MAT’S Scasm Editor

By Ralf-J. Triebel (X_MAT)
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The idea to program this tool came up when Andreas Klisch, Martin Wright and I met in London in February 2001.

We all have had worked a long time on objects for FS98, CFS1 / 2 qand FS2K. During this work we started over more and more to manipulate our objects with  text editor mainly because the available programs did not include the features we needed as “sloped” roofs, reversed rotation a.s.o. 

The first active objects I have seen were from Dan Geis and also a marshaller api ( from a guy named Yuma which was modified many times by others) and I was always fascinated how they did it. The next active objects I have found were from Martin. I have had downloaded the “battle of bulge” scenery for CFS1 from Steve McClelland and was fascinated by a crashed tank. It was the first time I wrote him a mail……..

Martin used a kind of “pseudolooping” at that time to move the CFS1 objects and had released different active libraries. I the following time I pestered him until he changed  one of Dan Geis carriers into a moving object. 15 seconds forward / back, holy smoke…..

My own start was with automatically opening doors ( by using Monitor3D and Martins way of “looping”) , landing parachuters and radars that rotate up to 180 deg and backwards then. They never do that in reality but I was trying to find out how it could work.

At the same time Andreas lead me into the manually coding of vectorjumps. It is no joke but some of the objects I have done with his help have a five times nested jump.

However: A lot of fun and a lot of typing, copy and paste…….

MAT’s Scasm Editor is the result of all this and is programmed to help us three and hopefully some others to avoid endless hours of typing. It contains some of the functions we are often using and will ( hopefully ) be extended with all important commands in future.

MAT’s Scasm Editor is not a tool to create objects or design sceneries. It is (and will be) a tool for object designers which are intimate with Scasm! You have to know what you are doing. I will take no responsibility for the results and please take note that there is no time on my side to give an introduction into object designing.  

I’m interested to be informed about bugs and if you have a good idea what sensefully should be included feel free to contact me.

Many thanks to :

Martin Wright and Andreas Klisch for friendship, constant support and millions of ideas.

Manfred Moldenhauer for Scasm.

Tom Hiscox for his still continuing efforts on Airport 2.60.

Dan Geis for his objects that made me a “scenery addited”. 

All others that published freeware-tools to let us continue to create a better simulated world 

Ralf-J. Triebel

Hannover, Germany

mat@combatflight.de
visit:    http://www.combatflight.de

http://www.mnwright.freeserve.co.uk
Installation:

This beta version comes as a zip file. Please create a new folder and unzip everything into that folder.

Doubleclick on the Scasmeditor.exe to start the program.

Known bugs / problems:

01.06.2001:

1. No documentation / helpfiles:

At the time I have not found out how to make this MS helpstuff working….

2. Eventually problems with the decimal point on german and french versions of  windows:

I have always set my default settings to the decimal dot because most of the programs are working fine with it. I do not plan to make it work with the “,”

3. The variable 282 in the Movement / Rotation section is not working properly 

I will work that out…

4. The Search / Replace Bitmap looks a bit wired

I have had no time to overwork it. I have used a standard Search and Replace Dialog and will see if I am able to write a new function. But it is working… ;-)

