apply rule to the largest polygon box then the data value for the largest polygon will 
be inherited unchanged from the original polygon. 
 
The Cutter tool is not available in Map Maker Gratis 

4.13 Snap to 

The Snap to tool is used to tidy up the boundary between a polygon and one or more neighbouring polygons. 
When a polygon is snapped to another, the boundary of the first polygon is adjusted to match the boundary of 
the second, the boundary line of the second polygon is not moved. Click on the polygon that you want to tidy 
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and then click on the neighbouring polygon. The distance between the two click points specifies the 
maximum snap distance30: 

 
 
Alternatively, if you want to tidy a polygon’s boundaries with respect to all of its neighbours then make both 
of your clicks within the polygon to be tidied. 
 

 
 
The Snap-to tool is not available in Map Maker Gratis. 

4.14 Join 

The Join tool is used to merge two adjacent polygons. The two polygons must share a common boundary that 
matches precisely. If the common boundary is imperfect you should first use the Snap to tool. Click on one of 
the polygons, then click on the other and the two polygons are merged. 
 

 

4.14-A Options 

The Join tool has Options which determine how the polygons are merged. Firstly, you can specify whether 
the style of the newly merged polygon adopts the style of the largest of the two polygons or of the polygon 
which is first clicked: 
 

 
 

                                                
30 The “maximum snap distance” is the maximum distance between two boundaries for which Map Maker will attempt to snap one to the other. 
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4.14-B Caption rules 

There are four available Caption rules: 
 

 
 

 Use a fixed value. Specify a value – including blank – which will be applied to the caption of the 
merged polygon. 

 Add caption of smallest polygon to largest. The new caption will be a combination of the two 
original captions, that of the smallest polygon following that of a the largest, separated by a user-
specified separator – which can be blank. 

 
 Use caption of first clicked polygon.  
 Use caption of the largest polygon.  

 

4.14-C Data rules 

The Data rules page specifies how the internal attributes of the two polygons will be merged: 

 
 

The rules available in the Rule drop-down box depend on the data type of the selected Data field: 
 Numeric (integer or decimal number).  

o Use a fixed value 
o Use the highest value 
o Use the lowest value 
o Sum of both values 
o Use the average 
o Use the weighted average 
o Use the value of the first clicked polygon 
o Use the value of the largest polygon 
o Use a fixed rate per unit of area 

 String. 
o Use a fixed value 
o Append one value to the other 
o Use the value of the first clicked polygon 
o Use the value of the largest polygon 

 Boolean (yes/no). 
o Use a fixed value 
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o Yes if either polygon is set to yes 
o Yes if both polygons are set to yes 
o Use the value of the first clicked polygon 
o Use the value of the largest polygon 

 Date/Time. 
o Use a fixed value 
o Use earliest date 
o Use latest date 
o Use the value of the first clicked polygon 
o Use the value of the largest polygon 

 
The Join tool is not available in Map Maker Gratis 

4.15 Other tools 

4.15-A Other – Circle 

To draw a circle31 with the Circle tool click and hold down where you want the centre of the circle, then drag 
to increase the radius, and release to finish the circle. 
 

 
 
The Circle tool is not available in Map Maker Gratis 

4.15-B Other – Rectangle 

To draw a rectangle with the Rectangle tool click and hold down where you want the top-left corner of the 
rectangle, drag the cursor to where you want the bottom-right corner of the rectangle and release. 
 
The Rectangle tool is not available in Map Maker Gratis 

4.15-C Other – Colour measurer 

There may be circumstances, such as when defining new styles, when you want to match a colour. As you 
move the Colour measurer tool over the map it displays a small circle showing the colour under the tip of 

the cursor and displays the red, green, and blue component  of the colour32.  
 

 
 

                                                
31 The Circle tool actually draws a polygon of straight line segments with 100 vertices that approximates to a circle. 
32 Each of the three colour components is a value between zero and 255. White is 255:255:255, black is 0:0:0. 
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If you click then the values of the current colour are placed in a temporary store (like a clipboard). This colour 
can then be used in any of the colour picker dialogue boxes such as those found in the styles editor. In the 
colour picker click on the Load saved colour button and the last colour selected with the Colour measurer 
tool appears at the top of the menu. 
 
 

 
 
If you click and hold down over the map and then drag the cursor to anywhere on the screen – including 
outside Map Maker – and then release then the colour recorded is that under the cursor when the mouse 
button is released. This means that you can measure and capture the colour displayed in any application, such 
as in a browser or in a document. 
 
The Colour Measurer tool is not available in Map Maker Gratis 

 

4.15-D Other – Make extract 

Use the Make extract tool to create a rectangular extract from the current map. Click and hold down at the 
top left corner of the area you want, drag to the bottom right corner and release. A menu appears offering 
several options: 

 
 
The first three options all save the area as a bitmap image (BMP, TIF, or JPG) but the second option makes the 
image at a resolution three times sharper than the current screen resolution. The next three options save the 
result as a DRA file. 
 
The Make extract tool is not available in Map Maker Gratis 
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5 Page layout and printing 
The appearance of the printed output from Map Maker is a product of both the current map and the  page 
layout. Clicking on the Page tab in the top left switches the program from “map mode” to “page mode”. Page 
mode displays the current page layout. 
 

 
 
When you go into Page mode the menu bar at the top remains the same – the scale bar shows the current 
scale of the map and the coordinates show the position of the cursor, if the cursor is over the area of the page 
which displays the map. In the bottom left of the screen is displayed the position of the cursor on the printed 
page – the origin being the bottom left corner of the page. Next to this coordinate is a percentage which 
indicates the size of the page on screen relative to the size of the printed page. In this example it is currently 
150% meaning that the page is being displayed one and a half times full size. 
 
In the bottom right of the screen a button labelled “1:1” will zoom the page to 100% - actual size. The button 
below that, “”, zooms the page to nearly fill the window. 
 
When in Page mode the tool column on the left is different to that displayed when in Map mode. It includes a 
Page set-up button. This is used to select the page size and orientation. Note that the page sizes available are 
unrelated to the paper sizes available on your printer – although one option is always the current printer paper 
size.  
 
Page set up is not available in Map Maker Gratis. In Gratis the page size is always the current printer paper. 

5.1 Furniture 

The page layout consists of the page itself and one or more items of “map furniture”. An item of map furniture 
is defined by a rectangular area on the page. All pages include at least one item of map furniture which is the 
map itself. To add more items use the Furniture tool. Click and hold down where you want the top left 
corner of the new furniture item then drag down to the where you want the bottom right of the rectangle and 
release. A menu appears listing the different types of map furniture33. 
 

 North point 
 Scale bar 
 Text 
 Word document 
 Rich text (RTF) 
 Image 
 Legend 
 Location map 

                                                
33 The list of available furniture types does not include “Map” since a page always has one main map – no more and no less. the “map” box can be 

edited but not deleted. 
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The Word document and Location map options are not available in Map Maker Gratis 

 
When you select one of these options a dialogue box appears with various pages listing the properties of the 
item. They all include pages on the Panel style and the Size and position: 
 
 

 
 

The Panel style determines the border and the background. The default Border width of zero means that 
there is no border. Similarly, the default Opacity of zero results in no background. The Size and position 
page lets you make numeric adjustments to fine tune the dimensions. 
 
The other pages in the dialogue box depend on the type of the map furniture. 

5.1-A Furniture – North point 

On the Style page for a North point you can choose from a range of predefined designs for north points and 
compass roses. You can choose a Colour for all of the designs. For some of the designs you can specify a 
second or third colour, such as the one selected in the left hand example below.  
 

 
 

One option is Text which means that you can choose any symbol from a “True-Type” or “Open Type” font. 

Other special options are Bitmap and Metafile which allow you to choose your own custom image34. 
 
The size of the north point is determined by the size of the box which you drew. If you change the orientation 
of the map, using the north control and the top of the screen, then the north point is automatically aligned to 
the new orientation. 

                                                
34 Care should be taken not to choose a bitmap or metafile image which is excessively large since this will slow down redrawing. 
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5.1-B Furniture - Scale bar 

The Style page offers designs of scale bar. Some of the designs can use the option With minor scale. If this is 
selected then the scale bar consist of a set of “major steps” with one additional step on the left-hand end 
which is divided into a set of “minor steps”. For instance, a scale bar in which the major steps were each 250 
metres would have a minor scale divided into five 50 metre steps. 
 
If the Show numeric scale box is ticked then the current scale is displayed under the bottom left of the scale 
bar. In some circumstances you might not want the scale displayed. For instance if you were preparing a map 
for publication or for viewing on a web site there will probably be no guarantee of the actual scale of the 
finished map. 
 

 
 
There are three options for determining the extent of the scale bar: 

 Automatic size and units. This is the default option. The scale bar is sized to be the maximum size 
that it can be and still fit inside the box that you have drawn. When you change scale by zooming in 
and out the divisions of the scale bar are adjusted to be appropriate for the scale. 

 Fixed size. You specify the total distance displayed in the scale bar. This gives you more control but it 
means that if you anticipate changing scale then the box must be large enough to accommodate the 
scale bar at a larger scale. 

 Fixed step. The scale bar is sized to be the maximum size that it can be and still fit inside the box that 
you have drawn, but you specify the size of the major steps. 

 
There are two scale bar designs which include solid blocks of colour – by default black. The Colour button 
can be used to specify a different colour. 
 

5.1-C Furniture – Text 

If you want to add a simple title panel or some other piece of text, such as a copyright notice, you can use the 
Text map furniture. 
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The Style page consists of a text editor with basic text formatting options. The red “A” button lets you pick 
special characters from the currently selected font such as, in this example, the copyright symbol. The 
Preview page shows how the text will look given the current dimensions of the box. 

5.1-D Furniture – Word document 

If you need a more elaborate title panel, maybe you want to include a logo or tabular information, then you 
can create the panel as a single page Word document (*.doc or *.docx). In the Word document page of the 
dialogue box choose the document. 
 

 
 
The extent of the document as exported by Word is defined vertically by the extent of the text (i.e. top line to 
bottom line) while the horizontal extent is the page width minus the left and right margin. So in an example 
such as the one illustrated above, in Word you should adjust the page margins so that your text and any 
graphics fill the width of the text area. 
 
If you tick the Embed file box a copy of the Word document is embedded in the project file (*.GEO). The 
advantage of doing this is that if you send the project elsewhere you do not need to also send the Word file. 
The disadvantage is that it if the original Word file is altered then it will need to be reloaded. 
 
The Word document option is not available in Map Maker Gratis 

5.1-E Furniture – Rich text (RTF) 

As above but instead of a Word document you can use a Rich Text file (*.RTF). 

5.1-F Furniture – Image 

Map furniture can be used to place an image, such as a photograph or logo, on a page. The image can be in 

TIF, BMP, JPG, PNG, GIF, or EMF35 formats. The image is scaled to fit the box while retaining its correct 
proportions. 

5.1-G Furniture – Legend 

The Legend map furniture can be used to place a legend (or “key”) on the page. The legend can either be a 
legend already defined in a style set (see the Styles section above) or else it can be dynamically generated 
from the styles used in a specified layer. If you want to use a legend that you have already defined in a style 
set then on the Options page select Use pre-defined legend from a layer’s style set: 
 

                                                
35 EMF is Enhanced MetaFile. 
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Legends in style sets include both legends for styles and legends for colour ranges (see above in the section on 
Styles). Not all style sets contain legends. The layers which are using style sets with legends are listed in the 
drop-down box. If none of your layers are using style sets with legends then the Use pre-defined legend 
option is unavailable and greyed out. However, if you do have pre-defined legends then these are displayed in 
the list below. The definition of a legend in a style set includes the dimensions of the legend, so if you select 
one then the furniture box is automatically modified to be the size specified for the legend. 
 
If you select the Use “dynamic” legend option then two more pages become available: Legend items and 
Legend style: 
 

 
 
On the Legend items page the Project layer drop-down box lists all of the vector layers in the project, 
including the Live layer. Having chosen the layer for which you want a legend you can choose a Style 

selection option: 

 Show all styles in the style set 
 Show only styles selected below 
 Show only styles used in the current view 
 Show only styles used in the current view and selected below 

 
 In the first two options the styles are displayed even if they do not appear on the map. The advantage of this 
approach is that you can have consistent legends across several maps. The third and fourth options 
automatically determine which styles are currently visible on the map and only include those in the legend. 
For the second and fourth options select items on the style list by clicking on them. 
 
Using the Show tick box options you can additionally filter out different object types by un-ticking them. 
 
By default the styles appear in the legend in the order in which they appear in the style set. However, using 
the Order by type and the Sort alphabetically options you can impose a different order. 
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When this “dynamic” legend option is selected, back on the page view you can drag the sides of the box in 
order to change the width, however you cannot adjust the height since this is determined automatically by the 
extent of the items in the legend. 
 

 
 

On the Legend style page, if you choose to supply a Legend title then the Legend title font options are 
enabled. The other Font options specify the font for labels of the legend items. Setting the Graphic width 
value modifies the space allowed for the previews of the styles in the legend. By default the Number of 

columns is set to one but by having multiple columns you can create a low, wide legend which might be 
more suitable for inclusion below a map rather than beside. 
 
By using the Export and Import buttons you can save the legend settings to a file for re-use in another map. 

5.1-H Furniture – Location map 

A Location map box indicates the extent of the current map on a small but more extensive map. The location 
map consists of one or more calibrated bitmap files (BMP, TIF, or JPG) which are selected using the Add files 
button. 
 

 
 
There are three options for the Scale of the location map: 

 Fixed scale 
 Show two times the extent of the map 
 Show three times the extent of the map 

 
If the fixed scale option is selected the Fixed scale field becomes enabled. It is then your responsibility to 
choose a scale which works sensibly with the scale of your map. The other two options automatically 
determine a scale so that the location map covers an area that is at least two or three times as wide and high 
as the extent of the current map. The extent of the current map is in the centre of the location map. The Style 
drop-down box offers three options for the way in which the area outside of the current map area is depicted 
on the location map: 

 Area beyond the map is shown normally 
 Area beyond the map is shown pale 
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 Area beyond the map is shown grey 
 
Care should be taken to choose bitmap files for the location map which are not more detailed than they need 
to be since using large files will significantly slow down redrawing times. 
 
The Location map option is not available in Map Maker Gratis 

5.2 Edit 

Map furniture can be re-sized and moved around the page using the Edit tool.  
 
With the Edit tool selected as you move the cursor over the page the cursor tells you what element of the map 
the cursor is over - if the cursor is over the map it displays the word “Map”. The box that defines the extent of 
the map furniture that the cursor is over is shown as a red line. If you place the cursor over this line then you 
can click and drag the edge to resize the box. Similarly, if the cursor is inside the box you can click and drag 
to reposition the box. Right-clicking displays the item’s property editor, as described above for the Furniture 
tool.  
 
The Furniture tool cannot be used to create a new map box, but the Edit tool can be used to resize and 
reposition the map box as well as edit it’s properties: 
 

 
 
The first page describes the map Collar. At its simplest the collar can be a simple border line – or no line at 
all. 
 

 
 
The other options, illustrated above, are “Simple frame”, “Numbered frame”, “Full collar”, “Full collar with 
lat/long”.  When either of the “full collar” options are selected then you can set the collar colour and its 
opacity. If the opacity is set to less than 100% then you can see the map through the collar. In some situations 
this can be useful such as when you have adjoining map sheets and you want to see more clearly how one 
sheet continues into the next. In other circumstances it may be a distraction. 
 
The Grid page determines what kind of grid, if any, is laid over the map. 
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There can be two types of grid on the map at the same time: the grid which represents the X and Y projected 
coordinates in metres – this is always a square grid -  and a latitude and longitude grid in which the visual 
spacing between the latitude lines will be different to that of the longitude lines and in which lines may not be 
parallel. 
 
By default the options Automatic grid spacing and Automatic lat/long spacing are ticked. This means that 
as the scale of the map is changed when you zoom in and out then Map Maker attempts to select a sensible 
spacing between grid lines. By un-ticking these options you can specify fixed values, in which case you need 
to choose values which will not result in very closely spaced grid lines which will both obscure the map and 
drastically slow-down redrawing. 
 
The Margin text page allows you to add marginal text to the left, centre, and right of both the top and the 
bottom of the map. For instance, here text has been placed at the bottom right: 
 

 

5.3 Page templates 

A page layout can be saved to file as a page template. Go the File menu and click on Save layout as page 

template then enter a name of template file (*.MMpage). The template records the size and orientation of the 
page and the configuration of the map furniture. It does not save information about the layers of the map or 
the project style set. 
 
To apply a page template to the current project go the File menu and click on Import page template and 
choose a previously saved template file (*.MMpage). 
 
Page templates are not available in Map Maker Gratis 

5.4 Save current view as 

The current view of the map can be saved as a bitmap image or as a PDF file. When in “map mode” the 
current visible extent of the live layer or any other vector layer can be saved to a DRA file. 
 

