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 I. Intro 
Nothing really special here.

There's not much for mission editor needs to know, other than the functions, but those are tagged with the prefix PSY_MCAR_ so it's quite rare to have global variable conflicts/function conflicts.

There's a function built in MCAR that substitutes the BIS 'crew' command as it won't work with MCAR (it works, but it returns an faulty array).

MCAR also has a built-in script that circumvents a BIS repair bug.

 II. Functions 
I won't list the functions here nor what each of them does, you just can't use any global variables/functions tagged with PSY_MCAR_ in your mission or you may cause a conflict.

 III. 'crew' command substitute 
MCAR has a built-in substitute for the BIS command 'crew' as it does not work properly with MCAR.

The 'crew' substitute is 'crew_mcar' and it's used like this:

variable = [vehicle] call crew_mcar
This does the same as BIS 'crew', it returns an array of the crew inside the given vehicle.

You need to use some variable to store the array 'crew_mcar' returns.

The array is built like in BIS crew command: [driver,(commander; if one exits),gunner,cargoN]

 IV. The BIS repair bug circumvent 
MCAR also has a built-in script that circumvents the BIS repair bug.

You don't need to worry about this, only to explain in the missions briefing (if there's repair vehicles available) that the bug circumvent ejects all crew out of the repaired vehicle once it gets repaired. Of course, you can get back in after that and continue normally.

The BIS repair bug is as follows: When ever you damage a vehicle to a point that it's not moveable, the AI usually disembarks. But HI (player) can still enter the vehicle and if the vehicle is repaired with an repair vehicle it becomes moveable, but the AI refuses to enter back to the vehicle, no matter what you do. This also screws up the MCAR system, as explained in the 'Game Logics.doc'.

The built-in repair script is a workaround for this particular bug and has a side effect that ejects all crew within the vehicle when the vehicle becomes repaired. This is a small and tolerateable side-effect compared to having a un-useable vehicle with un-useable weapon once it gets it's tires blown out.

 V. The Class names 
Here are the class names for MCAR vehicles and their ammo:




Vehicle



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
You don't need to add the magazines to any ammo trucks though, OFP does this automatically.
