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Wing Commander -- Menu System.





1. Wish List.





features which we would like to see in the menu system:


EYE CANDY !


SPECIAL EFFECTS !


scroll bars + left / right arrows for changing photos in multi-player game


sound effects


mouse cursor


game running in background


game credits multi-way scrolling (see mario 64)


animated bitmaps


bitmap buttons with hotspots


bitmap buttons zoom when clicked


hover text for bitmaps


highlight bar for selected text or lighter / darker text ?


edit box with cursor & line editor (like doskey !)


alter bitmaps / text for options, e.g.: <range> on quick game setup (see USNF)


3d fonts with light sourcing & game dynamic interaction


script movements for 3d font characters





integrate with:


network system


load / save file system


3d engine system


bitmap & palette & gl layers


mcp (pass scenarios etc.)





ideas for menu data creation:


use med


use med to write a menu editor


write a menu editor from scratch


use cockpit primelem stuff


use another xmiff data format (current method)





























Appendix A. Data formats.





1. Cookies.





A 'Cookie' is a set of rules for generating output of a menu item. rules include, but are not limited to:


- which font to use,


- absolute or relative screen xy coordinates,


- bitmap frame numbers,


- sound effects





here is an example 'cookie':





CHUNK COOK


{


	// when selected, use:


	char[16] "serp_bb"         // font


	long 0,0,255               // rgb  of font


	long 0,0                   // xy screen position


	// when unselected, use:


	char[16] "serp_bb"         // font


	long 0,0,255               // rgb  of font


	long 0,0                   // xy screen position


}








please note: the format of the 'cookie' is not finalised. it WILL change.








2. Control blocks.





a 'control block' is a rule mapping a particluar input command from the use to an action performed within the game, e.g.:





CHUNK CTRL


{


	long CursorDown	// if user presses "Cursor Down"...


	long GoToNextButton	// go to the next button


	char[16] ""		// unused


}


CHUNK CTRL


{


	long Enter		// if user presses "Enter"...


	long GoToMenu		// go to the menu for...


	char[16] "ContGame"	// "continue game"


}





note: it will be necessary to ensure that we can correctly map the input from international keyboards to these "input commands".








3. Menu Elements.





These include Bitmaps, Text blocks and Editboxes. Any of these may have optional Cookies or Control blocks. The presence of a Cookie indicates the need to override any previously defined Cookie in the menu hierarchy. The presence of a Control block turns the element into a button.


4. Buttons.





A button is any Menu Element with a Control block. Once a control block is added to a Menu Element, care must be taken to ensure that the user has at least one way to leave / deselect this element.





5. Fields.





A 'Field' is a collection of Menu Elements which share Cookies. Thus, it is possible to have a set of Elements related by, for example, relative position. In this case, the designer of the menu can set the position of the first element in the field and all others will be drawn relative to that element.





An (abridged) example is:





FORM FIEL			// a Menu 'Field'


 CHUNK COOK			// its global 'Cookie'


  long MENUSTR_Youwillstart	// 'Field' starts with text


  long VAR_Range		// then a variable


  long MENUSTR_fromthebogies	// then another item of text





this 'Field' allows the display of a sentence such as "You will start <x>km from the bogies" and for the user to be able to change the value <x>.



















































































Appendix B. Localization issues.





1. Layout of 'Fields'.





Regarding localization, it may be necessary to reformat the way in which a 'Field' is layed out for another language. It would be possible to achieve this within the data files using one of these two methods:


- "move" whatever text is necessary between the translated versions of " MENUSTR_Youwillstart " and "MENUSTR_fromthebogies ".


- rewrite the 'Field', e.g.:





FORM FIEL					// a Menu 'Field'


 CHUNK COOK					// its global 'Cookie'


  long MENUSTR_Youwillstartfromthebog
