Destruction of static object in Commandos 2

Each image is divided into multiple 64*64 pixel blocks.

0_0.bmp has the following dimensions: 1889 * 3185

The number of picture blocks can be calculated like this:
1889 /64 = 29.52 -> round up to: 30

3185/ 64 =49.77 -> round up to: 50

30 * 50 = 1500

Ext ral ndexTabl eF tells us to which object a picture block belongs to. In our example all blocks belong to the
object with the index O.

Extral ndexTabl eX, Extral ndexTabl eY tell us the position of the blocks.

D oo

0 x=6/y=0
1 x=6/y=1
2 | xly = 6/2

xly =4/3 5/3 6/3 7/3

xly =3/4 4/4 5/4 6/4 7/4

x/'y=3/5 4/5 5/5 7/5

Extral ndexTabl el starts at 5DC (which is the hexadecimal representation of 1500). For each block it gets
increased by 1.



CI[Pic{0,0)]

Width = 1889

Height = 3185

MutberPicElockReal = 1516

MutnberPicEBElockExtra = 16

ExtralndexTableF = 00000000,00000000, 00000000, 00000000, 00000000, 00000000, 00000000, 00000000, 00000000, 0000
ExtralndexTableX = 00000006, 00000006, 00000006, 00000004, 0000005, 00000006, 00000007, 00000003, 00000004, 0000
ExtralndexTable¥ = 00000000,00000001, 00000002 , 00000003, 00000003, 000000035, 00000003 ,00000004, 00000004, 0000
ExtralndexTablel = 000005DC, 00000500, OOQO0Q5DE, OOOQOSDF ,, QOO0C0SED, OOOOOSE]L, OCOCOOSES , 00000SES, O000O5E4, 0000

All extra picture blocks are stored in a sequence like this:

O_O_Exra.bm p

So we also have to exchange the masks in the MA2 file.

These are the original masks: These are the additional masks of the destroyed object:

63_0. A png

62_0_1. A png 63_0_1. A png



BELOL1. MA2. xfi |l es\ Descri ption. xml :

<Render | nf oBl ockSeri al i zat i onDat a>

<Obj ect | ndex>62</ (bj ect | ndex>

<xX>278</ x>

<y>188</y>

<Render MapPat h>62_0. A. png</ Render MapPat h>
</ Render | nf oBl ockSeri al i zati onDat a>
<Render | nf oBl ockSeri al i zat i onDat a>

<(bj ect | ndex>63</ (bj ect | ndex>

<x>392</ x>

<y>31</y>

<Render MapPat h>63_0. A. png</ Render MapPat h>
</ Render | nf oBl ockSeri al i zat i onDat a>

<Render | nf oBl ockSeri al i zat i onDat a>

<Obj ect | ndex>62</ (bj ect | ndex>

<x>308</ x>

<y>195</y>

<Render MapPat h>62_0 1. A. png</ Render MapPat h>
</ Render | nf oBl ockSeri al i zat i onDat a>
<Render | nf oBl ockSeri al i zat i onDat a>

<Obj ect | ndex>63</ Obj ect | ndex>

<x>419</ x>

<y>195</y>

<Render MapPat h>63_0_1. A. png</ Render MapPat h>
</ Render | nf oBl ockSeri al i zat i onDat a>

BELOL1. DES. xfi |l es\ Descri pti on. xml :

<?xm version="1.0" encodi ng="utf-16"7?>
<DES Descri pti on>
<Cover Tabl e></ Cover Tabl e>
<DestructionTabl e>
<DES Destructi on>
<Nane>r adi o_r ui n</ Nane>
<Vi ews>
<DES Destructionl nVi ew>
<Unknown></ Unknown>
<Cover | ndi cesToShow></ Cover | ndi cesToShow>
<Cbj ect sToHi de>
<I nt 32>62</ | nt 32>
<l nt 32>63</ | nt 32>
</ Obj ect sToHi de>
<Obj ect sToShow>
<l nt 32>290</ | nt 32>
<l nt 32>291</ | nt 32>
</ Obj ect sToShow>
</ DES_Destructionl nVi ew>
</ Vi ews>
</ DES_Destruction>
</ DestructionTabl e>
<Initial Cover Tabl e>
<DES I niti al Coverl nVi ew>
<Cover | ndi ces></ Cover | ndi ces>
</ DES I ni tial CoverlnVi ew>
</Initial Cover Tabl e>
<l nitial H denQbj ect Tabl e>
<DES I nitial H denObj ect | nVi ew>
<Obj ect | ndi ces>
<l nt 32>290</ | nt 32>
<I nt 32>291</ | nt 32>
</ Qbj ect | ndi ces>
</DES I nitial H denObj ect | nVi ew>
</Initial H denCbj ect Tabl e>
</ DES_Descri ption>

<I--

<l--

<l--

<l--

| ndex:

| ndex:

| ndex:

| ndex:

62 -->
63 -->
290 -->
291 -->



MIS file:

This script detects if there is a big explosion at the radio station (400, -460) and triggers the event RADI
. DETECTORES_EXPLCSI ON

(

. TOKEN DET_EXPLOSI ON_RADI O
. POSMUNDO
[

. ESC EXTER CR

. XYZ

400 -460 0
)

]

. RADI O 100

. ALTURA 30

. I NTENSI DAD_DETECCI ON EXPLOS| ON_VAYOR
. FLI _SCRI PT_EVENTOS RADI

)

This piece of code waits for the event RADI and does two things:
1) It executes the destruction with the name radio_ruin defined in the DES file.
2) It substitutes the picture blocks with id 0 in the Y64 file.

. SCRI PTS_EVENTQS_DESTRUCCI ON

(

. FLI RADI
. LI STA_EVENTCOS
(
[
. TI PO DESTRUCCI ON_NMAPA
. ESCENARI O EXTERI OR

. NOMBRE radi o _ruin
. ACTI VAR 1

. TI PO SUSTI TUCI ON_YWV
. ESCENARI O EXTERI OR
.ID O

.TICK 10



