What you need for this tutorial:
· The source Skyrim interface files which are here:
https://github.com/Mardoxx/skyrimui interface.
· Adobe Flash CS4, CS5 or CS6
· Knowledge of ActionScript 2 and Flash Files.
Step 1:
First of all, you will need to search for a file called “MapMarker.as” in the folder which includes all of your source code. It’s usually located in src/map/MapMarker.as. If you want to edit a map file which is not Skyrims, such as SkyUI’s, you will need to attempt to do this tutorial and try to improvise as SkyUI’s implementation of the map markers has been modified.
Step 2:
Once opened, you will see a large array called “IconTypes”. In this array includes all the current markers and this should include about 68 markers. Since this step is rather tedious as you usually get the wrong number, I recommend adding about 20 more elements to the end of the array, just after the “YouAreHereMarker”. To add more elements all you have to do is copy and paste a few vanilla markers from the “CityMarker” all the way to the “WheatMillMarker”. If your marker is higher than “Custom 88” in xEdit then you’ll have to do this step a few more times. Once you have done this, compile the “map.fla” using Flash CS4, CS5 or CS6 and then copy your .swf file into your interfaces folder. 
Once you’ve gone into the game load up the map and your map marker should be a vanilla map marker instead of an invisible one. 
Step 3:
If you’re map marker was using an icon like the “FortMarker”, then change that to your desired name. So for example a new one could be “MyNewMarker”. Do not use the same name as an existing Marker or the game will read it as one of the existing ones.
Step 4: 
[image: ]Now load up the map.fla file into Flash. In the library, look for a folder called “Map Markers” and then and then duplicate the contents of the folder named “Fort”. There should be three movie clips: 


Two are resources and then the main one which the game will use for the map. 
Step 5 is on the next page.


Step 5:
[image: ]The first thing you will want to do is edit the properties of the main movie clip which will be visible on the actual map. Enter the following information but change the name to whatever you want. The Identifier HAS to be the same as in the array. The class HAS to be Map.MapMarker or it will show, but not function.















Step 6:
[bookmark: _GoBack]Once this is done, you need to begin editing the movie clip. Unlock the layer called “Marker” and then proceed by changing the instance of the marker to your new marker art. You did this by duplicating “Fort_DArt” and hopefully changing it to something like “Whatever_DArt” Once you have changed the instance for both the discovered and undiscovered art, begin editing them both by opening the other movie clips. I would not recommend editing the main movie clip directly. Once this is done, save and compile it to an SWF and check ingame. If you have a problem, try and troubleshoot yourself OR if you’re in dire needs contact me on discord by adding the name below:
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