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Unused Files

Please see attached disc for the actual unused files.  These files were created for the mod but were unable to be added due to problems with the code and time constraints.

Folder ‘Players’

· Dm_basetestwhite3.bmp 
- A new character skin based upon Al Capone

· Dm_facetest2.bmp

- A new character face 

· Gman2.mdl


- Complete Al Capone character

· Gman4.mdl


- Additional initial Cop character

Folder ‘Weapons’

· Folder ‘Baseball Bat’

· Bat1.max

· Bat2.max

· Bat3.max

· Bat4.max

- A variety of baseball bat weapon models

· Folder ‘Nightstick’

· Nightstick.max
- The night stick model file

· Nightstick-animation1.max

· Nightstick-animation2.max

· Nightstick-animation3.max – A variety of night stick animations

APPENDIX G

CONFIG FILE CHANGES

Config Changes for Cops ‘N Robbers

See attached disc for full files.  The following are the changes that have been made to the files.

Config.cfg changes

· Con_color 
  : Changes the standard colour of the console and print screen text

· Parameter “245 245 245” : RGB values for pale white

Server.cfg and listenserver.cfg changes

· Sv_aim 0    

: Disables auto aim capability of any player

· Sv_clienttrace 3.5 

: Enables collision boxes for players

· Pausable 0  

: This is multiplayer, no player may pause the server

· Hostname “Cops ‘N Robbers”   : Changes default server name

· Sv_maxspeed 350  
: Limits the players maximum movement speed

· Mp_falldamage 1.9 
: Increase the fall damage to max for enhanced realism

· Mp_teamplay   

: This mod is team-play based

· Removal of all blood and body parts

· Violence_ablood 0

· Violence_agibs 0

· Violence_hblood 0

· Violence_hgibs 0

Liblist.gam changes

// This is the file that is used to publish the mod online and allow it to be selectable within halflife.

// Cops N Robbers Game Info file

gamedir "CopsNRobbers"
// our mod directory within halflife

game "Cops 'N Robbers"
// Declares the game name

url_info "www.OURSITE.com" // The mods website (unofficial)

url_dl "www.OURDL.com"
   // Where to download CopsNRobbers from

date "March 1, 2003"

// date mod created

version "1.0"


// Version no.

size "101 mb"


// File Size

svonly "0"  


// 0 means client must install mod

cldll "0"


// Client dll required for install

hlversion "1009"

// Version of half lfie compatible with

type "multiplayer_only"
// Multiplayer only mod

startmap "c0a0"

// Default starting maps

trainmap "t0a0"

// Default training maps (no training maps available)

mpentity "info_player_deathmatch" // Use starting entity of deathmatch spawn

gamedll "dlls\mp.dll"

// Game dll available in this dir for loading

CopsNRobbers.fgd

This is the file used for creating entities such as spawn points and loot bags within the halflife map editor ‘hammer’.

// Worldcraft game data file for Cops N Robbers mod.

// The jail function, covers entire jail to check if all robbers are inside it

@SolidClass = func_jail : "in jail while inside" [ ]

// The scoring zone for the robbers, loot has to be dropped off within this entity

@SolidClass = trigger_score : "Loot Scoring Zone" [spawnflags(flags) = [2: "Start Off" : 0]


master(string) : "Master" 


delay(string) : "Delay before trigger" : "5"]

// The lootbag entity declaration

@PointClass = item_lootbag : "Loot Bag Entity" [ ]

// Cops spawn is info_player_start

// Robbers spawn is info_player_deathmatch

// Declare the observer cameras spawn

@PointClass = info_player_observer : "Observer spawn point" [ ]

// The spawn point to be placed within the jail for when robbers are captured

@PointClass = info_player_jail : "Jail Spawn Point" [ ]

APPENDIX H

CODING IMPLEMENTATION

Within this appendix the complete class or function where each change was made is shown.  The ‘//’ symbol denotes a comment in the code and any comment starting with ‘ME’ is code that has been implemented by Group 19 for the CopsNRobbers mod.  Each changed function or class is separated by a line of hashes.

Modified Files in cl_dlls Folder

Battery.cpp

int CHudBattery::Draw(float flTime)

{

/*  ME PUT THIS IN TO STOP BATTERY SUIT BEING DRAWN IN HUD

int r,g,b;

if ( gHUD.m_iHideHUDDisplay & HIDEHUD_HEALTH )

return 1;

int r, g, b, x, y, a;

wrect_t rc;

rc = *m_prc2;

rc.top += m_iHeight * ((float)(100-(min(100,m_iBat))) * 0.01); // battery can go from 0 to 100 so * 0.01 goes from 0 to 1

UnpackRGB(r,g,b, RGB_YELLOWISH);

if (!(gHUD.m_iWeaponBits & (1<<(WEAPON_SUIT)) ))

return 1;

// Has health changed? Flash the health #

if (m_fFade)

{

if (m_fFade > FADE_TIME)

m_fFade = FADE_TIME;

m_fFade -= (gHUD.m_flTimeDelta * 20);

if (m_fFade <= 0)

{

a = 128;

m_fFade = 0;

}

// Fade the health number back to dim

a = MIN_ALPHA + (m_fFade/FADE_TIME) * 128;

}

else

a = MIN_ALPHA;

ScaleColors(r, g, b, a );

int iOffset = (m_prc1->bottom - m_prc1->top)/6;

y = ScreenHeight - gHUD.m_iFontHeight - gHUD.m_iFontHeight / 2;

x = ScreenWidth/5;

// make sure we have the right sprite handles

if ( !m_hSprite1 )

m_hSprite1 = gHUD.GetSprite( gHUD.GetSpriteIndex( "suit_empty" ) );

if ( !m_hSprite2 )

m_hSprite2 = gHUD.GetSprite( gHUD.GetSpriteIndex( "suit_full" ) );

SPR_Set(m_hSprite1, r, g, b );

SPR_DrawAdditive( 0, x, y - iOffset, m_prc1);

if (rc.bottom > rc.top)

{

SPR_Set(m_hSprite2, r, g, b );

SPR_DrawAdditive( 0, x, y - iOffset + (rc.top - m_prc2->top), &rc);

}

x += (m_prc1->right - m_prc1->left);

x = gHUD.DrawHudNumber(x, y, DHN_3DIGITS | DHN_DRAWZERO, m_iBat, r, g, b);

if(gHUD.m_iWeaponBits & (1<<(WEAPON_SUIT)) && ScreenWidth >= 640)

{

g = m_iBat * 255 / 100;

r = 255 - g;

b = 0;

FillRGBA(XRES(101), (ScreenHeight) - (m_iBat/2), 15, m_iBat/2, r, g, b, 255);

}

*/

return 1;

}

hud.h

#define RGB_YELLOWISH 0x003527F6 //255,160,0 ME CHANGED THIS COLOUR TO BLUE FOR THE HUD USING HEXADECIMAL COLOUR VALUES

#define RGB_REDISH 0x00FF1010 //255,160,0

#define RGB_GREENISH 0x0000A000 //0,160,0

This colour change definition is used throughout hud.cpp and health.cpp.

