
Subject: Re: code
Posted by dblaney1 on Sun, 12 Aug 2018 00:39:31 GMT
View Forum Message <> Reply to Message

None of the sound code actually runs on the fds. Your best bet is to use sound emitters. You can
create them using w3dview. Then you spawn an invisible object and set the model to that sound
emitter. When you want the sound to stop you destroy that invisible object.

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

http://renegadeforums.com/index.php?t=usrinfo&id=28598
http://renegadeforums.com/index.php?t=rview&th=41207&goto=492906#msg_492906
http://renegadeforums.com/index.php?t=post&reply_to=492906
http://renegadeforums.com/index.php