The way in which the view is saved depends on whether you are in “map mode” or “page mode”36. If you are 
in “page mode” go the File menu, click on Save current view as and choose between saving to a new 
bitmap file (BMP, TIF, or JPG) or a PDF file. The result will be an image of the printed page complete with the 
map furniture. The resolution of the image (d.p.i. - dots per inch) will be the same as that currently used by 
your printer. 
                                                
36 Clicking on the “Map” and “Page” tabs in the top left switches you between map mode and page layout mode. 
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If you are in “map mode” go to File – Save current view as where there are several options: 

 Bitmap at screen resolution 

 Bitmap at screen resolution x 3 

 PDF at screen resolution 

 PDF at screen resolution x 3 

 Extract of live layer as DRA 

 
In the first two cases you are asked to choose a new bitmap file (BMP, TIF, or JPG) and the result will be an 
image that is the same as the current map view. Using the “x 3” option the view will be the same but the 

image will be sharper and the file size larger. In both cases the image file will be calibrated37. Choosing the 
PDF options similarly saves an image of the current map view but the PDF file is not calibrated. 
 
The Extract of live layer as DRA option trims the live layer to the bounding box of the current view and 
saves the result to a DRA file. If your map contains other vector layers that are currently visible then extracts 
can also be made of each of these layers. 
 
 
Save current view is not available in Map Maker Gratis 

5.5 Quick print 

When in “map mode” you can print out an image of the current map view by going to File – Quick print. 
This uses your current default printer and generates an image which fills the printer’s currently selected paper 
with a small margin. The print does not include any map furniture, it simply displays the map itself. 

5.6 Print 

In “page mode” prints are made using the page layout. In the example illustrated below the Page setup 
button was used to select an “A3 landscape” page. The current printer uses A4 paper so on going to File – 
Print the print dialogue box shows a preview of the page overlaid with a set of red rectangles indicating how 

the page can be printed out on multiple sheets – in this case three sheets of A4 in portrait orientation38.  
 
 

 
 
If you have a large wall map made up of multiple sheets you might just want to print out one or two of the 
sheets so as to update the map. By clicking on the page preview you can turn off or turn back on each sheet: 
 

                                                
37 To maximize compatibility with other programs the image file is calibrated in up to three ways. In all cases a world file is produced which is a 

small companion file with the same prefix as the image file but a different suffix (BPW for BMP, TFW for TIF, and JGW for JPG). If the file is a 
TIF file and the current rotation is zero then the file is calibrated as a “GeoTiff” file. If the rotation is zero then Map Maker 3 calibration data is 
added to the file. 
38 It is three sheets rather than two because there needs to be a small overlap, as shown by the red boxes. 
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When you click on the Print button only the sheets that are turned on will be printed. 
 

In Map Maker Gratis, since it always uses the current printer paper size the options described above for multiple sheets does not apply. 
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6 Navigation 
The use of the Pan and Zoom tools to navigate around the map has been described above in the “Tools” 
section. There are other procedures related to navigation. 

6.1 The scale bar 

The scale bar on the status bar at the top of the screen  indicates the current scale. If you place the cursor over 
the scale bar the bar changes into a scrollbar. Place the cursor over the red box, click and hold down, then 
drag the box to the left or right. As you do so the scale displayed changes. Release the mouse button and the 
map is redrawn.  
 

 
 

6.2 The north point 

Clicking on the north point on the status bar at the top of the screen displays the orientation dialogue box: 
 

 
 
Clicking on the outside edge of the compass rose sets the orientation of north. You can also use the slider bar 
at the top or enter a value numerically. Clicking on the centre of the compass rose (the yellow spot) resets 
north so that it is pointing up the screen. When you click OK the map is redrawn to the new orientation. 
 
In Map Maker Gratis this option does not apply. North is always oriented up the screen. 

6.3 Go to live layer objects 

Clicking on the menu item Navigate – Go to live layer object(s) displays a dialogue box which includes a 
preview of the entire live layer: 
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By clicking on objects in the preview, or on items in the list box, you can select one or more objects. When 
you click OK the map will be re-centred on the selected objects. If the Select objects on OK box is ticked 
then when you click OK the objects that you selected in the dialogue box become selected on the map, the 
tool is set to the Data tool, and the attribute data is displayed. 

6.4 Go to temporary marker 

You can add temporary markers to the map (see sect ion below on Temporary markers). The menu item 
Navigate – Go to temporary marker enables you to re-centre the map on a specified marker. 

6.5 Gazetteers 

A gazetteer is a list of saved locations, like an index in an atlas. A gazetteer enables you to rapidly navigate to 
a known location. To add a new gazetteer location first manoeuvre the map so that it is centred on the 
location of interest. Note that this task is made easier if you first go to the Project Manager  and then the Live 

layer – Options page and there tick the option Show centre of view, this results in a red cross being drawn 
on the view’s centre. Click on the menu item Navigate – Save location to gazetteer. A dialogue box 
appears: 
 

 
 

Every project has a “Default gazetteer”. If you want, you can create additional gazetteers in order to 
differentiate between different categories of saved location. Use the Open new gazetteer button to create a 
new gazetteer. If you do have more than one gazetteer in the project use the Choose gazetteer drop-down 
list to choose the one to which you want to add the new location. Enter a name for the new location or 
choose an existing name from the bottom list. If you choose an existing name then the  current location and 
scale replace those already stored under that name in the gazetteer. When you click OK the current centre 
coordinates and scale are saved to the entry. 
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Having created one or more entries in your gazetteer, or gazetteers, you can use the Navigate – Go to 

gazetteer location menu item: 
 

 
 

Select the gazetteer and then choose the location you want to go to. If the Zoom to scale box is not ticked 
then when you click OK the map re-centres on the saved location but the scale is not altered. If the Zoom to 

scale box is ticked then the scale changes to that which was current when the location was originally saved. 
 
If the Place marker on go to box is checked then when the OK button is clicked a temporary marker is 
placed on the map to show the gazetteer location. 
 
Using the Gazetteers page in the Project Manager you can import gazetteers from other projects, CSV files, 
or you can use a DRA file in which case each object in the DRA file becomes an entry in a gazetteer. 
 
In Map Maker Gratis gazetteers are not available. 

6.6 Pan frame 

The Navigation menu includes the option Show pan frame. When this option is selected then the map view 
is framed with a red translucent “pan frame”. Clicking in this pan frame results in the map being centred on a 
new location. This is true whatever tool is currently selected. Also, if you are in the middle of drawing a line 
with the Line, Polygon, Cutter or Tape tools then you can still click on the pan frame without adding a 
vertex so allowing you to continue drawing in a new location.  
 
The direction in which the map is moved is governed by the position of the cursor relative to the centre of the 
map. So if you click close to the top left corner of the pan frame then the map is re-centred  on a location in 
that direction (i.e. approximately the 10-o-clock direction). The closer that you click to the outside edge of the 
frame the larger the distance that the centre is moved. As you move the cursor in the pan frame the location of 
the new centre, should you decide to click, is displayed on the map as red cross-hairs. 
 

 
 

6.7 Navigation buttons 

Particularly where Map Maker is being used to create a mapping system which will be used by various people 
who may be less experienced in using Map Maker it can be useful to provide “navigation buttons”. Each 
button can be used in four ways: 
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 To open a different project. 
 To view a media file –e.g. a document, image or video. 
 To launch a program. 
 To run a Map Maker “script” (see section below for scripts), which typically might be used to navigate 

to a specified location within the same project. 
 
One or more buttons sit in a single “button panel”. The button panel is located in one corner of the map – you 
can specify which corner. Use the menu item Navigate – Edit navigation buttons to create and edit the 
panel. 
 

 
 
There are two alternative options for the “button panel”:  
 

 Use HTML page. You can use any web page editor to create a small HTML page in which each link 
acts as a “button”. Make the target of each link be a project file, a media file, a program, a script file, 
or a script command (see the section below on “scripts”).  If the “with scroll bars” box is ticked you 
can create a long list of links. 

 Use buttons. Use the “add button” button. Select each button from the list of buttons, edit the Button 

caption, then click on Choose file to be launched by button, select the file type, and then the file. If 
the file type that you choose is a Map Maker project (*.GEO) then when you click on the button the 
selected project will be loaded. 

 
The Export and Import buttons can be used to save the definition of a set of buttons and then re-use it in 
another project. When using Import you have the option to import from a project file (*.GEO) which makes it 
easy to share the same button set among several projects.  
 
Note that unlike “map furniture” (e.g. scale bars, north points title panels), the “button panel” is not shown on 
print outs or when you save the screen image. 
 
The navigation button panel is not available in Map Maker Gratis 
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7 Temporary markers 
A temporary marker is a way of quickly marking a location that may be useful for something like taking a 
measurement or as an aide-memoire rather than as a permanent feature of a map. Irrespective of what tool is 
selected, if you press the “M” key on the keyboard while the cursor is over the map then a marker “flag” is 
placed at the current cursor position. By default the flag displays a simple serial number. If the current tool is 
the Tape tool and you are currently drawing a line then the marker flag displays the distance along the line. 
 

 
To edit a marker place the cursor over the circle at the base of the marker and click – again this can be done 
irrespective of the current tool. The dialogue box allows you to change the caption and the colour of the flag. 
 

 
 
You can delete the marker using the Delete marker button in the dialogue box but you can also delete a 
marker by placing the cursor over the marker circle and pressing the Delete key. 
 
To delete all of the markers go to Project Manager – Live layer set-up – File page and click on the Clear 

temporary markers button at the bottom. You can save the markers to either a DRA file or a LOC file39 with the 
Save temporary markers button.  Similarly you can load a DRA file or a LOC file as markers using the Load 

temporary markers button. If the DRA file contains polygons or lines then the “seed points”40 of these objects 
are used as the locations of the new markers. 
 

                                                
39 A Map Maker LOC file is a comma separated text file used to store point data. 
40 The seed point of a polygon is a point guaranteed to be inside the polygon, the seed point of a line is its mid-point. 
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8 Back-up and undo 
In Map Maker when you edit the geometry of the live layer (i.e. add or delete an object, or add, delete, or 
move a vertex) then Map Maker makes a record of the prior state. If you subsequently press the Backspace 
key then the last editing operation is undone – the prior state is restored. Repeatedly pressing Backspace will 
undo previous operations. When you clear a project (i.e. use the File – Clear menu item), or load another 
project (i.e. File – Open project) then the undo records are wiped clean. 
 
Note that an “undo record” is only made when something is done to change the geometry of the live layer – it 
is not made when you simply change a data attribute or a style – though when an undo record is made it does 
include the current state of data attributes and style numbers. 
 
Also note that undo records only apply to the live layer, if you make a change to a file in a passive layer then 
that change is permanent and cannot be undone. 
 
In addition to “undo” you can also make “temporary back-ups” of the live layer. Clearly you can save the live 
layer at any time using the Save live layer button in the Project Manager, but this requires entering a 
filename and you may soon have a proliferation of files that you do not need. The alternative is to use the 
Make back-up button in the Project Manager, - at the foot of the Live layer set-up – File page - which 
makes a temporary copy of the current state of the live layer and records the time at which it was made. 
Subsequently, you can return to your back ups, using Restore back-up button, which allows you to see all of 
your current back-ups. 
 
A dialogue box appears with the available back-ups listed down the left. If you select one it is displayed on 
the right. If you click OK the selected back-up will replace the current live layer. In addition, you can click on 
Save as to save the selected back-up to a DRA file. 
 
As with undo records, when you start a new project, such as with File – Clear, or load another project the 
stack of temporary back-ups is wiped clean. 
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9 Latitude, longitude, and projections 
A map projection is a mathematical procedure by which a latitude and longitude coordinate in degrees on the 
Earth’s three-dimensional curved surface is represented by a coordinate in metres on an orthogonal XY two 
dimensional grid – and vice versa. Due to the long history of navigation and surveying there is a bewildering 
variety both of projections and of descriptions of the Earth’s curvature. 
 
In Map Maker every project has a map projection associated with it. When you create a new project it is 
assigned the projection specified under File – Preferences – New project options – Units – Projection. If, 
in a particular project, you want to use a projection other than your regular one you can change it in the 
Project manager under the Units page. 
 

 
 
There are three options available: 
 

 British and Irish National Grids. Due to its long history, the National Grids for the British Isles are 
particularly complex. To make the translation from GPS values of latitude and longitude to XY requires 
not simply a set of formula but also a set of corrections that vary from place to place across Britain. 
Selecting this first option automatically applies these corrections. You can choose from: 

o National Grid – England, Scotland, & Wales – OSTN02 
o Irish Transverse Mercator 
o Irish Grid  (using Helmert corrections) 

 
 Use EPSG projection code. Although there is no global standard for map projections the list of EPSG 

(European Petroleum Survey Group) projection definitions is the closest thing to an agreed standard. 
While the EPSG list is still slowly growing, Map Maker contains over 1,300 EPSG definitions which 
will cover most situations. 

 
 Manually specify projection parameters. You can also specify the projection parameters manually, 

selecting from a list of the most common projection types, each with its options, and the most 
common map datums41. 

 
When you add a new layer to a map, Map Maker determines the bounding box of the file or files. If the layer 
consists of vector files (e.g. DRA files) and the bounding box is within the range: min x = - 181, min y = -90, 
max x = 181, max y = 9042, then Map Maker assumes that the file probably consists of latitude and longitude 
coordinates. If the layer bounds are beyond this range then it is taken to consist of XY coordinates in metres in 

                                                
41 A datum describes the shape of the Earth. Increasingly the accepted shape is that defined by the WGS84 datum which is that used by the GPS 

system but there are still many maps which are based on other datums. 
42 A longitude range from -181 to +181 is used, rather than -180 to +180, because in some data sets island groups which span the date line 

(longitude 180) are shown with longitudes slightly exceeding the -180 to +180 range. 
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the projection system of the project. Files which are assumed to be in latitude and longitude coordinates, such 
as typically GPS data, are converted “on the fly” to the projection system of the project. 
 
If the new layer is the first layer of a new project and the layer bounds suggest latitude and longitude data then 
the projection is set to be raw latitude and longitude.  
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10 Utilities 
In Map Maker Gratis the only utilities available relate to calibrating bitmap images and importing SHP, DXF, MIF, and TAB files. 

 

10.1 Vector utilities 

10.1-A Import vector file 

When importing vector files a dialogue box appears. Using the Choose source file or files button you can 
select one or more files of the specified format. If you choose multiple files they should be geographically 
related, such as a set of adjacent tiles, or overlapping layers. They will be previewed in a preview panel. 
 
Click on the Save result as button to save the imported file as a DRA file. If you are importing multiple files 
they will be merged into a single DRA file. When clicking on Save result as there are additional options: 

 Save as live layer 
 Add to live layer 
 Save as live layer selection 

 
These allow you to import data directly into the live layer. 
 
Alternatively, if importing more than one file, you can click on the Save files to directory button in which 
case you choose a directory and each file is saved to a new DRA file in the chosen directory keeping the 
original file prefix name. 

10.1-A-a ArcView Shape file (*.shp) 

Shape files are a format developed by ESRI and are widely used for exchanging geographic data. A limitation 
of Shape files is that each file can only contain one object type: polygon, line, or point. Another limitation is 
that each Shape file requires two additional files that have the same prefix followed by the suffix DBF and 
SHX. Sometimes there are additional files. 
 
Shape files do not necessarily contain information specifying the linear unit. Most Shape files use either metres 
or degrees. However some use, for instance, US Survey Feet. You can choose the unit from a drop down list 
and the data will be converted to metres in the new DRA file. 
 
Every object in a Shape file is linked to a unique record in the accompanying DBF database file. When 
imported to a DRA file these data attributes become internal data attributes in the DRA file. 

10.1-A-b AutoCAD Data Exchange File (*.dxf) 

DXF files, developed by AutoDesk (the makers of AutoCAD), are widely used in engineering, architecture, and 
planning. They are not really a GIS format but they are often used as such. A limitation of DXF files is that 
often they are neither oriented to north or related to any map grid. Often they use units other than metres, 
such as millimetres. Sometimes drawings of things such as building elevations are in the same file as a plan. 
Because they are designed for engineering purposes they can contain a wide range of object types including 
such things as “meshes” and three-dimensional “faces”. Map Maker only imports polygons, lines, points, and 
text. DXF files can be produced by a large number of programs, as a result there is a wide variety of quality. 
For instance, some files omit important information about scale and extent. In short, we recommend avoiding 
DXF files if possible and where they are used you may need to do some post-processing to make the data 
compatible with your maps.43 
 

                                                
43 Note that DXF files from the Ordnance Survey are oriented to north, are on the National Grid, do use 
metres, and consist only of “generic” objects – polygons, lines, points, and text. 
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DXF files consist of one or more layers. When you have selected your DXF file the dialogue box lists the layers 
found in the file. By default all of the layers are selected but by clicking on the list you can de-select layers. 
Only the selected layers will be imported. 
 
While an individual object in a DXF file can have data attributes associated with it this is on an ad hoc basis, 
there is no concept of there being a data table associated with a file, so when imported into Map Maker there 
are no data attributes. 
 
Note that AutoCAD users also produce DWG files. These are essentially an encrypted version of DXF files 
with all of the same limitations. Map Maker does not read these files but there free utilities available for 
converting DWG files – e.g. https://www.gisconvert.com/ which converts from DWG to SHP. 

