
Subject: scripts.dll 2.6 and beoynd
Posted by jonwil on Sat, 18 Mar 2006 09:17:49 GMT
View Forum Message <> Reply to Message

I am currently talking to crimson/blazer about getting a bug-tracking database set up, once thats
set up, I will start entering stuff into it so I can keep track of all bugs and features planned for the
scripts.dll. (there will be more details of the features listed below when I enter them into the
database including full design specifications & requirements documentation for the feature)

But so far, here is what I have on the "stuff to do for 2.6 and beoynd" list:
fix LFDS RenRem
renrem logging (to log anyone using renrem)
an Is_Scriptable engine call (like Is_C4 etc)
a set_damage_points engine call
a set_death_points engine call
set_obj_radar_blip_xxx commands that are per-player and per-team
versions of the JFW_Base_Defence_xxx scripts that switch weapons from primary to secondary
and back when you send a custom
clones of JFW_Switch_Door & JFW_Toggle_Door that are team specific
Script to enable an AI driven RA2 chrono harvester to work
Script to enable a suicide bomber infantry unit (i.e. press a key and they blow up with a
mod-maker specified explosion)
Construction yard script that only repairs in a given radius
Change the timer for the JFW_Vehicle_Block_Preset to a better value
An engine call to get the value of TranslatedNameID for a given object (if it has a value) and then
read the string for the value (which will be in the language that the server/FDS is in)
A new version of the ICON command that is exactly the same as the current one but will show the
ICON to the enemy of the passed in player instead of the team they are on.
Looking into why the ->Created function is not called for C4 objects.
Engine call to get the ammo for <player> <gun>.
Engine call to set the ammo for <player> <gun>.
Engine call to add to the ammo for <player> <gun>.
Engine call to remove <gun> from <player>.
Engine call to create a script zone at runtime and to set its size.
Engine call to change the size of a script zone at runtime.
More customizability with regards to the HUD (eventually, I plan to make it completly
customizable, possibly even including radar like RenAlert showed off way back when)
Engine call to get the planter of a beacon.
Engine call to get the owner of a vehicle.
Engine call to set the owner of a vehicle.
Engine call to get the time for a player (same as the Player_Info console command).
Support for the side buttons on my Microsoft USB Optical Intellimouse.
Support for changing the vehicle limit at runtime
Support for changing PT buttons at runtime
A hud.ini feature so mods can make it so that you cant see the enemies player name
A script such that anytime a character with it attached is inside a vehicle, that vehicle will be
slowly healed.
A script to block certain presets from entering a zone
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A script to allow only certain presets to enter a zone
A hook for when a player leaves the game.
Change the player limit at runtime
Get the player limit
Change the time remaining/time limit at runtime
Get the time remaining/time limit
End the game by timing out
Make vehicle damage reports go over the network (if in fact there are any such sounds that dont
go over the network properly)
Make "Health Is Full","Armour Is Full", "Ammunition is full" messages go over the network
Engine call to get the planter of a C4 object.
Look into a way to send proper colored text to the client (displayed like the chat text but colorable
by the user)
Engine calls to display a texture (texture would be the same as the scope texture) on a given
players screen and remove the current texture that is displayed. Along with some scripts I plan to
make, this could be used to display instructions etc.
Console commands to display information about a player and their vehicle (e.g. what preset they
are, health, shield strength etc etc).

If you have any requests for 2.6 and beoynd, please add them here otherwise they wont end up
on my list.

Subject: Re: scripts.dll 2.6 and beoynd
Posted by =HT=T-Bird on Sat, 18 Mar 2006 13:15:32 GMT
View Forum Message <> Reply to Message

You have a bugtracker on your SourceForge project page, d00d!

Subject: Re: scripts.dll 2.6 and beoynd
Posted by Oblivion165 on Sat, 18 Mar 2006 16:44:39 GMT
View Forum Message <> Reply to Message

A script that makes a AI attack a specific ScriptZone, thats been needed since day 1.

