
Subject: scripts.dll 3.2.2 WIP update
Posted by jonwil on Mon, 16 Apr 2007 14:25:38 GMT
View Forum Message <> Reply to Message

Here is a list of all the things fixed so far in scripts.dll 3.2.2:
1.Improved the normal map shader (the goal with 3.2.2 is to have all the bugs gone and to make it
work as close to perfectly as possible)
2.Cleaned up the way scripts.dll loads the other dlls (better output when files are missing or cant
load)
3.Cleaned up a possible memory leak in except.cpp
4.Cleaned up a case where some memory could be cleaned up more than once by accident so
that it wont try to clean it up if it is already cleaned up. (prevents a possible crash at that point)
5.Cleaned up the way Tangent and Binormal data is calculated (related to point #1 about the
normal map shader)
6.Fixed a possible bug in engine_net.cpp that may have lead to a crash
7.Cleaned up the Get_Vehicle_Mode engine call so that if you pass a soldier, it will try to retrieve
the soldiers vehicle if they have one and return the mode of that.
8.Fixed a bug in WideStringClass::Get_Header that affected linux systems.
9.New code for disabling fog when shaders render so that fog is only disabled on those cards
where not disabling it breaks stuff (specifically any card that supports Shader Model 3.0)
10.Fixed the ExpVehFac logic to correctly set the LastFlyVehOwner variable.
11.Changed how the ExpVehFac logic makes a flying unit "untargetable" by the base defenses to
use the new Set_Vehicle_Is_Visible engine call added in 3.2
12.Fixed a bug in shaders.cpp to do with correctly releasing the memory used for per-map shader
databases.
13.Fixed a bug that caused the game to crash anytime a model viewer control (such as used by
the View console command or the Encyclopedia/Nod database in single player) displayed a model
with certain kinds of dazzles.
14.Fixed a bug that made the game crash anytime it tried to render a mesh with the Scale,
SineLinearOffset, ZigZagLinearOffset, or Random texture mappers.
15.Fixed a bug which could cause the wrong shadow to be drawn for a unit under certain rare
circumstances
16.Fixed a bug that would cause the game to crash on loading if you had an ATI graphics card
and turned on Multi-Sample Anti-Aliasing.
17.Changed the Exit console command to hopefully not crash anymore
18.Fixed some off-by-one errors in the sidebar code that were causing problems with one of the
maps in the current WIP of RA:APB
19.Added code to Direct3DCreate8 to return the correct value in the case of a failure creating the
Direct3d9 object.
20.Added code to d3d8.dll to make things work correctly when the PIX direct3d log tool is used
with scripts.dll 3.2.x loaded

Currently still to fix:
1.Find out why Saberahwk is having problems with PIX even with this fix (could be Vista related)
and solve whatever problem is the cause
2.Fix the mobile gap generator (someone reported that it does not affect the allies properly if a
soviet steals one and starts driving it)
3.Finish fixing the normal map shader and the Tangent/Binormal generation code

Page 1 of 2 ---- Generated from Command and Conquer: Renegade Official Forums

http://renegadeforums.com/index.php?t=usrinfo&id=40
http://renegadeforums.com/index.php?t=rview&th=23851&goto=254241#msg_254241
http://renegadeforums.com/index.php?t=post&reply_to=254241
http://renegadeforums.com/index.php


4.Find out why the console is not working for some people who are playing on Vista
5.Test the custom kill message scripts and fix any bugs that show up (right now I think there may
be a bug to do with someone planting a beacon or C4 and being inside a vehicle when it goes off,
need to test that)
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