A.C.E_DXF version 0.4c     Changes
http://www.code-alliance.com/      XWING* section    {Rg/db/ol}
Changes

Note: This version will not read all XWA files; only basic XWA file types will work.

- Improved Hitzones.

- Overhauled Hardpoint editor. Check the hardpoint editor "Hints" button for new functionality and use.

- Added Multi select to the texture flipping and rotating buttons on the manual texture editor

- Added a Mod file to dxf converter, If you don’t know what a mod file       is then you don’t need it :-)

- changed hardpoint data file, and added a new one, so update your "Data" dir with new files if not extracting all
A.C.E_DXF version 0.4b     Changes
- fixed bug in opt read code that may cause all faces to be duplicated (XwA and possibly bop opt/op1 files)
- Added Engine glow deleter (deletes all engine glows in a mesh)

- Added Engine glow spreader (spreads the specified number of engine glows across a face) 


Works the same as the face splitters so the light blue line is where the glows end up, ignore the 
bright green line.

A.C.E_DXF version 0.4a     Changes
- fixed bug causing hitzone showing not to close

- fixed a bug in not changing the read only attributes in XwA FlightModels directory overwrites

- Added multi select to flip Vx, flip face normals button (auto uses multi selection if one)
- Changed palettes used in all xwvt/bop/xwa, written/extracted textures.
- Modified order of XwA files.

- Fixed bug causing XvT/bop crashes 

- Modified mipmaps (clearer now). note it also depends on your settings/video card etc on how fuzzy it looks. Brightness is also affected by settings.
A.C.E_DXF version 0.4     Changes
- Cleaned up some more code hope I didn’t break it.
- Added multi selection Scale and Move

- added engine glow save to project file. (forgot it)

- changed output XwA texture Id`s

- fixed bug in stitch of Tops/bottoms 

- Added Tiling of textures to Stitcher window, Can tile single selection or multi selection in vert,horiz or 
both directions. The Texture window is changed with a check box to show repeating textures. The scale 
amount is set with an edit box, numbers greater than one decrease texture size (2 is a good number), 
smaller than 1 result in the texture increasing in size. (0.5) to undo a 2

- Added Manual Face editor Flip texture in (t)(Vert) and Flip Texture in (s) Horiz buttons


Though the rotate texture 90 degrees button will accomplish the same thing.

- Removed from Face editor  Horiz,Vert, Vx number texture operations 

- Added new Face splitting tool on geometry editor

- Added Multi texture assigning on face editor, use is same as normal assigning except with a multi 
selection use the "set multi" button. Use of "Set TX" unaffected if there is a multi selection.

- Added Multi select and stitch code, three variations depending if stitching top/bottom, sides or 
rear/front. Selection order does not matter, if textures facing wrong way just rotate them 90 deg.


Stitching does not work properly if vertice order is wrong (not CCW), for that matter selection and 
Texture view suffer as well. All soft vectors should be set after this. Good idea to verify as well 
they line up.  

- Added/Changed texture rotation, moved the rotate 90 deg and added a rotate @ angle button


Both now rotate about the center of the texture. Crtl+R key has been removed.

- Scale texture will now scale in both directions at the same time.

- Moved previous editing tools from manual editor to geometry editor window; Hint button added that 
explains what it all does. (requires "edit_mfs.ace" required in Data directory)

- Changed Multi-select the currently selected face if part of multi-selection is darker green.

- Added texture window selected face coloring, the color is set on Options button "Colors" tab last item.

 
If you don’t want a color showing then set it to white.

- fixed bug when writing mesh 0 face 0 texture (if it was different than others) (not sure why this bug 
didn’t show before)

- Fixed bug in optimizer for vertex lists (helps when you tell it to do vertexes):-)
- Added Rotate Meshes to Scale editor. Allows rotating of meshes or complete model

- Enabled Hint button on Scale editor, (requires scale.ace be in Data directory)

- Added Multi-select Code Number of faces selected appear in Lower right box.


New keys assigned (see keys doc) Multi selected faces are Lime Green (not used for anything yet)

- Added Assign Face to Mesh, In Face Mode select face and choose the mesh to move face to. When mesh no 
longer has any faces left it is deleted
- You can add engine glows to project even if ship is destined to be XvT, 

· IF XWA and XVT found on your computer, asks what type of file to write;

· If XVT only found then, only writes XVT files

· If XWA only found then, only writes XWA files 

- Changed registry looks for Xwing Alliance now as well.

