
Subject: Re: Write to ini with Kill script using player's nick and join function not
working right
Posted by jnz on Wed, 08 Apr 2009 11:11:56 GMT
View Forum Message <> Reply to Message

Quote:

void Killed_Building_Script::Killed(GameObject *obj, GameObject *shooter){
       /*********why were those functions decs there? (compile error)***********/
	char *lpBuff = new char[256]; //MEMORY LEAK why even use the heap? use the stack instead
(char lpBuff[256])
	int newamount = 1;
    int num = atoi(lpBuff); //USE OF UNINITIALIZED MEMORY (crash?)
    num -=  newamount;
    char buffer[50];
	char buildingid[16];
	sprintf(buildingid, "%d", Commands->Get_ID(obj)); //use %u for unsigned
    sprintf(buffer,"%d",num);
	char pName[256];
	GetPrivateProfileString("BuilderID", buildingid, "nick", lpBuff, 256,
"C:\\westwood\\RenegadeFDS\\Server\\ID1.ini");
	char *lpBuff2 = new char[257]; //MEMORY LEAK why even use the heap? use the stack instead
(char lpBuff2[256])
	char building[257];
	GetPrivateProfileString("BuildingID2", buildingid, "N", lpBuff2, 257,
"C:\\westwood\\RenegadeFDS\\Server\\ID2.ini");
	char *lpBuff3 = new char[258]; //MEMORY LEAK why even use the heap? use the stack instead
(char lpBuff3[256])
	GetPrivateProfileString(pName, building, "0", lpBuff3, 258,
"C:\\westwood\\RenegadeFDS\\Server\\Buildings.ini"); //USE OF UNITIALIZED MEMORY
(building)
	WritePrivateProfileString(pName, building, buffer,
"C:\\westwood\\RenegadeFDS\\Server\\Buildings.ini"); //USE OF UNINITIALIZED MEMORY
(building) 
}
ScriptRegistrant<Killed_Building_Script>
Killed_Building_Script_Registrant("Killed_Building_Script","");

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

http://renegadeforums.com/index.php?t=usrinfo&id=21311
http://renegadeforums.com/index.php?t=rview&th=32742&goto=379224#msg_379224
http://renegadeforums.com/index.php?t=post&reply_to=379224
http://renegadeforums.com/index.php

