VECCALC FOR JED (VERSION 1) 	





A PLUG-IN FOR THE JEDI KNIGHT LEVEL EDITOR "JED" (VERSIONS 8 AND HIGHER)








OVERVIEW


"VECCALC FOR JED" CALCULATES THE UNIT VECTOR BETWEEN TWO POINTS IN JED. THE UNIT VECTOR IS A REQUIRED VALUE WHEN USING CERTAIN COGS (eg. SECTOR THRUST, CONVEYOR).








OPERATION


1. INITIAL USE


PUT ALL THE UNZIPPED FILES IN THE \ JED \ PLUGINS DIRECTORY.


START JED AND LOAD A LEVEL, OR SAVE A NEW ONE. DON'T FORGET TO USE A SEPARATE PROJECT DIRECTORY FOR EACH LEVEL OTHERWISE  THE SAVED LEVEL MAY NOT LOAD.


 "VECCALC FOR JED" USES 'OLE' TO INTERACT WITH JED SO IT CANNOT OPERATE ON IT'S OWN. 





2. MULTISELECTIONS


BEFORE STARTING "VECCALC" PICK EITHER TWO VERTICES, TWO THINGS OR TWO LIGHTS. THE "FROM" POINT WILL BE THE POSITION OF THE FIRST OBJECT SELECTED AND THE "TO" POINT WILL BE THE SECOND. IF YOU SELECT MORE THAN TWO, ONLY THE FIRST TWO WILL BE USED. IF YOU SELECT ONLY ONE, THEN THAT WILL BECOME THE "FROM" POINT AND YOU WILL HAVE TO ENTER DATA FOR THE "TO" POINT.


THE SELECTIONS ARE NOT UPDATED IF YOU PICK NEW ONES WHILE "VECCALC" IS RUNNING.





3. CLEAR BUTTON


THIS WILL CLEAR ALL MULTISELECTIONS FOR ALL OBJECTS IN JED, AND SET ALL VALUES IN "VECCALC" TO ZERO.





4. EQUALS BUTTON


PRESS THIS AFTER CHANGING ANY VALUES TO GET THE NEW VECTOR, WHICH IS ROUNDED TO TWO DECIMAL PLACES.THE VECTOR RESULT IS AUTOMATICALLY COPIED TO THE WINDOWS CLIPBOARD, SO IT CAN BE PASTED IN JED'S COG SECTION.








QUESTIONS


Q: WILL THERE BE A VERSION 2?


A: MAYBE. SELECTING SURFACE CENTERS MAY BE POSSIBLE WITH FUTURE VERSIONS OF JED.





Q: HOW DID YOU PROGRAM IT?


A: USING DELPHI 3 AND THE OLE SPECS PROVIDED BY JED'S AUTHOR, ALEXEI NOVIKOV.





Q: HOW LONG DID IT TAKE TO PROGRAM?


A: VERSION ONE TOOK HALF A DAY,  AND I'M NOT EVEN A PROFESSIONAL PROGRAMMER (YET!).





Q: HOW DOES IT WORK?


A: IT FIRST READS THE MULTISELECTIONS FOR EACH MAP MODE AND WRITES THEIR POSITION COORDINATES TO THE BOXES IN "VECCALC". WHEN EQUALS IS PRESSED, IT CONVERTS THE BOX VALUES TO REAL NUMBERS AND CALCULATES THE UNIT VECTOR USING BASIC TRIGONOMETRY. ALEXEI NOVIKOV HAS DONE SOME TUTORIALS ON VECTOR CALCULATIONS WHICH CAN BE DOWNLOADED AT DARKJEDI (http://www.darkjedi.com).





Q: IS IT EASY TO WRITE PLUG-INS FOR JED?


A: YES, IF YOU KNOW THE BASICS OF PROGRAMMING. DELPHI AND OLE ARE BOTH EASY TO USE.





Q: DO I NEED DELPHI TO WRITE PLUG-INS?


A: NO, YOU CAN USE ANY LANGUAGE THAT SUPPORTS OLE. JED WAS WRITTEN IN DELPHI BY THE WAY.





Q: SO ARE YOU A DELPHI FANATIC?


A: YES, BECAUSE I THINK C++ WAS DESIGNED BY ALIENS, AND VISUAL BASIC WAS DESIGNED BY SLOTHS.





Q: WHY SHOULD I WRITE PLUG-INS FOR JED?


A: BECAUSE LEVEL BUILDING AND COG PROGRAMMING ARE DIFFICULT. THE EASIER WE MAKE IT, BY WRITING PROGRAMS TO DO THE HARD STUFF, THE MORE LEVELS WE CAN EXPECT TO SEE.





Q: CAN I WRITE PLUG-INS FOR JKEDIT?


A: NO, BECAUSE JKEDIT DOESN'T HAVE OLE YET. BESIDES, IT'S JUST AN INTERACTIVE TUTORIAL FOR JED :-)








CHECK FOR THE LATEST VERSION OF "VECCALC FOR JED" AT;


Imperial Detention Center 


www.rpi.net.au/~cu/main.html





IF YOU NEED ANY FURTHER ASSISTANCE OR HAVE ANY BUGS TO REPORT, EMAIL ME;


Craig Urquhart (UGG_BOOT) 


cu@rpi.net.au