10.1-A-c MapInfo Import Files (*.mif) and MapInfo TAB files (*.tab) 

MapInfo MIF and TAB files can contain several different object types. Map Maker will read the polygons, 
lines, and points.  MIF files are always accompanied by MID files. A TAB file is always accompanied by a 
DAT file and often other files, all with the same file prefix. Each MID and DAT file contains a data table with 
one record for each object in the MIF or TAB file. When imported into Map Maker these values become data 
attributes in the DRA file. 

10.1-A-d Ordnance Survey GML 

GML is the format used by the UK Ordnance Survey for their “Mastermap”. When you receive a GML file 
from the Ordnance Survey or their agents it may be supplied without a file extension. If this is so you should 
use Windows Explorer to add the extension “.gml” to the filename so that Map Maker can recognise it. 
 
A GML file can contain many different feature types and can be large and slow to import. By default all of the 
features are selected but features can be turned off or on by clicking on the list and using the Select all and 
Deselect all buttons. 
 

 
 

Objects in a GML file can have various attributes depending on the type of feature. Map Maker imports the 
following attributes as internal data attributes in the DRA file: 
 

feature   

feature code 

descriptiveGroup 

descriptiveTerm 

https://www.gisconvert.com/
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roadNumber 

roadName 

buildingnumber 

locality 

town 

postcode 

theme 

10.1-A-e Google Earth (*.kml) 

The coordinates in KML files are always in latitude and longitude. When importing into Map Maker you can 
either leave the coordinates in Latitude and Longitude or else convert them to projected coordinates. 
Generally it is better to convert them as this will speed up redrawing when used in a map. The choices for the 
map projection are the same as those described above in the section on Latitude and Longitude. 
 

 
 
A KML file can contain feature types. By default these are all selected. The resulting DRA file contains two 
internal data attribute fields: 

feature 

description 

10.1-A-f GPS Exchange format (*.gpx) 

As with KML files, GPX files are in latitude and longitude coordinates which can be converted to projected 
coordinates as imported. The resulting DRA file contains two internal data attribute fields: 

feature 

description 

10.1-A-g Open Street Map (*.osm) 

Possibly because OSM data is designed to be edited by countless users and so needs to be flexible, the format 
of OSM files is extraordinarily inefficient as a means of exchanging data. This means that it takes a long time 
to import an OSM file. 
 
The coordinates in OSM files are in latitude and longitude which can be converted to projected coordinates 
on import. OSM files do not have the concept of a “feature type” but individual objects can be classified with 
a large open-ended range of data attributes. Some objects have no attributes, many have two or three, but the 
file as a whole may have hundreds of different attribute types. The dialogue box displays a list of the data 
attributes found in the OSM file. Click on the list, and use the Deselect all button, to choose the attributes that 
you actually want. If an object uses an attribute called “name” then this is used as the object’s caption. 
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10.1-A-h Comma separated variables (*.csv) 

Comma separated variable files (*.csv) can have any number of columns with any names. Not all CSV files 
will be suitable for importing as a DRA file. When you have used the Choose source file button to pick the 
CSV file all of the columns in the CSV file are listed in all of the drop-down boxes shown below: 
 

 
 
Map Maker attempts to guess which columns contain the values which it needs. For instance, in the example 
shown above, the CSV file contains a column called “X”. Map Maker assumes that this is the Data field 

containing the X value, but you can choose a different column if this is not the one. Come CSV files, 
typically ones generated by GPS devices, contain fields which indicate whether the X and Y values (or 
Latitude and Longitude values) are positive or negative – that is East or West, and North or South.  
 
Any fields which are not selected in the drop-down boxes are imported as internal data attributes in the new 
DRA file. 

10.1-B Export vector file 

When exporting vector files a dialogue box appears. Using the Choose source file or files button you can 
select one or more DRA files. If you choose multiple files they should be geographically related, such as a set 
of adjacent tiles, or overlapping layers. They are previewed in a preview panel. 
 
If the live layer of your current project is not empty then one of the options when you click on the Choose 

source file or files button is to Load from live layer. This enables you to export direct from the live layer. 
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10.1-B-a Shape files (*.shp) 

A Shape file can only contain one object type (polygon, line, or point), so when you export a DRA file, which 
can contain a mixture of types, it is necessary to choose which object type.  
 

 
 
If the DRA file, or files, contains polygons, lines, and points, then the three options, Export polygons, Export 

lines, and Export points are all enabled. However, if one or more of those object types is missing then the 
relevant option is greyed out. The Styles to export list only shows the styles that apply to the selected object 
type. The preview only shows the objects of the selected object type and with the styles selected. 
 
Internal data attributes of the DRA file are exported to the DBF file that accompanies the SHP file. A file with 
the SHX suffix is also produced. 

10.1-B-b AutoCAD Data Exchange Files (*.dxf) 
DXF files contain one or more “layers”. Using the Value for layer name drop-down box you can choose 
what should be used for the layer name or names. The first option is “Single layer name”, in which case you 
can enter a name in the field below and the result will be a DXF file containing one layer with that name. The 
second option is “Style number” in which case objects that share the same style number will be placed in the 
same layer. The third option is “Caption”, so objects with the same caption share a layer. If the DRA file 
contains any internal data attributes then any of these may also be used to determine the layer name. 
 

 
 

Note that DXF files do not have a data attribute table (unlike DRA, SHP, MIF, or TAB files) so the data 
attributes of the DRA file are not exported. 

10.1-B-c Map Info files (*.mif and *.tab) 

Exporting to MapInfo MIF or TAB files you can select which styles to export. When you export to a MIF file a 
MID file with the same file prefix and containing the attribute data is also generated. Similarly, when exporting 
to a TAB file accompanying files with DAT, IND, and MAP extensions are produced. 
 
MIF and TAB files contain data about the projection system of the coordinates contained in the file. When 
exporting you should pick the correct projection system – by default the projection system of the current 
project is selected. 
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10.1-B-d Google Earth (*.kml) 

The coordinates in KML files are always in latitude and longitude. When you select DRA files to export you 
need to specify the projection used for the coordinates in the DRA files.  
 
Objects in a KML file have a “feature” name. You can either specify one feature name for all the exported 
objects or you can use the style number, the object caption, or any internal data attribute. 
 

 
 

10.1-B-e GPS Exchange Format – (*.gpx) 

As with KML files, the coordinates in GPX files are always in latitude and longitude so the projection system of 
the source DRA file needs to be specified.  Also, like KML files, you can specify what value should be used to 
define the feature type of the GPX objects. Note that GPX files do not contain polygons, so polygons are 
exported as lines (routes). 

10.1-B-a Open Street Map (*.osm) 

The coordinates of Open Street Map files are also in latitude and longitude. OSM files do not have the 
concept of “feature” type but OSM objects can have any number of “tags” containing attribute data. When 
Map Maker exports to OSM it exports the caption, style number, and any internal data attributes. 

10.1-B-b Comma separated variables (*.csv) 

When exporting a DRA file to a Comma Separated Variable file (*.csv) you can choose which attributes to 
export and also to only export objects of specified styles. If you choose the “seed XY” option then two 
columns are export, “seed X” and “seed Y”. For a polygon the “seed point” is a point guaranteed to be inside 
the polygon, for a line object it is the mid-point of the line, while for a point object it is the point itself. 
Selecting the “Area” option generates a column with each polygon area in square metres, alternatively you 
can choose the “hectares” option to get the polygon area in hectares (square metres divided by 10,000). If the 
DRA file has any internal data attributes there are available for export. 
 
The first line of the CSV file contains the names of the columns. 
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10.1-C Merge and clip 

The Merge and clip utility, as the name suggests, is two tools in one. If you want you can just choose one 
DRA file and then define a box that the file will be clipped to. The box is defined by specifying the Centre X, 
the Centre Y, the width, and the height – all in metres. Alternatively you can drag the boundaries of the red 
box on the right of the screen or drag the whole box to a different location. 
 
By clicking on the Preview tab you can see the result of making the clip with current settings. 
 

 
 

 
Using the Choose source file or files button you can choose several DRA files. Typically you would choose 
files which are adjacent to each other. In the example illustrated above four files have been selected which 
are map “tiles” with common boundaries. You can make the red box as big, or bigger, than the area of the 
selected files in which case when you click on Save result as the new DRA file will be the result of merging 
all four files in their entirety, but if, as the example, the red box covers a smaller area the tiles are merged and 
then clipped to the box. 

10.1-D Intersect files 

The Intersect tiles utility enables you to overlay two sets of polygons in order to create a new set of polygons 
from the intersection between the two. Note that this is for intersecting polygons, not identical polygons or 
polygons with one or more identical borders. To work correctly the polygon boundaries should be crossing 
each other rather than lying along the same path. Also both sets of polygons should be well-formed – that is to 
say without overlaps or tiny gaps between boundaries. 
 
In the dialogue box click on the button Choose file or files – Set “A”. You can choose one or more DRA 
files or choose the current live layer, or choose the currently selected objects in the live layer. Having made 
your choice “Set A” is displayed in the preview, for instance: 
 



83 
 

 
 

Click on Chose file or files – Set “B” to select another DRA file. Now both sets are previewed. Where the 
two sets overlap the polygons are coloured red. The points where boundaries cross each other are indicated 
with small yellow circles. 
 

 
Having loaded the two sets of polygons you can choose an option from the Select polygons list. The selected 
polygon are then hatched on the preview. For instance this example is In set “A” but not in set “B”: 

 

 
The next is In set”A” or set “B”: 
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..or, In set “A” or set “B” but not in both: 
 

 
 
.. or In set “A” and set “B”: 

 

 
Clicking on Save result as you can save to a DRA file or else you can replace the live layer with the selected 
polygons, or add the polygons to the current layer, or add the polygons to the live layer and select them. 

10.1-A Extract objects by simple criteria 

The Extract objects by simple criteria utility enables you to make a selection from a DRA files based on 
object type, the style number of objects, the size of polygons and the length of lines. With the Choose source 

file or files button you can choose one or more DRA files, or the current live layer, or the currently selected 
objects in the live layer. 
 

 
 
Having chosen the source file you can select the object types to retain and the style numbers. For polygons 
you can specify to only select polygons with areas larger than a specified size. The units are those specified 
in your preferences as your preferred area unit. Similarly you can specify to only retain lines longer than a 
given length.  
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Ticking the box Inverse of selection means that all of the defined criteria are used to define the objects to 
exclude rather than to retain. 

10.1-B Extract objects by text list 

Perhaps the simplest way to extract a set of objects from a DRA file is to use the Extract objects by text list 
utility. Use the Choose DRA file button and then from the drop-down box, Field containing text value, you 
can choose the caption, style number or any data attribute field contained in the DRA file. If you then enter 
one or more text values in the box below, and click on Refresh preview, the program will check each object 
in the file to see if the data value identified by the Field containing text value box corresponds to any of the 
values in the text list. If it does the object is selected. When you use the Save result as button only the 
selected objects will be saved to the new DRA file. 
 

 

10.1-C Extract objects by spatial criteria 

This utility allows you to select a set of objects from one DRA file on the basis of each object’s spatial 
relationship with one or more objects in another file. A typical example might be to select all the point objects 
that fall inside polygons in another file. 
 

 
 
First you choose the file that contains the points that you want to select – this is known as “set A”. Then you 
choose a second DRA file that contains the polygons which define the area or areas that you are interested in 
– this is set B. Using the tick-boxes, in this example, we un-tick all the options other than select points. Then 
choose your selection option, in this case “A” in “B” polygons – meaning that any point in set A that falls 
within a polygon in set B will be selected. If you were selecting lines or polygons, rather than points, then you 
might choose “A” totally in “B” polygons meaning that a line or polygon from set A would need to be 
entirely inside a set B polygon rather than only partially inside. 
 
Having made the selection the results can be saved to a new DRA file. 
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10.1-D Extract objects by SQL criteria 

For more advanced users who have some experience of using SQL queries the Extract objects by SQL 

criteria utility offers more flexibility. The Choose source file button let you choose a DRA file, the live layer, 
or the currently selected objects in the live layer. The file is previewed in the preview panel and the Available 

attributes box lists the terms which can be used in your selection criteria: 
 

 caption – The object’s caption. 
 object type – The object’s type (polygon, line, point, or text) 
 selected – ('yes' or 'no') only available when selecting from the live layer 
 area – a polygon’s area in square metres. 
 hectares – a polygon’s area in hectares. 
 length – a line’s length or a polygon’s perimeter in metres 
 seed x – the X ordinate of a point object, or the mid-point of a line, or a seed point of a polygon 
 seed y – the Y ordinate of a point object, or the mid-point of a line, or a seed point of a polygon 
 style number – the object’s style number 
 ... and any user-defined data attribute. – in the illustration ‘population’ and ‘species’ are data 

attributes. 
 

 
 
You can then enter your Selection criteria in the style of an SQL “where” clause . Once you have entered a 
valid set of criteria the text turns green and the Apply button is enabled. Clicking on Apply updates the 
preview to highlight the objects which are selected using these criteria. 
 
While SQL is described as a “Standard Query Language” in practice there are small but sometimes important 
differences between different implementations of SQL. Map Maker uses the variant of SQL that is used by 
“SQLite”44. There are numerous web-sites and books detailing SQLite syntax and its many options but most 
selection criteria are straightforward. There are a few key points: 
 

 Double-quotes. The one difference between Map Maker’s implementation of SQL and that of SQLite 
is that in Map Maker you cannot use double-quotes. In SQLite you can either use double or single 
quotes to enclose a string constant but in Map Maker you have to use upright single quotes. 

 Attribute names with spaces. Where you have an attribute name that contains one or more spaces 
(such as “object type”) then it must be contained in sloping single quotes. For instance:  

 
`object type` = 'polygon' 

 

..where the attribute name is in sloping single quotes and the string constant, polygon, is in single 
upright quotes. 

 The LIKE operator. The LIKE operator has two useful functions: 
o case insensitivity. If you did a search using “caption = 'woodlands'” then it would 

select just those objects where the caption was precisely “woodlands”. But if you did a search 

                                                
44 SQLite is described as the most widely deployed SQL database engine in the world – see http://www.sqlite.org/mostdeployed.html. 
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using “caption LIKE 'woodlands'” then it would select objects with captions 
“woodlands”, “Woodlands” or “WOODLANDS”. 

o wild cards. When using LIKE you can use two characters as “wild-cards”: the underscore “_”, 
and percent sign “%”. The underscore means any single character can take the place of the 
underscore, while the percent sign means any number of any characters can replace the 
percent sign. So “caption LIKE 'woodland _2'” might return the objects with captions 
of “woodland 12” and “woodland 22”, while “caption LIKE 'woodland %2'” might 
return “woodland 12”, “woodland 22”, and “woodland 102”. 

 
Clicking on the Save result as button lets you save the extract to a DRA file or else save as the live layer, or 
add it to the live layer, or add it to the live layer and select it. 

10.1-E Set all objects to one style 

When you use the Choose source file or files button to choose one or more DRA files Map Maker 
determines what objects are present: polygons, lines, points or text. In the example shown below the DRA file 
does not contain any text objects so the “Modify text styles” option is omitted. 
 

 
 

The Choose source file or files button can also be used to choose the live layer or the currently selected 
objects. In this case rather than specifying a number the style set for the live layer is used: 
 

 
 

10.1-F Resample lines and polygons 

“Resampling” a line or polygon boundary means changing the number of vertices that make up the line. It can 
mean either reducing or increasing the number of vertices. There are two circumstances where you might 
want to do this. 

 Simplifying. It may be that you have a vector file that is more detailed than you need for the scale of 
map that you want to produce. You might, for instance, have a file that shows a coastline at a fine 
level of detail with many changes of direction. When used in a map of a small scale, say a world map, 
that detail may merge together and just look like a thick and irregular line. It may also slow down the 
redrawing time for no real advantage. Also, where you want to use a line style with a special effect, 
such as a coloured edge band, having many closely spaced sharp corners can result in unexpected and 
unattractive results. 

 Transformations. Less common are the situations where you want to introduce new vertices. This 
may occur where you need to transform the DRA file in some way, for instance by changing its 
projection. In the original projection the line between two points may be a simple straight line only 
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requiring two vertices, but in another projection that line may need to follow a curve. For this to 
happen you will first need to introduce extra vertices along the line. 

 
There are three re-sampling options available: 

10.1-F-a Delete segments shorter than... 
You specify a Segment length and then when you click on Refresh preview all of the line segments shorter 
than that are removed. The advantage of this technique is that the location of vertices between major line 
segments is not altered. 
 

 
 

 

10.1-F-b Resample with maximum length... 

Here the original vertices, other than the two ends of the line, are discarded and the line is divided into equal 
segments that approximately follow the original path of the line. This has the effect of smoothening the line 
and is a good option to use on complex irregular lines such as coastlines, rivers, and contours. 
 

 

10.1-F-c Divide segments longer than... 

This is the technique that you would most probably use where you need to transform the lines, for example 
when changing the projection. All of the original vertices are retained and additional vertices are introduced 
when a line segment exceed a specified length. In this example a maximum Segment length of five metres 
has been specified, so if a segment was found which was 12 metres long it would be converted into three 
segments of 4 metres each. 
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10.1-G Transform 

The Transform sub-menu offers several different ways in which all the coordinates in a DRA file, or the live 
layer or the currently selected objects, may be modified. 