Vgui_scorepanel.cpp
if ( m_iIsATeam[row] )

{

char sz2[128];


switch (col)


{


case COLUMN_NAME:


if ( m_iIsATeam[row] == TEAM_SPECTATORS )


   {

   sprintf( sz2, CHudTextMessage::BufferedLocaliseTextString( "#Spectators" ) );


   }

/*else


{


sprintf( sz2, gViewPort->GetTeamName(team_info->teamnumber) );


} ME ORIGINAL CODE TAKEN OUT */

// ME- NEW CODE

else


{


sprintf( sz2, CHudTextMessage::BufferedLocaliseTextString( team_info->name ) );


}

// END OF ADDED CODE


strcpy(sz, sz2);


// Append the number of players  ME CHANGED STRINGS FOR DISPLAY


if ( m_iIsATeam[row] == TEAM_YES )



{



if (team_info->players == 1)




{




sprintf(sz2, "(%d %s)", team_info->players, CHudTextMessage::BufferedLocaliseTextString( "Player" ) );




}



else




{




sprintf(sz2, "(%d %s)", team_info->players, CHudTextMessage::BufferedLocaliseTextString( "Players" ) );




}


pLabel->setText2(sz2);


pLabel->setFont2(smallfont);




}


break;

Modified Files in dlls Folder

Teamplay_gamerules.cpp

//

// teamplay_gamerules.cpp

//

#include
"extdll.h"

#include
"util.h"

#include
"cbase.h"

#include
"player.h"

#include
"weapons.h"

#include
"gamerules.h"

#include
"teamplay_gamerules.h"

#include
"game.h"

// ME ADDED DEFS FOR RESTART ROUND ROUTINE DEFS

#include "items.h" // for loot bag respawning

#define ROUNDTIME_LIMIT 300 // 5 minutes (5*60)

#define ROUNDTIME_SETUP 5 // 5 secs

#define ROUNDTIME_CHECK 6 // 6 secs

#define ROUNDTIME_DELAY 6 // 6 secs

class CItemLootBag : public CItem {}; // added to enable respawn of lootbags

extern int gmsgGameMode; // gamemode-updates scoreboard

extern int gmsgSayText; // saytext (used to display messages)

extern int gmsgDeathMsg;
// client dll messages

extern int gmsgScoreInfo; // get score info 

extern int gmsgMOTD;
// set message of the day

extern int gmsgServerName;
// set server name

extern void respawn(entvars_t *pev, BOOL fCopyCorpse); 

// ME ADDED CODE TO DECLARE RESPAWN FUNCTION

// END OF ADDED DECLARATIONS

static char team_names[MAX_TEAMS][MAX_TEAMNAME_LENGTH];

static int team_scores[MAX_TEAMS];

static int num_teams = 0;

extern DLL_GLOBAL BOOL

g_fGameOver;

//-------------------------------------------------------------------

// ME ADDED TEAM ROUNDS FUNCTION HEADERS

// RESTART ROUND DECLARATION

void CHalfLifeTeamplay ::RestartRound (void)


{

// set the round to not having started yet

m_RoundState = ROUND_NOTSTARTED; 

// change the roundtime to allow time for calcs


m_flRoundTime = gpGlobals->time + ROUNDTIME_SETUP; 

}

//-------------------------------------------------------------------

// ME ADDED CHECK ROUND START FUNCTION

void CHalfLifeTeamplay ::CheckRoundStart ( void )

{


int iCops = 0;
// intiialise variables


int iRobbers = 0;


BOOL roundstart = TRUE; // set the roundstart to true

// loop through all clients, count number of players on each team


for ( int i = 1; i <= gpGlobals->maxClients; i++ )


{


CBasePlayer *plr = (CBasePlayer *)UTIL_PlayerByIndex( i );



if ( plr )



{

// if theyre a cop increase the cop counter



const char *pTeamName = plr->TeamID(); 



if (FStrEq(pTeamName, TEAM1_NAME))





iCops++;

// if theyre a robber increase robber counter



else if (FStrEq(pTeamName, TEAM2_NAME)) 




iRobbers++;

else  // eh we dont know this team?



ALERT(at_console, "Unknown Team <%s>\n", pTeamName); 


}


}

// if theres not players on both teams then dont start yet

if ((iCops==0)||(iRobbers==0)) 


roundstart = FALSE;


else// else if there is a cop and a robber, lets begin


roundstart = TRUE;


// if roundstart = true, i.e. there are players


if (roundstart)



{



// start the round



m_RoundState = ROUND_STARTED; 



// set the time of the round  



m_flRoundTime = gpGlobals->time + ROUNDTIME_LIMIT; 



// check for winner in 10 secs 



m_flCheckRound = gpGlobals->time + ROUNDTIME_CHECK; 



// call Update scores function to clear the scoreboard


UpdateScores(); 


// respawn everyone 



for ( int i = 1; i <= gpGlobals->maxClients; i++ ) 



{ 


     CBasePlayer *plr = (CBasePlayer *)UTIL_PlayerByIndex( i ); 




if (plr) // if they are a player then respawn them

// false means leaving no corpse behind





respawn (plr->pev, FALSE); 


} 


} 


else // cant start the round yet...wait half of the setup time 



m_flRoundTime = gpGlobals->time + (ROUNDTIME_SETUP / 2); 

} 

//-------------------------------------------------------------------

// ME ADDED CHECK ROUND END FUNCTION

void CHalfLifeTeamplay ::CheckRoundEnd ( void )




{


int totalfrags = 0; // ME ADDED TOTAL FRAG INTIALISER


int iRobbers = 0; // how many players on robbers team counter


int iJail = 0; // how many robbers in jail counter


// get how many robbers are playing before we do anything else


for ( int i = 1; i <= gpGlobals->maxClients; i++ )


{



CBasePlayer *plr = (CBasePlayer *)UTIL_PlayerByIndex( i ); // get all the players



if ( plr ) // if they are a player




{

// get which team theyre on



const char *pTeamName = plr->TeamID(); 
// if theyre on the robbers team




if (FStrEq(pTeamName, TEAM2_NAME))





{





iRobbers++; // add one to robbers counter





}




}


}


// loop through all clients and check if theyre robbers


for ( int i = 1; i <= gpGlobals->maxClients; i++ )


{


CBasePlayer *plr = (CBasePlayer *)UTIL_PlayerByIndex( i );



if ( plr )




{




const char *pTeamName = plr->TeamID();




if (FStrEq(pTeamName, TEAM2_NAME))





{

// if they are robbers add up their frags




totalfrags = (plr->pev->frags);  




}

// if all their frags are greater than this number they win the round!



if (totalfrags >= 40)  




{

// call the round end function with all points stolen win case




RoundEnd (ALL_POINTS_STOLEN); 




}

// else if they are robbers and in jail increase the jail counter




if ( (FStrEq(pTeamName, TEAM2_NAME)) && (plr->m_bInJail == TRUE))





{





iJail++;

// then check to see if all of our robbers are in jail





if (iJail == iRobbers) // if all robbers is the same amount as all people in jail






{

// if they are end the round with robbers caught win case





RoundEnd (ALL_ROBBERS_CAUGHT); 





}





}


}

// else make the time above the actual time


else m_flCheckRound = gpGlobals->time + 5.0; 

// if the time is less than the actual time then end the round



if ( m_flRoundTime <= gpGlobals->time ) 



{

// call the round end function with time up win case



RoundEnd ( TIME_UP ); 



}


}

}

// END OF 'CHECK END OF ROUND' FUNCTION

//-------------------------------------------------------------------

CHalfLifeTeamplay :: CHalfLifeTeamplay()

{


m_DisableDeathMessages = FALSE;


m_DisableDeathPenalty = FALSE;


memset( team_names, 0, sizeof(team_names) );


memset( team_scores, 0, sizeof(team_scores) );


num_teams = 0;


// ME ROUND TIME AND CHECKER DECLARATIONS


m_flRoundTime = gpGlobals->time + ROUNDTIME_SETUP; 


m_flCheckRound = -1; 


m_RoundState = ROUND_NOTSTARTED; 


// END OF NEW DECLARATIONS

...


