
Subject: Re: Commands->Select_Weapon doesn't work clientside.
Posted by Jerad2142 on Fri, 25 Apr 2014 23:29:31 GMT
View Forum Message <> Reply to Message

jonwil wrote on Fri, 25 April 2014 17:09The script M00_Select_Empty_Hands does this
Commands->Select_Weapon(obj,0);
Passing 0 to Select_Weapon will cause WeaponBagClass::Deselect to be called. I should point
out that index 0 in a WeaponBagClass is always empty (i.e. "No weapon") because of the code in
the WeaponBagClass constructor.
Try passing 0 instead of "" and see what happens. (although from a reading of the code for
WeaponBagClass::Select_Weapon_Name it may not make much difference)

Also you could try calling Select_Weapon once, then Send_Object_Update (from engine_tt.cpp)
on the object then Select_Weapon another time. Although I dont know how it would work...

I tried select "0" and that didn't have any effect (I almost feel like the first select weapon gets
ignored and the second one just happens, almost as if the code was optimized in such a way that
it goes "Oh hey look, he selected another weapon right after this select, ignore the first and do the
second).

I will give that Send_Object_Update a try later, I'd do it right now but my router just decided to be
a piece of shit and isn't letting me negotiate the firewall lol.
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