10.1-G-a Transform - Calibrate from two points 

You may have a vector file which was drawn to an unknown scale, or using unknown units, or at an unknown 
orientation or not related to meaningful grid. Such a drawing may be tracings of old plans, a tracing of aerial 
photos, or drawings that have come from architects and engineers who are not concerned with using a 
geographic grid. By using the Calibrate from two points utility you can make the drawing fit with the grid 
which you are using – this assumes that in itself the drawing is in proportion it is simply in the wrong location. 
 
The requirement is that you know the true map coordinates of at least two points on the drawing. 
 
The right-hand preview panel shows the file with two reference points shown as red circles labelled A and B. 
Both of these reference points can be dragged to any location on the preview. The smaller left hand preview 
panel shows a detail of the map under the location of the last selected reference point. The detailed view can 
be zoomed in and out using the plus and minus buttons. The small preview can also be dragged to enable fine 
positioning of the map relative to the red cross hairs that locate the reference point. 
 

 
 
Locate reference point A, enter the map coordinates at that point. Repeat the process for reference point B. To 
get the best results try and get points A and B as far from each other as possible. 
 
Click on Save result as to save to a DRA file or to the live layer. 

10.1-G-b Transform – Multiply 

Some vector files may have been originated using units other than metres. This utility can be used to multiply 
the coordinates to convert the units to metres or else to multiply by a user-defined value. 
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10.1-G-c Transform – Stretch around fixed point 
The Multiply utility described above multiplies coordinates relative to the original origin. In some 
circumstances you may need to multiply coordinates relative to a fixed point. In the dialogue box a reference 
point is shown by a red circle over a preview of the drawing. This reference point can be dragged to the point 
that you want to be the fixed point. Using the smaller preview panel on the left you can finely adjust the 
position. Alternatively, you can edit the Fixed ordinate: X ordinate field and the Fixed ordinate: Y 

ordinate field to numerically identify the reference point. 
 

 
 
Use the Multiply by field and then the Save result as button. 

10.1-G-d Transform – Rotate about fixed point 
The Rotate about a fixed point utility works like the above Stretch about a fixed point utility except that 
you enter a value for clockwise rotation rather than a multiplication factor. 

10.1-G-e Transform – Shift 
Sometimes a drawing is to scale and correctly oriented but is in the wrong place. Use the Shift utility to move 
the drawing. The Shift utility works in a similar way to the above two utilities but having identified the 
location of the reference point you enter new coordinates for the reference point. 
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10.1-G-f Transform – Rubber sheet 
The Rubber sheet function enables you to push and pull a DRA file to make it fit a different set of data. 
Typically this might happen where you have historical data that does not quite fit with more modern data for 
the same area. Before using this function you should ensure that the DRA file is at least in approximately the 
right place, and at more or less the right scale and orientation. If need be use the other Transform tools 
described above to adjust the file to be approximately correct. 
 
In the Rubber sheet dialogue box click on the Choose file to modify button and select the DRA file. It 
appears in the preview panel overlaid with a triangular grid of blue lines. Each corner of a triangle is a 
“control point”. 
 

 
 
Using the drop-down box for Initial rows and columns you can choose a finer or courser triangular grid.  
 
Use the Choose background button to choose the file that you want to use as a frame of reference. This file 
can be another DRA file, or a raster file (BMP, TIF, JPG, ECW, SID), or a Map Maker project (*.geo). 
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With the preview panel’s Edit tool selected, if you place the cursor over a control point the cursor changes to 
a pointing hand. If you click on a control point it become the “current” point and is indicated with a red 
circle. The detailed preview panel on the left now shows a zoomed in view of the area around the current 
control point. If you drag a control point the triangular grid is modified accordingly. Any vertex in the DRA file 
that falls within any of the triangles that meet at the control point are moved so as to maintain their relative 
position in the triangle. Clicking and dragging on the detailed preview drags the background relative to the 
control point enabling you to make fine adjustments. 
 
If you click on a point of the map which is not a control point then a new control point is inserted and the 
triangular network is updated. If you place the cursor over a control point and press the Delete key then the 
control point is removed. 
 
Once you have dragged the control points to suitably modify the DRA file use the Save modified drawing 
button to save to a new DRA file. If you think that you might need to use the control points again, such as for 
another DRA file covering the same area, then you can use the Save control points button to save to a file 
with a MMtri extension, which can subsequently be reloaded with the Load control points button. 
 
The Load control points can also be used to load points from a CSV file in which each line contains four 
values for one control point:  the old XY coordinates of the point followed by the modified XY values. 

10.1-G-g Transform – Polygons 

There are a set of procedures which only apply to polygons: 
 Convert polygons to lines. Note that this function does not take account of common boundaries, so 

if you have two adjacent polygons sharing a common boundary the result will include two lines both 
lying along that common boundary.  

 Create seed points from polygons. A seed point is a point guaranteed to be inside the polygon45. 
Each polygon is converted into one point object. 

 Explode polygon boundaries into points. Each vertex along the boundaries of the polygon becomes 
a point object. 

 
Clicking on any of these options updates the preview. Use the Save result as button to save to a DRA file or 
the live layer. 
 

10.1-G-h Transform – Lines 

There are a set of procedures which only apply to line objects: 
 Explode lines into points. Each vertex of the line becomes a point object. 

                                                
45 See the appendix on “Polygon seed points” for an explanation of how a seed point is determined. 
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 Stitch together lines. Where the end of two lines coincides the two lines are merged into one new 
line. Where the end of another line coincides with an end of the new line then that too is merged with 
the line. This carries on until all possible merges have been made. 

 Convert lines to polygons. Where the two ends of a line meet then that line is converted into a 
polygon. 

 
Clicking on any of these options updates the preview. Use the Save result as button to save to a DRA file or 
the live layer. 
 

10.1-G-i Transform – Points 

There are a set of procedures which only apply to point objects: 
 Circles from points. Each point is used as the centre of a circle. Either the radii of all of the circles 

can be one Fixed radius, or you can set the Radius from data, using the internal data values in the 
DRA file, so allowing each circle to have its own radius. 

 
 

If the As non-overlapping bubbles is not ticked then the circles are free to overlap each other, as in 
the left-hand example below. If it is ticked then the result is like a set of bubbles or “zones of 
influences”, as in the right-hand example. 
 

 
 
If the Keep original points option is not ticked then the points are discarded just leaving the circles. 

 Points to line. This simple treats each point object in the file as the vertex along a single line. The 
vertices are in the order in which the points occur in the file. Typically this might be used to convert a 
series of GPS waypoints into a line. 

 Points to triangles. A set of points, unless they are in a straight line, can be converted into a set of 
non-overlapping triangles. 
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10.1-G-j Transform – Text 

There are a set of procedures which only apply to text objects: 
  Text to points. The insertion point of each text object becomes a point object. 
 Set height of text objects. If the Fixed height option is selected then the height specified is applied 

to all of the text objects. If the Height from data option is used then the value in the selected data 

field is used to determine the height of each text object46. 
 Set horizontal text justification. You can choose left, centre, or right justification. 
 Set clockwise text rotation. You can apply a single value of rotation in degrees for all of the text 

objects. 
 
Clicking on any of these options updates the preview. Use the Save result as button to save to a DRA file or 
the live layer. 

10.1-H Inherit attributes 

The internal data attributes of an object (object A) in a “source” DRA file, or group of files, are inherited by an 
object (object B) in another “target” DRA file if object A is “hit” by object B. What is meant by “hit” depends 
on the object types (polygon, line, point) of both object A and object B. 
 

 Object B is a polygon.  
o Object A is a polygon. Object A is “hit” if the seed point of object B falls inside object A. 
o Object A is a line. Object A is hit if it is all or partially inside object B. 
o Object A is a point. Object A is hit if it is inside object B. 

 Object B is a line. 
o Object A is a polygon. Object A is hit if objects B’s mid-point is inside object A. 
o Object A is a line. Object A is hit if it intersects object B 
o Object A is a point. Object A is hit if it is within a specified snap distance of object B. 

 Object B is a point. 
o Object A is a polygon. Object A is hit if object B is inside object A. 
o Object A is  a line. Object A is hit if object B is within a specified snap distance of object A. 
o Object A is a point. Object A is hit if it is within a specified snap distance of object A. 

 
In all cases once an object A is found which is hit by object B then the search stops – in other words object B 
can only inherit from one object A not several. 
 
Using the tick boxes you can choose to inherit only from polygons, lines, or points, or any combination. 
Where you choose to inherit from more than one object type then it will first check for polygons, then points, 
and finally lines. 

                                                
46 Remember that the height of text objects is specified as their height on the ground. 
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10.1-I Create index for large DRA file 

Where you have a large DRA file (e.g. in excess of 40Mb) which you are not regularly changing, such as a 
background layer, then you can speed up the process of loading the layer by creating an index file. This is a 
file with the same name as the original DRA file but with a DRX prefix. Once the index file is created then if 
the DRA file is subsequently altered, so invalidating the index, then the next time the DRA file is loaded Map 
Maker will automatically generate a new index file. 
 
To create an index file click on Create index for large DRA file and choose the DRA file. The DRA file must 
be in a directory which has security settings which allows for creating a new file. 

10.1-J Make hierarchical polygons and boundaries 

There are many kinds of map which involve a “hierarchical” set of non-overlapping polygons. An example 
being a map of a country divided up into provinces which are themselves divided into districts which in turn 
may be further subdivided. Similarly you might have a forest divided into “compartments” which are sub-
divided into “stands”. In these maps each polygon while being an entity in itself is also a part of a larger 
polygon which may be a part of still larger polygons.  In such maps it is not just the status of each polygon in 
the hierarchy that is important but also that of the boundaries between adjacent polygons – ideally, the 
boundary between two districts of the same province should look different to the boundary between two 
districts which form parts of different provinces.  
 
This utility takes a DRA file of non-overlapping polygons in which a hierarchy is established on the basis of 
one or more data values. For instance, if a polygon had a caption of “1.2.4”, and the other polygons had 
captions of the same format, then the caption could be used to define a three level hierarchy – e.g. this 
polygon describes sub-district 4 of district 2 in province 1. Equally, your DRA file may contain data attributes 
with columns called “admin1”, “admin2”, and “admin3”. By selecting these three columns the values will be 
combined to create the hierarchy. Note that the columns have to appear in the DRA file in the correct order. 
In this example the columns are all numerical but they could equally well be string values47. 
 

 
 
The Demarcation of level box offers several options to how a string caption is interpreted as a set of values. 
By default “full stop dividers” are used, as in the example above of “1.2.4”. However, you can also use 
hyphens, colons and commas, or you can use the “case” of the characters where there are three “cases”: 
lower, upper, and numeric. For example the caption “A61abC” will be interpreted as four levels: “A”, “61”, 
“ab”, and “C”. There is also “divided by character”, which means that if the caption has five characters 
“243AB” then this would be interpreted as five levels each identified by one character. 
 

                                                
47 The values contained in the columns, numerical or string, should not contain decimal points unless they are being used deliberately to demark 

another level in the hierarchy. 
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When you choose the Source of levels, or Demarcation of level, the preview on the right of the screen is 
updated and the program determines the number of levels in the hierarchy. The number of buttons displayed 
at the bottom matches the number of levels. Having established the hierarchy you can choose the option Save 

results as polygons and then use the buttons to Save as level 0 polygons and up to the number of levels. 
The illustration below shows level 0,1,2, and 3 polygons, left to right. 
 

 
 
If you de-select the Save results as polygons box then the buttons enable you to save the results for each 
level as lines where the style number of each line is determined by its level. Using an appropriate style set and 
using a combination of the polygon files and, in this case, a “level 3” lines file the result is as shown below: 
 

 

10.1-K Merge polygons by criteria 

Where you have a set of well-formed polygons with common non-overlapping boundaries, you can use this 
utility to merge adjacent polygons if they share a common attribute. For instance, if there are several polygons 
with the same style then, if they are adjacent, they can be merged. 

10.1-L Flood-fill 

The Flood fill tool is used to convert sets of intersecting lines into polygons. Use the Choose source file or 

files button to choose one or more DRA files containing lines and/or polygons. In the preview panel any 
polygons are displayed as lines. 
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As you move the cursor over the preview panel you will see that the screen is flood-filled with a gray fill 
around the cursor. If the cursor is in an enclosed area the flood is contained by the boundaries of the area. If 
you now click the area that was flooded is turned into a polygon, filled with a red fill. In this way you can 
rapidly convert areas into polygons which can then be saved to a new DRA file using the Save result as 
button. 
 
If you decide that one of your polygons is not required, or is not what you intended, then simply click on it 
and it is deleted. If you want to remove a line so that two adjacent areas become one then click on the line. If 
you change your mind then you can undo the last deleted line using the Undo last deleted line button. But 
note that this only works for the last deleted line, you cannot undo multiple changes. 
 
If you do delete lines then you can use the Save lines button to save the modified network of lines to a new 
DRA file. This means that this flood-fill utility can also be a useful tool for tidying up messy line networks. 
 
The tick box Check for cuts is by default ticked. This means that the program does not assume that lines start 
and stop neatly at junctions or that there are necessarily vertices where two lines cross each other. If you are 
sure that your data set has perfect topology – i.e. vertices at every line crossing – then you can un-tick this 
option which results in faster processing. However you do need to absolutely sure, in the example illustrated 
above it appears that there are perfect junctions but in reality there are not – there are numerous overlapping 
lines. 
 
The disadvantage of flood-filling is that if there is a small gap the flood will leak out. You can deal with this by 
adding one or more temporary straight lines. Hold the Shift key down, click and hold down where you want 
to start the temporary line, move the cursor to where you want to end the line, release the cursor and the line 
is added. If the line is correctly placed it will close the gap allowing you to do the flood-fill. Where you are 
using temporary lines you have the option to Include temporary lines when you save the lines. 
 

10.1-M Spaghetti 

As with Flood-fill the Spaghetti utility converts a set of lines and or polygons which together create enclosed 
spaces and turns them into polygons. The difference between the two utilities is that Flood-fill requires 
manual input to select which polygons you want to create while the Spaghetti utility creates polygons 
automatically. 
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Use the Choose source file or files button to select one or more DRA files of lines and/or polygons. Map 
Maker finds the intersections between the lines and generates polygons from the enclosed areas. A red line is 
shown around the bounding polygon or polygons. If the with dangles tick box is ticked then lines which do 
not meet other lines to form enclosed areas are retained. On the preview then end of each “dangle” is shown 
with a small circle. The boundary of any polygon which includes a dangle follows the dangle out and then 
back. If the with dangles option is de-selected then the dangles are discarded. 
 
If with dangles is selected then if you place the cursor over the end of a dangle – over the little circle – then 
the cursor changes to a hand pointer and a red circle appears around the dangle end. 
 
 

 
 
If you now click then if there are any other lines within the red circle then Map Maker adds a short temporary 
line to bridge the gap from the dangle end to a nearby line. It first attempts to do this by creating a line that 
continues in the same direction as the dangling line, as shown above. If it cannot find a line in that direction 
then it looks for the nearest point of the nearest line and draws the new line to that point.  
 
You can create other temporary lines to bridge other gaps. If you hold the Shift key down and click – you can 
then release the shift key – then when you move the cursor a line will be drawn from the point where you 
clicked, as shown on the left below. By moving the cursor you can place a line which encloses an unenclosed 
space or which sub-divides a current polygon. 
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Click again to finish the temporary line, then click on the Refresh button to re-generate the set of polygons. 
 
If you place the cursor over a polygon boundary then, again, the cursor turns into a hand pointer, as shown on 
the left below. 
 

 
Click and that segment of the polygon boundary is removed. Click on Refresh to remake the polygons. The 
two polygons which were either side of the boundary are now merged. The old boundary is still shown as a 
dotted red line. If you click on this then the boundary is re-instated. 
 
If you have a file of polygons that you know already has well formed common boundaries – i.e. no overlaps or 
unintended gaps -  then rather than use the Choose file or files button you can use the alternative button 
labelled or, Choose file of well formed polygons. This will load more quickly and once loaded you can 
use the technique described above to merge adjacent polygons. 
 
As described above you can add temporary lines. These can be removed by using either the Clear all 

temporary lines button or the Clear last temporary line button. 
 
Where your original file or files contain badly formed boundaries there may be many small overlaps and 
unintended gaps – or “slivers”. The illustration on the left below shows a badly formed boundary between two 
polygons. When the file is loaded into this Spaghetti utility each of these overlaps and gaps becomes a small 
polygon. By entering a value in the Sliver area field all of the polygons which are smaller than this area 
highlighted in red – note that as you move the cursor around the area of the polygon which the cursor is over 
is displayed in the bottom left of the preview along with the coordinates. If you then click on the Absorb 

slivers button each sliver is merged with the largest polygon to which it is adjacent. 
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The original boundaries remain displayed as dotted red lines so that you can reinstate any of these boundaries 
by clicking on it. 
 
