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+ Attaching Extras
by Cobra {sfx}

) LightRay3D - [ Untitied
Vcript_Help

o oign
o coliss
o s baisi
o g et
 chanber
o ol

cat

% clpl

None | Invert

REC

KW Crmw EN OO

2 » WD B

7 orgn
o tag_barel
o tag_eiect

REC

KW CHrmw 4 (St e B0 |

2 s mD BT




REC

M« > » W

REC

M« € » W

Medal of Honor (Allied Assault) Weapons Bones List

ILSES

Front

Nore

Inver

Nore | Invert

+* mapped shogun Nore

o Dbject0l

% shoton —

SRR
Objects




REC

M« € » W

Medal of Honor (Allied Assault) Weapons Bones List

| K |s&

Front

Nore

Invert

material?
h materialg

Al None | Invert

PSR

12
01/01/2016

SR -2
Objects




Medal of Honor (Allied Assault) Weapons Bones List

ILSES

Front

o oiign
7 spingfieldl = T
o Obiectoz
o tag_eiect None
7 taq barel
7 Obiectot

i lens

spiingfekd1

None | Invert

SR -2

Obiects

Pinifves <]

Al None | Invert

REC
M« € » W




Medal of Honor (Allied Assault) Weapons Bones Li

Front

o orgn
7 tommy gun e
o tag_siet
o tag_barel
% Thompsonsha1
7 ThempsonSM&2

# cip

Front




Medal of Honor (Allied Assault) Weapons Bones List

ILSES

Front

7 oin

2 Bot

o tan it

o tan_barel
ok

%o

A ban

% bad

REC

M« > » W

Front

o orgn
o/ ta_barel




REC

M« > W

Medal of Honor (Allied Assault) Weapons Bones List

K | s

Front

/7 bazouka bazaoka

% bazooka
bazookain

4 bazookashel

Al None | Invert

ILSES

Front

o oiign
Bl




Medal of Honor (Allied Assault) Weapons Bones List

2 oigin
o orenade
h grenadet

jhtRay3D - [ Unti
it

o orgn
7 Bol2

T materiald
2 moteria2
A mateia




Medal of Honor (Allied Assault) Weapons Bones List

Attaching Things:

// Lets spawn a “Dummy” player ...

local.guy = spawn animate health 100 solid 1 takedamage 0

local.guy model ""models/player/allied_Airborne.tik"

local.guy.origin = ( -224.21 285.73 312.15 ) // On the Bridge on Mohdm4
local.guy.angles=(000)

/ Now lets add a Weapon ...

local.gun = spawn script_model model "'models/weapons/springfield.tik"
local.gun attach local.guy "tag weapon_right"
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Attaching Things:

Ok not bad, lets give him a better animation ...

// Lets spawn a “Dummy” player ...

local.guy = spawn animate health 100 solid 1 takedamage 0

local.guy model "'models/player/allied_Airborne.tik"

local.guy.origin = (-224.21 285.73 312.15 ) // On the Bridge on Mohdm4
local.guy.angles=(000)

// Now lets add a Weapon ...
local.gun = spawn script_model model "'models/weapons/springfield.tik"
local.gun attach local.guy ""tag weapon_right"

// Give him an aiming pose ...
local.guy anim rifle_stand_idle

Better :)
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Suppose we want to add something to the Weapon now?

// Adding something to the Weapon ...
local.extra = spawn script_model model "models/static/tree_winter_midpine.tik"
local.extra scale .1

local.extra attach local.gun _

OKk it works but not how we want it ...
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Attaching Things:

If the angles arent what you want you can manipulate them like this ...

/I Lets spawn a “Dummy” player ...

local.guy = spawn animate health 100 solid 1 takedamage 0

local.guy model "models/player/allied_Airborne.tik"

local.guy.origin = (-224.21 285.73 312.15 ) // On the Bridge on Mohdm4
local.guy.angles=(000)

/I Now lets add a Weapon ...
local.gun = spawn script_model model "'models/weapons/springfield.tik"
local.gun attach local.guy "tag weapon_right"

// Give him an aiming pose ...
local.guy anim rifle_stand_idle

// Adding something to the Weapon

local.extra = spawn script_model model "models/static/tree_winter_midpine.tik"
local.extra scale .1

local.extra attach local.gun "tag barrel"

local.extra.angles = (0 0 180 )

Hope this is of some help to someone, go forth and experiment :)



