Realgamer 4 /TS nieuwe style 01-05-2001

feature

13:20 Pagina 120

mod progranmming voor quake lll, deel 3

door Jan Paul van Waveren aka Mr.Elusive

spawn_t spawns(] = {

gl
-

gun( gentity_t *ent ) {

trap_SetBrushModel( ent, ent->model );
ent->rsvFlags = SVF_USE_CURRENT_ORIGIN;
ent->s.eType = ET_MOVER;

ent->s.pos.trType = TR_STATIONARY;
VectorCopy( ent->s.origin, ent->s.pos.trBase );
VectorCopy( ent->s.origin, ent->r.currentOrigin );
trap_LinkEntity (ent);

{"func_gun", SP_func_gun},

-
-

#define PMF_STATIONARYGUN
using stationary gun

-

-

Jan Paul werkt als programmeur voor |D software.

hit = &g_entities[touch[i]];

-

-

if (ent->client->pers.cmd.buttons & BUTTON_USE_HOLDABLE )
if (Istremp( hit->classname, "func_gun") ) {
if ( hit->timestamp < level.time ) {
if (hit->count ) {
if

hit->enemy == ent ) {
ent->client->ps.pm_flags &= ~PMF_STATIONARYGUN;
hit->count = o;
hit->timestamp = level.time + 300;
VectorClear( hit->s.apos.trBase );

ent->client->ps.generici = o;

ent->flags &= ~FL_NO_KNOCKBACK;

trap_EntityContact( mins, maxs, hit ) ) {
hit->enemy = ent;

hit->count = level .time;

hit->timestamp = level.time + 300;
ent->client->ps.pm_flags |= PMF_STATIONARYGUN;
ent->client->ps.generic1 = hit - g_entities;
ent->client->ps.weapon = WP_NONE;

ent->flags [= FL_NO_KNOCKBACK;

-
i

if (client->ps.pm_flags & PMF_STATIONARYGUN ) {
gentity t *gun;
gun = &g_entities[ client->ps.generic1 ;
VectorCopy( client->psviewangles, gun-
>s.apos.trBase );
if ( client->ps.stats[STAT_HEALTH] <=0 ) {
client->ps.pm_flags &=
~PMF_STATIONARYGUN;
gun->count = o;
VectorClear( gun->s.apos.trBase );
client->ps.generic1 = o;

PM_UpdateViewAngles( pm->ps, &pm->cmd );

-

-

if (pmove->ps->pm_flags & PMF_STATIONARYGUN ) {

pmove->cmd.forwardmove = o;

pmove->cmd.rightmove = o;

pmove->cmd.upmove = o;

if (pm->ps->viewangles[o] > 15) {
pm->ps->viewangles[o] = 15;

}

else if ( pm->ps->viewangles[o] < -15 ) {
pm->ps->viewangles[o] = -15;

}

if (pm->ps->viewangles[1] > 35) {
pm->ps->viewangles[1] = 35;

}

else if (pm->ps->viewangles[1] < -35) {
pm->ps->viewangles[1] = -35;

}

if (pm->ps->weaponTime > 0) {
pm->ps->weaponTime -= pml.msec;

}

-
-

if (pm->ps->pm_flags & PMF_STATIONARYGUN ) {

if (pm->ps->weaponTime > 0) {
return;

}

if (! (pm->cmd.buttons & BUTTON_ATTACK) ) {
return;

}

PM_AddEvent( EV_FIRE_WEAPON );

pm->ps->weaponTime += 100;

return;

AngleVectors (ent->client->psviewangles, forward, right, up);

in de functie FireWeapon in het bestand game/g_weapon.c
wordt het volgende toegevoegd:

if (ent->client->ps.pm_flags & PMF_STATIONARYGUN ) {
gentity t *gun;
gun = &g _entities[ ent->client->ps.generic1 J;
AngleVectors (gun->s.apos.trBase, forward, right,

VectorCopy( gun->s.pos.trBase, muzzle );

VectorMA( muzzle, 5o, forward, muzzle );

SnapVector( muzzle );

Bullet_Fire( ent, MACHINEGUN_SPREAD, MACHI-
NEGUN_DAMAGE );

Bullet_Fire( ent, MACHINEGUN_SPREAD, MACHI-
NEGUN_DAMAGE );

return;

}

-
-

ent = &cent->currentState;
-

-

if (ent->generic1) {

CG_MachineGunEjectBrass( &cg_entities[ ent-
>generic1 ] );

trap_S_StartSound(NULL, ent->number,
CHAN_WEAPON, cg_weapons[ WP_GAUNTLET ].flashSound[o] );

return;

}

-
-

/sv_pure o

/map statgun
-

-€
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heeft een heleboel nuttige
informatie voor iedereen die
geinteresseerd is in het zelf

maken van maps (met bijvoorbeeld
een stationair wapen).