// ME ADDED ROUND END CHECKERS


switch (m_RoundState) //check the round state statement


{ 


// if not started then check the round start function


case ROUND_NOTSTARTED: 



if ( m_flRoundTime <= gpGlobals->time) 




CheckRoundStart();



break; 


//if round started then check the time and declare time up if needed


case ROUND_STARTED: 



if ( m_flRoundTime <= gpGlobals->time) 




RoundEnd ( TIME_UP ); 



// if round time not up check other round end functions



if ( m_flCheckRound <= gpGlobals->time ) 




CheckRoundEnd (); 



break; 


// if round end then restart the round


case ROUND_END: 



if ( m_flRoundTime <= gpGlobals->time ) 




RestartRound(); 



break; 


//if none of these then we have an error somewhere


default: 



ALERT(at_console, "Unknown Round State\n");


} 


if ( g_fGameOver ) // someone else quit the game already 


{ 



CHalfLifeMultiplay::Think(); 



return; 


} 


// END OF ADDED CODE

}

//-------------------------------------------------------------------

//ME ADDED ROUND END FUNCTION

void CHalfLifeTeamplay ::RoundEnd ( int reason )

{


char text[1024]; // intialise display text string


switch (reason) // switch between the reasons for the round end


{


default:


case TIME_UP:// if the time is up then show appropriate message



for ( int i = 1; i <= gpGlobals->maxClients; i++ )



{


CBasePlayer *plr = (CBasePlayer *)UTIL_PlayerByIndex( i );



if ( plr )




{



sprintf( text, "THE COPS HAVE WON, BACKUPS HERE!" );




UTIL_ClientPrintAll (HUD_PRINTCENTER, text );




}



}



break; 


case ALL_POINTS_STOLEN: 

// if the loot is got then show appropriate message



for ( int i = 1; i <= gpGlobals->maxClients; i++ )



{


CBasePlayer *plr = (CBasePlayer *)UTIL_PlayerByIndex( i );



if ( plr )




{




sprintf( text, "THE ROBBERS HAVE WON THE ROUND!" );




UTIL_ClientPrintAll (HUD_PRINTCENTER, text );




}



}



break; 


case ALL_ROBBERS_CAUGHT: 

// if the robbers are caught then show appropriate message



for ( int i = 1; i <= gpGlobals->maxClients; i++ )



{


CBasePlayer *plr = (CBasePlayer *)UTIL_PlayerByIndex( i );



if ( plr )




{




sprintf( text, "YOURE ALL NICKED, COPS WIN!" );




UTIL_ClientPrintAll (HUD_PRINTCENTER, text );




}



}



break;  


}


m_RoundState = ROUND_END; // declare the round state to be over


m_flRoundTime = gpGlobals->time + ROUNDTIME_DELAY; // set the delay while calculations are made

}

//-------------------------------------------------------------------

// ME ADDED UPDATE SCORES FUNCTION TO CLEAR THE SCORE TABLE

void CHalfLifeTeamplay ::UpdateScores()


{


for ( int i = 1; i <= gpGlobals->maxClients; i++ )



{



//loop through every player


CBasePlayer *plr = (CBasePlayer *)UTIL_PlayerByIndex( i );



if ( plr ) 

// CHANGE THE SCORE BOARD TO REPRESENT NEW SCORES



{




MESSAGE_BEGIN( MSG_ALL, gmsgScoreInfo );  




WRITE_BYTE( ENTINDEX(plr->edict()) );





WRITE_SHORT( plr->pev->frags = 0 ); 

// all scores = 0





WRITE_SHORT(plr->m_iDeaths = 0 );





WRITE_SHORT( 0 );





WRITE_SHORT( 0 );




MESSAGE_END();




}



}


}

//=========================================================

// ClientCommand

// the user has typed a command which is unrecognized by everything else;

// this check to see if the gamerules knows anything about the command

//=========================================================

BOOL CHalfLifeTeamplay :: ClientCommand( CBasePlayer *pPlayer, const char *pcmd )

{


if(g_VoiceGameMgr.ClientCommand(pPlayer, pcmd))



return TRUE;


// ME - NEW CODE TO DISPLAY TEAM CHOICE MENU

// if the console command join team is given


else if ( FStrEq( pcmd, "jointeam" ) ) 

{

//we need to re-identify the slot

int slot = atoi( CMD_ARGV(1) ); 

switch(slot)



{



case 1: JoinTeam(pPlayer, TEAM1_NAME);

 // DECLARES TO BE OF DEFAULT TEAM TYPE Cops FOR CHARACTER 




pPlayer->t_team = FALSE; 



break; //slot 1



case 2: JoinTeam(pPlayer, TEAM2_NAME); 

// DECLARES TO BE OF DEFAULT TEAM TYPE Robber FOR CHARACTER



pPlayer->t_team = TRUE;  



break;//slot 2



case 5: //slot 5



switch(RANDOM_LONG(1,2)) // or choose a random team




{




case 1: JoinTeam(pPlayer, TEAM1_NAME); 





pPlayer->t_team = FALSE;





break; 




case 2: JoinTeam(pPlayer, TEAM2_NAME);





pPlayer->t_team = TRUE;





break;




}



}


}

// when this is typed in the console, these menus

// appear. And the same with the rest of the commands here

else if (FStrEq(pcmd, "chooseteam")).


{


ShowVGUI(pPlayer, MENU_TEAM);


}


else if (FStrEq(pcmd, "changeteam"))


{


ShowVGUI(pPlayer, MENU_TEAM);


}


if ( FStrEq( pcmd, "menuselect" ) )


{



if ( CMD_ARGC() < 2 )




return TRUE;



int slot = atoi( CMD_ARGV(1) );



// select the item from the current menu



return TRUE;


}


return FALSE;

}

extern int gmsgGameMode;

extern int gmsgSayText;

extern int gmsgTeamInfo;

extern int gmsgTeamNames;

extern int gmsgScoreInfo;

void CHalfLifeTeamplay :: UpdateGameMode( CBasePlayer *pPlayer )

{


MESSAGE_BEGIN( MSG_ONE, gmsgGameMode, NULL, pPlayer->edict() );



WRITE_BYTE( 1 );  // game mode teamplay


MESSAGE_END();

}

/* ME - COMMENTED OUT ORIGINAL CODE

const char *CHalfLifeTeamplay::SetDefaultPlayerTeam( CBasePlayer *pPlayer )

{


// copy out the team name from the model


char *mdls = g_engfuncs.pfnInfoKeyValue( g_engfuncs.pfnGetInfoKeyBuffer( pPlayer->edict() ), "model" );


strncpy( pPlayer->m_szTeamName, mdls, TEAM_NAME_LENGTH );


RecountTeams();


// update the current player of the team he is joining


if ( pPlayer->m_szTeamName[0] == '\0' || !IsValidTeam( pPlayer->m_szTeamName ) || defaultteam.value )


{



const char *pTeamName = NULL;



if ( defaultteam.value )



{




pTeamName = team_names[0];



}



else



{




pTeamName = TeamWithFewestPlayers();



}



strncpy( pPlayer->m_szTeamName, pTeamName, TEAM_NAME_LENGTH );


}


return pPlayer->m_szTeamName;

}

END OF ORIGINAL CODE */

// ME - NEW CODE THAT NULL EN VOIDS DEFAULT TEAMS

const char *CHalfLifeTeamplay::SetDefaultPlayerTeam( CBasePlayer *pPlayer )

{

    return NULL;

}

// END OF ADDED CODE

//-------------------------------------------------------------------

// ME - NEW CODE TO INITIALISE THE HUD TO OUR TEAM SETTINGS

//=========================================================

// InitHUD

//=========================================================

void CHalfLifeTeamplay::InitHUD( CBasePlayer *pPlayer )

{

    SetDefaultPlayerTeam( pPlayer ); // set the default teams

    CHalfLifeMultiplay::InitHUD( pPlayer ); // intialise hud variable

    RecountTeams(); //recount all the player teams

    char *mdls = g_engfuncs.pfnInfoKeyValue( g_engfuncs.pfnGetInfoKeyBuffer( pPlayer->edict() ), "model" ); 

    // update this player with all the other players team info

    // loop through all active players and send their team info to the new client

    for ( int i = 1; i <= gpGlobals->maxClients; i++ )

    {

        CBaseEntity *plr = UTIL_PlayerByIndex( i );



//if the player exists and is on a team

        if ( plr && IsValidTeam( plr->TeamID() ) )

        {

      MESSAGE_BEGIN( MSG_ONE, gmsgTeamInfo, NULL, pPlayer->edict() ); 

//set their team name and number
                WRITE_BYTE( plr->entindex() );

                WRITE_STRING( plr->TeamID() ); 

            MESSAGE_END();

        }

    } 

}

// END OF ADDED CODE

//-------------------------------------------------------------------

void CHalfLifeTeamplay::ChangePlayerTeam( CBasePlayer *pPlayer, const char *pTeamName, BOOL bKill, BOOL bGib )

