Subject: SSM's Guard Towers and Turrets
Posted by JasonKnight on Wed, 18 Apr 2007 21:01:54 GMT

View Forum Message <> Reply to Message

Ok, I have played in a few servers that add the guard towers and turrets to the non defence maps,
which all in all does add a little different gameplay, but drastically unbalances the game.

First thing first, i made clones of the guard tower and nodturret and gave them to the opposite
party, now GDI and NOD have both.

ok. my first test is with the guard tower.

i added them in as a spawner following this.
http://www.renhelp.net/index.php?mod=Tutorials&action=view&id=68
and this
http://www.renhelp.net/index.php?mod=Tutorials&action=view&id=46

server loads up, (look at attached picture)

guardtowers spawn. server stays steady, great.

jump to my other computer and try to loginto my server to see if they work right. get the light blue
screen says gameplay pending then game crashes to desktop. try it on my XP Pro machine, does
the same thing as my vista machine does...

im lost, any help would be nice.

and yes, i rememberd to put the objects.ddb in the data folder and yes i renamed it to .aow

| also tryed this in SSGM2.0 and the server just keep restarting tis why | am trying SSAOW 1.5

File Attachnments

1) server.jpg, downl oaded 500 tines
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7 Renegade Master Server - Win2kPro - svrcfg_cnc.ini

Renegade Free Dedicated Server vl . @37 BH-838 #1.-23-20003 — 18:57:26
Console mode active

Running Server Side All Out War — Uersion 1.5
RenegadeFDS DDE channel initialized

%% Quto starting game. Type ‘quit’ to ahoprt oex
Initializing Westwood Online Mode

Detecting handwidth. ..

Upstream bandwidth of 2HM hps detected

Got zerver list

Got zerver pings

Logging onto USA Server

Logged on OK

Applying server settings

Creating game channel...

Channel created 0K

Running Server Side All Out War — UVersion 1.5
RenegadeFDS DDE channel initialized

Loading level C&C_Izlands.mix

Load 188 complete

Level loaded OK

—»* Map "C&BC_JI=zlands.mix'" detected. loading settings..
Running in A1l Out Yar mode.

Mew settings detected and loaded?

GDI Guard Tower created

GDI Guard Tower created

GDI Guard Tower created

GDI Guard Tower created

MOD_Guard _Tower created

MOD_Guard_Tower created

MOD_Guard_Tower created

MOD_Guard_Tower created

Mod Harvester created

GDI Harvester created

The Uersion of plavyer 1 is 3.2006008

Player Jjsnknght joined the game

ijsnknght purchased a Mod Minigunner
Connection broken to client. 1

Plaver jsnknght left the

Subject: Re: SSM's Guard Towers and Turrets
Posted by Zion on Wed, 18 Apr 2007 21:14.02 GMT

View Forum Message <> Reply to Message

Did you add or temp the new presets?

Did you change the models team variable?

Does the server know where to load these?

Have you added anything else to the objects.ddb file?

More info would be nice.

Subject: Re: SSM's Guard Towers and Turrets
Posted by JasonKnight on Wed, 18 Apr 2007 21:26:17 GMT

View Forum Message <> Reply to Message

Did you add or temp the new presets? Added them
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Did you change the models team variable? i added the new spawner for the nod guard tower by
attaching the new nod guard tower that i added down at the mounteed vehicals area. | also made
sure that for the team they were to be set for the team variable in both places matched NOD.

Does the server know where to load these? | put in the Idd file that i created with level edit and
placed the spawners where i needed them to go.

Have you added anything else to the objects.ddb file? only other thing changed in the objects file
is advances spawn weapons. nothing else is different. its just a basic one other then that.

here are some more Screenies (sorry for the size of them. (1156x656) this is being done on my
TVPC.

If you need more information just ask, i know pretty much what i need to to get the information for
ya to help. Thanks

File Attachnents

1) 1.)jpg, downl oaded 431 tines
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% Untitled - Commando Level Editor
File Edit Wiew Object Wis Pathfinding Lighting Sounds Camera Strings  Presets  Report

DSHE =0 @ obixM xy 2 ¢ 9 ERiL % BT

Obzalete deform chunk encountered in mesh: DLUMMY
Attempting ta load: C:YWwestwoodiRenegadePublicT ools\LevelE dithTEST \characters\havochFullbdoon tga
Attempting to load: C:Ywestwood'RenegadePublicT oolzhLevelEdit\TES T \characters\FulltMoon.tga

Camera (10,10

e Start L 1§ SEFVEr ﬂ Recycle Bin * , Command an...

2) 2.jpg, downl oaded 427 tines

Page 4 of 9 ---- GCenerated from Command and Conquer: Renegade Oficial Forums


http://renegadeforums.com/index.php?t=getfile&id=3209
http://renegadeforums.com/index.php

% Untitled - Commando Level Editor

File Edit Wiew Ohbject Wis Pathfinding Lighting Sounds Camera  Sktrings  Presets  Report

DEHE 2R RHobXM xy 2|8 S ERI PYIIST

=8 Usze the controls below to specify a list of pressts. Double-clicking an entry
— | add orremove it from the selection list.

Freset Tope: I
Selected Preset[z): Frezet Poal:
Mame | Tupe | ®[] Powerlp
MOD_Guard_Tower Wehicle L7 SAmMSite
-7 Damage Zone
(27 Cinematic

(L7 Special Effects
(27 Sakura Boss
(27 Mendoza Boss
-[Z7] Raveshaw Bosz
-[Z7] Beacon

33 c4

(27 Script Zone
(27 Simple

(L7 Spawner

(23 Tranzition
-2 Wehicle

(27 Soldier

] I Cancel |

Attempting to load: EZ'\WEStWDDd'\.HEnEgadEPub“CTDD|S"\LEVE|Edit'\.TEST'\l
Timebd anager::Lpdate: warning, frame 27 waz slow [11771 mz]
Timetd anager::|pdate: warning, frame 28 was slow 10796 mz)

Ready Camera (10,10

ia Start L 1§ SEFVEr ﬁ Recycle Bin * , Command an...

