
Subject: Re: Headshot message for Server.
Posted by jnz on Mon, 22 Nov 2010 18:10:19 GMT
View Forum Message <> Reply to Message

Something for you to try.

int headShotCount[127]; //bad, but whatever
extern cPlayer *(*FindPlayer)(int);

//player join
headshotCount[playerId] = 0;

//when player is damaged:
void my_script::Damaged(GameObject *o, GameObject *Attacker, float damage)
{
   int playerId = Get_Player_Id(o);
   cPlayer *p = FindPlayer(playerId);
   if(!p) return;

   headShotCount[playerId] = p->HeadShots;
}

//when player is killed
void my_script::Killed(GameObject *o, GameObject *Attacker)
{
   int killerId = Get_Player_Id(Attacker);
   cPlayer *killer = FindPlayer(killerId);
   if(!killer) return;
   if(killer->HeadShots > headShotCount[killerId])
   {
      headShotCount[killerId] = killer->HeadShots;
      Console_Input("msg headshot");
   }
}

Page 1 of 1 ---- Generated from Command and Conquer: Renegade Official Forums

http://renegadeforums.com/index.php?t=usrinfo&id=21311
http://renegadeforums.com/index.php?t=rview&th=37060&goto=439897#msg_439897
http://renegadeforums.com/index.php?t=post&reply_to=439897
http://renegadeforums.com/index.php

