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FOREWORD:

Greetings!

Welcome to the Project MCAR public BETA:2.5 release, and thankyou for downloading. 

Project MCAR is an attempt to overcome one of the major limitations of OFP: The inability to fire missiles from several of the OFP classes, including Cars and Boats. MCAR doesn't actually allow you to fire true OFP missiles from these vehicles, but it does provide a pretty convincing workaround. When you fire the weapon on an MCAR powered vehicle, it will, for all intents and purposes, look like you have fired a missile. In fact, a tremendous amount of scripting is involved in that illusion, creating the missile, removing the machine gun bullet (which is what you actually fired!), setting the missile off on it's way, guiding the missile to it's target (either automatically, or by letting the player guide the missile with the crosshair) detecting instantly when a missile has hit something, and exploding the missile.

In theory, MCAR can also be used on boats, and could be simplified for use in simulating firing shells or grenades from cars, too...

This release is the second public BETA, and fixes many of the bugs seen in the previous version of MCAR. We recommend that all Addon makers who have released an MCAR powered vehicle should update to this version as soon as it is practially possible. All Addon designers who are working on MCAR powered vehicles, but have not yet released them, should switch over to  this version also.

However, be aware that this release does not make MCAR Multiplayer compatable. We are open to anyone with MP scripting abilities to help us out in this respect. If you know your way around MP coding, please contact us, and help make MCAR fully compatible in MP.

Enough from me, this introduction is already far too long – Please test these files, find the bugs (for there will be bugs, that much is certain), and report them back to us. Any other comments or suggestions will be listened to. If you want to contribute to MCAR, please do not hesitate to contact us, and apply for a position on the team – You will be most welcome!

Supr. Cmdr. PsyWarrior

PSYPROD C-in-C, Pro-Tem MCAR Project Manager

INSTALLING

MCAR_Beta25_09-11-04.zip should include the following:

-psy_mcar_ammo.pbo

-psy_mcar_config.pbo

-psy_mcar_gaskin.pbo

-psy_mcar_hmmwv.pbo

-psy_mcar_scripts.pbo

-psy_mcar_sound.pbo

-readMe_MCAR_BETA2_5.doc (this file)

MCAR_manualsBeta_09-11-04.zip should include the following:

- MCAR-In Mission Editing.doc

- MCAR-In AddOn Editing.doc

- MCAR-GameLogics.doc

- MCAR-IAE Addendum: Missile conf howTo.doc

MCAR_DemoMissions_09-11-04.zip should include the following:

folder 'Project MCAR':

- MCAR_demoMission_1.noe

- MCAR_demoMission_2.abel

- MCAR_demoMission_3.eden

Put the *.pbos in psy_mcar_Beta25_09-11-04.zip to your OFP/AddOns folder, OFP/resistance/AddOns folder or use a separate mod folder if you like.

Requires OFP Resistance version 1.94 or higher (developed under 1.96).

Unzip the mission folder (Project MCAR) into your OFP/Missions folder. Ensure that 'use folder names/ paths' is enabled in the 'Extract' window.

Vehicles can be found in the editor under

West -> Project MCAR ->

HMMWV TOW 2A

HMMWV TOW 2A 'Real'

HMMWV TOW 2B

HMMWV TOW 2B 'Real'

East -> Project MCAR ->

SA-9 Gaskin

SA-9 Gaskin (IR Missile)

SA-9 Gaskin (IR 3D)

SA-9 Gaskin (Prop. Nav.)

