Jed2Prj  ver 0.1





Jed2Prj is CopyRight  © David Lovejoy (StealthJedi) 1999 


Jed is programmed by Alexei Novikov





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





This plugin is designed to allow you to edit a Jed level and export it to an Ace_Dxf project file.








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/modifictaion/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





- To Run Jed  a JediKnight or Mysteries of the Sith CD


- Jed must be running to use this plugin








Changes and Known Things





- all new


- an error in Ace_Dxf registery will cause the plugin to ask you to locate Ace_dxf.exe everytime


 	(i`ll fix ace with next version)








Installation


 


Unzip to a directory of your choice. Then in the "Jed\Plugins" directory make a shortcut to Jed2Prj.exe














Instructions





This plugin lets you edit a Jed level showing in Jed to be XWing * OPT friendly, ie you can delete faces and vertices you normaly could not do in Jed. Then it will save the level to an ACE_DXF  project file.





At the current time it only exports the geometry, texture information is not saved yet.








To get started , there is 4 buttons , one is hidden until the model is ready to be saved.





To make the ship you make in Jed to be opt compatable you need to reduce the face vertex counts in Jed to 3 or 4 per face.


remember the idea is to make the model Hollow.





The First button with the check mark will tell you which faces need to be modified,it also will tell you which faces are adjoined.


The adjoined faces are not needed in an opt so they will not be exported, you can ignore those faces.


You can reduce the vertex`s a number of ways,by recleaving the faces, or removing extra vertices from the face that would normaly be needed in JediKnight but not in an OPT, such as where you cleaved,and it attached a new vertice to a side face.


Also there is the ablity to remove whole faces.





The second button removes the last selected face, (i say last because it does not care what map mode you are currently in the last face to be selected gets deleted)





The third button removes vertices from a face , i suggest you select the face first then switch to vertex mode and choose the vertex. (this is handy for getting rid of those extra added vertices Jed adds. it also does not care what map mode you are in .)





Be aware when you remove something such as a face it will appear it is still there at times, it is gone and you will no longer be able to select it. It is simply the other faces around it making it appear the face is still there, you should move the vertices then to cover the hole you just made..





The same goes for vertices in some cases ,it may appear a new face has appeared, but in fact it is a gap in the outside of your ship..





When all the faces are down to 4 or 3 vertices (except adjoined ones) then the fourth button will appear allowing you to export the file. It will start in the Ace_Dxf directory and ask for a *.prj name.. Just type in a new name.prj and it will create a new project directory for you and place the project file plus a copy of default.bmp in that directory. You then may open the project in ace.. 





I strongly suggest you Rescale the model and resave it the first thing you do in Ace_Dxf. Jed units are very small compared to XWVT so don`t be afraid to make it BIG in Jed. If the model is very tiny ACE_DXF will show it to be really big perhaps not even in view. Rescaling the model will fix that.











Once you have the hang of what to do, to shape it ,it is quite an easy thing to do . I would suggest you start with a simple shape to practice on first.









































