TrackMate V1.0 BETA 3





0. What's new?





Feb  9, 1997: V1.0 BETA 3


Bugs fixed:


- all I knew, meaning:


  you can now copy, rotate and mirror track areas


  both if source and destination are identical and


  if they are in different situation files





Feb  8, 1997: V1.0 BETA 2


New features:


- Lower Source to Elevation 0 (see description in section 3)


- Add Source to Destination (see description in section 3)


Bugs fixed:


- Fixed mirror bug. Rotating and mirroring elevation and texture data should now  work flawlessly.


- Fixed copy bug that caused TrackMate to copy one extra row and column in the ground box layer.





1. What is TrackMate, why does it exist?





When I started using the Monster Truck Madness Track Editor TrackEd, I soon realized, that the interesting parts of my track where too far apart. I wanted them closer together.





Unfortunately, TrackEd does not offer a convenient way to copy large areas, especially if one needs to copy ground elevation, ground box elevation and texture.


So I went to work and tried to analyze the structure of the different files that MTM uses to store Track information (It's quite simple, by the way. If anyone needs further information, feel free to email me).





The attempt proved successful, and TrackMate is now able to copy whole (rectangular) track areas. Even better: It can rotate and mirror them before copying.





Another task TrackMate is very well suited for is rotating a given


turn texture. If you follow TRI's suggestion and create a circle


of the needed turn patterns, you now only need to create one turn


and copy and rotate it three times with TrackMate. Saves a lot of work.





2. How to install TrackMate





Simply copy the file TrackMate.EXE to a directory of your choice. (I prefer the MTM directory, but it's up to you). The Program is then ready to run





3. How to use TrackMate





First of all, you should not be working on one of the tracks (source and destination). TrackEd can run in the background without a problem, but it should be in the main menu or editing another track while TrackMate is doing its job.





I suggest strongly that you backup source and destination track files in the data directory before using TrackMate.





After starting TrackMate, you will see the following dialog:





�








The Elements:


Situation Names w/o file extensions


Enter the names of the source and the destination situation. These are the same names you use in TrackEd. Do not add any file extension (like .SIT, .RAW, etc.). Source and destination can be the same!





Source Coordinates


Enter the TrackEd grid coordinates of the lower left and upper right corner of the source area. Use TrackEd's ALTITUDE EDITOR to get the coordinates. They are displayed in the upper left corner. (What I call Y, TrackEd calls Z, but who cares?)





Destination coordinates of former lower left corner


Destination coordinates should be clear. But why "former lower left corner"? Quite simple. As soon as you rotate or mirror the area, the former lower left corner is no longer the lower left corner. But it is still used as reference point for pasting the area.


Rotate 90 degrees:


	former lower left corner is now the lower right corner.


Rotate 180 degrees:


	former lower left corner is now the upper right corner.


Rotate 270 degrees:


	former lower left corner is now the upper left corner.


Mirror X:


	former lower left corner is now the lower right corner.


Mirror Y:	


	former lower left corner is now the upper left corner.





Layer Selection


Check the layers you want to copy. "Ground Elevation" is the normal landscape, "Ground Texture" its texture. "Ground Box Elevation" is the layer containing tunnels, bridges, etc.


"Ground Box Texture" ist the texture of the ground boxes.





Rotate or Mirror Area


Select the desired transformation. All rotations are counterclockwise. I know that TrackEd rotates clockwise, but this way it is mathematically correct.





Now type in the source and destination situation names, the coordinates you want to copy, select the layers that should be affected, and choose a rotation or mirror the area. If you have entered all values, press the OK button.


TrackMate will now modify the situatiuon files accordingly.





Miscellaneous


The best way to explain this seems to be an example.


Let's assume you've built a wonderful bridge on a flat area on top of an elevation 50 hill (the lowest point of your bridge has elevation 50, the highest point of the bridge is at elevation 80).


You now want to copy this bridge to another flat area on a hill of elevation 90.


If neither "Lower Source to Elevation 0" (short: LOWER) nor "Add Source to Destination" (short: ADD) are checked, you will get a hole in your target hill with your bridge at elevation levels 50 to 80 (the elevations have been copied from the source area). I dont think, that's what you wanted...


If only ADD is checked, the source elevations will be added to the destination elevations. You'll get a bridge from elev. 50+90=140 to 80+90=170. Still not perfect for a bridge on a level 90 hill.


But if you check both ADD and LOWER, TrackMate will first "normalize" the source to elevation 0 (it will "lower" the source bridge so that its lowest point is now at an elevation of zero). Then the normalized bridge elevations will be added to your destination area.


Voila! You've got a bridge on your elev. 90 hill, ranging form elev. 90 to elev. 120. Perfect!


A little quiz: What do you get, if only LOWER is checked?


Right. There will be a hole in your level 90 hill with a bridge at it's bottom. The lowest point of the bridge will be at elev. 0, the highest at level 30.


Important:The source area is not really lowered! TrackMate only calculates an offset for the destination area. The source will not be changed!





Coping with TrackEd's quirks


One last problem remains. TrackEd will not see any changes made to a track, unless it is forced to reload the situation


Example: you are editing the situation MYSIT, then go to TrackEd's Main Menu and change 


MYSIT with TrackMate. After switching back to TrackEd, you choose the LEVEL EDITOR from the menu, and when asked for the situation to edit, type MYSIT.


TrackEd will work just fine, but the changes made by TrackMate will not be visible in MYSIT.


Workaround: Let TrackEd edit another Situation, while you are using TrackMate.





Step by step instructions for the procedure (we assume you are just editing the situation MYSIT in TRI's TrackEd):


* Leave the LEVEL EDITOR (do not forget to save your changes)


* select LEVEL EDITOR from the Main Menu, when asked for the situation name, type any situation name but MYSIT (I prefer "DRAG"). TrackEd will begin to load it.


* Switch to TrackMate (TrackEd will continue in the background), use TrackMate to modify MYSIT.


* When you return to TrackEd, it's probably finished loading DRAG. Exit to Main Menu.


* Select LEVEL EDITOR and continue working with MYSIT. The changes are now visible.





4. Known Bugs and Limitations (it's still BETA!)





Bugs:


- File I/O is without error handling! Specifying a wrong filename will crash TrackMate but cannot damage any data. Simply restart it.





Limitations:


- Objects in the area will not (yet) be copied or even moved.


- TrackMate will probably not work, if TrackEd has not been installed in the MTM directory.


- The light source shading is not correct after the copying. This should not matter, as long as you still develop your track. If it is finished, simply delete your situations .LTE file and the next time you edit your track in TrackEd, the new shading will be calculated.


- (almost) unpredictable results when the adding of elevation data results in a value that is greater than 255.


- (almost) unpredictable results when the destination area crosses the grid boundary.


- If you copy textured areas from one track to another, TrackMate will add all needed textures from the source track to your destination track. Unfortunately that may result in more than 255 textures in your destination track which will cause MTM or the Track Editor to crash. THIS IS NOT A BUG OF TRACKMATE!


To minimize the risk, do all intertrack copying (between different tracks) while your new track doesn't use too many textures, or


make sure that source and destination tracks use almost identical textures.





5. The Future of TrackMate





- copy, and rotate objects in the selected area (mirroring is too hard, since one would need to edit the .bin files)





6. Where to find TrackMate





Try


www.mathematik.uni-marburg.de/~pieper/mtmutil.html





7. The author of TrackMate





Oliver Pieper (alias 8589Redburne in MTMA)


Student of computer sciences at the Philipps-University of Marburg, Germany.





email: pieper@informatik.uni-marburg.de


WWW: www.mathematik.uni-marburg.de/~pieper





