ASTI
All Static Template Import

ASTI is a tool to import static templates anywhere on any map of DCS WORLD with any
orientation.

Static templates created by users are always anchored to the map and a specific location.

It currently seems impossible to move, to reorient all these objects assembled to form scenes that
could constitute very practical settings or objectives to populate a mission.

With Miguel21 we decided to make a tool to change that.

To use it you will need to load and install the DCE_Manager that you will find here :

DCE_Manager for campaigns using modified Mbot's Dynamic Campaign Engine by
Miguel21

Home > User Files > DCE_Manager for campaigns using modified Mbot's Dynamic Campaign Engine by Miguel21

-&  DCE_Manager for campaigns using modified Mbot's Dynamic Campaign Engine by
“~:  Miguel21
i Type - Utiity & Uploaded by - CEF [ Date - 02/27/2021 01:45:58

more screenshots This is an utility to easily install and use DCE campaigns using Miguel ScriptsMod NG that you can find here : https://forums.eagle.ru/topic/162712-dce-
campaigns/

V5.11.33

Easy to use : no more complicated files modifications to install DCE campaigns |
V5.11.33

Install it using the DCE_Manager setup.exe :

| DCE_Manager_V6.12.35.111.zip — O x

Fichier Commandes Outils Faveris Optiens  Aide

B S E0m e 0 @ 8 &5

Ajouter  Extraire vers  Tester  Afficher Supprimer Rechercher Assistant Informations | Antivirus Commentaire  SFX

T
Nom N Taille  Compressé Type Modifié CRC32
. o Dossier de fichiers
[#5|DCE_Manager_Setup.exe 3538223 3070351 Application 28/09/2024 19:47 163B31F0
== Total 1 fichier, 3 538 223 octets

It will open this :

# Dynamique Campagne Engine (Manager) — ] X

Install  Campaign Update About MNews Tools

Path required @ User
DCS Root Folder [P\DCS Worid OpenBeta | Browse MJ
-—
DCS Saved Games Folder [V:\Saved Games\DCS openbeta | Browse ﬂ
OVGME  Mod Folder  [F\Mods OvGME | Browse

Modfied by =
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CEF and Migusi21
Chooss Zp Campsian | M-\Dos\DCE\PREPAS \Prepa ran-raq war' Browse...

[ Do not erase the progress of the campaign (f already present) @
[ Ovenwite the NG folder if already present) 61235111

MissionScripting Med (incompatible Integry Check)idont wark in C)

Corfig Name (optional) Save Path

DCS_WORLD ~




If you don’t use DCE campaigns just use the Tools Tab

# Dynamique Campagne Engine (Manager)

Instal  Campaign Update About MNews Tools

The Way futur} transfomns LatLon postions into The Way compatbile file

ASTI All Static Template Importer

with DCS fthe mission editor) s almost impossible to import templates with a large number of statics. andeven
Imore impossible to move or orientate them or even delete them

Thisis why Cef wanted a tooito do al these things: mport ane o mare templates made of Static, onertate them,
move them. delete them, whatever the original MAP

To dothis, you need to identy the location(s) where you want to place these templates using a ‘marker’ whose
Iname begins with ASTI_

To increase precision, you can rename a group in the template fle(s} so that it becomes the template’s point of
origin. Rename i starting wih ASTI_

Step 1: [optional] [n the template file]
define & group/unt that will be the template’s point of origin. To do this, rename the name of the group {not the unity
so that t begins with ASTI_.
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define one ar more markers (any group) far which you, will start the group name (not the unit) with ASTI_, f you
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Select ASTI button

# Dynamique Campagne Engine (Manager)

Install  Campaign Update About Mews Tools
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ASTI Al Static Template Importer

with DCS fthe mission edtor) s almost impossible ta import templates with a large number of statics, and even A
more impossible to move or criertate them or even delete them

This is why Cef warted a tool to do allthese things: import one or mere templates made of Static, onentate them,
move them. delete them, whatever the orginal MAP.

To da this, you nieed to identiy the locations) where you wart to place these templates using a ‘marker’ whose
name begins with ASTI_ .

To increase precision. you can rename a group in the template filefs) sa that it becomes the template’s point of
origin. Rename it starting with ASTI_.

Step 1: foptional] [ the tempiate fii]
define a group/unit that wil be the template’s point of origin. To do this, rename the name of the group (ot the unt)
50 that  begins with ASTI_

Step 2: fin the target mission file (miz)]
cefine one or more markers (any group) for which you wi start e group name ot the uri) it ASTI_  you
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Select Templates folder Open folder

V:\Saved Games\DCS openbeta’Static Template

Select Mission file (miz)

V:\Saved Games\DCS .openbeta‘Missions\Test-5A2_0.miz

Test LL

Process

Here you will need to select your templates folder. By default it should be
x:\Saved Games\DCS.openbeta\StaticTemplate but you can put any folder you want

# Dynamique Campagne Engine (Manager)

Install  Campaign Update About News Tools
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ASTI Al Static Template Importer
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To increase precision, you can rename a group in the template fileis) so that it becomes the template's point of
ongin. Rename it starting with ASTI_.

Step 1: [optional] i the template fie]
define a groupy/unit that wil be the template’s point of origin. To do this, rename the name of the group (nct the unit)
50 that t begins with ASTI_

Step 2:fin the target mission file (miz)]
define one or more markers (any group) for which you will start the group name (ot the unit) with ASTL,  you
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Select Templates folder Open folder

[V:\Saved Games\DCS openbeta’StaticTemplate

Select Mission file (miz)

V:\Saved Games\DCS.openbeta\Missions\Test-5A2_0.miz

Test LL

Process.




