Subject: Re: Back working on scripts now
Posted by Jerad2142 on Wed, 30 Sep 2015 17:23:04 GMT

View Forum Message <> Reply to Message

Neijwiert wrote on Wed, 30 September 2015 09:44Jerad Gray wrote on Wed, 30 September 2015
06:23Neijwiert wrote on Mon, 28 September 2015 09:10Could we get these things working
properly on the fds:

Monitor_Sound

Stop_Sound

Cause currently theres no way to stop a looped sound other than rejoining game and also no way
to know if a sound ended other than having a timer and manually entering sound length.

Also not sure if updating the object to clients works as a hacky way to stop the looping sound?
(After you use Stop_Sound)

| usually make a w3d that creates sound and then just destroy it.

That still makes a looped sound continue unless you rejoin the game.

Jonwil couldnt this be a nice next project to do in the ren engine ? Implement ids with sounds?
Only if you forget to check "Stops when hidden"

File Attachnents

1) Untitled.png, downl oaded 819 tines

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


http://renegadeforums.com/index.php?t=usrinfo&id=21300
http://renegadeforums.com/index.php?t=rview&th=41003&goto=491242#msg_491242
http://renegadeforums.com/index.php?t=post&reply_to=491242
http://renegadeforums.com/index.php?t=getfile&id=15212
http://renegadeforums.com/index.php

% s_alienAlarm - W3D Viewer

File View Object Emitters Primitives Sound Lighting Camera

Background Movie

IF D00 %S = e ?

gg Materials
EJ--& Mesh

----- —':\. Hierarchy

..... H-LOD

fb Mesh Collection
..... A Aggregate

..... A Emitter

..... @ Primitives

E..{HE Sounds
{HE s_aliendlarm

Object controls

- o

Ready

Edit Saund

. Uszethe contralz
— Wl VOC, or M

monaacral, unco

2 _alierdlarm

Eilename:

—i" 2D or 20 Trigger —
Trigger Badiug: {150,010

—% 30 Sound
Diropaff at: 150,00

b & volume at |10.00

¥ Infirite loops

¥ Stop when hidden

=



http://renegadeforums.com/index.php

