STEP 1:
Open the "Y64 Manager" and go to the "Converter" tab.
Select your Y64 file as Source and Target file.

Select the option Comm2Versionl (= the first option).
Press the "Convert" button.
Exit the program.
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STEP 2:

Drag & Drop your MA2 onto the XmIConverter.exe.
Open the file Description.xml (inside the folder *. MA2.XFILES) and change the line
<Ver si onSi gn>Com®2</ Ver si onSi gn>

to

<Ver si onSi gn>Com®R2Deno</ Ver si onSi gn>
Repack the file (drag&drop the *. MA2.XFILES onto the XmIConverter.exe).

STEP 3:
Copy MA2, SEC, Y64 into the C2 Demo folder MISIONES\RY
Add MA2, SEC, Y64 in RY.MIS
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STEP 4.
Run main.exe and start a new game (just hit ENTER 4 times).

STEP 5:
Press Ctrl + E and open the "Elementos de Mapa" tab, press the “Railes ?” button.
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STEP 6:

Left Click on the map to add the points.

Select a point, hold CTRL, click on another point to create a route between the two points.
Adjust the path by dragging the points or the red dots of the curves.

When you are done, press this button...
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...and finally press the "Probar cambios" button...
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This will write the points and curves to the MIS file and restart the mission with the new path.

Press CTRL + T and select "Railes" to view the results.

STEP 7:
Now you can open RY.MIS and copy the values from the .RAILES_NUEVOS section.