Once you have the set of polygons that you want you have several save options: 
 

 Save all boundaries 

 Save internal boundaries 

 Save external boundaries 

 Save as polygons 

 

10.1-N Buffer zones 

The Buffer zones utility enables you to generate buffer strips that are either inside polygons or around the 
outside of points, lines and polygons. You can use Fixed width buffers where all the objects have the same 
width of buffer, or else you can set the Buffer width from data by selecting an internal data field which 
contains a buffer value for each object. 

 
 

By default the Number of buffer zones is set to one, but you can choose higher numbers to create multiple 
strips around each object. In the illustrations below the drawing contains a set of non-overlapping polygons.  
the Number of buffer zones is set to three, and the buffer width is set from data: 

 

   
The Buffer zone type is set to The Buffer zone type is set to The Buffer zone type is set to 
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“external buffers”,  and Merge 

buffers of different objects is 
ticked. 

internal buffers. “original polygon minus the 
internal buffer - the residue". 

 
 
The next illustration shows a mixed group of two lines, a point, and a polygon with a hole. 
 

   
The objects with no buffers. Two external buffers as lines, set 

from data, with the merge option 
un-ticked. 

Two external buffers as polygons, 
set from data, with the merge 

option ticked. 
 

10.1-O Generate cells 

The Generate cells utility is used to create a set of hexagonal, triangular, or rectangular polygons covering a 
rectangular area. By default the area is centred on the current centre of the map but this can be edited  
manually, along with the width and the height of the rectangular area. Specify the Length of the cell edge 
and, if needed, the Gap between cells. If you are creating Cells as rectangles then you also need to specify 
a Cell height. 
 

 
 

10.2 Bitmap utilities 

10.2-A Calibrate image 

Before a bitmap image can be used as a layer it generally requires calibration. Some bitmap formats, such as 
ECW and SID files, always have calibration data built-in. Some TIF files also have integral calibration data. 
These are known as “GeoTIFF” files. However, these files have the same TIF file extension as other TIF files 
and there is no easy way of telling whether a TIF file is a GeoTIFF file or not, other than trying to load it as a 
layer and seeing if it loads correctly. 
 
When calibrating a bitmap you are calibrating it using projected map coordinates – X and Y in metres – not in 
latitude and longitude. 
 
Some TIF and JPG files supplied by commercial suppliers, or exported from other GIS programs, are 
accompanied by a small calibration file known as a “world file”. These files have the same file prefix as the 
bitmap file but have a different file extension – for TIF file the world file has a TFW extension, while JPG world 
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files have a JGW extension. World files can also be created for BMP file. These have a BPW extension but 
though they can be used in Map Maker, these are not commonly used. 
 
In Map Maker, TIF, JPG, and BMP files can be calibrated by adding data to the bitmap file. This has the 
advantage that the data cannot become separated from the image in the way that a world file can. However, it 
has the disadvantage that “Map Maker calibration” is only recognised in Map Maker. It also has the 
disadvantage that if you subsequently modify the image in some program like PhotoShop then the Map Maker 
calibration will be lost – the same applies to GeoTiff calibration. 
 
GeoTIFF calibration and world files can, in theory, accommodate rotated calibration – i.e. with north not 
being at the top. However, in practice, this is unusual so in Map Maker we only support calibration that is not 
rotated. 
 
There are several ways in which an image can be calibrated: 

10.2-A-a Calibrate image:  Known point + known scale 

Where you have made your own scan from a paper map then you probably know both the scale of the 
original map and the dots per inch (dpi) of the scan. If you do, and if you also know the real world coordinates 
of one point on the image, and the image is oriented with north at the top, then you can use this technique. 
 

     
 
After you have chosen the file to calibrate it is shown on the right-hand preview panel. On the preview is a 
red circle. Drag this circle until it is over a reference point on the map for which you know the true 
coordinates. This point is shown at a larger scale in the left-hand preview panel. This detail view can be 
dragged with the cursor for fine positioning. Once you have the reference point correctly positioned fill in the 
fields for the Scale, the d.p.i., the X ordinate, and the Yordinate. 
 
Click on the Save calibration button. This will generate a world file for the image, unless you have ticked the 
Use Map Maker calibration box. Note that because the calibration is saved to the same directory as the 
image it is important that the directory is not a read-only directory such as on a CD. 

10.2-A-b Calibrate image:  Known point + known distance 

If you have a scan of a paper map with north at the top but for which you do not know the original scale, or 
you do not know the d.p.i. of the scan, then you can use a known distance between two points on the map 
instead. As above, drag Reference point A to a location with known coordinates and enter those coordinates 
in the X ordinate and Y ordinate fields. 
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Then drag Reference point B to a location which is a known distance from Reference point A. Enter the 
distance in the Distance AB field and click Save calibration. 

10.2-A-c Calibrate image:  Two known points 

If north is not at the top of the image, or if you cannot be certain that it is, then you need to use two known 
points. Drag the two reference points to the two known locations and enter their coordinates. Unlike the 
previous two calibration methods there is not a Save calibration button, but rather a Save modified image 

as button. This is because the image is rotated so that the new image has north at the top. The new file is 
saved with its world file, or with Map Maker calibration if that option is chosen. 

10.2-A-d Calibrate image:  Known extent of image 

It may be that you know the extent of the image. Typically this may be with tiled imagery where one tile has 
been designed to represent, say, a square kilometre and one knows where that tile is on the grid. In such a 
case it makes sense to use that information. Enter the coordinates of the bottom left corner of the image and 
enter the width of the image in real world units (i.e. metres). 

10.2-A-e Calibrate image:  Four known points near the corners 

Where you have a scan of an old paper map which may be distorted, or an aerial photograph which has not 
been ortho-rectified it may not be possible to precisely calibrate the image but it can still be possible to create 
an approximate calibration. If you identify four reference points with known coordinates that are near each of 
the four corners of the image Map Maker will distort the image so that the four points are precisely positioned 
on a new calibrated image.  

10.2-B Merge and clip 

Bitmap data is often supplied as tiles. Frequently you will only need to be using one small part of a tile or an 
area that spans across two or more tiles. While you can load these tiles as a layer it slows down redrawing and 
printing to have large tiles that you are only using a small part of. The Merge and clip utility enables you to 
select, save and calibrate the area that you actually need.  
 
Click on the Choose source file of files button and select one or more TIF, JPG, or BMP files. If you choose 
just one file it is shown on the Extent of extract page: 
 



104 
 

 
 
If you choose several files then the Extent of extract page shows in outline the location of the tiles. If the 
tiles are correctly calibrated they will be displayed in their correct locations relative to each other. In this 
example there are four square tiles: 
 

 
 
The red rectangle shows the extent of the extract. You can drag the edges of the box, or drag the whole box to 
position and size it. Alternatively you can edit the Centre X, Centre Y, Width and Height fields, or the Min 

X, Min Y, Max X, and Max Y fields. 
 
The Preview page shows the extract. 
 
When you click on the Save result as button the new file will be calibrated assuming that your source file or 
files were calibrated. 

10.2-C Clip to polygons 

A bitmap image can be clipped to one or more polygons in a DRA file. Click on the Choose file to clip to 
select a calibrated TIF, JPG, or BMP file. Then use Choose polygon file to select a DRA file containing one or 
more polygons. The preview shows the area which will be selected. The result below is shown on the right: 
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If the Invert clip box is ticked then the areas inside the polygons are blanked out: 
 
 
 

     
 

10.2-D Raster to vector 

A calibrated monochrome raster file can be used to create a DRA vector file. Often monochrome images of 
maps can be quite “noisy”, particularly if they are scans of paper maps. Here is an example of a scanned 
paper map: 
 

 
 



106 
 

In Map Maker, if you use the Raster to vector utility without any of the options selected the result will be a 
set of lines like that on the left below: 
 

            
 

No options selected                                                     Delete dangles 
 
If you select the Delete dangles option then any line which is not part of a closed loop, or which does not 
start and stop on a closed loop, is discarded, as shown in the right hand illustration above. 
 
 

              
 

                 With bounding box                              Create as polygons with bounding box 
 
Using the With bounding box option adds a line around the edge of the image which means that some lines 
which before were “dangles” are now not. Using With bounding box in conjunction with Create as 

polygons ensures that the whole of the image is turned into a complete set of non-overlapping adjacent 
polygons. 
 
If Create as polygons is selected then additional options are available. If Remove polygon self-boundaries 
is ticked then any line which has the same polygon on both of its sides is removed. As in the example to the 
left below: 
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Remove polygon self-boundaries                          Ignore polygons smaller than... 
 
If Subtract islands is ticked, which is the default, then any polygon which is surrounded by a larger polygon 
is used to create a hole in the larger polygon. If this option is not selected then the larger polygon will entirely 
overlap the smaller polygon. If you tick the Ignore polygons smaller than option and specify a value in 
square metres then you can remove many of the artefacts that can occur when converting raster to vector. 
 
Both when saving to lines and polygons you can apply the Tidy lines option. When not selected, the resulting 
vectors precisely follow the centres of pixels in the raster image, as the left hand example below. When Tidy 

lines is used the jagged effect is smoothed out. 
 

                                          
 

Without tidy lines                                                      With tidy lines 
 
Often when creating vectors from raster images one can be frustrated by small gaps in the raster lines, such as 
an entrance to a field, which can result in two neighbouring polygons being joined when you do not want 
them to be. The Raster to vector tool allows you to add temporary lines which can be used to close such 
gaps. You can either use the Import temporary lines button to use a DRA file of lines or you can draw lines 
directly on the preview. Such lines are simple straight lines. To add a line hold down the Shift key, the click 
and hold down where you want the line to start, then drag the cursor to draw the line – you can release the 
Shift key, when you release the mouse button the line is finished. To delete a temporary line simply click on it. 
 
If you have used this utility to create a set of polygons you can click on polygons to select or de-select them. 
having selected one or more polygons you can use the Delete selected polygons button to permanently 
remove those polygons, or you can use the Save selected polygons as button to make an extract. 
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10.3 Database utilities 

10.3-A Edit database 

You can use the database editor to edit the internal attributes of a DRA file or else to edit the values in an 
external database table. 

10.3-A-a Map Maker Drawing file (*.dra) 

A DRA file contains one data record for each object in the file. In the data editor you cannot add a data record 
(a row) but you can move records up and down or delete a row as well as add, delete, and move columns and 
edit values. All DRA files start with three columns: object type, style number, and caption. These columns 
cannot be deleted or moved. The values in the object type column cannot be edited. 
 
If in File – Preferences – General the options Show Z attribute and/or Show MM3 ID as attribute are 
ticked then there are also columns for Z and MM_ID. 
 

    
 

Clicking on the top of a column with a down arrow (▼) opens a “column menu”. The contents of the “column 
menu” depends on the type of column and the position of the column. You can use the last column menu to 
Add a column. 

 

    
 

The Data type for a column can be string, decimal number, integer, boolean (yes/no), or date and time. 
If desired you can specify a Default value. 
 
Having created a new column – a new user-defined data attribute – you can use its column menu to move the 
column left or right, to delete the column, or to set all of the values in the column to a single value.  
 
The column menu also allows you to Filter the data on the basis of a criteria applied to that column. In the 
example below the file has nine records. In seven of the records the “species” attribute has been set to 
“beech”. By opening the “species” column menu, clicking on Filter, then on the Add filter button, then 
selecting the filter operation to be “equals” and specifying the Value “beech”, then OK, only the records 
where “species” is set to “beech” are displayed. The head of the “species” column is now coloured yellow to 
signal that the data has been filtered on that column. 
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One column can have multiple filters. For instance, a numerical column might have one filter specifying that 
the value should be greater than 12, and a second filter saying that the value should be less than or equal to 
20. Only values that satisfy both criteria will be displayed. Similarly, more than one column can be filtered 
simultaneously. Only records that meet all criteria are shown. 
 
Having filtered a data table, you might then use the Set all values to function of a column menu. Only the 
records that are currently displayed will be modified, the hidden records will be unaltered. In the Set all 

values to dialogue box you can simply enter a value and that value will then be applied to all of the visible 
records. However you can also enter simple expressions. Here are some examples: 
 

 [#] – this enters a simple serial number starting from 1. 

 [# + 20] – this enters a serial number starting at 21. 

 [province][county][town] – if your data table contained columns for “province”, “county”, and 
“town” then for each record these values would be concatenated, so the values “Scotland”, “Argyll”, 
and “Carradale” would be entered in the column as “ScotlandArgyllCarradale”. 

 [province], [county], [town] – as above but the result would be “Scotland, Argyll, 
Carradale”. 

 [population] / [area] – so long as both the values in the “population” and “area” columns are 
numeric the numerical value of the population divided by the area is returned. You can also multiply 
using the “*” operator. There can only be two numbers. 

 [men] + [women] + [children] – [over 65s] – so long as the values in the columns are 
numeric they can be added or subtracted from each other. Spaces are ignored, other than those in 
column names, so this example could also be written:  
    [men]+[women]+[children]–[over 65s] 

 
When the data set is filtered, clicking on the Export as CSV button will save just the records which are in the 
filtered set. 
 
Using the Edit pick list function on the column menu you can limit the values that can be entered to a pre-set 
list of options. In the Edit pick list dialogue box you can either type in the values you want or you can 
populate the list using the Load current column values button - you can subsequently add more values. 
Now when you click on a value in the column a drop-down box is displayed. 
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Having defined a pick list, if you subsequently load the DRA file as a layer of a map, when you click on 
objects with the Data tool the pick list drop-down box will be displayed as part of the data entry screen. 

10.3-A-b dBase/FoxPro data file (*.dbf) 
A DBF file contains one data table containing columns that can be of type: string, integer, decimal number, 
boolean, or date/time. As with the DRA file you can add delete, move and filter columns using the “column 
menu”, but unlike the DRA file you cannot add a pick list.  
 
Click on a row number to display its “row menu”: 
 

 
 
The menu allows you to move the row, delete it, or to insert a new row – either a blank row or a copy of the 
current row. To create a new row at the bottom of the table simply start entering values in the row labelled 
“New”. 

10.3-A-c Comma Separated Variables (*.csv) 

A Comma Separated Variables file (CSV) contains one data table containing columns that can be of type: 
string, integer, or decimal number. In most CSV files the first row contains the column names, Map Maker 
expects this to be the case.  You can add delete, move and filter columns using the “column menu”.  
 
Click on a row number to display its “row menu” to move, delete, or insert a row. Enter values in the “New” 
row to add a row to the bottom of the table. 

10.3-A-d Microsoft Excel spreadsheets (*.xls and *.xlsx) 

The Excel options are only enabled if Microsoft Excel is installed on your computer. 
  
Microsoft Excel files can be edited both in the XLSX format and the older XLS format. Each file can contain 
several spreadsheets. It is important to remember that Excel spreadsheets are not databases. While it is 
possible to organise a spreadsheet as a set of columns and rows that make up a data table it is also possible to 
have free-form data that does not translate into a data table. Map Makers data editor, when working with Excel 
spreadsheets, can only edit data in the form of tables. 
 
The data editor allows you to edit values. It does not permit deleting, adding, or moving rows, columns, or 
spreadsheets.  
 
With DRA, DBF, and CSV files the file is not changed until you click on the Update file button, so giving you 
the option to abandon your edits. When editing a value in an Excel spreadsheet the change is applied directly. 
If you simultaneously have the spreadsheet open in Excel then a change made in Map Maker will appear in 

Excel immediately48. 

10.3-A-e Microsoft Access databases (*.mdb and *.accdb) 

The Access options are only enabled if Microsoft Access if installed on your computer. 
 

                                                
48 If you have an Excel spreadsheet open for editing  in Map Maker and then you try to open it in Excel, Excel will not allow you to open it. 

However, if the file is open in Excel there is not a problem opening it in Map Maker. 
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An Access database can be edited both in the ACCDB format and the older MDB format. Each Access 
database can contain numerous data tables. The Map Maker data editor allows you to edit values. It does not 
permit deleting, adding, or moving rows, columns, or tables. When editing a value in an Access table the 
change is applied directly. If the data table is already open in Access then the change made in Map Maker will 
appear immediately. 

10.3-A-f MySQL server 

The MySQL server option is only enabled if the MySQL service is installed and running and if the MySQL 
server name, user, port, and password have been correctly configured under File – Preferences – Data 

servers.  
 
A MySQL database can contain multiple tables. The Map Maker data editor allows you to edit values. It does 
not permit deleting, adding, or moving rows, columns, or tables. Any changes that you make to data values 
are applied immediately to the MySQL data table. 

10.3-A-g MS SQL server 
The MS SQL server option is only enabled if a MS SQL service is installed and running and if a valid MS SQL 

connection string has been specified under File – Preferences – Data servers.  
 
A MS SQL database can contain multiple tables. The Map Maker data editor allows you to edit values. It does 
not permit deleting, adding, or moving rows, columns, or tables. Any changes that you make to data values 
are applied immediately to the MS SQL data table. 

10.3-B Generate data table from a DRA 

This function allows you to export data from a DRA file as a Comma Separated Variable file (*.csv) or as a 
dBase file (*.dbf). The data that is exported can include both the user-defined data attributes and various 
intrinsic properties of the objects in the DRA file – for example the area of polygons. The available attributes 
are listed, as in the example below. The user defined attributes are those which have their data type displayed 
in brackets: 
 

 
 
Select the attributes that you want. If you select Seed XY then two columns are created for the X and Y value 
of the object’s seed point. 

