SHATTTER (VERSION 1) 	





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








OVERVIEW


"SHATTER" ALLOWS YOU TO CREATE GLASS SURFACES AT ADJOINS, WITH THE OPTIONS OF BEING BREAKABLE, RESISTANT OR MAGNETICALLY SEALED. YOU ONLY NEED TO PICK ONE SURFACE, AND YOU CAN SELECT ANY NUMBER OF ADJOINS TO COVERT.





VERSION 1:


- SETS THE TEXTURES FOR BOTH ADJOIN SURFACES.


- SETS THE FLAGS ON BOTH SURFACES.


- ADDS THE COG (00_breakingglass.cog) FOR BREAKABLE GLASS IF REQUIRED, AND SETS IT'S VALUES.


- SETS THE FLAGS FOR MAGNETICALLY SEALED GLASS IF REQUIRED.


- WARNS YOU IF A SURFACE IS NOT PART OF AN ADJOIN.








OPERATION


1. INITIAL SETUP


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.


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





2. SELECTING GALSS SURFACES


SELECT ONE  SURFACE FOR EACH ADJOIN YOU WANT CONVERTED TO GLASS. 





3. OPTIONS


CLICK OF THE "<<" BUTTONS TO SELECT A DIFFERENT GLASS TEXTURES. THE SELECTED TEXTURE IS APPLIED TO BOTH SURFACES OF THE ADJOIN. THE GLASS PROPERTIES CAN EITHER BE  "BREAKABLE", "RESISTANT" OR "MAGNETICALLY SEALED". EACH OPTION EXCLUDES THE OTHERS. 





4. CREATE BUTTON


PICK THE "CHANGE" BUTTON TO CREATE THE GLASS SURFACE.








KNOWN BUGS


1. THE SELECTION SET WILL NOT UPDATE WHEN YOU MOVE BETWEEN JED AND WATER WORKS. RESTARTING WATER WORKS GETS THE CORRECT SELECTION SET. 





2. WHEN STARTED, IT MAY NOT DETECT JED RUNNING AND WILL  ATTEMPT TO START ANOTHER JED WINDOW. ON THE RARE OCCASIONS THIS HAPPENS, YOU MAY HAVE TO RESTART YOUR SYSTEM.








QUESTIONS


Q: WILL THERE BE A VERSION 2?


IF YOU CAN FIND A NEED FOR ONE (BUGS, MORE OPTIONS).





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 TWO HOURS, SINCE IT IS VERY SIMILAR TO MY "WATER WORKS" PLUG-IN.


IT WASN'T PRACTICAL TO PUT THEM BOTH INTO THE ONE APPLICATION THOUGH.





Q: HOW DOES IT WORK?


A: BY USING OLE TO GIVE THE SAME COMMANDS YOU WOULD GIVE IN JED.





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 BACTERIA.





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 "SHATTER" 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








