
Subject: Re: Mech scripts
Posted by Jerad2142 on Thu, 24 Nov 2011 23:45:14 GMT
View Forum Message <> Reply to Message

Export all the models as hierarchical animated models, use basemodelname be the skeleton
target for basemodelname_m and basemodelname_b. JFW_Vehicle_Animaton will try to override
Reborn_IsMech, so if you do use it make sure that the animation JFW_Vehicle_Animation uses
doesn't override any changes made by reborn is mech (IE, don't force set any bones in that
animation that you are using for Reborn is mech).

Make sure basemodelname, basemodelname_m and basemodelname_b are all hierarchical
animated models as well. If you do that Reborn_IsMech will work without JFW_Vehicle_Animation
for sure, and if you do it all right it should hopefully work for JFW_Vehicle_Animation as well.

kamuixmod wrote on Wed, 23 November 2011 06:56when export it 3 times also on the standart
time there is the whole animation already?
If yes, then u export the same model 3 times just with diff names or?
blah_B.w3d is backward animation
blah_m.w3d is forward
blah.w3d is just the model itself.

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

http://renegadeforums.com/index.php?t=usrinfo&id=21300
http://renegadeforums.com/index.php?t=rview&th=38775&goto=459880#msg_459880
http://renegadeforums.com/index.php?t=post&reply_to=459880
http://renegadeforums.com/index.php

