Subject: Re: questiong about renegade level edit
Posted by Jerad2142 on Wed, 07 Mar 2007 02:39:13 GMT

View Forum Message <> Reply to Message

First you need JFW's scripts in you mod's folder, in a folder called scripts.

Second you need the name of the cinematic you want to use (.txt is required).

Third the "Test_Cinematic" script will activate automatically when the object it is attached to is
created.

Fourth just call me Jerad (I have yet to see another Jerad in Renegade Public Forums).

File Attachnents

1) picture.png, downl oaded 267 tines

Page 1 of 2 ---- Generated from Command and Conquer: Renegade Oficial Foruns


http://renegadeforums.com/index.php?t=usrinfo&id=21300
http://renegadeforums.com/index.php?t=rview&th=23352&goto=248535#msg_248535
http://renegadeforums.com/index.php?t=post&reply_to=248535
http://renegadeforums.com/index.php?t=getfile&id=2965
http://renegadeforums.com/index.php

€ XCC Mixer 1.42

File Comwversion Wiew Intermek  Launch

Mame I Twpe il

comanche_5 bxk ek -401 Create PReal Object, 5, "MH0_&read GDI PReinforcement", Z
credits, bxt beck -401 Attach Script, 5, "M¥O0 GDI_ Soldier DLS", "1500.
dazzle.ini kenck -401 Attach Script, E, "MMO GDI Killed DLS", "3"
default_input.cfg kexk -401 Play Animation, E, "S5 i Human H & TroopDrop", O
excplasion.ini kexk oy Attach to_Eone, £,4,"Troop_L"

Flyover kxk kexk -420 Attach to_Eone, g£,-1,"Troop_L"

garne, ini ek

gamemodes, bxk kexk

gang-lnl text H FTEEFEEETETET T T T EE T LT LT E LA AT AL Tr':le B':lne

inpukini kexk

midS_xq_wvehicledropZ. bk bexk -459 Create_Object, &, "MG_ BT TroopBone", a, |
mdS_xa_vehicledrop3. bxt ek -429 Play_Animation, &, "MG_RT_TroopBEone.X¥G BT _TroopEone
miS_xaq_vehicledropd, bxt ket -579 dastroy_object, &

miS_xaq_vehicledropS, bxk ket

mi5_xg_vehicledrops, bk Lbext

muﬁ_xg_evz_lltxt text e e e e e e e e e e e e e e e e e e e e e e Character

mde_xg_ewv4.txk kexk

md&_xg_ev4_1.bxk kexk -4589 Create Peal Object, 7, "MK0_&read4 GDI'I Reinforcement", Z
mO7 g _ewd_1.bxk ket -483 Artach Seript, 7, "MMO GDI Soldier DLE", "1E00
7 _xq_vehicledropl bxk kexk -429 Attach Script, 7, "MM0_GDI_Filled DLES", "3"

md7 _xaq_vehicledropZz. bxt kexk -459 Play Animation, 7, "5_h Human.H & TroopDrop", 0

md7 _xq_vehicledrop3. bxt kexk -459 Attach to_Eone, 7,6, "Troop_L"

mid7_xq_vehicledrop, bk bexk -579 Attach to_Bone, 7, -1,"Troop L"

S _xq_vehicledropl . bxk kexk

m10_gdi_drop_hurmneves, bk ket

mlD_xSi_gdi_trDDperpl.l:xt texk ; FEEEEEXEEXTEEEE R TR LLLEERELS b9y Turbulence

ml0_xg_wvehicledropl. bk Lbext

ml10_xq_vehicledropz bxt kexk -401 Create Objeect, 8, "MG_AG BT Eniir", o, |
e, iri kexk -L8l destroy_object, 8

mx0_gdi_reinforce_aread.bxk kexk

mx0_gdi_troopdrop_aread . btk Lbext

Drca_lltxt text e e e e e e e e e e e e e e e e e e e e e e Primar? DEEtrDYEd

orca_Z2.bxk kexk

orca_d.kxk kexk L000000 Destroy Object, 1

orca_d4.bxt ek 1000000 Destroy_Object, Z

orca_G.bxt kexk 1000000 Destroy Object, 2

orca_p,bxk kexk 1000000 Destroy Object, 4

phrases,ini ket 1000000 Destroy _Object, &

speech.ini Lbext 1000000 Destroy_Object, £

skvlernar.ini kexk 1000000 Destroy Objects, 9

surfaceeffects.ini kexk 1000000 Destroy _Object, 10

vehicles.ini kexk 1000000 Destroy _Object, 11

v3danimsound.ini bexk 1000000 Destroy Object, 12

WeEapons.ini kexk

x01d_c130troopdrop, bk ket

#0i_drop02 . bxk ket

1] |
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