The Visual PinBall Editor

	The Editor may look a little intimidating at first, but we will cover all the basics to get you well on your way to creating your very own pinball table. The Editor is the main part of building a table.  From here we add our walls, lights, bumpers, targets, and all the rest of the objects that are part of a pinball table.

Note. In the picture to the right, the Options box is selected.

With Options selected you gain the access to the properties of selected items.

You can see the Options to the far right of the screen. In this Picture, the Table is selected.
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First off, lets get the tool bar out of the way, this will show us how to load/save our tables.
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The very top (Dark Blue) is the name of the table that we have loaded into the VP Editor.

First we’ll look at the File options
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New – Creates a new basic table


Open – select a table you want to open


Close – Closes the selected table


Save – Saves your table that’s opened


Save As… saves your table with a name change


Export – Exports a blue Print of your table for editing in a drawing program.


Exit – Exits Visual Pinball  or (VP) for short
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