{


int damageFlags = DMG_GENERIC;


int clientIndex = pPlayer->entindex();


if ( !bGib )


{



damageFlags |= DMG_NEVERGIB;


}


else


{


// ME CHANGED TO TAKE OUT PLAYER GIBS ON FALL


damageFlags |= DMG_NEVERGIB; 

}

//-------------------------------------------------------------------
//=========================================================

// ClientUserInfoChanged

//=========================================================

void CHalfLifeTeamplay::ClientUserInfoChanged( CBasePlayer *pPlayer, char *infobuffer )

{

/* ME TAKEN OUT TO STOP DEFAULT PLAYER MODELS

    // an observer can change a lot, but isn't visible so hasn't got to do much here

    if ( pPlayer->m_afPhysicsFlags & PFLAG_OBSERVER)

        return; 

    // prevent skin/color/model changes

   // char *mdls = g_engfuncs.pfnInfoKeyValue( infobuffer, "model" ); 

    //if the model name and the teamname are the same then return

    // if ( !stricmp( mdls, pPlayer->m_szTeamName ) )

    //    return; 

    //else make sure the player model is the same as the teamname

    g_engfuncs.pfnSetClientKeyValue( pPlayer->entindex(), g_engfuncs.pfnGetInfoKeyBuffer( pPlayer->edict() ), "model", pPlayer->m_szTeamName );

*/} 

// END OF REMOVED CODE THAT STOPPED OUR PLAYER MODELS BEING SHOWN 

//-------------------------------------------------------------------

const char *CHalfLifeTeamplay::TeamWithFewestPlayers( void )

{


int i;


int minPlayers = MAX_TEAMS;


int teamCount[ MAX_TEAMS ];


char *pTeamName = NULL;


// ME - NEW CODE TO CHECK AND COUNT BOTH TEAMS


//check if the hmctf teams exist. If a team doesn't exist it is the team with the fewest players


if (GetTeamIndex(TEAM1_NAME) == -1)



return TEAM1_NAME;


else if (GetTeamIndex(TEAM2_NAME) == -1)



return TEAM2_NAME; 


// END OF ADDED CODE

//-------------------------------------------------------------------
//=========================================================

//ME – ADDED JoinTeam Function

//=========================================================

void CHalfLifeTeamplay::JoinTeam(CBasePlayer *pPlayer, const char *pTeamName)

{

    char text [1024]; 

    //If already on this team, do nothing

    if (FStrEq(pPlayer->m_szTeamName, pTeamName))

    {

        return;

    }
//Else join the team and when observer, make it respawnable, let it join a team and then respawn

    if ( pPlayer->m_afPhysicsFlags & PFLAG_OBSERVER)

    {

        // notify everyone of the team change

        sprintf( text, "* %s has joined %s\n", STRING(pPlayer->pev->netname), pTeamName );

        UTIL_SayText( text, pPlayer );

        UTIL_LogPrintf( "\"%s<%i>\" has joined %s\n", STRING( pPlayer->pev->netname ), GETPLAYERUSERID( pPlayer->edict() ), pTeamName );

        pPlayer->pev->deadflag = DEAD_RESPAWNABLE;

        ChangePlayerTeam( pPlayer, pTeamName, FALSE, FALSE );

        // recount stuff

        RecountTeams();

        pPlayer->Spawn();

    }
    else //Else just switch teams
    {

        // notify everyone of the team change

        sprintf( text, "* %s has joined %s\n", STRING(pPlayer->pev->netname), pTeamName );

        UTIL_SayText( text, pPlayer );

        UTIL_LogPrintf( "\"%s<%i>\" has joined %s\n", STRING( pPlayer->pev->netname ), GETPLAYERUSERID( pPlayer->edict() ), pTeamName );

        ChangePlayerTeam( pPlayer, pTeamName, TRUE, TRUE );

        // recount stuff

        RecountTeams();

    }

} 

// END OF ADDED CODE

//-------------------------------------------------------------------

Teamplay_gamerules.h

//

// teamplay_gamerules.h

//

#define MAX_TEAMNAME_LENGTH
16

#define MAX_TEAMS


32

#define TEAMPLAY_TEAMLISTLENGTH

MAX_TEAMS*MAX_TEAMNAME_LENGTH

//ME - ADDING TEAM NAMES TO THE TEAMPLAY OPTION

#define TEAM1_NAME "Cops"

#define TEAM2_NAME "Robbers" 

// END OF TEAM NAME DECLARATIONS

class CHalfLifeTeamplay : public CHalfLifeMultiplay

{

public:


CHalfLifeTeamplay();


virtual BOOL ClientCommand( CBasePlayer *pPlayer, const char *pcmd );


virtual void ClientUserInfoChanged( CBasePlayer *pPlayer, char *infobuffer );


virtual BOOL IsTeamplay( void );


virtual BOOL FPlayerCanTakeDamage( CBasePlayer *pPlayer, CBaseEntity *pAttacker );


virtual int PlayerRelationship( CBaseEntity *pPlayer, CBaseEntity *pTarget );


virtual const char *GetTeamID( CBaseEntity *pEntity );


virtual BOOL ShouldAutoAim( CBasePlayer *pPlayer, edict_t *target );


virtual int IPointsForKill( CBasePlayer *pAttacker, CBasePlayer *pKilled );


virtual void InitHUD( CBasePlayer *pl );


virtual void DeathNotice( CBasePlayer *pVictim, entvars_t *pKiller, entvars_t *pevInflictor );


virtual const char *GetGameDescription( void ) { return "HL Teamplay"; }  // this is the game name that gets seen in the server browser


virtual void UpdateGameMode( CBasePlayer *pPlayer );  // the client needs to be informed of the current game mode


virtual void PlayerKilled( CBasePlayer *pVictim, entvars_t *pKiller, entvars_t *pInflictor );


virtual void Think ( void );


virtual int GetTeamIndex( const char *pTeamName );


virtual const char *GetIndexedTeamName( int teamIndex );


virtual BOOL IsValidTeam( const char *pTeamName );


const char *SetDefaultPlayerTeam( CBasePlayer *pPlayer );


virtual void ChangePlayerTeam( CBasePlayer *pPlayer, const char *pTeamName, BOOL bKill, BOOL bGib );


// ME ADDED ROUND END HEADER DECLARATIONS


enum


{


ROUND_NOTSTARTED = 0, // round is preparing to start


ROUND_STARTED, // round is going


ROUND_END, // round is stopped (prepare to prepare?)


};


enum


{


TIME_UP = 0, // time up-cops win


ALL_ROBBERS_CAUGHT, // cops team win


ALL_POINTS_STOLEN, // robbers team win


DRAW, // draw (ie both teams empty)


};


//Checks for the end of a round


virtual void CheckRoundEnd ( void );

//checks for the start of a round (are there enough people to start?)


virtual void CheckRoundStart ( void );


//end the round, inform the players with reason


virtual void RoundEnd ( int reason );

//restart the round (this is a bit misleading) it is actually resetting the map for play


virtual void RestartRound ( void );


//this updates the score board


virtual void UpdateScores ( void );


//used for round timing


float m_flRoundTime; 


//used for during round timing


float m_flCheckRound; 


//holds current state of round


int m_RoundState; 


// END OF ADDED ROUND FUNCTIONS


// ME - ADDED CODE TO ENABLE JOIN TEAM FUNCTION

virtual void JoinTeam( CBasePlayer *pPlayer, const char *pTeamName );


// END OF ADDED CODE

private:


void RecountTeams( bool bResendInfo = FALSE );


const char *TeamWithFewestPlayers( void );


BOOL m_DisableDeathMessages;


BOOL m_DisableDeathPenalty;


BOOL m_teamLimit;


// This means the server set only some teams as valid


char m_szTeamList[TEAMPLAY_TEAMLISTLENGTH];

};

multiplay_gamerules.cpp

#define ITEM_RESPAWN_TIME
60 // ME changed item respawn time

#define WEAPON_RESPAWN_TIME
20

#define AMMO_RESPAWN_TIME
20

static int team_scores[MAX_TEAMS];  // ME ADDED TEAM SCORES COUNTER

//------------------------------------------------------------------

void CHalfLifeMultiplay :: InitHUD( CBasePlayer *pl )

{


// ME - NEW CODE TO LOAD MENU STRAIGHT FROM SPAWN


extern int gmsgTeams;


// END OF ADDED CODE

...