10.3-C Import data table into a DRA 

Use this function to create internal data attributes in a DRA file that are imported from a data table. The data 
table can be in another DRA file or from a database.  
 
First select the database that contains the data that you want to import. Then select the DRA file that you want 
to import into. A dialogue box appears: 
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If the database file is one that contains multiple tables, such as Access or Excel files, then choose from the top 
drop down list the table that you want to import from. 
 
In order to import data the objects in the DRA file must have an attribute that contains a value that matches a 
corresponding attribute in the data table. The attribute in the DRA file can be the “caption”, the “style 
number”, or any user-defined attribute. Use the drop-down box to select this Link field in the DRA file and 
the last drop-down box to select the corresponding Link field in the data table. 
 
If you only want to import some of the fields then un-tick the ones that you do not need. 

10.3-D Generate data template from a DRA 

If you have a DRA file that contains data fields then you can use this utility to save the field definitions to a 
text file which can subsequently be used to create identical data fields in another DRA file, using the utility 
below. 

10.3-E Apply a data template to a DRA 

If you have used the above utility to save a set of field definitions you can use this utility to create data fields 
in a DRA file: choose the DRA file, then choose the text file and the data columns will be created. 

10.4 Style utilities 

10.4-A Create or edit a style set 

You can use this function to edit a style set in a style file (*.MMstyle), a project file (*.geo), or a Drawing file 
(*.dra). The procedure to edit the style set is the same as that described above in the chapter on styles. 

10.4-B Generate a style set for a DRA 

Every object in a DRA file has a default style number and a caption. In some DRA files there are also data 
fields. Any one of these values (default style number, caption, or a data field) can be used to specify which 
style to use when drawing the object. This utility can be used to generate a style set in which there is a style 
for each unique name or number in the chosen value. 
 
When you choose this utility you are asked to pick a DRA file, a dialogue box appears: 
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Choose the data field that contains the names of the styles that you want to use. Optionally, you can choose 
an existing style set in a *.MMstyles, *.DRA, or *.GEO file. If you do, then when the new style set is generated 
the program looks for an existing style with the correct name and object type and if it finds it then it copies it 
to the new style set, otherwise it creates a new style. If you tick the option “Include unused styles” then all of 
the styles in the existing style set are copied to the new style set irrespective of whether they are used by the 
DRA file or not. 
 
If you click on OK then you are asked to name a new style file (*.MMstyles), but you can also click on Save 

styles to DRA in which case the new styles are embedded in the DRA file. If the styles are embedded in the 
DRA then the style numbers of the objects in the DRA are modified to refer to the styles in the new style set. 
 
In either case the style set editor appears allowing you to modify the new styles. 

10.4-C Export and Import style set 

The export and import style set functions are intended to facilitate using styles generated by, or in, third party 
programs. When a Map Maker style set is exported it is in the form of a Comma Separated Variable file (*.csv) 
which can be read by programs such as text editors and Excel. The first line of the CSV file contains the names 
of a set of properties of a style. There are over 200 possible properties for styles, which are listed in the 
appendix on “Style definition strings”. The CSV file contains just the properties which are used in the style set 
– by “used” we mean there are styles which use non-default values for a given property. 
 
A simple example of a style set containing two polygon styles and one point style might look like: 
 

id,type,fill.colour,name,symbol.colour,symbol.type 

0,polygon,,Unclassified,, 

1,polygon,49280:29,Agriculture,, 

20000,point,,Gate,4194559:100,"solid star" 

 
In this example the third column is “fill.colour”. The first style is a polygon style but its “fill.colour” value is 
blank meaning that it uses the default fill colour, which happens to be pale yellow. The second style has a 
“fill.colour” property of “49280:29” which means a base colour of “49280”49 with an intensity of 29%, 
meaning that its value is 29% between white and the base colour.  The third style is a point style, so the 
“fill.colour” is blank because the fill colour property is not applicable to a point. 
 
If you want to generate CSV files to create your own style sets the best place to start is to use the style editor to 
create some styles and export them to a CSV file and then look to see how the properties are used. 
 
The Import style set function also enables you to import a Map Maker 3 style file (*.stl), but  note that the 
current style files are a completely different format to the old ones and so imported styles will only 
approximate to the appearance of the old styles. Also, in the old style files each style contained the style 
definition for a polygon, a line, a point, and a text object. In the new style files each style is for just one object 
type, so when the old styles are imported each old style becomes four new styles, one each for the four object 
types. 

                                                
49 A numeric colour is obtained by taking the red, green, and blue components, each with a value between zero and 255, and deriving the value of 

red + (green x 256) + (blue x 256 x 256). 
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10.4-D Import symbol 

The style set editor includes an editor for custom symbols. As an alternative you can import the design for a 
symbol into a style set either from a DRA file made up of polygons and/or lines, or from characters from a 
specified font. Importing from a DRA file enables you to create more complex symbols, while importing from 
a font allows you to take advantage of the wide range of symbols available in Windows “True Type” and 
“Open Type” fonts. 
 
For example, select Utilities – Style utilities – Import symbol – From a font. In the window that appears 
select the font that you want. This could be a font containing symbols, such as “WingDings” or any normal 
alpha-numeric font. Now type in one or more characters in the Text field. Where your font contains symbols, 
rather than typing in the characters, it can be easier to click on the red “A” button which displays a list of all 
the characters in the font. 
 
As you type in the characters they appears in the right-hand preview screen, and in the smaller bottom-left 
preview. The large preview shows the location of the insertion point, which by default is in the centre of the 
bounding box of the characters. You can drag the insertion point to another location. As you do so the smaller 
preview is updated to show the finished symbol – in Map Maker the insertion point for a symbol is always in 
the centre of the square that defines the total extent of the symbol, so when you move the insertion point in 
the right hand screen what you are actually doing is moving the characters, and amending their size so that 
they stay within the symbol’s square but are in the desired relationship with the insertion point.  
 

 

10.4-E Automatically assign styles to polygons 

Where you have a layer of adjacent non-overlapping polygons it can be visually helpful if no two adjacent 
polygons have the same fill style or colour. Use this function to automatically assign the default style numbers 
for a DRA file of polygons so that adjacent polygons always have different numbers. 

10.4-F Assign styles from text list 

In the layer manager you can choose to assign styles by their name, using a data field in the DRA file to 
specify which style to use for each object. However, it can be more convenient to permanently alter the DRA 
file so that each object’s style number corresponds to the style that you want. You can use this utility to do 
this. First choose the DRA file that you want to modify. Then choose a text file (with a “txt” extension) that 
contains one or more lines of the form: 
 

name=style number 

 
...your text file might look like: 
 

building=1 

woodland=20 

agriculture=22 

water=31 
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Then from the drop-down box you select the Field containing style name. This can be the object’s caption 
or any data field. For instance, if your DRA file was imported from a DXF file it will have a data field called 
“feature” containing the DXF layer name. You might have created a style set with styles corresponding to these 
feature types. So select the field “feature” and the program will then go through the DRA file with the list in 
the text file and if, for example, a polygon had the feature field set to “woodland” it will assign style number 
“20” to that object. If it cannot find a style name in the list that corresponds with the name associated with the 
object then style number zero is assigned. 

10.4-G Set DRA attribute to style name 

Where you have a DRA file in which you have set the style numbers of the objects you can use this utility to 
extract the corresponding style names from a style set and place those names in an attribute field of the DRA 
file. First choose your DRA file, then use the Choose style set button to choose a style file (*.MMstyles) or a 
project file (*.GEO) or a DRA file that contains an embedded style set. 
 
You can then choose either an existing data attribute or you can specify a new one. 
 

 

10.5 Latitude and longitude utilities 

10.5-A Create projected outline world map 

The projections which are used in the main body of Map Maker are those that are used for local mapping, or 
maybe a small group of countries. If you need to create world maps, or maps of large regions, such as 
continents, then you can use this utility. By default it uses a map of the world, showing national boundaries, 
that comes with Map Maker (llworld.dra), however you can choose any DRA file that is in latitude and 
longitude coordinates using the Choose source file button. 
 

 
 
The first option on the list of available projections is “Lat/Long (WGS84)”, which is where raw unprojected 
latitude and longitude coordinates are simply plotted on a grid 360 units by 180 units. The other projections 
convert the latitude and longitude coordinates into values in metres. The available options are: 
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Mercator 

 

 
Times 

 

 
Miller 

 

 
Gall 

 
Peters (Gall) Equal Area 

 

 
Cossin Equal Area 

 
Azimuth Equal Area 

 

 
Orthographic 

10.5-B Convert projection of file 

Coordinates in a DRA file are either latitude and longitude degrees or, more usually, projected coordinates in 
metres. If the coordinates in your DRA file are not the same as that used in your project you will want to 
convert the coordinates to the other projection using this function. 
 
Use the Choose source file or files button to select one or more DRA files. The drawing is displayed in the 
preview panel. On the left is a box in which the Original projection is specified and below that the New 

projection. 
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After defining the two projections use the Save result as button to save to a new DRA file. If you have chosen 
more than one source file the re-projected files will be merged into the one new file. 

10.6 3D surface utilities 

10.6-A Import surface 

Three-dimensional geographic surfaces are generally described by a rectangular grid of square cells where 
every grid intersection is assigned an altitude – these are usually called Digital Elevation Models (DEMs) or 
Digital Terrain Models (DTMs). By far the most common file format for recording these are ESRI ArcGrid files 
which usually have an ASC extension, but sometimes have a GRD extension. These files are ASCII text files 
which have the virtue of simplicity but can be relatively slow to load. The Map Maker 3D surface utilities can 
use ArcGrid files directly but it is generally quicker to first convert these file to Map Maker Terrain files (*.ter). 
 
Select the ArcGrid file and then name a new TER file. 

10.6-B Merge and clip 3D surface files 

3D surface files (DEMs) are often supplied as square tiles. Often you will only actually be interested in a small 
portion of a tile or an area where two or more tiles meet. Using this function you can make an extract from 
one or more tiles to create a smaller and more manageable surface. 
 
Use the Choose source file or files button to select one or more files of format TER, ASC, or GRD. When 
selecting more than one file, the files should represent adjacent tiles. The extent of the tiles is shown in the 
preview –where only one tile has been selected then the altitudes across the tile are also indicated but where 
there are multiple tiles just the outlines are shown.  
 
The red rectangle indicates the area of the extract. This rectangle can be dragged to a new location or its edges 
dragged to change its size. Alternatively, you can edit the numerical values on the left. 
 



118 
 

 
 
If need be you can preview the area you have defined by clicking on the Preview tab: 
 

 
 
The result is saved to a Map Maker Terrain file (*.ter). 

10.6-C Merge and clip contours from 3D surface files 

As in the previous utility, you can select one or more ArcGrid or Map Maker Terrain file and specify an area to 
extract. But in this case the extract is in the form of vector contours rather than a 3D surface file. 
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On the left-hand side you can specify the contour spacing. The result is saved as a DRA file in which the Z 
value (the altitude) of each contour is saved as its caption and its z value. 

10.6-D Create 3D surface from spot heights 

You can use irregularly spaced spot heights to generate a gridded 3d surface, as a *.TER file, or a set of 
contours, as a *.DRA file. The spot heights can either be points in a DRA file that contains a “z” or altitude 
data attribute, or which has a height value in the caption, or the spot height can be in a LOC or CSV file, e.g.: 
 

x,y,z 

279810.782419,189818.249436,1630.621536 

279822.323229,189812.956291,1648.539412 

279836.544890,189813.368221,1661.690755 

 
After using the Choose file of points button to select a file, Map Maker converts the points into a network of 
non-overlapping triangles. The height values across the surface are interpolated across each triangle.  
 
Select whether to Use points own Z value for height or else Use data value for height. In the case of the 
CSV file illustrated above you would use the first option since the Z value is explicitly specified, but in the 
case of a DRA file which may have several data attributes you can specify which attribute to use. 
 

            
 
The result can be a gridded surface or contours. If you choose the surface option then you need to specify the 
cell width, that is the grid spacing of the gridded surface. Similarly, if you opt for contours then you need to 
specify the contour interval. 

10.6-E Create 3D surface from contours 

If you have a DRA file with lines representing contours then, as with the previous function, you can use this to 
generate a surface as a TER file. The limitation of this approach is that the tops of hills and the bottom of 
valleys, that is areas surrounded by a contour of one height, will appear in the surface as flat. 
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10.6-F Create bitmap representation of 3D surface 

A Digital Elevation Model (DEM) is a set of altitudes on a regular grid representing a 3D surface. As such it is 
just a collection of numerical data. In order to see the surface it is necessary to represent those values in 
graphical form. One way to do that is with contours, as described above, but you can also make a bitmap 
representation of a surface by applying a combination of three types of rule: 
 

 Altitude. By assigning different colours to different altitudes you can create an image in which 
intermediate altitudes are on a colour spectrum between the colours for defined altitudes. You can 
either specify a simple range between a minimum altitude and a maximum altitude, each with its fixed 
colour, or else you can apply a colour range from a style set which may contain several bands of 
colours or colour spectra. 

 Slope. The steeper the slope the darker the colour. 
 Direction. The surface at any point is darker or lighter depending on the direction of greatest slope 

relative to an arbitrary direction, in this case the top right (north-east). 
 
The examples below show the same surface each rendered using just one of the three techniques: 
 

 
 

Altitude only                                     Slope only                                   Direction only 
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In practice, the best results come from mixing the three techniques, applying different intensities to each of the 
three components. After making a change to one or more settings you need to click on Refresh preview to 
see the result. 
 

 
 

10.6-G Apply surface shading to bitmap image 

This function is similar to that described above except that rather than creating an image of a surface from a 
blank, you start with a calibrated bitmap image and then apply surface colouring and shading to that bitmap. 
 
First use the Choose bitmap image button to select a calibrated BMP, TIF, or JPG image. Then use the 
Choose source surface button to select a Terrain file (*.ter) or an ArcGrid file (*.asc or *.grd) that includes the 
area covered by the bitmap. Then apply the options as described above. 
 
 

      
 
      Original image          Image + surface 
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11 Scripts 
For more advanced users a “script” is a way to trigger and control one or more operations in Map Maker from 
an external program. Scripts are sent to Map Maker Pro, which needs to already be running, by a small utility 
program called “MMmacro4.exe”. This program can either be run directly with command line parameters or 
else you can write your own program to launch MMmacro4.exe. 
 
You can test your command scripts using the program “MMmacro4test.exe”: 
 

 
 
Each command starts with a line commencing “command=”. 
 
Type in one or more commands, or load a previously saved script using the Load button. Scripts can be saved 
with any file extension but the default is “*.MMscript”. Once you have written a script then you can run it 
using the Run button. 
 
When sending a command direct to MMmacro4.exe as a command line each command is a single line with 
commas separating parameters. When using the test program, MMmacro4test.exe or when writing script files, 
you can enter the parameters on separate lines, as shown above. 
 
Available commands are: 

11.1 goto 

command=goto 

x=123.456 

y=478.432 

 
The command line would look like: 
 
     "c:\Map Maker\Mmmacro4.exe" "command=goto,x=123.456,y=789.123" 

 
This re-centres the map on the coordinate given by “x” and “y”. 
 
Alternatively,  

command=goto 

caption=Mains Farm 

 
Re-centres the map on the object with the caption of “Mains Farm” in the live layer. 
 

command=goto 

data=population:21 

 
Re-centres the map on the object with the internal “population” data value  of “21” in the live layer. 
 
Or, 
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command=goto 

data=population:21 

layer=woodlands 

 
Re-centres the map on the object with the internal “population” data value of “21” in the layer named 
“woodlands”. The layer needs to be a vector layer. 
 
Or, 

command=goto 

data=external:species:oak 

layer=woodlands 

 
Re-centres the map on the object with the “species” data value of “oak” in the external data table linked to the 
layer named “woodlands”.  
 
In all the above cases if there is more than one object with the same caption or data value then Map Maker 
will go to the first instance it finds. 
 
Optionally you can use the parameters: 

scale=25000 

rotation=35 

 

If you wish you can use these parameters on their own, for instance: 
 

command=goto 

scale=10000 

 

Note that Map Maker uses a system of “neat scales”, meaning that when you zoom in and out the scale snaps 
to the nearest sensible scale. For instance, if you zoomed to 1:3240 then it would automatically adjust the 
scale to 1:3500.  
 
The neat scales are multiples of 10 times the following fixed values: 

1 

1.25 

1.5 

2 

2.5 

3.5 

5 

7.5 

 
(Note if you are using scripts from Map Maker 3 then the “goto” command can now be used interchangeably 
with the “zoom and goto”, and “zoom” command) 

11.2 zoom relative 

Change the scale so that you zoom in or out. If the “factor” is greater than one then you zoom in, thus in this 
example where the factor is 2.4 the new scale is the current scale divided by 2.4. 
 

command=zoom relative 

factor=2.4 

 
As with the “goto” command the actual scale zoomed to will be a “neat scale”. 

