Subject: Re: A notice to anyone planning to write code for scripts 4.0
Posted by saberhawk on Thu, 01 Sep 2011 05:46:56 GMT
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The color scheme can be messed around with significantly.
Colors!

File Attachnents

1) colors.png, downl oaded 488 tines

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


http://renegadeforums.com/index.php?t=usrinfo&id=20619
http://renegadeforums.com/index.php?t=rview&th=38245&goto=452995#msg_452995
http://renegadeforums.com/index.php?t=post&reply_to=452995
http://renegadeforums.com/index.php?t=getfile&id=13690
http://renegadeforums.com/index.php

eo tt VC2010 - Microsoft Visual Studi

File Edit Yiew WAssist{ Theme Project Build Debug Team Data Tools Architecture Test Anpalyze Window Help

hysDefClass.h

bal Scope]

#include

#include

#include

#include

#include

#include

f/f If you modify this list, be sure to add the friendly name to GetCollisionGrouphName
Btypedef enum {

DEFAULT COLLISION GROUP =8, // collides with everything

UNCOLLIDEABLE_GROUP, f/f collides with nothing

TERRAIN_ONLY COLLISION GROUP, f/f collides only with terrain

BULLET COLLISION GROUP, ff collides with everything but itself
TERRAIN_AND BULLET COLLISION GROUP, ff collides with terrain and bullets

BULLET _ONLY COLLISION GROUP, f/f collides only with bullets

SOLDIER_COLLISION GROUP, f/f collides with everything (but only soldiers u
SOLDIER_GHOST _COLLISION GROUP, f/f collides with everything but soldiers

{// new collision groups here, 8 - 14

C4 COLLISION_GROUP, /f behaves like DEFAULT but doesn't collide with
UNDERGROUND COLLISIOM GROUP, f/f collides with TERRAIN and itself

SOLDIER_ONLY COLLISTON GROUP, f/f collides only with SOLDIER and SOLDIER_GHOST
SOLDIER_BULLET COLLISION GROUP, f/f collides with C4, BULLET, SOLDIER and SOLDIER
TERRAIN_COLLISTION GROUP = 15, ff Terrain must be 15

{// more collision groups here, 16 - 31

WATER SURFACE_COLLISTON_GROUP, f/f collides with MAVAL UNIT, BEACHING UNIT, AMBH
WATER _EDGE COLLISION_GROUP, f/f collides with DEFAULT, SOLDIER, and MAVAL UNI
WATER_EDGE_ALT COLLISION GROUP, // collides only with NAVAL_UNIT

BEACH EDGE COLLISION GROUP, f/f collides only with BEACHING UNIT

MAVAL UNIT COLLISION GROUP, /f behaves like DEFAULT but collides with WATER_
BEACHING UNIT COLLISION_GROUP, /f behaves like DEFAULT but collides with WATER_
HOVER_UNIT COLLISION GROUP, /f behaves like DEFAULT but collides with WATER_
AMPHIBIOUS UMIT_COLLISION GROUP, /f behaves like DEFAULT but collides with AMPHIB
AMPHIBIOUS UMIT_FLOOR COLLISTON_GROUP, f/f collides only with AMPHIBIOUS UNIT

COLLISION GROUP MAX = 32, ff not a collision group

| } Collision_Group_Type;

GetCollisionGroupiame{Collision

Binline const char*
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