- Fixed bug in Insert Vertex (TTvertex out of bounds -1);

- Added/Changed, Manual texturing does not recalculate anything now. Use Main Menu"Calc”,

   
added calculate, face soft vector only, recalculate new TVx and Soft vect for face only and all soft         
vectors. 

   --- Suggested Usage.

       scale model to size.

       adjust (model shape) faces, vertexes etc as necessary in manual editor, 

       View textured, if faces missing flip vertexes, or remove faces (ship not hollow while viewing front 
 faces only in texture window, wire frame normally front and back)

       When all textures showing (on Outside (applying a texture helps to decide if it is inside or out)), 
 flip normals to point outwards from faces, recalculate all defaults (in order). Apply textures, move 
 if necessary with manual editor, recalculate all software vectors when done. save opt.

- Added engine glows to project file (XWA)

- Added Engine Glow Adder only (shows them and allows adding only)(edit them in XEG once opt written)

- Updated opt write code to write engine glows

- Updated opt read code to read engine glows

- Fixed bug in registry affects (JED2Prj JED Plugin only), to fix registry, open registry (regedit.exe) open key HKEY_CURRENT_USER\Software\Code Alliance\Ace_Dxf\ delete the sub folders. 

 - Added "UPDATE" button to Hardpoint editor


It will move the hardpoint to the location you enter in the edit boxes.
A.C.E_DXF version 0.3      Changes
- And Squashed Flightgroup redeclared texture bug.

 
NOTE: using flight group textures


Only use FG textures on FG faces and in the same order. Do not use a FG texture on a 
non-FG face, if you really want the texture then copy and rename it.

- Added key "F”, Adds a new Face, 


Select a face to copy, press "f" key, new face will appear in same orientation as 
selected face and offset in X & Y axis by the amount specified in "Face Offset" edit 
control on manual face editor,


For small ships < 45 meters don’t use anything much over 10.00 or it will disappear 
off your screen, for bigger ships like an ISD use a bigger amount at least 50 so 
you can see where the new face is.


This should be done with face facing towards you; it’ll be easier to see where it is.

- Added "PasteVx" on manual face editor


Pastes the copied location to selected vertex

- Added "CopyVx" on Manual face editor


Copies the location of selected vertex

- Added Vertex detacher, Detaches the selected vertex from other vertexes


(You should select the face first; to make sure it adds the new vertex to the face 
you want detached from the others)

- Got rid of annoying message when a face is not correct (soft vect calc`s), now displays in 
bottom right corner of ace window

- Adjusted triangle setting routine, if any vertexes are the same as Vx 3 on loading it 
will make it a triangle by setting the 4th vx to -1 (eliminates quad faces with 
double vx)

- Added an insert vertex button and select edge button on manual face editor


Select a face; press the select edge button until you get the edge to insert a 
vertex into you want (big bright green line, hard to miss it),


Then press " insert vx”, the new vertex will be added, to see it switch to vertex 
mode. A message appears in bottom right corner of ace when vertex is added.


(Doesn’t add vertex to quad face)

- Added a delete face button on manual face editor page


Removes the selected face forever (if you save project)
- Added a simple vertex move on Manual face editor page
- Changed Hitzone mesh type, the default is now "MAINHULL"
- Added a Scaling option "as XvT" 


On the Scale editor new check box, default is XWVT, if checked the model size is 
figured out according to what XWVT appears to use (20.5 units to 1 meter)


If unchecked model size is calculated according to bop size (41 units to 1 meter)


This seems to cure those ships that are twice as big in XWVT.


As always the scaling should be done before any other work proceeds.


(Scales come from respective craft database reports) 

- Fixed Mesh export routine. (Forgot about that one when dxf write was changed :-))
- Added Main Menu Item "Calc" Performs the calculations chosen, (Harry can’t do soft vecs with out redoing the faces tx calcs remember, and un tested)

- Fixed bug with redeclared textures

- Minor change to output Tx names tracker

- Minor change to tx written variable (affects FG)

- Increased initial edge and vertex normal variables (probably slows loading a bit or a lot, might have made them too big)

- Removed 200 face limit from planets (don’t go over a 1000) though, Lt`s Planet will blow up :-)

- Fixed bug in project load of flightgroup texture names

- Turned on the hint for the rotate texture 90 deg button on manual texture editor

- Adjusted Rotation editor rates (removed 10 and added 500)

- Added DXF Null Face Checker,

· Works when importing a DXF

· Message appears and model won’t load

· If all vertices in the face section add up to zero

· Reports the line number at the end of the bad "3DFACE" section.