11.3 clear live 

Clears the live layer and refreshes the map. 
 

command=clear live 
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11.4 redraw 

Redraws the map reflecting any changes in the base data. 
 

command=redraw 

 

11.5 refresh 

Redraws just the live layer, which is quicker than redrawing the whole map. 
 

command=refresh 

 

11.6 rename marker 

Renames a marker, either the last created marker or a named marker. 
 

command=rename marker 

name=access point 

old name=gateway 

 

11.7 clear markers 

command=clear markers 

name=21 

 

Deletes the marker identified by “name”. If “name” is blank or omitted then all of the markers are deleted. 

11.8 save markers 

command=save markers 

filename=c:\my maps\markers.dra 

 

Saves the current markers to the named file. The file can be a DRA, LOC, or CSV file. 

11.9 pan right 

Move the centre of view to the left or right. The amount that is moved is expressed as a percentage of the map 
window’s current width. If the percentage if positive the centre is moved to the right, if negative then to the 
left: 
 

command=pan right 

pan=50 

 

11.10 pan up 

Move the centre of view up or down. The amount that is moved is expressed as a percentage of the map 
window’s current height. If the percentage if positive the centre is moved up, if negative then down, as in this 
example: 
 

command=pan up 

pan=-20 

 

11.11 move layer up 
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command=move layer up 

name=roads 

 

You need to follow this with the “redraw” command to see the result. 

11.12 move layer down 

command=move layer down 

name=roads 

 

You need to follow this with the “redraw” command to see the result. 

11.13 hide layer 

command=hide layer 

name=roads 

 

If “hide layer” is called for a layer that is already hidden then the layer is shown. 
 
You need to follow this with the “redraw” command to see the result. 

11.14 remove layer 

command=remove layer 

name=roads 

 

If “name” is omitted or left blank then all layers are removed. 
 
You need to follow this with the “redraw” command to see the result. 

11.15 add layer 

The “add layer” macro creates a new layer using one or more files. If there is more than one file then all the 
files must be in the same directory and be of the same file type. 
 

command=add layer 

filename=c:\my map\roads.dra 

name=roads 

 

Or, where more than one file is being added: 
command=add layer 

directory=C:\Map Data\Demo data\ 

file 1=east.dra 

file 2=west.dra 

file 3=north.dra 

 

Note that the “name” line can be omitted, in which case the layer will take its name from the first file, in the 
example above: “east”. 
 
Additional lines can be added specifying properties of the layer. These are the same as described below for 
the “modify layer” command. 
 
You need to follow this with the “redraw” command to see the result. 

11.16 modify layer 

The “modify layer” macro can be used to modify one or more properties of an existing layer. Some properties 
apply to all types of layer while others are relevant only to bitmap layers or only to vector layers. For example, 
the following sets the opacity of the layer called “roads” to 60%: 
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command=modify layer 

name=roads 

opacity=60 

 

11.16-A Properties applicable to all layers: 

 
new name=minor roads 

Renames the layer. 
 

hidden=yes 

Setting “hidden” to “yes” hides the layer, setting it to “no” makes it visible. By default this value is “no”. 
 

drop in=500 

Species the scale at which the layer becomes visible, in this example at scales larger than 1:500 (e.g. 1:100) , 
the layer will be hidden. By default this value is zero. 
 

drop out=5000 

Species the scale beyond which the layer becomes invisible, in this example at scales smaller than 1:5000 
(e.g. 1:10000) , the layer will be hidden. By default this value is ten million. 
 

opacity=40 

Sets the opacity of the layer. Note that when used with a vector layer the blank spaces between objects are 
always fully transparent. 
 

mask file=c:\my maps\estate boundary.dra 

A layer can be “masked” by one or more polygons. The areas outside the polygons are displayed differently to 
those inside, the options are: 
 

mask file=c:\my maps\estate boundary.dra 

mask inside=80 

mask inside grey=no 

mask outside=30 

mask outside grey=yes 

 
“mask inside” and “mask outside” give percentage intensities, by default 100%. If , as in this example, “mask 
outside grey” is set to “yes” then areas outside the mask are rendered in a greyscale rather than colour. 

11.16-B Properties applicable to bitmap layers 

If the layer is a bitmap layer consisting of monochrome (1 bit colour depth) files then you can set the property 
“colour” so that rather than the image being black and white it will be shown in the specified colour and 
white, e.g: 
 

colour=blue:40 

 
In this example the colour is blue with an intensity of 40%. (see the appendix on colour definition strings for a 
description of the available colour options). 
 

11.16-C Properties applicable to vector layers 

A vector layer that contains one DRA file only can be linked to an external database table. The “external data” 
line defines how the link is made. The definition is a single line of text made up of a number of parameters 
separated by semi-colons. For example: 
 

external data=file=c:\my maps\trees.dbf;ext field=TREE_ID 
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The available parameters are: 
 

file=c:\my maps\trees.mdb 

table=new trees 

ext field=ID 

int field=data id 

access form=tree form 

 
The “file” parameter is always required to identify the database. Some data formats (DBF and CSV) only 
contain one table, but other formats (MDB, XLS, ACCDB,  XLSX) can contain several tables, in which case the 
“table” parameter is required. The “ext field” and “int field” parameters define how the drawing is linked to 
the data. The “ext field” identifies the name of the data field in the external data table which contains values 
which identify objects in the drawing. The “int field” specifies a user-defined data column in the DRA file. 
 
Where your database is a Microsoft Access database (MDB or ACCDB) then you can also specify an “access 
form” which may be displayed when clicking on objects. 
 
If you have a layer which is already linked to a data table then you can also use the “external data” macro to 
close the link: 
 

external data=close 

 
By default vector layers use the project style set but instead you can specify a Map Maker 4 style file  
(*.MMstyles) 
 

styles=c:\My Maps\agriculture.MMstyles 

 

11.17 move layer to live layer 

Copies the content of a layer of vector files to the live layer and removes the layer from the list of passive 
layers. 
 

command=move layer to live layer 

name=roads 

 

11.18 load live layer 

Loads a DRA file into the live layer. 
 

command=load live layer 

filename=c:\my map\roads.dra 

 

If you want to add a file to the live layer with a database then add lines of this form: 
 

command=load live layer 

filename=c:\my map\roads.dra 

database=c:\my map\transport.mdb 

table=roads 

ext field=ID 

int field=data id 
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11.19 clear live layer 

command=clear live layer 

 

11.20 save live layer 

command=save live layer 

filename=c:\my map\woodlands.dra 

 

The filename can be for a DRA or a CSV file. If the filename is for a CSV file then the data attributes are saved 
to the file. The first line contains the names of the columns. When saving to a CSV file, by default, the data 
saved will be the object type, the object caption, area in square metres, length in metres50, the style number, 
and then any internal user-defined data attributes. However you can also use an “attributes” line to specify 
which attributes to save, for example: 
 

command=save live layer 

filename=c:\my map\woodlands.dra 

attributes=caption;area;seed x;seed y;style;species;external:owner 

 

The attributes are separated by semi-colons. The available attributes are: 
 
caption – The object’s caption. 
object type – The object’s type (polygon, line, point, or text) 
area – a polygon’s area in square metres. 
hectares – a polygon’s area in hectares. 
length – a line’s length or a polygon’s perimeter in metres 
seed x – the X ordinate of a point object, or the mid-point of a line, or a seed point of a polygon 
seed y – the Y ordinate of a point object, or the mid-point of a line, or a seed point of a polygon 
style number – the object’s style number 
stylename (or “style name”) – the object’s style name 
z – The Z value of the object 
mm_id – The Map Maker version 3 and earlier object ID. 
 
In addition you can have the name of any user-defined internal data column, such as “species” in the example 
above. If the live layer is linked to an external data table you can also save values from columns in that table 
by prefixing the column name with “external:”, such as “external:owner” in the example. 
 

command=save live layer 

filename=c:\my map\woodlands.dra 

attributes=caption;area;seed x;seed y;style;species;external:owner 

only selected=yes 

 
If “only selected” is set to “yes” then only objects that are selected will be saved. 

11.21 select 

Use the “select” command to select objects in the live layer on the basis of criteria: 
 

command=select 

criteria=`length` > 20 

 

See the appendix on the selection “criteria” syntax below. 
 
The select command can also be used to make an extract from a DRA file and save it to another file: 
 

                                                
50 Length of line objects and the length of polygon perimeters. 
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command=select 

filename=c:\my map\fields.dra 

criteria=`land use` = 'woodland' 

target=c:\my map\woodlands.dra 

 

If the “filename” line is omitted then the extract is made from the live layer. If the “filename” is present then 
the “target” can be the same as the “filename”, but if you do that be aware that any objects not selected will 
then be permanently lost. 
 

11.22 save project 

command=save project 

filename=c:\my map\transport.geo 

 
If the “filename” parameter is omitted then the project is saved to its original file. 
 

11.23 load project 

command=load project 

filename=c:\my map\transport.geo 

 

If the “filename” parameter is omitted then the current project is cleared and a new empty project created. 
 

11.24 save screen 

command=save screen 

filename=c:\my maps\map.jpg 

 
You can save an image of the current map to a bitmap file of type BMP, TIF,or JPG, or as a PDF file. When 
saved as BMP, TIF, or JPG file a “world file” to calibrate the image will also be generated with the file 
extension BPW, TFW, or JGW respectively. Optionally you can specify a high resolution image, which will be 
three times the resolution of the screen: 
 

command=save screen 

filename=c:\my maps\map.jpg 

resolution=high 

 

11.25 print 

command=print 

 
Used on its own the “print” command will print the current map view on the current selected printer’s current 
paper. If you use the “with furniture” option: 
 

command=print 

with furniture=yes 

 
..then the print will include the page layout – e.g. the map collar, title panels, legend etc. By default, the print 
will be made on your computer’s current default printer, but if you have access to more than one printer you 
can specify another: 
 

command=print 

with furniture=yes 

printer=Canon iP4700 series 
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If you add a “filename” then rather than printing the specified file will be created as an image of the “print”. 
The file must be BMP, TIF, JPG, or PDF: 
 

command=print 

with furniture=yes 

filename=c:\my maps\sheet1.pdf 

 

11.26 edit styles 

Style sets in Map Maker 4 style files (*.MMstyles), Map Maker project files (*.geo), and Map Maker drawing 
files (*.DRA) can be created, modified, and deleted using macros. For instance: 
 

command=edit styles 

filename=c:\my maps\forest.MMstyles 

3.fill.colour=green:10 

 
The “filename” identifies the file containing the styles. If the file extension is “MMstyles” and the file does not 
exist then a new style file is created with the given name. If the filename line is omitted then the current 
project style set is edited. 
 
Each style in a style set is identified by a numeric ID (a positive integer). So in the above example the fill 
colour of style “3” is being specified (see the appendix on Colour Definition Strings). 
 
In one “edit style” macro you can define several style properties for one or more styles, e.g: 

command=edit styles 

3.fill.colour=green:10 

3.fill.hatch.width=0.2 

3.fill.hatch.colour=black 

4.line.width=0.5 

4.line.style=dots 

 
Here both style “3” and style “4” are being amended.  
 
To set a property back to its default value: 

command=edit styles 

4.line.width=default 

 

For available properties and their default values see the list in the appendix – Style Definition Strings. 
 
If, for instance, style “4” did not already exist then the above macro would automatically create a new style 
“4”. It would be a polygon style since polygon IDs fall in the range 0 to 9999. Line styles are 10000 to 19999, 
point styles 20000 to 29999, text styles 30000 to 39999, symbol definitions 40000 to 49999, colour ranges 
50000 to 59999, and legend definitions 70000 to 79999.  If you wanted a line style then you would write: 
 

command=edit styles 

10004.line.width=0.5 

10004.line.style=dots 

 
You can set a property of several styles of the same object type at once, for instance: 

command=edit styles 

line.line.width=0.5 

 
.. this would set the line width of all line styles to 0.5mm. Alternatively, 
 

command=edit styles 

line,10004,10020.line.width=0.5 
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..this would set the line width of all lines in the range 10004 to 10020 to 0.5mm. The same result would be 
achieved by: 

command=edit styles 

line,4,20.line.width=0.5 

 
..since the 10000 range is implicit in the choice of “line” as the object type. 
 
Similarly for other object types: 

command=edit styles 

polygon.fill.colour=red:20 

symbol.symbol.size=5 

text.text.font=Arial 

 
 
to delete style “4” you would write: 
 

command=edit styles 

4=delete 

 

To make style “4” a copy of another style, such as style “3”, (whether or not style 4 already exists) then write: 
 

command=edit styles 

4=3 

 

11.27 convert file 

To convert a vector file to another vector format: 
 

command=convert file 

source=c:\my map\island.dra 

target=c:\my map\new.shp 

 
The source and target files can be: DRA, SHP, MIF, TAB, DXF, KML, OSM, and GPX. 
 
A vector file can also be converted to a comma separated variable file (*.CSV). When saving to a CSV file, by 
default, the data saved will be the object type, the object caption, area in square metres, length in metres51, 
the style number, and then any internal user-defined data attributes. However you can also use an “attributes” 
line to specify which attributes to save, for example: 
 

command=convert file 

source=c:\my map\island.dra 

target=c:\my map\new.csv 

attributes=caption;area;seed x;seed y;style number;species;population 

 

The attributes are separated by semi-colons. The available attributes are: 
 
caption – The object’s caption. 
object type – The object’s type (polygon, line, point, or text) 
area – a polygon’s area in square metres. 
hectares – a polygon’s area in hectares. 
length – a line’s length or a polygon’s perimeter in metres 
seed x – the X ordinate of a point object, or the mid-point of a line, or a seed point of a polygon 
seed y – the Y ordinate of a point object, or the mid-point of a line, or a seed point of a polygon 
style number – the object’s style number 

                                                
51 Length of line objects and the length of polygon perimeters. 
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z – The Z value of the object 
mm_id – The Map Maker version 3 and earlier object ID. 
 
In addition you can have the name of any user-defined internal data column, such as “species” and 
“population” in the example above. 

11.28 import attributes 

Import data attributes into a drawing file (*.DRA). Attributes can be imported from other DRA files or other 
vector files with attributes, or from database tables. To import from a DRA file or other vector file: 
 

command=import attributes 

filename=c:\my map\farm.dra 

source=c:\my map\fields.dra 

internal link=field id 

external link=fld_id 

 
The “internal link” specifies a data attribute in the target file which will contain an ID that corresponds with an 
ID in the “external link” field in the “source” file from which you are importing attributes. In the example 
above all of the attribute fields are imported from the source file and the result is saved back to the original 
filename. If you specify a “target” then the result is saved to that instead of the original file. Using an 
“attributes” line you can specify which attribute fields to import, where the field names are separated by semi-
colons. With no “attributes” line all of the attributes are imported. 
 

command=import attributes 

filename=c:\my map\farm.dra 

target=c:\my map\farmB.dra 

source=c:\my map\fields.dra 

internal link=field id 

external link=fld_id 

attributes=species;population;crop density 

 
 
The “source” file can be a database (DBF, CSV, MDB, ACCDB, XLS, XLSX). Where the database format is one 
that uses multiple tables (MDB, ACCDB, XLS, XLSX)  then you need to specify the “table” name: 
 

command=import attributes 

filename=c:\my map\farm.dra 

target=c:\my map\farmB.dra 

source=c:\my map\fields.mdb 

table=agriculture 

internal link=field id 

external link=fld_id 

attributes=species;population;crop density 

 

11.29 export attributes 

Export the data attributes from a DRA file to a CSV file. 
 

command=export attributes 

source=c:\my map\woodlands.dra 

target=c:\my map\data\wood data.csv 

 

The first line of the new CSV file contains the names of the columns. By default, the data saved for each object 
in the DRA file will be the object type, the object caption, area in square metres, length in metres, the style 
number, and then any internal user-defined data attributes. However you can also use an “attributes” line to 
specify which attributes to save, for example: 
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command=export attributes 

source=c:\my map\woodlands.dra 

target=c:\my map\data\wood data.csv 

attributes=caption;area;seed x;seed y;style number;species;population 

 

The attributes are separated by semi-colons. The available attributes are: 
 
caption – The object’s caption. 
object type – The object’s type (polygon, line, point, or text) 
area – a polygon’s area in square metres. 
hectares – a polygon’s area in hectares. 
length – a line’s length or a polygon’s perimeter in metres 
seed x – the X ordinate of a point object, or the mid-point of a line, or a seed point of a polygon 
seed y – the Y ordinate of a point object, or the mid-point of a line, or a seed point of a polygon 
style number – the object’s style number 
z – The Z value of the object 
mm_id – The Map Maker version 3 and earlier object ID. 
 
In addition you can use the name of any user-defined internal data column, such as “species” and 
“population” in the example above.  

11.30 add attribute 

Use the “add attribute” command to add one or more internal data attributes to a DRA file: 
 

command=add attribute 

filename=c:\my map\fields.dra 

population=integer;20 

owner=string 

species=string;unknown 

 
If the “filename” line is omitted then the operation is carried out on the current live layer. Each line, other than 
“filename”, specifies a new data attribute, where the name of the new attribute is to the left of the equals sign. 
If a data attribute of the same name already exists then the command is ignored. The value to the right of the 
equals sign specifies the type of attribute (“string”, “integer”, “double”, “boolean”, or “datetime”), followed 
optionally by a default value for the attribute, separated by a semi-colon.. 
 

