
Subject: Re: Syncing or changing BuildingGameObj 'IsDetroyed' state for clients
Posted by StealthEye on Tue, 01 Jul 2014 20:19:47 GMT
View Forum Message <> Reply to Message

The way I see it, syncing the IsDestroyed flag correctly is not a hack. It is actually an improvement
to the synchronization of the BuildingGameObj and would imo be part of a proper implementation
of building revival. However, that does not mean that after the change
BuildingGameObj::Set_Destroyed(false) correctly revives a building. To correctly revive a building,
more is needed.

For true building revival, there are three approaches:

1. The way it is currently done. I don't know the details, but I think it is along these lines: call
Set_Destroyed(false), check the building type and reattach scripts, send announcements, call
Set_Base_Power, Can_Generate_Vehicles, etc. so that the game ends up in the right state - this
I'd definitely call a hack, and I would be against including it in the engine like that. (But it's the only
way to do it without engine changes, and it apparently works well.)

2. Add a BuildingGameObj::On_Revived function (ala BuildingGameObj::On_Destroyed) or edit
BuildingGameObj::Import_Rare to perform the necessary actions when a building is revived.
Then, the revival logic is exactly where it should be. - If TT would implement building revival, I
think this should be the approach. This takes some development and validation time to do it
properly though, and I'm not sure if it's worth it. (This assumes that we have actually cloned
enough of the Renegade code to even make that change, but I think we have.)

3. Adding a new net event like jonwil suggested. I do not particularly like that solution either.
Building creation or destruction is not an event, why should building revival be.

So, in short, my stance is: (A) implement the syncing of the IsDestroyed flag. It is technically an
improvement even if it is not sufficient to make building revival work, and it allows others (albeit
with hacks) to implement building revival. (B) Do not implement building revival. It takes too much
effort, risks introduction of other bugs, and there are probably more important things to work on.
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