· The user is responsible to alter the file.

- First debugging round changes to output code

- New opt output code

- New texture vertex list optimizer code

- New vertex normal list optimizer code

(Both of the above run when saving to opt, project should be saved then for new lists to be saved to project)

A.C.E_DXF version 0.2 b      Changes
- Added in abort of loading dxf if more than 200 faces in mesh (won’t write that many textures in one mesh anyway)
-Changed soft vector calculation warning.
-Added Model Center lines.


1. Turn them on/off with a radio button on the Options /Wire Frame tab.

    
2. Set the colors for each axis on Colors tab of Options.


3. Default settings are (when viewed as if sitting in a cockpit)



X axis purple solid line, indicates + X or right side



Y axis white solid line, indicates - Y or front



Z axis yellow solid line, indicates + Z or top


   The opposite ends are dashed lines of the same colors
-Added a button to manual texture editor to rotate the selected face texture 90 degrees with each press

-Added a radio button group to the Options page Texture tab, this new group will allow the texture window to show either front faces, back faces or front and back, it’s normal use would be front. 
A.C.E_DXF version 0.2 a      Changes
- Added two new buttons to the manual face editor. These flip the order of the vertices in one face or all faces in a mesh, they should be used before much other editing is done, as a lot of things much be recalculated, (this is for when you have faces not showing in the texture window, the order of your vertices is backwards, this will correct it.) 

- Moved the texture window button; it’s now up on the main toolbar
- If you want to use a version 0.01 project file there is a few options now.

  
1. You don’t need to remove any sections


2. If you just want to recalcute the face normals and the soft vectors (craft          
database and hud problems) then the command to use will be "PLANET"

  
3. If you want it to recalculate everything use "PLANET_ALL"


To do this use the "RUN" command on the start menu of win9*, use the browse and 
locate "ace_dxf.exe" then add a space and the word from above 


E.g.: c:\ace_dxf.exe PLANET

A.C.E_DXF version 0.2       Changes

- Added new button to Face editor, sets current texture to all faces in model

- Updated Dxf read once more, now reads meshes even if not in order (in dxf file)(too many   meshes problem)

- Changed mipmaps generator code (causing stripped ships) 

- New palette reducing code  (makes smaller opt files now)

- Speeded up movements when texture window closed 

- "PICK with Mouse" wouldn’t work when Texture window open - Fixed now

- Added XWA opt> DXF and XwA opt saving 

  (Probably won’t work for all of them){**********Disabled *******}
- Added Opengl info to Main Menu  /Tools

- Center view axis temporarily still out (not done with color stuff yet)

- Model will clear if newproj or open project selected 

- Added face or mesh selection at bottom of screen (displayed meshes/face start at 0 so you 

 Can only enter up to 1 number less) N & P keys still work as does mouse.

- Added remove mesh from texture window view when it is not shown in the wire frame.

- Think I finally licked OGL window lock up (according to win api HDC needs to be called     every time once it’s been called by another drawing device)(slows down display) 

- Option for front face or front and back faces  (front face only doesn’t pick!!!  )
- Soft Vector calculations added to planet generator as well also auto save added 

- Face Normal Calculations take into account if vertices are too close

- Removed Old Options windows for setting window sizes, Replaced with new window, 

- Some color options added 

- Soft vector editor added (though not really needed) used for setting texture direction in   database and software game

- New soft Vector calculations added

- OPT file LOD distance fix readded again!

- Fixed movement rate bug in Rotation editor

- Changed Movement Keys from Alt to Ctrl to get rid of Beeping. See Keys Text 

- Changed New Project operation

  Now it will allow overwriting of an existing project file, also automatically

  Saves imported dxf to project file when Import Dxf is used. 

- Export Opt to Dxf has been turned off once a project is opened.

- Modified DXF output/input file routines.

-  Following files are redundant (no longer needed) and should be deleted.

  Data Directory 
  - Dxf*.ace
  SaveDir Directory
  - *.Dxf (made with Ace_Dxf Ver0.01) Try one first they might still work.

  - DM_DXF.TXT

  - Opal.ace
- Fixed "Exit" menu item.

