The Map Editor Programme © 1995 Jason Maskell


and


The TOHMap Object





Notes:





	This was a fairly simple program. I’m starting to be proud of it. But still, feel free to improve upon it.


Control Notes:





	


When editing a map,





Ctrl-Click selects the tile underneath the pointer as the current pen tile.


Shift-Click toggles the tile underneath the pointer to it’s next alternate tile. (Use this to open doors, destroy walls, etc., if you have the iconset correctly set up.)


Right-drag to copy tiles from one section of the map to another. This only works on the map itself. For example, you can drag a door from one wall to another… Try it out.





About the TOHMap and it’s limitations.





	It has a few, as I’m sure you know. One that may be a concern is that each iconset can only hold 256 tiles. (One byte.) This can easily be changed to an integer (or longint I think), as the TOverHeadMap render routines assign an integer to the iconat() calls they use. It should work fine. Just read the relevant unit, understand it, and you’ll be fine.





Interface for TOHMap Object:





{Extracted from Ohmstuff.pas}


   TOHMap = class(TPersistent)


    private


    FXDim:Integer;


    FYDim:Integer;


    FZDim:Integer;


    FMapData:TMemoryStream;


    procedure SetXDim(xd:Integer);


    procedure SetYDim(yd:Integer);


    procedure SetZDim(zd:Integer);


    public


    constructor Create(x,y,z:Integer); virtual;


    destructor  Destroy; override;


    procedure   SetDimensions(x,y,z:Integer); virtual;


    procedure   NewMapData(nm:TMemoryStream); virtual;


    procedure   SavetoFile(const filename:String); virtual;


    procedu