SA-9 Gaskin (Prop. Nav., Ballistic)

CLASS NAMES:

Vehicle 
          
Class Name


Magazine

HMMWV TOW 2A
-- psy_mcar_hmmwv_tow2a       
-- psy_mcar_tow2aLauncher

HMMWV TOW 2A Real    
-- psy_mcar_hmmwv_tow2aReal
-- psy_mcar_tow2aLauncherReal

HMMWV TOW 2B         
-- psy_mcar_hmmwv_tow2b       
-- psy_mcar_tow2bLauncher

HMMWV TOW 2B Real    
-- psy_mcar_hmmwv_tow2bReal   
-- psy_mcar_tow2bLauncherReal

SA-9 Gaskin          
-- psy_mcar_gaskin            
-- psy_mcar_9k31

SA-9 Gaskin (IR)     
-- psy_mcar_gaskinIR          
-- psy_mcar_9k31

SA-9 Gaskin (IR 3D)  
-- psy_mcar_gaskinIR2         
-- psy_mcar_9k31

SA-9 Gaskin (P Nav)  
-- psy_mcar_gaskinPN         
-- psy_mcar_9k31

SA-9 Gaskin (P Nav B)
-- psy_mcar_gaskinPNB         
-- psy_mcar_9k31

SA-9 Gaskin (Lead Purs.)
-- psy_mcar_gaskinLP

-- psy_mcar_9k31

CHANGES TO BETA 2.5

- Some miscellaneous errors such as "empty detector","zero divisor" etc. - FIXED

- savegame reload related issues discovered && addressed

- HMMWV Real guidance scripts re-written

- HMMWV TOW 2B Real added

- Various SA-9 Gaskins added to demonstrate a variety of AA missile guidance 

  codes

- HMMWV TOW 2A Real && TOW 2B Real now 'record' kills, they show in the 

  statistics. Not very stable, some kills may stay 'undetected.'

- The HMMWV Reals made more realistic.

- Miscellaneous not MCAR system related graphical/model/anim stuff added...

- 'MCAR - In Mission Editing', 'MCAR - In AddOn Editing' and 'MCAR - GameLogics'  

  manuals added.

- SP demo missions added.

IMPORTANT NOTE!!:

Regardless of what has been said earlier MULTIPLAYER COMPATABILITY IS STILL NOT AVAILABLE. All help in this department would be greatly appreciated.

Most of the MCAR Beta 2.5 scripts are explained (commented) here:

http://psyproductions.proboards21.com/index.cgi?board=ScriptDis&action=display&num=1098991246
And most of the functions here:

http://psyproductions.proboards21.com/index.cgi?board=ScriptDis&action=display&num=1098603131
Differences between HMMWV TOW 2x && HMMWV TOW 2x Real:

- TOW 2x is more 'arcade' version of the vehicle, whereas TOW 2x Real has more 

  real like features.

- TOW 2x Real has real guidable missile, it follows the launchers crosshair. TOW 

  2x is 'auto guided'.

- TOW 2x Real can not be fired when mobile. (HI only. Using on AI causes CTD...)

- TOW 2x Real has realistic reload time (30 secs. -> 3 rounds in 90 secs...).

- TOW 2x Real has a 1.5 sec delay before the missile is launched after pulling 

  the trigger. Simulates the gyroscope that stabilizes the TOW in flight, which   

  'starts up' prior to the missile launch (based on info from Capt. Hopkins of the 101st ABN).

- TOW 2x Real 'records' kills. 2A may miss some kills.

The 'arcade' TOW 2B guidance code has a 'show off' feature; it follows the terrain contours.

This said, comments like "real tows don't do that" will be ignored... :)

Differences between the ‘different‘ SA-9 Gaskins:

- Gaskin uses a lead collision guidance code

- Gaskin (IR Missile) uses 2D pure pursuit guidance code, lead collision at z 

  axis

- Gaskin (IR 3D) uses 3D pure pursuit guidance code

- Gaskin (Prop. Nav.) uses Proportional Navigation guidance code

- Gaskin (Prop. Nav., Ballistic) uses Proportional Navigation guidance code,   

  affected by gravity

- Gaskin (Lead Pursuit) uses Lead Pursuit guidance code

THE PROJECT MCAR DEVELOPEMENT TEAM:

- Supr. Cmdr. PsyWarrior - Project Administrator, publisher, webmaster,  

  slavedriver, lazy ass absenteer...

- (Affiliate) Sa8gecko - Project Manager, lead developer, insane workaholic...

