Subject: Re: [Release] New HUD [UpdateZ2 read first Post]
Posted by dr3w2 on Sun, 04 Jan 2009 20:13:40 GMT

View Forum Message <> Reply to Message

To do the mines/remotes/timed thing this is what i ended up adding:

if (RenderMinesText)

{
MinesRender2DClass->Reset();
RectClass *r = (RectClass *)((char *)MinesRender2DClass+0x5B8);
float Mines = float(Get_C4_Count_Proximity(Get_Player_Type(obj)));
float c4 = float(Get_C4_Count_Remote(Get_Player_Type(obj)));
float c42 = float(Get_C4_Count(Get_Player_Type(obj)));

r->Right = MinesPosition->X;

r->Left = MinesPosition->X;

r->Top = MinesPosition->Y;

r->Bottom = MinesPosition->Y;

char text[20];

unsigned int h = (unsigned int)(Mines + 0.5f);
unsigned int j = (unsigned int)(c4 + 0.5f);
unsigned int k = (unsigned int)(c42 + 0.5f) - h - |;
sprintf(text,"%d : %d : %d",h,j,k);

unsigned int color = MinesColor;
MinesRender2DClass->Draw_Text(text,color);
MinesRender2DClass->Render();

}

| couldn't find a command to get the timed c4 count, so i figured why not just subtract mines and
remotes from the total

This will output mines : remotes : timed for your team. Its actually extremely useless but i
figured why not

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


http://renegadeforums.com/index.php?t=usrinfo&id=21670
http://renegadeforums.com/index.php?t=rview&th=31360&goto=365963#msg_365963
http://renegadeforums.com/index.php?t=post&reply_to=365963
http://renegadeforums.com/index.php