Subject: Re: scripts.dll 2.6 and beoynd
Posted by =HT=T-Bird on Sun, 19 Mar 2006 02:46:50 GMT
View Forum Message <> Reply to Message

Another suggestion...migrate the Linux build system over to Autoconf...that would handle odd
(piece-meal/non-RedHat) distros better than what you have right now...and even (hopefully) cross
compile Linux scripts.so from my Windoze box! 
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Subject: Re: scripts.dll 2.6 and beoynd
Posted by jonwil on Sun, 19 Mar 2006 05:45:22 GMT
View Forum Message <> Reply to Message

Written so far:
script for character that will repair vehicle anytime character is inside.
chrono harvester script (basicly a clone of KAK_Harvester_xxx but which teleports to a specified
location before following the Waypath_Field2Dock waypaths)
construction yard script that repairs only buildings in limited radius
engine call to repair buildings only in limited radius
infantry unit that will self-destruct when a key is pressed (blow up with a specified explosion preset
then die)
clones of the JFW_Base_Defence_xxx scripts that switch between primary and secondary when
send a particular custom)
clones of JFW_Switch_Door & JFW_Toggle_Door that are team specific
a clone of the ICON command but which displays only for the enemies team
an Is_Scriptable engine call (like Is_C4 etc)
per-player/per-team set_obj_radar_blip_xxx commands
set_death_points engine call
set_damage_points engine call
engine call to get a translated string given its numeric ID
engine call to get the string matching the TranslatedNameID of a given GameObject
Changed the timer for JFW_Vehicle_Block_Preset to what should hopefully be a better number.
an engine call to display a texture (same texture size etc as for scopes) for a given user.
an engine call to remove the currently displayed texture
a script that you attach to a player to display the texture then it will disappear automatically

Subject: Re: scripts.dll 2.6 and beoynd
Posted by jonwil on Sun, 19 Mar 2006 12:18:21 GMT
View Forum Message <> Reply to Message

Ok, more stuff written:
Engine call to get the translated name of the current weapon of a solder/vehicle (usefull for kill
messages)
Engine call to get the translated name of a specific weapon of a solder/vehicle.
A way to send a message to the client that will appear in the same message box as messages
like "unit ready" etc. You can specify a RGB color too. This (along with the texture feature I
mentioned earlier) will require bhs.dll on the client.

Oh and FYI, I dont think its possible to detect (inside the killed event of a script for example) if the
object was destroyed by a beacon or C4 object.

Subject: Re: scripts.dll 2.6 and beoynd
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Posted by jonwil on Sun, 19 Mar 2006 14:48:56 GMT
View Forum Message <> Reply to Message

ok, further changes:
the SVERSION console command now works on clients too and will tell you your current version
(e.g. 2.6 or 2.7)
Changes to make the <xxx> has joined the game, <xxx> has left the game and <xxx> has bought
a vehicle messages more likely to correctly appear.
Plus a new engine call and console command to get the vehicle limit and and engine call and
console command to set it. Note that all players will require bhs.dll on the client for this to work.
Also, when its set, it stays set untill you set it to something else. There is one limit for both teams
(so no, you cant give Nod a different limit to GDI 
Got a bunch more things on the to-do list, some of which will probobly be in 2.6.
I will just keep going and then release when I am ready to do so (or if we need something for a
specific purpose e.g. a mod needs <feature> now or if we need more stuff for LFDS WOL)

Subject: Re: scripts.dll 2.6 and beoynd
Posted by theplague on Mon, 20 Mar 2006 04:26:41 GMT
View Forum Message <> Reply to Message

how about basic settings, like speed and such? maybe engin calls could be written to chenge
them?

edit: more specific: running speed, turnig speed

Subject: Re: scripts.dll 2.6 and beoynd
Posted by theplague on Mon, 20 Mar 2006 05:57:53 GMT
View Forum Message <> Reply to Message

-= not relevent anymore, i removed it =-

Subject: Re: scripts.dll 2.6 and beoynd
Posted by jonwil on Tue, 21 Mar 2006 14:47:32 GMT
View Forum Message <> Reply to Message

