
Subject: Re: just wondering : weaponbagclass
Posted by robbyke on Wed, 14 Mar 2012 21:32:56 GMT
View Forum Message <> Reply to Message

triattack wrote on Wed, 14 March 2012 21:39looked at the readme here are some base defence
scripts (with info)
cript Name: "RA_Base_Defense_Simple"

Description:

A simplified version of a prototype script for a threat assessing Base Defense. It is capable of
basic target prioritizing and can adjust its aim when firing at infantry. The script can be set to
prioritize infantry, vehicles, or both equally. It will also rate targets based on remaining health,
range, and if the target is a player or AI. Players are considered a higher priority than AI. The
lower a target's health, the more likely it will be prioritized. The closer a unit is, the higher its
priority is.     

Script Parameters:

-MinRange: The minimum range to attack a target. Targets closer than this will be ignored. Default
is 0.0.

-MaxRange: The maximum range to attack a target. Targets further than this will be ignored.
Default is 100.0.

-AntiAir: Sets if the script targets aircraft. 1 = Yes, 0 = No. Default is 0.

-AntiGround: Sets if the script targets ground units. 1 = Yes, 0 = No. Default is 1.

-AdjustAim: Sets if the script will adjust its aim for infantry. 1 = Yes, 0 = No. Default is 0.

-TargetMode: Sets the script's target priority. 0 = Vehicles before Infantry, 1 = Infantry before
Vehicles. Anything else will cause script to ignore infantry/vehicle distinctions and rely solely on
range/health/player for prioritizing. Default is 0.

Notes:

Adjusting aim for infantry is useful for base defenses that fire "slow" projectiles, like a cannon.
Infantry can typically sidestep these kinds of attacks. The adjusted aim targets the ground the
soldier is standing on instead of the soldier. This causes the projectile to explode right next to a
soldier instead of traveling another 20 or so meters before impacting the ground. For base
defenses that fire "fast" projectiles or non-explosive projectiles, like a machine gun, do not adjust
aim for soldiers, as the adjustment would likely cause the projectile to miss completely.

     ******************************************************************************** **************

Script Name: "RA_Base_Defense_Powered"
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Description:

A simplified version of a prototype script for a threat assessing Base Defense. It is capable of
basic target prioritizing and can adjust its aim when firing at infantry. The script can be set to
prioritize infantry, vehicles, or both equally. It will also rate targets based on remaining health,
range, and if the target is a player or AI. Players are considered a higher priority than AI. The
lower a target's health, the more likely it will be prioritized. The closer a unit is, the higher its
priority is.
This one stops attacking if the power goes low.

Script Parameters:

-MinRange: The minimum range to attack a target. Targets closer than this will be ignored. Default
is 0.0.

-MaxRange: The maximum range to attack a target. Targets further than this will be ignored.
Default is 100.0.

-AntiAir: Sets if the script targets aircraft. 1 = Yes, 0 = No. Default is 0.

-AntiGround: Sets if the script targets ground units. 1 = Yes, 0 = No. Default is 1.

-AdjustAim: Sets if the script will adjust its aim for infantry. 1 = Yes, 0 = No. Default is 0.

-TargetMode: Sets the script's target priority. 0 = Vehicles before Infantry, 1 = Infantry before
Vehicles. Anything else will cause script to ignore infantry/vehicle distinctions and rely solely on
range/health/player for prioritizing. Default is 0.

Notes:

Adjusting aim for infantry is useful for base defenses that fire "slow" projectiles, like a cannon.
Infantry can typically sidestep these kinds of attacks. The adjusted aim targets the ground the
soldier is standing on instead of the soldier. This causes the projectile to explode right next to a
soldier instead of traveling another 20 or so meters before impacting the ground. For base
defenses that fire "fast" projectiles or non-explosive projectiles, like a machine gun, do not adjust
aim for soldiers, as the adjustment would likely cause the projectile to miss completely.

tried it same effect

Jerad Gray wrote on Wed, 14 March 2012 22:07robbyke wrote on Wed, 14 March 2012 10:54i
attached 

the m10
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and the m07

the m07 script aimed verry well if i hung still it would hit

the m10 script had bad aim but it aimed at me

i think the m10 script was never meant to hit directly
Sounds like an issue with the samsites 3d model, perhaps the muzzle bone is angled wrong in the
3d mode; or maybe the muzzle effect fix 4.0 made for the mammoth tank barrels broke it some
how.

perhaps but then its a bug and they should fix it no?

i found this in _asset_error.txt
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Failed to load 'MZ_B_SAMSITE'
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maybe this has something to do with it?

i worked around it with a objects.gm mod
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