// ME - NEW CODE TO DISPLAY TEAM NAME MESSAGE


MESSAGE_BEGIN(MSG_ONE, gmsgTeams, NULL, pl->edict());


WRITE_BYTE(2); // Two teams. (You can have up to 4.)


WRITE_STRING(TEAM1_NAME); 

// You need to pass the teams as literal strings


WRITE_STRING(TEAM2_NAME);


MESSAGE_END();


ShowVGUI (pl, MENU_TEAM);// Opens up the team menu within game


// END OF ADDED CODE

//------------------------------------------------------------------

void CHalfLifeMultiplay :: PlayerSpawn( CBasePlayer *pPlayer )

{


BOOL

addDefault;


CBaseEntity
*pWeaponEntity = NULL;


pPlayer->pev->weapons |= (1<<WEAPON_SUIT);


addDefault = TRUE;


while ( pWeaponEntity = UTIL_FindEntityByClassname( pWeaponEntity, "game_player_equip" ))


{



pWeaponEntity->Touch( pPlayer );



addDefault = FALSE;


}


//ME - Observer Spawn. Disables Movement and the such USED TO STOP SPAWNING WITHOUT CHARACTER CHOICE

    if ((!FStrEq(pPlayer->m_szTeamName, TEAM1_NAME)) && (!FStrEq(pPlayer->m_szTeamName, TEAM2_NAME)))

    {

        // Make player dead to the game

        pPlayer->pev->classname = MAKE_STRING("observer");

        pPlayer->pev->solid = SOLID_NOT;

        pPlayer->pev->takedamage = DAMAGE_NO;

        pPlayer->pev->movetype = MOVETYPE_NONE;

        pPlayer->pev->flags |= FL_NOTARGET;

        pPlayer->pev->effects |= EF_NODRAW;

        pPlayer->m_afPhysicsFlags |= PFLAG_OBSERVER;

        pPlayer->m_iHideHUD |= HIDEHUD_WEAPONS | HIDEHUD_FLASHLIGHT | HIDEHUD_HEALTH; 

        addDefault = FALSE;

    }

    else

    {

        // Make sure the player can see the HUD again

        pPlayer->m_iHideHUD &= ~HIDEHUD_WEAPONS;

        pPlayer->m_iHideHUD &= ~HIDEHUD_FLASHLIGHT;

        pPlayer->m_iHideHUD &= ~HIDEHUD_HEALTH;

        pPlayer->m_afPhysicsFlags &= ~PFLAG_OBSERVER;

    }


//  REMOVED TO REPLACE WITH OUR OWN PLAYER CLASSES


if ( addDefault == TRUE )


{



if (pPlayer->t_team == TRUE)




{




pPlayer->GiveNamedItem( "weapon_crowbar" );




g_engfuncs.pfnSetClientMaxspeed( ENT( pPlayer->pev ), 350); // set their max speed




g_engfuncs.pfnSetClientKeyValue( pPlayer->entindex(), g_engfuncs.pfnGetInfoKeyBuffer( pPlayer->edict() ), "model", "gman" );




ClientPrint(pPlayer->pev, HUD_PRINTTALK, "Suited and booted."); // Edit to anything i want




}



if (pPlayer->t_team == FALSE)




{




pPlayer->GiveNamedItem( "weapon_crowbar" );




g_engfuncs.pfnSetClientMaxspeed( ENT( pPlayer->pev ), 350); // set their max speed




g_engfuncs.pfnSetClientKeyValue( pPlayer->entindex(), g_engfuncs.pfnGetInfoKeyBuffer( pPlayer->edict() ), "model", "barney" );




ClientPrint(pPlayer->pev, HUD_PRINTTALK, "Whats goin on ere then?"); // Edit it to anything i want




}


}  // END OF CHANGED CODE 

}

//-------------------------------------------------------------------

int CHalfLifeMultiplay::AmmoShouldRespawn( CBasePlayerAmmo *pAmmo )

{


if ( pAmmo->pev->spawnflags & SF_NORESPAWN )


{



return GR_AMMO_RESPAWN_NO;


}


return GR_AMMO_RESPAWN_NO; //ME CHANGED TO NO FROM YES to stop the ammo pods appearing on death

}

int CHalfLifeMultiplay::DeadPlayerWeapons( CBasePlayer *pPlayer )

{


return GR_PLR_DROP_GUN_NO;  // SEE BELOW

}

int CHalfLifeMultiplay::DeadPlayerAmmo( CBasePlayer *pPlayer )

{


return GR_PLR_DROP_AMMO_NO; // ME CHANGED FROM ACTIVE TO NO TO DISALLOW AMMO DROPS

}

gamerules.h

//=========================================================

// CHalfLifeMultiplay - rules for the basic half life multiplayer

// competition

//=========================================================

class CHalfLifeMultiplay : public CGameRules

{

public:


CHalfLifeMultiplay();

// GR_Think


virtual void Think( void );


// ME ADDED ROUND END DECLARATIONS


enum


{


ROUND_NOTSTARTED = 0, // round is preparing to start


ROUND_STARTED, // round is going


ROUND_END, // round is stopped (prepare to prepare?)


};


enum


{


TIME_UP = 0, // time up-cops win


ALL_ROBBERS_CAUGHT, // cops team win


ALL_POINTS_STOLEN, // robbers team win


DRAW, // draw (ie both teams empty)


};


//Checks for the end of a round


virtual void CheckRoundEnd ( void );


//checks for the start of a round (ie...are there enough people to start?)


virtual void CheckRoundStart ( void );


//end the round, inform the players with reason


virtual void RoundEnd ( int reason );


//restart the round (this is a bit misleading) it is actually resetting the map for play


virtual void RestartRound ( void );


//this is a nice hack...it updates the score board


virtual void UpdateScores ( void );


//used for round timing


float m_flRoundTime; 


//used for during round timing


float m_flCheckRound; 


//holds current state of round


int m_RoundState; 


// END OF ADDED CODE

player.cpp

#include "items.h" // ME ADDED ITEMS DECLARATION

// ME ADDED TEAM SPAWN SELECT ROUTINE + LOOT BAG

class CItemLootBag : public CItem {};

extern edict_t *EntSelectTeamSpawnPoint( CBaseEntity *pPlayer );

// END OF ADDED CODE

DEFINE_FIELD( CBasePlayer, m_fLootBag, FIELD_BOOLEAN ), // ME ADDED LOOTBAG FIELD DEF

// int gmsgTeamNames = 0;  ORIGINAL CODE COMMENTED OUT

//ME - ADDED LINE TO DISPLAY NEW TEAM MENU

int gmsgVGUIMenu = 0;

//ME - ADDED LINE TO ENABLE TEAM NAME CHANGE

int gmsgTeams = 0;

// gmsgTeamNames = REG_USER_MSG( "TeamNames", -1 ); ORIGINAL CODE

// ME - REGISTERS NEW TEAM MENU

gmsgVGUIMenu = REG_USER_MSG("VGUIMenu", 1); // VGUI Message

// ME - REGISTERS NEW TEAM NAMES

gmsgTeams = REG_USER_MSG("TeamNames", -1);

#if 0 /* ME TAKEN OUT THROW GIBS FUNCTION FOR NO BLOOD IN OUR MOD

static void ThrowGib(entvars_t *pev, char *szGibModel, float flDamage)

{


edict_t *pentNew = CREATE_ENTITY();


entvars_t *pevNew = VARS(pentNew);


pevNew->origin = pev->origin;


SET_MODEL(ENT(pevNew), szGibModel);