- Freelancer HateR_Kint - Project Executive Officer, scripting specialist, addon 

  editor, forum spammer && regular extremist, professional firing squad  

  tester...

- (Affiliate) Unnamed - Game Logic development (made this all possible)

- FootMunch - Original concept, original MCAR system

ALSO INVOLVED IN MCAR:

- quakergamer (Aff.) -> Original hummer model

- BIS -> OFP, permission to modify the BRDM

- Marfy and Müller -> Permission to use and modify the Sa-13 turret.

- BobCatt (Aff.) -> Efficient, military beta testing

- Vektorboson -> For his ASL height routine.

- Raptosaurus -> Suggestions

- Sefe -> The original guidance code

- Capt. Hopkins -> Military Advisor on TOW HMMWV (101st ABN)

MP testing (Beta 2.4, 2.5RC internal):

- HitSqdZulu + gang (internal MP testing)

- PsyWarrior

- HateR_Kint

Beta 2.1 -> 2.5RC testers (internal):

- HateR_Kint

- Sa8Gecko

- PsyWarrior

Beta 2.0: Public

Beta 1.5 testers:

- PsyWarrior

- PsySniper

- Sa8Gecko

- HateR_Kint

- Unnamed

Beta 1.0 testers:

- PsyWarrior

- PsySniper

- Sa8Gecko

- HateR_Kint

- Unnamed

- Luke Barton

- Wudy

- Bobcatt

- TimPink

- Bonko

- INÐ¥

- MSpencer

- Capt. Hopkins

- terminatorx3

DISCLAIMER:

If your PC happens to explode or suffer massive system failure at the same time that you install any MCAR related materials, it is not the responsibility of the MCAR dev. team, Psychic Productions, Bohemia Interactive Studios or Codemasters. Similarly, any loss of data or damage incurred by installing or using Project MCAR matirials is outside the influence or responsibility of the MCAR developers.

Project MCAR is not affilliated with Bohemia Interactive Studios or Codemasters.

========================================================

USAGE:

Simply put one or more unit in the editor. The AI can use these vehicles. The MCAR vehicles have been tested in MP, and there are numerous bugs which prevent them from functioning correctly. Use in MP at your own risk...

As the driver/commander: Assign targets to the AI gunner, which will then engage these targets on his own, providing a 'FIRE' command has been given. Only one fire command is required, as OFP treats the weapon like a machine gun. If no 'CEASE FIRE' command is given, the AI gunner will continue to fire at targets at will. Alternatively, use 'Manual Fire', and then just designate the targets, while you control the firing. 

As the gunner of the Gaskin (all varients): Just point the crossair to the target (no need to lock on it) and shoot. The missile will engage only planes and choppers, so don't waste it against moving armor or infantry. The missile will hit these targets anyway if aimed properly. But it's a waste of ammo, at least against tanks.

As the gunner of the HMMWV TOW 2A or HMMWV TOW 2B: Aim directly at the target, and keep the crosshair on the target (moving or static). If a target has not been aquired, then you can still guide the missile to the target, with the crossair(not very precise). The missile can currently engage tracked and wheeled vehicles, and air ones. The TOW2B (standard version) will follow a terrain following path, so if you're trying to hit that ship harbored in the bay, you're out of luck. The TOW2B 'Real' does not use a terrain following code. Note that the TOW missiles have a little damage area, so don't use them against infantry squads. All the TOW2B varients will explode midair and project a deadly jet into the weaker armour at the top of the vehicle, so don't be alarmed if you don't see this missile impact directly the target.

As the gunner of the HMMWV TOW 2A or 2B Real: Both these missiles follows the crosshair, so keep your crosshair over the target. If the target is moving, use your 21x optics and try to keep the missile over the target. Be aware that until the missile will reach 60 meters from the shooter, its warhead doesn't arm. That means that if you fire at a BMP fifty meters from you, the missile will cause only impact damage to the target. With the 21x optics you can shoot the missile through a house window at least 1500 meters away so you'll be able to shoot at bunkers and make the missile explode inside them with this missile. Be aware that this missile has a short range search routine (to help the AI hitting its targets), so if you're firing at a bunker with an APC very near, this APC will be probably selected as the target. The 'Real' series of missiles have a range of 3600 meters and a realistic flying profile. It takes the missile about 20 seconds to reach that distance. Note that there will be a 1.5 second delay between pressing the trigger, and the missile firing - this simulates the gyroscope in the missile stabilising before launch.

