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Wing Commander - Cockpit / Head-Up Display Data Format.





A Cockpit is displayed by means of "Primitive Elements", held inside arbitrary Viewports.


At the highest level, a Cockpit data will look like this:





FORM COCK





 // this CHUNK SCAL is required to be the first CHUNK


 // inside FORM COCK


 // it is used to SCALe each gauge to the screen width & height


 CHUNK SCAL			// for individual gauge viewports


  long 1,640			// x scaling


  long 1,480			// y scaling


  long 1,1000			// radius scaling





 FORM RTCL			// a Reticle gauge


  CHUNK VIEW


   long 011,011,111,111	// viewport for this gauge


  FORM LIST			// 'Primitive Element' list


   CHUNK SCAL


    long 1,1


    long 1,1


    long 1,1


   CHUNK COLR			// blue...


    long 0,0,255


   CHUNK LINE			// border


    long 0,0,1,0


    long 0,0,0,1


    long 1,1,1,0


    long 1,1,0,1


   CHUNK SCAL


    long 1,10


    long 1,10


    long 1,10


   CHUNK VARI			// a variable element


    long VAR_BITMAP_FRAME	// it's a bitmap frame that varies ...


    long USE_PLAYER_SPEED	// ... with player speed


    long 0,80			// var_min,   var_max


    char[8] "f"		// name of bitmap iff file


    long 2,2			// x,y drawing position


    long 0,3			// min & max frame numbers


    long 0,0			// bitmap index number. for internal (code) use only !





 FORM <any other gauge>


  etc.






































Note: Regarding localization. Since there is a Primitive Element for text, and localized text will take up different amounts of space on screen for each language, it will probably be necessary to 'localize' the cockpit data files. For example:





// sample cockpit for English version of game:


FORM COCK


 CHUNK SCAL


  long 1,640


  long 1,480


  long 1,1000


 FORM TEST


  CHUNK VIEW


   long 10,10,20,20


  FORM LIST


   CHUNK SCAL


    long 1,1


    long 1,1


    long 1,1


   CHUNK COLR


    long 255,0,0


   CHUNK FONT


    string16 "keypunch"


   CHUNK TCUR


    long 0,0


   CHUNK TEXT


    long COCKPITSTR_AutopilotLinkEstablished





May be changed to:





// sample cockpit for German version of game:


FORM COCK


 CHUNK SCAL


  long 1,640


  long 1,480


  long 1,1000


 FORM TEST


  CHUNK VIEW


   long 10,10,30,20		// NOTICE VIEWPORT IS WIDER FOR GERMAN TEXT


  FORM LIST


   CHUNK SCAL


    long 1,1


    long 1,1


    long 1,1


   CHUNK COLR


    long 255,0,0


   CHUNK FONT


    string16 "keypunch"


   CHUNK TCUR


    long 0,0


   CHUNK TEXT


    long COCKPITSTR_AutopilotLinkEstablished





Note: This is a very simplistic overview of the cockpit data format. This document will be updated if time allows. For a more detailed (though less easy-to-read) view of the cockpit data format, see the files in use in the game:


$/wc5/dsrc/cockpits/jg.xmf


and


$/wc5/dsrc/cockpits/new.xmf