UTIL_SetSize(pevNew, g_vecZero, g_vecZero);


pevNew->velocity

= VecVelocityForDamage(flDamage);


pevNew->movetype

= MOVETYPE_BOUNCE;


pevNew->solid


= SOLID_NOT;


pevNew->avelocity.x

= RANDOM_FLOAT(0,600);


pevNew->avelocity.y

= RANDOM_FLOAT(0,600);


pevNew->avelocity.z

= RANDOM_FLOAT(0,600);


CHANGE_METHOD(ENT(pevNew), em_think, SUB_Remove);


pevNew->ltime

= gpGlobals->time;


pevNew->nextthink
= gpGlobals->time + RANDOM_FLOAT(10,20);


pevNew->frame

= 0;


pevNew->flags

= 0;

}

static void ThrowHead(entvars_t *pev, char *szGibModel, floatflDamage)

{


SET_MODEL(ENT(pev), szGibModel);


pev->frame


= 0;


pev->nextthink

= -1;


pev->movetype

= MOVETYPE_BOUNCE;


pev->takedamage

= DAMAGE_NO;


pev->solid


= SOLID_NOT;


pev->view_ofs

= Vector(0,0,8);


UTIL_SetSize(pev, Vector(-16,-16,0), Vector(16,16,56));


pev->velocity

= VecVelocityForDamage(flDamage);


pev->avelocity

= RANDOM_FLOAT(-1,1) * Vector(0,600,0);


pev->origin.z -= 24;


ClearBits(pev->flags, FL_ONGROUND);

}

END OF REMOVED CODE*/

//-------------------------------------------------------------------

void CBasePlayer::PlayerDeathThink(void)

{


float flForward;


if (FBitSet(pev->flags, FL_ONGROUND))


{



flForward = pev->velocity.Length() - 20;



if (flForward <= 0)




pev->velocity = g_vecZero;



else    




pev->velocity = flForward * pev->velocity.Normalize();


}


if ( HasWeapons() )


{

// we drop the guns here because weapons that have an area effect and can kill their user will sometimes crash coming back from CBasePlayer::Killed() if they kill their owner because the player class sometimes is freed. It's safer to manipulate the weapons once we know we aren't calling into any of their code anymore through the player pointer.



PackDeadPlayerItems();


}

/*  LOOT BAG DROPPING TAKEN OUT AS POSSIBLE HACK FOR ROBBERS TO PERMENANENTLY WIN!!!

// ME ADDED CODE TO DROP LOOT BAG ON DEATH SO IT ISNT LOST FROM THE GAME


if (m_fLootBag == TRUE)



{



CItemLootBag *pLoot = (CItemLootBag *)CBaseEntity::Create("item_lootbag", pev->origin + gpGlobals->v_forward * 10, pev->angles, edict());



m_fLootBag = FALSE;



}


// END OF ADDED CODE

*/

// ------------------------------------------------------------------

void CBasePlayer::PreThink(void)

{


// ME ADDED IN JAIL DECLARATION

if (UTIL_PointContents(pev->origin) == CONTENTS_JAIL) 

// if theyre in the jail entity then set their jail value to true


m_bInJail = true;


else // set it to false


m_bInJail = false;


// END OF ADDED CODE

...

if ( g_pGameRules && g_pGameRules->FAllowFlashlight() )



//ME - Disable the Flashlight for the observer



if ( m_afPhysicsFlags & PFLAG_OBSERVER )

            m_iHideHUD |= HIDEHUD_FLASHLIGHT;



else

            m_iHideHUD &= ~HIDEHUD_FLASHLIGHT;



//END OF ADDED CODE



// m_iHideHUD &= ~HIDEHUD_FLASHLIGHT; ORIGINAL CODE


else



m_iHideHUD |= HIDEHUD_FLASHLIGHT;

//ME - Make observer unable to move

    if ( m_afPhysicsFlags & PFLAG_ONTRAIN )

    //END OF ADDED CODE

...

// ME ADDED LINE TO ENSURE MOVEMENT PHYSICS DISABLED


if ( m_afPhysicsFlags & PFLAG_ONTRAIN )


if ( m_afPhysicsFlags & PFLAG_ONBARNACLE )


{



pev->velocity = g_vecZero;


}


//ME - Enable Control being False means player has no control of player in game

        if ( m_afPhysicsFlags & PFLAG_OBSERVER )

        {

        EnableControl(FALSE);

        }

     else

        EnableControl(TRUE);

   // END OF ADDED CODE
//---------------------------------------------------------------------------------------------------

// ME ADDED TEAM SPAWN FUNCTION

// Yes I know this uses goto (its the devil!) but I dont see any reason fixing something that isnt broke!

edict_t *EntSelectTeamSpawnPoint( CBaseEntity *pPlayer )

{


CBaseEntity *pSpot; // declare pointers to players


edict_t     *player; 


player = pPlayer->edict();

// Get a CBasePlayer

CBasePlayer *cbPlayer = (CBasePlayer *)pPlayer; 

pSpot = g_pLastSpawn;


// Randomize the start spot


for ( int i = RANDOM_LONG(1,5); i > 0; i-- )


{



if (FStrEq(cbPlayer->m_szTeamName, "Cops")) // if team1

pSpot = UTIL_FindEntityByClassname( pSpot, "info_player_start" );

//place in correct spawn


        else if (FStrEq(cbPlayer->m_szTeamName, "Robbers"))

// if team2

         
        {

// and if they have died, put them in jail





if (cbPlayer->m_iDeaths > 0) 






{ pSpot = UTIL_FindEntityByClassname( pSpot, "info_player_jail" ); }






else // put them at the robbers hideout

{ pSpot = UTIL_FindEntityByClassname( pSpot, "info_player_deathmatch" );}






}


        else // not on team but an observer

pSpot = UTIL_FindEntityByClassname( pSpot, "info_player_observer" );


}

    if ( FNullEnt( pSpot ) ) // skip over the null point

    {


// repeat the spawn routine if an invalid spawn was found


if (FStrEq(cbPlayer->m_szTeamName, "Cops"))

    pSpot = UTIL_FindEntityByClassname( pSpot, "info_player_start" );

        else if (FStrEq(cbPlayer->m_szTeamName, "Robbers"))

            {




if (cbPlayer->m_iDeaths> 0)

{ pSpot = UTIL_FindEntityByClassname( pSpot, "info_player_jail" ); }




else

{ pSpot = UTIL_FindEntityByClassname( pSpot, "info_player_deathmatch" );}




}

        else

 pSpot = UTIL_FindEntityByClassname( pSpot, "info_player_observer" );

    } 

// call a pointer to the spawn spots
    CBaseEntity *pFirstSpot = pSpot; 
    do

    {

        if ( pSpot )

        {

            // check if pSpot is valid

            if ( IsSpawnPointValid( pPlayer, pSpot ) )

            {

                if ( pSpot->pev->origin == Vector( 0, 0, 0 ) )

                {

// repeat the spawn routine again once spawn point is declared valid

                    if (FStrEq(cbPlayer->m_szTeamName, "Cops"))

    pSpot = UTIL_FindEntityByClassname( pSpot, "info_player_start" );

                  else if (FStrEq(cbPlayer->m_szTeamName, "Robbers"))

                        {







if (cbPlayer->m_iDeaths > 0)

{ pSpot = UTIL_FindEntityByClassname( pSpot, "info_player_jail" ); }







else

{ pSpot = UTIL_FindEntityByClassname( pSpot, "info_player_deathmatch" );}







}



    else

pSpot = UTIL_FindEntityByClassname( pSpot, "info_player_observer" );

                    continue;

                } 

                // valid pSpot, so it can be returned

                goto ReturnSpot;

            }

        }

        // increment pSpot

// reiterate one last time the spanw select routin, this one will find a spawn...

        if (FStrEq(cbPlayer->m_szTeamName, "Cops"))

    pSpot = UTIL_FindEntityByClassname( pSpot, "info_player_start" );

        else if (FStrEq(cbPlayer->m_szTeamName, "Robbers"))




{




if (cbPlayer->m_iDeaths > 0)

{ pSpot = UTIL_FindEntityByClassname( pSpot, "info_player_jail" ); }




else

{ pSpot = UTIL_FindEntityByClassname( pSpot, "info_player_deathmatch" );}




}


else

 pSpot = UTIL_FindEntityByClassname( pSpot, "info_player_observer" );

} 

while ( pSpot != pFirstSpot ); // loop if we're not back to the start 


// we haven't found a place to spawn yet, so kill any guy at the first spawn point and spawn there

    if ( !FNullEnt( pSpot ) )

    {

        CBaseEntity *ent = NULL;



// while there is something within our spawn point

        while ( (ent = UTIL_FindEntityInSphere( ent, pSpot->pev->origin, 128 )) != NULL )

        {

           // if ent is a client, kill em (unless they are ourselves)

            if ( ent->IsPlayer() && !(ent->edict() == player) )

                ent->TakeDamage( VARS(INDEXENT(0)), VARS(INDEXENT(0)), 300, DMG_GENERIC );

        }

        goto ReturnSpot;

    } 

ReturnSpot:

    if ( FNullEnt( pSpot ) )

    { // after all that we still cant find a spawn!!!!!

