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INTRODUCTION





I’ve been asked by to explain some of the other parts of the NWX file in more detail and so I’ll try to include this into my description of the editor below.





HOW THE NWX FILE WORKS


The NWX file is basically contains a series of animation sequences.  Each of these apply to one action.  The number of sequences in the NWX file can vary, depending on the type of object. 





So for example:


TREE - just the one standing still sequence,


BOTTLE - two sequences - standing normal & smashing,


BADGUY - many sequences - a running sequence, a shooting sequence, a dying sequence, etc...





The information for these sequences is displayed in the choreography page of the editor.





NOTE - I will be using the following NWX files as examples within the document.  These can be found in the OLOBJ lab file.


Tree01.nwx


Bottle01.nwx


bgy1.nwx





CHOREOGRAPHY


The basic choreography page of the window lists all of the sequences defined for that object.  So for the tree nwx you’ll see just the one entry in the list, for the bottle you’ll see two entries and for the badguy you’ll see lots (39 in fact).





Remember that each one of these represents am entire sequence, whether it be a still shot or a complex running sequence.





To see how each sequence is made up you can double click on a particular entry in the table.  This will bring up a new window showing all the information for that sequence.  The badguy is probably the best to show this so I explain using this file.  For character files I have found that the choreography (chot) number for different actions are the same for each nwx file.  For example the chot 0 is always the standing sequence and chot 1 is always the walking sequence.  This is why using badguy nwx files in place of the regular players in multi-player levels works.  No matter what character you use OL will use chot 0 as the standing sequence and as the chot numbers are always the same, the standing sequence will get drawn for what ever character nwx your using.





OK - lets have a look at bgy1.nwx - you’ll see that there are 39 chots within the file.  Each has a separate entry within the table and the number of each is shown in the first column (ID#).  Double click on the first entry in the list, chot 0, as I’ve already said, this is the standing sequence.  





A new window appears - This information basically says what frames to draw for this standing sequence.  You’ll see that in this new list there are 14 rows.  Each row in this table represents a different view.  The first row is the guy standing directly towards you, the last row is the guy standing directly away from you.  The in-between rows are the in-between views.  





Note that only half of the views around the object are shown here.  That is, the guy standing facing left is in the list - the guy standing facing right is not.  The OL engine will flip the images to get the rest of the circle of possible views. (Actually I’ve just been looking at this and I think it might do something else with the frame numbers)





Each row within the list says what images to display for this view.  So for this example the top line, which is the badguy facing towards you, says display image 79.  After this there is a whole series of  numbers (-1, 1, 0, -1, 0)  To tell you the truth I have no idea about these - I’ll let someone else figure it out.  Anyway so looking down the list (ignoring the other numbers) you’ll see that:





0°		is FRAME 79   (forward view)


13.8°	is FRAME 79


27.7° 	is FRAME 80


41.5° 	is FRAME 80


55.4° 	is FRAME 80


69.2° 	is FRAME 80


83.1° 	is FRAME 82


96.9° 	is FRAME 82


110.8°	is FRAME 82


124.6°	is FRAME 82


138.5° 	is FRAME 84


152.3° 	is FRAME 84


166.2° 	is FRAME 84


180° 	is FRAME 84    (back view)


So basically the CHOT table show which frame needs to be drawn for each view.  For still objects you will notice that each view around the object has been given the same image, for example the tree nwx uses FRAME 0 for each view, you never see a side view or a back view.





The above describes how a still view is stored, an animated sequence like running, is stored in the same way except that there are multiple FRAME numbers for each view.  Have a look at the bad guys running sequence, CHOT 1.  Again we have special numbers between the FRAME numbers but you can normally pick out the sequence easily.  So the top row, the guy running towards you, uses the following FRAMES: 87, 88, 89, 90.  





FRAMES





OK so you’ve read the above stuff and now you know what FRAMES are used for a particular sequence, If you are trying to change just this one sequence you’ll need to know what CELLS (images) are used.  That’s where the FRAME comes into play.  This section is all pretty basic so I don’t intend to say much.  Basically for each frame there is a CELL to tell the engine which image to use and  X & Y values to tell it where to draw it.  There is also some unknown stuff which is...umm...unknown.  (hehe). 





So if we take the running forward sequence from above we know it uses FRAMES 87, 88, 89, 90.  Look these FRAMES up in the NWX Editor and you see which CELLS these represent.  





FRAME 87 uses CELL 66


FRAME 88 uses CELL 67


FRAME 89 uses CELL 68


FRAME 90 uses CELL 69





Pretty basic huh?  So why have CELLS and FRAMES, well it lets you use the same image many times in different ways without having to store the image information multiple times.  If you look at a sequence for a side view you see why - I’ll use the running sequence again, but the side view this time.  The sequence is FRAMES 99 101 103 105.  Look up the frames again:





FRAME 99  uses CELL 74


FRAME 101 uses CELL 75


FRAME 103 uses CELL 76


FRAME 105 uses CELL 69





You will see that the FRAME numbers are separated by 1, and the in between FRAMES use the same cells.  I guessing here but I think these in between FRAMES are used for the inverse view.  So FRAME 99 is the guy running left, FRAME 100 is the guy running right.  I guess the engine must just use the next image for the other view.  You’ll notice that the only difference between FRAME 99 and FRAME 100 is the last column,  So I’m guessing that the extra 1 in that column for FRAME 100 means invert the image.





OK now the fun bit - the whole reason for this new NWX version - if you change the CELL images and use different size images instead, the X & Y values will be off and so when you run Outlaws the animation looks crap.  So I’ve let you edit these values.  Double click on a frame and a new window will appear.  Pretty basic, lets you change these values.  For some reason, that seemed very apparent at the time, I didn’t let you edit the CELL that it uses.  Just ask if you really want it done.  (Version 0.3 now has this feature)





When you are positioning your image, the horizontal line represents the ground and the vertical line should be the center of your object.  I’ve added some buttons which suggest a positioning for your image.  Based on the height and width of your image, these buttons will center your image in the x axis and place the image on the ground in the Y axis.  Just a quick note, due to my slackness (hehe) if you press OK but have not made any changes it will still write to the file, so press CANCEL to save time. 





CELLS


OK I don’t think there is much I have to say here as this is the only thing every one understood from the last version.  Basically all the images are stored one after each other in the CELLS section of the file.  Each cells just represent an image.  You can view each image by clicking on it, it will appear in the corner.  You can save the selected image as a bitmap image by selecting EXTRACT IMAGE from the CELLS menu.  You can extract all the images by selecting EXTRACT ALL.





And of course, the whole purpose of the program, you can change an image (the one you have selected) by selecting CHANGE IMAGE from the menu.  This brings up an OPEN dialog box where you select any image (type bmp) you want.  As someone asked me, the name of the file you choose does not matter, that is you don’t need to append the image number to the file name.  OH, you can also change the image by double clicking on it in the CELLS window - another little feature I added.  (