Of course using Open folder button will open it :

ASTI

Select Templates folder Open folder

W\ Saved Games'\DCS openbeta’ Static Template |

Lire StaticTemnplate
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Organiser Mouveau Chuvrir
2To (Vi) » Saved Games » DCS.openbeta » StaticTemplate
~ MNom - Modifi€ le Type Taille
Q{ 1st Russian Invasion Force-T1.stm Fichier 5TM 146 Ko
Q{ AAA-Red-100mm.stm Fichier 5TM 29Ko
Q{ Ad-Red-100mm_A.stm Fichier 5TM 31 Ko
Q{ Allma Sillkewerm Battery.stm Fichier 5TM 16 Ko
Q{ Al Jadi Convoy_1.stm Fichier 5TM 42 Ko
Q{ Al Jadi Convoy_2.stm Fichier 5TM 42 Ko
Q{ Al Jadi Convoy_3.stm Fichier 5TM 42 Ko
Q{ Arty-1.5tm ] Fichier 5TM 23 Ko
B{Arty-blue-light.stm 2024 21:30 Fichier STM 12 Ko
Q{Arty-blue-light_n.stm 2024 18:59 Fichier STM 13 Ko
Q{ AST_Fortin-Light-1.5tm Fichier 5TM 44 Ko
Q{ Beirut Conveoy 1.stm Fichier 5TM 45 Ko
Q{ Beirut Convoy 2.stm Fichier 5TM 45 Ko
Q{ Beirut_US_defense.stm Fichier 5TM 17 Ko
Q{ Cyprus Border Force 1 Tl.stm Fichier 5TM 41 Ko
Q{ Cyprus Border Force 1 T.stm Fichier 5TM 41 Ko
Q{ Cyprus Border Force 1 T3.stm Fichier 5TM 41 Ke
Q{ Cyprus Border Force 2 T1.stm Fichier 5TM A0 Ko
Q{ Cyprus Border Force 2 T2.stm Fichier 5TM A0 Ke
Q{ Cyprus Border Force 2 T3.stm Fichier 5TM A0 Ko
Q{ Cyprus Border Force 3 Tl.stm Fichier 5TM 43 Ko
Q{ Cyprus Border Force 3 T2.stm Fichier 5TM 43 Ke
A LE( Cyprus Border Force 3 T3.stm Fichier 5T 43 Ko

ionné 26.7 Ko

You are ready to use ASTI with DCS WORLD mission editor !

Open it and select the mission in which you want to add one or any number and any kind of static
templates (with or without live units included) you need.

To import a template in this mission use any object (static) and put it on the map where you want
the template to be placed. Use a small or adapted object because it will stay on the map as long as
you want the template to stay in this mission. I often use a M92 cone 01 object because it’s really
small.




By default the template will appear using the marker as the medium center of this template.
You will need to use the exact template name so I often open the template folder and copy/past the
template name to be sure.
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Then you will need to add ASTI _ before and -1 after the template name ASTI template name-1
To place the same template somewhere else in the mission simply put an other marker named
ASTI template name-2 and so on...
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- The marker orientation will define the template orientation

- The marker camp (red or blue) will define the template camp : all the object will be transform to
CTJF Blue or Red to avoid complex nationalities conflicts

- The marker hidden or not will define if the template is hidden or not.

After putting all your markers (differents templates or the same templates with numbers) save your
mission and come back to the Manager (ALT TAB works fine for me without closing the saved
mission)

With the Select Mission file button select you modified mission :

Select Templates folder Open folder

[Saved Games\DCS openbeta\StaticTemplate

loven  a Select Mission fie (miz)

[V:\Saved Games\DCS openbeta\Missions \Templates Impot test.

> Parties enregistrées » DCS.openbets > Missions vio

~  Nom Type Taille
8 Templates Import_test.miz Fichier MIZ 1Ko
£ Test-582 0miz Fichier MIZ 21Ko
B8 Kola-NAM-base_mission.miz Fichier MIZ 10Ko
8 Kola-db_sirbeses.miz Fichier MIZ 1Ko
8 Test-Arty-3.miz Fichier MIZ 12Ko
B Test-Arty-2.miz Fichier MIZ 12Ko
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Select the Process button to import the templates : few windows qill show you what kind of import,
modifications were made :
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install Campaign Update About News Tools
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Select Templates folder Open folder

[V\Saved Games\DCS openbeta’Static Template

Select Mission file (miz)

[V\Saved Games\DCS openbeta'\Missions \ Templates_import test

Process

Go back to DCS WORD mission editor and open again you mission : all the templates should be
placed in the mission where the markers were placed :

FILE VIEW EDIT FLIGHT CAMPAIGN CUSTOMIZE MISSION GENERATOR MISC

2000 feet

PAN/SELECT

If you want to change template orientation : change the marker orientation (it should be in the

center of your template)




If you want to change template location : change the ASTI marker location
If you want to delete a template just delete the marker of this template.
Then save the mission and use the Manager Process button again.

You can use it any time you want just don’t forget to save the mission after each marker change !

You can edit a template to place a reference object in it which can be usefull to place more precisely
this template.
This object must be renamed with REF _ at the beginning.
After using ASTI for the first time with defaut templates they will often have a different orientation
from the original one which is difficult to predict.

Original template orientation Template orientation after using ASTI

So I often import a template with ASTI on an empty map and save this new template adding the
REF _ point and renaming it to be sure to know how it will be oriented with an insertion marker

REN

You can place your REF _object everywhere you want : The template will appear with this REF
point at the same place than your ASTI insertion marker.

Personally I use the mission editor DRAW tool to find the template size and place the REF _object
always on the bottom left of the rectangle. [ made a little document to save those informations to be
able to place every template with any orientation using the DRAW tool again ...