        ALERT(at_error, "PutClientInServer: no spawn points on level");

        return INDEXENT(0);

    } 

    g_pLastSpawn = pSpot;

    return pSpot->edict();

}

// END OF ADDED CODE

//------------------------------------------------------------------

// ------------------------------------------------------------------

// ME ADDED CODE TO CHECK IF PLAYER HAS LOOTBAG

BOOL CBasePlayer::HasLootBag(void)


{


ALERT(at_console, "HasLootBag: %i\n", (int)m_fLootBag);


if (m_fLootBag == TRUE)



{



return TRUE;



}


return FALSE;


}

//END OF ADDED CODE

//-------------------------------------------------------------------

void CBasePlayer::GiveNamedItem( const char *pszName )

{


//ME - Observers can't use cheating hacks

    if ( m_afPhysicsFlags & PFLAG_OBSERVER)

    {

        return;

    }

    //END OF ADDED CODE

//-------------------------------------------------------------------

void CBasePlayer :: FlashlightTurnOn( void )

{

//ME - Disable Observer Flashlight

        if ( m_afPhysicsFlags & PFLAG_OBSERVER)

            {

            return;

             }

        //END OF ADDED CODE

//-------------------------------------------------------------------

void CBasePlayer::ImpulseCommands( )

{

//ME - An observer can't send impulse commands i.e. KILL THEMSELVES

    if ( m_afPhysicsFlags & PFLAG_OBSERVER)

    {

        pev->impulse = 0;

        return;

    }

    //END OF ADDED CODE

//-------------------------------------------------------------------

// ME - NEW FUNCTION TO SHOW TEAM VGUI

void ShowVGUI( CBasePlayer *pPlayer, int iMenu )

{


MESSAGE_BEGIN( MSG_ONE, gmsgVGUIMenu, NULL, pPlayer->pev );



WRITE_BYTE( iMenu );
// This is the menu number that needs to be sent


MESSAGE_END();

}

//-------------------------------------------------------------------

Player.h

class CBasePlayer : public CBaseMonster

{

public: 

// See that is shared between client & server for shared weapons code
int
random_seed;   

// ME ADDED CODE 

int m_class; // the number definition for the class of character

bool m_bInJail; //boolean of whether the player is in jail or not

// END OF ADDED CODE

...

BOOL
m_fLootBag; // ME ADDED LOOT BAG VARIABLE

BOOL
t_team;  // ME ADDED CODE TO ENABLE DIFFERING TEAM PLAYERS

BOOL HasLootBag( void ); // ME ADDED TO DECLARE HAS LOOT BAG VARIABLE

// ME - NEW MENU CLIENT CORRESPONDENCE TO ENABLE TEAM VGUI TO BE DRAWN

void ShowVGUI( CBasePlayer *pPlayer, int iMenu ); // Add this here too

#define MENU_DEFAULT


1

#define MENU_TEAM 



2

#define MENU_CLASS 



3

#define MENU_MAPBRIEFING

4

#define MENU_INTRO 



5

#define MENU_CLASSHELP


6

#define MENU_CLASSHELP2 

7

#define MENU_REPEATHELP 

8

// END OF ADDED CODE

//-------------------------------------------------------------------

items.cpp

*********************************************************************

//------------------------------------------------------------------

// ME ADDED LOOT BAG CLASS ITEM DEFINITION AND FUNCTIONS

class CItemLootBag : public CItem

{


void Spawn( void ) // calls spawn function of lootbag


{ 



Precache( ); // precache the lootbag model



SET_MODEL(ENT(pev), "models/w_longjump.mdl");



CItem::Spawn( ); // spawn the lootbag


}


void Precache( void ) // precacher for the model


{



PRECACHE_MODEL ("models/w_longjump.mdl");


}

// declare the player able to touch it

BOOL MyTouch( CBasePlayer *pPlayer ) 

{

// if they already have loot no more for them


if ( pPlayer->m_fLootBag ) 


{




return FALSE; // quit out



}

// if they dont have one already and are on the robbers team then..



if ( ( pPlayer->pev->weapons & (1<<WEAPON_SUIT) && (FStrEq(pPlayer->m_szTeamName, "Robbers")) ) )



{




pPlayer->m_fLootBag = TRUE;

// player now has lootbag module

// lower their speed


g_engfuncs.pfnSetClientMaxspeed( ENT( pPlayer->pev ), 250); 


MESSAGE_BEGIN( MSG_ONE, gmsgItemPickup, NULL, pPlayer->pev );


WRITE_STRING( STRING(pev->classname) );


MESSAGE_END(); // tell the game they have picked up the loot


EMIT_SOUND_SUIT( pPlayer->edict(), "!HEV_A1" );


// create cash theft sound




return TRUE;





}



return FALSE; // else quit out if theyre a cop


}

};

// link the map entity to this code
LINK_ENTITY_TO_CLASS( item_lootbag, CItemLootBag); 

//-------------------------------------------------------------------

client.cpp

// called by ClientKill and DeadThink

void respawn(entvars_t* pev, BOOL fCopyCorpse)

{


if (gpGlobals->coop || gpGlobals->deathmatch)


{



if ( fCopyCorpse )



{


// make a copy of the dead body for appearances sake


//CopyToBodyQue(pev);  // ME COMMENTED OUT TO STOP CORPSES



}

//-------------------------------------------------------------------

void ClientKill( edict_t *pEntity )

{

//ME - Disables observer suicide

    if ( pl->m_afPhysicsFlags & PFLAG_OBSERVER)

    {

        return;

    }

    //END OF ADDED CODE

//-------------------------------------------------------------------

void ClientCommand( edict_t *pEntity )

{

// ME - ADDED CODE TO ENABLE MENU COMMAND TO BE CALLED


else if (FStrEq(pcmd, "chooseteam" ))


{


ShowVGUI( GetClassPtr((CBasePlayer *)pev), MENU_TEAM ); 

// MENU_TEAM is same on client dll


}

//-------------------------------------------------------------------

triggers.cpp

// ME spawnflag to turn score entity off as default

#define SF_TRIGGER_SCORE_START_OFF 2 extern DLL_GLOBAL BOOL

g_fGameOver;

// ME ADDED EXTERNALS TO ALLOW TEAM SCORE CHANGES IN TRIGGER_SCORE

extern GetTeamIndex( const char *pTeamName );

extern int gmsgScoreInfo;

extern HasLootBag ();

// END OF ADDED EXTERNALS
//-------------------------------------------------------------------

class CBaseTrigger : public CBaseToggle

{

// ME ADDED SCORE TOUCH FUNCTION
void EXPORT ScoreTouch ( CBaseEntity *pOther );  

//-------------------------------------------------------------------
// ME ADDED TRIGGER_SCORE CLASS DECLARATION AND LINK TO ENTITY

class CTriggerScore : public CBaseTrigger

{

public:


void Spawn( void );

};

LINK_ENTITY_TO_CLASS( trigger_score, CTriggerScore );