3) 3.jpg, downl oaded 422 tines
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-ﬁi cltc_islands - Commando Level Editor,

File Edit Wiew Object Wis Pathfinding Lighting Sounds Camera Strings  Presets  Report

a=a= B @b XM xY 2z 4 BOEOERL | PTBT

Irvalid TGA farmat uzed in C:\Westwood'RenegadePublicT oolshLevelE dithTES T4tleshbuillding aggregates - multiplaphmp - nod refinenssply-gradient.tga - only 2
[revalid texture size, zcaling required. Testure: C:hwestwoodhRenegadePublicT oolshLevelE dithTE ST sterainhbuilding interior tles_mulkiplaytmp - gdi refinershgdfis
[rvealid TGA format used in C:\westwood'RenegadePublicT oolshLevelE dithTES T4tileshbuilding aggregates - multiplaytmp - nod air towerWMCT _wep-atr.tga - on

Ready Camera (-173
f.‘.' start g [ﬁ] L " G Server f € Recvcle Bin " B LevelEdit ' . Command and Ca...

4) 4.jpg, downl oaded 421 tines
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ag—= BobEM xv 2z s BB ERL PV BT

Edit object

General Settings l Dependencies] Scripts]

SpawnD efinition| D List Fick Presets... |

PlayerT ype | M od

Spawnbd ax |"I

SpawnDelay |1 0.000

TETINT N

5 pavnD elagh ariation ||:|-|:||:|U
[ lzPrimary
[ l=SoldierStartup

[ GotoSpavwnerFos

G otoS pawnerP osPriorty (30.000

4

[v TeleportFirstSpawn
[ StartzDizabled

[ KillHibernatingSpamn

(] Cancel 0K & Propag

[rvalid besture size, scaling required. Texture: C: '\Westwmd'\ﬂenegadepubl
[revalid TGA format used in C:\Westwood'FenegadePublicT ool \LewvelE dithTE S Thtiles building aggregates - multiplaytmp - nod air bowertCT _wep-atr.tga - u:un
Timetd anager::|Ipdate: warning, frame 524 wasz show (159721 ms]

Ready Camera (-173

f.'-' start el [fﬂ "'_. » B & Server f ﬂ Recycle Bin f & LevelEdit F- + Command ani

Subject: Re: SSM's Guard Towers and Turrets
Posted by Whitedragon on Wed, 18 Apr 2007 22:53:56 GMT

View Forum Message <> Reply to Message

You can't add or temp new presets server side. With the exception of spawners.

Subject: Re: SSM's Guard Towers and Turrets
Posted by BlueThen on Wed, 18 Apr 2007 23:08:51 GMT
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View Forum Message <> Reply to Message

Can't you change a diff preset's name and model and set it to attack?

Subject: Re: SSM's Guard Towers and Turrets
Posted by JasonKnight on Wed, 18 Apr 2007 23:35:34 GMT

View Forum Message <> Reply to Message

Whitedragon wrote on Wed, 18 April 2007 17:53You can't add or temp new presets server side.
With the exception of spawners.

how come, all your doing is manipulating excisting settings.

cloning them

| add warheads and new weapons all the time. why would this be any different???

| am pretty sure as long as the models are available in the clients always.dat you can. like i said
before, i modify and add weapon presets all the time. why would cloning a turrent be any differnt,

all settings stay the same, itjust give it to GDI and the guard tower to NOD.

there is a different reason, i am pretty sure of it...

Subject: Re: SSM's Guard Towers and Turrets
Posted by Whitedragon on Thu, 19 Apr 2007 01:32:33 GMT

View Forum Message <> Reply to Message

Because the client doesn't have the new preset in its objects.ddb.

Subject: Re: SSM's Guard Towers and Turrets
Posted by JasonKnight on Thu, 19 Apr 2007 02:50:14 GMT

View Forum Message <> Reply to Message

Whitedragon wrote on Wed, 18 April 2007 20:32Because the client doesn't have the new preset in
its objects.ddb.

ok then,

if i just do the GDI guard tower for GDI why does it not shoot????

they turn but they dont shoot.
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Subject: Re: SSM's Guard Towers and Turrets
Posted by zunnie on Thu, 19 Apr 2007 12:10:38 GMT

View Forum Message <> Reply to Message

JasonKnight wrote on Wed, 18 April 2007 22:50Whitedragon wrote on Wed, 18 April 2007
20:32Because the client doesn't have the new preset in its objects.ddb.

ok then,
if i just do the GDI guard tower for GDI why does it not shoot????

they turn but they dont shoot.

Attach the script JFW_Base_Defense to it under the scripts tab.

Subject: Re: SSM's Guard Towers and Turrets
Posted by JasonKnight on Thu, 19 Apr 2007 23:06:18 GMT

View Forum Message <> Reply to Message

thats the thing... i did...

wait, do i attach it in the spawned objects area or the mounted weapons area???

Subject: Re: SSM's Guard Towers and Turrets
Posted by Zion on Fri, 20 Apr 2007 07:37:52 GMT

View Forum Message <> Reply to Message

Attach it to the object itself. Double click the object and select the scripts tab.

Subject: Re: SSM's Guard Towers and Turrets
Posted by JasonKnight on Fri, 20 Apr 2007 07:53:41 GMT

View Forum Message <> Reply to Message

yep, figured it out, thank you everyone for your help..

maybe when | am done | will make a better tutorial for renhelp.net since the ones for this were
kinda vauge...
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