Here is a complete list of features currently in 2.6:
Code to make "player left game", "player joined game" and "player bought vehicle" messages
display always (somtimes they didnt display properly on the LFDS although they appeared in the
log files)
Clone of the ICON console command that displays for the enemy instead of for your team.
Change to the SVERSION console command to work for clients too
*Console Command to change the current vehicle limit
Console Command to display the current vehicle limit
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*per-player & per-team versions of Set_Obj_Radar_Blip_Shape and Set_Obj_Radar_Blip_Color
*A new engine call to display a texture same as the scope texture (size etc) and one to make the
texture go away. Usefull for displaying instructions etc (especially since the texture can have
alpha blending/transparency)
*A new engine call to send a message to a player such that it appears in the box where mesasges
like "unit ready" appear. You also specifiy what color you want the message to be.
*Engine call to set the current vehicle limit
Engine call to get the current vehicle limit
bool Is_Scriptable(GameObject *obj); //is a ScriptableGameObj
void Set_Damage_Points(GameObject *obj,float points); //Set the damage points for an object
void Set_Death_Points(GameObject *obj,float points); //Set the death points for an object
void Repair_All_Buildings_By_Team_Radius(int Team,int ConstructionYardID,float Health,float
Radius); //repairs all buildings in the specified radius around the object represented by
ConstructionYardID for the team except the passed in ConstructionYardID,0 = Nod,1 = GDI
const char *Get_Translated_String(unsigned long ID); //Get a string from the translation database
given its ID
const char *Get_Translated_Preset_Name(GameObject *obj); //Get the translated name for the
preset of this object, if it has one
int Get_C4_Count_Proximity(int Team); //Get the proximity C4 count for a team
int Get_C4_Count_Remote(int Team); //Get the remote C4 count for a team
void Attach_Script_All_Buildings_Team(int Team,const char *Script,const char *Params,bool
Once); //attach a script to all buildings by team
void Attach_Script_All_Turrets_Team(int Team,const char *Script,const char *Params,bool Once);
//attach a script to all turrets by team
const char *Get_Translated_Weapon(GameObject *obj,int position); //Get the translated name of
a weapon
const char *Get_Current_Translated_Weapon(GameObject *obj); //Get the translated name of the
current weapon
Clones of JFW_Base_Defence_xxx that alternate between primary and secondary when sent a
custom
Script called JFW_Pilot_Repair that when put on an infantry unit makes that unit repair any
vehicle they are inside
Script called JFW_Conyard_Radius that repairs buildings in a certain radius
Clones of KAK_Harvester_xxx that teleport the harvester to a particular location before following
the field2dock waypath
Script JFW_Suicide_Bomber which when a certain key is pressed, infantry unit with it attached
blows up.
*Script JFW_Show_Info_Texture, shows the texture mentioned above for specified amonut of time
then makes it go away.
per-team versions of JFW_Switch_Door and JFW_Toggle_Door
Change to the time value used by JFW_Vehicle_Block_Preset to identify how soon after recieving
the "entered vehicle" event to kick the unit out.

Here is a list of features that are still to be added to 2.6:
GameObject *Get_C4_Planter(GameObject *obj); //Gets the planter of a C4GameObj
GameObject *Get_Beacon_Planter(GameObject *obj); //Gets the planter of a BeaconGameObj
GameObject *Get_C4_Attached(GameObject *obj); //Gets the object a C4GameObj is attached to
(if any)
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void Remove_Gun(GameObject *obj,const char *gun); //Removes a gun from an object
GameObject *Get_Owner(GameObject *obj); //Gets the owner of a vehicle
float Get_Lock_Time(GameObject *obj); //Gets the time a vehicle will remain locked to the owner
void Set_Owner(GameObject *obj,GameObject *owner,float LockTime); //Sets the owner and lock
time of a vehicle
void Set_Lock_Time(GameObject *obj,float LockTime); //Sets the lock time of a vehicle
Note that entering a vehicle resets the owner, as does the expiration of the lock time (defaults to
26 seconds when you buy the vehicle)
int Get_Vehicle_Mode(GameObject *obj); //Gets the mode of a vehicle
0 = car
1 = tank
2 = bike
3 = flying
4 = turret
void Repair_All_Turrets_By_Team(int Team,float health); //repairs all vehicles that have mode =
turret
Changes to the scripts with VTOL in the name to check the vehicle mode instead of the physics
type
New construction yard repair script to repair only turrets
engine call to get a teams color
engine call to get a players color
engine call to get an objects color
Changes to parse hud.ini color change on the FDS (so that the get color engine calls get the right
color)
void Disarm_C4(GameOBject *obj); //Disarm a C4 object
void Disarm_All_Proxy_C4(int ID); //Disarm all proximity C4 owned by a player
void Disarm_All_C4(int ID); //Disarm all C4 owned by a player
Console command to disarm all C4 owned by a player
Console command to disarm all proximity C4 owned by a player
Fixes to disarm all C4 when the team change console commands and engine calls are used
int Get_Current_Vehicle_Count(int team); //Gets the current vehicle count for a team
bool Is_Base_Powered(int team); //Is this teams base powered
bool Can_Generate_Vehicles(int team); //Can this team buy vehicles
bool Can_Generate_Soliders(int team); //Can this team buy soldiers
*engine call to send colored message (like above) to everyone
*engine call to send colored message (like above) to a team
*Console command to send colored message to player, team and everyone