// END OF CREATED CODE

//-------------------------------------------------------------------
// ME ADDED CODE TO IMPLEMENT A SCORING ZONE

// trigger_score entity to be scored if lootbag is retreived

void CTriggerScore :: Spawn( void) // declare the spawning of the entity


{


InitTrigger(); // intialise the trigger


SetTouch ( ScoreTouch ); // set the touch variable


if ( !FStringNull ( pev->targetname ) ) //if the target in entity is a player


{



SetUse ( ToggleUse ); // enable its use


}


else


{



SetUse ( NULL ); // else dont let it be used


}


// if flagged to Start Turned Off, make trigger nonsolid.


if ( FBitSet (pev->spawnflags, SF_TRIGGER_SCORE_START_OFF) )



pev->solid = SOLID_NOT;


UTIL_SetOrigin( pev, pev->origin ); // set the triggers origin on the map


}

//END OF ADDED CODE

//-------------------------------------------------------------------

// ME ADDED SCORE TOUCH FUNCTION TO RECOGNISE PLAYER IN SCORE ZONE

void CBaseTrigger :: ScoreTouch ( CBaseEntity *pOther ) // takes in an entity

{

char text[1024]; // delcare the message variable

if ( pOther->IsPlayer() ) // if the entity taken in is a player


{

// if they have a lootbag on them

if (((CBasePlayer*)pOther)->m_fLootBag == TRUE) 


{

// ASSIGN POINTS TO PLAYER IN TRIGGER


((CBasePlayer*)pOther)->pev->frags += 4;  
// CHANGE THE SCORE BOARD TO REPRESENT NEW SCORES



MESSAGE_BEGIN( MSG_ALL, gmsgScoreInfo );  


WRITE_BYTE( ENTINDEX(((CBasePlayer*)pOther)->edict()) );




WRITE_SHORT( ((CBasePlayer*)pOther)->pev->frags );




WRITE_SHORT(((CBasePlayer*)pOther)->m_iDeaths );




WRITE_SHORT( 0 );




// give four extra points to the players team




WRITE_SHORT( g_pGameRules->GetTeamIndex( ((CBasePlayer*)pOther)->m_szTeamName ) + 4 );



MESSAGE_END();



// take away their lootbag
((CBasePlayer*)pOther)->m_fLootBag = FALSE;  


g_engfuncs.pfnSetClientMaxspeed( ENT( ( (CBasePlayer*)pOther)->pev ), 350); // set their speed



//print a message to the screen



sprintf( text, "%s, your loot has been dropped off, go get some more!", STRING(((CBasePlayer*)pOther)->pev->netname) ); 



UTIL_SayText( text, pOther );



}

// hang on this player doesnt have a lootbag

else if (((CBasePlayer*)pOther)->m_fLootBag == FALSE) 


{



// DO NOTHING



}


}

}

// END OF ADDED CODE
//-------------------------------------------------------------------

// ME ADDED JAIL_FUNC ENTITY

// declare the jail to be of type trigger

class CFuncJail : public CBaseTrigger 

{

public:


void KeyValue( KeyValueData *pkvd );


void Spawn( void );


void Precache( void );

};

// link the jail entity to its class

LINK_ENTITY_TO_CLASS( func_jail, CFuncJail ); 

void CFuncJail :: KeyValue( KeyValueData *pkvd )

{


CBaseTrigger::KeyValue( pkvd );

}

void CFuncJail :: Precache( void )

{

// Do all of this in here because we need to 'convert' old saved games

// set the jail entity to non solid so it can be walked in


pev->solid = SOLID_NOT; 

pev->skin = CONTENTS_JAIL; //set its skin to be of type jail


if ( CVAR_GET_FLOAT("showtriggers") == 0 )


{



pev->rendermode = kRenderTransTexture;



pev->renderamt = 0;


}


pev->effects &= ~EF_NODRAW; // make it invisible

}

void CFuncJail::Spawn( void ) // spawn the jail

{


Precache(); // precache umm nothing!


SET_MODEL(ENT(pev), STRING(pev->model));    // set size and link into world


pev->movetype = MOVETYPE_PUSH; // set the jails movement type as default

}

//END OF ADDED CODE

gamerules.cpp

// ME ADDED CODE TO PUT IN TEAM SPAWNs

extern edict_t *EntSelectTeamSpawnPoint( CBaseEntity *pPlayer );

// END OF ADDED CODE

edict_t *CGameRules :: GetPlayerSpawnSpot( CBasePlayer *pPlayer )

{


// ME ADDED TEAM PLAY SPAWN CODE


edict_t *pentSpawnSpot = NULL;


if (g_pGameRules->IsTeamplay())



pentSpawnSpot = EntSelectTeamSpawnPoint( pPlayer );


else



pentSpawnSpot = EntSelectSpawnPoint( pPlayer );


// END OF ADDED CODE


// edict_t *pentSpawnSpot = EntSelectSpawnPoint( pPlayer );

//-------------------------------------------------------------------
// IVE ALTERED THIS TO ENABLE A TEAMPLAY MOD

CGameRules *InstallGameRules( void )

{


SERVER_COMMAND( "exec game.cfg\n" );


SERVER_EXECUTE( );


if ( !gpGlobals->deathmatch )


{



/*// generic half-life original code



g_teamplay = 0;



return new CHalfLifeRules; */ 



//No deathmatch defined but we want it anyways.

        gpGlobals->deathmatch = TRUE;

        return new CHalfLifeTeamplay;


}


else


{


return new CHalfLifeTeamplay;  // lets play as teams everytime!


}

}

//-------------------------------------------------------------------

Subs.cpp

// ME ADDED TEAM SPAWN CODE

LINK_ENTITY_TO_CLASS(info_player_observer,CBaseDMStart);

LINK_ENTITY_TO_CLASS(info_player_cops,CBaseDMStart);

LINK_ENTITY_TO_CLASS(info_player_robbers,CBaseDMStart);

LINK_ENTITY_TO_CLASS(info_player_jail,CBaseDMStart);

// END OF ADDED CODE

//-------------------------------------------------------------------

weapons.cpp

void W_Precache(void)

{

UTIL_PrecacheOther( "item_lootbag" ); // ME ADDED WORLDSPAWN LOOTBAG VARIABLE

//-------------------------------------------------------------------

These are all of the inputted or changed code within the Halflife Software Development Kit.  The full SDK is huge and so for the sake of clarity it was decided to just print out the altered code.  To see the halflife SDK in full please see the attached CD, folder Appendix H – Coding Implementation.

APPENDIX I

MISCELLANEOUS 

FILE CHANGES

The following are the miscellaneous changes made to the games mod folder.  To see these changes please see the attached CD, folder Appendix I – Miscellaneous Changes.  The files modified are included below for your reference. They are all parented within the CopsNRobbers directory.

Folder ‘gfx’

· Folder ‘shell’

· Splash.bmp 

– Background image for the in game menus

· Btns_main.bmp 
– All of the in game menu buttons

· Several other .bmp files used to change menu graphics

Folder ‘maps’

· Chicago.bsp

- Full working city map

· Chicago.txt 

- Text description of map shown at start of round

· Sewerholes1.bsp
- Test map used for detecting errors in code

· Sewerholes1.txt
- Text file warning players that this is a test map

Folder ‘media’

· Logo.avi

- The Cops ‘N Robbers logo on the menu start screen

· A variety of .wav files that replace the original Halflife sound effects

Folder ‘models’

· Folder ‘player’

· Folder ‘barney’

· Barney.mdl
- A Halflife model file of the cop

· Folder ‘gman’

· Gman.mdl
- A Halflife model file of the robber

Folder ‘sprites’

· 640hud7.spr

- The new hud (in game screen display)

· 320hud2.spr

- A lower resolution version of the Heads Up Display

· hud.txt
   - A description of all the elements in the hud and how to draw them

pak0.pak

- The compiled versions of all new sounds and graphics

cached.wad

- The wad file used for creating CopsNRobbers textures

APPENDIX J

TESTING

DOCUMENTS

APPENDIX K

FULL RELEASE OF

‘Cops ‘N Robbers’ 

See attached disc for full release

APPENDIX L

INSTALL FILES FOR

‘Cops ‘N Robbers’ 

See attached disc for install files
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