
Subject: Re: Help with coop maps :/
Posted by TNaismith on Sat, 12 Sep 2009 16:12:57 GMT
View Forum Message <> Reply to Message

For number 1, I know of this tutorial By Zorid at [MC] Clan, he posted this in our private forum
sections, but I think he'll be alright with me posting this part for you;

Quote:I hope you understand this, i made it as easy as pos to understand.

This is a list of scripts, what the script does and how to set them up within leveledit.

Object = This can be a turret/samsite/building/enemy bot/weapons/keycards/ect.... The Script is to
be added to whatever you want to use.
Settings = This is the settings for the script, you must fill in all settings before you click ok or
leveledit may crash.
Arrow = A daves arrow

==================================================
==============================
Destroy an object to open a check
==================================================
==============================

Object - JFW_Death_send_custom

Settings -

ID = id of the arrow
Msg = 1000
param = 1

Arrow - JFW_Custom_destroy_object

Settings -

msg = 1000
ID = id of the object to be removed

==================================================
==============================
Press a switch to open a doorway
==================================================
==============================

Switch - JFW_poke_send_custom
JFW_poke_send_custom_cost
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Settings -

ID = id of the arrow
msg = 1000
param = 1

Arrow - JFW_Custom_destroy_object

Settings -

msg = 1000
ID = id of the object to be removed

Now the only part missing for number 1 is that I don't know how to script it so that you must have
a keycard to trigger the switch.  I know if you maybe go this site here;

http://www.game-maps.net/downloads/renegade/updates/update344.html

You might be able to scroll through all the possible scripts that Jonwil has made for Level Editor,
and you probably can find a script that will go along with making the keycard function.  I'm
assuming this concept is similar to the Coop Server that St0rm hosts, because I remember having
to get those keycards in order to advance in the Temple of Nod mission.  I don't know how to do it
though, but I'm sure more experienced people would know if you could get in touch with them.

For number 2, I don't know how to do this one fully myself.  I know that you need to find scripts
that 'send messages' once it is destroyed.  For example, if you want a message to appear once a
certain turret is destroyed, you'll have to attach a script that goes something like
'Death_send_message', which basically means once it is destroyed, it will trigger an fds message
to appear, depending on which fds script you used.  This one is not really in my area of
knowledge, you'll have to hope someone else better can answer this.  I know St0rm's Coop also
does this kind of fds message system too.  I don't know how to do that yet.

For number 3, yes, it is possible.  Instead of using the 'JFW_enable_spawner_custom' script, you
need to scroll all the way down the list of scripts, until you reach the scripts that start with 'z_'. 
There scripts are done by Zunnie from MP-Gaming, and he has made some specific scripts for
Coop.  The one you probably are looking for 'z_Enable_Multiple_Spawners_Custom'

Here is the full description of the script, which you can find here (Around the bottom of the entire
page); http://www.game-maps.net/downloads/renegade/updates/update344.html

Quote:z_Enable_Multiple_Spawners_Custom (This can be used to enable 5 spawners in 1 go)
	Message(Message to trigger on)
	ID1(ID of the first spawner to enable)
	ID2(ID of the second spawner to enable)
	ID3(ID of the third spawner to enable)
	ID4(ID of the fourth spawner to enable)
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	ID5(ID of the fifth spawner to enable)

For number 4, there are many scripts that can do this.  I don't use these scripts myself because
I'm not learning that stuff yet.  However, I've seen several of those scripts pop up from time to
time.  If you look here; http://www.game-maps.net/downloads/renegade/updates/update344.html,
and take the time to browse through the entire list a few times, I'm pretty sure you can find the
name of scripts that will play sounds once an objective is complete.  As an additional note, if you
want the actual sounds of when missions are complete, just like in singleplayer, you'll have to
learn how to script actual objectives, as in, the little icons that appear in the top right in
singleplayer mode.  There is a whole entire network you have to learn in order to make those
objectives work.  That's too advanced for me, so I can't offer any other help than that.

For number 5, I unfortunately don't know how to do this either.  I have been looking and searching
for ages though, and I've crashed my level editor so many times trying to find out how to do this.  I
know St0rm's Extreme Coop does it, and I think it's really cool, but so far, all the methods I've tried
don't work.  Since St0rm does it though, I'm pretty sure it's possible.  If I get any information on it,
I'll be sure to pass it on to you.

That is the best that I know.  I honestly am in the same boat as you.  I've only know a little, but
guys like Zunnie, Wilost0rm, Zorid, and I think even reborn and IronWarrior might know more
about this kind of stuff.  Sending a PM over to them can't hurt, but don't get your hopes too high,
most of them are all busy doing bigger things in their communities.  Can't hurt to try. 

Good luck.  Hope what little knowledge I have helped maybe just a little at least.  Laters.

TNaismith
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