Kleiderfarbe des Militärs ändern (Source)

An den unten aufgeführten Punkten 1 und 2, ist es möglich die Kleiberfarben des Militärs, der Milizen und der Minenarbeiter zu ändern.

Die Rot-Markierten Stellen können beliebig ausgetauscht werden, soweit es die Kleidertabelle (siehe unten) zulassen.

1) Suche nach -> void SetEnemyColorCode( UINT8 ubColorCode )

C:\ja2\Build\Editor\EditorMercs.c

void SetEnemyColorCode( UINT8 ubColorCode )

{


if( gpSelected->pDetailedPlacement && gpSelected->pDetailedPlacement->ubProfile != NO_PROFILE )



return;


UnclickEditorButtons( FIRST_MERCS_COLORCODE_BUTTON, LAST_MERCS_COLORCODE_BUTTON );


switch( ubColorCode )


{



case SOLDIER_CLASS_ARMY:




gpSelected->pBasicPlacement->ubSoldierClass = SOLDIER_CLASS_ARMY;




gubSoldierClass = SOLDIER_CLASS_ARMY;




if( gpSelected->pDetailedPlacement )





gpSelected->pDetailedPlacement->ubSoldierClass = SOLDIER_CLASS_ARMY;




SET_PALETTEREP_ID( gpSelected->pSoldier->VestPal, "REDVEST"  );




SET_PALETTEREP_ID( gpSelected->pSoldier->PantsPal, "GREENPANTS"   );




ClickEditorButton( MERCS_ARMY_CODE );




break;



case SOLDIER_CLASS_ADMINISTRATOR:




gpSelected->pBasicPlacement->ubSoldierClass = SOLDIER_CLASS_ADMINISTRATOR;




gubSoldierClass = SOLDIER_CLASS_ADMINISTRATOR;




if( gpSelected->pDetailedPlacement )





gpSelected->pDetailedPlacement->ubSoldierClass = SOLDIER_CLASS_ADMINISTRATOR;




ClickEditorButton( MERCS_ADMIN_CODE );




SET_PALETTEREP_ID( gpSelected->pSoldier->VestPal, "BLUEVEST"  );




SET_PALETTEREP_ID( gpSelected->pSoldier->PantsPal, "BLUEPANTS"   );




break;



case SOLDIER_CLASS_ELITE:




gpSelected->pBasicPlacement->ubSoldierClass = SOLDIER_CLASS_ELITE;




gubSoldierClass = SOLDIER_CLASS_ELITE;




if( gpSelected->pDetailedPlacement )





gpSelected->pDetailedPlacement->ubSoldierClass = SOLDIER_CLASS_ELITE;




SET_PALETTEREP_ID( gpSelected->pSoldier->VestPal, "BLACKSHIRT"  );




SET_PALETTEREP_ID( gpSelected->pSoldier->PantsPal, "BLACKPANTS"   );




ClickEditorButton( MERCS_ELITE_CODE );




break;



case SOLDIER_CLASS_MINER:




//will probably never get called




gpSelected->pBasicPlacement->ubSoldierClass = SOLDIER_CLASS_ELITE;




gubSoldierClass = SOLDIER_CLASS_MINER;




if( gpSelected->pDetailedPlacement )





gpSelected->pDetailedPlacement->ubSoldierClass = SOLDIER_CLASS_ELITE;




SET_PALETTEREP_ID( gpSelected->pSoldier->VestPal, "greyVEST"  );




SET_PALETTEREP_ID( gpSelected->pSoldier->PantsPal, "BEIGEPANTS"   ); 




break;



default:




return;
2) Suche nach -> // OK, After skin, hair we could have a forced color scheme.. use here if so

C:\ja2\Build\Tactical\Soldier Create.c

// OK, After skin, hair we could have a forced color scheme.. use here if so


switch( ubSoldierClass )


{



case SOLDIER_CLASS_ADMINISTRATOR:




SET_PALETTEREP_ID( pSoldier->VestPal, "YELLOWVEST"  );




SET_PALETTEREP_ID( pSoldier->PantsPal, "GREENPANTS"   );




pSoldier->ubSoldierClass = ubSoldierClass;




return;



case SOLDIER_CLASS_ELITE:




SET_PALETTEREP_ID( pSoldier->VestPal, "BLACKSHIRT"  );




SET_PALETTEREP_ID( pSoldier->PantsPal, "BLACKPANTS"   );




pSoldier->ubSoldierClass = ubSoldierClass;




return;



case SOLDIER_CLASS_ARMY:




SET_PALETTEREP_ID( pSoldier->VestPal, "REDVEST"  );




SET_PALETTEREP_ID( pSoldier->PantsPal, "GREENPANTS"   );




pSoldier->ubSoldierClass = ubSoldierClass;




return;



case SOLDIER_CLASS_GREEN_MILITIA:




SET_PALETTEREP_ID( pSoldier->VestPal, "GREENVEST"  );




SET_PALETTEREP_ID( pSoldier->PantsPal, "BEIGEPANTS"   );




pSoldier->ubSoldierClass = ubSoldierClass;




return;



case SOLDIER_CLASS_REG_MILITIA:




SET_PALETTEREP_ID( pSoldier->VestPal, "JEANVEST"  );




SET_PALETTEREP_ID( pSoldier->PantsPal, "BEIGEPANTS"   );




pSoldier->ubSoldierClass = ubSoldierClass;




return;



case SOLDIER_CLASS_ELITE_MILITIA:




SET_PALETTEREP_ID( pSoldier->VestPal, "BLUEVEST"  );




SET_PALETTEREP_ID( pSoldier->PantsPal, "BEIGEPANTS"   );




pSoldier->ubSoldierClass = ubSoldierClass;




return;



case SOLDIER_CLASS_MINER:




SET_PALETTEREP_ID( pSoldier->VestPal, "greyVEST"  );




SET_PALETTEREP_ID( pSoldier->PantsPal, "BEIGEPANTS"   );




pSoldier->ubSoldierClass = ubSoldierClass;




return;


}
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