11.31 delete attribute 

Use the “delete attribute” command to remove one or more existing internal data attributes from a DRA file: 
 

command=delete attribute 

filename=c:\my map\fields.dra 

population 

species 

 
If the “filename” line is omitted then the operation is carried out on the current live layer. Each line, other than 
“filename”, specifies the name of an attribute to be deleted. If the attribute does not exist it is ignored. 

11.32 set attribute 

The “set attribute” command can be used to set the values in a DRA file of the object caption, the object style 
number, or any user-defined data attribute, for example: 
 

command=set attribute 

filename=c:\my maps\fields.dra 

criteria=`length` > 20  

caption=`species` || '-' || `population` 
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style number=4 

 

If the “filename” line is omitted then the current live layer is used. In the above example the “criteria” line is 
used to select only those lines and polygons with a line length (or perimeter length for polygons) greater than 
20 metres. The new attribute values will only be applied to these selected objects. If the “criteria” line is 
omitted then the new attribute values will apply to all objects in the file. 
 
Each of the following lines specifies an attribute followed by either an explicit new value, such as style 
number is set to 4 in the above example, or a formula by which a new value is determined. The formula uses 
the SQL syntax of SQLite. Examples are: 
 

caption = `admin1` || '-' || `admin2` 

 

The “||” operator (two “bar” or “pipe” characters) means that the values on either side should be 
concatenated – that is, strings should be added. So in the example above, if the value in a user-defined 
attribute called “admin1” is “ABC”, and the value in a user-defined attribute called “admin2” is “123” then the 
object’s caption will be set to “ABC-123”. 
 
Another example shows the user defined numerical attribute “density” is defined by the user-defined 
numerical attribute “population” divided by the intrinsic attribute of the area in hectares. 
 

`density` = `population` / `hectares` 

 
The attributes which can be set are: 
caption – The object’s caption. 
style number – the object’s style number 
z – the objects z value (altitude) 
mm_id – the objects Map Maker 3 object id 
... and any user-defined data attribute. 
 
The attributes which can be used on the right hand side of the equals sign are the same as those listed above 
for search criteria. 

11.33 inherit attributes 

The “inherit attributes” command is used to test for each object in a DRA file (specified by “filename”) 
whether it’s “seed point” falls within a polygon in another DRA file (specified by “source). If it does then that 
object inherits attributes from that polygon. The results are saved in the file specified by “target”, which can be 
the same as the original “filename”.. 
 

command=inherit attributes 

filename= c:\my map\fields.dra 

source=c:\my map\island.dra 

target=c:\my map\new fields.dra   

attributes=style number;species;population 

 
The attributes which can be inherited are: 
 
caption – The object’s caption. 
style number – the object’s style number 
z – the objects z value (altitude) 
mm_id – the objects Map Maker 3 object id 
... and any user-defined data attribute. (such as “species” and “population” in the example. 
 
If “filename” is omitted then the current live layer is used. If the “attributes” line is also omitted then the 
objects that fall within the polygons in the “source” file become selected in the live layer. 
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11.34 get calibration 

command=get calibration 

source=c:\my map\basemap.tif 

target=c:\temp\info.txt 

 
Retrieves calibration information from a bitmap file and saves it to a text file. 

11.35 Using script files 

A set of commands can be sent as a script file. Simply create a text file containing one or more commands 
with parameters, e.g.: 
 

command=add layer 

filename=c:\my map\roads.dra 

name=roads 

 

command=goto 

x=123.456 

y=478.432 

scale=5000 

 

.. then call MMmacro4 sending the name of the file as the parameter: 
 

"c:\Map Maker\Mmmacro4.exe" "c:\maps\my macros.MMscript" 
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12 Appendix: Colour definition strings 
Valid colour names are: 

blue 

mid gray 

gray 

light gray 

dark gray 

dark blue 

cyan 

light cyan 

dark green 

green 

light green 

yellow 

light yellow 

blue gray 

pale blue 

light blue 

dark yellow 

orange 

white 

black 

red 

dark red 

 
Any colour name can be followed by a tint percentage, e.g:  blue:30 meaning that the colour is 30% along 
a spectrum from blue to white. 
 
Alternatively a colour can be defined in terms of its red, green and blue components using a value between 0 
and 255 for each component, e.g. “255,0,0” is a pure red. 
 
Or a colour can be defined by a single number derived from the red, green, and blue components: 
 

 colour  = red + (green x 256) + (blue x 256 x 256) 

 
where each can have a value between 0 and 255, thus a bright yellow (red=255, green=255, blue=0) has a 
colour value of 255 + (255 x 256) + 0 = 65535. 
 
As above a numeric colour can be followed by a tint percentage, so a pale yellow could be 65535:40 
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13 Appendix: Style definition strings 
Styles are defined by a set of string properties of the form “property=value”. This list shows the available 
properties along with their default values – which is to say the value which will be used unless the property is 
explicitly given a value. Numeric values are either percentages or sizes in millimeters, or where the property 
“size on the ground” is “yes” then sizes are in metres. For non-numeric, non-text, properties the available 
options are listed in brackets. See above for valid values for colours. 
 
type=polygon (polygon, line, point, text) 

name= 

description= 

size on ground=no (yes, no) 

fill.type=solid (empty, solid, left hatch, right hatch, diamond hatch, vertical hatch, 

horizontal hatch, cross hatch, offset horizontal hatch, symbols, dots) 

fill.opacity=60 

fill.colour=light yellow 

fill.randomness=0 

fill.dot colour=black 

fill.dot size=0.3 

fill.dot size randomness=0 

fill.dot space randomness=0 

fill.dot spacing=1 

fill.edge width=0 

fill.edge colour=green 

fill.edge tint=100 

fill.edge opacity=10 

fill.edge graded=no (yes, no) 

fill.edge out=no (yes, no) 

fill.has second hatch=no (yes, no) 

fill.has second symbol=no(yes, no) 

fill.symbols spill out=no (yes, no) 

fill.second fill= 

fill.hatch.type=solid (none, solid, dashed, dots, dot dash, dot dot dash) 

fill.hatch.width=0.2 

fill.hatch.dash=2 

fill.hatch.gap=1 

fill.hatch.dot=0.5 

fill.hatch.spacing=3 

fill.hatch.back extra width=0 

fill.hatch.colour=black 

fill.hatch.back colour=black 

fill.hatch.dot colour=-1 

fill.hatch2.type=solid (none, solid, dashed, dots, dot dash, dot dot dash) 

fill.hatch2.width=0.2 

fill.hatch2.dash=2 

fill.hatch2.gap=1 

fill.hatch2.dot=0.5 

fill.hatch2.spacing=3 

fill.hatch2.back extra width=0 

fill.hatch2.colour=black 

fill.hatch2.back colour=black 

fill.hatch2.dot colour=-1 

fill.symbol.type=solid circle (see below for symbol types) 

fill.symbol.size=4 

fill.symbol.spacing=5 

fill.symbol.rotation=0 

fill.symbol.colour=black 

fill.symbol.font= 

fill.symbol.transparent=yes (yes, no) 

fill.symbol.bold=no (yes, no) 

fill.symbol.italic=no (yes, no) 

fill.symbol2.type=solid circle (see below for symbol types) 

fill.symbol2.size=4 
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fill.symbol2.spacing=5 

fill.symbol2.rotation=0 

fill.symbol2.colour=black 

fill.symbol2.font= 

fill.symbol2.transparent=yes (yes, no) 

fill.symbol2.bold=no (yes, no) 

fill.symbol2.italic=no (yes, no) 

line.type=solid (none, solid, dashed, dots, dot dash, dot dot dash, symbol) 

line.width=0.2 

line.dash=2 

line.gap=1 

line.spacing=3 

line.back extra width=0 

line.colour=black 

line.back colour=black 

line.dot colour=-1 

line.symbol orientation=upright (upright, vertical axis follows line, horizontal axis 

follows line) 

line.max gap=10 

line.curved=no (yes, no) 

line.start.type=none (none, blob, ring, arrow, squat arrow, fine arrow, medium arrow, 

junction, roundabout, road junction, hammerhead) 

line.start.size=3 

line.finish.type=none (none, blob, ring, arrow, squat arrow, fine arrow, medium arrow, 

junction, roundabout, road junction, hammerhead) 

line.finish.size=3 

line.right.type=none (none, solid, dashed, dots, dot dash, dot dot dash) 

line.right.width=0.2 

line.right.dash=2 

line.right.gap=1 

line.right.spacing=3 

line.right.back extra width=0 

line.right.colour=black 

line.right.back colour=black 

line.right.dot colour=-1 

line.left.type=none (none, solid, dashed, dots, dot dash, dot dot dash) 

line.left.width=0.2 

line.left.dash=2 

line.left.gap=1 

line.left.spacing=3 

line.left.back extra width=0 

line.left.colour=black 

line.left.back colour=black 

line.left.dot colour=-1 

line.centre.type=none (none, solid, dashed, dots, dot dash, dot dot dash) 

line.centre.width=0.2 

line.centre.dash=2 

line.centre.gap=1 

line.centre.spacing=3 

line.centre.back extra width=0 

line.centre.colour=black 

line.centre.back colour=black 

line.centre.dot colour=-1 

line.right effect.type=none (none, lines, sloped lines, zigzag, hedge, embankment) 

line.right effect.width=6 

line.right effect.spacing=10 

line.right effect.random width=0 

line.right effect.random spacing=0 

line.left effect.type=none (none, lines, sloped lines, zigzag, hedge, embankment) 

line.left effect.width=6 

line.left effect.spacing=10 

line.left effect.random width=0 

line.left effect.random spacing=0 

line.centre effect.type=none (none, lines, sloped lines, zigzag, hedge, embankment) 

line.centre effect.width=6 
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line.centre effect.spacing=10 

line.centre effect.random width=0 

line.centre effect.random spacing=0 

line.symbol.type=solid circle (see below for symbol types) 

line.symbol.size=4 

line.symbol.spacing=5 

line.symbol.rotation=0 

line.symbol.colour=black 

line.symbol.font= 

line.symbol.transparent=yes (yes, no) 

line.symbol.bold=no (yes, no) 

line.symbol.italic=no (yes, no) 

line.symbol2.type=solid circle (see below for symbol types) 

line.symbol2.size=4 

line.symbol2.spacing=5 

line.symbol2.rotation=0 

line.symbol2.colour=black 

line.symbol2.font= 

line.symbol2.transparent=yes (yes, no) 

line.symbol2.bold=no (yes, no) 

line.symbol2.italic=no (yes, no) 

symbol.type=solid circle (see below for symbol types) 

symbol.size=4 

symbol.spacing=5 

symbol.rotation=0 

symbol.colour=black 

symbol.font= 

symbol.transparent=yes (yes, no) 

symbol.bold=no (yes, no) 

symbol.italic=no (yes, no) 

caption.line justify=50 

caption.location=horizontal label (no label, horizontal label, label centred on line, 

label above, label below) 

caption.offset x=0 

caption.offset y=0 

caption.arrow x=0 

caption.arrow y=0 

caption.tip size=3.5 

caption.rotation=0 

caption.arrow=none (none, bubble, simple, sharp arrow, blob, ring 

caption.arrow path=curved line (straight line, curved line, orthogonal line) 

caption.font=Arial 

caption.bold=no (yes, no) 

caption.italic=no (yes, no) 

caption.outline=no (yes, no) 

caption.underline=no (yes, no) 

caption.colour=black 

caption.opacity=100 

caption.outline colour=black 

caption.outline width=3 

caption.height=2 

caption.hjustify=centre (left, centre, right) 

caption.vjustify=centre (top, centre, bottom) 

caption.percent size=100 

caption.effect=none (none, halo, gray halo, black halo) 

caption.panel.type=rectangular panel (none, rectangular panel, round cornered panel) 

caption.panel.colour=white 

caption.panel.opacity=100 

caption.panel.vmargin=0.8 

caption.panel.hmargin=1.5 

caption.panel.shadow=0 

caption.panel.border.type=solid (none, solid, dashed, dots, dot dash, dot dot dash) 

caption.panel.border.width=0.2 

caption.panel.border.dash=2 

caption.panel.border.gap=1 
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caption.panel.border.spacing=3 

caption.panel.border.back extra width=0 

caption.panel.border.colour=black 

caption.panel.border.back colour=black 

caption.panel.border.dot colour=-1 

caption.symbol.type=solid circle (see below for symbol types) 

caption.symbol.size=4 

caption.symbol.spacing=5 

caption.symbol.rotation=0 

caption.symbol.colour=black 

caption.symbol.font= 

caption.symbol.transparent=yes (yes, no) 

caption.symbol.bold=no (yes, no) 

caption.symbol.italic=no (yes, no) 

caption.arrow.type=sharp arrow 

caption.arrow.colour=black 

caption.arrow.line width=0.4 

caption.arrow.size=3 

caption.arrow.curved=no 

text.font=Arial 

text.bold=no (yes, no) 

text.italic=no (yes, no) 

text.outline=no (yes, no) 

text.underline=no (yes, no) 

text.colour=black 

text.opacity=100 

text.outline colour=black 

text.outline width=3 

text.height=2 

text.hjustify=centre (left, centre, right) 

text.vjustify=centre (top, centre, bottom) 

text.percent size=100 

text.effect=none (none, halo, gray halo, black halo) 
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14 Appendix: Standard symbol types 
 
solid circle  

empty circle  

solid square  

empty square  

solid triangle  

empty triangle  

solid star  

empty star  

arrow  

narrow arrow 75%  

narrow arrow 50%  

narrow arrow 25%  

arrow head  

question mark  

font  

target  

diagonal cross  

bitmap  

split circle  

deciduous tree  

deciduous tree group  

coniferous tree  

coniferous tree group  

pasture  

pasture group  

rock  

rock group  

marsh  

marsh group  

radio tower  

lighthouse  

wind generator  

mound  

airstrip  

airport  

heliport  

lightship  

windmill  

battle  

benchmark  

flow arrow  

cross  

boundary post  

pylon  

flow direction 
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15 Appendix: MMweb files - layers on the internet 
MMweb files are not available for use in Map Maker Gratis 

 
A graphics file that you use for a layer, either raster and vector, can be located on a web site. In order to do 
this you need to create a small text file with the file extension “MMweb”. A typical MMweb file looks like: 
 

[settings] 

url=http://www.mywebsitename.com/mymaps/thefarm.tif 

 
The “url” points to the graphics file which can be any of the file types available under the “add layer” 
command – i.e. DRA, LOC, BMP, TIF, JPG, KML, GPX,ECW, and SID.  
 
When you first select an MMweb file from “add layer” Map Maker first checks that the URL exists and then, 
assuming the file does exist, it downloads a copy of the file to a cache on your hard disk. If the file is a BMP,, 
TIF, or JPG file it also checks to see if there is an accompanying world file (BPW, TFW, or JGW) and if there is 
that is downloaded too. Subsequently, if you choose the MMweb file again, or load a project using that 
MMweb file, Map Maker will check on the date of the original file on the web site. If the original is newer 
than your cached copy it will download the update otherwise it will use the cached copy. 
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16 Appendix:  Polygon seed points 
For a simple polygon, such as a square or a circle, the centre of the polygon is clear. However, with more 
complex polygons the concept of "the centre of the polygon" is ambiguous. There are many polygonal shapes, 
such as a "U" or "L" shaped polygon, or a ring shaped polygon, for which the geometric centre is actually 
outside of the polygon. In Map Maker we use a set of steps for determining consistent polygon seed points 
which are a nominal "centre" for the polygon: 
 

 The first step is to imagine a horizontal line (i.e. parallel to the X axis) that divides the polygon’s 
bounding box in half that is to say, it is midway between the top and bottom extremes of the polygon.  

 
 In cases where this line intersects the polygon’s boundary just twice the seed point is defined to be the 

midway point between the two points of intersection. 
 

 In other cases where the intersections with the polygon boundary break the line up into several 
segments, we take the longest of the segments which are inside the polygon and define the centre as 
being the midpoint of that segment. 

 
 In the event of there being more than one segment that is longest then the one which is closest to the 

centre of the bounding box will be used. If there are still two segments that qualify then the segment 
on the left (the lowest X value) will be used. 
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17 Appendix:  Font sizes 
The traditional way of defining font sizes can produce surprising results where fonts with the same notional 
size appear to have very different sizes. The illustration here shows four different Windows fonts of the same 
"size".  
 

TEXT 

TEXT 
TEXT 

 
 
The reasons for these apparent discrepancies are complex. When using text on a map the visual size of the 
text is, we believe, more important than the theoretical type-size. So in Map Maker we define a font’s height 
to be the height of a capital letter specifically a capital "A". In the example below the font would be 
considered in Map Maker to be 3mm high. 
 

 
 

This is also why though you can opt to use points for paper dimensions, including font size, we do not 
recommend it since defining a font size to be 10 points in Map Maker will not necessarily look the same as 10 
point text elsewhere. 
 


