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Other copyrights trademarks not mentioned belong to their respective owner(s)





Updates can be found at  http://www.darkjedi.com/       XWing*  section





Well here it is so you people do some research and find out what happens and i`ll work on some more  things that are different in Xwa, when you find out something please leave me a note on the http://www.darkjedi.com/    xwing* message board.








License and Disclaimer





The Author grants the user of this software unlimited use of this software, provided the User agrees to the following.


The user will not hold the Author responsible for any loss or damages implied,real or otherwise through the use of this software. The user accepts all risks associated  with using this software.The user accepts the responsiblity for complying with game software licences in regards to distribution/modification/use of game files.


There is to be No Charge for this software. This software is not to be distributed by commercial means, ie CDRom,Floppy disk etc. The author retains the copyright to this software, it is not transfered to the public domain.








Requirements





- OpenGL . 


- XWA opt`s








Changes and Known Things





Ver 03





- Added color changing the meshes


- Added a cone shape for glows , won`t look right on a flat type of glow .


- Added movement rate change


- Changed the vectors look .











- Added a copy all color button 


  	Copies the current colors to all engine glows


- Added a copy vector button 


	Copies the current vector settings to all vectors 


- will not display some models .. will look into that think it`s flat meshes doing it.


- no idea what some of the settings do ,, when you find something leave a message pls.. 








Installation


 


Simply unzip to a directory of your choice. 





On first start up it will create a subdirectory "Projects"  , all opts opened will be copied to there and modified there. It will also create " \Data " the file " Colors.dat " must be there for Xeg to run, it will close if this file is not present.





*** Note , This application writes everytime you change something (no prompting), though you can simply open your original opt again to replace the project opt if it gets corrupted for some reason.








Instructions





You can only open  opt`s , any opt opened is copied to the projects directory, and that is the file that gets modified.


If the opt has an engine glow it will start up, else you get a message.It also only displays meshs with engine glows. so you won`t see the entire model.





Theres is a pile of numbers in these blocks and i`m not sure what they all do yet. So you get to play..:-)





The first two things will be the colors of the glow,  You can set these by single clicking in the list box ,a new window will open to allow you to choose a new color, there is an "ALPHA" value you should set that first,(0 to 255)  it should be the transparency amount, then click on the colors button. a color dialog will open allowing you to choose the new color, it will then update itself after that.





There is a Center Point (xyz)  this is normaly in the center of the engine exhaust port.


Two ways you can move it.


1. When the editor opens  change to face mode (Main Menu Display/Face), choose one of the engine exhaust faces if more than one. , press the "center" button  this will move the point to the center of the selected face (it gets you close), then reopen it and adjust the position by typing in new coordinates and pressing the "Man ok" button.





2. adjust the coordinates using values you type in and press the "man ok " button.








The main vector (x,y,z)  is the most confusing, The X  determines how wide the glow will be, Y=  the height , Z =length. The z is easier to see if the wingman is awaiting orders, it should be short as the game will make it bigger when speeding up.





The Yellow is the X axis , Blue Y axis , Green Z axis  as shown in the display Best thing to do is have a look at some models before you begin changing things.CorrelianTransport and Awing are good starters.





The other three are values from 0 to 1.0  i assume these are some sort of fog or transparency density or possibly more scaling values, most of the time they are set to 1.











Keys and Movement





+ , - 			Zoom in/ out





Shift + Arrows		Move Model left,right,up,down





Arrows ,


Pg up ,Pg Dwn 		Rotate x,y,z, around axis





N ,P 			Select next/previous  mesh/face








Left Mouse Button 	Select mesh / face















