And, depending on how things go time wise and such, I will also try and get these into 2.6:
Engine calls to change the ammunition for a given player and a given gun (not sure which ones, if
any, yet, I have to find the place it keeps the ammunition values first)
A possible fix to make ->Created get called when a C4GameObj is created
Console command to change the player limit at runtime (if I can find all the places to change to
make it work)
Console command and engine call to get the current player limit
Engine call to get the time for a player (like Player_Info) if I can figure out how
Console Command to change the time remaining/time limit for the game if I can figure out how
Console Command/engine call to get the time remaining/time limit for the game if I can figure out
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how
Console Command/Engine call to end the game by timing out if I can figure out how
Script to block certain presets from entering a zone
Script to allow only certain presets to enter a zone
These 2 I can do, I just have to figure out the math to move something "backwards N units"
*Changes to make "Health Is Full","Armour Is Full", "Ammunition is full" messages go over the
network (I know where to change, the hard part is finding enough code to insert my hooks and
making sure I get the right player ID and other information to pass though to the client)
*Changes to make various reports (e.g. harvester under attack) go over the network (if you hear
the harvester under attack reports now, its probobly because you are on an SSAOW server which
plays them itself). Need to figure out which sounds need to be sent over the network and where to
hook to make that happen.

*these features reqire bhs.dll on the client to work

Subject: Re: scripts.dll 2.6 and beoynd
Posted by theplague on Wed, 22 Mar 2006 01:12:01 GMT
View Forum Message <> Reply to Message

nice work JW. here are two scripts people might find intresting...

pass a part of a name to this and it'll find the first person with that part of the nameGameObject
*Get_Part_Name(const char *name1) {
	GenericSLNode *x = BaseGameObjList->HeadNode;
	int count = 0;
	GameObject *current;
	std::string name = StringToLower(name1);
	while (x != 0) {
		GameObject *o = As_SoldierGameObj((GameObject *)x->NodeData);
		if (o != 0) {
			std::string pname = StringToLower(Get_Player_Name(o));
			if (pname.find(name) != std::string::npos) {
				current = o;
				count++;
			}
		}
		x = x->NodeNext;
	}
	if (count == 1 && current && Commands->Get_ID(current)) return current;
	else return 0;
}

This is just to see how many people have this part in their namesint Get_Part_Names(const char
*name1) {
	GenericSLNode *x = BaseGameObjList->HeadNode;
	int count = 0;
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	std::string name = StringToLower(name1);
	while (x != 0) {
		GameObject *o = As_SoldierGameObj((GameObject *)x->NodeData);
		if (o != 0) {
			std::string pname = StringToLower(Get_Player_Name(o));
			if (pname.find(name) != std::string::npos) {
				count++;
			}
		}
		x = x->NodeNext;
	}
	return count;
}

Subject: Re: scripts.dll 2.6 and beoynd
Posted by jonwil on Wed, 22 Mar 2006 03:05:57 GMT
View Forum Message <> Reply to Message

ok, will add those 2 engine calls to 2.6.
Also, NeoSaber of the RenAlert team has told me of a possible issue to do with vehicle turrets
where they appear to be jerky whewn they turn that I will look into.
And there was a request for colors like PM color (and other related colors) to be made
changeable. Will do my best to make this happen as well as adding engine call to get the colors
back from the game.

Also, the commands to send the colored message will (either via a different version or a special
flag) let you specify that you want to use one of the various colors (e.g. team color, PM color etc)
that engine calls will exist to retrieve.

Subject: Re: scripts.dll 2.6 and beoynd
Posted by Viking on Wed, 22 Mar 2006 03:54:32 GMT
View Forum Message <> Reply to Message

"A hud.ini feature so mods can make it so that you cant see the enemies player name"

FUCKING YES MAKE RED ALERT APB USE IT! CUS THAN THE SPY MIGHT BE USEFUL!

Subject: Re: scripts.dll 2.6 and beoynd
Posted by jonwil on Thu, 23 Mar 2006 05:47:43 GMT
View Forum Message <> Reply to Message

.dook, one more 2.6 feature that I plan to add:
I am going to change keycfg.exe, keys.cfg and the keyhook code so that you can set a key to
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"none" and it will not be assigned to any key (but can still be reassigned later).

Subject: Re: scripts.dll 2.6 and beoynd
Posted by Ma1kel on Thu, 23 Mar 2006 17:19:31 GMT
View Forum Message <> Reply to Message

...
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