SCASM tutorial part III, by Corrado La Posta

Introduction

----------------------------------------------------------------------

In this third part I deal with the new (introduced with CFS2) 

instruction ANIMATE.

----------------------------------------------------------------------

Required knowledge: you have to be familiar with programming tecniques; this will require perfect knowledge of the previous SCASM AI ANIMATIONS tutorial.

----------------------------------------------------------------------

The tools: You will need some software tools to work with, mainly a SCASM compiler-decompiler and an HEX editor.

SCASM tools: many excellent ones on Trevor de Stigter site: http://www.globe.net.nz/~tdestig/index.htm.

HEX editor: many are available as freeware on the NET; I use Frheddy, have a look at: 

http://hotfiles.zdnet.com/cgi-bin/texis/swlib/hotfiles/info.html?fcode=000VOX&b=

----------------------------------------------------------------------

The new instructions: 

CFS2 introduces some new var formats and instructions to use them, the most important being the ANIMATE one.

This works much like the old TransformCall one, being more powerful and even simpler.

Here is an example of and old part of the SCASM code that rotates a certain part using the TransformCall command:

:L003D8E

IfVarRange( :L003EE2 6E -32768 32767 )

;     Skips to :L003EE2  if Wheels (0 = up; 32767 = Down) not in range -32768 to 32767

    TransformCall( :L003DC6 1724 618 -49

                    0.00000 00 90.16150 00  0.00000 00 )

    Jump( :L003EE2 )

:L003DC6

    TransformCall( :L003DDE 0 0 0

                   -2.40057 00  0.00000 00  0.00000 00 )

    Return

:L003DDE

    TransformCall( :L003DF6 0 0 0

                    2.40057 00 -90.16150 00  0.00000 6E )

    Return

:L003DF6

    TransformCall( :L003E0E -1724 -618 49

                    0.00000 00  0.00000 00  0.00000 00 )

    Return

:L003E0E

    Jump( :L003E12 )

:L003E12

    IfVarAnd( :L005CDC  90  0002 )

    VecPoints( 1    ; 8 points

… CODE THAT DRAWS THE PART …

Return

Here is the same rotation obtained using the new ANIMATE instruction:

:L003D8A

Dwd( 3 )

Dr4( -1 )

Dr4( 0 0 0 0 )

Dr4( 0 0 0 0 )

Dr4( 0 0 0 0 )

Dr4( 0 0 0 0 )

Dwd( 2 )

Dr4( 0 )

Dr4( 0 0 0 1 )

Dr4( 200 )

Dr4( 0 0 1 0 )

:L003D8E

Transform_Mat( 1724 618 -49




1 0 0 




0 1 0




0 0 1 )

    Varbase( :L003D8A )

    Animate( :[-1] 9C 1 0 0 0 0 )

    Varbase( :[-1] )

    Transform_Mat( -1724 -618 49




1 0 0 




0 1 0




0 0 1 )

VecPoints( 1    ; 8 points

… CODE THAT DRAWS THE PART …

TransformEnd
TransformEnd
TransformEnd

Return
Lets point out the differences;

1) there are no more calls, just sequential instructions

2) the instructions use an existing table of values, in the example it follows label :L003D8A

3) Each Animate and Tansform_Mat instruction needs to be closed, after the part code, with a TransformEnd

The numbers highlighted in green governs the rotations and the amplitude of the movement; the first three values refer to x, y, z axis rotations; try to change them and have a look at the results. 

The number in red (hex) refers the appropriate variable. Here is a list of the ones available in the included CFS2EMPTY.MDL file, their meaning and usage; this way you will have access to some native CFS2 keys usage:

Var – action - key

98 – gear – G

9C – Canopy – Shift+C

A6 – Engine/Start

AA – Engine cowling flaps - Shift+E

AE – Folding wings – Shift+W

B2 – Right landing gear  - G

C2 – Spoiler – D

BA – Left landing gear  - G
BE – Folding wings – Shift+W

C8  – Hook - Shift+H

More on this subject in the FS2000 SDK (www.microsoft.com) and in the docs by Manfred Moldenhauer that come with your SCASM compiler.

Corrado
Mc5834@mclink.it
http://www.isoliti4gatti.com

October, 20th, 2001
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