
Subject: Re: Server Crashdump
Posted by StealthEye on Mon, 27 Aug 2012 13:27:55 GMT
View Forum Message <> Reply to Message

I just committed this fix:

@@ -168,10 +168,11 @@ void Spectate(GameObject *obj,int id)
 		Commands->Set_Shield_Type(soldier,"Blamo");

 		Disarm_All_C4_Beacons(id);

 		for (SLNode<cPlayer>* PlayerIter = Get_Player_List()->Head(); (PlayerIter != NULL); PlayerIter
= PlayerIter->Next())

 		{

 			cPlayer *p = PlayerIter->Data();

+			if (!p->Is_Active()) continue;

 			if (p->Get_Id() == id)

 			{

 				Send_Object_Update(obj,p->Get_Id());

 			}

 			else

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

http://renegadeforums.com/index.php?t=usrinfo&id=21143
http://renegadeforums.com/index.php?t=rview&th=39600&goto=473599#msg_473599
http://renegadeforums.com/index.php?t=post&reply_to=473599
http://renegadeforums.com/index.php

