Subject: Re: Hello
Posted by reborn on Wed, 16 Apr 2008 17:03:04 GMT

View Forum Message <> Reply to Message

SSnipe wrote on Wed, 16 April 2008 12:53reborn wrote on Wed, 16 April 2008 07:54Not that |
know of, but you could edit the ssgm_player script so that all the drop weapons code is also
added to the ::Destroyed event, and add a little explosion at the same position as the player
GameObject *.

i looked at the scripts...i think i understand some of what u said but just a little stuck

ATM the drop weapon code is on the ::Killed event (I think, working from memory here ), change it
so that it is on the ::Destroyed event of SSGM_Player instead. This way when a player leaves it
will happen too. You will also have to create an explosion too, this won't be too much extra work
as the drop weapon already gets the Vector position for where to crate the weapon drop, so just
use that position for the explosion too.
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