Animating a Crane made from Brushes
by Cobra {sfx}

Load the Crane prefab, it is made from brushes ...
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... and make it into a script_object with a targetname.
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Next we add a script origin and give it a targetname ...
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Then add these lines of code to your map script...

= ng Langusge Setings Macro Run TedFX Plugins  Wind X
ZRNRABTOH BE I @ ¢ GZAANRB IS BEE B8
[Ed vehicles_thinke =] icle.ser | =] DV_Airb | B Airborne .ser [ A7B.scr |l Panzer.scr | [ A7.scr | =] OpelTruck.scr | ] Stuka?. su[gismkﬂ.su]
50
51l //$Jeep thread global/Jeep.scr::InitVehicle

//$shermy thread global/playervehicle.scr::startvehicleinit M
//$KTiger thread global/playervehicle.scr::startvehicleinit 13
waitthread hangarz

exec server planes/trigger.scr ( 432.00 2665.00 32.00 ) "allies™ ".2" //-1383.00 5440.00 -6168.00

$Glider notsolid

60 level waittill spawn

61

62 $CraneUpper bind $CraneBase
63 $CraneBase rotatey 3

64

65

6
68 $GliderTrig2 nottriggerable
69 $GliderTrig3 nottriggerable
70 $GliderTrig4 nottriggerable
71 local.playerhaschute = 0

72 //wait 10

73 thread BombTrig

74 //exec global/exploder.scr::explode 10

it //wait 1

76 //exec global/exploder.scr::explode 9

77 end

78
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Were b1nd1ng the top half of the crane to the script_origin then rotatlng the
scrlpt_orlgm. Easy huh! Finished prefab included :)
http://www.youtube.com/watch?v=RIWFsePKnxU
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