As the target of the 9M31 or other gaskin AA missiles: The standard missile is fairly deadly – it can be avoided, but it's often best to eject unless there's some cover nearby. The IR missiles are comparitively easy to evade. The Prop. Nav. Missiles are more dangerous, but not deadly as they will not come about and re-engage. The Lead Pursuit missile leads the target a small amount, so while it's not as efficient as lead collision, it is more direct than Pure Pursuit missiles (such as the IR missiles).

Try to put an obstacle between you and the missile. Keep in mind the turning rates of the missiles: Standard and IR: 60 deg/sec, try to turn on it if you can't do any other evasive maneuver. IR2 is 240 deg/sec at full speed. Prop. Nav. Missiles are about 75 deg/sec at top speed.  Flares are useless, as OFP does not see the projectile as a missile. But if you have something in your plane that resembles RAD_Chaffs, try to put your tail to the missile, proceed horizontally and fire the chaffs. Probably the missile will hit them and then explode. Be aware that some of the missiles will lead you (the standard will, and the prop. nav. will try to). The missiles have proximity fuses, so they will damage you even they don't hit you directly. The standard missile has a max speed of 450 m/s, the others have a max speed of 600 m/s that will be reached after about 4 seconds from launch and mantain till 10 seconds. Then its speed will slow down a little (-20 m/s) for the next 5 seconds, then it will explode. Max range is about 6000 meters for the standard 9M31, but the remaining missiles have a higher range, 8000m, if not manoevering. Manoevering reduces speed, and therefore range. The gaskin will open fire at you from about 2500 meters, depending on AI skill.

As the target of a TOW missile: Try to put an obstacle between you and the missile. The humvees, depending on AI skill, will open fire from about 2000 meters. If you have been targeted by a TOW2B missile, even hiding behind a house can be not enough. Better if you leave your vehicle as fast as you can.

Please, take note that the missile guidance codes and targeting routines are scripted. So don't put too many of these units on the map, as lag can compromise their efficiency. Or, at least, space them wide apart so that they don't open fire all at the same time (there's nothing wrong with these units firing at the same moment, as their script are indipendent. But for this reason, the more the missiles in flight, the more the number of scripts running at the same moment).

Sa8gecko

Lead developer

===============================================

ADDITIONAL NOTES:

Don't complain about unit's textures or models, please...These units are intended to be used as a base for other addon makers on which to build their own vehicles, and to be used as MCAR test platforms. As a consequence this aspect is not too important. 

You are *encouraged* to rip apart the pbo files to see how things work (scripts)...

Any suggestion on this matter is welcome, and appreciated.

The in depth details on any MCAR codes can be asked at the MCAR release thread(s) or directly from the Lead Developer here:

http://psyproductions.proboards21.com/index.cgi?board=ScriptDis&action=display&num=1099768251
If you are an addon maker and want to use this system on your units, we would like to hear from you - Just post on the PsyProd forums, or otherwise contact us - We will not ignore you!

CONTACT US:

http://psyproductions.proboards21.com - Psychic Productions Forums

http://www.ofpec.com - IM 'PsyWarrior' on the Operation Flashpoint Editing Centre forums, or use the MCAR beta thread.

http://www.flashpoint1985.com/cgi-bin/ikonboard311/ikonboard.cgi - Official forums. IM 'PsyWarrior', or use the beta thread.

Please use the threads rather than IMs, when possible and appropriate.

END NOTE:

Readme File by HateR_Kint, Sa8Gecko and PsyWarrior.

That's it... Well done if you've made it this far!

Enjoy...

Project MCAR is a Psychic Productions Affiliated Project.

